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    } » E, ^ k i | F EEA | C ) / e: b, — e s p a A A N p j | | : 1 | l i | \ T ^ "d A j F P t d = e 5 | The future of electronic entertainment  | dge has yet to find a gamer who doesn't like robots - They are undeniably appealing. Cultural commentators have over the years argued ther dramatic rise in popularity, pacuan m Japan, as the result of a post-WWII generation looking to escape the fallout of one of recent histony's most brutal confiicts. When looking to rebutd itself, the defeated i country committed to a technology-ied progression and the concept of robots formed a natural extension to this a movement Their aspirational qualities — enormous power ^ File LE IE Od) and (reasonable) invulnerability — reflected both a proud T" Md nation's hitherto unchallenged global position while pointing to a brighter and better future. Of course, it's far from a comprehensive explanation. Indeed, Edge has come across more interesting - and possibly more accurate = reasoning this month by (quietly) stomping into Bandai's Tokyo headquarters and visiting the company's various mech-related departments - see page 68, Japan's re-invention of the robot as a hugely desirable entity is massively significant, and it's interesting to note that to date it has rarely been matched by anything conceived in  the west. For instance, toys, films and comics dealing with this subject matter will almost invariably feature Japanese creations. Thair influence hasn't ignored videogames, of course (likely to be regarded as the most appropriate medium by ek, E = N us e à A a pe e m ede, en ed ee, robot fans). We are currently facing something of a tities turned up in time for this month's Transformers-led issue. Appropriate, certainly, but the likes of Gofcha Force wy or EEE E pps Pons (p33), Chrome Hound (pz), J ei L axi Neba Ge | ek eo 2), JU et (pad) and M HEN pn zio z TO sro pn rora ge e ei el = am i m j Eg m e, Arms (p102) are significant in the way they illustrate the INDUSITY s renewed interest in mechs. And with reason - they often make for thoroughly exciting protagonists, combining the most interesting gameplay possibilities with universal appeal. Take a look at this month's cover feature (p54)    A TIT "uh. ^  003 >

  
    Features 048 Prescreen focus: Full Spectrum Warrior Developed from a training game for the US army, Edge gets scared by Pandemic's latest 054 Prescreen focus: Transformers Armada It wouldn't be a big robot issue without the ones that come in disguise, would it? 068 Big Robot Love Japan's love affair with gigantic, heroic mechs explored. Warning: may contain plastic toys                     078 Famitsu Forever Edge puts its feet up to read the world's second most important gaming magazine 086 Audience with: Michel Ancel A lead designer at Ubisoft, Ancel discusses his latest creation, Beyond Good & Evil Futur Publishing i part of The Putre Méelwork plc. f | B The Future Network produces carefully targeted £DGE | specialist racines Tor poopoo who share a passion. We am to maliny (had pasaon try creating tities aliem ai bor py. e mime, p] LA AS aiia ond whech are a pleasure to react Lone wer publish more than QU magacines inm ihe UK, IUS, France and Ray. Oar BO international oor of br Eg Ot a pus in 28 oher Couns Borm he work The Future Heic plc is a public company quoted ion iho Londan Steck Exchange murri FNET] Tolaphone «44 (1225 442244 MMA That ihuinere work, pc uk Wudi Miopia ni Pieciibahanj   TA Ho Hie Il i diu pin pen | J OO ‘tal! Ou MT zit eke Future Publishing 30 MOTEL Street. Balh, BAT ZE Telephone +44 (1225 442244 Fax +44 (01228 T3215 Email Christophe Kagotani ALS burm Ste Curran editor at-large Cuontribulors Steven Bailey, Mr Biffo, Kieron Gillon, Jon Jordan, Peter Lyle, Toshihiro Magoshi, Steven Poole, IM "M EE: i b i ll || | I ||  Prdurtiian Advertising phone 04225 4427244 MADURA James Binns pulblishnr A s e ESA a | ZE A Tamara Longden promotions manager Simon Wear iniernational licensing dieron Robert Price group publishing director Telephone 01455 EA LET] Fas 01458 7 1 148 Email qure suballtutunmnat CO ui os rM rubi UR nawsirade by Seyr Déstribulion. B5 Newman Hirwa, London WiP 34 Telephone 0707 G07 #00 Can find Bdge? James Greenwood 01225 T32 Baca KA GEA ZUA Roger Pary AA A chairman Greg Ingham chini capculive Colin Morrison chiel operating officer & MD, UR John Bowman group finance director

  
     (S O0" christmas the ‘we'll miss you taurus’ issue Regulars 006 Frontend PSP concept; N-Gage launch; Sony online 018 Out there Final Fantasy dating; Edge wins at karting "mu ] TT] 022 RedEye M milli A } | Apocalypse now? 024 Trigger Happy Postmodern joys 026 AV Out GTAlll and Japan FAZZZZAAAAMM!!! 074 Subscribe You know you want to O76 Back issues Get 'em while they're hot (and in stock) 127 Retrotest It's 1993. Edge reviews Assault Suits Valken 128 The making of... X-COM: Enemy Unknown brings strategy to the masses 132 Reset The mists of time part to reveal... E66 133 Recruitment    032 Your chance to work in the games industry 034 144 = Inbox 036 Firefighter FD:18 (PS2) Your opinions on the world of videogaming 039 Gotcha Force (GC) 146 Next month 040 Cool Girl (PS2) Karaoke. Stop laughing 042 Chrome Hound (TBC) 042 Front Missions (PS2) Testscreen O44 Junk Metal (PC) O44 UniversalCentury.net 094 Broken Sword I The 114 Secret Weapons Over —— Gundam Online (PC) Sleeping Dragon (PS2, PC) Normandy (PS2, ; PC) 9 098 Mario Kart: Double Dash!! (GC) 115 Need for Speed 045 . Gran Turismo 4 Prologue (PS2) 100 Prince of Persia The Sands Underground (PS2, Xbox, GC, PC) 045 Richard Burns Rally (PS2, Xbox, PC) of Time (PS2, PC, GC, Xbox) 116 SWAT (PS2, Xbox) 102 Metal Arms: Glitch in the 117 ^ Tom Clancy's Machine (PS2, Xbox) Rainbow Six 3 (Xbox) 104 Beyond Good and Evil 118 Made in Wario (GC) (PS2, Xbox, GC, PC) 120 Hidden & Dangerous 2 (PC) 107 True Crime (PS2, Xbox) 121 Judge Dredd: 108 Call of Duty (PC) Dredd vs Death (PC) 109 Medal of Honor: 122 Amped 2 (Xbox) Rising Sun (PS2) 122 Tony Hawk's Underground 110 The Lord of the Rings: The (PS2, Xbox) Pisis aik Return of the King 123 Crimson Skies: High Road (PS2, Xbox, GC, PC) to Revenge (Xbox) Future Games: the first choice for gamers Edge = brought to you by Future Publishing Lid, the makers ot PC Garner, Garmeshlaster PlayStation? Offical Magazine-LIK, Tha Official UK PlayStation Magazina NGG. PSMŽ, MAX 117 Grabbed by the Ghoulies (Xbox) 123 WRC3 (PS2) 113. Project Gotham Racing 2 (Xbox) 124 Bombastic (PS2) 124 Temple of Elemental Evil (PC) Edge recognises all copyrights in this issue. Where possible, we have ackancnteegen the coprrigind Hein Contact us H we Mave failed to credit your copyright and veo will be happy to correct mmy overnight, "This may be hilarious where you come from, pur on this panel it's Considered rude." Edge is the registered trade mark of EDGE interactive Media Inc. Used under licence i 005
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    ITI aI HZU ZIO E Zb B I" NT 'H I HH n nu F | bi NO IT YL | Wy | MS | M TT | Tt A i I | TIL DER GERNU TT *   ^ | Gia VAULT i iT TERR UO | IT bou | d TRAK I JN +h r i | m | 1) I: Miru LI E te | eves TITLE   1I. | I HIT a IGE 1714 frontend  Sony unveils PSP concept A little silence, please, for we are in the   | y lathe medium of a startlingly cheesy PDF slide show, V executive deputy president Ken Kutaragi has made the first PSP prototype public at a Sony corporate strategy meeting. Before settling on this gleaming slab of geometric obsidian for the presentation in New York, Sony is thought to have rejected an SP-style clamshell casing for the PSP, as well as another design modelled on the midget laptop looks of its Clié UX50. While this is a prototype, and may be subject to radical change, Edge understands that a number of fully functional units have been manufactured for testing. The metal-looking flange should make the device feel less fragile, although the deep gloss of the finish and the naked expanse of the screen leaves Edge feverish with scratch paranoia. It's believed that there is some kind of screen cover missing from these images, but it's hard to imagine where or how it would attach. Edge can't help but assume that, however it works, it must rather ruin the sleek sweep of the machine or it would have made it into the photos. The last announcement Sony made on the specs for the PSP confirmed an analogue stick as well as two shoulder buttons. These are nowhere to be seen on this model, which some kind of analogue sensitivity? Could those be huge “While this is a prototype, and may be subject to change, Edge understands that a number of fully functional units have been manufactured" shoulder paddles on the back? There are also practical questions raised. How much grip will that mirror finish provide when coated with a layer of sweat and oily grime from the Tube? And since you'll need to hold it by the edges rather than sitting it fully in your hands, won't prolonged use make you crampy? The presentation also gave a few more clues about how Sony expects the PSP to be used. It forms a crucial part of its vision of an out-and-about personal network that will see you receiving broadband broadcasts of music and traffic alerts. It doesn't, however, seem to envisage you using the device at home, where you will be too busy with your twin televisions and robot doa. It's clear that the PSP is being considered the PSX's outdoor twin — a hub for games, movies, photos and music. The 16:9 ratio of the screen certainly gives movie viewing some convincing appeal, and its 4.5 inch size dramatically widens the range of game styles the machine could successfully host. Although the presentation proclaims that ‘entertainment’ is the key, the accompanying images suggest that Sony doesn't have anything more concrete in place for the device than a cocktail of existing names along the lines of Gran Turismo, Beyoncé and Stuart Little. With dev kits currently on their way to developers, clearer intimations of what's in store should surface in the new year. For now, though, just let your eyes drink in the loveliness. After the clumsy compromise of the N-Gage and the pale anonymity of the PSX, Edge can't wait to get to peel the wrapping off something so heart-achingly covetable. "E alm edi

  
     Riding the rollercoaster It's a topsy-turvy world. GameCube’s sales have rocketed while PlayStation2's have stalled. So is this the start of the next console transition or just an outcome of longterm strategic planning?  Units (millions) OF 1999 008 2000 Its fair to say game developers and publishers suffer from more than their share of fluctuations in circumstance and fate. But beneath the reaular arrows of outrageous misfortune and luck flow the fundarnental tides of the industry as controlled by the console manufacturers. Like Homer's bickering Greek gods, they alone have the ultimate power to turn the tap of demand. Witness the remarkable fourfold increase in GameCube hardware sales following Nintendo's slashing of the UK price to £79( 99 in Europe, $99 in the US). If any publisher other than Nintendo actually released games for the console, they'd be laughing all the way to the bank. And it's this sort of seemingly unpredictable move that underties the importance of understanding the industry's cyclical behaviour. Just as leaves turning brown herald the start of autumn, so hardware price-cuts signal the coming pains of the next industry transition, These are the periods when consoles are reduced to giveaway items, soon to be repiaced with the must-have spanking new boxes. Get the transition right, so the theory goes, and it's five years of plenty ahoy. Annual US Hardware Sales (128-bit)  2001 2002 mmm Stategy Analytics m umm predicted ome DFC mm mee Predicted 2003E 2004E 2005E 2006E- 2007E Year (E=estimated)   US analysts at both DFC and Strategic Analytics predict North American hardware sales will peak during 2003, although there is scope for Sony to revive sales in 2004 and 2005 Look at companies like EA, Rockstar, Criterion and Free Radical Design. Each, in their own way, set itself up early for PlayStation2's dominance, and they have since reaped the rewards. Companies who got it wrong however, such as Core Design, Oddworld Inhabitants and Namco, have been struggling ever since. For this reason real interest is baing expressed in Nintendo's current pricing trategy. With the GameCube already priced at rock-bottom, the current glut of sales ts only sucking forward purchases that otherwise would have occured during 2004 and 2005. In that context, thé move can be least 2005, Nintendo's move could herald a shift in the hardware timescales. Sony stutter It's not only Nintendo which is making news though. A perceived waning in the power of PiayStation2 has been one recent discussion point. Parent company Sony is undergoing a serious three-year, S3b restructuring of its main electronics division as well as laying off 20,000 employees. PlayStation2 sales have been hit too, with profits at Sony's Computer Entertainment division down 91 per cent over the past three months penod. In turn, "Just as leaves turning brown herald the start of autumn, so hardware price-cuts signal the coming pains of the next industry transition" viewed as a last-ditch attempt to get garners, publishers and retailers back in love with the Nintendo brand. Altermatrvety, it could be the resuit of a corporate decision to launch its next-generation hardware earlier than expected, or at the very least ship a GameCube v1.5, perhaps with inbuilt online adapter, in 2004. Such conclusions ara why so much time and money is spent second-guessing each move and snatched rumour from the console manufacturers. Now is the time when market analysts earn their keep. Every time Sony's Ken Kutaragi looks a bit pale and sneezes, or Microsoft's Robbie Bach says ‘Awesome!’ with slightly more feeling than normal, the analysts suck their teeth, adjust their predictions and advise their clients. With conventional wisdom suggesting the next round of console releases will not start until at EA has cut its internal prediction for PlayStation2 sales during 2003 by a million units in the North American market. And this was in addition to Sony's own prediction that it planned to sell 2.5m fewer PiayStation2s globally in the financial year ending March 31, 2004, compared to the 22.5m units sold in the previous year. Some pundits have suggested this slowdown marks a shorter lifecycle for PlayStation? compared to PSone, and the early release of PlayStations. IDG Consulting's analyst Simon Price, however, says the fears that PlayStation2 has peaked early are unfounded. “You have to remember that PlayStation? still sells for $199 in the US," he points out. “More than 65 per cant of all US PSone sales happened at below $149. That doesn't mean the same thing will happen with PlayStation2, but | think

  
     thers will le come lift when tha once a i ar 1 "C. zt ca Kz dre a t a "7T PF a. ) ir») ww XE. Does OCOW dA ul dar e Screen Digests Nick Parker, once a Sony Computer Entertainment Europe vice president of strategic planning, thinks 1 there's plenty more life left in PlayStation2: Sony still he  ne exams price to C99 five years into its life, the nstahed base Goubed. IT trvs mode! noms for PiayStation2, Sony could plan a £99 1 w pncepoint next Christmas and  expect to accelerate sales with no further drop until 2006, We're in the eighth year of PSone. PlayStation? could have a nine to an-year lifecycle ea -— TTD EE eae ee ZE ekar GEN TES Sere. ie ren ATES in ee, EE Uwe Vice " FUTT zT Com xm dz be bei y egik i ud ad uum d = SE bea, B eren E pn rrak para, bura, puma pa puz Ae | EO ZZ E E : ' 7 e bie, D oO s Warnung TO Drong i POZO I1 58   properties  PlayStation2, but those wh: act as a stabilising force  support PSone saw q Richard Leinfellner, EA Europe’ president of on AA See anlan See ea = E gura OO en consolas sales are DOWN, explains Li Datamonitors Frederic Diot. As an     ware unit sales should peas in ed by soltware units 2005. Software sales by Value should peak in 2004 as game prices tend to fall as me more mass markai o | raai Je 5 OTe CL img its (both hardware and s are), and the be that hardware sales will peak ii Cice cut ir TOM alain, SO wc Mick Gibson of (Games Investor Ce ame that the market is curently ZUT EAI E E (it nat marcinalby bower cp mer vend upon the timing of future Meanwhile Datamonitor's Fredenc D 2004 as the peak. “! believe 3d wall be the  

  
     h T Sines ict continues. He's less E | Sar noon Hru inh ehor * Hw um ft Dr bou a © i Ta Ea EAZ Zk r 2 Lun Ln. ZE A Lea euke B EZ eur, eak ba - - "i m - e : B pr MI E m-a Mes i Zen? We asked three analysis when they predicted st atts roa Moe e ea ITCRUM TNAM Ern : [OW ths home "mec miro ui inteuaien next round of consoles would launch Ez na SL Canine WI Uf! GIA. E TH ed N dL nemus rd KS bed EA aL. LJ Li - La LU IDG Consulting Leanfaliner is looking forward to the PSP | ^1 thunk Mintendo and Microsoft will munon which is due to launch in late 2004 (see p5 first. Nintendo has most to lose from ve uu Ho oycha emi OK je the ness "hanging on’ in the current cycle and the Nislkman | expect to sae some comnelino i WPT ed SEKULE O Sec rne LAZ Ib en nag to gain from launching early, but it must ee ETN GS = r $ and unique content. EA i cuTeniy TONOWITDIC be careful nat to ‘do a Dreamcast’ and be z me erris On Tres palon ana Omer 366 åS å teres! (sor platform Microsoft has Gida, cmn: j amanina natioeme with interest ^ he always Man tained that it will launch at or . d re LE! 2 KK E i H "efnne Diau Et 37 Ene With later thes zn the eormecot before PlayStations, and it has the resources :ci Ji = HUE SE Rd Gu Gu to do so. Sony has most to gain from business model and market penetralia stretching out the current cycle. PlayStationa they could potentially help with the overa Ac ata ATY He, oil AI i FOE O—— a b e M-Ls e im r1 TF A pag eg m cp een pi has been CanyiIng tha overall Sony business transition, aithougt | Think we nave at least anr tha rr rv rr) cas 7 MA IT = : b EEaren bo ze zar | | and the company can't guarantee it will own three more years of great software sales on | EHIN Y the next cycle in the way it dominates this " one. | would say 2005 for Nintendo, 2005 or b 2006 for Microsoft and 2006 tar Sony, unless  It iS panicked into matching   Microsoft's launch." : n TITIN company thal provides middleware as we ' may be more disruptive than Frederic Diot, Datamonitor von t be GIG TOS he peki one E aS developing games, ne has a unique ine last, sence deveiopment costs are higher üi "Tti [ parruan bd Pe g " PT! PE EE Gus ee x as muet ah am e : a 4 j 4 r ! I ap leu = Em ga | believe it is still Microsoft's strat ahs Summons in be differs :st time view on what might occur "Just as lasi Cw. he Save launch betore the elawSstoatwornd d) MEN "m atl i am ik atte uum Lex dC bed iam cum — ë T o r cw Tee Ims - er = E d". - à 1 launch before the Playsta r ] Wes DSSS revoir Was me, tha industry had to EM ICON E Oat W y rermeuns thalr me dui dial Tee T a 5 SEE ed nol to aunn DOO GOIO ā b + rete egur eee rez DO a i wary? ls b i ü i eak, mu: E pra ea = —— cer ems =- elar t = Sur eizi AWS COT ieee ZTO Dei EO : Mel Ter ug MN Vibe Yer BL XJ ran ] LET ay DE D E han a WS, ware scl F EN SZ MOD IK ELE B E. EZ — à i er " ui " i e Se -- hom fees rtm i A à j^ “yy - - ee pr ra Se rg zeuri bara $ don gu me = ia 3 was ten c 5 ens pames, we DO | nange uncamema EXDOCIUOC e nuneciamenial Sue E of the PlayStatior = — = ed — mud euritea, Ea dE esera, chm eG TUM — bond tee eur, reki bL oe dx em im i P = 5 oe J LES d ZERE ZZ E. ea In cy GAZ = Sis. P [ES LA LAL, val Fol) SE = c US ELA Gy Llc 1 not weed-Nnowm TOF Keen = x be eak 2 ga chaos giza ot rec wre ss im" m APE a cia anl nhe anm Edu "rm eo 6) ie F odes Ogi mane 3 i rier Ee = ne T c EXE oe awe dim DOT TS n EM VM i I j LX H beai LE KE comes to munci cm R a e l E gd dugo mancinn Inetratine0e nin marem. "--—À— Ed - dtm Y bra be Masek D ÜO | Son, Cecio SL EATE E CINE CI. ITLISAT HIC OO i Se, ab UZTA = Le OURS LE ES NIN ieee mu DO eg e er pe ETZ ZE a ZE do ha FT Wit be e bac "OA r e gai =" D P TR É cu tmu gru hs wr ro B A ia ur um eZ W E WL— TE ff E jJ E d = | sk We a m mm Sed E kd LH LA = a Lin. L Iy A = e j EO "UU " uat zur t dron weg Pur fS elaia 4 d fi 3 Ee per arri creo EE D about, Nintendo is probably still toying with etter D ^ De ES. about Tackling ther gucke and steepe kast tin and the idea of adding multimedia and ontenon's David Lau-Kee provides DG's Simon Price thinks there could be anyone who's not prepared for this wil connectivity features or not. Therefore | another take on the situation. As CEO of a 1 sting in the tale tex personally think the next Nintendo's console will be launched in 2006. Let's hope I'm wrong of this could spell trouble Yearly Playstation Shipments for Nintenda.” Mick Gibson, Games Investor Consulting “Sony have been open about when their 30 -—4- — fabrication facilities will permit mass production of the Call chips (oftectively early | —— d "es 4 2006) but the scalable, parallel processing eia dd EE PlayStation architecture gives it the potential to alter the product specication at a later stage of hardware design than with previous generations. Microsoft, on the other no e hand, have stated thal they do nol wish tr allow ny the sort of lead tme enjoyed Dy  PlayStation? over Xbox. A likely scenano, thereiore, & that Microsoft will be irat to "CES 8 4d. 1 Pa " d (mr GARE) as Om Timer: 1:28 118 U TZIO IAE Lag- 1/2 br, IA crown, Unless mere 5 Et [gp ld : Units (millions) direction, Mintencgdo will launch ( Targetüng : a c pria Ra Fa el y Console demographic   o aa — ed | Sony has sold more consoles at a higher Ü 2 3 4 5 5 7 B price this cycle. The big question is whether the overall market has grown Years since launch enough to make up for its early success «010

  
     ra in ee IRAULI London’s other Games Week ‘Game Stars’ and ELSPA announce two new UK game shows  e organisers of ITV's ‘Game Stars’ i have announced a major new consumer game show, Garne Stars Live, to be heid at the ExCeL exhibition centre in London's Docklands from September 1-5, 2004. This news was followed by ELSPA's announcement of its new trade show, the European Game Network, which will nun at the sarne location from September 1-3. The inaugural ‘Game Stars’ show, broadcast last Easter, attracted over five million viewers, and the live event is a natural extension of the brand. The success at the PlayStation Experience has revealed he extent of consumer hunger for large game shows, and Game Stars Live’s multiformat event should attract even more gamers. Backed by media support from Capital FM, XFM, GAME and an as-yetunannounced national newspaper, the show | pina TR toT Ee err wit have re  DU fi Zo “These new events send out fragmented signals at a time when the industry is trying to present a coherent identity”                presents a real opportunity to dramatically format, and à heavy emphasis on pre- mp raise the public profile of gaming. Tne show scheduled meetings’, ELSPA acknowledges Eu iii has already attracted support from that it amounts to a radical format, but “Riches : publishers such as EA, THQ and Eidos, and argues that it is one designed in response to Granada has already confirmed next year's will feature game challenges, Europe's industry requirements. The show is geared gn e Ge erdie deit ii largest LAN party, and a Get Into Gaming to meet the needs of VIPs and "higher tier pro careers advice zone delegates who will receive invitations to the i ] DI Ho il NI v dda] do ELSPAs announcement is more event, free entry and access to on online was behind their decision to go head-to- li Mmm iii or Uk i ZO I m controversial. Scheduled in direct corrflict meeting planner to allow them to co- head with ECTS, but | don't think the Ili here we EON dedo ES with ECTS, it seems a calculated effort to ordinate their meetings with exhibitors. timing of the event is an accident. You D EEE bo ioa ii e undermine the older show. However, the ECTS organisers have made their would have thought that a trade Hil Hid e: o The Mh is ibi i M h D planned atmosphere for EGN is deliberately disappointment clear at ELSPA's choice of organisation would want to do more to | nina Gr Dum ii HI | m liji GIN | low key. Describing it as a show ‘tree of timing. Speaking on behalf of CMP, the smooth things over." ECTS has no plans to Mile) ing mace Jado dU cas | hype in a structured environment with a show's organisers. Dean Barrett change its approach to its event next year, Go ui ompute s At m ks, the ne d i cost-effective, standardised exhibition commented: “I don't know exactly what suggesting that EGN'S ‘elitist approach’, ii pure ata li out of town location and untried format all ZO add up to a big gamble. Hh luy Fo TT ii Having just moved towards a more pegi ii Ln this IO jinn unified front with the launch of the London Game Week banner, there's no question that these new events send out fragmented signals at a time when the industry is trying to present a coherent identity. It remains to be seen if the expansion of London's gaming summer will sap support across all events, or evolve into a national focus with  something to offer everyone involved with i j GA f mm. Sony is yet to confirm details of next year's PlayStation Experience; the decisions it makes about every aspect of gaming. Edge ee where and when and if to hold it may tip the balance between Earl's Court and ExCeL sincerely hopes the latter. 011 

  
     Low key launch for N-Gage Mobile gamedeck launched with a bang or a whimper, depending on who you asked, with a row about sales figures overshadowing the achievement of Nokia's global launch  T he UK rollout of Nokia's N-Gage gamedeck, which took place on October 7, was rather muted compared to the celeb-studded launches and in-store promotions taking place across the rest of the globe. With locations from Australia to Thailand, and beyond, benefiting from various launch promotions, the lack of any midnight launches or star appearances "People are persisting in comparing N-Gage with an old-fashioned handheld console. That's not what it is; it's an online games engine"  012 resulted in a low-key launch by regular console standards, but it was overshadowed in the ensuing days, by a high-profile spat about sales figures. The dispute started with the release of ChartTrack's sales figures, which encompass most maior videogame retailers. Chart Track s figures, which were widely reported by online news sites, suggested that less than 500 gamedecks were sold over its launch weekend, with less than BOO sales during its first fortnight on sale. The disagreement then moved onto the pages of trade paper MOW, in which That game line-up in full Pandemonium! Publisher Eidos A Ak I ii IDA Br MIN errau   Still mistargeted, as a games console it doesn't work without a SIM card, and the lack of a pay-as-you-go market cuts off what would seem to be its most suitable audience Nokia pointed out that ChartTrack’s figures don't include sales thr DK dedicated phone retailers - where the device was more likely to be discounted from its £229 RAP Finally, the action moved onto news outlets such as Reuters, which quoted Nokia's Ikka Raiskinen, who cited global shipments of 400,000 units in tha first two weeks, and argued that many retailers had sold out of their first shipment and re-orderad, PuyoPop Publishar- Sega Whether the launch nas gone wel enough to sell the targeted 6-Om units before the end of 2004 remains to be seen With the growth in handset sales slowing down, the games sector is Clearty of significant importance for Nokia Edge spoke to Mark Squires. Nokia UK's director of communications, to discuss the reception of its gamedeck, and how the company plans to surmount its difficult launch (see oppositel. Puzzle Bobble Publisher- Taito  Despite being highly unsuitable for the portrait screen, Pandemonium preserves its sense of giddy momentum, especially when you race against downloaded ghosts It's Puyo Puyo. It's accessible, demanding, quick fix puzzling. It's Bluetooth twoplayer. Very little could have gone wrong, and very little, Edge is happy to say, has gone wrong The real puzzle? Why the tiny, indistinct pointer drags reluctantly across the screen before squeezing off a ball which inches up towards just where you hadn't aimad it

  
    "| Q&A Edge talks to Mark Squires, Nokia UK's director of communications... How has the launch of N-Gage gone? Well. To be quite honest the initial sales of the N-Gage have been really promising. You've probably seen the figures that Iikka Raiskinen, our senior VP of games put out, that we actually sold 400,000 units globally in the first couple of weeks. Are they sales to operators though, or sales to consumers? They're sales out of the door from us - as a manufacturer, that's all we can count to be quite honest. It's impossible once they've gone through the distribution channel to work out what's going on. What we can say is that people like The Carphone Warehouse have gone to press to say that they've sold out and are reordering, and we are shipping re-orders, so we're reasonably confident that the sell-Through What about software sales figures? | don't have those figures for the game tities. The sales that we've seen so far have been really strong, and the interesting thing is that the strongest selling titles have been those games that have the N-Gage Arena functionality. Does Nokia have any way of measuring the multiplayer usage? Yes, we can tell what's going on. The one figure | do have is that in the first ten days that the N-Gage Arena was up and running, there were 5,000 online game sessions playing each day. So we're pretty happy with that — that's a great penetration. Have you actually played any of the games yourself; have you seen what happens? We were loaned an N-Gage a while ago... The biggest problem that we're finding is that most people writing about the N-Gage have never played a game on it and never experienced the boot-up sequence of a game that asks you if you want to go online, As soon SonicN Publisher Sega  "HD There's a horrible moment when you fear it might be Sonic slo-mo, but the blistering pace and the thirst for exploration soon kick in as tiny tantalising ring clusters flash past as you kick in, with say Pandemonium!, you immediately get the world top 20. It takes about 15 to 20 seconds to download your opponent for you to ghost-race against. | just like to check because that's our biggest issue; people writing about N-Gage are persisting in comparing it with a Static, old-fashioned handheld console. That's not what it la; it's an online games engine. The problem with that is that there's very little to compare it with because there isn't anything else existing out there that can touch it. Do you think that it's been a mistake to target it so heavily at the hardcore gamer? Surely the most likely people to buy N-Gage are people who are upgrading their phone and might see games as an added extra to the MP3 functionality and stuff. | think that's completely off whack, because if they were upgrading their phone and were buying it for the MP3 functionality then they could buy a Nokia 3300, which is exactly the same format as the N-Gage without the games it has the MP3 and the phone. Nokia doesn't divide handsets into cheap one, dear one, base breaking into four categories. Last year we launched 32 discrete Nokia Mobile Phone products in the mobility area, each of which was addressing a different market need as we saw it from our consumers. Our customers told us in but they wanted better games. So we buit a people are having trouble getting to gnps with We've built a games console. Okay, we've happened to put a phone in it because we know about making phones, but the fact is that it was a games console that we set out to build N-Gage 27? I'm not going to speculate you know perfacth, well that Nokia never pre-announces products We're a very unusual company in that respect: about sx months before they hit the market we tell you guys in the press exacthy what  super Monkey Ball Publisher. Saga E004 Km/h DIEFOOR 04 if it wasn't for the Fight, Target and Race sweeteners, there would be nothing to redeem the flabby controls, awkward camera and mean omission of twoplayer options hardware we're working on. We finalise hardware then we finalise software, so ail | would say to you is (hat we are constantly working on new products, and | think that you'll understand that N-Gage is a little bit more than just one games console; it's an arena, it's an online system, and were obviously looking to the future with interest. What about online reports that the device has had its price cut in the US? Not that I've heard of. In the UK it's been welidocumented that some operators are offering the N-Gage with certain contracts at no cost at all; others have seen successful sales by doing games bundles. Each to their own | think, but as a manufacturer we can only make the hardware, we can't dictate the way it's brought to the market. How enthusiastic have phone operators and retailers been about the N-Gage? retailers Nave Deen extremely enthusiastic market as a whole new opportunity. The games sector hasnt been quite SO quick to grasp the opportunity, but | think it's dawned on them now because we've seen an increase in their activity. There have been an awful lot of independents in (he games channel that have cone very well. It's not unusual when you get a specialised product ta find that people who have got the time to ait down and understand it and take their customers through it appear to do better in the first flush For whatever reason though, the positive sentiment is outweighed by cynicism... Let me put something to you, | believe that I'm unusual among the people you talk to as à comms manager because | actually built a Nascom and programmed, over 14 days. a Space Invaders game. | even had a Norman Pong machine — we brought one into Phillips when | worked there, for the canteen. | can remember the entire videogame industry; Tomb Raider orésner Eidos The on/off toggled run is a bold but counter intuitive decision, but the high quality of the original's art direction shines through the game's unsuitablility for gaming on the go | can't remember a time when it hasn't been cynical. There's always cynicism. | made a comment the other day, which | stand by, which i5 that things that are siagged off when they re brought out are now looked back on with enormous fondness, When the Dreamcast was struggling, everyone was kicking it. As soon as It disappeared, everyone started saying what a great console it was. ; But what does Nokia have lined up to prevent the N-Gage meeting a similar fate? We have a unique proposition: we have 50 to 100 mare games coming before the end of 2004; we have online games such as Pathway to Glory, the like of which players will have never seen before; and we have several years' expenence of making handheld units in a very fast and competitive environment and we're bringing the full weight of that to this part of the industry. Anyone who thinks that we're just playing at this is in for a very rude shock over the next few months. This is a deadly serious activity to Nokia. this is where we see the future of part of our organisation lying and we're addressing that in the best way we know, which is to provide our customers with the products they want. A few cynical reports are something you have to put up with, but we're willing to take that pain over the short-term because we know we're in the market for the long-term future. The feedback we're getting is great. The guys who aren't negative are the actual gamers. It's been quite nice watching the bulletin boards start to swing round over the past week as people have actually got the unit in their hands. | think if you've played a game like Pandemonium! on another console, you might think it's not a bad game. When you play It on a small handheld unit, with great graphics, but you also have the additional factor of trying to beat the ghost af someone you don't know who happens to be the word's number one, and you get close to matching it, that's a whole new level of gaming axpenence that most gamers haven't actually come to terms with yet. And when they do, they won't want to go back. Tony Hawk's Pro Skater Publisher Activision Limited in scope and scale from the original, Tony Hawk's still makes the transition in recognisable shape. The button layout and D-pad take a little getting used to, however 013 

  
     Sony unveils Central Station for online gaming is about RYE M aplfied for PlayStation2 owners  No sign yet of a hard disc drive to facilitate downloadable content, but December will see the launch of Central Station — a service that unites Sony's previously disparate online offerings. r^ n essence, Central Station is Sony's response to the much-praised Xbox Live "ud Ey E Gi le D Ta 7 d a E , t zn rie ik system. cony S laissez-Tarre porcy towards a unified online experience has been Those features in full... capitalised on by big publishers such as EA Central Station boasts the following leature : i ; arias | ; [heir Own branded online unverse: e  COWVEVE! smaser DEE TE neg J Unique ID — for eve p bm m a EO Ad tcu Gu get rren ba Friends Lists - a TIME T ea - m e mm g cr SS amr DIXIT m cm gi anungs tables with friend - = moe a ea qoc M RE E Lobbies — that allow you to de dd ESATE S expenence Or gonc owe wa Communication For Online Garman Mez, the Community support - us an report of E POA C Alay DETZAT e pni t he Leite = LEIRE Dn "1 ae CHE AR. i Leagues and tournaments : E ssembied hardcore is deflating range of abies 3 " nine gaming nas cultural as wel as Skill-matching d technical Damers to surmount it it is to appeal to the mainstream, as Sony hopes and one of the aims behind Central Station E Inends or opponents of a similar skill level WITT ease Anyone inserting a Network Access Disc into his or her PS2 after the (still slightly uncertain) launch date will be directed tc Cantral Station. Entry is password protected, although users will be allowed t Invent several different handles. A personalised homepage will then show letails of Sony-organised tournaments ar Legar numum fuc nie e SEO E E de pagues as wel as news reiated to = zg e PALF 2 Ir T ne Central Station is Sony's bid to match Xbox Live in offering a unified online gaming service to PlayStation2 owners, simplifying the currently complicated process of network gaming -4 who have taken the opportunity to establish o allow players to set up games with thes     BT v YAHOO! The way the interne In addition to the launch of Sony's Central Station, consumers are also set to benefit from BT's new gaming package, which combines a router with plenty of technical support Users have access to a message service, alti ough they wont be allowed to Teething troubles correspond with anyone outside the Central Station universe, Sony expects friends to e o EEA 3 ONY expects Menas t Though Central Station will undoubtedly tidy communicate in order to arrange times to up the COPDISLITIel LERA PAEZ SAS E of online meet online and play 2 gaming, publishers and A unique user profila will track still having difficulty adapting pertornance in oniine games, allowing the to the discrepancies in technical standarda e —À moo EEN I, D Za EEE ESE E 3 simile service Io match players with opponents of across the globe. While standards are similar yetween the US and Japan, Edga's sources a similar standard if desired between the US and Japan, Edge's scurci am d mu'e f hire t a mls t E Him rum mf tro ys TH FA Lai Y E IS GRAU KA GLEZ CH JU 08 eaer TO convert onime Tunctionaly Tor TE mar Tai T £F 4 LET = T) aij | bug EZ NE, E, j E LAETVEIT LC ‘air, WY LA TF E ODDOor! in T i T "TM etc ter DOIrzes un il ad PT pa ] € ri lun ZETIK i ON OE ir = | E I "COULES c Rn bea EZ wr = x i T [ge m m ation nor - as ameady Dee pleased with the response to its beta tes! amm rw “ee n a erun gur ea berm gu gu competibons, and it promises a strong eer oderat ^w reacsency i roe a dinaietZu the neviabie attempts to cneat d = een stripped of ther connectivity over here Capcom too, Is reportedly considenng ether Ea ala E et d wm da 1 Ted nine gares at launch., wh - E Dery cC 1 Oe 325 GI AUNGA. “Truc = i , e 5 degian? Evil SS n uml. 5 pus eek, QUASI A effectively means just SOCOM ed Bud mer mean | PER ZER Ed L nier, or sinpping Pss P E P EE T. = "] en if 1 Dest Fi ih Wu L lr i loll USTO 4 E Lm si puli gie Ee Qr; omega £m tO faiow next year Sony expects soma thirdparty publishers to si OM up a thiouagn lor comment on the issue  there's nothing confirmed as yet.

