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ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT 

n car bearing the mark of the prancing horse 

Iii invokes a special kind of passion among 

enthusiasts. In raw engineering terms, Ferrari 

automobiles may be works of art, but it's not 

simply what lies beneath the bonnet that inspires 

such fervour. It is something else, something at 

once intangible and yet supremely evocative. 

Evocative to the point of the bizarre, in fact. 

How else can the existence of Ferrari's burial 

plot be explained? This expanse of land, situated 

at the company's Maranello HQ, is where, having 

exhausted their use but not willing to sell them on 

or consign them to the scrapheap, enthusiasts may 

pay for cars - slabs of nuts, bolts and metal curves 

- to be ceremonially lowered into the ground. 

Owning a Ferrari is evidently a religious 

experience, and in the realms of desirability 

few things come close to owning this breed of 

car. Allying it with the must-have console of the 

moment therefore seems a wise manoeuvre. 

Discover how this marriage happened, and 

how it is progressing, on page 54. 

There are many more Playstation2 titles 

featured this month, including the first batch 

of finished efforts from Japan (see page 68) . Be 

assured that the Edge team cast as discerning 

an eye over these games as was the case with 

the first wave of titles that kicked off PlayStation 

mania six years ago. Remember, this isn't the 

place to come for fawning hyperbole. 

But excellence will continue to be championed, 

and in this regard the X-Box technology previewed 

on page 6 has accounted for this month's biggest 

noise. Partnered with NVidia, Microsoft clearly 

has a hot ticket on its hands. Now all it needs 

is the brand appeal of a Ferrari or a Sony .. 
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CMttiD& EdgP- fW . g~s ~Edge 'l;uttH •~ 1:age 
The latest news from the world of interactive entertainment 

cuttin ~~~ 

X-BOX BARES TEETH AS MICROSOFT CONFIRMS 2001 LAUNCH 
PC-derived technology is shown to developers and press as industry's biggest hitter prepares to tackle Sony's console dominance 

06 £DG£• 

Jay Allard (left), head of the project, used a mock-up device (main) containing a Legacy 3 motherboard, DVD drive, 
x86 CPU and a "beyond generation ten'' NVidia graphics chip during his presentation to Edge. It only crashed once 

r..:, icrosoft's X-Box will launch in the US in autumn 2001, 

LU.I Bill Gates has confirmed. As expected. he used his 

opening address at the Game Developers Conference in San 

Jose to officially unveil plans for the platform. which will be 

delivered strictly as a videogame console, not a set-top box 

or multimedia unit as had previously been speculated. 

''We want x-Box to be the platform of choice for the best 

and most creative game developers in the world," claimed 

the Microsoft chief. X-Box will be heralded by a $250m 

marketing campaign, which will surpass the hype of the 

massive launch of Windows '95. Pricing will be "competitive" 

compared to other consoles. A Euro release date is yet to be 

set by Microsoft, although documents suggesting a 

simultaneous worldwide launch have appeared. 



According to Allard, this prerendered sequence rerresents 
around 25 per cent of the final console's graphica power 

Many heavyweight publishers have already expressed 

support for the new platform, including EA, Konami, Namco, 

Acclaim, lnfogrames, Activision and Capcom. Kagemasa 

Kozuki , CEO of Konami, even went so far as to announce 

plans to organise an X-Box development team and bring titles 

for the platform to market before any other publisher. such 

support is unheard of for a western-developed games 

console, and will be crucial for the success of the unit. 

Microsoft has formed a new dedicated games division in a 

bid to further cement developer support. 

At the conference, technical demos on a prototype 

model were given, including a video showing prerendered 

graphics and examples of realtime physics. Edge was also 

given a presentation of the prototype and demos by X-Box 

platform manager Jay Allard, who stressed that there is no 

possibility of its "future generation" hardware turning into an 

unsatisfactory compromise between PC and console. X-Box 

will be sold strictly according to a console business model. At 

the heart of this plan will be a single product and a single 

brand, and the company insists that there are no plans for 

hardware upgrades beyond a modem that will be made 

available at launch. Microsoft points to its experience in 

videogame content and peripherals markets, drawing 

attention to the Directx API, in support of claims that X-Box 

will enable developers to create "better games, faster." 

Playstation2 times three 
Technical specifications offer what Microsoft claims amounts 

to "more than three times" the graphics performance of 

PlayStation2. By the time the device is launched, the 600MHz 

x86 CPU may seem dated in comparison to desktop PCs, but 

the custom-designed graphics chip, an NVidia unit that sits 

somewhere between its NV10 and NV15 generations, is set to 

deliver more than 300m polygons per second. 

X-Box incorporates a unified memory architecture, 

allowing developers to decide for themselves how much to 

allocate to video, Al, physics, etc, which it's hoped will 

NEWS 

Rumoured to be the work of Midway coders, this sequence was super slick. In fact, everything 
Microsoft had to show bore the mark of a company deadly serious about the console market 

'Why do I think it has a hard disk? Because X-Box 
uses Windows. Ask any PC developer. It's there 

because Windows cannot manage without it" 

alleviate problems encountered by developers limited to 4Mb 

of VRAM on PlayStation2 projects. The biggest departure from 

other new consoles is the inclusion of an 8Gb hard disk. It is 

intended that the operating system will be lightweight and 

unobtrusive, and Microsoft hopes that the hard drive will be 

used by developers to allow the creation of "organic" games. 

some Japanese developers have mooted using the drive as 

an extension of core memory, to store audio and visual 

information for use ingame - one particular codeshop firmly 

accustomed to the constraints of traditional console 

architecture was initially mystified, but eventually came to 

view it as raw memory for use on the fly, suggesting that it 

would be possible to allow the player to view a scene built 

using 50Mb of data from one direction and then sucking 

another 50Mb of scenery from the hard disk as the player 

panned around. Crucially, other developers look upon the 

hard drive's presence in a more cynical light. "Why do I think 

it's in there? Because X-Box uses Windows," one respected 

source, who wished to remain anonymous, told Edge. "Ask 

any PC developer. It's there because Windows cannot 

manage without it. Without it, it'll fall over." 

Regardless, the facility will be used in conjunction with 

broadband comms as a storage medium for new levels and 

characters, making it possible to deliver episodic games, 

X-Box tech specs 

CPU: 600MHz x86 

Graphics processor: 300MHz 

Total memory: 64Mb 

Memory bandwidth: 6.4Gb/sec 

Polygon performance: 300m/sec 

Pixel fill rate (up to two 

textures): 4.8 G/sec (anti-aliased) 

Maximum resolution: 1920X1080 

Storage medium: 4X DVD, 8Gb 

hard disk, 8Mb memory card 

Audio channels: 64 

Joypad ports: four 

Video out: multistandard, via 

region-specific adaptors 

Additional features: 3D audio 

support, MIDI DLS2 support, 

AC3 encoded game audio 
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This demo looks like a prerendered 
still when booted up. Then the magic 
begins: DVD footage is streamed on 
to the window, visible through blinds, 
and the desk toys can be played with. 
Shadows which dance over backdrop 
details such as the calendar when 
the plane model is manoeuvred are 
extraordinary, and texture memory 
used in the scene is massive 

◄ 08 £DG£
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These X-Box sequences exude an unusual 
quality, delivering a feel somewhat akin to 
Pixar sequences. The beauty in this demo 
clearly lies not only with the number of polys 
being crunched in real time, but their behaviour. 
X-Box's slice-it-any-way RAM architecture has 
the potential to revolutionise videogaming 
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A total of 1,024 mousetraps loaded with ping 
pong balls cover the floor of a barren lab. 
Throwing another ball into the mix kicks off 

~ ~ .. ~ .. 
a manic chain reaction which demonstrates 
extraordinary physics. Allard 'accidentally' 
allowed this demo to switch into full tilt mode, 
and the transformation speed was staggering 

~~ 

much like 1V serials, and download real-world information to 

be recreated in sports games and the like. One example cited 

by Allard is a Formula one game which could be enhanced 

by the use of real-world telemetry data, with 22 players 

taking the place of Schumacher and co on-screen. 