  
       Q&A BT launches dedicated gaming package While there are stil! technical issues that nead to be ironed out on the development side of things, the consumer experience of consola connectivity is about to become simplified with the launch of BT's dedicated consola gaming broadband package. Edge spoke to Chris Jones, head of BT Partnerships, to find out more... Could you give a general overview of your console gaming product? We have launched a broadband product which is similar to our standard broadband product, but instead of coming with a USB modem, which is PC-centric, we've launched a product that comes with a router modem. This gives a gamer the opportunity to connect their Xbox or PtayStation? to the router as well as ther PC so they can use them all at the same time. Going one step further, it's about support as well Whereas a customer buying a USB modem and then buying their own router will be reliant on technical support trom different areas, what Recently Reviewed       we're doing is supporting the whole product, and working with Sony and Microsoft on any issues to do with the consoles. So it's a onestop-shop for support. And using a router, you can plug your console straight into the wall... You just plug them into the router and the router plugs into the wall. We did a lot of testing with Sony and Microsoft and it worked every time. How important is console gaming to BT, and to driving the uptake of broadband? it's very important because when you look at the first million customers who have ADSL, they've gone for speed, but the next million will be about applications and content. Console gaming isn’t the killer app that will drive all broadband growth, but it will give people another reason to get broadband. So for us it's an important part of our broadband growth going forward to 2006, and we've got a target of getting five million broadband customers. We reached a milion customers in the summer, ahead of schedule.       Where does this package leave PC gaming? PC Gaming is big, and people who want to play PC games can do that on USB modems today. What is exciting about online console gaming is the size of the potential market - based on the Screen Digest numbers = 1.4million online console gamers in the UK by 2006 is a huge growth. Is that a realistic figure though? The figures released by Microsoft suggest quite a slow take-up of online console gaming, for example. Again, when you look at the market, by the end of September this year approximately 55,000 Xbox Live network adapters had been sold in the LIK, and that's set to grow to 100,000 by Christmas. So this market is growing. It's not a mature market, but it's going to grow considerably. What's important ts that console manufacturers, telcos. ISPs and games publishers all work together, as we've been trying to do. We think this is à growth market and that's why we're PIT pushing it        ukaldiak ORI IZO Tite TT Mire I TERT | Publisher ] "m MANALAN il Score Disgaea: Hour of Darkness — 5 — If TITIO: II EUGI arent E LN (DIDIER iiij _ Hala: Combat Evolved P| PO | Microsoft Game! dos o Sot DI HU HHIH MIT IA Deut Dragoon IIT AI I LU ps2. TIT | yare Enix —— if f line itp III d MOKO DIU Dynasty Tactics 2 Hik AID dull GT ij TU II BR alaka II jil GU DIII DO il I Gregory Horror Show URA ire THE Capcom |^ ^ ^?(. Zion Whose 0 000 AG » MaexmovsAmyofZm 000000 dd d IA AE — Mee ateako jl BRI GIN, EIO EE i BUH TT ZERE Se/GC/X a Ill iif lect on c Ans — In-house ^ IU i d eg ih UT |. Bily Hatcher and the Giant Egg | TU DOIA GO GT A ee itziz d M Final Fantasy Tactics Advance I Nai Nintendo | T . Square Enix: DI DIII EGO | rmm PERS UI SETTE "m IEEE: i ECHTE ERHIELT M ‘Ratchet & Clank 2: Locked and Loaded Tm n joo EEUU Hedadura ie Gam NN pet Worms 3D (0000 UKeexlPS2/GC/PCAMac URUNE ULUKA E ai Xu " ^ (CKBoXPSEGCPC | p ili NI ibilge —— Mode Man it HE Border Down | DOlwcade — Sea "Uli un Hil i i ill ll G HI 1 | GU & | . Commandos 3; Destination Berlin APRIRE Pe HADI Pyro Studios il STRUT tE Hardware: Online Arena pug: ln] EEE TI ERI ESTRUM is: IL EE Memo 00 do ed Bue | 4 d  do I Ta JIO Iu In : Hl | ee ERE ERE EEE EEEn ESE ALTI bts TE Microsoft and Sony relegsa. t d : Ho WR | RR RT e LLLI EREEKEK PIERREK dk Future acquires Ca ULU DII) uti Ill  d ERO 1 — See ere eee AAA AAA AA TEREE TT Sd Ll L

  
    >DD \ E ao coy y 7 ORS E) es : | ' bedi Tracking developments in development  Ringing the slow changes The mobile industry is a mess when it comes to gaming but Cash-U's Pecan entertainment platform demonstrates the seeds of a better future  abile entertainment [s taking baby M steps towards maturity, but at least those tiny feet are heading in the right direction. The problem is clear. While the console game business is driven by purity — dedicated devices designed for high-quality gaming — mobile pioneers are hamstrung by myriad mutually exclusive goals. Not only are there hundreds of different handsets available, but perhaps even more confusing Is the impact of network operators such as T-Mobile and Vodafone. For example, imagine having to buy a separate console to play the games of each publisher. An EA-PlayStation2 2004 might sit alongside an AcciaimPlayStation? XXX, to say nothing of the Take 2-PlayStation2 with Drive-By-Boy attachment. No wonder analysts’ visions of a mobile entertainment business worth $10b by 2005 have slowly faded to 2008 and beyond. But back to those baby steps. With standardisation on handset hardware slowly coalescing around technologies such as Java's JSR and MIDP frameworks, the next big area to tackle is the back-end infrastructure, which controls things like content delivery and game servers. One example of progress in the right direction is Cash-U's Pecan platform. It's designed to simplify the needs of the mobile network operators to manage and deliver entertainment while providing game developers with a standardised platform both in terms of asa pa lia ay "HA NT Um alls See hn ian EE: HE | id D Ee GEK EEP M b EP “i i! MI Il One title designed to demonstrate Pecan's potential, especially with respect to realtime multiplayer features, is Kuju's Lotus Challenge: City Racing s HS E TET) | Ht Ai Int | HH T Il PO ZO i ed 4 He GZ EGE  016 EEG CGD Ga CHE)  ili Mii I IUK EE   The mobile industry is a complex mix of standards, technology, blue boxes and black cylinders. Cash-U's Pecan entertainment platform is designed to make things easier for network operators and mobile entertainment developers the operators’ distribution system and getting their games working on as many handsets as possible. Already in use with cornpanies In Europe and Asia including Vodafone, O2, LG Telecom, and Telefonica, the just-released Pecan 3.0 has two distinct focuses. The first is an attempt to remove some of confusion aboul what garnes and other content people can download to their phones. Using a filtering system, Pecan ensures only content that is compatible with your phone can be downloaded. This avoids the disappointment of people who download the latest games only to discover, after they've paid their £5, it requires a more advanced version of Java than is embedded on the phone. The other big improvement within Pecan is multiplayer gaming. This is seen both on the server-side of the technology, as well as linking into the software development kit (SDK) that mobile game developers use when creating their games. This enables developers to take advantage of features such as better lobby services, so mobile gamers can chat to players within game lobbies as well as inviting them to play games. To show off Pecan's potential, the company has commissioned two games from UK studios. The first might seem a strange choice for a phone game, but Hailstorm's The Poo! Hoom enables twopiayer pool over WAP and the fastest (and more expensive) GPRS connections. Sophisticated physics are also promised. The other, Lotus Challenge: City Racing, from Kuju, is perhaps a more obvious application of realtime head-to-head gaming. “The Lotus game has been designed especially to demonstrate Pecans multiplayer capabilities such as managing chat room sessions, nigh-score posting and tournaments, as well as allowing realtime multiplayer gaming over GPRS,” explains Gal Nachum, a Cash-U co-founder and vice president. Nachum is particularly keen to point out the difficulties that must be overcome, even using GPRS, to make real-time multiplayer garnes possible. “The GPRS network remains a limited network," he says. Pecan uses new multicast technology to ensure it uses the available bandwidth as efficiently as possible. Only by developing a small and sophisticated library as part of the SDK have we managed to keep the latency time to less than a second," he says. And while that might not sound like much when matched against the sub-200ms latency typically available for PC games over a dial-up modem, it's pretty impressive for mobiles, The progress of the industry remains pitterpatter, but one day it might yet become a herd of elephants. j— o am i — e wwWw.cash-u.com

  
     " 4  Plenty of racing games have been sold on realistic physics, but Lateral Visions claims its new vehicle physics engine is the closest you can get without sitting at the wheel  He e's something evangelical about E y ^s d cue E si E~ gl af a TT itr LED I F "ie 5 IT Al d JE E GE EHI E» ET Rum PIER nA E Lec Ey! ture. Vvnne ine vorid they inhabit is a constant fairor ind à ur rT intera tic ^um ute weet Serta meme Iam b a eia Ge dek, computer games can only offer a crude approximation, The aood news,  course, ia that as hardware Decomes more powertul so the approximation becomes less crude, The bad new vl be Y LiT. i g^ lata lx Shia at ni eurrez, pr, go erm ine physics coder always wants re, yo anes T Y y eun HU" E es EN ZE ZREN aier E vA ^A m MO) JE oes TC almost neza ll m level of cota E explains Stephen Clibbery, techno EA Jdrector at L'verpoo-Dased ventephysics start-up Lateral Visions. “One of Dur basic building block components is a Tud tank, So 5 can mode! the effects of using up fuel on a cars dynamics. He stops for second, and thinks. " suppose if you wanted to get more detail you could model something ike a windscreen washer tank, Dut!  Bon T tins IT MAGRO nave muc i OF 3 rre r n j e e ri Lc E LA = * a et id Bw came im. "us d s m F Ve = = , " P Meum eee) umi = j ^ GO GL ot EAE EZ OI Ld GE NU be, Èp = | o ter A =o w- ment he b mace fu r Me | h S ZEA ZEZ IL : LI GN E - A LB Dun ebate e m A EEE EO EK | | GAK Thal eic] TONTA Carl Gavin. "Some elements that see completely ovar-tha-top do affect the Way a vanicle handles,” One example is tha way the est eer i E eer i pies k gua REL Lateral Visions' philosophy of vehicle dynamics is to bulld and combine detailed components to create a fully-responsive realistic driving engine for each type of car company's vehicle physics engi models acceleration. Instead of the ST ie I ress puton mecnarn throttle to As can be gathered, Lateral Visions AKeS cars Very seriously develop the greatest racing game e  re RA | me Bic y Li. kick-ass vehicle physics engine,’ Ga states bail That was the meson tf pany, which consists of various exnembers of Codemasters, was set " = -T — ae - =z e thenk there's always Deen this nat reasstc Dnyscs don E MaKe a great jare." says Gavin, who obviously has robust views on the quality of the physics of other driving simulations m overly sensitive to the way ther racing games handle physics admits, “but | think any players. once They ve seen now our cars move, wil De ime to teil that ours look more realist r adarna hes Den we tage has been Ww haven't had to make the compromise need to make when you're tryin 3et a gama finished," points oul ibbery. “We've been able to spend tme making sure we get the best solutions to the problem rather than the ] jickest IBS, There's still some way to go though. Gavin reckons the company has another six months of work to  jet ine tecnnotogy to a state ihe other studios wil nd it useful to license tor games, which is stage one of the grand plan. But ir the meantime, car companies are aireacy SNOWING interest in using tne technoiogy too Sometimes it seems attention to detail is never wasted.   One novel application of its deadly serious vehicle physics engine is for puzzle games. Lateral Visions jokingly calls this Gran Turismo meets Super Monkey Ball Beneath the bonnet The underlying philosophy behind Lateral Visions’ technology is correcthy modelling the vanous components that make up a vehicle, Typically, thi Tp [Ta E rin E"F.racgp sg dampers and an and steenng | editor which aa EA when i mests the road Examples of ve 3 Olgak created include that perennial favounte the Mini, the Toyota Gallica and BOZ Each consists of between zomponents., The flesabiliby of the engine means it should be possible tà accurately create a realistic model for any type ol wheeled vehicle There are some key gameplay advantages of this s a qas mE KO eing up ot Al drreers from ther fixed lines, which in most driving games are pre ther neat oor wv iS Tonce-leecdback, which can ical response of the be generated directhy from the phy car as it interacts with the road 

  
     e REPORTAGE bu  | E Tire T IT UI tU TH+ "n a | | i bé b c | | b I uii ] | i I i ie JT j H | inm IL M: ZL oe Sewer ere   b d GEU J -— 2 d Seg EE, Aran, Bui o PTS ps Ae SECTA IMPOR CHOIR ZE, i e muc MTISIEL ET Rieti Io GUIN eee Zr     Tm. d ER p EDE OEE | i D NM "c qu d ur TII 7 err per Iaun * en yt  I  ry, if you'll indulge Edge for a moment, When Ms í Gainsborough shuffled off her Final Fantasy immortal coil, her passing didn't pass into videogame Square's complex and involving narrative, or any en e part of the develo D Ka /e, imaginary cry from an archetypal adolescent gamer: “OMG OMG! Now | will never see her bOObs!" Or maybe that was just Edge. Whatever, all bets are off, because now there's another iegend because of »otiongl sophistication on the per. It carne down to this way to get your Aens kicks, aside from soft-focus tribute fan-art or necrophiliac fan fiction. Final Fantasy Memoral is a Japanese dating game which gives players the opportunity to woo a girs, including the (presumably — guarantees selection of Final Fantasy aithough resurrected) daring of VII. It looks like it offers the same sort of experience as Tokimeki Mernonal (hence the title, Edge suppoases), so éxpect to put in countless hours of thankless toil in given this is the internet there are no c the pursuit of a single instant of happiness, a lat like chasing dates ife. Or the Aina! Fantasy series, for that matter. A More information at: -y Unc Ti FATT V in rea coincidence? http://rx.sakura.ne.ir ea pere || |! TT SN gun month's entry US: Ths n arts and crafts comer comes not from Edge reaular T Neekdamy (who, incidentally, had his fourth piece of in the front-end of Edge last month. pointless activity fans) but from another plushphilac Garner Zurni makes soft toy models of consoles, and work appear, uncredited, See if you can find it, r webpage at hitp:/nfg.2y.net/zumi/ shows off her work so far. PC-Engine andis Geo will fulfil the dreams of any otaku who's ever wanted to take a console to bed with them, and the spice GameCube is even cuter than the real thing. Edges favourite, e Dreamcast. Finally, Sega fans can genuinely Say Gauen jot the console hardware business completely stitched up. Although maybe that's only because hasn't aot mund Zumi to making a Sew-ny PlayStation yet. Sorry. uscles went completely quiet... lled the robot arm using only her in and visual feedback” Dr Miguel Nicolelis describes the moment a monkey learned to control a Videogame joystick with a robot am using only its brain "Videogames are a huge part of our society. Almost everyone | know either owns a console or has regular access to one. Almost every neighbourhood in Baghdad has what you might call a ‘videogame cafe’ with several consoles where people can play for about a dollar an hour" radi web blogger Zeyad reveals the difference between Them and Us “Our nation is now swarming with thousands of mini-Manchurian Candidates ready, willing, and able to act violence that they have been ta and consequence-free WwWwwWw.stopidl. com, a website that encourages people anti-videodgame lawyer Jack Thompson, iv balanc ed overview of the effects of videog 

  
    Japan: Look at him, there, over in accounts. Yeah, that one, with me gess side-parung, aweward SDECIICIES, aDsent moustache; Nac ver ge eee MR E E . E One nornmad me) it Ste KT} Ind expres Nast ; ZE d m " —T —s b is i 3 > a J | i BE T af á TT E d Ren oHm - - arg a | WELT ' j — eie Ge, be = ja Nikada 'S latest creation, a fulhy functional versi | Pac-Man that niavs on Microsoft's soreacisheet nackace. PaCelM. : work, ol piays on Microso UTE DOE pacage. rave t5 a Won folly, but marvellous nonetheless, and Edge recommends you visit WWWwW,.geoclties.jp/nchikada/pac/ to appreciate it. While yo there. have a look at Cetns and Callvader, Anose nij i nore zl mq d i] OO i] OTO egua j Dni anih DOMI TIE A j Who says cell shading's passé Mind mods 1 Canada: !! Edge nad known there was such a t à Are Was S at ra n, FI J Der f Ty ie ebi cu a" ihe ner r instead training to be an eight-person blend of "Cracker 'Hobcex i)». ror nately life isn't always exactly a Edge IIN E and tha lab at the University of Quebec has litte f vtt sybernetic sleuthing and more to do with finding new-te treatments fry eerie ornare ke the use of virt c ronrmments to tesi fnr saan an | ! tor tne sadaptat | Ga | LEGIO EIOS nu Sir Tw atio i : ^c nn cie mim 4 5 tn 8h t int Perea LB Soro oo fer Linnea unl vid : them in a vanet qu i f b j| j a = T i i re ru — [1 rif 1] p T = E EA | arg I if ja wealth cf options t 3 virtual environment for Half-Life puts tnern in a ITO room full of Spiders. while one for Max Payne fils their kitchen with the beastly creatures. Download the horror at VARA LIE Ic h evti d EAN x -en htrn She's a doll Japan nipar keari Hoh Dream Gon 1 has ile Edge c Inyi eet Rey mone art gane lact wits Sree Ome of ine fice res É A La i k = 20 j GR, ] I i | P eu xc Te z7 Ej Ji 1 | j 1 * joints of articulation, allowi ature sculptor Edge place them in all kinds of compromising situat Models planned for the future include Chun-Li, Akuma, Goose, and Morrigan, See the full catalogue at www.high-dream.com SS res mas   Data Stream It's been a long time, baby NA a of cams previewed n E131: 17 reiaace- 4 months, 1 de ZO = 1. 5 years, B months, 17 day  mies previewed in E31 never reieased: 1 jerage act vert until release: 3 months 1 year 9 months Expect tirri i fret Galeon preview: 5 years 3 months  SS RAO mono A      3 Gg - e OTTEESEEN TTET GETT TERR ERR SERBI SNESRER EZ EEL ZEZ EES EZ ESE piden i ditek ee | a cate | Hi (ITTI. a ETETE D AUC egre? vd fair d RÀ e are ate Gi GA d 1 zxmidtidi rr ra hed b berd epe amd | Gaede THE TE Ibe EGZ Ee | da | "iu -— bite hacen | a | deum (taude. e ‘on | bebe   | a hcg ren so Bue pte | meee LL HIT pe azezas | | dipiin ee (pape pa Ld | lg emn er pes ga pz ee es a hae, t kare | | 1 | -ia a + -amaii GA PES CHER EEN EEEE | i 1 | | lE) — | am | Gte imj i* | | ui | | | | trsa pesas I? i | 1 I | EEA b KK b pe = 1 31 pere = : : D IN edn | I å EEE ETETE E EEE EEE E E EE EE E ee Bt Rud b a  MI d E dd Ko I In  |] ul 

  
    d EK | mm Hil Ji be b | Pm ee aria  | — ee etaeta LL aA AAEE j beme [= pe eee DE Seta are mem | pa ! | = eo   eT ee dE bd ee ataun datz dudatu  HODI l | | b m f tary Hiti is pmi   US: Then again, if it's real edutainment you're after, LeapFrag Enterprises may have the answer. Its Leapster device is a handheld ‘alternative’ to the Game Boy Advance, which comes with educational software rather than games. A smart moe, pandering to parents whose real dream is to live in a future where they can leave the tricky, icky, business of raising children to robots. Stil, Edge can see some broken hearts on Christmas mornings when kids who've been promised a handheld gaming device tear off the wrapping paper to reveal thar. Still, could be worse duld be a mobile phone as well, More into at WWW. ae rog.com Gr Doubles all round UK: October 30, Nintendo s launch party for Mario Kart: Double Dash/!, and Edge trekked across to London's Mile End for an afternoon of real racing, followed by an evening of the fake stuff. It turns out that, despite everything we've ever been taught by the company's so-called ‘simulations’, it’s actually illegal to throw shells at your usines and banana skins have very litte effect on people behind you — but that didn't matter to Edge, the magazine rocketing to victory and receiving a golden (well, wooden, but painted gold) wrench trophy, a rather generous single seater track day voucher and some nice champagne for its Herculean efforts. Later on it would score a creditable third in the 32player Double Dash!! toumament, winning another wrench and some more Champagne, as wel as a load of Mario memorabilia. But it's the taking part that counts, right? Right? Right mes Just to compound things... US: C-Level is an LA art/media collective based in LA, but it's its current exhibition at New Yorks The Kitchen gallery that attracted Edge's attention. Tekken Torture Tournament swaps PS2 rumbles for bracing electric shocks, converting on-screen damage into actual pain. Waco Hesurrection is the first in a planned series of garnes exploring alternative utopias and apocalyptic moments, and casts the player as a resurrected David Koresh. Apparently, it Te-examines the clash of worldviews inherent in the 1993 conflict," which is not really evident in the screenshot of Koresh holding a really big gun. ( Continue. ] Science Monkeys can play games with their brains! Brilliant! Karting It's like walking, only faster, and more rewarding Linux It's much easier to work when there aren't any games to distract you iT "aen mw rg ». LALN ung SrmokiTk Surely quitting quitting is worth double the points? a EE EEE Dh Broken Pte And dodgy component vendors in London can go away, too 2b Ote HOLS Giant Relax. Just kiddi ing

  
    L MEDIA -J Maybe it's a question of experience, maybe the desire to create proper literature, but Neal Stephenson's writing career has istinc trends = his books are getting longer and becoming more histoncal. Bul from the metaverse of now men to i E "torian in The Da ] OO A i a D d elur egi mE Li VN VI H= I F ALBCEEIVE Ok E le j ie. E, B. * "nam. lean e ment i ite y re maen SUL) pues ong ] Se ee eb d M ee EZ ETE EES E . T pm Lieb ue Di af REDI i y harles ar 1 | ie tere) CC f bk bial | "eom? eur - =. fle alen thua begi vend rraga, ore Pee B gur C" u” "YE LATE ce, LTE W LSN TS aso (ne FS volume or nes pE,aroOue LAGB of books. Both the second and third tomes are due in 2004, and there's certainly something introductory about it. Split into a thumvirate Itself, ‘Quicksilver’ follows the interwinad paths of three distinct fictional characters, who interact with some of the giants ids ss ug =F Kia aa, | seeker eduk de Ae = + NO zakun ot tne ace. Iac Nwion, LADNIE, camus e GO and Foner Hooke ature, as do a agaco chunk or E KADET nobili, Tha GUK Of the fa tne undernyng change tnogered in Society as Newton inadvertent converts alchemy into natural philosop! By unravelling the moverent of the heavenly bodies for th DO if " Stephenson suggests, he some lorce he star of absolute hy into retrograde. This make Quicksilver’ out to be just a patsy for Stephenson's powers of research and interest in the history of scence. Of course, in part is, but it Contains what could be referred to as a nppindg good yarn as well, The question is whether the fictional tales of derring-do will stretch to another 1,800 pages? e bed ET KO Le woes rna rc ua tar fruc Sula! reack ogame Harmes iG a j j Ti A be ^l. rcm men = * +, - = SA) ci L LER LN LEG J at = ar, 1 à L n oF Py Anu m K] I KJ t dm CAR. hcl LA EE PA = FILCT j t= D b - * in c LI r r ' [ ze E af ENEA, IE peri E d cL * broken out into the mainstream. Give it a few more moni the ICA will probably have an exhibition Ths is a collection of art from exponents of the pixel from around the world, But it's not always a collection of the best pixel art, as unfortunately there's the occasional lazy cityscape or house intenor, And when they don't even contain a kind of Richard Scary charm and buste they feel flat and cliched, Or perhaps that's just because Edge has seen their kind so many times before - = j| on | i F e e = — ir bai = BH TIT] € EAE Cap + va b A reat e i A = esse e tnm papur, pan G Y | irea m e 3 E, DOCU ELEBI EZ y IHO a i ETH Sonet Dean are mypnotic and theres penty of experimental work here to inspire and fall in love with, “Everything in this wond can give me inspiration to do pixel illustrabon," states one aft the artists, Kim. "I wish | can turn everything | see | love to The world we are livir VO now E my ideal pixel pixel qrapnic world." Indeec The package also contains an excellent CD-ROM containing more than 380 pixel icons and illustrations  catalog all relevant information about electronic games or a game-by-garne basis, and then offer data mining. In layman's terms, it's a huge game database." A simple idea, bul increasingly comprehensive. Users also have the opportunity to score and comment on the games. The highest rated game amongst its users is The Secret of Monkey isand, and the worst is Actvision's Atar 2600 Collection. It's the closest videogaming has to the Intemet Movie Database (www.imdb.com, and used in conjunction with the arcade-centric Killer List of Videagarrias (www, kiov.com) It's an incredibly useful resource. — —— prie | s | lls Japan: Mano Kart Doubie Desh!) (see p94) slices into ts. marketing campaign displaying typical Nintendo vibrancy: du y do GAME DLEE DARE DUME Well, it’s playing as a man jumps out of the 'M' logo MM lu cT i AJ m Remember the sound of Mario increasing in size? So you'll know how this bit sounds, then. 

  
    n endings: Some say the world will end in fire; Some say in ice, From what I've tasted of desire ! hold with those who favor fira. But if it had to perish twice, | think | know enough of hate To know that for destruction ice is also great And would suffice. Fire and Ice — Robert Frost He misses the train by seconds. Today feels like the end of the word. As he catches his breath, RedEye isn't sure he's ever seen a day like it — isn't sure there'll be another day to compare it to. Stood on a station platform, looking up, he tries to take it all in, The sky, which apocalyptic visions would have boiling over with tumultuous matrix announcements board blinks a Möbius strip on and off. There should be traming for this sort of thing. We've fought the end of the world so many times in videogames, but have we actually been there? Would we recognise it? Redeye guesses not. See, videogames mostly don't have failure built in. In these preapocalyptic tests we are challenged to save humanity and all of its creations from impending disaster, be it supernatural, man-made or organic. We are one person — or one person and a party of five — against all the odds, and our chances of success are a million-to-one. Yet we always make it, because success is hardwired and there's no code for failure. The worid cannot end, because it just isn't possible. And that frustrates the thrill of winning, because, hell, what's the point when we've got such a safety net. The end of the world that's BG DEDEN E black clouds, is bright blue, crystal clear. The air is ice cold, perfectly still. The trees, whose colour is as bright as the sky, are just as static, a perfect photograph. Is that the point? That this is a snapshot? It's quiet. There is no-one around, not a soul. The empty train glides off silently, rocking gently on the rusting track. RedEye's gaze follows it as it disappears into the distance, past a rundown junction which splits towards a broken tunnel. Thats where The Doctor lives. Remember that? Eighteen months ago, or whatever, when RedEye emerged from a dark period — from what looked like the end — on some perspicacious advice from an old mend: “Just go and play, because videogames are brilliant, aren't they? After all the bitching and biting, the wars, the scores and the PH whores, they're just really really good." That's all it took. "| thought you were drunk when you wrote that," said RedEye's commissioning editor. No, not drunk, and more sober than ever right now. Everything is defined, as if traced in outline with a thin black marker pen. RedEye sits down on a red iron bench. He flinches - it feels as cold as the air, colder. The time on the station's digital clock reads 00:00:00, It tries to flick a second on, but jerks and resets. The dot A sideways look | alluded to throughout Final Fantasy games is nothing so much as an empty threat. It is the biggest threat in the game, but it never happens! It's never going to happen! It actually, physically, cannot happen. How can we be afraid of something that's at the videogame industry come completely out.of the blue, losses that don't give you a chance to do things properly. 4 Those losses that are out of your hands, motivated by bastards or God, or both. All you can do is remember what you had... There won't be a Rez 2. Sega has no interest in making one, being as the first one was such a dreacdful commercial failure. it's a short-termist view, because influence doesn't necessarily relate directly to sales, and a company’s reputation and future isn't built entirely on whoring itself to every consumer. If the Games industry insists on catering to the same market with everything It offers, then the market will never grow. Besides, Mizuguchi is a game consultant now, and without him it's doubtful they have tne peculiar internal drive required to push through something sa smart. But, anyway, why would we want one? Rez  was perfect. It ended, and it's aver. That's it. Brilliance has to be finite, or eventually it becomes simply mundane. RedEye opens his bag, and pulls out Edge. Inside the thick orange cover, which sees Sonic unceremoniously replaced as the face of a new "If the games industry insists on catering to the same market with everything it offers, then the market will never grow" impossible? We beat the game because there is nothing else to do, not because we have to, There is nowhere else to go. (Still no train, no movement. A piece of rubbish doesn't tumble by. A bird doesn't cry out, a tannoy doesn't crackie a facile apology. The end is defined by absence.) Final Fantasy got lucky, thinks RedEye, as he watches the pavement for bugs (there are none). Excluding the Square fetishists, if you ask anyone to name one stand-out moment from the Final Fantasy serles they'll tell you about the end of Aeris. Ask for two, and they'll struggle. It removed the safety net for a moment, then put it straight back again. But it did enough to overpower most who played it, perhaps indicative of how formulaic so many adventures really are. The most painful losses are those that Sega, Nagoshi laments his company's lack of hardware. Another thing that ended before we were ready. We've heard that before from a million Sega kids who can't let go, soon we'll hear it again from Nintendo followers. And when the GameCube is over, hundreds will mourn its passing and say that the videogame world is over, but it isn't, it won't be, it never will. It's just over for them. They'll sit on the platform, waiting for a train that never comes, because they've been left behind It is over for them. What's left? The lava levels and the slippy-slidey ice worlds. RedEye stares at the tracks. Nothing is coming. He looks at the clock, and waits for it to start up again. RedEye is a veteran videogame journalist. His views do not necessarily coincide with Edge's

  
    < 024 o there | was, smouldering pipe clenched implacably between gritted teeth, battering away at Wario's final set of gares until finally | beat the hilarious and brilliant boss level to win. Then | could relax a bit. Of course, the game isn't really complete, but that dastardly Thrilling level is Clearly designed for organisms such as Bishop in ‘Alians' (he of the knife-between-your-fingers trick) rather than mere humans such as myself. No doubt most people perusing this column will already have Warno Ware and know its tremendous postmodem delights, but if anyone doesn't | would just like to suggest that you put down this magazine right now and go and buy it, along with a GBA if you don't own one, since it's the most wondrously grinyour-face-off game lve played in years. Part of the magic of Wario Ware, naturally, is its immense vanety. It is hard to get bored with a selection af hundreds of beautifully surreal three second wonders. it was the gionous variety of Wano Vare that set me wondering about the proper role of variety in games in general. Maybe we should try to distinguish between different forms of it, You could call them extrinsic and intrinsic. Take Jak /l, a modem cartoon-styled exploration game of immense polish and huge variety. The gameplay extends from old-skool side-on platforming with a few swooping camera tricks through modern 3D platforming, thirdperson shoot ‘am up, hovercar racing game and more besides. Much as | could appreciate the craftsmanship and wit that went into making the game, it left me rather cold. And that may be partially explained by the fact that its vanety is of the extrinsic flavour, which in this context means that there is no convincing reason why all these different garne styles need to have come together in one box. The plot is expected to do all the work in this respect, but relying on narrative alone to provide such important glue is risky, | quickly becarne resentiul, for example, that | had to negotiate the anpallingly slow traffic of the beautifully rendered but frustratingly tight passageways of the hub city in order to get to the passages of platforming that constitute the heart of the game. Jak I is a game of immense extrinsic variety which lacks one strong central idea, If, on the other hand, you have a strong central idea, and play variations on it so as to give the player   something constantly evolving and new, then this might be called intrinsic variety. This is one notable difference between Jak Il and a game that clearly provided its structural model — GTAIII. The strong central idea of GTI and Vice City is: 'Here's a city. It's big and it's living. You can do what the hell you like in it’. The endless sub-variations on driving and shooting missions come under the umorella of this one ruling concept, and so the variety is intrinsic, an organic part of the videogame universe. The setting of qualified realism, meanwhile, ensures that the developers can't write in a bizarre sci-fi plot twist just to squeeze in a 3D spacean intrusion of extrinsic variety. It seems to be a modem canard of game development that audiences really want a lat of Steven Poole or value for money. Hence, for instance, the sorry history of James Bond-lcansed games that combine shooting, driving, boating and for all | know roller-skating to depressinaly mediocre effect. But really great games are always based around a single strong idea, within which there is room for intrinsic variety. Metal Gear Solid's Pac-Man-with-soldiers suspicious of a product that yokes together fundamentally different game styles. It is almost a! clue to the absence of a strong concept in the first Not everyone has them and the temptation to reuse If you don't have a strong concept it is naturally tempting to try to replace quality with quantity, and that's where the unsatisfactory paradigm of extrinsic variety rears its head. But one strong concent, well executed, is always enough — for instance in tha wonderful Viewtiful Joe, whose intrinsic variety of e&ver-deepening combo moves combined with its fascinating aesthetic of filmed Japanese draftsmanship makes it one of the strongest game ‘personalities’, stylistically speaking, since Jet Grind Radio first appeared. Viewtiful Joe is instantly compelling, unrelenting and eye-poppingly beautiful entertainment of a sort that the diffuse and vaguely TRIGGEH HAPPY  disconnected pleasures of Jak I cannot match, Readers who still remember the beginning of this column will naturally be wondering how | propose to which at first sight seems to be a riot of nothing but extrinsic variety. In truth | consider Wario Ware, as befits a ludically historicist game that plays so "Strong game ideas are expensive, creatively. Not everyone has them and the temptation to reuse the good ones explains sequelitis" concept rules the game's structure, allowing exemplary intrinsic vanety in the different uses of gadgets and weapons. /co's cooperative exploration model allows intrinsic variety in its spatial puzzles, and also simply in the manifold gorgeous areas of the castie — in fact, one might even argue that the combat against tne shadow monsters dilutes the game's beauty precisely because it is a kind of extrinsic variety: is it really necessary that there should be fighting in such a game? Ocarina of Time, meanwhile, is famous in part for the dazzling variety of its minigames, but they are all rooted intrinsically in the game's world and sprout organically from its bewitching fiction. None of them seem out of place or bolted on. If, then, you have a great game concept, you don't need another four concepts to make a great game. One suffices. And so one is instantly EDGE 311 cleverly and knowledgably with the evolution of the videogame form, to be amang other things a Waro Ware is a game whose single strong concept is the tension between the thrill of variety and the comfort of familiarity Every perfectly conceived challenge within plays out the drama of surprise, learning and skill acquisition that is the psychological stony of how we get to grips with a game in the first place. That is the concept informing every Vario Ware minigame: its dizzying variety of execution is revealed to share this one deep purpose, and so it is joyously intrinsic variety par excellance. Now, maybe |. Gan beat Thrilling after all. . . Steven Poole is the author of ‘Trigger Happy: The Inner Life of Videogames’ (Fourth Estate). Email: steven_poole@mac.cam

  
    5 | write this, a localised version of Grand Ave Auto il is very close to receiving its release in Japan, published by Capcom. Everyone in this country who cares about games, and that includes myself, knows how the garne has already become a fabulous phenomenon overseas, but here the hype is only just beginning to build up. Since the game has sold tons of copies in the west, the dedicated gamers over here are desperate to know how the title is going to perform in the Japanese market. As a dedicated gamer, and someone who has an obvious interest in gaming sales figures, I'm getting rather excited about it. | have also discussed it with my fnends and colleagues, and their opinions vary wildly. “| think we can expect the game to sell around 25 per cent of what it sold in America," said ona. of what keeps people playing. | am not sure this Is what gets them to buy the game in the first place, as freedom is quite a ‘floaty’ concept to grasp. So when people are told by the media to buy GTAII! because it offers tharn massive freedom, | believe tnis will have a negative impact, not the positive one it should have. "What kind of game is that?" they will ask. It will be hard for them to understand the idea behind it. Sad as it may seem, violence sells. In this business you have to do everything you can to sell your game, and this is why | find it very, vary strange that this incredibly violent game is being promoted without any reference to its violence at all, or at least with any mention of the killings and beatings severely limited. That is odd, don't you agree? | can see what you're thinking. | know there's a moral issue here — maybe that's what pushed b AV OUT "It should sell, oh, maybe 400,000 or 500,000 copies," said another. Then there are the somewhat less enthusiastic views, like this: "No, no, no. This is clearly a western thing! The game's high popularity will remain mostly overseas. | think we are looking at sales anywhere up to 10 per cent of the US, around 200,000 copies, maximum." What is my view? Well, you might not concur, but | believe | agree with the latter opinion. I'ma little bit more pessimistic than that, even. | think it will perform quite badly, perhaps selling fewer than 200,000 copies. Why? Well, the reasons are quite simple. The first factor is the poor timing. The fact the Japanese release misses the zenith of US sales is a huge mistake. Releasing it at the same time, or at least a little closer to the US date, would have caused a worldwide commotion and made the game sell twice as well, Even though the game hasn't been released here yet, it still feels ‘old’ to the hardcore gamers. The second factor is how the title has been promoted, In Japan, the game's concept of violence, which has been so key to its appeal in the west, has been put to one side, Instead, magazine previews are focussing on the freedom available, which is clearly a huge part them towards promoting the freedom over the blood and guns, and I'm sure they had a huge dilemma and debate over this. | think bringing this game to Japan Is a challenge, but sometimes questions of morality are outweighed by having the chance to bring something they don't understand. We need to be responsible and build a culture around GTAIII-stMe garnes that makes it acceptable for adults, and adults alone, to ga out and buy them. Otherwise we are simply fooling ourselves. You see, not selling GTA as a violent game is like selling an adult video in a toy shop. Maybe some of you will remember what | wrote a few months ago about Grand Theft Auto's principles. I find this game, and others like it, frightening because of what they represent. However, this particular game is very enjoyable to play, and entertainment has to be the most important thing when it comes to our industry. GTAI did more for games in the west than any other recent game — it made the market even wider and more diverse. It is very violent, but this attracted a certain type of person to garnes, and the hype sumounding the violence Toshihiro Nagoshi, general manager, Sega Creative Center division  attracted even more. It revealed to a new market the true potential of games. | knew I'm not alone in this view, as when | talk to other designers at Sega they tell me how it affected their perceptions of games and what games can be. Titles with such impact are precious, they are "Titles with such impact are precious, they are few and far between, and it's very important we make the most of them while we can" something worthwhile to people's attention, and | believe this is one of those occasions, Capcom have the chance to deliver a great game to Japan, and | feel a little sad about this as it looks like very few people will get a chance to appreciate the freedom of the game because they don't understand what they're being sold. Don't misunderstand me, | think it's areat the game is being published here in the first place, but | believe it's a missed opportunity. As a mature and developed nation we should not shy away from the age ratings put on the baxes, and we should promote the game as a dangerous item. It would put some people off, but | also think the interest it would generate would have a dramatic impact on sales. We should also not be too frightened of those who oppose videogames, and try to sanitise few and far between, and it's very Important we make the most of them while we can. What is important now is what we do next. We have to explicitly think of how ta develop this kind of game in the future — not the violent aspects, but the freedom and the gameplay. This may not be the selling point, but it's where the true genius lies, With a more closely defined view of what we could do with this new trend in games we car develop it to give sharper focus to the tities that will, inevitably, follow in Grand Theft Auto's bloodstained footprints. That's why | want it to sell lots, but that's also why | fear so much that itwon't. Am | right or wrong? We'll see. Prior to Sega's recent restructuring, Toshihiro Nagoshi was president of Amusement Vision

  
    A-BANGITIIII! u? It did?! Then you should see a doctor: It was just a word, Sorry, did that scare y MO) written on a page, and if your brain is bintzia it as a loud sound you really ought to aet heip. Who knows where such mental problems might lead? One day you may be reading an omithologecal textbook and suddenly believe you're being attacked by swallows. Or drakes, Nevertheless, in the world of entertainment its always preferable to start and often (unless you're Kurt Cobain) end things with a bang, or at the very least a rumble that builds to a coruscating roar before fading away to a moment of relative calm prior to spiking intermittently towards a thunderous climax, offset by a tranquil coda. Its a tease — a sectuctive glinpse of a  pyrotechnic stocking, keeping your attention-buttocks ipped to the seat for the duration of whatever-it-is to comae, Ina narrative-led videogame par iculary sucr a you're doing is wandering from one event to the next What's the better game: Sonic Agventure with its moping around town, or Mega Drive Sonic The dgehog with its retenitiess pace and action? Choched asit i5, in almost exactly the same way nobody sets out ta be bitten by a duck, or to get  dragged into a bush by a grunting, half-naked tramp nobacy sets out to make a bad gama. Oh, for sure ts apparent some companies will instigate the creation of games just to shift the maximum number of units with the minimum of time, energy and money spent. And we all Know who We re taing about. But in my experience, on a shop floor level, game developers are by and large a decent and sincere bunch wha try to do their best with the resources at hand. That said, it's frustrating to read interviews in which developers talk about gemes ZKO TRIO mare IKE movies, and that they re increasingly applying EZ techn Pe fa a wood tecnnigues t e creation. This, frankly, motions, and being fooled into thinking vou re getting your money's worth, The Wind Waker was anath ner! culprit, with an obscene amount of time spent getting from one place to another. And don't even get me started on the back-tracking in Metroid Prime Well, alright, do. It sucked For reasons we shan't go into, | watched a few consecutive episodes of 'Doctor Who' recently. It reminded me of Metroid Prime, with its repeated use of locations. In “Doctor Who's case it was a budget issue — they couldn't afford more than a handful of edgaboxes for sets. With Metroid Prime, who knows why we have to keep revisiting the same locations’? Admitted, tha whole exploratory element of deat Metroid Prime is part of the concept, but it continually drags you back and the world ends up feeling small. For those of you who don't know, my day job is officially described as 'copper's nark’. However, | have another job: screenwriting, Recently, |'wrote an BIFFOVISION Page 28, press hold, and reveal. ‘Digitiser’s founder speaks out Games are not books or films. Discuss  tease — the James Bond pre-credits sequence, if y episode of a kids series for [TV. Even an a show that is eluded guff, How many of these developers have will — is not just advisable, Its an absolute must actually studied film bii. o even bothered io read ostensibly aimed a younger audience, structure is all. Take Sony's Primal. They can call it ‘art until their Robert McKee's 'Story' — the impenetrable Right up until the final draft there was a scene that  teeth fall out d it boasts some of the most abysmal screenwriting bible? Nine times out of ten, games pay everyone — myself, scnpt editor, producer, executive pacing ever seen in a game. Following some polished mere lip service to the ideal of the summer eda ier — decreed to be the Tunniest and best— if ultimately redundant — opening cut-scenes DiocKDuster, without actually looking at tha written scene in the script. The only problem was it (themselves gatting proceedings started Dy taking control out of the player's hands) we're treated to half fundamentals of movie-making. Putting the details o had barely anything to do with any of the storylines. “What's the better game: Sonic Adventure with its moping around town, or Mega Drive Sonic The Hedgehog with its relentless pace and action?" an hour of Ttollowing that irritating litte demon guy around some achingly bland and hackneyed locations auring Which absolutely nothing happens. You don't encounter any other living thing for almost 15 minutes. story aside for the minute — it's a whole separate found myself in the uncommon position of arguing for 0 the best of my knowledge. games aren't debate — any screen narrative will collapse without a the scene to be taken out, and so eventually we cid nooks. New less. developers could leam a lesson proper structure — and of late I've found myself Suddenly! — and without Knowing exactly why - the  or two from the words of best-selling author Elmore becoming increasingly apathetic and bored by games script as a whole just lifted and took off Leonard, whoever the hell he is, With regard to writing featuring lazy structure and swathes of nothing to do. Not literally, that would be absurd. the sage Ga recommends simply; "cutting out People seem to be in unanimous agreement that f more developers applied the same principes to everything, but the eo ood p parts". At first this appears to Knights of the Old Republic is the best 'Star Wars' their gammes — taking out the elements that aren't be one of those pieces of advice that are so obvious game in years. And it is edes that's a bit like strictly necessary tà ihe game axpenence — the games as to be worthless, and in isolation it could even be saying "Attack of the Clones’ is the best fiim since would hapetully fly, and become more dynamic, I the the words of a psychotuc serial killer, advising exactly 'Return of the Jedi" dame can survive without it, drop it. Don't start a how to eviscerate a corpse. But ! digress. The set-piecas, the fights, even the swoop racing journey without a map. Brush after every meal, Etc. There's an increasing trend for developers to are indeed all highly enjoyable, but before you get to Games aren't books, and they're not films, but like both they require tight editing. Less Isn't always more along identikit corridors, or across the Dune Sea, or but ‘less crap bits where nothing happens’ certainly is, And with that, | bid you... BOOM!!! artiticially extend the lifespan of games with neecdiess them you have to spend tar, far, far too long wandering padding. Not the sort of padding we got in the earhyD TIO, 90s, where everything was FMV sequences through tha forests of Kasnyyyk, and photographs of cats sprawled across griddles, Yeah, there's the occasional random encounter to Nir Bifo is a semi-retired videogame journalist. His views do not necessarily coincide with Edges but the sort of d where you're expected to break up the tedium, but there's no escaping the believe you're playing the game when in actual fact al uneasy um you re merely going through the ha oo
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     Over the years, BioWare has established a reputation for quality. its tape recorder from failing to record its interview, but here’s the lowdown on the company’s latest E e Tox iy li Different combat styles include a barstool, improvisational technique, as well as the ability to transform into a nature spirit. BioWare is hoping this will lead to similar levels of depth and replayability to KotOR 3 | aving established its reputation with I- [a couple of big name licences, t BioWare has become a brand in its own right — one that is synonymous with quality. With the Baldur's Gate series and Neverwinter Nights (‘Dungeons & Dragons’), and Knights of the Old Republic (Star Wars), the Canadian developer has demonstrated an unerring knack for producing some of the finest roleplaying titles ever, teaturing untolding narratives and epic challenges, moral choices and intriguing subplots, colourful side characters and breathtakingly detailed worlds.  A place where magic and martial arts rub shoulders, where nature spirits roam freely and where dark forces are beginning to encroach”  Now though, it's time for the company to strike out on its Own. Each of those design traits are set to return in a game that has apparently been quietly gestating ever since doctors Greg Zeschuk and Ray Muzyka turned their backs on medicine to the lasting gratitude of the videogame industry. Jade Empire looks set to extend the company's design excellence to an original setting based on Chinese myth. The eponymous empire is based on sources ranging widely from classic literature such as  Dialogue choices offer solutions to problems, but are also loaded with moral implications that determine the game's eventual outcome  5 ZO p Ge Ea ‘Journey to the West" (known to fans of nostalgia TV as 'Monkey’), to schlocky Hong Kong movies — a place where magic and rnartial arts rub shoulders, where nature spirits roam freely and where dark forces are beginning to encroach. The most dramatic departure from BioWare's previous work is that the game will be based on a wholly original ruleset. Most of ihe company's previous titles have been based on the Wizards of the Coast d20 rules a system that's been honed over 30 years of development. Jade Empire features an undertying set of rules that have been developed in-house, based on six character attributes and a novel combat system. Each character is defined by their Mind, Focus,  Edge's own reputation for quality didn't stop  Spirit, Chi, Body and Health ratings. Each statistic has associated functions in the game world, such as the ability to take damage (Health, obviously), and the ability to utilise powerful magic (Chi). Of course, the advantage of using a system such as d20 is that almost every gamer understands it — if only because it has been so widely copied. But the basics of BioWare's ruleset are already comprehensible and it certainly seems intuitive. Both Zeschuk and Muzyka are at pains to stress that, like their previous games, there will be no single best character type or style, while KotOR's auto-levelling system returns to ensure progression is as painless as possible. Combat also looks set to reprise

  
    rormat: Xbox fisher: Microsoft Game Studios BioWare in Canada       in 1] I ll Hd d ^ i "I  Hint | | MIT ij AU "n TII | | | "i IT "lil | Wn MO  to pause t wouldn't ba a Biol der their tactics. Unlike the :qually extensive quest structure, and play ene" B EZ = nal spirit then te sword blc Although you only control a single character directly, a follower system provides a lively supporting cast. And, although nothing is confirmed yet, there is the possibility of getting Xbox Live updates

  
    = E e a E T! z A F pe | 1 n 7 2m E zz F i FT "1 a i ^ I | La | 4 j li i L^ 1 A " . r l f ART | ] A 1 I $ Fis A Ld KN NK edi | t A | a ) A b A y iv i y [ | F l il 1 | 3 EA ba dE Pr E e A E | L] e D en B I edi = a be et Te ea ea pe e ab d be 4; hancana Yair C) = aL stora alarman ne game tnat prouant a HOSE TOUT X | AUVE MUG CICI HII || E = = = =, H e SE, qmm jf d d d, ZZ 31 E c £3 m J i EO "Y E MTB B E La | LI GOLU d cS IE Li lae eal it NK a i aL, MIU 911 uw ILI GS... si | ‘ha Li All the biomods use battery power, so it’s best to use them sparingly. Edge has only played the Abox version but can attest to the technical mastery: lighting, physics and visual flair are all top notch ranial implants, multitools, biomods and nanotechnology. Welcome back — | to the Deus Ex universe, it's a While the original game did succeed In picking up a skip-load of awards it never filtered out to the wider gaming populace. Multiple routes, a vanety of objectives and three endinas made JC Denton's adventures special, but Its complexity could be off-putting io all but the very dedicated. lon Stam has taken the brave not to water down the values that made e decision    Bel Eia wm d d "exis bu (tetza ame E tle eo ion Storm prom ll ises a (WISTY-turny plo L OT We ko I ra ko Fo ae ib TO E | EZ F IO AKE: cai nanesi on d Even « " anton ka ieli al | to add more e eiren ds to the storyline  A mysterious alien race called the Omar will attempt to win you over to their cause. They are heavily armed with, among other things, flame-throwers so it's best to treat them with caution and respect  I^ ee puruz en ear: rre gakoak = Deus Ex exceptional, hoping, presumably, tha ^ Anche Il! rg ZOTE ZO roe c EXE eV Tu SE NEZ, CLA HEO Au KKL LEA Duy tnit Seconda nme round any Gwen prooem or SCenano ie rmm = cuml pbc gur e puruz nn + me m. ODSessive COMPpPUISIVES among us Ma Means a try-averything-on-anything approach, Bul the rewards are always worth the effort The choices begin when the pe yer GESIS the character's sex (the protagonist's name is Alex D — see what they did there), Set 20 years after the first game, Invisible War's ackdrop is a chaotic future where factions are vying for political dominance. Conveniently Tere estes MN € plenty of pec ope (and as) looking to take advantage of Alex D's yc gliser skills, Although the protagonist begins the game gu working for a niche anti-terrorist organisation good and evil soon become blurred and lon Storm promises a twisty-turny plot of the highest calibre. Even JC appearance to add more strands to the labyrinthine storyline. The locales Edge has experienced flit between complex building interiors to encouragingly expansive outdoor city Denton makes an sections. These are replete with your typical cyberpunk settings: dodgy alleyways, basement dens and slums. Engaging people in conversations brings up multiple-choice  answers where mussions rejected. It's difficult whether the respons i options and supguests can be accepted or tO assess at this stage es will provoke as many as BioWare's Knights of the Old Republic, but from the levels Edge has seen there are many non-goal-specific avenues to explore One side mission involves torching a cattee emporium, EEE and bnng in the credits for upgrades a job that will raise your nd equipment. There's also a Gob-fighting pi ei ed in Chicago's less salubrious quarter Gobs are vicious lizard-like creatures trained to fight for the sport of humans. Gob-zillar is the outright favourite for the tournament, but s possible tà sneak into its owner's apartment and nobble the creature before its And then another money-making opportunity opens up An even greater number of objects can be or interacted with cove could conceal a potential Ge No question Ducem ore picked up, smashed ensunng that every miene or

  
    irrvisibe FV i dina EKON ITI — a IAME į Lac A upgrades ¢ ! black market, The do nns jpg writirig on board f apre vemarnt is r tha bu TM "t much smooth SO important to Ej um HE, E I ristrmmaa waf fil lean | j MESIE | final push (at the time o elease is still T Mi IO N i jai Gio Ze Il WT Weapons and gadgets fit into the slots on the left-hand side of the display, while nanotech augmentations can be seen on the right. In a wonderful conceit, the HUD is there because it has been surgically burned into Alex D's eyeballs 

  
    a gian La barrez | it E I 1 NTA Id d  00:06:56 Apparently Konami consulted with the local fire service to get an idea of how flames behave and this is reflected reasonably convincingly in the game. What's more worrying is the player's magic hose - turn around from the action and you'll notice that it's attached to nothing but a patch of ground 7 E j * : | 1 j NA _ uu. y 00:18:03 02:28:14 )wering Inferno, but will its KOA d ER TZ =i aa, ! ia eee KN ML ME ESO HA JL | udieric  uming Rangers spnngs to mind Dut Then you d Struagie to Tin OF E + nro rire di — d | — HN OU ng [x] na ELE ziei HOVE -e E ar Euufneec Pf come m" eee ie traer B LT EZ bd Lt LIB CHE eee a A EO I ZE M y yable arcade titie, complete with hose and adjustable nozzie attachment. And, um), the finetightng microgame in Wano Vare Inc. Konami doesn't have a great deal of competition, then. If you loved the graffiti-erasing mechanic In Super Mano Sunshine then this could appeal. Fires spring up and spread with ferocity so it's mportant you direct your spray to the heart o! the blaze. Hit the spot and the flames wil PE bug Gan, Soret mmn i e) fanal anna LOCI JA CAT Id DODU X UD uM WES ene Sit uel) fiue og bug, Arg km c PAT LU We ig = AAA Me Wey (O SUNE Za o, |. h ao frxerm c | auem quam law Er XT NEm ZLE NINTZ IS GE TI presumptuous, however. YOU see, their Ines depend on your skill and heroism. Fight the flames ineffectively and their life maters begin to diminish. Fail to reach tham before the flames do and the result wil be a 01:58:14 ]    ar in-house (ICES Flalaease March 2004 TET Rescue a survivor and he will utter a short "thank you". In truth, the interaction between characters is Currently flat and needs some more work Game over Screen, a CISMISSa! anco an embittered ife of seif-recrimination But that's for losers, Edging forward and watching as the tires quell is satishing. and there are various tools available to tackle other situations, An axe can chop through wooden obstructions, while the Impulse IFEX gun fires a controlled burst of water into places that are hard to reach. There are medikits to collect and other extinguisher types are required to tackle different kinds of fires Ed ZO ILZ OO ge has only played a one-leve! demo foul io assess whether Konami's enormously in the east it seems very Unlikely that out-of-control bonfires and wildcat picketing will make the final cut. A trailer with the demo did reveal that the blazes take on ‘personalities’ the further Into the game you get. There's a neat side-step command that helps you avoid sudden acras and rescrie gems such as edita ZZ Ee — i Š a cH g UDS ang exr rs provide = "vom hue the mgg, lg, gl cern ch Da Jame., MS mae one-wvel OST Gr ge samey, Edge hopes the interesting central -= E D E y p e i5 g m = EA GO t — [ark pi diversa range or scenanos 50:50: 11

  
    aaa Te | AI  rr; i + — TZ WwW M > HU A Id j | y, fi j ; a bd | | A ZEA be A [ AN «a B | Format: GameCube Publisher: Capcom Developer in-house {Production Studio 1 ) Ongin: Japan Helease: November (Japan), February (LK) wy, Ah Previously in E125 It's a case of Gotcha catch ‘em all with Capcomss latest GameCube oddity. A merchandising opportunity surely awaits... h, Capcom. You've got to love it. There's either a Josh Baskin-style boy-in-a-marn's-body MD pulling all the strings during the product meetings or the company knows something we don t. Namely, that everyone's suddenly going to tap into its unique brand of vibrant and esoteric games. Gotcha Force is merely the latest in a long line of strange and charming titles developed exclusively for GameCube. It might not sell in huge numbers, but Edge isn't camplaining. The trick here is that you can collect over 100 'borgs', each with various special moves and abilities. Stop and imagine that for a moment. These are not just a range of similarly designed bots, some with extra firepower or the ability to jump a bit higher, but vastly differing characters with diverse attacks. Some are humanoid, some are monsters and sorne robots. If Capcom can make each one feel and play uniquely then this will be something special. Happily, the bulk of the game has been programmed for multiplayer bouts, both twoand fourplayer contests. Plug some extra controllers in and you'll realise Gotcha Force has been honed for friendly rivalry and mayhem. Two-on-two deathmatch is the main component, but CPU borgs can be introduced for those of a lonely disposition. As you might expect for a game with so many characters, the control mapping remains much the same for each. The A Dutton boosts your charge into the air, while repeated pressing gains extra elevation; the B button launches attacks (these can be augmented by keeping it pressed down for extra explosive power) The shoulder buttons change targets; the A button launches a special attack; the Y button triggers a power boost and the contro stick performs movement and jump-dashes. In combination they provide enough complexity to keep battles clean and free of random frustrations. It may look like realtime Pokémon and, wall, erm, it is realtime Pokémon. Problems that currently exist include a camera that fails to track your borg effectively when it takes to the air and a good deal of scenery tearing. The Story mode seems a bit dull, but then Edge has only sampled the early, and far too easy, levels. lf the problems can be ironed out this could well be another experimental Capcom success story.      batez. CX | " qr " LIED M ias ul A wee  m RI ^ tui i "T nami H MT b i p awit) 1 E 00 Borgs can be traded from one memory card to another after they've been collected in Story mode, emphasising the game's multiplayer nature AL € At present the battling is on the frenetic side, but practice does pay dividends, especially if you learn E how to jump-dash effectively. Bouts take place in small arenas so finding barriers to rest behind is key HE

  
    od Girl | Hack 'n' slash gameplay combined with sexy licensed characters and highly choreographed action - was there ever a surer recipe for PS2 success? espite a mixed recepbon wher redo deser] Dao Wears aoo - I a Tz UH uar pease wo years a Ade ena i = ; l " as ominous given F cha tour Meah} ‘rere: DU D A T! d P company recently licensed laka af f ^ Ge € : E je acuon taures Ver popula lapaj -— m dM Two A A = " bang A n ei ang (ne Usapparentiy), and is throwing them nto a similarly combat-focused adventure Once again, gorgeous 3D visuals and ~ action. (Indeed. Cool Girl comas on two pg en eer pren peepee ee Ee us PRPS Steet rere A Mi KE he ea E, 4 | J L'VL/S, packed win over TWO nours or va.) " U dk JA gi perte RC 1 L (de Zea] =m a And once again, players get a choice o d 7, rbi loce ires mode i zn i NM ue e E = —— KO Sn ane weaponn GEk T zs Bononia ninia IO re possi y c IN eg ae pour ei T. T E EAJ Th ZERE b, : 1 |] 3 range nit devyastatin A nan e ia Fa an 1 c a =f moves and katana techniques. She als: Wire that can be shot out to access higher areas. or to capture anamias. You may well  ie o ai uM GETT Hr PE pE Cool Girl represents a heavily stylised take on the action adventure genre, featuring 'Matrix'-style sequences in which the lead characters infiltrate computer networks (above) masses of CG are being used to back up the    | PlayStation In-house KEA "ig Japan Release: February 2004 (Japan), TBC (UK)  The influence of John Woo and Quentin Tarantino can easily be spotted in the outlandish shoot-out sequences. Metal Gear Solid is also ever-present El det. ise sia dd, diee mn z dx E ru rnm Ln i r] ' b riri ~ d rrara roa 1 EI = ry SN k + = 1 n ami r = * 1 C | * et =, ii EA = a SIRA tal Gear and its ik. It is important to hide from the enemy al times, and you can perform a quick ‘attack-then-hide move a la lime Crisis, but mostly it's running and attacking people. When this becomes esome, selecting the hard difhiculty setting which introduces more complex moves sucn =- =F, =I) ers pg ^g tahra] lego eral as strafing, can increase the technical level Both characters ha ji ages ic DOMES, eacrn Cull jt DOSS encounter. Sounds rat pired but the focus here is on the ui Qual ever bloody encounter. Producer Horigarni Atsush wants to capture the balletic majesty of a John Woo or Tarantino shoot-out. There's also a conspicuous ‘Matrix’ influence in the unusual hacking feature — the characters can download representations of themselves into a KE = T D " i ee d a computer network to retrieve important ik Here the computer defence systems can onl De ugm USING na Io-han mbat ^ 1 A ADE 5 oi i m Taian n tur d borde EK E B of true analogue control throughout. The distance a projectile weapon is thrown, or how far you jump, depends on how hard the button is pushed, Controls are further refined with the inclusion of a targeting system featuring optional autolock, This can also be eie Snes duken gur e z ar D4Iects. environments hae scd m Sorat b i ar As ZZ E miss | M DEL (| ra ranoe nf hn me į fay = cal Tam i í z. | mE £ mil ur ban LJ fr - Rs lc AS Las GO e 4 - — ! the Pianets'. Edge is certain that | dE m i seranlle audience Guk) iy Whatever wre e oke Afar a ehana t m om ea nl ihs Was daskeg TOF a OMe ioe ID COMON its GOA E c TENIS. arr jan object of Sie adolescent desire

  
    —— ( ET Chrome  ae 20  From Software mines its Armoured Core for more mech action, but a team-based online mode s   Gameplay is team-based, with five on each side. Four of those hit the battlefield as soldiers while one watches the action from a tactical nerve centre I7 | Lt Cron ern LO quare exhumes sequel and a nos der TT fter the commercial failure of both Front Mission 3 and Fron | Mission Alternative on PSone it looked like the end for this be mech-themed strategy RPG series. But Square Enix is determined to revive the brand, hoping to drum up interest in FM4 by reminding gamers about the game's heritage. Recently, the company released Front Mission First on PSone, a new version of the onginal 1995 Super Famicom title. In December it will present a limited edition box set named Front Mission History containing Front Mission First, Second and Third as well as three robot figurines (see p72). With only 20,000 available you'll need to get to that importer fast. The culmination of this trip down mecha-memory lane, of course, is Front Mission 4 itself, Allegedly ten times larger than FMS and boa full 3D visuals, the Key aim with tnis project is to answer complaints levelled at its predecessor. And that's almost the extent of the information currently available. Plot-wise, you'll be able to choose trom two different characters — Elsa, a panzer officer, and Darril, a mercenary — with the game scenario debo accordingly. The visuals have an attractive steely sharpness, and the mech and vehicle design is p eitia cool, Which should be enough to pique the interest of fans who've strayed from the series. 042 ngles this one  out from the robo-crowd... rom Softwares latest robotic combat opus borrows its 3D | = engine from Annoured Core, and re-employs the theme of : building and custamising your own mechs. From here, the titles diverge, Chrome Hound employing more realistic settings (Pans farms one of the backgrounds) and a sparser palate. More importantly, the new game is based around a tenplayer online mode, where participants from around the world will be divided into two groups of five to engage in battle. Each team consists of four fighters and one operator who watches the action unfold on a special tactical map. handing out arders to those on the field of combat. The fighters, meanwhile, can choose from four different classes of mech — sniper, heavy gunner, attacker and scout — inspired as much by the roles available in Cournifer-Stnike, Battlefield 1942 et al, as by traditional RPG classes. Although From Software has announced a multiformat release plan, it hasn't named specific machines. But with an emphasis on online action — and support for voice comms promised - PS2 and Xbox must be the focal points. There will surely be offline play modes, too, so there is room for a GC appearance. It seems, however, that engaging in apocalyptic mech-on-mech slaughter can no longer be considered a solo pursuit. a feature he RPG strategy series with a new c wallow through its Dack catalogue asting Two opposing lead characters - Darril and Elsa - form the basis of the action. What they're fighting over hasn't been made clear yet. But what does that matter? Format: TBC Pubiis nar: From Software Devel Saper: In-house Origin Japan Release: 2004 (Japan), TBC (UK)                            IT Ti Sn | di tesi li H : T kaka | GO pea}: pm » e eai "di". eai KO } Chrome Hound features realistic rather than fantastical sci-fi environs. The Paris level features a mega boss in front of the Eiffe! Tower  Format: PlayStation2 Publisher: Square Enix De oper In-house Origin: Japan Release December 14 EEE TBC (UK)    Front Mission 4 features full 3D visuals for the first time in the series’ history. Clearly, Square Enix wants to start afresh with this PS2 incarnation

  
      | | A A i | V E pm A E - b J i | Fa ^T. 7 d Td To | a! 1 rua E y I EK A | | | ed A | \ jJ || rm -— | d ETE A | NZ d 1 bedi E | | | A - E | b E A - ie i  || A Y E The traditiona | its day. Watch out - the robo Middle Earth-inspired MMRPG may ts are moving online... quare Enix is already working on Front Mission Online, an "s MMRPG version of the mech! RPG senes, aimed at PS2's online gamers. Now, it has a PC equivalent in beta testing. Clearly, total domination of the online robot war subgenre is desired Junk Metal provides a 3D environment where communication and combat with other participants provides the core of the expenence. Naturally customisation is another key element. There are 350 weapons and 400 body parts available, and six areas of your machine can be madified. Compromise, as ever, plays a part. Tha mech can carry up to eight weapons, but speed and agility will take a taken up. Parts come in different sizes and not all are compatible with hit if all spaces are each other. As an amusing extra, the robot can be set up to run on three different operating systems, allegediy based around Windows, Linux and MacOS Once a suitable assembled, players explore the varied environments, forming combat up to five members. The exploration takes place in ca but during battle you irstperson cockpit view. So, plenty of bi hi-tech hardware, but little news yet on what everyone iS fighting over. Square is obviously taking its PR h from the American military. ^uia ls EO d E mechanoid has been groups of switch to  Junk Metal employs the Lithtech Jupiter 3D engine so we can expect these detailed landscapes to look good and move smoothly approac     The Japanese manga epic r eturns to videogame form with massively multiplayer o stuff nline dd Is this the stuff of mech fanboy fantasies? ith Galaxies beginning to recover from its early — and quite spectacular — technical problems, Bandai is developing an MMEHBP(G based on Japan's nearest “Star Wars’ equivalent, Sp ect that should allow for 160,000 users. 1,000, 000km sphere surrounding Earth and Gundam. Its an ambitiou The play area is a 1,000,000 taking in the planet's surface as well as the moon and several colonies. Each participant is a citizan they wish of Earth and is free to follow whatever path becoming shopkeepers, explorers, doctors, inventors or, of course, soldiers — representing one of two warring camps: the Federation or Zion, Naturally, each player which can be heavily cus other players (c battle fc has access fo a mobile suit, omised. It's also possible 1o form groups with o Idatzi via keyboard o or whatever Cause. its ioar from the size of the game and quality of the visuals that Bandai is aiming at nigh-spec PCs. Don't expect to be able to ioin in on anythi voice) before going into g less than a P4. What you Format: PC Publisher: Square Enix Developer. In-house C gin; Japan Release: TBC                                 MUTI Niri 1 DARII i Jedi GI D I 1 - Hi 1 blo b APid IOI i I Eta Wt ^ MT i | I gran gaa dE D d dir | 1H | GAI  The game takes in forest, desert and beach settings, among others, across which you can stomp and shoot with your customised mech Format: PG Ota Bandai Origin "EE Release: Winter Japan), TEC (UK)    Ea d Hl Im T jj tii itp car d bo Sert eia can expect is mutinatianai support- the game is being designed for the Japanese, Korean and English languages. The western MIMBRPG market is crowded these days, and  it will be interesting to see If a Japanese take on the genre can succeed — or at least bring something new to the party 044  The quality of the visuals in the game is right up there with the better western MMRPüGs.  f um A high-spec PC will be absolutely essential ! IG Hie "m j f  Gundam Online makes use of two perspectives - a thirdperson set-up for exploration and a firstperson cockpit view for battle scenes

  
      Gran Turismo 4 "od ELE t: E III With the release of GT4 delayed, Polyphony has come up with a little racing simulation methadone to keep the fans hooked              spp ht haere GAI iit aur GT4 Prologue features 45 cars, rather than the 500 promised in GT4. Some have been confirmed as concepts from this year's Tokyo Motor Show  GEI is becoming more daring, you may even say flagrant, with its GT side projects. Two years ago GT Concept was a seriously cut-down version af GT3 sporting some wacky Tokyo Motor Show concept cars, Gossamer stuff, but it helped boost sales of the full game and no doubt fared reasonably well itself. For this year's Motor Show event, the company is releasing Prologue, which is little more than a demo of GTA. But why distribute for free what you can actually sell to thousands of fans desperately awaiting the main event? And so Prologue is a seductive GT4 tease them a few concept vehicles from the show), five c support for the revised Logitech GT Force Pro controller. Yamauchi-san has justified the release claiming that going straight into the full game would be too much for most garners — Prologue offering 45 cars (among circuits and s provides a more user-fnendly entry point complete with a driving school. The hope, he says, is to entice newcomers to the dauntinaly comprehensive series. Tellingly, though, a few of the vehicles included in Prologue may be left out of the full release, so even GT veterans will have to pay out. Is this the beginning of a new trend, with publishers funding the development of major projects with promo editions? Edge wouldn't be at all surprised = chard Bums Rally Not so long ago Burns was mocking McRae over the Scot's association with videogames. Guess who's laughing now? IE IR 01:19.02  The game promises realtime weather effects which could make things very interesting. In the event of a crash, spectators rush over to help             Colin McRae began his videogame career ina Subaru Impreza and now it's Richard Burns’ turn (the Englishman has signed with the team for the 2004 season). Handling characteristics are still a mystery but the sense of speed is good and the dd game does boast some individual touches vith Sony WAC on 0123), WEZEG         ny more room for another rally game’? GO onvinced is the p Format: PhayStation2 Put les lies SGE E Dex veloper: ‘Polyphony Digital Origin: Japan R 3ele: ase! December 4 (Japan)    Previously In E125  Prologue reveals the impressively diverse environments we can expect from GT4, including detailed cities and photo-realistic rural locales  Format: PC, Xbox, PS2 ' Pubi jsher Sci —— Developer: Warthog (Sweden) Orig Sweden Belg BASS spnng 2004 ? SC| thinks so. So publisher, in fact, that it has signed up the rights to Britain's most prolific rally driver of tha last few years (sorry McRae fans, tha truth hurts ). olding onto the WRC licence for its own franchise (see SGi has had to create its own game from a variety of rally events that fall outside of the WRC calendar. So you'll find licensed events from Finland, Australia, England, France (specifically, the French Alps), iei and the US. In terms of machinery, eight of the usual make an appearance. D a more exciting note, the team promises an unparalleled physic model which, when combined with the three dimensional system for generating the track, should make this the most realistic game of its type to date. Edge hasn't been allowed anywhere near à joypad or force feedback wheel, but it has seen the theory that backs up the developer's claim. Also ambitious is the damage system, which promises to take incidents such as angina firas, fuel la&ks and brake failure into account, Just one of several examples of the game's emphasis on authenticity which SCi expects to help differentiate its offenng from the (strong) competition. UE O45