The X-Box hard disc will be divided into three 

segments, one of which will operate in much the same 

way as a jumbo memory card, for save-game data. A 

second segment will be used as a cache, which will 

enable quick-access data - such as race commentary 

in the aforementioned Formula one example - to be 

X marks the spot 
Microsoft will not be drawn on the final appearance of the 

product. (Ironically, the x-shaped box used for tech demos, 

specifically designed to look completely impractical as a 

piece of consumer hardware, was lusted over by analysts 

during one Microsoft presentation.) Microsoft is aware that 

controller design is integral to the gameplay experience but 

will not detail any plans for innovation. X-Box will not initially 

ship with a keyboard or mouse, though these may be made 

available as peripherals. This falls in line with the company's 

vision of multi-device convergence, with the PC continuing to 

Although the hard drive will be used to carry 
upgrades and enhancements, Allard dismisses 

the possibility of patches appearing for X-Box games 

copied from the host disc, which will allow faster, more 

relevant in-game access. The third section will be devoted 

to persistently available data, managed by a straightforward 

utility when the disk becomes full. 

Although the hard drive will be used to carry upgrades 

and enhancements, Allard dismisses the possibility of 

patches appearing for X-Box games. Patches chiefly exist, he 

argues, because of the limitless permutations of PC boxes 

out there; once developers begin working on a single-spec 

platform, software testing at development stage will become 

a comparatively straightforward process. 

It's too early to determine the type of quality control 

systems that will be in place when the console ships, and 

whether there will be software exclusivity arrangements -

Microsoft wants to canvas developers' opinions. "We are 

working with developers to finalise exactly how they will 

want the system to work and putting together something that 

will work for everybody," points out Allard. 

be part of Microsoft's plans for Internet access as well as 

certain genres of game that are not considered suitable for 

console videogaming. And despite offering broadband 

access, the X-Box will not have an Internet browser or email 

facilities. Instead, online gaming will be implemented through 

a simple interface, compared by Allard to an ATM. 

The timing of the announcement, coinciding with the 

launch of Sony's PS2, demonstrates Microsoft's marketing 

sawy Although it is still too early to judge its excursion into 

the waters of future generation gaming, it's certain that with 

strong support from leading thirdparties and excellent tech 

specs, x-box is shaping up to be a hugely desirable console. 

Asked whether or not the form2t's success will ultimately 

rest on the amount hard cash Microsoft will throw at it in an 

effort to make it work, Allard responds: "At the end of the day 

it's all about games. If developers work their magic on this 

platform I think it is going to do incredibly well. we are 

certainly giving them a great platform to start with." 

Demos in detail 

Edge was shown a selection of 

software running on a prototype 

X•Box system which, it was claimed, 

demonstrated approximately one 

tenth of the polygon-pushing power 

of the finished console. Appropriately, 

the unit crashed approximately 15 

minutes into the presentation (the 

previous evening Allard had blown a 

fuse while attempting to fire up the 

unit in his hotel room in London, and 

he was no longer risking operation of 

the green light which formed the focal 

point of the device), but teething 

problems aside, performance levels 

were impressive. 
The first demo came as a 

surprise, as it emulated the famous 

fireworks PS2 demo, albeit throwing 

multicoloured lighting and animation 

into the mix, just for the hell of it. A 

marble-effect floor texture offered 

clean reflection. Allard claimed that 

this piece of code had been crafted 

in three days by a student with no 

prior knowledge of Oirectx during a 

stay at the Microsoft campus. 

A further demo, which Allard 

claimed took all of one day to put 

together, depicted a square pool of 

water surrounded by textures made 

up of photography from the lobby of 

Microsoft's HQ. The backdrop could 

be panned around, QuickTime VR 
style, and the water manipulated to 

reveal realtime reflection and 

refraction effects. Panning the 

camera down to pool level, the 

realism in the scene became clear, 

as the photographic details played 

off the water surface. 
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HOW PLAYSTATION2 ROCKED JAPAN'S CAPITAL 
Most successful console launch in history creates scenes of hysteria as Sony's box goes live 

Eager gamers queued through the night. Some scrabbled for pieces of cardboard to sit on, while the better prepared had brought blankets, tables and 
chairs. The most enterprising group, however, brought along a television, generator and a PlayStation and PC Engine Duo-R with which to pass the time 

Playstation2 fever 

The Playstation2 launch brought 

with it the kind of behaviour not 

witnessed in Japan since the last 

instalment of mega RPG series 

Dragon Quest became available. 

On the night of March 3, one 

punter who learned that he would 

not be able to get hold of a console 

the following day launched himself 

from a roof in Akihabara in a 

desperate suicide bid. The hapless 

game freak failed and was taken to 

hospital with Injuries. 

on the same night, in the same 

district, a gang of thieves raided a 

game store in an attempt to bag 

their own batch of machines, but 

were arrested by police. Another 

incident involved a young boy 

being attacked on his way home to 

Tokyo·s Saitama district. TWO older 

males made off with his prized PS2. 

D n raw box-shifting terms, 

March 4 will go down in history 

as the most successful console launch 

in history. The arrival of PlayStation2 

created scenes of hysteria in Japan not 

witnessed since the launch of the 

super Famicom and, more recently, 

sega·s Saturn, with media crews 

circulating across Tokyo in helicopters 

to cover the event. 

Sony attempted to distribute 

PlayStation2 stocks evenly across the 

capital's main electric retail areas, yet 

some outlets were restricted to 150 

units, while others carried as many as 

1,000. Whatever the quantity, the piles 

of PS2 units rapidly disappeared like 

snow melting in the sunshine. 

Japanese gamers were prepared to 

queue through the night in order to get 

a slice of the action, and retailers 

assisted those unprepared for chilly 

conditions with heat patches 

Official figures from SCEI for the 

period March 4·6 indicated that 

480,000 units were sold via its own 

Internet service, and 620,000 through 

stores. The high number pushed via 

online sales gave more evidence of 

Sony's plans to move hardware and 

software distribution away from 

the traditional high-street model. 

Following launch, demand remained 

high, which was reflected on Yahoo!'s 

Japanese auction Web site. some 

fortunate enough to have nabbed PS2 

units made them available to online 

punters, with prices ranging from 

¥45,000 (£270) to ¥120,000 (£720). one 

entrepreneur offered ten consoles at a 

starting price of ¥400,000 (£2,400). 

Some of the Japanese videogame 

industry's biggest hitters made the trip 

to downtown Tokyo in order to witness 

the launch spectacle, including Ken 

Kutaragi, who came late at night with 

his own pocket camera, presumably to 

reassure himself that his next 

ambitious step was working. By dawn 

any fears were quashed and the SCEI 

president appeared at the countdown 

to launch in daylight in front of the 

◄ 10 £DG£
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Launch quantities varied widely across Tokyo, with some stores clearly offering more stock than others (main). 
The gravity of the event, which could be likened to the Super Famicom's launch, drew media interest (top right) 

giant TV screen outside Shibuya's JR 

station, going on to Akihabara where 

he held a small press conference in 

both Japanese and English. 

Teething problems 
As with any launch of this scale, 

however, not everything ran entirely 

smoothly, and several stores were 

faced with angry customers returning 

faulty units. At the Bic camera 

lkebukuro store, meanwhile, a faulty 

Playstation2 demo unit could be 

witnessed in action the day after 

launch, with road and trackside 

details flashing and disappearing in 

Ridge Racer V, and part of the game 

image appearing upside down. Playing 

Street Fighter EX3 on the machine 

resulted in missing polys. 

No problems have yet been 

encountered with Edge's base 

PlayStation2 hardware, although, after 

some weeks of regular use, a memory 

card has decided to unformat itself, 

reverting to its original, raw state. Like 

any manufacturer, Sony is replacing 

any goods found to be faulty. 

In DVD terms, the 'hidden bonus' 

gamers have discovered (see 'DVD in 

detail') has caused Sony to issue 

replacement driver discs. 

More news next month. 

NEWS 

DVD in detail 

One of Playstation2's most 

intriguing elements, its DVD movie 

playback ability, has been under 

immense scrutiny since the 

console made its Japanese debut. 

Crucially, using a simple joypad 

sequence upon powering up the 

unit, it's possible to circumnavigate 

region lockouts, allowing US 

Region 1 discs to be played (UK 

Region 2 discs clearly will not work 

since the Japanese unit cannot 

output a PAL signal). Sony has 

recently issued a new drivers CD 

which remedy this quirk, but 

many users are not 'upgrading'. 

In use, DVD quality is much 

better than what appeared to be 

the case at the March PlayStation 

Festival. The level of artefacts and 

pixeliation previously in evidence 

simply no longer exists. 

Fan noise can be obtrusive 

during quiet scenes, however, 

and Dolby Digital playback, While 

good, is not as expansive as on 

quality dedicated players. 

Using 'A Bug's Life' (the first 

direct digital transfer DVD movie) 

reveals a few glitches, including 

refusal to play widescreen mode, 

but us 'Blade' and 'The Matrix' 

play perfectly (bar DVD-ROM 

features, obviously). 

Following the Japanese debut, SCEE has revealed a selection of firstparty PS2 titles due in the 12 months following UK launch (clockwise from top left) : 
Drakan, Getaway, Spin: Sprint Car Racing, Formula One 2000, Wipeout Fusion, and Dropship, A rally game and a This Is Football update are also mooted 
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SEGA STEALS SHOW AS SONY LACKS LUSTRE IN TOKYO 
Spring's Tokyo Game Show proves underwhelming and under-attended, leaving few stars to come out and shine 

◄ 12 £DG£• 

In the absence of many new titles, Sony fell back on the likes of Fantavision 
(a game that was already on sale) and robot-driven actioner Armored Core 2 

l:"":I he Japanese videogame 

.. industry recession seemed 

responsible for one of the lowest 

turnouts at the Tokyo Game Show 

which kicked off at the end of March. 

Despite the release of PS2, the spring 

event saw few SCEI titles emerge, and 

thirdparty support lacked weight. The 

lean times saw some developers 

joining up and sharing booths, and the 

absence of recent casualties, hit by 

poor game sales, left a bitter taste. 

Afterthe Playstation2 Festival 

and the release of the PS2 in March, 

SCEI put in a weak showing 

considering the hefty size of the 

line-up it proffered when its new 

console was initially announced. 

Presumably the company is holding 

its wares for E3 in May Only DJ TV 

(formerly Be on Edge) made an impact, 

with titles such as Extermination, 

GT2000, Densen and Dark Cloud 

conspicuous by their absence. 

There was a handful of new tit les 

from thirdparties, however. Konami 

showed three: Red, ZOE and 

Walpurgis. ZOE, produced by Hideo 

Metal Gear Solid Kojima, was perhaps 

the most striking. An action adventure 

shoot 'em up featuring giant robots, 

the game is similar in style to sega 's 

Virtual On, although Kojima-san 

suggested that the game will offer a 

feel reminiscent of ocarina of Time. 

Its atmosphere is Gundam-esque, with 

children controlling gigantic robots. 

Koei, meanwhile, revealed the 

sequel to its Japanese fighting game 

Sangokumuso. Making use in part of 

the Kessen engine, Shin sangokumuso 

aims to more fully exploit PS2. The 



player moves freely in a limited area, 

while a map in the corner of the 

screen displays the player's and 

enemies· positions. The combatants 

exchange weapon blows and magical 

attacks while battle rages around 

them. generating an enormous 

number of enemies on-screen. 

NEWS 

Kadokawa, meanwhile, offered 

Orphen, an action game featuring 

Tomb Raider-style action. With traps 

galore and large boss characters 

reminiscent of those in N64 

castlevania, it may be one to watch, 

despite the developer's limited track 

record. From Software's Armored Core 

2 looked similar to Virtual On but with 

slower mechs and less dynamic 

action. The option of flight offers a little 

compensation, while audio manages 

AC-3 to great effect, and numerous 

combinations in robot customisation 

are offered. But although Armored 

core 2·s stages are quite well 

designed, Virtual on retains its 

Attendance was down from last autumn's event, with 131 ,708 attendees - a drop of 32,158. Namco's endeavours in 
entertaining those who did make it came largely in the form of banks upon banks of Tekken Tog Tournament pods 

lead, with superior balance of 

gameplay and stage design. 

Sega stands alone 
With Sony sidelined, sega came armed 

to gain ground in the console battle, 

offering a diverse line-up. Its biggest 

canon was Jet set Radio (see p40) -

without a doubt the game of the show. 

easily outshining many PS2 titles in 

gameplay and technology terms. 

Many expected better Dreamcast 

support from Konami and Namco. The 

latter's Mr Driller was an appealing 

puzzler with 2D graphics, but a soul 

Calibur 2 would have been a greater 

crowd-puller for Sega. 

sega further demonstrated 

Dreamcast's Internet capabilities with 

the reinforcement of online titles and 

services. while capcom showed off 

Power Stone 2 and Marvel vs capcom 

2 in online play configuration, the 

While Sony wilted, Sega grabbed the opportunity by the horns, showing 
its commitment to online gaming, and the show's killer title, Jet Set Radio 

former allowing visitors to play against 

Capcom staff over in Osaka. 

Sega went into battle against 

Konami in the field of motion-sensor 

technology. The latter revealed a 

small. stick-shaped extension for the 

PlayStation. with which players control 

an orchestra. sega's samba de Amigo 

(see pS0), meanwhile, succeeded in 

delivering a more convincing sensation. 

Battle of the RPGs? 
Many expected a TGS clash between 

Dragon Quest VII and Final Fantasy 

IX but it simply didn't happen, with the 

release date of Enix's game still 

shrouded in mystery. (Had the title 

been released at the end of '99, 

analysts predicted, it would have 

moved five million units; a figure of 

three million is now being mooted.) 

Square merely displayed a rolling 

video of its game, which will hit 

Japanese stores in July. 