  
    P= A. | E 1 Ff | | || E re og m E b | a ar | —_ e, am i LAL ^ b, AM Mf X y F r dm w^ Ak b / & MT M MI XM a peg p- d beea —: | dm, | h | ba || "T E, z1 A ei A A | A LE [| y" TRH; Era ga, nth | A ZETA AI i — d [| t bd | [| F Al Hd a n. A | j IIS [T M 1 | V5 | I switch Front Mission 1st Publisher Squane Enix Developar: In-house j= M inc i irre —  Sony has picked up Namco's thirdperson action military shooter. Edge played the game at E3 and things were looking promising, with arcadeoriented gameplay. Expect a February release although the graphics are identical, this version introduces a new campaign that sheds new light on the plat of the original robot tactics title Armored Gore Nexus F-Zero Falcon Densetsu Format: PlayStation2 Publisher: From Software Developar: in-house eps aei | #5] Fy |  Based on the new TV anime series that has recently started airing in Japan, the latest F-Zero update features all the speed/handling hallmarks of the series with a more character-driven siant Coming on two discs, Nexus offers a blend of classic missions from previous titles in the series as well as a healthy dose of new additions. There's also the prospect of a fourplayer mode 46 c Not quite a straightforward port of the SNES title:  announcements and updates... (Hea cil Format: ee Put blisher: ; Capcom jeve ape er: In-house (Production Studio 3 Mixing both 2D and 3D as well as dual character play. Capcom's latest Mega Man continues to hold Edge's interest with its unusually dark overtones. A more in-depth analysis next month Format: PlayStation? Subisher Tecmo Devesonpar: in-house  The ancient camera has been given a number of new functions for this exciting sequel and Edge is certain that Tecmo will imbue this PS2 version with as much spooky atmosphere as the original Neverwinter Nights: Hordes of the Underdarl E mat PG eei: her: Atari i ezo Ger BioWare  Edge hasn't yet managed to play the new singleplayer scenario yet, but there's plenty here for budding DMs, from Beholders to Weapon Masters to Mind Flayer tunnels. Edge can't wait Format: PlayStation? Fi IDS sh net ; SCEE Developer: In-house (Cambridge Studio) Too buggy to review this issue, Ghost Hunter nevertheless has many decent ideas and looks absolutely stunning. Hopefully the technical flaws can be ironed out by next month...
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    r| TET I IDS) AMET IUT Li. Hiru hi BELLI I ET T III Fi Ue ae HII ji ATI Mb ubideko AGU LA LAA III HEE AES DAA ITT "HN WL Lhe WPH  SEE bt TT. ‘If you're going to war, you take an Xbox.’ And not just to use as a club. Edge meets the team who is bringing its urban terrain training simulator to the only console the US army judged tough enough to handle it... A TII  NN 7 DO something. It looks NV/ COOL. You feel SMART. L| It's the first thing Edge sees scrawled on Pandemic's whiteboard, and over the next few hours it will become apparent how well it has implemented its mantra into Full spectrum Warnor. The core of the game is very simple. You control two teams of four - à team leader, a grenadier, a and an automatic meman; instructions — which Doll down to neman move and fire — can be issued to the s a whole, or to each individual -pad. The soidiers respond EE a =j be t i ae trama infaninenen «ms &s Tained intanirymen Woud assuming ine comect formation tc round corners and returning fre if fred upon. But this isn't Conflict: Desert Storm, you have no direct control over your men — you never run anywhere you never pull a "ma From these simple building blocks FSW allows for the formulation of teirt complex manoeuvres. beek allows you to split the team into a twoDy-two move and cover pattern first select the point you want your men to reach, then select the fire sector you want the first two men to cover when they reach that point, Sat it in motion and your team will execute, the last two covering the first two and then the first two returning the favour, Get your second team in on the act and your head starts to hurt. Negotiating ter feet in FSW is as taxing as 100 yards in many superficially similar games But what made the US army choose Pandemic in the first place? "God knows!” says the firm's president. Josh Resnick, happily.        Format: Xbox Publisher: THO Deyvelooer Pandemic Origin: US Release: 2004  A full spectrum warrior is one trained with all weapons and in all terrain. As a consequence, if one of your men is shot the others will move up to take his piace and, if necessary, his weapons kind of fell in our lap. | don't now if = Gbe, ee, Ala ——, = +=, oe = Wwe WETS Me DEI peope DKO as«ed Or RO + e =- lm] = ea Sir pa i We Were ZZ and ine Lead designer Laralyn McWilliams adds struck by the vision. Some of the other "They were very "developers were talking about fairly dry, map based simulations, but our firector had read “Black Hawk Down and he wanted to make something really cinematic and visceral." That director, Will Stahl, &xpiains "They needed something that would void training value for the money ney were puting give inem a ol OT real v in, and there s no training value in having someone shooting a gun in a deogame. What can be taught is "on m eu gt bag m ea, os boga Gar -— j ~ Fyi T Ar fox marna tL. | KO JW to I «KE LEN UD i xal GEN E formations, where fire is likely to come from." But it wasn't just the strategic thinking, The army wanted to teach tha players to wein the Ires of their men very heavily. Giving tham voices and personalities makes it nit much harder when one is killed, "Thay are 

  
    Pandemic's progress Pandemic was founded in 1998 when the teams behind Battlezone and Dark Reign splintered off from Activision. Edge talked to Josh Resnick, president and co-founder, about the success of a very unusual start-up. How did you convince Activision to let you go? At Activision, | was a director of production on Battlezone and Dark Reign and other strategy productions. In our senior meetings we were seeing teams and key personnel breaking away from competitors of Activision — this was in 1997 — and they were coming to Activision saying: ‘We want to work with you.’ We realised that, inevitably, this was going to happen to us, this was going to happen to Activision. And there's only so far people can climb within an organisation before they have to go into a management role, and a lot of creative types don't want to do that, so how do we deal with that? We didn't want to have the approach of saying: 'Oh, you don't want to work here any more? Fine. Then leave.’ It was at about that time that my friend and colleague Andrew Goldman came to me, and said that he wanted to leave and start his own company, and that he wanted me to come with him. How did Activision respond? They were great. They allowed us to take the technology we were working on out of the studio and use it to make the sequels of Battlezone and Dark Reign. We were able to take those original teams with us, and we didn't have to take on any other investors or debt because Activision fully funded the advances for starting up the studio. And they did a multi-project deal with us, so | was able to go out to new staff and say: ‘Look at this stable environment. We have sequels, technology, people we're used to and money in the bank.” It made all the difference. Overall, was it a tactic that worked? Nope. It seems like the experiment failed. | don't want to sound arrogant, but none of the others have done as well as Pandemic, Maybe because we had enough scale, and because we were working on sequels to existing projects. Maybe it was the right combination of people. It's hard for me to comment on the other spin-offs, since | wasn't involved. How's your relationship with Activision now? It's a very positive relationship, but it's not a working relationship. We wanted to head in the direction of making a different type of game to what they were used to us making, and we didn't want to be so focused on the PC. Activision wasn't ready for us to make that jump, so we parted ways, nicely. Do you think they're kicking themselves for letting you go, now that things are going so well? Yes and no. | don't think they had any choice, Ultimately, the talent is going to leave. There's going to be a culture gap. Also, they retained a five per cent ownership in Pandemic, so they will benefit from our success. How will you cope with the same challenge? What if your talent wants to quit? It's a constant struggle. We are now of a size — two studios with 150 people - that we have to be very focused on maintaining our small company structure. We're already getting to a point where we have to have policies and rules — things that start to appear corporate. We have a dedicated social director making sure we stay fun and maintain a creative environment. We have a chess club, a book club, a poker competition and monthly videogame tournaments. And if all else fails, make sure you keep your five per cent? (Laughs) Yes. Good thinking.  never just meat shields," says Stahl. it's certainly been a turbulent three years over which to be developing such a politically sensitive game, what effect has it had? Resnick sobers, saying: "It's a cliché, but 9-11 changed everything. It's maybe true that the American government and the US army aren't enjoying a lot of popularity at the moment, but | think FSW is sending out a really interesting message. It shows what the army cares about on the ground, how much time it spends drilling the rules of engagement into its soldiers — protect civilians, don't Violate cultural spaces." Are they womed it might hurt international sales? Resnick again: “I'm hoping that it won't. | don't think people blame the individual soldiers, and that's what FSW is about. We look at the game as having a very strong anti-war message. It's so gritty, sp real, that you are shocked and ovenwheimaed by it. McWilliams, who comes from an amy background, always saw the Game as requinng an M (‘mature’) certificate: “| insisted on it from the start. because there were two things I wasn't prepared to compromise on. One was the authentic portrayal of the awfuiness of combat. We don't have a  But the brutality of the experience has had an impact on how playable ihe game was for ordinary consumers. Stahl tells of how playtester after playtester simply locked up when faced with their first enemy contact. It sounds like the usual developer nyperbole, but he isn't kidding. During “We don't have a lot of blood, but the terrified response of the soldiers, the grief and shock they experience when one of them dies, that deserves an M rating" lot of blood, but the terrified response of the soldiers, the grief and shock they expenence when one of them dies, that deserves an M rating right there. And | wanted to make sure our soldiers talked like soldiers — | wasn't willing to. cut the cursing and the crude references because that’s how they deal witn the stress." the demonstration, when Alpha Team came under fire, every journalist in the room froze, pens in mid-air, pulverised by the noise and paralysed by the weight of responsibility for the men. The terror of the moment is exacerbated by the fact that the soldiers won't move out of the range of heavy fire unless you order them to,  Armed trucks can pin a whole team down and are near impervious to rifle fire. Sneak your second team up until your grenadier is in position and the problem soon evaporates

  
    al UM a ZO | M € i | ii^ J eai Fire in focus The game hinges on an individual's fire sector — the slice of terrain each soldier is Covering with his weapon. FSW communicates this by a realtime fog-of-war effect showing the extent of the visual range of either the individual or the team. Nas Ad TAI Il   Any wounded must be returned to a 'casevac' point to be picked up by helicopter. However, the chopper can't land until you've secured the area, which can be difficult with a man down PL. LII Ii Aa p Situ 1 Tn i^ HM. j E pik Jr. BI NN hu mu M and Stahl explains how some early NE l UM I bd OO bd li     j | testers complained about the poor Al aie Zo | | MN il i of the troops, not understanding that i | soldiers ane trained not to retreat unti Ou give them the order tc | think we underestimated the amount of work It was going to take to maka tne transition. When we made the army game, we Knew we were maang it for men who were trained in tanks with a smoke grenade so US how to cross a street, who knew the open could target them capabilities of all the different Progress is siow. Every window on weapons. But we have to assume our every floor, every box in every alley players don't know any of that." could hide an enemy. And in FSW, as The structure of some missions in war, Bullets that hit are bullets that has also had to be changed. "The kill, When games are brandished at "m army's goal is to avoid conflict, but Edge as being ‘realistic’, what most | players are used to seeing enemy developers often mean is 'cinematic ontact as an invitation to fight." Some but Pandemic has been forced by its sence, polce and the Fl, but D OO "av bur, F EEE TE i "Lei, ar ernn imum ja eer hae Pa e die beran missions were too dry and repetitive, army advisors to gelver somemning MoWilliams has more indulgent hopes so more vanaton and narrative will be compsetely stmpped of the usual Tor the engine: “| d love to maxe a included in the commercial version gaming concerts. Stark, fresh and Westem, and Id love the chance to Qo eS ET — ee Pua E = kha corn hoc e "calum d A ESen, ed EGO he intertace also presented compelling, it means the gama has a emake X-COM." (See p128) proDiems. Ine anny wanted to Tram powernu potential to worm its way into Pangeni Cureniy as three their men to respond to aural cues your brain. Emerging from Pandemic's more proyects in production, and rening on voice reports about ammo offices onto a ZKEN intersecpon had a another in Gevelopmeni, Dui won i " iv zx vam. P aa Ge TE Sa a d ETE E "e bite " . m e, ull status and wounded troopers. Early briefty terified Edge checking its lines Dregine a word on any or them Devers coped very poony win the ot hire and Scanning the rooftops NO re very wel trained. Says Pe» al sata and an Pandemic etn YF it Lape ALA g i * | rA murmur un» ack of visual data, and so Pandemic before remembering that it was McWilliams. "But | can promise you had to experiment with a more unlikely to be attacked by anything your jaw is going to drop." Edge conventional HUD worse than a doped-up taxi driver couldn't get hold of anything concrete, So far, its work has been a As wall as plans to make more but it did spy three enticing words  success. Edge was only able to play training games for the army, Resnick is scrawled on the whiteboard. You may Your men will adopt the best formation for : the terrain, shown by a pattern of four few streets in order to mark enemy similar deals with bodies like the fire for them: "Destroy All Humans!’ cursors which adapt as you move around one mission — a tense negotiation of a looking into the possibility of striking want to keep your eyes peeled
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    — eas KO m iranistormmners Armada anc il Lu rires GA b ILIESN UK HL TL UE d most desirable game licence ever  Distinctive, vibrant heroes, an inherently two-tone game mechani nagnimcentty odious villams ano miai sound effect, And so the questi becomes nor MN Were as TTOSO Transformers games so bad?" but how come they weren't all brilliant The game centes on the war over the Mini-cons, a newly discovered race f tearm ira zi Bn M hio a mmens GIS i a TOOS Jash iets, heat Von and gider wings The core of the Armada engine is built, oddly, on t's the nerfect came set un. Hot Shot the work Melbourne House did for Grand Prix at EZ LAS IER LIT EZ OC A] FLIL al [s : Challenge, a game which reportedly surprised m ru ug Larraga e E3z A eg " : de z 1 Jae Jpumus e ana Meo Mert Smas Sony with the enhanced performance it rung out thai 3v through Mecatron’s clon of the increasingly mature PlayStation? army to save the Transforminis and in return they take advantage of thai abilities to defeat the Decepticons. It means that as well as powering  the plot, the 40 different Mini-cons drive the gameplay. Each Autobot can carry up to four, aithough since each shielas to create a Tull spectrum ronodrains a different amount of powet warnor? Its also the core of tne you can of W DUO iras many ae vor game! repe Uue. Se ITE Minia Á egur go — - [m — — 21 | oat uu d Autobot can support. Hot Shot, the cons Wil tacillfate Ine exptoratic —— EE EE ml ÉL = = m m um mem [exor & i ark a r1 ea, a eea fastest and I Hesi or ine Team nas levels nu i Sessile es YOL  bika, ate =o ae hos -= + pa a} E $ gi) ' r 4 à Dhungocenncary NESW pimus = | I SUL E highest. This is the tactical heart of the ange the fact that a year ago the be sah — 4 wr ir Tre Tel E T Ff- "e B dE F SN L i AEE EK iL E a EAE Zk s eathar t zanan chalice LLL Chor CA ee LA J LA I H ae oto eosin T And ( wee TE ultimate siea perator rom giog norew Carter, ex: B -— r5 mc: 4 barn $ 4 -rr 4 i eta bie ME KE JIRA TA) EEN VSO) dr [ i GO Zu Ee ILI SUN I KZ P " creer pere po pe pe en nm a e d a boe zy Iul c MAS cLLN SZ i Wd KL ZO ZZ EZEAN yt 1 ALLE E elt | LAM = I Sa " * cub. rhon coepi E ka $ $ ae C der į j d b = TIT a ' hes: ed DEIS W LXX E NI IRIS, GL KO i B IN HZ E IEE SEA TZE KU TW phe T — 1 a bo = j ] | | Hiper nte JT EIL Ti f f =| I e Zea: i Wes now We rema iue and  Fr Mat PiayStation2 1 "LI dua t Ire cinmnares | n na at p E Pizten Atari that would be right for a PS2 game " Jeveinper: In-house [Melbourne House} rigi Australia Haleasa: May 2004 [UK] T the cartoons and IOME, so we needed  somethi i with Meare attitude, More 

  
    a dk The Energon in the game's title refers to the power source that all Transformers use. It's this signal that the heat-seeking Minicon locks on to, allowing you to see enemy movements through trees, and behind hills i «D55 TI a hi  wit || | | | | H | sophistication.” Talks with Hasbro and Atari soon allayed his fears: "As | began to understand the depth of support and the complete freedom that we were to be given, we soon became committed to the project.” But the one hard and fast restriction was in direct contradiction to his objective: neither Autobots nor Decepticons could be killed outright, "It would have been a fatal restriction in this kind of game," acknowledges Carter. "Players need something they can blow to shreds." As a result, Melbourne House came up with the Decepticlones, an explosively disposable army of drones, reserving the Decepticons themselves for end-of-level boss battles. The other cross every licence has to bear is the bear-pit of obsessive fanboys. It's all too easy to alienate what ought to be your strongest market by making one tiny continuity error. Carter doesn't weigh their concerns too heavily: “To be honest," | | CM bi " Jude 4 GK h. i AIE uu mt u^ gu ha, CI ui 4 pee RITE ee | ed dita m mt he counters, “our most important consideration was to make a game that was good enough to stand Dy itself." That said, every effort has been made to treat the licence with respect Every Autobot and Decepticon has bean modelled with great precision and care. The team referred back to the original Japanese concept drawings, and the result is superaccurate high-resolution 12,000 polygon in-game models. Watching Hot Shot fold in on himself, Edge can't help but feel that Melbourne House has a rather more detailed grasp of Autobot anatomy than those responsible for the four frames of animation which covered ie Manoeuvre in the cartoons There's no denying the stab of disappointment Edge felt when hearing it confirmed that only three Transformers would be playable in the game, especially Since it's been emphatically denied that there are any unlockable characters. With such an + " UIT T NI edi in    Armada's cut-scenes will use million-polygon models, and be produced by Japanese legend BuildUp, who worked on Panzer Dragoon Orta | i Ill | j^ A rn J i p MI TM i E ei PG " GO

  
     Of all the Mini-cons Edge saw, the one with the greatest gameplay impact was the glider. You will have up to four boosts at your disposal, which enable you to get off the ground, and gain a bit of height as you float    P nme c mo lj TM     A Gli Ms A [| IT lii PH  UN PL i A i i "    E dE a LI | i mU ul Ang | i A la Med d " Gu i i ie a i. n  CORNUL bd au IO = Jiri Pie HOGETA | PRA Mad IOI LI illl 4 Ti | AI i! d 1 j i |
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    mpressive roster to choose rom, isnt count on a while ago, but Melbourne this snor-changng the senes tans House claims that ail adds up to a Carter has a passionate answer. “I nassive 29,000 combinations think games have been getting The game is spread over eight Dioated wih numbers. T'S UNnTOMmuUNalé environments, ranging from ramtorest that it's become the only way of to Arctic wastes to a crashed space of the game. But | think game players alone stretches the equivalent of eight "Enemy forces will be reinforced with newer, tougher models to ensure the challenge remains constant throughout. Each level forms a consistent — and persistent - whole" are becoming suspicious of numbers square miles. The size of the levels is by themselves. Imagine going to see a well calibrated to the Autobot nature movie because It last two hours and of the main characters. The dull 42 minutes instead of another that trudging of other games that see size only lasts two hours dead. ! don't as a virtue regardless of its emptiness want to make games driven by s irreievant in a game whee you can superficial things like the number of convert to a sports car at the touch of EO " P raum es p E "T - ^ 2 TT CS Se | garak levels and characters. Gur emphasis is a OUI. OT FESS Wil rema po. b rk E " er, eg iu e pan - LU P e ega ha um = rir SITIO quality over quantity and we naccessoe until vou aiGcover tne it fie A) Haat 5, mU Ld = aP ae en MN, E a i Fu rt uod = SEE LENS Wey AU lel Uu IS Ae wm zh da Miu od anzi TW beka (E ru Z0 yx á ut yis t Um mS een x m A TE Deci 50 osc F E Ss done nan DO reu *d Bgxpeci an aas E 4 ew à F a ea 2 A eda Lum a ad * ENS nx Prat gurata with PANI B LESTIE GKE I BEE LS NI eS AUS MA LM DES Ld MEK KE p Fur ocr p k t dg da, = E eei Ee t "c pem Pz, drea wu Tr Lu ] E E EEA VLAJ LR d E EKn E LEALE EE LENS HA SS SZ E Lu B pa DO Saat wats fees, D pega te icum i.d ea urruz ecto ci f ZAR -— EE G TG SLAs E S EC EZ | EZ SO LAGE bea a $ i £r: 11 "el =, & - * s EO "as 1 E. LA EET TE " r^, P D = F E arrr MEL h= E E ZI e OCNLLA ac - A 5 -We -anp eae E Cu ME E y ui cH m " E if ere e A $ - Li " EEA j A y NOCHE ë = ws LZ ei, Geur nra ba i E» st E -" FW j KO awa E M = Li zm = k D 1 d Dese ms ive n Oe EKO za tantalzinghy - can Dot mine and powering with their DO brothers d s Pa rs USL And Uu WM NRI | lee D be Mini-con teams you can freely assemble around each character. Edge ran out of fingers and toes to E m uid Ad dr  throughout, Each level forms à consistant — and persistent — whole You can take any route you fancy, complete objectives in the wrong order or even skip over the ones tnat don't appea Boss battles, rather than being iantined to the contrived arenas most ell Tes IMPOSES, wi lake piace over Ina Whole scope of tha leve E And when you re à truck and you opponent i$ a helicopter Then edoht square mies suddeny SOUNGS usi LT 4 e, eb d j'e pro, gur Pert! wo. Fame ERAUS MOE E ZOTZ uno] inal t 3       059 >
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                           has prevented the inclusion of a multiplayer mode in this version. Unwilling to produce a shoddy splitscreen game, and aware that PS2 online take-up was still so limited, the decision was taken to keep Armada as singleplayer only, While Edge never likes to see games padded out with last-minute extra ‘features’, this seems a real shame. The free-roaming scale of the levels and the subtle possibilities of the Mini-con system could have made for some truly legendary death matches. Second-guessing your Opponents set-up a each other in trucks is a prospect that makes Edge hungry for a sequel, These limitations shouldn t, nd rarn-raicincdg D however mean a lack of freedom. Players can swap freely between Autobots throughout the game, although it will be possible to complete it using only one set-ups can be altered at toneg Mini-con any of the checkpoints pos throuahout each level, And, of course, there's no restriction on transforming. Tne temptation to try out your wheels on patently unsuitable sections of each level is deliciously irresistible. The Decepticlones you meet as you explore may be spectacular cannon fodder, but they're far from dumb. Building on the Al techniques they have learned through programming driving games, Melbourne House is striving for a level playing field. Enemies can ather, they nave knowledge of the terrain and will judge their tactics according to how communicate with each strong a position they judge you to be in. Different bots have different characters, some more likely to attack relentiessly, where ot and call in reinforcements. al physicality of the hand-to-hand combat. Parhaps what is most impressive about the game is that the code Edge played was pre-alpha, and yet was already accomplished enough to grab Sa    Ee Hit, it «Tel      » da  i eee ii M M E iil While it is not clear how far through the game the Arctic levels are, they were a real challenge. With a great deal of the game structurally complete, there is time in hand for balancing and polish our attention, There's no point making a Transformers game where you feel like a geek in an elaborate cereal-box suit, you need to teel ike a 20-foothigh avenger, an unstoppable mesh of gears and pistons heavy enough to shatter granite yet precise SO to tum on a one-inch washer a Sen ransfomers Annaga shows every  As things stand, it's promise of being able to deliver, So maybe it's that simple. Maybe only now has the technoloay become har Lr pernaps ine tecnmnoc OX E EZ NN n armis E E ER NO e cee EKE irredevarnt, and all that was needed was an imaginative, game-lterate and  comrmnitied team. As part of the game's emphasis on freedom, the Autobots can take over any HEO enemy vehicles or gun emplacements they find - or perhaps forcibly make - empty Either way, Edge looks forward to finding out if it's succeeded in breaking the jinx. 
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    Wo i M | IR i Mu ut. Jaia | li ZEEN TRIKO NN I. bari wit I "wm win dit Las V i| in tp            W nile Microsoft s mission statement — ‘a PC on every deia - is ambitious, nVidia's goes far beyond it. We want to be in every device with a screen,’ is the preferred option of CEO Jen-Hsun Huang. And to demonstrate the company s progression so far, what better than the ‘House Entertained by nVidia’? Edge is taken to a converted violin factory on the outskirts of Waterloo station, now home (literally) to an architectural couple who work and ive in the impressive three-stc Orey Qiass, Stee and red brick pile, For a perra of days it also ‘3 ban ce ee egite Mt = d T aei WOVIOUS first stop is the Kids EEE room — lucky kids who can boast the latest £400 FAS 5900 =r- dk card. | BEE nerve ehe 4 ruo d UL uos c Posse Ties Snc dc Beane Tam aiztak “The Wey Is Meant To Ba Daved Lr ICE 5 eWay mns Ned O0 DG ridyed T "d Ta * T O ma ur Se 4 i edd Ta) iS EZ JSU EE eil inks CU-T MHEG ae ta coo koe d “awe co elias gr minas aT am JD KMZ inge Socneme wil WOR on AVES s namrmwsare ranging from the antediiinian TNT2s up through tna GeForce and FX ranges. Personal cinema is another nVidian focus, with most cards now offering TV-out options, as well as dedicated DVD playback codecs, which are aged within nVidia's ForceWa E a LF L. OGE D the study, with Dad's twn monitor selup. Une neat ice is the new zoom Tachity, which amOws you to Set up one screen as 8 massive magnifying glass for the other — useful for the visually impaired as well as those removing dust spots from digital E. OS. The biggest sell, however, is Microsoft's ^ into the centre of the Iring room, and looking more ike a fashionable piece of audiovisual hardware than a big beige box, nVidia features in 13 of the 2 Currently avaiable Windows Media Centre variants. Providing dedicated hardware decoder for TV signals as well as more standard graphic: i = = ompn milit |- E verres SUTO mui Gur Wi An Dr | E J | ULM UL d Ni Lu E LZ  ca Gari etzie eei Billa pur gn Tait = A | |" Coa ny MAR IRE TL Ped ns a ne I i = EE AUEN ^ laf Ria. LI j ^ - c dE = TE ie T r uDicguimy. And 8S next Siep, thanks to the " s | D d | gg P Curae o EUT EGK NEGA Siu Seas A fi f^ a Pu ome =i ass Emnin mir ND KE LK ZE KE DOCODeS. VYYaticn Qut  065
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     OG) IZT OVE   ROBOT LOVE Japan's 30-year love affair with big robots is almost as intense as Edge's own. From “Astro Boy' to ‘Gundam Seed’, this aspect of Japanese culture has provided videogame developers with a rich seam of inspiration. Edge delves further... var since ‘Tetsuwan Atom’ first graced Japanese TV | Screens al the start of the "60s, the nation has had an enduring love affair with big robots —an affair that has had a fond and fruitful relationship with videogames. This Bi D retelling of Pinocchio! about a robot boy with an atomic heart, known as "Astro Boy’ in the west, was to spawn a wave of successors featuring ever more grandiose It bk garie ar interest that has culminated, in recent years, in a multitude of anime series that span a broad Swathe of merchandising opportunities: Series such as ‘Gundam’, à cultural behemoth that has generated countiess sequels, parallel universes, toys and. of course, plenty of videogames. The widespread cultural diffusion of the super-robot genre in Japan is unmatched anywhere else in the world, which is why it's such an intriguing phenomenon. Perhaps there's something distinct about the Japanese psyche that has enabled it to take root. | | | "Its always surprising to hear the response tp robot heroes overseas," states Kenji Uchida, managing director of Sunrise, the animation studio behind various giant robot series, including undam. “Nobody in Japan considers the genre s0 exceptional, which is why it is difficult for me 1o find an explanation for what people outside Japan see as a phenomenon, Having said that | think there are a few reasons for its popularity. People in Asia have a very different vision of the environment, that mankind is not that special, Our philosophy is that the human being is just one component of a larger picture, the whole of nature.” But perhaps there's also something about that first wave of super robot heroes that enabled them to capture a zeitgeist in Japan that has proved more elusive overseas, "There ware other creations before “Tetsuwan Atom but it is commonly and nightly seen as the very start of robot Continued E  EDGE /131 068 2» 

  
    heroes in Japan," continues Uchida-san. "It created a new trend. It hada hero with incredible power, yet with a heart inside its artificial body,” Koji Morimoto, chief producer at Bandai Visual, an animation DVO production firm, agrees about the importance of ‘Tetsuwan Atom: "I think this is the ultimate source of the A "There were to be more than 40 different giant-robot anime series D Ga ZK  Koi Morimoto 4 Gries! Grt, Bares visus nirotums inagak peoduear. made cerent, Banda Gaitis 3// Takawuki Shinde A! IaKawvulssmndo gile ZE E dai (Garnes decgame dapariment, Ba reos b KE zg E EAERI Woda recio, Sunrise    managing ci A tiny selection from Bandai's prolific range of licensed robot toys ur. quM vU ai Qu i d O70 and by the mid-1980s. More re m Seed dd ha ‘Gunda Ww (^   jal ‘Shin Seiki Evangelion’ (1995) > dominated robot animation” robot genre, starting with the manga and then as anime," he explains, "I believe there was a widespread belief at the time that technology would make life better as Japan was getting more and more involved in the development of technologies. The concurrent development of sci-fi thames in manga and books opened the way, naturally, for the arrival of robots, Since everything bia was better, the robots had to be big." New breed ‘Mazinger Z' was really the first super robot hero, according to Morimoto-san, "It was something completely new. You had this high school student named Kabuto Koji, a simple young man, who piloted this big robot and fought bigger enemies to save the world from constant danger.” In much the same way as Marvel invigorated the superhero genre in the US by fleshing out its heroes’ domestic tnbulations and character flaws and failings, ‘Maninger 2 added a surprisingly human dimension to the genre. "There was nothing like this at that time in Japan. He could have been someone's older brother, piloting this gigantic robot. And in a sense it was a toy on screen, It had been designed in such a way that the merchandising was involved, so the plot and the visuals were supported by merchandising, and because of the success of ‘Mazinger 2’ the toy industry decided to surf this new trend.” Ah, yes. Merchandising. "Mazinger Z' was to establish a direction that was to be continued by the profusion of super robot sanies that were to follow e titles such as ‘Mobile Suit Gundam: (1979), and ‘Super Dimensional Fortress Macross: (19821, Indeed there were to be more than 40 different giant-robot anime senes by the mid-1980s, most of which were supported by some sort of toy line. More recently, ‘Shin Seiki Evangelion’ (1995) and ‘Gundam Seed’ (2002) have dominated robot animation. The initial success of super robots might be their appeal to the Japanese psyche, but their enduring allure is due to their association with merchandising, such as the early range of diecast super robot toys, ‘Chogokin’, produced by Bandai. "Evangelion is a rane creation,” points out Monmoto-san, “which has not been designed to sell toys. They came second in the process. It's normally the opposite, as with “Gundam Seed’, which was designed to Sell toys. But, you Know, this was also the case with the first ‘Gundam’, toys came first. At east that was the idea at the launch of the series." This marketing dimension is likely to be the reason

  
    i | ELM f jt d i I ap I i kl NOIR um | GT To es d EEE Im IE ed bere ! HI AU mom Audgibogoug, The second biggest market for the super | robot genre outside of Japan is undoubledly the US, though it remains a hobbyist market | without widespread diffusion. Uchida-san puts this down to a fundamental difference in philosophy between east and west: "I think there is a | central difference in how people in Japan and in the west regard the human being. In the US everything is related to the human | being - superheroes like Batman and Spider-Man are human beings. "In Japan there are different types of hero, from Gundam to Ultraman and even Godzilla, which is not human but à monster. In Japan anything can become a hero. In the west heroes are mostly human. Japanese people go to shrines m order to get the help of forces, whose power surpasses ours. This could be a large tree, or a particular river. We don't ask for human help. There is not much place for Batman in the Japanese culture.” Nevertheless, the west has had its share of super robot heroes, heralded by the arrival on US shores of ‘Robotech’, in 1984. Carl Macek's adaptation of three three separate anime series (‘Macross’, ‘Southern Cross’, and ‘Genesis Climber: Mospeada’) paved the way for a subsequent wave of onginal or localised content. Content such as ‘Transformers’ and 'Gobots', which were themselves little more than disparate lines of transforming robot toys (now known by collectors as ‘pre-Transformers') repackaged under new brands and supported by cartoons, movies and comics, Perhaps the best example of this cultural overlap is in the shape of a Transformer called Jetfire (or Skyfire in the cartoons), who was a rebranded VF-15S Super Valkyrie — the ‘Macross’ craft that had already been recast as a star of 'Robotech', and that A berare per KZ GU h 'BattleTech' (for which the game's publisher, AN FASA, was eventually | to be sued). pe was also to double as a unit e e bt. a 

  
    ‘Gundam’ on PS2 From December 4, fans of big robots and "Uu Wis i AME Ve j 1H] i TETE | ient TU WLU II  ‘Gundam’ has produced more videogame spin-offs than any other robot series. Indeed. “Gundam is probably the best example of the symbiosis between videogames and super robots — partly because it represents the current pinnacie of the super robot genre in terms of its high populanty. television in 1978, taking its name fram the mobile suit RK-78 Gundam, created by director ‘Yoshiyuki Tomine and, under a nom de plume (Hajime Yatate) various other Sunrise staff, Its near 25-year history i the enitame of the Japanese love altar with the super robot genre. According to Takayuki Shindo, the man behind the forthcoming Gundam Gnine MMRPG, "Gundam" is comparable to 'Star Wars’ in that its original teen audience has now grown up, but retains a love for tha series that thay have now passed on to their awn kids. Surprisingly, early videogames based on the series fallad to interest this audience. The "V Gundam -Anspired Super Famicom title sold disappointingly, as cid the ‘G Gundarr transition to 3D ushered in by the release of the PlayStation prompted a surge in the popularity of the series. "Everything changed with PlayStation” declares Hirofumi graphics of the PlayStation and Saturn. “Most Gundam fans are addicted to the plastic models. With 3D graphics, we were abie to create plastic models moving in realtime on screen. In à sense. 3D graphics offered a plastic model kingdom. The GETE was immediate and we were very suprised. Whats mare, most PlayStation owners were aduits, The revival of ‘Gundam’ and the current boom in sales of plastic models is aiso due to this age group,” In addition to broadening the domestic appeal of "Gundam, the various videogame spin-offs have also helped the seres to secure a strong foothold in overseas markets. The original 3D titla based on the period of the One Year War sold more than 1,200,000 copies; for example, Not bad given the limited penetration of the anime at the time But these new fan bases of older and overseas audiences, da bring with them a certain number of difficulties for those charged with the creation of new 'Gundam' videogames. Given the complexity of the "Gundam universe, If should corme as ne surprise that it has given rise to a particularly pedantic element among its following. "It is such a deep world with so  « 072

  
       n Ld | T ES pnt i d j IA lu | i HN | B lii Lr" I i L| | 1 e "ur i = 1 | likely to sustar the enormous domestic interest in 'Gundam' videogames tor tha immediate future. But it's also an example of the twa-way process that exists between videogames and their anime source maternal — as Inagaki-san out; *Lthink thai we can now make games with no reference to the original story, developing paaie storylines. That is why UrniversaiCentury net Gundam Online is interesting because it provides new possibilities inside the ‘Gundam’ wordt You actually fve inside it.” Indeed one recent trend charactenstic of the super robot genre has been a renewed interest in older Senes such as 'Mazinger Z" Although |n some ways this is a comparable "In some ways this is a comparable phenomenon to the western revival of supe erheroes like Spider-Man and Hulk, it's also a due to the synergies between videogames and the super robot genre" many characters and robots, with such ciramatic scenarios, that it is difficult to find common ground." continues Inagakisan. "If you consider 100 people, you carr satisfy all of them. It & impossible, My latest geme, Meguriai Sora, is focused on the origin of the saga, about the One Year War. But I thought it wouid be very fun to make aaliable via download other Gundam to fight during this time. Sa | prepared Wing Gundam anti God Gundam [known in the west as Burning Gundam) for download. My idea was to have something you could enjoy via downioad for a bit of fun, to ask ‘what would have happened during that war if such machines were avallable?' But we had criticism) from people who were angry with us because we were massing with the Gundar timeline. | was stunned. Yes, it ls messing with the timeline — but just for fun!" Hopefully, the fans will be mora forgiving of Banda s next videogame 'Gundar' project. The forthcoming MMRPG is a massively ambitious undertaking. “The object of the MMRPG is to have a realistic and detalled ‘Gundam’ universe up and running in à server," explains Shindo-san, "People can do practically whatever they want to: they can pilot robots or board spaceships - you wart to be a journalist? Well you can be. It is Japan's Liima Online, and in that sense it is different from EverQuest or FFXI." With the initial beta test drawing 1o a close, it's more than 3 E hod GA ud i | Lite me phenomenon to the westem revival of superheroes like Spider-Man and Hulk, it's also à due to the unique synergies that exist between videogames and the super robot genre, There are currently two videogame versions: of ‘Tetsuwan Atom’ in development, for example, while Bandai Visual has recently produced remakes of "Mazinger’ and "Getta Robo,’ indeed the latter is a direct result of the influence of Videogames, according to Monmoto-san, Specifically. he cites the infiuence of Banpresto's Super Robot Taisen series of strategy games, which pitch mechs from all eras and vanous animes against each other - a mech version of "Man vs Beast’. "Thanks to this game, In the past ten years, people in their teens or twenties now know these robots from the distant past. The only robot series they have been able to watch on television were Z and ‘ZZ Gundam, then "V. Gundam’. But because of this game, they Know about the older super robots aven though they have never seen them on TV." | If this is an exampie of the enduring popularity of the super robot genre, it's also an excellent demonstration of the growing cultural infiuence of the videogame. And, who knows, perhaps in coming years we'll ses videogame adaptations of these videogarne-inspired remakes of classic super robot senes. f zm | Ms - = P = mmm III INI GO li M MI I| | "m Mut | li | ! I| it i d ii d  "|" ridge ji adt ill) ill gama i i itis  (NS s d 
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    &PSP urrerik Mah WS. 30 HXTEINS EFI AR VUL 2x35 piri ZO EZ Za ef 2) = b, b  Ge buda ma. Ea | ^g em: ‘Famitsu’ is the world’s biggest-selling weekly ' videogame magazine. Edge puts its jealousy to one side to meet the company's leading lights... SESS Mi hd edi e MA, i A amitsu'. 'Fa-mi-tsu'. Three simple syllables, but more icum p — | ideal | | ; Et odi = than enough to send shivers up the spine of the archetypal videogame import otaku. Japanophile gamers see the weekly magazine as synonymous with truth, beauty, and the Akihabara way; thosa who've never held a Copy stil! recognise the name and format from the scanned-in articies that leak onto the web revealing each and every scoop. But "Weekly Famitsu's position as the world's second most important videogame magazine (just Edge littie joke, you understand) didn t come overnight, The brand began life in February 1985 as 'Famicom Tsushin', a small section of computer magazine ‘LOGIN’ devoted to covering games on Nintendo's Bbit Famicom. In June 1986, it was decided that the section was considered popular enough to warrant its own magazine, and the biweekly ‘Famicom Tsushin' was delivered onto news-stands for the first time. Long time 'Famitsu' reader, and Japanese correspondent ior Edge. Christophe Kagotani remembers his first encounter with videogame journalism: "| was living in France, and my fnends back in Japan were excited about so many games I'd never heard of. It was so frustrating. But one day, one of my uncies in Japan sent me a magazine - the maganne. He knew nothing about videogames and nothing about computers, but when he went to the bookstore and asked for a videogame magazine ne was advised that there was only one to consider: "Famicom Tsushin’. "The magazine seemed so full of information, of energy | can still feel the excitement. The pages were filled with screenshots of incredible games, ads and small pictures of the hardware. | spent time compiling and editing à shopping "PE az "m m ist for my next trip to Japan, and whan | came back, my ZO TET | | [Bf | art ETT suitcase was full of games and, yes, more magazines. But . ‘Famicom Tsushin' was stil the best. | cherished the copies | had for so long. It was the only link left with the Japanese videogame kingdom, | read them so many times..." High demand bom from that Kind of obsession lad to ‘Famicom Tsushin' shifting to a weekly production run in July 1891, and in 1996 it was retitled "Weekly Famitsu'. Enterbrain became an autonomous company in April 2000 and now employs over 500 people and, amongst other concerns, publishes the four magazines featured in this article, with its flagship title, Weekly Famitsu’, reaching around 800,000 readers. E TN  'Famitsu s headquarters in leafy Sangenjaya, south-west Tokya Pul; : t “Ey ^. de GU | yi Ze garre ence 079 >  1 t t "n rye Eb Berean TENI

  
    Hirokazu Hamamura Edge meets Enterbrain's president and the Famitsu editorial board chief editor... æ Let's begin with the beginning... What you know as Enterbrain used to be part of a larger Group named ASCII. It all began with a magazine named ‘Monthly ASCII’, founded by a man named Kazuhiko Nishi. He allowed his employees creative freedom, and thought that, as far as computers were concemed, anything was possibie. So we suggested a videogame division. He had no interest in entertainment but let us do it. We had a vision of digital entertainment we wanted to explore further, Was that difficult in the early days? It was hard. Back in those days, there were three or four magazines, ‘Family Computer’ magazine, ‘Famicom was ‘Family Computer’ magazine, selling more than a million Copies a week. We began as a comer inside a monthly magazine called 'LOGIN', so by the time we decided lo make 'Farnicom Tsushin' a separate magazine we were quite late on the market, It took a hell of a lot of time and energy to develop our sales. What was the reason behind 'Famitsu's success? | think that half of the reason was our hard work and our decisions, but the other half is because of the failure of our competitors, At that time, the market was made up of 90 per cent Farnicom owners, and many of them bought a second platform such as the PC Engine or the Mega Drive, Our competitors started to release separate, single-format ate '] L ATI! i T TH LH burrun T KKK) i | | CAA I TH j aaa TTT T T ulu TERI BERN EN m ha [T TFT TRI i H TT] IESU Mito thii HWITESS ES PE ESTI nET TLETT T *  Hamamura-san believes that ‘Famitsu's success is down to hard work, good decision-making and the failure of its competitors « 080  ‘Famicom magazine and many others. We Deleved that videogame fans would prefer to have all tha news inside a single magazine. We were aware that having other hardware in a magazine called ‘Famicom Tsushin' would sound rather strange. But when we considered the origins of our magazine when it was still part of 'LOGIN', a games section ina computer magazine, it sounded logical. Besides, the meaning of Famicom had a broader meaning to us, a word to designate all the consoles on the market, so we went multiplatform. Our competitors split their sales across many magazines, whereas we kept ours in a single publication, Do those differences in culture extend to developers? It's increasingly Clear that developers worldwide are focused on the US market. Japan used to be the focal point of their attention, but now the US represents more than half of the world videogame market, so | think software houses are naryous about failing to appeal to the US. The creators themselves still want to appeal to the Japanese, So you get a blend, which we find in current game releases, They start in Japan and then go outside — hits in Japan find themselves sold on the other markets around the world. "You also have sites that just take our pages and scan them without asking our permission. They don't even check if our news is true or not. They just scan. You can't call that journalism" As the market developed and we passed from the Nintendo era to the PlayStation, were you tempted to change the name of the magazine? Yes, it was a possibility, on many occasions. ‘Famicom Tsushin' had been multiplatform for a while, but when we saw the PlayStation coming we noticed people were calling our magazine not "Famicom busten but ‘Famitsu’. So we abbreviated our name to its current form. Now that you are at the top of a group, do you still have any close involvement in the magazine's production? | try to stay in touch with the readers, | still have a column at the end of the magazine and | do a few cross reviews sometimes. But | leave most of the magazine to its editar-inchief, and that gives me more freedom. Videogames are this incredible culture | discovered at some point in my life. | still have much to learn from them, and while | manage Enterbrain, | still keep involved, ‘Famitsu’ is a videogame magazine so, in theory, it's targeted at a limited audience. However, looking at the sales figures, 'Famitsu' appears more like a massmarket magazine. Do you think videogames are well accepted in Japanese society? Yes, indeed. | think the Japanese have a very different approach to new forms of Information, The US is so big that things spread slowly. In Japan, people gather quite quickly around ane thing, create a phenomenon, and sometimes forget it just as quickly as they discovered it. It's true that 'Famitsu's sales point towards it being amassmarket magazine, but the culture is so different between here and the west that it's difficult to make any  But does it work the other way round? Some say that the GTAIII phenomenon indicates that overseas creators are starting to take the lead on the Japanese. Do you simulation, and Japanese creators refined these concepts to are superior. in Japan, there's this tendency to make the same thing that everyone else does, and it becomes a vicious Circle, Overseas, there seems to me more emphasis on making your game different from everyone else's. Look at Dragon Quest or Final Fantasy, the result of hard work trom creators who had their inspiration from outside ideas. | think there are many of these creators in Japan who can produce brilliance from others’ ideas. It helps thal, for a long time, developers overseas did not see the consoles as a real gaming platform and remained focused on cornputers, leaving consoles for the kids. In Japan, consoles have always bean at the very core of the gaming community, and that is why there are more Japanese creators on consoles, why most of the hits have been traditionally developed in Japan. GTAIll's core concept was the high level of freedom given to the player. It's a very popular idea in the west. We don't yet know how that will translate to Japan, but now more and more game creators overseas are Coming to the consoles, we are reaching a point when the competition between Japan and overseas is becoming very interesting. The time when Japan made the consoles and the games to sell them is Over, and a new area of broader cooperation is about to work together all over the world. This i$ very exciting to rna.

  
    M | | How do you manage to keep 'Famitsu's sales lead in Japan? It's not easy. But there is one rule which will never ct “Famitsu is about multiformat gaming. PlayStat GameCube, Dreamcast, GBA, whatever, you name it. I believe gaming is going to invade every aspect of our life, that it will be present on our mobile phones and our car navigation systems. ‘Famitsu’ will cover these, as it already covers a large number of subjects, It is more about gaming as a lifestyle in 'Famit su’, not dedication to a format. And if you need thal detail, we have the other magazines m the group like 'Famitsu PEZ or 'Famitsu Xbox" | don't think out err Led lead will weaken ar How do you define your relationship with game e, dn Who leads, and who follows? think there are two kinds of game: the ones you pror and the ones that promote you. Dragon Guest didn t begin as a multi-million selling franchise, nor did Final Fant sy, YOU nave to Cultivate a feeling among your readers that this is JIE era IT I T UM I nl something interesting. The developers then retine those !ll dd | I games to a point where thay sell in great numbers, and this  Jrives your Salas with iL Ss cooperation nal defines tha reiationship between the press and publishers in Japa sites that just take our pages and scan them without asking Not particularly, because there is always something thal ndependently Of this. you find The cross review. In the entire Our Permission. | funk tnis ts a shame. They don't even surprises me. When | thought Nintendo would rule the game story c isu, we've almost never hac E check iT our news s true T st scan. You cart Ir ry 1 br, Sony came and c ed everything j. | neve TOSS cause of a developer. If the reviewe call that e dare aht Square would go to Sc 3n | thoug at the With the developers concems, he wil not change hrs review Garne Boy was finished, Pokemon pushed it to new heights and we will publish it as it is Do you have any interesting experiences in your career There are always surprises that you could share with us? What do you think about the overseas videogame press? Well, when the PiayStation was in development, | met Mr How do you see the future of the videogame press Online news sites are very popular in the west - can you Kutaragi. At the time, Super Famicom was supreme, and Mi in Japan? see them garro print journalism? Kutaragi brought me this new machine - I think it was the Ir I'm being optimistic, digital entertainment to come will see The press in the west is very... free. | believe there is no close very first time the machine was revealed. You have to the border between movies, music and spor disappear. For cooperation, or desire to have any, with the game makers. In remember that Super Famicom was very big and Sony had example, on a music CD you get videos, with realtime addition, there's mon ict between magazines and very little experience in development. Sony Music was camera angle options, so you can switch among them to get publishers in the west. We have our own problems, but the making some games, but they weren't selling well. Now, ever ifferent situations or reactions. When watching sport ot concept of promoting a game together is stronger. I'm often if your machine has the Sony label on it. if there's no content teievsion, theres software which allows the download oi surprised how quickly news breaks overseas, too - probably your chances of success are less than sim. And with data in realtime with a live matcl gres k because there is no dose relationship with publishers in the Nintendo so far in front and preparing a new machine, and anything you can enjoy on a screen Is a game in essence news delivery process. Obviously this has its good points, but Sega too, that left Sony in the middie... | thought it wouid be So there is lot of room for a videogame magazine — or let's also has negative consequences impossible. Of course, the hardware was impressive, this Say a digital entertainment magazine — which is prepared to As for tha web, many say it is the enemy of magazines, | superb T-Rex walking onscreen, but | still wasn’ t convinced, develop and evolve. but | don't see it like this = the web is more about ilfestyle, As d .. Then Kutaragi-san came to visit, and told me with confidence Now, If | have to be a little neaath nagazines which | said before, Il games come to mobile phones, we have to hat this machine was going tà rule the videogame industry! ramain focused on their core subject may find their days are be on it, The game industry is changing, but more than that |] | asked him why he was so sure. And all ha said was, "Come numbered. | think your real enemy ts the hardcore game fan Users’ lifestyles are changing. We've followed these changes on, we're Sony!" | was impressed by his confidence, but the himself, Ifyou put all your attention on making small changes tor years, and you can see that in the pages of ‘Famitsu’, biggest surprise for me was that everything happened the n the review Of ZEZ guide Sections OT your magazine, you But the web is quicker for retrieving the latest news and ii way he told me it would. remain in the past. If videogame fans go to the mobile phone tus becomes the standard, well, the web wil become the then you Navedo be present on the mobile phone. H you think nain tool for getting information. However, in the case of In your long career in the videogame industry has the web is your enemy, then it is over. If users adopt the overseas web pages, | think there is too much irresponsibility, there been one particular episode or event which internet, then you need to change the magazine to follow the As well as unchecked rumours, you also have tons of simply took your breath away? news about the internet 081 =

  
    Cross interviews Edge adopts 'Famitsu's Cross Review format, and takes four of Enterbrain's editors to task about Japanese magazine culture, and the differences between gaming publications here and overseas... Bakataal Kato | (Katsuaki Kato) |                     Ay | Ride, he delights in the fact that he Katsuaki Kato is editor-in-chief of you must understand that we have to produce an issue every week," The hectic schedule means Katosan spends around a dozen nights a month sleeping at the office. At the moment his two favourite games are Konami's Winning Eleven 7 and its baseball sim Powerful Proyakyu. Takuji Tada is editor-in-chief of soccer teams from our staff," says Takuji-san, who, much to his company's chagrin, doesn't spend any nights sleeping at the office, preferring to cycle the ten minutes it takes to get home. He plays a lot of Final Fantasy XI. "It is like a drug to me," he says. "When you start, itis difficult to stop." Takuji-san's Koji Aizawa is editor-in-chief of ‘Famitsu Xbox’. “We have 11 employees, so we can just make one soccer team,” says Alzawa-san. "No substitutes, though," he adds, before revealing that he's too ashamed to tell Edge the name of rosis game pes currently  only has to sleep at the office three days a month. It's not all roses at the Nintendo magazine, though. "We can't play soccer," laments the understaffed editor, "But we can enjoy baseball with our nine employees!" Half are secondary school and high school students, and the other half are all kinds of people: university students, salarymen and so on. ‘Famitsu’ is in the top five of magazines read by male college students, although when you arrive at the end of high school, the numbers do start to decline. But the magazine still reaches a wide audience. In essence, people who like games read ‘Famitsu’. Female readers count for around ten per cent. You know Kingdom Hearts? Well, that's very popular with the female audience, and we just started to put a that licence. Thanks to that, our female audience share is rising. It represents around 20 per cent, and even rises up to 25 per cent sometimes! The age of our readership is similar to Weekly Famitsu'. There is one peak in secondary school and high school and another one with salarymen and their wives. People who read my magazine are a little older, actually. They tend to be between 20 and 30. For a videogame magazine it is quite a high average, because the Xbox market is mainly dominated by young adults. Around 97 per cent of them are male and, of course, 99 per cent of my readers own an Xbox. The remaining people are considering buying one. Xbox has not been very successful in Japan, so there are many videogame fanatics among my readers. Since my magazine is dedicated to the GameCube and Game Boy Advance, the audience is younger. Schoolchildren represent around 50 per cent of our readership. Another 3D per cent are junior high schoo! students, and around ten per cent are their parents! Because the audience is so young, there is no real difference between male or female users — they all play. Maybe around 60 per cent of them are male, the rest female. Edge begins work at 9.30am sharp, and - particularly on deadline week - days can often continue into nights and early mornings, a heady mix of phonecalls, writing, and tears of blood, What's a typical day like in your position on your magazine? We start at 11am. Well, that's if | manage to arrive at 11am, of course. | then spend some time checking my emails, then my schedule for the day, because | usually have appointments until late every night. Sometimes, | have to leave the office to do some reportage, but | spend most of my time managing the magazine from my desk. | also write a little for the magazine, so | mustn't forget my column... We also start at 11am, and my day is much like the others'. | check my emails first, and appointments fill much of my time. Above all of this I have to manage the magazine from my desk as well. Actually, the first thing | do each moming is switch on my PlayStation2 and log in to FFXI. I can't spend much time on the game, but | can't work without having the game screen running beside me. Although every division has the freedom to set its own rules, we also start the day at 11am. | travel a lot so | go to the office after an early appointment, and during an average month, around half of my evenings are spent with game makers. Today, | went to Microsoft in the morning, and then returned here for a game tournament we organised. After this interview I'm going to Tecmo, and then for some reportage in another placa. | feel a little guilty, but my day is much more relaxed! To be honest, there is not that much to do! | don't go outside much - we basically start at 11am like everyone else but | usually arrive at the office around 1pm. Then | play games, and spend my time thinking about what features and free gifts to include in the next issue. Later | arrange meetings to see how we can get these bonuses.  "Weekly Famitsu’ is an institution, Japan, is the ‘Famitsu’ image an advantage, just as the official licences prove to be in the UR? Since we are the biggest videogame magazine in Japan, scoops come almost naturally, without trying. Game developers come to us to have their games covered In our pages. In a certain sense, our work is made easier, but having scoops is not all bright, because there is some responsibility that comes with it. You are responsible for introducing the game to users and, in doing so, justifying the faith of the developer in your ability. "Weekly Famitsu' is certainly an institution, and brings its reputation to many of the other magazines in the group. And we can differentiate ourselves by providing more coverage of PlayStation2 games compared to "Weekly Famitsu', which has a limited number of pages. Even though we have 'PS2' in the title we are not an official magazine. But who cares? Readers are not bothered by that sort of thing, and just buy their favourite magazine. We don't have official licences - that sort of thing has no use in Japan and that means that people are gathering around the magazine whose title they recognise. There are no demo discs like overseas, either, though they were tried during the PlayStation era. Enterbrain tried it too, again unofficially, Every publication has to gather the demo or video from makers and build their own disc, very different to overseas. We do not suffer much. We found, from a study. that GC owners were mostly made of elementary school students, and until us, videogame magazines didn't sell well — or at all among this particular audience. So we designed our magazine to meet that target, adding free gifts inspired by popular manga magazines. We were successful - we have about three competitors but people who read our magazine don't reac another one, even "Weekly Famitsu'. 

  
    In the UK, videogame magazines are very specialised, and target themselves at a niche audience. Looking at sales figures alone in Japan, the magazines appear to be true mass media. Are videogames better accepted in Japanese society? Japan is quite a small country and people like to do the same thing, so initial popularity made videogames even more popular, creating a massmarket phenomenon. The people who enjoyed Famicom games are now adults and most still play — it is standard to have one console in a house. But still, we're a long way from being accepted as a cultural or social item. The mass media has no real understanding of the videogame, often just portraying the negatives. | would like to return to a point made by Kato-san. People who enjoyed Famicom years ago are now adults. Many of them have children, too, and they are in their sixth year of elementary school now. The fact that they play videogames at home is nothing surprising. It's becoming more and more standard, and | think that in ten years from now it will be completely normal for whole households to play videogames. Japan has around double the UK population, nearly 130m. ‘Weekly Famitsu’ sells around 800,000 copies each week. You can find the magazine in many places, next to mass media manga magazines or bedside books. If you have to make a comparison with the UK, videogames in Japan would have the same place as music or sport inside society. And like music and sport, you find a core population of fanatics, too. Some may be classified as ‘hooligans’! Since my magazine is for the youth, it is even more specialised. We write a lot about the Game Boy Advance too, which is a ‘young’ format, as is the GameCube, mostly elementary school. There is less trouble with acceptance among their peers, because they are all children - but still it is useless to introduce a young adult game to such an audience. We also have to adapt the tone of our reviews to meet ther needs. Edge's marking system means that barely a month goes by without some threat from a publisher or developer over a sub-seven score. Is it the same for 'Famitsu'? Are you free to write what you want, or do you ever have to change editorial in the face of external pressure? Yes, we experience pressure, asking us to put an emphasis on one part of the game, but we won't change anything in à review. Then we can be threatened to have pages of adverts dropped from the magazine but ! just don't care. You want to drop the ad pages? Be my guest! Reviewers or writers are separated from the ad department, so they never know about what's going on with advertising. If you compromise your reviews, then the magazine loses most of its meaning. Of course, we print corrections and such if we make errors, for example if we get the title wrong, or game modes or other details. But as for the critical content, nothing is changed. This is our policy, and we have to protect it. We've never even changed our reviews for the games made by our own company, Enterbrain! They were not very pleased! We show developers the articies before going to print, and they check for errors. We change things when details are wrong but as for the meaning, nothing is ever changed If it seems we have a close relationship with developers it's true, but with regards to the cross review, there is no negotiation. That is where the red line of journalism is drawn. We only show them the article before printing in order to be sure our coverage is accurate. Of course we have pressure, but concerning the reviews we have no order to follow the publisher's recommendations. We are totally free in what we want to write. | do remember the issue to which Tada-san refers, when we gave an Enterbrain game a bad review. We were called in to see the CEO of the company, but the review was not changed. While ‘Famitsu’ is idolised by the UK otaku, few people know what Japanese people think of western gaming magazines. What do you think about overseas videogame media, and how does it differ from the publications that you work on? | went to the UK and | wore a 'Famitsu' t-shirt. So many journalists asked me for my t-shirt - whoa, they knew about ‘Famitsu’! | realised they must ‘read’ it, When you start playing videogames in Japan, there is a big probability that the very first magazine you buy Is ‘Famitsu’, and | think that magazines help newcomers to get more involved in this hobby. Overseas, videogame magazines seem to cater for hardcore gamers. | was very surprised by Edge. It looks very stylish and cool, different from the other overseas magazines. In Japan there have been a few attempts to produce a similar magazine, but they all failed. I'm so happy that one such magazine succeeded, even though in Japan such a magazine has very little hope. | would feel not ashamed to read Edge on the train, while | would feel uneasy with ‘Famitsu’. The image is radically different. What | find interesting = the way Edge has published earty information about the Xbox and GBA, giving ideas of how the console may be. We could not do that in our magazine. Weekly Farnitsu' has tons of scoops but they are all officially provided by developers and publishers. We hear a lot and we know tons of rumours and secrets, but we can't write about them. With regards to what Edge does, | feel half envious and half impressed. We simply could not make a magazine like Edge. | mean as a company, but especially us, with our Nintendo audience. But even though we make a magazine for young children, almost exactly the opposite of what Edge does, we ourselves are adults, and our designers buy Edge every month so as not to forget their designers' soul! = a ` Wi em aia i mss EEA : i 4 erti ho wm Mf BET | D UM d Man il  (Mde Kit      

  
    DAG E E D s ea Sa "i E ZK = r1 ine TicE r1 i bed F | ne rrr T "od vi h DTCPRINT | da i Yn m is SO ^ fascinated by videogames, his early efforts to “Teele mYenmcous purge games crew atbtentic from his Mengs and professionals alike. Al tre age of 17 ha entered and won a short animation competition, which led Ubisoft to take him on as a graphic designer. Six years iter, in 1995, Rayman was released for the Playstation, Striking a vibrant contrast to ome of the sludgy early releases for the console, the garne has continued to attract phenomenal sales throughout a vanety of budget incarnations, A new team took over tha franchise after Rayman 2, and Ancel and his team embarked on the ambitious proiecit nic uid pe rna £e rd ts | & E 4 (Se | b TULIT lead designer, Ubisoft  

  
    | ITI IT TT] TZ TO || d || Ji b 1 |  Is there still a place in gaming for 2D? | have been very imoressed by MIRA Joe. because even if you nave the camera angles and things, it's still a 2D Game. Personally, | think the massmerket doesn't cara if its in 3 or 2D. We stil are making games for the i. SO we still have 2D development teams. But if you don't have impressive technology then the magazines will say "this is the old kind of gaming" even it the idea is incredible. So it's very hard to camince publishers as they are thinking as sellers. They look at games like you look at an apple — if looks good, big "he red then they don't really care if it's bad ir because it's something that will sell well. And, these days, 2D is not a good apple it's like a little home-grown village apple. But inat doesn't mean there is no place for it. frs part of the contrast with 3D sequences, ifs a part of the language. It depends on the gameplay - n Weca? you-can hse some 3D angles, butTithink people prefer the top down view SUE practical Ther S how uL. visual d, ig impress the fiand standing behind you, bül when the fiend ha: gone away you u ga D 2D! And when you look at MGS2 — whichis a very movie Ske and of game, maybe a bil toc he o  | always looking atthe 2 D map. Thats very funny, because you can play neany the Whole game in 2D, like a Spectrum game! Ste a source Of a special kind of aam | sometimes for the player it's: | don't hawe to worry about te camera, just  ) about what | need to de." n  With the release of games like Project Gotham Racing 2 it seems the quest for graphical realism is close to being completed. Will attention turn instead to more stylistic games? When DEO ask ma this question, | Say realism is not a style, In the movies realism is Basy, Dacause but you still have a lot of diferent styles Sometimes you have visual treatrnent, like the Coen brothers’ movies. It's realistic but there are some subtle things that are applied to reality. "The Matrix’ is a kind of enhanced reality — that's the purpose of the movie The next big games could be realistic, but they could also be styistically inventive. Its one of the reasons | think Viewtiful Joe is Teresi i E [E rrurETI S Den t M =F Dr BO E faye AI SO Same Mdg ’ j HS f DL ris iz 0 Styised things and they want to be immersed | reais GI r] Déeca ma yi inet trend tl ere i5 this big hole to be filled. Everyone is going in the same direction, towards realism, and SLICE eno e wil understand ihat tara i8 inertia in these things. People will just play realistic things for three years, and then when something new comes along They will Say "Oh! That's something new!" And maybe Viewtiful! Joe is here for that. Maybe it's too early, maybe it's on time, | don't know. But there is no question that all the publishers IOIA SEO beacause there was no GITA kind of game before GTA, and now everyone is going D that direction. Publishers just follow tha trend until one of them crashes and then everyone is - D Com ining to Drake ana Tum YOu [ust point your camera Al it, Ubisoft has a line up of very strong, onginal IP this year. Is it trying to turn that comer ahead of the pack? | don't want to defend my publisher We have Xiii which is different and Pnnce of Persia which is different E A if titles are different. and Beyond Good & Evil which is different again. Ubisoft is taking risks, so after this year | know there will be big decisions taken gepe inding on Of course, if you go to Yves Guillemot, the how these kinds of games sell, CEO, and say: “I'm going to make a GTA game — only better!" he'll aive you the money nd there's no problem. Of course he will ask you: *Just how are you going to manage that?" because he knows that its not so easy, but hel have no problem with the proposal. |i you ask him to make BG&E?, and say E i, lve got some new ideas. | think we could ncrease the role of the journalist," he'll say E uuu yes... Okay... well” So we ve hada ZK C Scns tO De sure we re Tocusing Heu C ricco PII uxntan ct Tex B E ~ bo I c it SA EA bi IIT me DOITZE, | MMA Ne marn Siratiegy pur otorcmni Srnec iu pub own ele, aing different games for different people “The 3D is cosmetic, it’s very visual, it’s to impress the friend standing behind you, but when the friend has gone away you go back to 2D!”

  
    Game development is becoming a truly Game-making is developing ever-closer Were there changes made to Beyond global industry. Do you expect to see more ties with the film industry. ls this something Good & Evil in response to the reaction of regional diversity? you support? people at E37? n! That z d =" KO ] question, Deca.use Vna | Try TO GO IS THÉ DeODIe rem tna fi m M HU um ne Donse to ftne gamers, because — LES ama tu ipout thi rt of J. | idustry, and then to teach them what to tell y not is pla ine game not sure, because all the publishers are li dieogames are. It's not that | will work wath Wall, not nobody, | e some did, but connected. They look at what the others ar people from the movie industry to integrate during ES people didn't care about it, they doing and copy the styles, so things icd cy FMW, or whatever, it's about taking what you don't know the name, there's no licence, it's mora the same. But in this game we tried to need. | think the movie industry had to take a not based on a movie. And | think there was manage a mix of these things - it has very ot of experience from photographers, and the an error in the marketing. They called it The European architecture, for instance. In fact, photographers have taken a lot from painters. Michal Ancel Game, but nobody knows my pa, eg For tee rga, is int fees p We dgoladrmessage irom Sony or Armarica =", = NA ^ i a ' saving, "Your garme looks very European. REPRE his da “The next games will have more impressive sequences, We thought “What do you mean?’ because we've learned a lot about how to integrate ezkur ath VER CD UA emotions within the game without cutting away"  Deopie and LU DD een to likey Tht D Tii i rerminis GOTI Every new r adu i 3c te ave a nitergal nue i m A the f zeli ja T Jie EET | rix | i inc | KIGO al ihe Devious ane, tie tga 1 f (1 EE |] | cr = KO r1 ture. The E ne S gave peoples expenence Tor ten years I I WTH NU uc: “N E nave IRMO On VE The DU nave a (ie experience Mai paopie 1 i thing | | aw, WE 1 nos anm S - pd 2c in creating in anes fo DOO vear i i i mn thu bor 3 e 4 cope | See i } iy 1 HyOGc. WY CIOSe Ie O00 1 nev | | Dam mir ue f re Hue Ve didn't want to make a movie — none of E i E nag AE 1 as me WO SC LV | b us IS a rusiralecd rm e director, We've g saving peope g me game, anc p: keen a Eu eA i one hour of realtime cinematics, bu e did Imerys we he reds Er) ven For the next game - t! ATT | 5&0 not use FMV because we wanted the amerent. | was talking about how shes a as torture ZAIO d [ Pensions to DO Very smoot. | think the next reporter i VOTKI M e OUD sincerely. Do we ha lO SE j jarnies Wel Nave more impressive sequences but what they were Seeing was a Jak ang skyscrapers when we don't live in towns like because, through the cut-scenes, we ve Daxter type of gama. So | told marketing that’ Inm ice, Ine grapi artists aren 1 earned a x aDout now 1o mtegcrate emotions AO MUSE DO careful because people don Capable of drawing a wall without doing a bit within the game without cutting away understand the game. So we worked on the of detail, a bit of it falling off. They just can't dc tin tne movie industry is teaching us visuals to make her look a litte more mature something fat and Amencan, They love this interesting things about vius Tan guagae, D if Jade looked like a schoolam. how could stuff Ihe points to Jade danalin ] from a that's all. And sound, of course se be a war reporter? S jecided to beautifully moulded are hitrave| this is their But it's not about tools, it's not about hange her, and now maybe she's jess world and their life, So, for the next garru content. It's about the lanauaae, about how tc ippealina, but she's more in the role wel have to think about what we want to do. make people understand a situation, using And since we wanted to talk about The procen that iT you make a garmig certain tricks of the camera and tn nas. Gut it soOmethir D senous, we nad to take care with for the Amencan market it tends to sell well al stops at that point the dialoaue. It's not like Rayan where we aver the v 1, But u sel Furope n do DEE at any time, and we don t real iheres noc Tug anti | | en: fe at ji ins ed. TOU tnn about Li Ja c 3 Lx 1 | ear E te nmi ij OCW Tit i nae IE T - af |ë 4 ria go È r ! ine | | d e = e Cure P na Mal eod | i = if d EO a tle mal a Ha an e 1 gar KJ, | ] TN noe Game e st in Eu "or tl ' i ] of tl or Zm that's oF " jx ne A thy (bok L LM D Let = = CX ‘ latz : jett j a = Ipulls face! now wW iing Tor thi people, Like with Rayma EO EZEKO The extraordinary success of Rayman was partly due to its glorious visuals. It's hard to think of an the people early PlayStation game that has aged as well d 088  

  
      Beyond Good & Evil has had quite a long gestation. Were you influenced by games that had come out over those four years? n terms of the stealth? Not really, because it was already in the game. As a journalist you have to investigate and get information that ts Kept very close to your target. Early on it was like in The Ocarina of Time, where stealth was more of a minigame — very simple, and if you are seen, then you restart. Then we moved to a very different thing where you can decide to hide yourself or make diversions, and the Al is Tar more complicated. It's the best way to create your own gameplay within the game. You really can decide what to do - not to kill, or to snipe, or to attack directly, It's one of the ways MEN succeeded in making the game Gizen Y different kinds of players. Also, we decreased a bit the puzzle and adventure parts of the game, where you have to search for hours and hours. All this was removed — It was old fashioned. So now the game is not too long, Of course, it's very good animation, but every time? | don t understand why they did it. But the one game that really made me afraid was Ico. We d been developing Beyond Good & Evil for a year when /co came out. At that time our game had no highting in it, you just had a fiend who could a independently, which gave you th he might do things you didn't expect. We IE T Lek, wanted the feeling like in Litte C People. Ico did that very well. So we were [whoops with relief] and said: “There are other people trying this kind c thing, so let's continue," So when we saw a year later it had sold nothing, then [pulls face] and now when you say Ico to a publisher it's like putting a gun to your own head. For us, [co's failure was like a sword in the gut. We had to say: "So, okay, we have to change what we're doing." And Ubisoft were great, they said, "Okay, take another year and a half." Which was crazy, because we were close to the end. “We changed a lot of things. Many things that made the game better — that strengthened the story, made it more mature, made the gameplay more streamlined and modern” ba + eire | dedu say d Lu Lb ZAK E c T: Lig nari nent ": Nore Ree GE, Ea E The "yl ID Deed DeL: Ex E FVF i e $ = r£ ee ux T yu iF (ane (ere are pieces GIE VOU put me Zaia treat [Ina melee imaray ew DASIGA Ime nal (ER EZ KE Lg HW e m = j ura 4] murmur mm Fe a a a ae LS We La LUUD. rng c = hen | cag The Wind Waker. | zaii | con't 1 = bitz ZEKO d KZ = eei 1 i spam thc = »— TW Fas e ^um zil r1 LIT (18 =f USS OUT. DIKO EA EEE e led o x raz place. We have a lot of maps, but now yo «now where everything is and you can go there very QUICK j. The e game could have been three times longer just because of these kinds How did that make you feel? Do you think “Hooray, we've got time to fix things,” or, "Ooof, we eg we'd finished?” E EE Mii =. - ert UTERE EA ET, it's more the oof part. It was a bia probler T ' 4 atat rk 737 a E b i tea DUK A Gu ie Wes nnmesned, and ba TZ E D m ek Ga ney d GTG) a ic persondi Bul whe Ate, co at bag ET peru Femma int KEZ egia TE SE da, Ze, EZA ZZ RS, «AKE cà MA r arin r shore cun it Sent nic nn DOWSer IO DUD OTE, s CLR BL un een rte gele, at feet? Lb umm etf Phas mc zl axampie cor wt AN Of IRUNE — haz as We ano Games like that. So | had to make a decision about whether or not to quit, which is . | was in the middie, between the team and Ubisoft. All LIbisoft said was, "Be careful." T what | wanted to do at the time hey didn't tell   Jade's redesign was not as radical as some reports suggested, but the most obvious change was the more militaristic styling of her clothes us expressly, "Do that, do this," which was very good, But the team felt the game was finished. No one said anything, but the team was very demoralised We were working very slowly, and missing milestones. We had all ese people saying: ‘Make it like The Matrix. But if you try to make it like The Matrix, then why would people choose our game? If they want to play The Matrix there is already a Matrix gamel They'll take the original instead! it was a situation where nobody knew what to do. It was a panic. So | decided to stay, and ! said, "Okay, we'll change some things. I'll change the n character, |'ll make it less cartoony, because loo was cartoony." We changed lots of things Many things that made the game better — that strengthened the story, made it more mature, made the gameplay more streamlined ana modern. It meant we could make sure we nad thinas to please the hercicorá gamers, to make some really ingenious minigames that ould be like nothing you have seen before. So we will sae how it works out. | said to my team: “We never released Beyond Good & Evil. This is Beyond Good & Evil 2."