Other RPGS that did make an 

appearance included DC titles Eternal 

Arcadia (Sega) and Grandia II (Game 

Arts). A handful of online RPGs were 

Sega showed DC peripherals in 
the form of a VMS MP3 player, 
mobile phone connector, and 
Dreameye digital camera unit 
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NEWS 

Eternal Arcadia was afforded one of the event's most lavish stands (left), and 
SNK's Cool Cao/ Toon one of the funkiest (top left). RPG Grandia II (above) 

on show, too, Sega's Phantasy Star 

Online (see p46) looking the most 

advanced. Hudson's Rune Jade 

competed with Kadokawa's Record of 

LOdoss war in the Diab/a-alike 

category, but Phantasy Star's more 

original gameplay, clearly aimed at 

traditional console users, proved a 

bigger draw to Japanese onlookers. 

Online is the key 
Just about every exhibitor brought 

along its own take on online activity. 

Sega focused its titles and services 

(via ISAO) around Dreamcast. The 

company also unveiled its mobile 

phone connection kit, in addition to 

its Ethernet and ISDN upgrades. 

sega.com, meanwhile, used 1osix to 

demonstrate the Heat.net service. 

In the light of the PS2's successful launch, it may have seemed odd to 
some that only 65 publishers turned up at the Tokyo event. But some 

Japanese pundits maintain that the 'golden age' of videogaming has passed 

◄ 14 £DG£
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As well as Capcom's showing of 

Power Stone 2's online play options, 

the company reinforced its mobile 

phone melody dispenser services. 

(Yes, only in Japan.) 

Bandai focused all its resources 

on its wonderswan, showing the 

wonder Gate add-on - a connection kit 

for mobile phones. The company plans 

to make a robot remote control kit 

available to Japanese consumers soon. 

Another planned kit will enable 

infrared communication between 

wonderswan and PS2, and it will be 

intriguing to see how developers make 

use of the faci lity (if, indeed many pick 

up on it at all - Bandai's handheld is 

still a minor-league system compared 

to Nintendo's all-pervasive Game Boy). 

scaling down 
In the light of the PS2's successful 

launch, it may have seemed odd to 

some that only 65 publishers turned 

up at the Tokyo event. But some 

Japanese pundits maintain that the 

'golden age' of videogaming has 

passed, citing sales of Ridge Racer Vas 

evidence. At 350,000 units to date, the 

game has not leapt from the shelves 

as Namco might have expected. Other 

PS2 titles are obviously selling in lower 

numbers, and Dreamcast sales do not 

offer any brighter figures. 

Sony's machine does have a new 

focus in DVD movies, however. Japan 



has seen a fivefold increase in movie 

sales in DVD guise, and 'The Matrix' -

routinely referred to as the format's 

killer app - has ridden the wave by 

being released in three editions. 

Unfulfilled expectations 
It was clear that, without a number 

of large-scale PS2 titles from CEI, the 

spring TGS was not going to fulfil 

expectations, yet sega managed a 

resoundingly strong showing. The 

fact that the event fell between the 

Playstation Festival and E3 had an 

effect, and SCEI must certainly be 

preparing a few major cards to play 

at the Los Angeles expo. 

Sega's showing should not be 

discounted, but the company must 

now maintain momentum in Japan. A 

Microsoft X-Box presentation at a hotel 

near the Tokyo Game Show would no 

doubt have served to remind Sega that 

it's not just Sony whose moves it must 

counter, and with Dolphin expected to 

be revealed at Space world 2000 in 

August, there's a certain other 

company to consider, too. 

NEWS 

Sega shouted its online strategies very loudly, and Japanese gamers lapped it 
up. But innovation was on hand elsewhere, too, with the company demonstrating 
its clever Samba de Amigo controller (see pSO), and others getting sporty (left) 

Some TGS offerings, clockwise from top left: Konami's ZOE (PS2), SNK's 
Cool Cool Toon (DC), From's Armored Core 2 (PS2), Sega's Rent A Hero 
No.1 (DC), Koei's Shin Sangokumuso (PS2), Realvision's Zusar Vasar (DC) 

JES Awards 

March 30 saw the Japan 

Entertainment Software Awards 

take place in Ginza. The results 

for 1999 were as follows: 

overall winner: Dokodemo lssho 

(PS, SCEI) 

Game design: Dokodemo lssho 

Programming: Soul Calibur 

(Namco, DC) 

Graphics: Legend of Mana 

(Squaresoft, PS) 

Movie: Final Fantasy VIII 

(SquareSoft, PS) 

Character: Dokodemo lssho 

Scenario: Valkyrie Profile (Enix, PS) 

Sound: Dance Dance Revolution 

(Konami, PS) 

New wave: seaman (Sega, DC) 

Foreign title: Age of Empires II 

(Microsoft, PC) 
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GAME INDUSTRY RAGES AT DISPATCHES VIDEO NASTIES 
ELSPA lodges complaint at Channel 4 show's "biased, irresponsible" claims about videogames 

D he 'Dispatches· programme 'Video Nasties·. which 

set out to prove a link between violent videogames 

and aggressive behaviour in ch ildren, has been heavily 

criticised by media pundits and leading psychologists. The 

Channel 4 show broadcast on March 23 has also been 

denounced by ELSPA director general Roger Bennett 

as "unfair, biased, and extremely irresponsible." 

Subject to several viewer complaints, the programme 

came under fire from Channel 4's own 'Right to Reply' in 

which leading psychologist Guy Cumberbatch said he was 

astounded that the programme failed to consider any 

hypothesis other than videogames make people violent. 

Though 'Dispatches· maintains that a balanced approach 

was adopted, ELSPA is angry that consultation was declined 

and has lodged a formal complaint with Channel 4 and the 

ITC. "There are many well-known and well-researched studies 

which examine the subject of computer games and potential 

links to violent behaviour, all of which conclude that there is 

no evidence that such links exist," added Bennett. 

The programme was broadcast in the same month 

that a us congressional committee looked into the issues 

surrounding the Paducak High School shootings in 1997, in 

which 14-year-old Michael Carneal killed three pupils and 

injured five others. The victims· parents are attempting to 

sue organisations including Sega, Sony, Nintendo, the makers 

of 'The Basketball Diaries' and two Internet porn sites. 

'Dispatches· presented news footage of the aftermath of 

the school tragedy juxtaposed with images of children 

playing Doom, which prompted criticism from media studies 

expert Dr Martin Barker of Sussex University. 'The film 

sequences were designed to create panic among parents," 

he claimed. In one notable sequence, presenter Joe Layburn 

was seen emphasising shoot ·em ups and fighting games 

by feebly miming actions to camera. Barker claimed this 

represented "tabloid TV at its very worst," calling the program 

Footage of children in arcades was a 'Dispatches' fave. 
The Carmageddon series (right) was also cited as a threat 

'Dispatches' presented news footage of the aftermath of 
Paducak school shooting alongside images of children 
playing Doom: "designed to create panic" says one expert 

"fatuous and unscientific." He also claimed that the makers 

did not demonstrate an understanding of the way in which 

people view and experience the stimuli in question. 

The program also presented a view that videogames 

can instruct people in the use of firearms. Ex-military training 

officer Lt Colonel David Grossman provided anecdotal 

evidence for the programme. Referring to Carneal, Grossman 

said: "Eight shots on eight different kids. Five of them were 

head shots, the other three were in the torso. He just put one 

bullet in every target that popped up on his screen. ~ 

What's he doing? He's playing a stinking videogame." LS 

Joe Layburn demonstrated 
some of his own fighting skills 

Games in the dock 

Videogames under scrutiny 
as part of a lawsuit said to 
be worth $130m (£82): 

carmageddon 
Mortal Kombat 
Doom 
Quake 
Grand Theft Auto 
DukeNukem 

Before and after: without reference to any research, 'Dispatches' claimed that games such as Crazy Taxi 
and Grand Theft Auto encouraged children on a Cardiff housing estate to steal and firebomb these vehicles 
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PRESCREEN 
EDGE PREMIERES INTERACTIVE ENTERTAINMENT'S FRESHEST FACES 

In for a dollar, in for a paradigm 
So many alternative realities, but where is the progress? 

.--:a rom Aristotle through to Hollywood film 

.. makers, it has been maintained that 
there are only eight possible stories to 
be told . And a similar theory would seem to 
hold true with in the videogame world - albeit 
on a slightly grander scale. Count them yourself: 
RPG, shoot 'em up, beat 'em up, racing, sports, 
platform, puzzle, FPS, wargame, and any other 
title touched by Peter Molyneux. 

Will the next generation of videogames 
advance through incremental steps or should 
players prepare themselves for a paradigm shift? 
The move from 2D to 3D presentation was an 
obvious one, but how many games have managed 
to take full advantage of this technological and 
conceptual leap? Before they begin crafting levels 
and characters for yet another leap into the 
future, some developers might want to first 
focus on engineering a game camera which 
spends less time pointing at the ground. 

Recent peeks at developers' forthcoming 
works indicate that a seismic rift in the 
videogame space-time continuum is not about 
to occur Hresvelgr neatly attempts to update 
the Wipeout formula by providing wide expanses 
of landscape to cruise over - although the 

inclusion of checkpoints significantly narrows 
the focus. Phantasy star Online, meanwhile, 
promises cooperative play in a captivating 
world - yet the fact that four players are 
required to operate four independent switches 
to open up new areas is hardly pushing on line 
technology to its limits. 

Realism may be the key. Shenmue excels 
by offering a day-to-day alternate world which, 
through attention to detail and a high level of 
interaction with the environment, engrosses the 
player But does the push towards creating 
another version of accepted reality indicate 
progress? Yes, immersion in a videogame can 
liberate players from conventional modes of 
behaviour and moral constraints - so long as it 
remains a means of escape, not a reminder of 
when to put the bins out 

Having overtaken the film industry in terms of 
profitability, the videogame market continues to 
fail in challenging conceptual boundaries. Football 
and racing games are never out of the charts. 

But there must be fresh ideas out there 
forming in the minds of visionaries. Will it be 
the old-school heroes of cod ing who 
bring them to fruition? 

While Hresvelgr and Phantasy Star Online offer novel twists on old genres, Shenmue explores 
the oldest theme of all: reproducing reality. (How well will it sell to the mainstream, though?) 

Jet Set Radio super Runabout Ferrari 360 Challenge SPIN: Sprint car Racing 

(DC) Sega (DC) Climax (PS2) Acclaim (PS2) SCEE 

No, it won't really cause Realtime damage, frantic, Already an accomplished A popular sport in the us, 
a nationwide graffiti reckless driving and slick racer even at this early the dangerous, high-speed 
breakout, but sega·s title visuals make this 128bit stage, if this succeeds in world of sprint car racing 
has the potential to inspire update of a likeable capturing the Ferrari is headed towards 
the gaming community in concept a potential must- magic it will send ripples PlayStation2. Full damage 
more subtle ways. have DC title this year. across the racing scene. dynamics are promised. 

PRE SCREEN 
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PRE SCR EE N 

PRESCREEN ALPHAS 
THE GOLDENEYE TEAM FINALLY UNVEILS ITS GO-IT-ALONE PROJECT AS PS2 TITLES DOMINATE THE HOT PICKS 

TIME SPLINTERS 

Brought to you by five of the GoldenEye team (and everyone else they've recruited since leaving Rare last year), this 

firstperson arcade actioner takes its original inspiration from s-movies and is aiming for a fourth quarter release. The 

oneplayer mode is typically progressive in nature but is also used as a way of unlocking multi player options and 

extra characters. some 20 of these should be included, ranging from a marine to a 1930s adventurer or a 1970s cop 

- the whole Time Splinters world is one massive, silly juxtaposition which also strives to revive the spirit of Doom, 

allowing you the satisfaction of pitting your firepower against a large group of opponents rather than two or three. 

FORMAT: PLAYSTATIONl DEVELOPER: FREE RADICAL DESIGN 



WORLD SPORTS CARS 

PRE SCREEN 

FORMAT: PC DEVELOPER: WEST RACING 

Astonishingly, world Sports cars is the work of just two individuals - one coder, one artist - based in 

Woking. Having previously produced the likeable Street Racer for the SNES (their last project, a rally game, 

was cancelled), brothers Chris and Tony west have bounced back with an exciting racing sim bound to 

engulf serious racing players. Everything that happens at a race weekend - from unloading the car from 

the trailer to driving into the pits and lining up on the grid - is left to the player's discretion. Physics are 

expected to match that of Grand Prix Legends, arguably the most realistic of racers, and pit stops allow 

players to perform any desired task - from attaching the fuel hose to wiping the windscreen clean. 

Importantly, realtime damage also features. The licensed cars are modelled inside and out and are panel 

based, meaning anything that opens up on the real-life equivalent also functions in the polygonal version, 

allowing for some strong damage effects as well as further enhancing wsc·s massive gameplay potential. 
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PRE SCREEN 

Z.O.E. 
Konami's dream team of Hideo Kojima (producer), Shinkawa Yoji (character 

design) and Noriaki Okamura (writer) have joined forces to develop this 

Gundam-inspired 3D shooter. Children pilot the mech warriors in battle 

scenes reminiscent of Virtual On. However, Kojima-San has announced that 

RPG elements will play a major part and that many of the concepts will be 

closer to Legend of Zelda: ocarina of Time. The mixture of all-out action 

blasting and RPG exploration might just be the title's defining quality. 

With a solid team of this calibre, the game is definitely one to follow. 

tt&UNPLAY t STYLE AND AH IT SOUNDTRACK",.,,., 

FO RMAT: PLAYSTATION2 DEVELOPER: KONAMI 

ttA HU&El Y SATISFY I N6 AND IMMENSELY COOL THR I LLER"TII, llMES 

FOREST WHITAKER 

A FILM 'y JIM JARMVS<.H 
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WIPEOUT FUSION 

PRE SCREEN 

FORMAT: PLAYSTATION2 DEVELOPER : SCEE (STUDIO LIVERPOO L) 

as the console of choice for the clubbing generation are back. Set in 21 SOAD 

and featuring the new Wipeout F9000 league, vehicles in this sequel boast 48 

parameters to define handling as opposed to just seven in the original, as well 

as true anti-gravity manoeuvrability. Another interesting development is the 

promise that sections of track will be freeform and interactive in nature. With 

the addition of new tracks, ships, weapons and game modes, Fusion also 

promises to be more accessible than previous instalments in the series. 

£DG£
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PRE SCREEN 

HRESVELGR 
A Wipeout for the next generation? 

Taking place over landscapes rather 

than tracks, Hresvetgr promises 

many unusual gameplay innovations. 

Energy is the player's lifeblood -

should this run dry then your craft 

plummets; checkpoints are available, 

where refuelling is possible. 

Cunningly, though, your ship's 

altitude affects just how much 

energy is absorbed, and it also 

significantly affects speed and 

handling - flying low to the ground 

and flying through crumbling 

buildings will no doubt provide 

heart-stopping moments. For added 

drama, certain unexpected random 

events can be triggered, such as 

rocks falling in your path. With 

pits, weapons, shields and team 

tactics to contend with, Hresvetgr 

could be an interesting racer. 