  
                      hj s EN B. 3 eren ua daka, di: ete B idi  it looks so funny.. petu, ie, erre s D pm —be -A O D id I hear you right, did | hear you 're gonna make a copy of a: payin’? / Come on, guys, | Don't copy that floppy!” Í ‘Don't Copy That Floppy,” an edu intended to teach schoolchildren the peri of so piracy, is eight minutes long. Most of that is a rap, performed by one MC Hart. It was made in 1992, just over a decade ago, but it might as well be a million years for all the cultural and technological relevance it has today. Sit back, relax, and let Hart's old-skool flow educate: "I'm your MC Double Def DP / That's the you and the posse / That's your artists, and programmers / They pump up the ii ges and grammas / That let you learn, but also play / games you came here for today." - Designed for classroom discussion, the b ‘Don't Copy That Floppy’ should have been limited to teachers and their put-upon kids. But the video's status as this summer's internet craze gave it bigger viewing figures than its backer, America’s Software Publishers Association, — could ever have hoped. Eleven years late, maybe, but the message was finally out. | “You say TI just make a copy, for me and a friend / Then "ll make one and she'll make one and where will it end? : b y n more / And no one buys anything pa at à qu and they can't make more / The posse and they close the door / Don't copy! Don't copy that floppy!" While MG Hart is given a co-writer's credit, Edge suspects the majority of the rhyming here comes from the other named lyricist, llene Rosenthal. The curious thing is that, while failing to address the root cause of piracy — the )mmonly perceived overpriced nature of | software, a trend which continues today —and laughable by time and try-hard cool stylings, much of what Rosenthal says makes sense. "No Carmen Sandiego, no more Oregon Trail / Tetris and the others, they're all gonna fail / Not because we want it but because you're just takin’ it / Dis-res-pec-tin' all the folks who are ma-kin' it." | Edge readers spend more per head on videogames than readers of any other publication, but Edge suspects that most of the readers of this magazine have dabbled in some form of rights theft at one point or i ri be through old Spectrum compilations, modern | emulation, GBA flash carts or Dreamcast boot j Everyone seems to be capable of drawing their own Tine the sand. Edge wonders where yours is, and it also anders how you'd go about explaining your iti ildren in 2003. ‘Don't Copy That Floppy’ is ridic its financially-motivated ambition is ultimately noble - that it's important to invest in things you care about, or those things will cease to exist. “When you buy a disc, you're sayin’ to the team / You respect what you do and what you're workin’ for / We'll keep up our support so you can make up some more d abn tiel ee it be oie oy 2 will EEIN T ot ba n Popyithat floppy!” | || T         

  
     DI Lez EEA JA pta TN hull THREE (bie dal E ZI i GA ESO RUN y M W |          HN d Mi kh A I VLL AN Qe y Hl) T i b GIA) buril di | | Iii M | AWE |               i                              b I du i IN TN D M v ekim i) HAW Mh La Wj a II ag) ul IA HI | sie. d a AO gik e I | I b | b | M | d Poh: GN d Gu ketei I M ii | li ii 1 i i i li | WM Samet pae ERE ert NI d AR etal PM A i i D d, gi i als sere out of ten Boo T pad Horne Ud 'MI | s un tin per rero E urek Gk] primo | | Hill di | | n | l M Mi ni I ' i | MM O Ny, wc: Sk ing. M rop - vel wy | y fs fawnd tout) dipos gik wi I i} MI I ni i] M | A dk i Mh | EG m nage. six ETEN mart, seven: dinn E d; egt. ha I N li TAN | i deu EO n EU put GOA GOGO | M Im lil KO EO ii | id li I A | | | | "M | ll | Il I Jl "n j | | d A i | M | UN |  KK | il bo | Great expectations T MN L | It's official: games are brilliant i d b " A m "m n, ^h m T À A b EO il | E    | I . Metroid Fusion H wou x can find a GETE that! i-a tiapwertoty: pas ed anc SO red. 22 this then please [ell un aout I Ang Tre Gor Qus em n ed Jie xti t The stuff ef nightmare        at's talk Broken Sword Ili: The Sleeping Dragon and L Prince of Persia The Sands of Time, games Edge has been following with interest for a while. Both have been | presented at press events and trade shows for the last 18 nr 209: AN GK I, li Wile months, and, from what Edge has gathered, journalists biza UR dier JD have been similarly impressed. So why the apathy? | [cip Ml Look around for reviews of these two games. Sixes, i Ii d | sevens, maybe even a few eights out of ten. Faint praise it Machina IPS: n li T | ll and verdicts with tired disciaimers. “You'll like it if you like t lin ERI | this sort of thing." Ho-hum. Conviction is not something | KM (dk you find much in the videogame press these days. It's all Ki BANIO | the more exasperating when Enter the Matrix and Lara T d | | MI | | | | TLAN        — ——— B —_ BI MM.       a — À— —— M— L_e    E — c gi jn A D I n                            nl  Prince of Persia. while The Angel of Darkness is a broken T IM I | TT PNIS T = aM MI Croft Tomb Raider- The Angel of Darkness score the same Hl i D Oi I ! Tr RUN as titles that have been crafted with the care and TH E I » ka b T LU | Ea Menon thoughtfulness of Revolution and Ubisoft's games. m a aii mec ra LM dk a IM nseiteo nf it a Or eoio ses, Iis is EG GN In the bar, away from the hubbub cf a show floor, — os M i PS: | | Il nma JI | | EE imd vitii niine ricas fellow journalists will tell Edge that they love the pants off | | see i LUI il i " i : mass. A few months later and both get similar ratings ATI What's aoing on? Contrary to popular belief videogame | journalists do not get bungs. Na, there's something more f subtle and unthinking behind such discrepancies. uuu “it's you, You are the cause of this perfidious change of Hi ‘heart in the typical game journalist. Take a list of next year's game releases and you'll be able to predict with | alarmin accuracy the tities that will receive the most lh us ji gro i fi Ob it "   en dea KA GO M | a M I b  NM. c E                                AI bu Hi (io bu dil atten ion and acclaim from both the specialist and lifestyle | kd for | MA Chri bal | | Hi). |) press, Bec use these are the games they think you'll like. . | p115 i I| RUN A T | " | gwed t nay be, WA Nas unde ed frin lerr d To put it even more Diuntly, they think you'll think MGS3; all AT. | BRA MI I| ll b | | pra hs hair ane gu iy peruarra rob Snake Eater is worth nine out af tan, so that's what many HONGO i! Ne PS2 bio Du bu, | Ano here araa h wand en simil pein da u hear? | will give it: Best not interfere with reader expectation. Ht AIN Hit d d i do d li KO | : : | Wi . As brillant as Broken Sword I and Prince of Persia NAIA AE MU iii} ity TN Go h I i are, they ont fit into any cosy, predictable gamer world | | MAI (em d NM il TN il i OU View Or, | erhaps | more tellingly, focus the action on blood n 7 | and guns. There's not much. of a "handle" for a journalist to cling to. Neither ever had a hope of scoring full marks like, say, Driver 2. Sadly, the tact that both evolve their | respective genres in a stunning new direction is lost. So; don't be too disheartened about Mario Kart: Double Dash!!. Both Broken Sword Ill and Prince | of Persia exceeded our expectations. We hope | (^ Th TRU JE TUM - 1 d AET d jm dik Hd IM ti Wi I D "i edi mu bia OK E Tm (om o ul ai da D b i pr | i GI i ie OO jj ini dv J ed E HO ISEA n m "               | i       I didi bui bi

  
    Broken Sword Ill: The Sleeping Dragon Format Xbox (version tested),PS2,PC Publisher THQ Developer Revolution Price £390 Release- Out Now  George and Nico aren't your typical videogam avatars and the The Sleeping Dragon is all the better for their well-rounded character design tn he unnoticed goes unappreciated game, for all its verbal artistry and sophistication, was dying. Why? No-one cared about text any more. [he genre would have to adapt to survive, and out of its ashes rose the point D click, a spin on the narrative-led experience that let players forgo their keyboard input in favour of mouse-ed journeys around lush paintings. These were "All of Broken Sword's puzzles are logical. It's a rare game that makes players accept their own stupidity. Broken Sword Ill is it” : LA li m t the most glorious, sumptuous pieces of software available, their sedate nature allowing developers to illustrate backdrops in glorious detail Proving that human nature is a graphics whore at heart, the genres popularity held in proportion to Its aesthetic appeal. People came for the looks, and stayed for the stories, and three companies led the field: Sierra, LucasArts and Revolutian. But just as progressive technology formed the genre, so it would eventually kill it. When faster processors and better consoles allowed developers to manipulate detailed environments in realtime, we all leapt eagerly into three dirnensions, mistaking visual depth for physical involvement, and left the static "nmm  adventure behind. LucasArts chased after the market with Grim Fandango, a dark and dazzling pseudo-3D masterpiece that quickly found itself forgotten, buned by more instant thrills. The US company shrugged, and turned its attention to mostly poor — but predictably lucrative — ‘Star Wars’ titles. Sierra's franchises offered diminishing returns, and they were consumed by Vivendi, Revolution? It thed its hand at 3D actionadventure with the awkward In Cold Blood. It didnt work out, It slipped away. It slept. t's like that film, isn't it? The fairytale, the end of act two, where everything seems lost, and you're despairing for the hero, but you know that somehow, secretly, he'll fight back. Because, hell, it can't end like this, IL just can t.

  
    Previously in E110, E116, E124, E128, E129 i jj ii III "2i  " I eitea] ADE AEA * Mii, dai T TITTM dd anl While The Sleeping Dragon's visual design is wonderful, much of the beauty comes from the audio effects too, not least the sweeping, score which provides the signature for the game's key moments  Revolution’s games — the first two parts of Nico with the left analogue stick, and use an red nemndags, designed to misiead players the Broken Sword trilogy in particula on-screen context-sensitive menu to interact whose strategy E to use every Object in th bred the kind of devotion that makes with objects in each environment. Objects inventory with every other object. A of comebacks inevitable. It's about the love. that can De eb dde are illustrated by Broken Sword's puzzles are logical, and while People really, really love George Stobbart small sparkles. It is a fluid, intuitive interface, players will almost certainly find themselves d Nico Collard. and it's to the game's credit that Edge cian t stuck and frustrated at some point Gunng the So, Broken Sword Ill: The Sleeping even natice the system for a good number of adventure, discovering the solution will bring Box clever Dragan is the comeback, Revolution as hours. As mentoned above, the unnoticed them to blame themselves, not the puzzie. eS ——— rs e As well as traditional object-oriented puzzles, Broken Sword IN lets the player indulge in some non-traditional box shifting. characters, and expects to draw the same avoids revealing surprises but provides some Perhaps part of that willingness to take Experienced Boxxíe players will have little audience, but has entirely new technology clue as to the game's breadth. Still, Edge the blame comes from a reluctance to difficulty with the challenges, but it's a neat, revolution, a played-straight sequel to a goes unappreciated It's a rare game that makes players accept point 'n' click adventure, It contains the same t's difficuit, this, treading that fine line that their own stupidity, Broken Sword Ill is it. driving it. That is the first problem Revolution tries: Payers will visit a handful of locations denigrate the lead characters. George and simple diversion that makes good use of Broken Sword’s new 3D environment. Despite that, the irony of a game that does much to defy modern videogaming convention having so much to do with its predecessors: players control George or interaction points. Some of these points are subtlety by a brilliant cast. It's not just what crates is not lost on Edge. will have encountered, of consistency, and it's across the world, some of them on several Nico are the among the most sympathetic e it sidesteps with grace and humour. occasions. Each area contains a number of digital creations of all time, and the nearThe game operates almost identically to rooms, and most rooms contain a number of perfect script is delivered with humour and E DER Lu b ul

  
    Mi at t gile GI AE A dk ed per Puzzles are logical, but expect a number of moments where the design of the human brain conspires to frustrate you. Edge found it best to just walk away for a few hours, and come back refreshed  Broken Sword's facial animation system gives life to the well-paced script, The expressions make for funny moments they say, or the way they say it, either. The magnificent facial animation system says as much as the dialogue, adding nuance to the simplest of lines. Delivered by dead-eyed mannequins, George's self-mocking quips would fall flat and Nico's Gallic sulkiness wouldn't seem nearly as appealing. The characters have life and style when things go nght. When things don't, Broke Sword begins to break down. It is upsetting to watch, like seeing relatives stumble over their lines in a packed playhouse, and normally the interplay between the actors is fine, quickfire, smooth. Occasionally, though — not all the tima, maybe a few times an hour — a frame of George's animation will appear for a split second in the wrong part of the screen, or Nico will perform the bede action in an inengine cut-scene. It's not critical, but it splinters the illusion, Another month in development, perhaps, but given the precanous nature of independent development, another month and we might not have seen it at all. The other problern is “This is the adventure’s glorious return, perhaps the start of a genre renaissance that can only serve to broaden gaming's appeal" « 096  The control system is simple - appropriate actions map to the four face buttons on the pad, and are detailed in the bottom right of the screen. It's so intuitive it's barely noticeable the loading, which happens in bursts of around 15 seconds every time you move between the sub-areas in locations. These clusters of rooms are separated intelligently, so most puzzles can be completed without crossing loading boundaries, but they interrupt the narrative fiow. It's particularly obtrusive when they bracket Broken Sword's action events, one-shot Dragon s Lair-style moments intended to inject some adrenaline, it's hard to be surprised by an out-of-shot enemy when his approach is signalled by a long pause and a whirring drive, you see. That's technology, perhaps. Edge is no coder, but if it came down to losing some of the intricate detail, the beautiful lighting, Hollywood camera direction or spot-on voice acting for the sake of killing the dead time, it wouldn't change a thing. Extravagance was one of the signatures of the graphic adventure: extravagance to bring them in, and a cracking story well told to keep them. Both tenets of the Broken Sword senes remain intact here, and that's all tha devoted fans could have wanted. A fairytale comeback. They will buy this, but thats not enough. This is the adventures glorious retur, perhaps the start of a genre renaissance that can only serve to broaden gaming's appeal, or perhaps the final nail in a niche's coffin. Edge doesn't know which. In terms of narrative-led videogaming it is leagues above anything else in recent times, but recent times have not been kind to games that value story over instinct, intelligence over impulse. The unnoticed goes unappreciated, you ses. This, Edge genuinely hopes, will do something to change half of that. The rest is up to you. = Edge rating: Nine out of ten

  
    Mario Kart: Double Dash! Format: GameCube Publisher Nintendo — Developer In-house Price: £40 Balaase: Out now TKE 00:29 GZ dr Ap TTA. aa “= m ET A Balance has been replaced by exuberance, but in a bad way. Leaping over ramps and soaring into the air may look dramatic but it wears off very quickly, especially when you've been cheated again t's a racing game, but Mario Kart: Double | Dash!! is not a race for the other seven drivers on the circuit; it is a procession. Which is how it's always been, of course = you'll recognise the distinctive catch-up chan from the (beautiful/briliant) first game, and you'll also recognise the manner in which you weave amongst the file, rudely interrupting their planned formation. Maybe that break with village féte protocol is what has provoked their anger, what causes them to pelt vou wilh their arsenal of Mushroom Kingdom weaponry. All the old favourites are there: banana skins, green shells, red shells oh God, red shalis, it's all flooding back along with new special attacks unique to different drivers. You will be hit with a variety of them throughout the race, invanably, unavoidably, Again, it's always been like that, always camed that sense of impending doom, that fear as you approach the finish But in Double Dash!! that fear is more stark than ever. Small changes can break big things. Recall the original Mano Kart, where finishing fifth or below caused the player's  there: banana skins. "mic. o t drivers” ede ure. des S ar green sh ells jar id red sh   F e eis £ special e C unique to Te en  098  M e A CE E W. KM uU M NM TEA, o III IU we fira b iu T "m i TI vehicie to pop in a puff of smoke, and a retry was necessary to continue. Retrying took you back to the start of the race you'd just failed in, gave you another shot at glory. If you'd had victory ripped from you in the dying seconds, a homing shell sending you from first to fourth, you could shrug at fate, drop back another place, and use a continue to rewind tme There are no retries in Double Dash!!. Finish fifth and the game gives you three points and sends you to the next track. Threa points are worthless in the context of a structure where the finishing order is all but ixed. Winning the championship — which is what i's all about, surely — probably means winning three of the four races. But even if II TT D E ; WA TA Y T | É ur M "Lh D ee T NT lal awe Wi EO KA (uu? M d eko Il b |  you take the perfect racing line, defend every red shell with a green of your own, even if you are the best karter in the country, you stil cannot guarantee anything. In Mano Kart Double Dash!! your success depends on luck, on trial and retrial. Small changes... ...Bigger problems. This is a slow, slow game, Perhaps it's the comedown from F-Zero GX - a game which, incidentally, handles catch-up and feld strength in a much more mature, joyous way than Double Dash!! — but even on 150cc there's little sense of speed here, nothing close to the feeling tearing round levels on the 16bit game, pushing your Kart to the limit at each comer. In fact, there's rarely any test of driving skill at all. Even Rainbow Road is

  
    Pravio in E124; E125      d III n Le T imm l t Gru) ZUZAZ EZ E dE IU murru TI  JJISSGIEATOSO TTA t (Tam * | TR ARAM 1 ; d al À ^" "Wa unl II  ut 3 TN i " , ll ^N eea EO i il | N H em Ph | "i i Ga dd * $ A ú Š x Tue i de A " TE al hate til e T TE || IHI JO ^ jl ; ja ; DA HIPH Kuh Hadi | | | NJ E L M "TAM Í E TI n i E ! T a ||| mem t = E | |: ^" r | | j NU More characters, more vehicles, more choice? Double Dash!l's mutation into something other than a racing game betrays its strong heritage Loos b  neutered, or it would be if it wasn't for the hop, or contral of your car when it’s in the air, entertaining, and would make tremendous unavoidable hazards spat out by sour-faced There's no rear view mirror. More, and more... additions to Mario Party or Wario Ware, They . Al opponents. And there are many more GI, though Double Dash!! is undone are not enough to drive purchase alone — that Copious karts disappointments too. There are 16 courses bY its own decade-old high standards, has to come down to the racing. There are three multiplayer modes. The first on offer, and one of them is a ten-second standards it comprehensively fails to meet, And thats the point, because Mano Kart has you collecting bombs from power-up dodgem track. Short cuts through them are there are positives. IL is offen an acceptable isnt aracing game any more. It is a party boxes and throwing them at your opponent. rarely clever, offenng neither the nsk nor ure ,an average one. The co-operative game, and anyone buying it for anything The second is Nintendo's take on Tag or : C flag - o : "e reward of that jump on Ghost Valley One | ode, in which one player drives and the more than frantic, foolish, social fun will Capture the flag - one of the paye gets a ZO ; : : i : : : Ne PU MS shine, and won't let go until he's hit with a The end sequences offer no incentive to var, other throws stuli, is neat, though mostly grow tired of being cheated very E : à; te ji weapon, the object baing to hold on to the your character Combination. The kart design redundant given that most pairs will prefer to quickly indeed. prize for a set length of time. The third is the is peculiar and unattractive, and sits within a drive a kart each, The other multiplayer —————— classic balloon-popping game that all MK mundane, uninspired game world. There's no games (see Copious karts} are also Edge rating: Five out of ten veterans will be familiar with. It's fun. 089

  
     Format. PS2 (version tested), PC, Xbox, GC Publisher Ubisoft Ceveloper In-house (Montreal) © E40 Release Out now [P82), December 5 (PC), Q1 2004 (Xbox, GC) inang its own answers to tne 0dissumptions which dog the current jeneration of platformers, Ubisoft Montres has elevated its Persian heritage to a new "warn Son poa zu ard Be aces) sno genre and a NeW GIZ MST, FMCG Och GI I HA Its inventions is the dagger of tii  Having been tricked into unleashing the The intricate trap sections pay the most homage to the original, Usually played against the clock, they are stiff tests of reclaim them with this magical d timing and acrobatic improvisation Thea more sand ne collects, the more malavolant sands of the title, the Ponce must power he has to ZO ulate time. slowing and reversing it to meet nis needs But first ne must move, Instinctive and flamboyant, the Prince is capable of a whole new vocabulary of spins and scrambies and  wits matched by the peeriess animat OO were hoping for. It's never about pixe perfect precision, it's about momentum ba e [ um | i im l E | E i | = z a p - i K " " | i " E BO E z ar i I iv = -— rre L1 e b ii s * r^ - T | [! i E x Taeoineation ancl Ac Ted] I" e gama LÀ hat ir = UE, ms t LL do, and the came will do It Tor yt it doesnt remove the skill or the se it just gres you the feeling of being in control of someone who is magnificently good at what they do. The joy comes as the  oe crystallizes in your nead of just how you're going to get way up there, The The game is unspeakably beautiful, a visual tour de force both aesthetically and technically. The ; PS2 has never before played host to a world so carefully imagined and so immaculately realised freedom of Movement requires a new level of spatial imagination. VWall-nunning and jumping ada an L-shaped dimension, rebounds let with contidence. But beyond this perpetua shocking, leaving you temporarily reeling you zig-zag end twist in mid-air. Before hallenge, the Sultan's palace houses some before you draw your sw  ee e ee ZA Lai e F, EU EKT EKEN à Aare a elle z- ZO ^ F b » A HEA E ul == ec = Prince of Persia, plattom games were like ast head-scratching set pieces - rooms that yoursell tor battle agn. à 1 1 T m. L m. E - e playing Teis with only the blocks and bars soar four storeys and bristle with ledges and Compal i5 spectacular Dut not innaenenithy E a = nis surety of contro! is vital, not just tc torches and mirmors and blocks. Fe O compe. One attack command wil tnooer a ^ SG IZO Or (IDORO TL, oui Decause Thes OOGKO tn Dorate sequences will abso azzuWxg sequence oi spins, siasnes and Li =~ = 4 d — T mt e $ mera is not fauitiess. While often quick a all your attent egurre you to take | slabs, but you ll get no say Nt nappen ti - I Sc ar acdvaruace or the irstpesrgeci mera mode MIO, Instead, me Sell comes i E you = down. But because and the fixed-r i ive thal gwes you manceuvning. Ine tradernark cartwhee Capg DO Ee 2 i e dum E raran t MEE SN bo rucrtumrmm how, ai $ A E o r Se, ] z * E rard S WT pum UL LAC Ea i. r E A ri 4c e Lurran 23 - F ha "a where ICH | i i TT itr, E r " Fa D me attach UL iten A ] II F alme zii on TT, game arwi ah sal She al * ra j - P bs os da E Want tà go, tne game Wil aet you mere even ne siructure o! Ihe game i$ Seamimss as promo screensnot, E useless against acrobatics you can, she scrambles and j x J Amen mugs u stanno st an unhelni natct j ë i BN T | TIT n 1 Snes MARTEN E pe u i Sri. T j eans after you where she can, and never EZ YOU Stanncg ai an U pna pa rou 1 re Sprawi xj es WIT) puces, SO yo d EE FÉ gu ela ites Cu fem. gurgur ga, Ko elle arete + F T? E eu FC eri gur tru dr, eat rop ee R c sicws you down. She'll need protecting in OF cenng. And on te one zi EZ ROTER SU WWE LORE, "TOF e nee Metu - LAST UNO. Tec spnnagang Valls. LAKO some fights, but is a good shot with her QCcCasions When If GOES EL you Gown, you catacombs Io the wind-whipped turrets, the your dagger has collected enougn sand y bow and arrow. Her slight frame means she rewind and try again Prince's explorations untold without the gain the opportunity to bnety treeze can wrogie through cracks and uncer T LES M TERESA E eda = SZ SO ae EATE EEE san wriggie through cracks and unde he continual pnuzzie of where to go and riihcial restrict f (Gun r bosses opponents, leaving them arey and splayed in doors, accessing areas = and switches a 1 : z= accessing areas = and Swicnes how to oo there is made consistent The coaniras’ between the stillness of mid-air unti wou choose tà finish therm. It MONA üt (OO Mere 5 mage GOIE ZTEI IUA Ine coruras: DelWeen [Ime SU DEEZ DO mig-ar UNE cou cnoose DO UT EZG) U KO] | LI] you never could alone, And while the romance never quite rings true, the game pleasurable by the time control system. The these puzzle-based passages and the save your neck when cauagnt in a muck, but il d MES ove Le ga mug, E LETE 1 : : e has a sensa! sexuality about tt that Edge rawing ability allc ns Te 3r &expenmantation, explos vae kinetics of the si am. ire inchad light 5 requires some carefu ekeing ew. Freezing hopes will usher in a new gaming trend meaning you can try out routes and moves is pronounced enough ta be actually costs sand, and frozen enermes don t yield 100

  
     nil |] |    m TTT ALL ae erun: "tet LER M IE EZA OO DI D) utl di JIO AO i ur $ | | I any back when killed. So now you're leaping and rolling to freeze the most dangerous enemies while you harvest the sand of the weaker. By the time your dagger is charged up, and able to unleash one of the most spectacular, audacious and gratifying special attacks Edge has ever had at its command, battles become virtuoso performances. And if, at any point, your tactics fail then you can rewind time. Take back those five seconds and you'll know exactly when that dead-eyed harpy is going to lunge at you, by i which time you'll be behind her with your dagger in her neck. It turns every defeat into a tutorial, not a punishment Thera and then you have the chance to experiment with another line of attack. And y di Myra "mui t m8 |] p pt ML 4 another and another and another, because although you never face more than four or ive opponents at once, when one is killed another appears. Some marathon brawls throw 25 or 30 enemies at you In an increasingly exhausting endurance challenge. Although the re-spawning stops once the fight is won, it's a rare lapse of judgement. and rnakes tor some nasty difficult spikes that are at odds with the flow of the rest of the game But the rest of the game cannot be commended highly enough. The second best platform game of all time? In Prince of Persia, that's just for starters. Edge rating: Nine out of ten Previously in E125 E128   IAI in Each save point - of which there are many = triggers a vision of what the future holds for the Prince. If stuck, it's often worth returning to watch it again, in the hope of glimpsing a clue of where to go.and how to get there

  
    Metal Arms: Glitch in the System Format. Xbox (version tested), GC, PS2 o M etal Arms rérminds Edge of nothing so E B much as Halo, And, surprisingly, a little bit of Super Mano 64. Which doesn't mean i iundbreaking 20 out of ten = Sa iota es n faci, as ya live Spotted Dy Dow, it LK ERST aj E e TZIA y tor d ier Sul Tire ye the scope, balance or polish of either of those heavyweignhts, t does a better  job of learning their lessons than many of the TN somely trumpeted ‘Halo-beaters’. a humble but hardy On some levels a team of bots clunk along with you, smartly and reassuringly s Gilit i mining “YOL jur skinr y machine gun — wonderfully named SPEW - matures into a relentless thundering punisher of a weapon"  droid, you are charged with protecting the robo-pastoral peace of Droid Town from destruction by renegade army bots, the MD a A A Pr TF vom : ALS. And is [hese enemies that are the firsi o trigger the comparisons — the shrill E panuwcky OTUNIS are almost too cute to Kill, the deadly Elite-style Titans force you to hone your tactics and skills, the clumsy shouldenng of Flood-like bots who've had both their arms shot off. Even the later airbomme bots swoop in with the eerie, deadly silence of a Sentinel This isn't to accuse Swinain' Ape of x» n e D CODy-catling, since the centrali quaiities these creations share with their Bungie  Some of the twisting interior sections become a little claustrophobic. Emerging into the sunlight is a welcome change, although there is no denying that overall the game is a little too brown KP 1 02 Punisher Vivendi Universal Developer: Swingin" Apa Multiplayer options, including the brilliantly named Last Minute Effort, are unlocked by collecting the hidden chips which are tucked away on each level COuUne pa B 1 rmaaonation. execut and persons The parals T he weapons set Io v eS ! 18 ia d = z Oe = EZ Y eapon | e game has its strenathis and pleasures. In Metal Arr ene ane more weak links, Gul as vou Duy and discover Upgrades, most revea ther (mni ^ ni a — T mures, ills YOur Skinny mechans qun - wondaernully tha named SPEW - matures into a relentless, T im = r -# r^ r U ER ATZO =| E ESE? he meg gun makes for a pretty good neeciler | DW + mich uu ui sacs dikea HUGON ere 1! EHIK SINE Cres tha EMT! a TEN Seis TO Danit ar Ww] “af Af iere before arcing their fragments into the air, Metal Anns” innovation is to allow the e combinations of the right arm OTE and lett arm fitmernts, so the basic [Of weapons can De augmented wih and remote control rockets Wine i allows TOr exuberant showboating, the tough final some will call upon you to assemble all options at your disposal into a concerted and tactical assault. eS : EES GN Beet Aum rnalosanmeragent Le repe r IGOTZ Arms e, cus gem : 71, ] od E, m , abundance, although it comes i gni mn ess naltenn roumsiarweces Ne E erun i CERERI " Ji IG f i, NN dedi EEE ELLE b i ey Fux ple urrago ea, tea 4 rw eak coche a : š DE ayi a mmy GAIET N Jed Sections over ani over and over agam. 18 some commrorn that  simple twist — it finds a Price £40 Heiease Out now   the firefights ma LL z ON pay OLI diterenmy; eve LL i time, as MILs cartwheel and Blunder int unexpected positions, but it's a delight t tnat soon grays into frustration. The inclusion of boss battles is a similar lapse. Repetitive and inforgiving, it's a style of play that briefly TTE l away all the freshness and innovato ih Lu» E D T e b ^ 3 k D b = 3i = = ul = | jeniousty calibrated, with straightforward comdors-and-courtyard levels broken up with driving and shooting sections that don t fall nearly as flat as they usually do in nybndised games, Tuum Gunnin" Ane wice, Swingin’ Ape introduces new and p erful enemies, and Se EEE dier o E ee n idis c equeres LG SEO TAU vers Seu 1 mb bo inem ate gd biba ge or e Hal alai a Ea E ATN ie AN en ie geyesoper repegl hi A KO exercise In the Next level, DU with one

  
    UT Ra een LU = | rp rennen den 1 "m Hi ben » Id d Gao 1 reversal as delight F r 4 Ma zh I rn E E Sed, D EO — —— GO | - A x Ine p ewm ci a lm ganer, ig : E Mi CI EZ HA 5B xr * i "Ru wit SA x = 1 Dx eur rU NN D EIN US OROI II I i mum din ILI cio 4 NS Orat Se Vane] Sl T 1 ho i == L EN I LXXcIN A EO r bie i j ] a b um à CV Y j "LIB Lbiu bz c zl GT n5 a LO EZ KK OUI M — e, el c obchemibebe4 rp P Derg STIS SImSChEI Over B enemies, ther bolted-togetne nature means they can be just as easily Hismanted. Unde eer and armis Aside from Dabare s&atisiaction, this attention to LL jer heavy fire heads are blown E E haa ed I IO US ea Ss b IO, COMIC valuie, and a certain tatal has significant impact on the gameplay. Silicing off a Titan s rocket-launching arm Jive vou enough of a respite to take out TUKO anound nim. Or take contro  s heao, 5 and amm, reducing nim io a m DIEZ EEK Imc LJespee Me Quast, of the CH TIS S ETMESE here are proosems Ine ear away ai you P4 nent. The game Stans Sow, gdenymc Ou tOOISd-up excesses unii some way m And ine polish iS Oi — Some poor preseniauon anc mm amaca TE iet ve VOICE samples take the edge off the experience ts best — à lesson in how games don't have to De perfect to be brilant E Eight out of ten  E a ae. i À — 7071 Metal Arms is a vast game, and later levels are grindingly hard. It's not often Edge makes this kind of recommendation, but you may wish to consider taking advantage of the ‘easy’ setting    Metal Anns" signature weapon, the tether gun only appears comparatively late in the game Creep up on suitable bots from behind and speargun a connection into their D-port to obtain complete contro! over them. D gives Giitch a chance to infiltrate enemy lines, and to experience the lumbering Momentum and destructive power of the bigger bots. It reinvigarates multiplayer, too— you can choose a deathmatch where it is the only offensive weapon, forcing players to commandeer any bots they can find and fight it out by proxy. 

  
     Format: PS2 (version tested), GC, Xbox, PC Publisher Ubisoft Developer In-house Price: £40 As well as a staff, Jade is armed with a Gyrodisc, a hand-mounted gun that fires small discs when in camera mode. it can be used to click switches from afar, sever ropes or twang guards on the back g ts Shenmue, strangely, that first comes to | mind. Within minutes of play, you're assaulted with detail and concepts: goba warfare, psycho-karma, TV networks, pseudo-Buckdhism, italian holograms, porcine sidekicks and mecha propaganda. It's ot to have to take in compared to the usual Kindergarten tutonal, Gut the fact is simply GU presented to the player instead of apologetically explained at an eont-year-old mares it grand and interasting, something to savour before many buttons have been pressed. Within an hour's play, you'll have had dramatic fight, roamed a massive lake in a JU “A completely alien world, where lighthouses transform into laser-defence shields and sidekicks quote pages from teamwork manuals”  The bustle of the city on the right is simply for show; an impressive crossroads that cuts the world into quarters. Despite all the dotail, there are few niches to be explored 104 Beyond Good & Evil  hovercraft, skulked in the shadows, maybe taken part in à race or a pursuit section If you found the nghi side tracks, photographed some widile. explored a busy town, subscribed 10 a newspaper and played an nteressing bunch of sub-games while TESO in a local bar In that time, you will have left Shenmue a game that offers an experience through an enduring and grandiose gameworid, rather tan any amount of cascading challenge. But whereas Shenmue was weighed down into sioth-like submission by the wealth of detail, BGAE is propelled by it. Well, kind of BG&E is a success. It's worrying when y feels so fragmented, especially during the opening hours, but the game doesn't dilute into an insubstantial nebula of ill connecting genre ipee in tact, as tha game progresses, it focuses more on the bore of tne story — the uncovering of a conspiracy — and feels less prompted for it. Afable lead character Jade is a freelance journalist who gets com missioned into the thick of the cabal. This sets the unique scene a game filed with non-violent action Jade's main weapon is her camera, and her Specal attack is recording incriminating data to be published in the underground newsletter. It doesn't deliver on this pacifist promise, however, as progress through the levels is just a combination of combat and puzzie-breakindg. The journalism is there only to serve the MOL the gruesome nature o ine conspiracy Release: Qut now (PS2), December 5 (PC), Q1 2004 (Xbox, GC) that's about to be blown open. And it hits you hard when you realise you're only there to observe, and can t intervene. Othenwise, it's business as usual: getting yourself into the precarious position where you can take these exposing exposures | familiar, but polished, mixture of puzziesolving, skulking and fightina. Here's how they stand up: puzzles are mostly standard lock-and-key affairs, but there are a number of stand-oul conuncdrums. Jade's movement is assured but ponderous, which means frustration can set in if the way forward isn't clear. Stealth works very well and is almost always excellently framed with useful angles you can snipe a guard's breathing apparatus from afar, causing any nearby look-outs to rush to his aid; allowing you to capitairse on the chaos. Combat Is just a glamorous and slightly unwieldy button-bash, but involves some teamwork wih your accompice

  
    ijh mig y umm pie ET kh, P interner y EIN together with some kind of synergy. Your archiving sub-quest, for example (see Monarch of the lens) seems like a typica thing-spotting job, until vou realise you can turn the camera on your fellow man, Its just different enough to play that, when coupled à ë a M Lm, iem PE d bo ern Win me DOGUN of the Gan Mates Or an = D Sho = nu imm na cave ^J aX Der er == zei Cxpenence E ihe operalive w here Much like Silent HII. it's more about vour roi e within the world and how things play out than an addictive and consuming game mechanic. Coming back to your home town in between Quests and see na the effects of zr, bel - — m. i [i Dur actions nome out into society il TCreSssing protests and res 5 ust a not more. Hylis is a gorgeous world and the abundance of ethnicity, although seemingly lazy to begin with, i actually successrul in creating an otherworldly fee They've tried to deliver the Earth in the form of a completely alien world, when lonthouses transform into laser-defence shields and sidekicks quote pages fram teamwork manuals as they charge into battle, and it's worked, Its lovely in its own gathour gn the framerate does chug in places, and some of the hovercraft sections Can GOR grate on Ine eyes. BGAE starts out almost apologetic in its varlety, seemingly trying to make epetition of mos! T S. M dek d. d Gen eure b de il gura rrt amm m um But V WR 1 AU fina MN LLEBIETBLUS 17 the more stable meat of the gama, something truly engaging emerges The Shenmue disclaimer still applies its an 'experience' as much as a game, meaning that it will leave as many people cold as It grabs Dy the rint i half of the brain, It's an incoherent game set in a ur Guri gum yond good, then + Edge rating Seven out of ten   Guards usually occur in pairs. Being seen often means instant death via a nearby laser cannon. Sometimes it's possible to neutralise the guards by shooting their breathing gear and then leaving them to struggle Panto | nana E ZA ar  Monarch of the lens Your camera can be used for a variety of things - such as taking a snapshot of a sign-posted map so that It becomes a permanent part of your inventory — and is pivotal in the line of main quests. An ninguing side quest, however, is your task to capture as many forms of life as possibie on film. Or you could just raise it to the night sky, where it will lovingly pomt out constellations for you | D de