FORMAT: PLAYSTATION2 DEVELOPER : GUST 
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THE GETAWAY 

PRE SCREEN 

FORMAT: PLAYSTATION2 DEVELOPER : SCEE (STUDIO SOHO ) 

Studio Soho has painstakingly recreated 

70 square kilometres of London to offer 

players the opportunity to immerse 

themselves in the seedy underworld of vice 

and corruption. In The Getaway it will be 

possible to explore this 3D world either on 

foot or in a stolen car. Over so cars will be 

available, based on real-life models, and 

characters in the game will be derived from 

the likenesses of real actors in order to 

convey a gritty sense of realism. But wi:h 

players able to perform stunts like two­

wheel races down back alleys, the gameplay 

s likely to be a shade on the arcade side. A 

·udimentary plot involving the kidnapping of 

the lead character's son introduces the 

action, with the player taking on the most 

'eared man in organised crime to free ris 

kidnapped son. Although the 3D visuals 

and dubious morality of the game will no 

doubt outrage Middle England, if the 

ingame action matches the quality of 

the rendered screenshots shown here, 

this title should be one to watch. 



FORMULA ONE 2000 
Although the market is flooded with Formula One games, each vainly hoping 

to bring something new to the genre, Studio Liverpool's title is the first to 

appear on Playstation2. The incorporation of all the tracks, teams and drivers 

of the real thing is almost to be expected. However, a customisable replay 

feature and the ability to store rankings to memory card will not appear 

especially groundbreaking to genre watchers, so hopefully the spatial 

stereo audio and improved graphics will set this apart from its peers. 

FO RMAT: PLAYSTATION2 DEV ELOP ER : SCEE {STUDIO LIVERPOO L) 
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COOL COOL TOON FORMAT: DREAMCAST DEVELOPER: SNK 

Puzzle games seem to be at the forefront of Dreamcast's present online 

onslaught, and after the success of Chu Chu Rocket comes this vibrant 

title from SNK, due out in Japan in July. Gameplay consists of frantically 

matching the cursor with coloured command balls, then pressing the 

corresponding button. Credits won can be used in the online shop to 

customise the game with extra costumes and options. Interestingly, the 

Neo Geo Pocket version is required to open up hidden bonus levels. 

PRE SCR EEN 

SHIN SANGOKUMUSO 

Though viewed from directly 

behind the main character, Shin 

sangokumuso seems to have 

leanings closer to an arcade style of 

fighting than Koei's other PS2 title, 

Kessen. A meter indicates how many 

enemies have been killed by the 
player, while another gauge shows 

the morale of his troops. Intelligent 

management of weapons and forces 

are necessary to overcome the 

opposition which can range in 

complexity from footsoldiers to 

heavy cavalry. Tactics will still play a 

major part - rallying the troops and 

bolstering the areas of greatest 

weakness are merely two of the 

strategies which can be employed. 



DROPSHIP 
Attempting to combine air-to-air and air-to-ground combat elements with realtime strategy, Oropship 

hopes to immerse the player into an epic war, the course of which being altered by his or her actions. 

You'll assume the role of a rookie pilot expected to deliver troops and artillery to strategic positions 

and then interact with them in the ensuing battles. Although consoles are not the natural home of 

realtime strategy games, Studio Camden's attempt to sabotage established formulae should be praised 

and will hopefully make this title play up to the more laidback approach of most console gamers. 

DRAKAN 

From what Edge has seen, the Playstation2 successor to PC title Orakan has little to commend it apart 

from the fact that the original has not yet graced any console. Adding a flying dragon to the thirdperson 

adventure genre popularised by Lara Croft, this sequel will offer more of the same, blending aerial and 

terrestrial action as the heroine Rynn is assisted by the dragon, Arokh, with whom she shares a soul. The 

introduction of a non-linear storyline and a trading system that allows abilities to be increased may set it 

apart from similar titles but on current form the game looks like it certainly will not win awards for visuals. 
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FORMAT: PLAYSTATION2 DEVELOPER: SCEE (STUDIO CAMDEN ) 

FORMAT: PLAYSTATION2 DEVELOPER: SURREAL DEVELOPMENT 



ZUSAR-VASAR 

PRE SCREEN 

FORM AT: DREAMCAST DEVELOPER : REALVISION 

and a car) have a mechanical aspect and are drawn by robot animals. 

Anyone s:ill unmoved by such surreal leanings might be more impressed 

by having the ability to race over air, sea and land. The robot animals 

will come in three categories and can be upgraded to produce 18 

different models. Three race modes are available, including Battle and 

campaign. In the former, Chars can be upgraded with superweapons 

such as lasers and missiles, v1hile the latter allows players to compete 

over all 21 courses. A twoplayer option will also be included. 



PR ESCREEN 

RUNE JADE 

As with Phantasy Star Online (see p46), Rune Jade can be played both as a single player experience 

or with teams via online connectivity Traditional in approach, Hudson's title offers standard 

character classes and the ability to assign points to different skills when ascending levels. Magic 

is performed by collecting cards, and stronger spells can be mustered through bringing them 

together. Dungeons are generated randomly, which theoretically extends durability, while The 

Jade Runes of the title refer to gems containing possessed souls. Freeing them might be 

beneficial or disastrous. Though online aspects are still uncertain, it would seem that some 

dungeons and areas can be accessed only through cooperation with other participants. 

NAPPLE TALE 

FORMAT: DREAMCAST DEVELOPER : HUD SONSOFT 

FORMAT: DREAMCAST DEVELOPER: SEGA 

The team responsible for this 2D action platformer with RPG elements is mainly composed of women, 

although Edge is reluctant to comment on the consequences of this for fear of further irritating its male 

readership (see Viewpoint). With a female protagonist and a plot revolving around a break between a 

dreamworld and reality, the game may look 3D but it retains a firm 2D play mechanic, making it 

reminiscent of the likes of Pandemonium, although Sega would no doubt cite Clockwork Knight as 

inspiration. Napple Tale's most interesting aspect is the ability to edit a helper character with the 

◄ 30 £DG£• 



Gaming Zone 
www.10110.m:m.co.uk 

Cl2000 Microsoft Corporation. All rights reserved. Microsoft. MSN and Where do you want to go today? are 
either registered trademark or trademarks of Microsoft Corp. in the US and/or other countries. Other products 
and company names mentioned herein may be trademarks of their respective owners. 

Microsoft· 
Where do you want to go today?• 



PRE SCREEN 

OCARINA OF TIME: MUJURA1 S MASK 
Shigeru Miyamoto's most recent 64bit masterpiece was a long time coming. Will 

Mujura's Mask offer anything more than a mere tasty snack before Dolphin Zelda? 

Collecting masks was a whimsical side quest in Legend of Zelda: Ocarina af Time. Following the enthusiasm expressed by fans, finding masks is 
now an integral part of the game, enabling Link to develop special powers. Many ingeneous puzzles will revolve around these transformations 

Format: N64 

Publisher: Nintendo 

Developer: In-house 

Release: April (Japan) 

Origin: Japan 
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D egend of Zelda: ocarina of Time has 
an arguably unfinished feel to it. It's 

irre futable that the time-travel motif was a pa le 
shadow of Zelda //I's outstanding parallel worlds 

theme. It"s not that the idea in itself was poor. 
more that it was under used. With Mujura's 
Mask, Nintendo introduces a rather less 
ambitious - but still promising - key theme. 

Nintendo is, as ever, jealously guarding 
the big secrets. What is certain, though, is 
that Mujura's Mask takes place in another 
dimension, rather than the traditional 
Hyrule/Sacred Realm setting. As Link arrives at 
the start of the game, he discovers that the 
world's moon is due to crash into the planet, 
and he has three days to sort out the problem. 



New and interesting characters are introduced at various points in 
the game - which both help and hinder Link on his adventures 

As with Ocarina of Time, Link can collect 
and wear special masks. This time, however, 
they have a more profound effect If Link wears 
a Goran mask, he becomes a Garon, acquiring 
the indigenous abilities and characteristics of 
that species. Similarly, a Zora mask will imbue 

PRE SCREEN 

Z-lock makes a welcome return in Mujura's Mask, but Link will also be 
able to use many more different weapons as he tackles his quest 

time. As a Zora, he plays a guitar; as a Garon, 
he bangs a set of drums; as a Deku Scrub, a 
collection of horns ... Mujura's Mask is certain 
to be packed with such asides and sub-games. 

Many traditional Zelda elements have 
remained and indeed been improved upon 
in Mujura's Mask as the ocarina of Time 
development team has remained much the 
same. The addition of a new display icon in 
screenshots is believed to represent a time 
gauge, but whether Link can skip between days 
has yet to be confirmed - but such extended 
freedom is not a feature too outlandish 
to expect of the Zelda team. 

Link is no longer restricted to piping out themes on an ocarina; he can 
now use a variety of instruments, depending on hi s form at any one time 

the hero with additional water-faring abilities, 
and a new appearance. The potential this 
presents for engaging puzzles is considerable -
an area in which Nintendo is near peerless. 

Another Ocarina of Time feature 
reintroduced and reworked for Mujura's Mask 
is the playing of musical instruments. Link is 
no longer restricted to piping out themes 
on an ocarina; he can now use a variety of 
instruments, depending on his form at any one 

As in the first N64 Zelda 
adventure, expect a host 
of extra mini challenges 
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TOKYO HIGHWAY BATTLE 2 
After a disastrous first attempt, Genki returns to the Dreamcast driving scene with 

a much -improved vehicle for displaying the joyriding excesses of Japanese youth 

Despite the lack of official licences, Highway Battle 2 will still not 
include damage to cars. A spirit point gauge will be used instead 

Format: Drea mcast 

Publisher: Genki 

Developer: In-house 

Release: Ju ne (Japan) 

Origin : Japan 
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li:I riving along stretches of freeway at 
1:1 night with little to do except avoid 
sleeping at the wheel is hardly rich material for 
a videogame. In Tokyo Highway Battle (reviewed 
E75), apart from the occasional tussle with an 
opponent or scrape along a crash barrier, it 
took the realism of motorway sims to new 
heights by delivering one of the dullest drives 
in videogaming history. 

Now refreshed and eager to please, Genki 

Genki has adopted the 'shiny' aesthetic already common in next-generation 
racing titles. Other road users, including trucks (above), look particularly solid 

returns with what is already looking like a 
much improved product. Early footage 
indicates that the graphical finnese has been 
enhanced by extra, subtle lighting effects. 

The game takes place solely at night, 
which has clearly allowed Genki's coders to 
concentrate on the contrast between the 
dark skies and the luminosity of street and 
headlights. Reflections play effectively off 
windscreens, while beams trace beautifu lly 
in the dark after sharp turning. 

The first Highway Battle fell between 
two stools, offering neither the race-by-race 
thrills of a Gran Turismo nor the open-ended 
freedom of titles such as Midtown Madness 
or Driver. A 30km-round circuit with only three 
possible detours hardly reflected Tokyo's 
internal freeway network. With over 180km 
of highway stretching from the north 

of the city to the south Tokyo Bay and 
numerous junctions (Genki has even had 
to include an onscreen navigation device), 



Great thought has gone into the lighting effects. Blurred streetlights add 
to the sense of speed while tracing is evident when swerving sharply 

Highway Battle 2 appears to offer the variability 
that was sadly lacking from the original. 

car physics have also been overhauled. 
Rather than limited single-axis turning, the 
developer promises a more dynamic, realistic 
drive with responsive handling. Though 29 car 
models were previously available, most of 
them felt sluggish and heavy. In all, 60 are 
now on offer and with the option of upgrading 
with 120 individual car parts, longevity should 
be improved. To avoid licensing difficulties 
and hefty payments for construction. Genki 
has chosen to closely model vehicles on their 
real counterparts. Enthusiasts will recognise 
their favourites instantly, though more 

The on-screen map is essential for 
navigation around Tokyo's highways 
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The buildings lighting up the Tokyo skyline are particularly impressive. An 
authentic representation of the highway sign system also adds to the realism 

casual gamers might be deterred by the 
lack of authenticity. 

No doubt Genki had a genuine desire to 
provide the racing thrills of driving showroom­
ready cars against the reckless youth of 
Japan. In the original Highway Battle, 141 

combatants were prepared to race against 
you. It was noticeable, however, that they 
merely responded like slightly quicker street 
vehicles. Boasting individual characteristics 
and racing styles (Edge has heard this one 
before). 300 opponents are now awaiting 
players' fierce overtaking manoeuvres. 

There are six play modes to sustain 
enjoyment. Quest mode is the main part of 
the game where your goal is to become 
master of the road by defeating your 
adversaries in duels. The Quick mode 
operates like an arcade-style racer - both 
player and opponent have a spirit point 
gauge These life gauges decrease depending 
on how you perform - hit an oncoming car 
and you'll lose a large chunk. Interestingly, 
a battle naming system has been incorporated 
Driving style is monitored taking into account 
such factors as average speed, overtaking 
tactics. skids and scrapes; from this data the 
game will give you a personal nickname. 

Limited Internet options are also available. 
It will be possible to go to Genki's home page 
using the network option and share your best 
times. O:her players' records can also be 
downloaded to appear in the game. These then 
act as an incentive to improve your own times. 
Though attempted numerous times before, the 
opportunity of grinding a luxury vehicle through 
Tokyo's hectic traffic has never quite been 

realised. By learning from its mistakes, ~ 
Genk1 1s in a fair position to make amends. L-'=:i 

All famous Japanese GT 
vehicles are included, 
in 'disguised' form. 
With upgrades 
involving 120 parts, 
you can construct your 
own motorway beast 
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ELDORADO GATE 
To many people RPGs are merely medieval soap operas. Now Capcom 

appears set to reinforce this view with an episodic swords 'n' sorcery title 

The usual mixture of spells and combat are included. However, Capcom is 
to stay away from the random battles famously employed by SquareSoft 

With an episodic bent, 
the opportunity to 
develop characters 
over a long period will 
be the key to Eldorado 
Gate's success 

Format: Drea mcast 

Publisher: Ca pcom 

Developer: In -house 

Release: Au gust (Japan) 

Origin: Japan 
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r.11 lthough it is not immediately 
Iii apparent, Eldorado Gate might just be 
one of the most innovative games featured 
within this issue of Edge. An RPG, resolutely 
16bit in appearance - if appreciably hi-res 
and colourfu l - it has distinctive character 
designs by former Final Fantasy artist 
Amano Ten no. This intriguing Capcom venture 
is no stroke of technological genius. On a 
conceptual level, however, it is an early 
realisation of a future form of videogaming, 
an alternative means of prescribing 
entertainment to the paying punter. 

This summer, Capcom will begin to release 
the first seven chapters of Eldorado Gate. Sold 
individually and chronologically, they are due to 

appear once every two months, and retai l at a 
modest ¥2,800 (£17). Thereafter, another two 
episodes - again, consisting of seven individual 
chapters - will be released, with the series due 
to reach its conclusion in 2004. 