  
    True Crime: Streets of LA Format: PS2 (version tested), Xbox, GC Publisher Activision Developer: Luxoflux Price: £40 Release: Out now Previously in E112, E125, E128  ou're driving to your destination and you Y notice a running track in an adjacent park. ‘You smash through the railing and on to this Los Angeles green belt, for no motivation other than your own curiosity. You see a tered spectator stand and immediately wonder what would happen if you attempted to drive up it. You do so at a low speed and your vehicle catapults away from it, end over end through the air, landing next to.a house outside of the park. Weird, you think. You try itat top speed, and the game simply crashes. True Grime is bugged. Any game attempting to recreate an entire American city would run such a risk, but games must be finished to hit that all-important Q4 slot, and this is what happens. However, this isn't as ambitious a project as its maker would have Lis believe, Its missions are compact and selicontained and, unlike Vice City, there are no aerial elements, so it feels more restrictive than Rockstar's freeform sandbox. Clearly this impacts on gameplay, but Luxoflux attempts to redress the balance by incorporating a hand-to-hand combat system that's not nearly as complex as that of a dedicated beat ‘em up but is deep enough to require more than simple button-bashing (against later opponents, at least). Gunplay is also more sophisticated than GTA'S, with training levels significantly enhancing your ability to take down opponents. The 'good cop/bad cop' aspect is an interesting development, too, with the storyline branching in accordance to your respect for the rules (although the game is not entirely happy tossing aside morals: the only way to reach the 'best' ending is to toe the preserve-the-innocent line). But True Crime ultimately suffers from comparisons to Vice City. despite its best attempts to duck and weave around the Issue with its fighting and shooting mechanics. As a pica, Los Angeles simply isn't as much fun as Liberty or Vice. And that's obviously because the real LA wasn't built as a plaything (well, not entirely) whereas Hockstar's caricatured landscapes clearly were. Too much of this silicon LA exists simply because the designers wanted to show that it could be done rather than because it serves any gameplay purpose. Nevertheless, the best bits of True Came are exciting, and at the very least this is something to chew on while you wait for Tommy Vercetti's next adventure. Edge rating: Seven out of ten il, !  LÀ E D JIN I n ALL DL Bi de EITE TE meme | m [ Sunset Blvd mM mu  Three types of training exist, although you don't need to develop your repertoire of driving manoeuvres in order to succeed. Focus instead on hand-to-hand combat and marksmanship (above). The characters may spout predictably clichéd drivel, but the game's many cutscenes (left) are directed with a little panache. As for the game's much-touted soundtrack, you get a pretty hefty slab of hip-hop for your money   A range of diversions break up the central gameplay, including sneaking into enemy territory (above), racing other cars and tailing enemy vehicles. Unfortunately, not a single one of these missions offers any real challenge. Technically, though, cramming in the streets of LA (left) is one heck of an achievement M LLL | rd  The cost of ambition  Perhaps True Crime could have done with another year or so development. Perhaps it would've also been better suited to another generation of gaming hardware, because the game shouts compromise at every turn, whether it's the meagre amount of traffic filling its streets, the bugs that see NPCs disappearing into walls and pavements, or the severely limited Al exhibited by other drivers. ‘You'll have to grin and bear these deficiencies ta get the most out of what is otherwise a solidly entertaining experience. 07

  
    Call of Duty Format: PG Publisher Activision Developer: Infinity Ward Price: £35 Aaisase: Out now Vehicles have not been included in multiplayer, which is a shame, but as it was not able to compete with Battlefield 1942 it's clear why  Buddy system The fact that you are hardly ever alone in Call of Duty is one of its strongest aspects. The Al team will shout instructions, give covering fire and lob back enemy grenades Best of all, though, is that they are competent and realistic fighters, who make the best use of their environment to overcome obstacles. The complexity of the Al means that emergent moments, such as hand-to-hand combat between friendly and enemy Al troopers, will often arise. 108 wt sn MUTT e ij I \ Ca   Call of Duty's strongest facet is its variety. There's never a dull moment, with plenty of use of brutal gun-emplacements and sniper sections mixed in perfectly with ferocious house-to-house combat Freviously In E125. E128 rillianthy-judged hirstperson shooters tum B up on any format on only the rarest of occasions. Arguably, there hasn't really been any movement in the singleplayer sector of that genre since Halo. Nevertheless, there are still talented teams out there, such as the chaps who made Medal of Honor: Allied Assault. Now reformed as Infinity Ward, what s largely the same team has, with the release of this game, shown itself to be extraordinarily competent. Call of Duty is about the most fun you'll get on the PC this side of Christmas. The game is relatively quick to complete, but in that time its scope is vast. Action includes fighting alongside US marines, British paratroopers and Russian conscripts. The missions range from daring rescues, Hollywood-style high-speed chases, fierce defences of strategic positions and massed assaults on ruined cities. One level even pitches players into the role of the commander of a tank platoon. Visually, Call of Duty is competent but ageing. The audio is some of the best to be found anywhere, on any system. But it's the level design and the engaging manner with which your Al team-mates cope with the environment that really sets Call of Duty up as being exceptional, Soldiers react to suppressing fire, using cover intelligently, and moving to shoot when not endangered. Likewise, team-mates react to covering fire and will move forward once the enemy are forced to aet their heads down. A couple of the levels involve holding out for the arrival of reinforcements, with Al troopers aiding the players desperate defence of a position These are memorable moments, and a challenge players will return to time and again. Infinity Ward's attention to detail is, on occasion, quite staggering. While this is a game that clearty takes fun as its priority, accuracy and realism are also part of the overall vision. Not least of these is the historical authenticity of everything in the ordinates where it touched down in real-life. Ultimately, Call of Duty is undersized and profoundly linear, but that cannot shake its solidity and the sheer intensity of the spectacle it creates. Edge just hopes that this is (he last of the relentless torrent of World War ll games, as no matter how good they might become, the rich source of Inspiration is beginning to run ary. Seven out of ten

  
    Medal of Honor: Rising Sun Format: PS2 (version tested), Xbox, GC — Publisher: Electronic Arts — Developer- In-house (EALA) Price: £40 — Héleasse: November 28 Previouss E125 edal of Honor Frontline is only 18M months-old. Underneath the sound | tha fury of its WWII wrapping, its problem was that (as the belated Xbox and 3L, versions were to make even Cleaner =, Was already a veteran on mease. Hising Sun broadens the formula with online and splitscreen multiplayer, longer (but less numerous) levels and a change of cannon-fodder: this time, it's the Japanese A i a Ek new AITE and their chums in locales that include the Tt hne is bk Philippines and the Solomon islands ts true that, in companson with Frontline Dre anm oecas — — elk zpi there em CE Ld z rie SS cons LJ UKE USO "7 nte = m a mam, ea ekoi eei eur bal omer a degree of chace and an fusion tha earlier game, that there are signs here of of self-preserving Al in the computer enemies. But Rising Sun's missions remain variations on conventions, Advance Wars . Mum Eur Em creates a mood Of nign-siaes miiiiany * -+ -= =F ratecy. Halo one Of Dalieted dioroer and "— A Nu P — "uu a desperation. VON s war, meanwtnhie, amounts to little more than TimeSplitters in combats Whatever the limitations of the game, if though, theres no doubting its creators’ Dbehef WIE In iip in the value of presentational grandeur. By n | i | and large beei Sun takes itself deeply | | Hui comin seriously, right down to the inclusion of patriotic extras that would make George W um Lu D t = Lie E mw dd D blush. Like Frontiine, Rising Sun isn't the | I TIT | game of the war — it's the game of the move  of the war (just as its precursor did a “Saving I ! ; (ent | Ni The game's selective dedication to authenticity j T extends to the relentless rat-at-at of its period IOI t | weaponry. Those with neighbours or an aversion to tinnitus may find it all a bit much      Private Ryan’, so Aising Sun signals its aspirations with an almost entirely on-rais Pearl Harbor’ stage). The inclusion of Wu uniockables such as interviews with veterans F m, ma! b, = pe A a ATEN P. Pla ed en eo B, GIO REN IO appear DOMDOUS and i-uaged fc some, and amil Doma to evenyDody ese | On retreacing the levels - and ee will, as mic-level save points are not frequent or always easily found, and sudden ambushes are likely to ebe doom on a first run — enemy attacks become predictable puppet shov with mad-eyed soldiers lining up to get de exactly where they did many times before. It's Ine KING of repetition more commoponty  associated with lightgun games these days. There were occasions, prowling Rough edges Technically, Rising Sun i$ isa mixed bag. On-rails sections still gat weighed down by their pyrotechnic garlands, and when the framerate splutters and sags, so does the whole argurnent for trading player freedom for pre-scripted spectacie. Its freer, on foot sections vary too: the magnificent architectural edifices impress, while the catacombs for lite-ups in preparation for another bash at that big next showdown, when Edge yearned for the sparse corridors, technical limitations and more anxious atmosphere of the first PlayStation MoH. With this many restnctions and dictats, more  is almost guaranteed to be less Rising Sun has one neat tension-inducing trick: a couple of well-timed lunges from an enemy with super-thin, shamelessly-repeated textures Cue taung: Five out of ten a bayonet can be fatal — a rare incentive to pay attention when returning to already-visited areas do anything but. 10 Le

  
    Fomai PS2 (version tested), Xbox, GC F "ie EE Lis] i "lur endo it = al HotK is awfully pretty at times = in one Cirith Ungol sequence, light entering from above, dust from below, the view surpasses that of lco. Elsewhere, it trumps the likes of Devil May Cry for sheer macabre style  Going my way? There are new character choices and a key shift of structure to accompany then three main paths (hobbits, men, wizards) along which the game map can be traversed. Getting to the end with one character may be quicker than it was in The wo Towers, but can no longer be regarded as thinishing the game — with two other adventures to play out, The Return of the King is broader and nicher. Electronic Arts | adi na ER eU po L| Whether he is outrunning angry ents or launching lightning bolts at explosives dumps, Gandalf's levels in particular evoke 'The Lord of the Rings' epic scale brilliantly, The added bonus of interviews with the likes of Elijah Wood round off a superb package  E sem [D um 17334. | on r -A ob r | " Ea be E i i E Aa Th, f - s Gurea eo toed flr and a carcino ne nna, a mmg ZO MO E soe I a aaa - l, AOS00EmMe to nule them all. Eve Vining about last years The IAO lowers jrumeci new senousness about eievating filrmidCoensex Software Tom Dbelated, broken afternougnts to interactive and near-edqual adjuncts to the main feature. Enter The M, airi Tey have matched it for timing and cross-promotiona coups, but the differance was that EA's gam was surprisingly accomplished once the player took control, too The Return of the Kir KO Naturally picks LN where that game left off, but its battlegrounds are bioger and less restrictive, The camera remains resolutely fixed, however, but now it has vet more arand arcnitecture ancd larger but they do seem to be everywhere) to fit ir the frame too — a 5f which means tt á " l are rri cun Tm en f r 7 1 if D j 4 r Pz If Resident E an defend il tal 1 Sarwar cx Fem mex» mme Pein j WO as being ora ; ] =| L a amaf zT "ET Br T = LI FM NK | ^ forgiven too — for despite the Sprawl it exce LX Ze rr wit geet bes  The lengthy level intros fusing film footage and game engine cut-scenes are even more elaborate and extended than before, bul e, dk they're not a clue as to what's to come This is à stage-manacdged spaciac la. al course. Dut the extra room to roam contributes to a more liberating atmosphere than the staggered tasks and subsequent ST ttering pace ot The Two IO Wers. and T OKO intera chon Am the en ronme | Stra? mar hall iii regc r eme GUTU TI Ter St taht | ria | ————— E e a " ere are a pr ple of prone kool E a e E j - n f Cond fn ENTE nie k į Gf if = LIGI "uwwuwwreube Hace hows haan Ki ill + Pu EET D 1 or ke i E LU bu dieu: Roache bouem sores 4 aoe | button bashina. vane as are esseri runt cel Eme eee s bbk e a j r = = LZ A Za MEE oe i PiL P U F a Fe bean elem ^ «an bo "w^" Fick puru gg ] UD and Du ] k JES. M ate, EF we e i ad " = B P " à fy GO Ex EAZ 5 j zl Sa Fr noes to. oleae kan el à = VE Ir i f i i aq eie barrure egur gg, gum mra adarka, d EA a pn LA Y a L m page fh zen uriko ^ i , : HEZ MEZO Ce mre i ag fic ! Tuna tobe sua ban noow cress. t OU Take away ine wnat i }. UN a ee ie d randama —— EE epic sounds and the preordained surprises tnis i a Oenvalve, one-note and sometimes amusement ride you can play and it's distinguished achievement iae ratina Eight ten 

  
    Grabbed by the Ghoulies Format: Xbox — Publisher: Microsoft Game Studios — Developer Rare Proce £40 Release: Out now Previously in E125, E130 houlles is beautiful. One of the most visually accom Ea games this magazine has ever reviewed, it's saturated    with imagination and d But even when a game gives you this much to goggle at, it's never enough on its own. Each room in the mansion is a sell contained challange. Once the door closes behind you, you're unlikely to escape until you've completed the task set by the evil Baron. These start out as predictable garne tasks, but become increasingly elaborate — kill Six ordine es within one minute without killing the same kind twice in a row. Some seem initially impossible, until you discover the wealth of hidden power-ups. Cans of ingenious soup allow you to freeze your enemies, convert them to your His ecce side or become invisible. If you can't help mas | ue but break the rules, the Grim Reaper wil | "m ILES uni z appear, killing all touched by his bony finge UP Hi  rt players will soo 15e this to their | i TA Sm al p la yt ares | l - d | Hell illl i tim LT advantage, deter summoning Death tc p care of the ti M r Dees wike they tt And so, by the end of the game, each room becomes a puzzle rather than a trial by fisticuffs. Which is na bad thing, since the combat can be simplistic and frustrating. The Tt DO analogue attack System was GUEN mea rr give an instinctive immediacy to the controls, but it somehow lacks any punch. Although me furniture is destructibie, some isn't, and theres no way to predict what will smash. Tt leaves you Mamedno aut Ineffective Kicks that totally undermine the physicality af the world around you. Worse, it can make searching for that vital power-up — while the clock is ticking and the ghoulies are amassing - a frustrating gamble, But overall the greatest disappointment is the lack of any sense of exploration o accomplishment. The game automatically adjusts your health up or down after eveny other room or so, which means good performances aren't rewarded and VOU never feel the satisfaction of digging yourself out of a hole. And although the mansion is packed with wonders, there's no feeling of discovery since the gare manoeuvres you neatly from one room to the next. It adds up to a world in which you never feel truly connected, Your goolies are safe, however. The worst this game will do is grab you by your hand and pull vou along for a short, oretty but unsatistying ride. : ; MERE MS MAUS NS The quality of characterisation throughout the game is breathtaking, with suggestive names and double entendres adding some adult kicks. Some of the crazier powerups such as the Mini-Cooper cans (left) are impossible to use without giggling    

  
    a qr i p GETE 3 : b j : | = | E ; j xim " “s PER. aibe ` = NN xui uS pita = | dE. pra E etn PF Y | A i! | K d ^h , 1 | | ttt) i 1 d E. | Ir ! | Pi d i Fr A | li A j | EO ll | eri | r p e i | | || i LI 1 , A i mT | | » A i n] A E, D a TO b, Ta A rs b | | he m LO I d L L Dia (Masi ; ON | “hot A f 1 f i APETA Format. Xbox — Publisher. Microsoft Game Studios — Developer: Bizarre Creations Price: £40 Aslease: Out now Proviously in E126, E130     ruri - : & Pe A | TIT -— 1 a LI r^ e E bd i ei ei t i t EZ E Ë E A LI - i i db 3e eum yw ^ nnaÜnetfum mans L L LI edi bei - he textures anc ar rare fares aos OO l | LCD ZEN = 1 1 TI [ = id b Se ul H E “SL el T ET ine ga a KN S Hl r ' c T f ma aTa m rm savouring the ample visual accomplishments sense of place, but these are lifeless locales.              eet HEP LEER T renaition gi | ata n exc | GIAK II itio ws Later,” only t expe Hid DWE- ] terms OF Ie smmmess of 168 5/6 | ars, the detail of each individual headlight | TAS BO | fr i triam n Hp HTE "reations' orginal title on Xbox. While still not in the same league as Gran Turismo 4, the TER UIS TP TUER SUMI handing differences between even the most similarly matched cars are noticeable. Such  Da A " E ST raga b Las Langes make vehicle selection su  ostantially more enaaaindg and favourites will keep ETOR rn t D coming Out Of your Expanding Garages eek A ha c geiena euren EUN ELIT ES ] p ge G ESS ey t 3 Higa both Maifmoobs Sree Hace anni the fret D» inahan Beine In the ek - D F edi m " edge, pa d d b e ka KK, ^ s cute l è à FE Ver Soars SA E n = ea — 1 TO i Srt | ] Ew rr wr | Cn ar b E LA HE i i | $ iml D zebatzen ao Har Wel ar platinum medals. Achieve specified conditions for a particular medal and a number of Kudos tokens are awarded eit" These can then be used to unlock vehicles, 1 an you can open Ihe Next race Dy Winning any medal, a structure that Tacilitates a + jë : al r | tri į £P BS) aero. Rival Al has also been improved, and 150 UAI be TI n E i of TT m | t ro AIRE VIOS VO. ANOD DERIT PEA j i Sweet Overtake! Hers are fewer lanie URAR UE cor i 1 Sweet Overtake bae = = i Sweet Overtake! E fer E (a x & ral rl ster tr E cj nne d j j j s irum | ya unu A nmm re ever handed and compete package, then, Dut i terms of excitement PGA? is found wanting.  Locking the framerate at IOS KS part of it, but the real issue here is there's very little Garage games Freedom to showboat, to have real fun. lronc See Enter the virtual shewreom and you can considering that Bizarre Creations nas putt ` ezautze over some of the world’s most ths crar E i deg Amm mmt mesa para cages i HEBES EH j H Gea Ul Gann MEK es . ED M VET E ; desirable cars without being pestered Dy Se yw. a f e [] | ru e zT: e ; GUS Pot Even in mutipiayer ali Ove salesmen. in the garage all the cars you ve ADOS Live penrnomnng inar pgertect nandborakse uriocked can be selected Tor the race ai turn iS as graine; as always, DUL genera hand. But more impressive shill, gathienmg -i e LI i i 4 5 ALwW aa D i ed E. " E SI e a mm qnm mn e TZ aee m 1" = e iru irn a " y ees à ul a^ a fe e ek ae Cast in The CO TWN g any Var. FS LI INT Àj i 1 NLIS a f aci ILAJ BESTE E = E pa EO a B. s te i 7 twitch game reminiscent of Mutant Sine elevate tit | j stat s nt oe = Using both analogue sticks (one lo move four craft, the other to fire) you must fight to y-— bei  3 Damage is superficial and after you've experienced a couple of dents you'll forget all about it survive an arena full of angry shapes. It's a LOCI ul Seven oul ten Thankfully, your Kudos total isn't wiped out if you scrape a curb, you merely lose your multiplier stimulating alternative to Kudos gathering

  
     a Tay j | n | on, A B a EE Le, Y h Ja ND ol. A "n j ATTE am k rrt, y "ms if A p AE, ps A A di d e TE GEEN Le p ek p secret Weapons Over Normanav A ZE bed hea LA | bd D | | "hy Fhe A AO i bd 1 AEE, ATZEA W "uae | f ' U L| | l a i | tet ll y jul Developer: Totally Games Prce £40 Release: November 28 Format: DEO (version tested), Xbox, PC Publisher: LucasArts/Activision         BSO HEZ ERT (BERNU ZEA OE Titir dA Td |  ito ils T Li AI (Pz SES ARRRA TZI Trouble inbound. he scrambling fighters rs bre ak wo thot H do \ ZK Grates tidie mare yee  Completing challenges in between missions unlocks additional craft, while meeting secondary objectives during missions allows them to be upgraded with improved armour, handling and types of ammunition KEAK LMI (IKE TZ IZEI TEE Pi Da  Did you know? The German battleship Bismarck was sunk because its sophisticated anti-aircraft batteries couldn't be adjusted to track a target flying as slow as the Fairey Swordfish biplane (a tachnologically outdated craft that continued to be used by Allied forces throughout the war as a torpedo bomber)? Nor did Edge, but this internet-researched nugget is just one example of the extent to which Secret Weapons breeds an engagement with its subject matter. 114       IRE I iii WT j MIRRI EK "n * II   MM A TIT I ITZ Ni Tm E Sk   Jr UI Hr THI III il OO "m III "mW HI a i IOIEK | E d | TED HG LM EH Hi GZ IK L | TETEL ERN IH       Za dd TA ITI aaa Wh | TUI Yl ZI] I MIT b | li ii I dur E ETT     AIII ilk GON | li         m NU uti TV A NT d HI MI 1 | i bn ROLL il| NL E il JA T mn ' nm ii | M TM Il M | W | Md | il} PRELA D iż- D IE Ho      Udak A (EK, ITI 1336 | b AE LA l | — H1 [| haz    " | A (LAA | IL d MO A      Tl 1 I MI III "s GUIE Mi: A "I ba dd M AUI Go Ute T1 n iil ni I HER ETT] Tl Libis M Tite HUM bo bili | | ESTERI i LERT NI 'T TIT BA WII MO I i MU TENTE | TI Il IRO) Mi m La A HUM MI | INI PO | | HUN n GOIO TPITTER ETIT i | IU Ml bik NI I I I] Il i di We M TUTTI IM Hil HW AN Ili HI ILLIS] Gk NULLI IIT in Hit WIN IN | | He gd bd] I TN (Hik | EET TAM i TTE In ENTEN M iil 2 TT | | HII M LETT ITI uH MH |             TE  ||    ki TGA i) MINE 4 Ii PEERI Although the majority of missions take place from the pilot's seat, there are a couple of missions that put players in the gunnery seat, which add a welcome degree of variation Praviousty in E125   ecret Weapons Over Normandy isn't a S. game that does anything GDK, GA Or overtly clever or innovative. But any game that takes such a simple premise and polishes it, hones it and refines it until it's this engrossing, this absorbing, and this much fun, is quite obviously doing something very clever indeed. Care and a throughout, from the idents at the beginning to the suitably rousing ‘Band of Brothers’tention are evident style score; from the slick cinema reels that preface each multi-part mission to the judicious learning curves that follow. At its heart, Secret Weapons is about dogfighting. it's about acquiring an enemy larget and sticking with it, doggedly, until it falls from the sky. That sounds simple, Decause it is. But from the White Cliffs of Dover to the azure skies above Africa, uccessive encounters build up, overlap and enmesh with mission targets or escort duties to bestow.a symphonic complexity that's utterly captivating. Consequently the furniture, which appears cluttered to a bystander, quickly fades into the background for the player, as issues of control give way to in-the-zone absorption (indeed the op tion to enter bullet-time is freely avallable, to mimic the adrenaline-fuelled, zoned-out state combat pilots reportedly enter). This sense of involvement never wanes across a substantive selection of missions and challenges (which are essentially shorter missions), and although it borders on being too easy, Ihe game never feels unfair. Additional modes include an instant action option to pursue objective-free combat, and a twoplayer mode that consists splitscreen missions, unlocked over the course of the game. While straightforward competitive missions frequently devolve into lengthy circling manoeuvres, the co-operative and competitive co-operative missions are more than adequate compensation. No doubt the arcade handling will offend the sensibilities of flight sim pedants, particulary sitting alongside such an apparently authentic (and sizeable} erti of fiyable craft, and the sensation of speed is initially difficult to gauge. While Secret Weapons is hardly a paradigm shift medium, it's still a peerless example of the game designer's art, sacrificing formal experimentation in the pursuit of polished GO screen of various for the execut on, The result is utterly satistying and totally captivating. Edge rating Eight out of ten

  
    Need For Speed Underground Format: PS2 (version tested), GC, Xbox, PC Publisher; Electronic Aris Developer In-house Price: E40 Helease: Out now Previously in E125, E126 e BI I oM EEE E   A could have simply rehashed another E instalment in its /V/S series featuring the latest supercars. Instead it realised that today's gamers have grown up adminng tricked-out versions of everyday vehicles. Taking illegal street racing as its therne aod m "T. IN allows for some interesting play modes within T ara a US city downtown setting. Circuit, Time Trial, and Knockout races are expected, of course, but the inclusion of Drift and Drag options adds significant variety, and the latter provides some of the game's finest moments, requiring you to perfect gear changes and learn when to unieash the nitrous oxide while Keeping an eye out for competitors and avoiding the civilian traffic; On the other hand, Drift rounds should satisfy even the most demanding powerslider. its not just what your car does but how It looks while doing it that counts. The main mode sees you rewarded financially for successful exploits on the streets, which E allows you to customise your ride and increase your credibility rating (see Hoon heaven). But it's a more restrictive mode! than, say, Gran Turismo's — upgrading isn't limited by your financial status but rather predetermined by Underground's pace. A decent player will always have money to buy the parts, but the game's structure won't allow purcnases until it's ready. The wait between the three upgrade levels will test the dedication of more impatient players. Once on the streets, the closest comparison is probably Burnout 2. Here too, Underground comes a close second Griterion's racer possesses something special, the myriad moments of sheer mmersion that EAS offering is unwilling to nand out with the same generosity. (When they do turn up, their intensity is unquestionable.) And like B2, Underground is beautifully detailed, with impressive lighting, accurately modelled protagonists and a terrific sense of speed, but somehow it fails to z 3 Hoon heaven gel in the same way, possibly as a result of ud | iba IT i the handling. It doesn't feel as solid, the cars seem less firmly planted on the ground, while the limitation of the collision dynamic (most evident during crash replays) is responsible for the unpredictable nature in the way your vehicle reacts to its surroundings. This unreliabiity eats away at the player, and can be the causae of much frustration. Somewhat fiawed, then, but a refreshing and captivating direction for the series.  One of the drift circuits (above) - switching off traction control increases the powerslide potential. Crashes involving civilian traffic lack the dynamism of those of the Burnout series  The game's structure locks you in to the proceedings with the bite of a Brembo caliper. It's a feeling few in the genre have managed to evoke as imposingiy since the last major instalment from Polyphony. Vinyls, decals, bodywork, lights, neon, tail pipes, and obvious mechanical upgrades are all areas that require your attention — you personalise your vehicle as you would your character in an RPG. For those with a penchant for cars and tuning the excitement of adding a new component to  The sensation of speed is superb, particularly when you unleash the nitro (right). Circuits are initially your vehicle and seeing its effect on the cage rating seven out of ten confusing but offer plenty of shortcut opportunities. On PS2, there's a twoplayer splitscreen mode road is a powerful incentive tà keep playing. 115

  
    SWAT: Global Strike Team Format: Xbox (version tested), PS2 Publisher Vivendi Universal Develooer Argonaut Proce £40 — Helease- Out now Mii II uuu I  While the architecture is occasionally simple, the textures are often excellent and nearly on a par with the lush wall-porn of Halo. Levels are worth repeating in order to gain the bonus iti lll medals available for good performance, too nU JH "UN hi I | TM M ki JI DO ii li "M A ek      if’ A m mm ASE  Voice of reason SWAT! GET DOWN ON THE FLOOR! button. Tap it once to neutralise an enemy unaware A I your of your presence, or bash it Gidek eben Both a tech/explosive expert and a sniper accompany the player, making for a team of three. You can't switch between them, although certain levels allow you to take the role of the aniper for short sections or whole stages repeatedly to convince someone less willing to give up his weapon. The Xbox and PS2 headsets can be used as a more pleasing, if slightly delayed, alternative. You can also issue verbal commands to your team, who will respond promptly and with aplomb Fimu in E125, E128 ts called ihe cornpiiance meter, and its ur y of Sam Fisher's tarrofst - m, E E b p p. e e P OINIK g gadgets. A semi-c tular bar unger yi ahts over ore to the SWAT experier ret Sule when you hover your si target, it's c ts best when its flashing, Sc a Sie resounding yell (see Voice of reason) will shock the perp into submission. Cr seen you, they can still be convinced to giv ice they ve up (indicated by the bar filling with blue) with a non-fatal bullet to the shoulder or a ba rrage o irntimidating commands. If it turi either aDout to Cry fo f Mercy, or Keel over subduing terrorists without the use of 1 ru rbi fn ah unautnonsed TO! ‘ce min b = DO e ee pe pe pe ee E e eak $ here, and it's necessary if you want to earn TTOTTE GEU gj OEE 3 TE I^ c MO uxrc jz LOE VeL I 2 ci Dey mucn the sum total oi Ine expe ups, there's little faciity for tracking Sta i) ESK Svenment. N I, I thermal vision and Tew BURRO cues other Tha oud conversations make it tricky IO apph Many tactics outside of replaying the leve The tendency for enemies to spawn of toward action — terronsts run m trom stage lett when (and only when) your to geuse or hack sometning, maring ii difficult not to resort to tl i'Ougntiess masing rnake vour way through. And despite the nd obligatory post-Splinter Cell ighting effects = hafts of ight and the like — there seems to be no = scope fo Ga impressive a rotating Tans splits r using the shadows Missions Teel repetitive all too quickly, ar rarely d ZO from the linear. Most levels feel like functional riffs on a small intestine of roams and oor F L prr Y T= rx D and the Russian power plant, are few AR pa mio T n WWI ING c E c E IE, d ICE £M UI VOLI A ee r m Sued ts tanta N au 3 ATZOZ DI Tragedies ner st obeckence anda relat = Sen Eae PRI Ge x kai Lick LA HZ GL ZE LI l j RTE F "m =n!) ae a. BEZ OF oT Gi FTT 4 d Ji YOU SIDE! [DIUS an ERL ZE Taj as Shea tases | aner arouncd. Nes set-pieces maki cellent break + + rr FIT ru r pace, put sre rare a gel uncder-playe pntant, and nha MN dde a temporary cough that nuns your aim , the weapons are all present, correct and rarina to be exploited, out more tactics to make it more than the sum of its admittedly solid parts a red the Vi IE art of the strategy the proceedings lean team-mate begins ling gas leaves you needs a few OO ting ox out of ten

  
    Tom Clancy’s Rainbow Six Format: Xbox Publisher Ubisoft Developer Red Storm Puce; £40 Belease: Out now ainbow Six 3 has managed to create R some high expectations. Game of the show at Microsoft's recent X03 corporate jamboree, and backed by the pedigree of Tom Clancy's world of spies, soldiers and naughty terrorists, this title rides high on the wanted lists of a great many gamers. Formed from spare body parts left over from PC iterations of the Rainbow Six series, and dressed in the finest Splinter Cell graphics, this is tactical shooting remade for the Xbox demographic. The PC versions have been intensely tactical affairs, pushing forward planning and tactical thought, but the seemingly inevitable console dumbing-down has tumed this into a quite different affair. Playing more like a rambunctious firstperson Splinter Cell, you and your team of three fellow hard-men conduct the usual bomb daera EEE rescue and stealth as part of a bland plot involving oil and evil. The mechanics of moving and shooting eas good as can be expected — nightvision E thermal visors add a sense of realism and subterfuge as you sneak about. While the Al of enemies can be incredibly stupid, with bad quys happy to stand around waiting to be shot, the Al of your own team is impressive. What's more, they can be ordered about by sir am shouting orders into the headset. Shouting is required, as anything less than the most commanding tones will tend not to work e forcing the player to adopt the persona of their Special Team avatar. Sadly, this is a stupefyinaly linear experience. While the individual peldun and shoot-outs are exhilarating, the removal of any sense of choice or any requirement for tactical thought makes this more of a theme park ride than a military operation. Many doors are nothing more than scenery, while others will magically open when certain arbitrary conditions have been meat. You feel as if you are being herded from set-piece to set-piece, experiencing heavy scripting rather than heavy warfare. The scripted nature of the game makes the staid and sterile plot seem all the more predictable. There is no feeling of involvement in an ev wenn situation because there is no evolution here, just a straight path from start to finish with a few exciting hrefights along the way. Not terrible by any means, but the lack of passion or choice means that attention will have wavered lon before the world nas been saved. Again. rin  grim Abl The thermal and nightvision goggles add an air of military ‘cool’ to proceedings that cannot be underestimated. Doesn't make shooting a static soldier any more rewarding, sadly Previously in E126 ENGAGING hh LEZE E EA beiz B dd.  Shouting at your fellow soldiers is nothing new in videogaming, it's just that now they will actually respond. Use of the ‘Zulu’ command allows the team to be set specific objectives  ...your enemies closer With System Link and Live multiplayer options, the heavily scripted nature of the singleplayer mode can be forgotten and the number of deadly scenarios possible is limited only by the player's cunning. How it will stand up to Counter-Strike in the battie for ownership of the Live warfare arena remains to be seen, but the lush graphics and presence of a single player mode may well see it ending up In many more game collections.

  
    Atsumare!! Made in Wario Format: GameCube Publisher Nintendo Developer In-house Price: Y6,800 (E37) Release: Out now (Japan), TBC (UK) wu [T re "s YES à ox Lm d s S S S S Jj d$ S S KE = LJ E530 2223. a lia E EK E E E E E KE EE E KE ok E Wario where? There's no news yet of a PAL release, although the warm reception to Wario Ware, Inc might offer some hope. Only Mona's level is unplayable in Japanese, as her deranged doctor gives written instructions on what physical pose to hold while playing each round. The RPG question-and-answer boss makes a return in the singleplayer moda, but isn't enough of a language barrier to prevent you completing the game.    Co-operative skipping triggers a deliciously hypnotic hysteria. Other co-op modes include one which gives each of the non-players a torch beam to light the crucal portions of the darkened main screen t should be the ultimate party game for | partying gamers, Mano Party tort the hardcore, stripped of the dismal snakes and ladders, nothing between you and the purest hit of distilled gaming instinct. And, fundamentally, that's exactly what it is Which doesn't make it the ultimate party game. Far from it. To those uninitiated in the frantic ways of Made in Warno it's off-putting to say the least. And to those whose instincts are not honed by years of in-game jumping and = and shooting it's more like the sound of one hand slapping them in the face every three seconds. Familiarity is all, so the only level playing field is between sets of novices or veterans, and it's the veterans who will have the most fun. However, since the whole of the Mace in Vano GBA singleplayer game is included, nobody has an excuse to Stay a novice for very long. Drawing on its bank of hundreds of minigames — most, but not all, familiar from the GBA pioneer — it stacks them up in a number of guises. Some are simple. There's a Karaoke-themed level which amounts to little more than a turn-about challenge. Others up the ante a little. Wano lets your character run rampant over the screen, obscuring the view of whoever's turn it is to play. Dribble and Spitz preside over a game of space ‘Othello’, with players capturing counters (or rather asteroids) by winning minigames. What will capture your heart, however, is Kat and Ana's level. Each round opens with a erp aa decider. Close to being more n than the game itself, these see you Ge fingers up revolving noses anc dragging yourself along like a paraplegic ninja The winner gets a go at a minigame. Win, and each of the other players gets a turtle to balance on. Whoever survives the ensuing turtla-teeter stays in the running for the next mini oddity, berze to collapse The minigames remain relentlessly addictive, but the whole falls slightly short of ts potential. Many of the levels are full complement of four players, and Gesk s no random set-up for tha kind of protracted grudge matches the game makes you long for The GBA original invented a new way tc tickle your brain, conceived by gamers for  unsatisfying without gamers and loaded with unabashed enthusiasm. And now you can play it with your friends. What better excuse for throwing a party? Edge rating Eight out of ten

  
    E E F gern "A penny B E dita f oe dit | li gm y EAM É EZ C a mie je [ F. OE ol IC er ( OU be 7 | A hesi (| ILI EEA - | [T5 cl |^ d = | Format PG Publisher Take 2 Interactive — Davelopar- Illusion Softworks — Price; £35 Amasse: Out now        TIT d MIT WII lii II | i II MM HT Il | do dz | 2 d THE I TM dini JU TM Ditu    [i || TT | Il | |        i= iilum mes... t '" Td Miri, M A ge ZORI. D AEI IIG d Ou IAE   Ad Tz  mi m a init     |  "ls "P MM il LI "ll HA TT ] IO iT Wi al A TM TH | ' ' Eo Hu AIO? m il | | \ Prin: gg ETE HITS HER Ne m "ul ue ^W AMA Hi MK E MER illii à NM Sharing a graphics system with Mafia leads to a WH similar look, with high-detail models in a world Mill: GO which seems relatively low in detail and texture EMI a i Eztia, IRE 1 e mm AIII al eee HIHN UFER T  IBN HIST PTUS MIMO) Aik INI WALL Eun | | hA will TEL Complete control Three ways are offered to guide your squad of four SAS men around each level. First, and most simply, is direct control, allowing you to swap between each trooper and manoeuvre by hand. One step up is verbal orders, where a series of short cuts can give directions to nearby troopers — or with a hand signal so as not to alert nearby guards. Finally, for the more strategy minded, you can pause the game and enter an HTS-styled overhead ordering system. 120 E E        4 EE Ir m? UZTEZ TTE    EET I (a UH m Vee Hide, Hidden & Dangerous 2 keeps the freeform gameplay of its predecessor and occasional Deus-Ex style multipathing appears, with alternate options opening up depending on your choices and actions     Previously in E123, E124, E125 I rre rez pr or those who wish to decry PC games - publishers’ tendency to release gdmes possessing baroque, unpolished control systems. additionally warped by a full compliment of bugs, the original Hidden & Dangerous was something of a poster child Luckily, it also showed what an untethered PC game could achieve. The first maior breakthrough game from eastem Europe, paving the way for the triumphs a Operation Flashpoint and Serious Sam, it was starkly atmospheric, hugely expansive and far too ambitious for its own good, This long-developed sequel doesnt deviate an inch from this proud lineage. Though the feat of being less bug-nadted than the original is not the greatest of achievements, and could be managed by simply not allowing any af the cast to nysteriously plummet through the floor, it is a far cleaner beast. It's far from perfect, especially with an artificial intelligence system that tends towards truancy on the part of your soldiers. Some errors are artefacts of the control system, where multiple commands interact in odd ways, while others are sirnply the Al acting unpredictably all on its own, But, like its sire, Hidden & Dangerous 2 manages to distract you from errors that would cnpple a lesser game through its sheer ambition and scale. Your four-man team, controllable either through direct or indirect methods (see Complete control) is taken through virtually every theatre from WWII After several years in khaki and alive daub we may be somewhat tired of what this offers, but the depth and options in Hidden & Dangerous 2 make it seem new again Take one mission from the Burrna campaign which draws analogies with the famed beach-landing sections of MoR: Allied Assault. The slower pace and panicked rushes up the Japanese earthworks, as well as the interaction of your squad, turn it into something different. Every mission performs a Similar trick of rejuvenating well-used material = when it hasn't found something new like the amphibious-theft of an Eniama machine or the Vietnam-styled Burma levels, that is. Even standards such as vehicles and disguises are far more sophisticated than expected Hidden & Dangerous 2 is a maximialist PC action game containing elements from across all genres: Still flawed but stil forgivable, it's one of the finest WWII games of recent memory, Edge ratinc g; Eight Out of ten

  
    Judge Dredd: Dredd vs Death Format: Xbox (version tested), PS2, GC, PC Publisher: Vivendi Universal Developer Rebellion Price: £40 Baleasoe: Out now Fmyously in E125. E128 T. his review is late for a reason. It's one Ina als S T! re ma, Le ave ot GOGOE unfinished beta builds were accidentally sent out as ‘finished’ review code to numerous magazines, causing Hebellion to issue a statement saying as much 50 Edge waited tor the boxed game and, well, there appears to be no differance. The very same trio of glitches that were experienced in the troublesome 'review' code cropped up again within the retail copy: the ! GELA spontaneous combustion of your character b i i i HU d j} dunnda (he second level, despite the Ipcality i being devoid of Tame or enemies. Getting ki ei = = EO EO rapped behind ar Die wall on a Eft ea hi di Se b and a disobedient NPC who refused to acknowledge he had been rescued in ine P mam em nire Eko m fst ot. a Les bar ede ee nospital, thus forcing a level restart. : So, It’s glitchy, then. And the main game is over in hardly any time at all. TrmeSpittersstyle bonus game extras are available for improved performance and replay, as well as standard co-op and multiplayer modes, Dut the game seems to lack any of the tactical opnons 1o necessitate repiaymg Your man Obyectrve m rhe Dane g imeem Se ee tp "e — MECE FPS iol DANW WI d me Dh emu protect responsibility thrown in to make you turn around occasionally |. ! Which is a shame, because Dredd vs Sei be D ll Death still has some redeeming strengths, ; | 1 | | staj TON foremost of which is Its atmosphere. Excellent ‘ i | | iN l ili AN TT music and some moody comdaors work À a - - d ami THEE d MARAMU in together to suck the player in while ragdoll | | III "nn 4 me Dredd's Law Giver pistol has six modes physics do their ironic job of adding lots more of fire: standard, armour piercing, explosive, E^ 7 incendiary, heat-seeking and ricochet Ie to the melee, and make for a gruesome posthumous distraction as you shunt corpses TA Si d DOK  around like, well, rag dolls The recharging health system works wel. and succulent amounts of blood get spattered around i dor :ombat. Jomes edi are fun to fight when they're in droves, as are human acdversanes, but the agile and tougn vampires are a frustrating annoyance. Much like Fire Warrior, the visuals work with a range of garish hues and there are some beautiful backdrops that, although static, provide a  Arresting development Dredd’s lz law meter keeps tabs on the amount of justice he dishes out. Keeping it high with nghteous arrests and minima n Di ined ei at to wiad casualties is key if you want to unlock ail L - p WE; "E OX * ! | | f y [] E " ed e 3 EO EEA Ibeit in combat free from set pieces and | i Ra bonusepand alian a Junge reno detailed frame to the extenor levers. The pump-action gunplay is satisfying, too, mostly thanks to the range of weapons inal, although genenc, pack an accompisned di KIDE j! BDE Sand e m" rating; you can yell at crims to persuade tactics. it's average justice cished out hi «1 j | 4 T them to lay down their guns. If the meter drops to a Bad Lieutenant low, then the — Except for the showdown with Judge Fear, the battle with each of the Dark Judges is not a tit-for-tat mission is instantly failed and all other Edge rating Hive out of ten shoot-out, although the alternative here is the disengaging task of having to flick some switches Judges in the vicinity will turn on you to the licence, but nothing more. l BEGO: OU O

  
    Amped 2 Format Xbox Publisher Microsoft Game Studios Developer: in-house Price: £40 Release: Out now   rt ji lieet HI TD d IN  db Ku e Amped 2 is considerably prettier than its predecessor but improvements extend beyond aesthetics, with many elements now refined to make this, along with EA's S5X3, Edge's favourite snowboarding title Tony Hawk's Underground Format: Xbox (version tested), PS2 Publisher: Activision Developer: Neversoft Price £40 Release: Out now group or movement seeking to explore fh alternative forms of lifestyle or artistic + UET | CONND C expression." That's just one of the definitions Edge EN see cee i ll EEN V LION th found for the word ‘underground’ in the ‘Concise I! | II Oxford English’ dictionary. It's safe to say that Neversoft has not tweaked the Tony Hawk's SSI formula enough to fulfil that description. Instead, EEA EY | a jil what you get is a tawdry backstory involving pimps, drug pushers and hoodlums. Underground, see? Playing through THUG can be uncomfortable, and Edge can't remember a game this gratuitously tacky since BMX XXX. Grind the roof of one fluorescent building in Tampa and it falls in, revealing a poorty animated lapdancer. Cheap thrill. The fifth Tony Hawk's title doesn't just suffer because of its embarrassing attempt to be edgy and urban, it's poorer because it lacks the verve and imagination so prevalent in previous iterations. As if the grey hues have drained Neversoft of inspiration, THUG's tasks and challenges never reach previous heights. New Hawk devotees wall find it enjoyable, but old hands will no Epa doubt preter the more vibrant earlier versions. L= T IA Cache Mini — Td lil SO UM 'éFttr n     Previously in E123, E125 moed 2 is Amped with the right trigger gently Bose it's tweaked. Balance meterskake away some of the series grace, but make it more of a game, like Tony Hawk's tited downwards. Conversely, the addition of a style meter is pleasant, albeit counter-intuitive. Extra points are awarded if the player manages to perform twists and tums with gentle, flowina motions of the analoque stick, discouraging the violent wrencnes that generally define tricking games. Snow skating, that's snowboarding without your feet tied to the board, isn't much of an addition. It's just another tweak — you can do kickflios, sometimes you lose your board, and that's essentially it. The addition of proper online competition, on the-other hand, shouldn't be underestimated. Amped 2 is a show-off game, and being able to show-off to real people rather than just for the benefit of self-satisfaction adds a good deal to the experience. Conversely, planting your head in a drift of snow is so much more painful when there's someone watching. It's this that will provide Sr the real draw for owners of the original. jm Edge rating: | Eight out of ten Previously in'E127, E128 NAIL THE TRICKS | YELL oul A bik In this new Tony Hawk world it's possible to drive vehicles around the streets, but only during specified missions. These sections smack of a desperate attempt to diversify into GTAIII territory. On a more positive note, the game is big and there are more extras here than ever before. It would appear as though Neversoft has run out of ideas for objectives, however 

  
     ps a A [ | E 5 p — | 1 eena à n E E P "m ma " n +3 | F bd EZE arit = b ray * QA rng j p” | A B a | "a d | i "a à A | a d e 15 all / ` za izstQ a ^ i T £f k t d ^h = ut à fa | p" Ti ` i l | l | | -f | : i | p^ Fr AO | | | | | il | p | | ] rean F p | | | | bai 1 | | | | j | | me" | E EV VÀ Pod aes P LR uel bosa E i | hus) b l hd = besi be bee | b W 1 bd 154 nus, Li AEE, Foret: Xbox Publisher Microsoft Game Studios — Developer in-house Pore £40 — Baieasa- Qut now Previously in E*25, E130   rates of the Caribbean’ has recently made purru à TITRE TE TAAT I | EA - STET TII hammmy acto re wu SA na c utiasses Ins gale BIO ane Hi WD Lucky for Microsoft, then, thal this pirates-in-planes ^W update of the PC original (E91) was delayed so long it's been able to tap into the current vogue You play Nathan Zachary, a freebooter in a distorted post-Great Depression universe where ferrying cargo can provide great riches. Unlike most games of this type, the mission structura Is surprisingly open-ended, A huge blimp provides a haven for the planes you ve collected and upgraded, while goals can be hunted out by flying around the outside world and pressing A near to TIT "m yy  the designated icon. In the singleplayer campaign heres always more than one quest to pursue and ineres p vanety to maintain interest    But Grimson Skies really comes to life online Up to 16 players can duke it out in the skies and Spot a green AA gun icon on the ground and if you fly near enough a press of the 'K' button will see Zachary seamlessly exiting his craft and climbing into the tne dogtignts are ternfic. learn games help to Daster the smple aerial warfare and good tact chacun wu Lid er rai ^w loi errzonie. The = j aways win OL ar random bullet spraying. The stationary weapon emplacement. This fun won't be as enduring as MotoGP, but adds a much needed strategic aspect to combat and spices up the online play immeasurably. Extra combat manoeuvres can also be triggered with the deft manipulation of both analogue sticks  E Zo A E = b ^» w€I | i 1 i E m LI n Au = e ema P E = ums J ba d errea 4 — " AE = — = A)   : GN Ampionshi L I [ Of! “>i | =) i bei U Format: PlayStation2 Publisher SCEE — Developer Evolution Studios Price: £40 — Helssse- Out now  sitas good as Colin? That's no doubt what EO die thinking and, if we're honest, reviewing any non-Codemasters rally game always boils down to this central question. The bar was set so high by Colin McRae 04 that Evolution Studios’ iu INE TIR Ht} Ji NE III third WAC game needed to do something special if a ij t was to become the best in the genre. It hasn't The draw here is that you get a fulsome ofhcial package: all the teams, all the drivers and all the = courses (beautifully recreated and inclusive of this year's new event in Turkey). To WRC followers the added thrill of negotiating the very same mountar passes traversed by Gronholm, Solberg, McRae et = i uem hd 4 -- 4 e eqs í mam d al is powerful, yet in terms of communicating tne HINT Wi I Mike i i Wea | EKT (Gr i of ihe rall AI ü8 elt. WRC falls short Although the physics engine has been Tweaked | Í i bean: ahh | E AI JK | |i! THE | MI | | - | Dl to produce more convincing bumps, knocks and While WRC3 visually shows elevation crashes there's still an artificiality about WACS and terrain from all the official events, the sensation of moving across surfaces from sand to ice is not so well conveyed. "m : Power drifting, so beautifully realised in i lu] geling that your vehicle isn't properly rooted to the Colin McRae 04, is less dynamic here BO i TLLA I IE ground as the scenery clips by. WACS Is m, lo HZ a bam T pis E entertaining, but it's a full minute behind Calin, Tea that lets it down. A good quality steering wheel mproves matters, but it's still hard to shake the A HE  Edge rating: Six out of ten   

  
    Bombastic Format: PlayStation? Publisher Capcom Developer SCEI (Shift) Price £30 — Release: Out now Previously in E115 wars Manro rra (rr T=) n case the mechanics of the original Devil Dice dk | um | | are unfamiliar, it's possible to unlock thenp over ec OF | 1n beee GOGO m o GAO | LAW. Ati ' the course of Bombastic: manoeuvre your | 4 | character to match up faces (connecting five fives or four fours, and so on) to make them disappear When the board is full of dice, Its game over, Bombastic builds upon this simple premise by having the dice explode, sparking off chain reactions igniting surrounding dice showing a similar value. It's a superb addition, adding strategic depth without being too complicated. Once the original rules have been opened up the twoplayer mode Is just as addictive as it ever Was, making up for the rather disappointing fveolayer Wars mode (available in either Devil Dice or Bombastic fiavours) which is a bit too frantic, too   reliant on luck, to be truly satistying. There's not as much depth as Tetris or Bombastic also introduces a plattorm element, Puyo Puyo, but there's not much that disappoints about Bombastic apart from a rather lacklustre platform game that's been bolted on. The deeply involving puzzle mechanics build brilliantly on foundations laid down by Devil Dice hich proves entertaining enough — apart from bosses that leave too much to chance - but it's the tandard puzzle mode which Is the main thing here, and that's as absorbingly addictive as any gamer has a nght to demand.  Edge rating: Seven out of ten The Temple of Elemental Evil: A Classic Greyhawk Adventure Format PC Punisher Atari. Developer Troika Prica £30 Alesse: Out now Previcushy in E128 N asty, brutish and short — and thats once you ve got past the interface problems. pee of Elemental Evil is a huge ee by an measure, even more so compared to the 'D&D ecedent set Dy BioWare's Baldur's cista Series ee Troika seems to be attempting to ape. Ine lack of useful keyboard shortcuts, a finicky radial menu and useless inventory and map screens ensure that navigating the interface is a major chore, from memorising spells to swapping items between party members. Conversation trees are limited and frequently betray intormation that characters aren't supposed to have knowledge of, or Ignore the outcome of previous dialogue. Near non-existent aiu renders the exploration a frustrating affair, and the muchvaunted party alignment system is merely cosmetic, and consequently feels unfairly restrictive. Interface problems range widely across the game, from combat to conversations (after which your control inexplicably and unnecessarily switches between characters). To compound matters, a zingy synth soundtrack sounds more appropriate for a cyberpunk world than the game's swords and sorcery setting After all that, the hack 'n' slash emphasis of the fairy short campaign feels outdated in an age of nultiiayered narrative and emergent game design. the ‘D&D’ rules do ensure a balanced challenge - if you can take the rest of the flaws bei d Ecdae rating Four out of ten

  
       KAT cl EA E t beia P fe. dd d a beek, KK = we d -Fa Pc animated mech is an agile beast. Enemy human soldiers that occasionally appear help maintain a sense of scale (above)  Retrospective Time may have dated Valhen's audio/visual ability but it hasn't damaged the game's great sense of atmosphere or the rewarding nature of its balanced dynamic. The variety of the find yourselves in maintains a level of compulsion similar to that experienced - quite an achievement for a piece of software nearly 11-years-old. Obviously, it feels (wonderfully) old-skool but if anything the plot's ecological overtones  Assault Suits Valken ‘= Edge takes a fresh look at a seminal game classic from yesteryear  t a time when the majority of mechbased games either fall into the RPG or strategy camp, it's pleasing to see one whose only concern is with action. Assault Suits Valken begins as a shoot ‘em up and not once during its seven levels does it deviate from its core premise. Cleverly, NCS offers a variety of play styles to combat the inevitable repetitiveness. It's an ingenious design decision, one that ultimately guarantees Valken its many standout moments — where else can you begin a level battling your enemy in space after sabotaging his spaceship, continue fighting while entering the Earth’s atmosphere and conclude your conflict once your mech’s While this ‘variety’ forms part of the game's undeniable attraction. Valken's superior atmosphere is actually the major contributor. True, the music isn't the finest yet heard, but it does manage to convey a sense of urgency, and the visuals make up the shortfall by working Nintendo's 16bit hardware harder than are to be found in the detail: the way the scenery is destructible and able to bear the scars of combat, the sight of enemy pilots abandoning their doomed machinery, or even the excellent animation's ability to transmit the feeling of controlling a five-storey-high military exoskeleton, to name three examples. It's not just the weight of the mech that is communicated beautifully through the joypad - the controls have been mapped onto it instinctively despite all of the major buttons being assigned a function. You can boost jump, fire, position-lock your firing arm, and shield yourself from enemy bullets. The latter injects an element of strategy, and occasionally elevates proceedings abave mindless action by forcing you to adopt a more tactical approach — a necessity when the ‘continue’ screen is limited to three appearances. Ultimately this remains a shoot ‘em up at heart, and one of the finest Edge has encountered. Longevity is an issue, but the scale of the levels and the variable routes through them are powerful incentives for replay. [ Edge rating: Eight out of ten  eta est Sat Ze | j nil Í L | MER LLLI f] T } ; i i "D in. ko Tir deia) AES) Ted vnu il (iin Guk) | Pe, VETEREM There are four weapons in the game - vulcan, punch, missiles and laser - and each can be upgraded a further two levels before maxing out. You do this by collecting power-ups throughout the missions  AER «127:  
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    " ek Ger ITZ [n Gia        p^. W I" ' il * | E b, mi ji "n D E | | " | IO Idi Jj "m D H Il d GN Gi d M JI ll | u | it iy b, ji Ii ‘i eu ; UM n" gr Anm | il E KN ji WM "t i                            "m | | di " | HO, " ho li M E b E d "i  ii a E i L li EK  AB - i "n EK | | gu Tr n TITRE al A 1 1] V^ y E ZE, g 7 A bd dd Il | l| i | | fen HT GO ln il i SO Il GO I i b i] HD a i: utan Mil A n b | IN "ae GO I bi il Guk MM b Ill " | | | Wi : pæ SO m ega Ge E Ze -L——Iun "x = v e ea ege = — + St = == cm Gia LI gem emen — b mM TN TM IM Ii TU | il MIT | ll i | Mo E) dd de Ih E i WA T M IA Il Ml          I d Ha TTE is hy dd      the making of. ". ight about the time the first generation of home computers were making their presence felt, tabletop strategy and role-playing was at its zenith. Wargame titles were readily available for the re-enactment of every major conflict in the history of man, while such as Traveller and even literary adaptations based around characters such as Edgar Rice Burroughs' John Carter of Mars. It was only a matter of time before such gaming found its Armed with hex maps, the Americans got there first but, in the UK, many got their first taste of computer-based strategy gaming designed two Redshift-published titles, he went on to code a third (Nebula), before really making his mark with the 1994 release of Chaos and Hebelstar Haiders. His next move was to form Blade Software with brother Nick, the pair working together on 1988's Laser Squad, a winning evolution of the Rebelstar turn-based sci-fi strategy formula. Strategy wargaming had become, if not quite a mainstream concem, then at least a profitable one for the Gollops. So much so that, with the success of Laser Squad and their Orginal ease date: 1994 = 129 > 

  
     Playtesting proved troublesome, because of the time it takes to work right through the entire story «130   brothers found themselves getting bogged down in the management side of their business. When the time came to begin work on a second Laser Squad game they took the decision to focus on development. "| remember when our little office was piled high with Laser Squad expansion kits and mountains of Jiffy bags, with no room to work very comfortably," recalls Gollop. “We were doing some good business, but we wanted a worldwide publishing deal, and so we needed to find ourselves a big publisher." In 1991, armed with an early demo of Laser Squad 2, the game that would ultimately become X-COM: Enemy Unknown, they approached Krisalis, Domark and, finally, MicroProse. The latter was their favoured publisher because of its experience handling Sid Meier and his Civilisation strategy game. “When we first got the contract with MicroProse we were very pleased but concerned about what they might require us to do,” he says. “We did have a few arguments in the beginning because they didn’t understand the game design | had written. They couldn't see how the game was going to work. | had a tough job trying to explain it, and | had to produce a few more documents and attend a big meeting with their in-house designers, producers and head of development,” said Gollop. The original demo was for a relatively modest, two player tactical game. MicroProse asked them to base the action on Earth and to EDGE #151 expand on the original design to deliver something more in keeping with the other epic strategy games it already had on its roster. "That prompted me to add the strategic level, with the basic idea of an alien infiltration of earth and the need to capture and research the alien technology to defeat them. It was quite a radical design in many respects, but we were trying to create a grand scale that would rival that of Civilisation. In fact the research and technology tree somewhat emulates the role of advances in Civilisation, but it also helped to develop the storyline.“ Inspiration for the organisation carrying out these activities came aliens. All this would find its way into the game in some way." At its core, though, the game remained true to the turn-based strategy wargame roots of Laser Squad and the Rebelstar games. The Al system was based on that used in the earlier titles, the Gollops having developed and refined their own unique algorithms for pathfinding and behaviours. “We made sure that there was an element of unpredictability in the Al which often made it seem more intelligent than it actually was.” Gollop remembers the last two months of development, January and February of 1994, asa particularly difficult and intense time. “We made sure that there was an element of unpredictability in the Al which. often made it seem more intelligent than it actually was” from SHADO in Gerry Anderson's ‘UFO’ TV series, and also from Timothy Good's book “Alien Liaison’, “After reading that | knew | was on to something good. The whole alien conspiracy angle was quite exciting, and the mind contro! powers of the aliens he described were chilling,” said Gollop. “The book explained some of the alleged attempts by the US government to capture and replicate the alien technology, and even make some kind of secret deals with the d. Ld ha ba " A [ E H i Ll i AW ZEA KERO | bri à Geri pd ml | RAISES adel 0 ld x m err Cw 5 Having relocated to work at MicroProse's Chipping Sodbury offices, twelve-hour sessions seven days a week were the norm. “We went to MicroProse to finish the game in-house with something that was barely playable," admits Gollop. "We had to finish the coding and do all the testing at the same time, and so were making changes right to the end. It is definitely not the right way to do things, and the game would have benefited enormously from another couple of months of ——M— ee tezte "TIT oe a edi misias ant i if EE | a. d. if E b A Junaa Kojima SE  The switch to 3D maps was a radical move for the team. Although simplistic by today's standards, the engine was notable for its use of lighting and the ability to destroy terrain 

  
    changes to the code. “It's a miracle it turned out so well, but there was a slightly embarrassing bug — the difficulty level setting made no difference. When you saved the game and to the lowest. However, it didn't game had internal balancing mechanisms, which made it challenging. The other bug was the one that allowed your soldiers to become superhumans, sometimes to such an extent the values could overflow to zero and make your supermen instantly useless.” It's a miracle the game got released at all, given the financial difficulties MicroProse was experiencing prior to a takeover by Spectrum Holobyte. “We were generally unaware of the problems at MicroProse and only learned later there were a couple of got canned. We were certainly concerned about the Spectrum Holabyte takeover, but our producer kept reassuring us that everything was fine. Little did we know that Spectrum Holobyte didn't like the game at all. By that stage it had gone into testing and the QA team really argued hard to keep the project." The game launched to massive acclaim, and went on to sell more than 600,00 units on the PC platform alone (with Amiga, CDTV, CD32 and even PlayStation conversions also produced). Half of the sales for the PC version were in the USA, a rarity for a European title at the time. given it a boost, as while the known as UFO: Enemy Unknown, the Amencan version was titled X-COM: UFO Defense. “| think the release of ‘The XFiles’ the year before the launch of X-COM: Enemy Unknown helped a little. Although we hadn't seen the 'XFiles’ at the time, we were drawing  rf d MIGA e OKO EA 1 ZO pili AM rac uda  on the same UFO folklore for the game, and this hit a nerve in the US." this first X- COM game that the real realised that they had a money-making machine on their hands they wanted more of the same and they wanted more say in the project. We felt that we no longer had much control over our creation." MicroProse licensed the code to produce a follow-up, X-COM: Terror From The Deep, and the Gollops worked.on one last title, X-COM: Apocalypse, before leaving the franchise behind. Forming Mythos Games, they produced Magic & Mayhem, but then a second game suffered difficulties at the hands of another publisher. Mythos closed its Codo Technologies, 2 new play-byemail Laser Squad game, and an alternative means of self-publishing. “We realised that we could easily produce and distribute Laser Squad Nemesis on the internet with minimal costs, relying on our own customers to sell the game by challenging their Rather than rely purely on the power of the web, Codo also inked a deal with Just Play to bring Nemesis to the UK high street, retailing for just £13 with three months of online play for free. A European release is also planned, along with a web-based interface that eliminates the need for "Some time next year we will have a singleplayer version of LSN for sale, which will certainly be popular with fans of the original X-COM," adds Gollop. Codo will also take that fascination with online wargaming to its ultimate conclusion with LSN: Generals. A massively multiplayer addition to the franchise, it will add strategic elements as base building, resources and team management. X-COM name may be long dead, but the Gollops' much loved brand of strategy gaming is E. | clearly still in rude health. EDGE ITO the making of..  Even now the format and themes in X-COM:  a  131  

  
    ESU hu) RESET Where yesterday’s gaming goes to have a lie down Examining gaming history from Edge's perspective, five years ago this month  Issue 66, Christmas 1998 1. The Legend of Zelda: Ocarina of Time causes some arousal in the Edge office 2. While Boogie Nights of a different kind were to be had with Konami's Beatmania 3. Only five years ago, and ads like this still existed 1. Furbies, in happier times 5. Pocket Muumuu, the third in the Jumping Flash series and the first game to support Sony's PocketStation 5. Edge spots an opportunity to get a free meal via some clever page layout 7. Silent Hill's Takayoshi Sato, back before the series' success gave him the opportunity to get his hair cut 8. Pocket Battlechips. Snigger 9 The second best game in issue 66 10. Team 17's mock-up shot of Spectrum Worms, to promote Worms Armageddon Pop quiz, score-o-philes! Was E66's Testscreen section the best ever? Of the eleven games reviewed, four of them scored an eight roughly equivalent to full marks in many other magazines. Another two games scored a nine, an off-the-scale score elsewhere. And then there was Ocarina of Time, wrapped in a gold cover and given a golden mark: Edge's third ‘perfect’ ten, a number so high that lesser reviewers across the country had to break out the oxygen masks when they saw it, Edge's scribe was breathless, too: “The.game singlehandedly restores the faith in both the creative might of Nintendo and in the power of the videogame as an entertainment medium,” the magazine wrote. “A work of genius," it concluded, DID EDGE REALLY SAY THAT? "Mega Man took me ages to build, but recently someone pulled him apart, and now [can't find his head. Similarly, somebody recently cut one of the arms off of [Final Fights] Guy with a scalpel,” Edge's then-art editor Terry Stakes explains hig macabre workstation DID THEY HEAL!Y SAY THAT "Meta! Gear Sold is a registered trademark of Konami UK and the rights to sell thia game in the UK are held solaly by Konami UK Should It cama tà our attention that these registered rights are infringed, we may take up enforcement proceedings or our rights in the relevant courts.” In summary: Please stop importing MGS or Konami will stamp ts feet a bit. TESTSCREEMS AND RATINGS: Legend of Zeda: Ocarina of Time (NGS, 1010), Half-Life (PC, w10. TOCA2- Touring Cars (PS/PC, 9/10), Panulous: The Beginning (PG, BO), Wargaesrm IPC, B10), Tomb Facer Ill PSPC. 610): exhausted, dizzy and priapic. For those of you who aren't aroused by numerical porn and actually read the magazine for the articles - Edge has reason to believe there are actually some of you out there the issue also contained plenty to consume. As well as an apologetic (and now corrected) re-run of the previous month's Black & White feature (see E130), Edge looked at rhythm action, pocket gaming, and ran an interesting interview with Andreas WhittarnSmith, then president of the BBFC. There was also a piece on important eventa in videogaming, binding 16 unconnected occasions into a fascinating — if slightly random — read. But hey, who needs history when you're making it yourself? 10/10! Ten E out of ten! Quick, someone tell the internet! EO IT, LT | | II d 7 ] i j e I | ! | 1 | k KU 7 E d m ) f “ine ; TGA NORMAL b Sk dk Sen B SA ep T POPS i rin D SE Ga gd | | READLYIWAHT TO HÜRT'YOD: TI EEA edi = by SGI & REO 

  
    <144> inbox | would like to address the way videogames are represented on television. A few years ago there was an excellent snow called ‘GamesMaster’, It may have not been the most informative or the most entertaining show it could have been, but it was a television show about games. It had real gamers presenting and real gamers playing on it. It was the only source of news and information on a screen without delving into the internet. Unfortunately it was cancelled, probably due to a high demand for shows ending with the words ‘from hell’, and we were left with That was until Channel 5's “Thumb Bandits’, doomed to a quick demise. Since then there has been a deluge of inadequately created programmes from the long running, but behind the times, ‘GamePad’ on Bravo to the recent but incredibly patronising 'Gamesville' on Sky One. What I'm getting at here is that although there are countless channels devoted to music and plenty devoted to movies there is stil not one decent programme devoted to videogames. Not one 30-minute-a-week slot in which real (and | stress the word real) gamers could discuss and review the latest games and developments in the industry. But, unfortunately, we are a minority group to the programme schedulers, To them the hardcore gamers are a useless bunch of peaple. This was demonstrated by ITV's 'Game Stars’, which may have had a handful of people who populated by eye candy. It appears clear that there is barely any chance of a high-quality programme solely about games ever appearing on television. Peter Basma-Lord After finally catching an episode of BBC2's brilliant "Time Commanders', | found it to be enthralling, entertaining and enlightening. Surely this is how videogames can present themselves, head held high, to a sceptical public, How has this Communicate by post:  edge@futurenet.co.uk gone so unheralded in the gaming press? Surely it's everything you were after, Edge, isn't it? Meaningful and primetime? Rob Donald "Time Commanders’, like '*Fightbox', isn't exactly a primetime programme about videogames, it's a show that uses imagery and concepts drawn from the world of videogames. While this is admirable in their own right, there clearly is a lack of airtime given over to videogames. in spite of the medium's massive Cultural significance to a whole generation - and the commitment of our state broadcaster to other forms of entertainment such as music and film. Hopefully, though, these programmes demonstrate the beginning of a shift in attitudes towards videogames, and hopefully we can now begin to look forward to a future which doesn't include the moronic likes of ‘Gamesville’. It will be interesting to see how far ‘Game Stars’ will evolve in the light of such shifting attitudes. With great interest | have tolowec the discussion currently unfolding in your magazine, contemplating the presumed lack of originality in game development, and the lack of respect games get as an art form. Sadly, the exorbitant amounts of money made in the industry seam to disappear in creating an even vaster quantity of mediocrity that makes for idolisation for games of yore or oddballs like Rez or ico. Though the accusing finger has been pointed at the industry itself and consumer behaviour, an overlooked aspect is the context within which innovation in creative fields seems to take place. In any other creative field, say music or art, il is the individual artist with a vision who seems to make for the most radical changes. Working with determination towards externalising the dream stuck in this person's head, the motivation is probably best described by Jeff Minter in the article published In E120: "| want to finish it because | want to sit and play it." The recent specials looking at the creation of old favourites painfully show the Letters, Edge, 30 Monmouth Street, Bath BA1 2BW Or email (stating ‘Inbox’ in the message header): difference between the context in which the heralded bedroom-coders operated and the current situation e the technology to publish bedroom projects on any platform is outside the financial grasp of any potential bedroom coder who goes without the support of a publisher. The individual struggling to carry out his vision sees his quest complicated by a lack of software and funds. Without these people no field progresses. though any field benefits from having a small group of renegades who experiment in a vacuum outside the conventional frame and create things that explore and inform the industry. Electronic music would never have made the leaps is has if it hadn't been for initiatives like the BBC's Radiophonic Workshop, art in itself consists solely of innovators and imitators. It is this self-generated playground that constitutes art, and as long as formats are explored to increase sales and not for the love of senously for its artistic endeavours, nor will it reach its true potential. Marc van de Griendt Recently | have entered the wonderful world of massively multiplayer online games. | have played some for a trial period, and am now playing one as a paying customer. Of course Edge's reviews have been of importance, as have other various (online) sources, before committing to a game. This new pursuit has raised two questions. First, reviewing an MMOG at the end of beta may give some indication of the gameplay on offer, but revealingly even the Edge reviews speak of hope more than actual play experience (the PlanetSide and Eve Online reviews). Perhaps an additional review some six months down the line might give the reviewer the opportunity to share a more relevant tasting of the experience on offer, Secondly, | am curious about the state of MMOGs (not online play In general). Which games are actually profitable, after millions upon millions must have been spent to get the game to the "What I’m getting at here is that although there are countless channels devoted to music and plenty devoted to movies there is still not one decent programme devoted to games" EDGE KTA

  
    public? Is it still worthwhile for a publisher to enter the markat with what must be very doubtful returns? Does the monthly fee cover costs of keeping the persistent world persistent and, more than that, enjoyable over a longer period of time with additional content? Such and other questions answered in an in-depth Edge article would be much appreciated, and certainly enlightening. Jeroen van der Valk A high-profile advertising campaign to increase understanding of modem games among the general public is jong overdue. | am sure that most people in the rea! world consider games to be divided neatly between two categones: those aimed at children, based around the collection of magical lollipops or some such: anc those tnat corrupt children, involving shooting people and stealing cars, possibly with a large dose of misogyny thrown in for good measure. If we look al the way games are marketed, who could argue with this view? Isn't this exactly the sort of thing ELSPA should be doing? Wouldn't this be of more benefit to the industry in the long term than lobbying MPs or handing out gongs at posh dinners? With millions of people being told about ‘evil’ games by their newspapers, we need to try to reach those people with a different message. Fear of that which is different or unknown to us has been responsible for many tragedies throughout human history. Education is the most valuabie tool we have. So, publishers, stop looking for short-term profit by marketing every game with the same guns-and-breasts advertisements and box art. Invest now for the future. You never know, with a bit of thought and a bit of planning, it might even encourage more people to walk into a games shop with a loaded wallet in future Chris Preston CD. A *. 1 La ko, bea EO E m mmm gm cedi . E oPFAs decision to lobby MPs is in fact part of axactiy The sort of education strategy imal you advocate. Indeed, in the past month, the trade Dody has aiso attempted to launch a campaign F-Zero GX. Rest assured that it's really, really good, regardiess of its creator's monthly column in Edge. Although we would say that, wouldn't we? educating consumers and retailers about its new age rating system. Hopefully, there are some signs that publishers are beginning to invest in the future. lama frequent reader of your magazine, and noticad with some amusement your recent inclusion in ‘Private Eye’ (Pseuds Comer, October 3J. As a keen gamer myself | like to see such optimistic comparisons between computer games and more traditional forms of art. However, it does occur to me that a characteristic of a number of good films and other emotive art forms is the theme of rule-breaking. Witness the sheer number of films about criminal activity. By contrast a frequent characteristic of good computer games is tna consistent rules of their environments, without which the player can feel lost. To aet to my point, there appears to be a rather unfortunate dichotomy here between computer games and other art forms. in other art forms the artist or artists work intimately together to create a consistent work. They can break rules together. In a computer game the programmers create the world and the player the action. There are two separate parties trying to write the same story. This may help to explain why Enter The Matrix broke the rules successfully, but failed to be an engaging computer game. It may also have something to do with how Shenmue could be quite compulsive but often felt on rails. | find myself wondering if a computer game can have an emotive plot and be fun to play without simply alternating between cut-scenes and action. Peter Westmacott The new issue of your magazine (E129) was an outstanding issue, and especially good, | feel, were the bold cover and the range of features. It was the report on Sega's new direction that has compelled me to write to you is it ethical for Edge to review games developed by Toshihiro Nagoshi and his team given that the aforementioned Saga producer has a regular column in the magazine? | hesitated to address the matter, because this question could easily be misinterpreted as an allegation against what the magazine stands for, but | have to admit the question has made me think. | am certain you must have also discussed this internally, but I would just like to know how Edge stands regarding this matter. David Teixeira Rest assured, Edge is nasty enough and arrogant enough to review every game objectively — regardless of its origin. We have plenty of friends in development, but we don't mnd upsetting them. Maybe I'm talking out of my hat here, or maybe l'm tighter than the average Edge reader, but | don't think that | have ever bought a game purely on tha off-chance that it might be better than | expected (Testscreen Intro, E130). | haven't won the pools, don't deal in drugs or gold nuggets, so I'll be damned before | stumble into my local games shop and press £40 into the sweaty palm of the be-acned counter staff without first making doubly sure that my prospective purchases are going to be worth my while. | suspect that the game collections of your readership are the result of an informed process, with information gleaned from your pages being the most valuable arbiter. And as for what we're buying during the drought months of the summer, there's a whole back catalogue of quality titles out there to choose from. Anyway, I'll get off my high horse now, except to say: £1,000« a year on games? Christ on a bike, are you all mad? Chris Ward | just thought i'd mention that it is not wise to feed hedgehogs bread and milk, contrary to convention, as it upsets ther digestion. A small bow! of dog food is recommended instead. A L Palmer Even lightning-fast biue-skinned hedgehogs? “= "SO, publishers, stop looking for short-term profit by | marketing every game with the same guns-and-breasts | advertisements and box art. Invest now for the future" "TUMOR DO 00 2 
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