In terms of play mechanics, Eldorado 
Gate can best be described as comfortably 
familiar - it is an action RPG at heart. (Its 
developers are, Edge understands, no great 

fans of the indeterminably random and time­
consuming battle sequences so beloved of 
Square and its ilk) Each chapter takes 
approximately a day to complete. 

Interestingly, a player's performance in one 
bi-monthly release can affect the direction of 
subsequent episodes. The onus seems to lies 
on completist dedication. But for financial and 
design reasons alike, such dedication is not 
mandatory. Okamoto-San, the visionary behind 
Eldorado Gate, has already completed the 
scripts for the first six chapters. 

The seventh, final part of the first episode 
will only be written after he has viewed player 
feedback. This is ·not just a case of an author 
hedging his bets, but also a demonstration of 
scripting on the fly, another emerging aspect 
of interactive entertainment. 

As an added bonus - and, no doubt, a move 
to appease sega's fierce desire to offer online 
functionality - players will be able to download 
new weapons via the Internet. 

Don't expect to see Eldorado Gate make 
it to UK shores in its episodic, bi-monthly form 
(if at all). As forward thinking as the premise 
behind it may be, the western marketing and 
retail machine is simply not up to the task of 
introducing it to a wide, multilingual audience at 
this fast a pace. Indeed, it has yet to be proven 
that it can succeed in Japan, a nation significantly 
well disposed towards RPGs and, for that matter, 
invention. Observing EG's fortunes 
following launch will prove interesting. 

Is this the most epic 
RPG to date? Put 2004 
as a date in your diary 
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STAR WARS RACER 
Relax, Jar Jar Binks is nowhere to be seen. Instead, Sega is focusing on the 

most exhilarating element of 'Ep isode One' in order to build its latest coin-op 

This twisty-turny section forces you to ease off the throttle of what amounts 
to a seat mounted between a pair of stupidly overpowered rocket engines 

The game is powered 
by a Hikari board, 
offering ramped-up 
Naomi technology 

Format: Coin -op 

Publi sher: Sega 

Developer: AM R&D#S 

Release : summer 

Origin: Japan 

lr.l spring 2000 release date has been 
l&I penci lled in by LucasArts for its Dreamcast 
conversion of Star wars.· Episode I Racer. 
Meanwhile the arcade version of the franchise 
has been getting an early airing, though the team 
behind sega Rally 2 isn't working on a straight 
translation of the title. sega's take offers players 
the opportunity to climb into fourplayer 
cabinets shaped in a manner reminiscent of 
Anakin's pod, for a more immersive experience 
than console owners wi ll be accustomed to. 

Four tracks that are thematically simi lar to 
those of the N64 game are being refined and 
reworked for the arcade, wi th richer graphics 
featuring higher resolution textures and a 
consistent frame rate of 60fps. The fogging that 
was the bane of the N64 title is absent, and pop­
up is nowhere to be seen. The pods themselves 
also benefit from a high-resolution facelift. 

Another difference to previous versions is 
the control system, which is based on two 
throttle sticks. Easing off one throttle wil l enable 
the pod to take corners and, with a little bit of 
finesse, to perform a sort of airborne 

'powerslide'. There is also a boost button that 
can be used three times in each race. It would 
be a shame if this reworked control system 

Clearly the .highlight of the otherwise hopeless movie, pod racing was 
an obvious choice for the arcade, where dedicated cabinets thrive 

dispenses with the subtleties of the original 
console title, in favour of appearance and 
immediacy, but early word suggests that the 
uniqueness of the approach lends it appeal. 

The sense of speed that will be fami liar to 

anyone who has played the LucasArts title can 
only be enhanced by superlative, crisp 
graphics, making this a coin-op to watch. 

£D6£
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VAGRANT STORY 
Final Fantasy Tactics producer Yasumi Matsuno brings his distinctive 

Phantom points assigned 
to weapons and armour 
ensure that learning from 
adversaries is possible 

A wireframe grid 
springs into life when 
combat is initiated. 
This changes shape 
and size depending on 
the weapon in use 

Format: Playsta tion 

Publi sller: crave/S quare 

Developer: Sq uaresoft 

Release: May 

Origin: Japan 
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style to a hardcore RPG that, unbelievably, is heading to the UK 

r:,i PG. Three letters which still strike fear into 
l.li3 the hearts of many western gamers. 
Although the Final Fantasy series did much to 
convert many console owners who had 
previously been allergic to terms like "HP 
recovery" and 'vorpal sword of execution+ 1 ·, 
stats-based adventure games l1ave largely 
remained the sole preserve of the PC 

It is refreshing then to receive the UK code of 
vagrant Story (first seen in its Japanese guise in 
E75) where progress is made not by nattering to 
every single NPC encountered but through 
careful management of the protagonist's skills 
and itinerary such is vagrant Story's depth that a 
comprehensive ingame manual is included 
should the numbers and percentages become 
overwhelming. It is even possible to clothe 
individual parts of your character's body with 
gloves, armour, helmets, cloaks, necklaces, etc. 

These elements are not merely decorative, 
either Each piece of armour or weaponry 
contains both defensive points (DPs) and 
phantom points (PPS) OPS drop through damage 
and wear and tear while PPs increase during 
battle. PPs enable the weapon to actually learn 
from the creatures defeated. Maintaining botn is 

vital - workshops allow for repairs to take place. 

Magic and break arts (special attacks) are 
also available. Grimoires - which contain spells -
must first be discovered, then casting options are 
added to your battle menu. Though non-turn­
based combat proves to be rather stilted at 
first, battles promise to become more exciting 
once your options increase. Defending by using 

the symbol buttons is even possible once 
experience is gained. 

Problems are encountered in the shape of 
puzzle cubes. These are blocks of differing 
descriptions from standard crates to magnetic 
platforms. Stack magnetic blocks above one 
another and they begin to float; put two 
magnetic blocks of differing colours next to one 
another and they fuse together. Exploring such 
combinations opens up new areas in the game. 

After receiving a glowing reception in Japan, 
it's refreshing to see a game of this stature make 
its way to these shores. It may be a bit late in the 

day for the PlayStation, but that makes ~ 
publisher Crave's efforts no less significant 1--'=:i 

Phantasmagoric effects 
light up the screen when 
magic comes into play 
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VIRTUA TENNIS 
As the weather threatens to take a turn for the better, Sega's in-house 

developers are bringing the most summery of sports to the home in super-realistic style 

Many of the world's finest players are included, complete with their sponsor­
heavy kits. Even Jim Courier's 'lucky' cap makes an appearance (above) 

Different surfaces are 
offered. Ball physics 
change accordingly 

I.I erhaps the only disappointment of the 
.. highly enjoyable Naomi-powered Virtua 
Tennis was the inability to play in a doubles 
tournament. The Dreamcast version of this firm 
arcade tennis favourite aims to rectify the 
oversight and enhance the oneplayer experience 

with RPG and mini-game options. 
"We made a tremendous effort to make this 

DC version very special," remarks producer Mie 

Kumagai at AM R&D#3. "After all, the videogame 
is born from tennis - Pong. How the RPG element 
will translate to tennis is an intriguing prospect. 
Initially, the player wil l be able to compete to gain 
special prizes and tickets to tournaments around 
the world." Kumagai reveals that an additional 
set of characters will be included to compete 
alongside the eight of the arcade original. 

The instant playability and intuitive control 
method which made Virtua Tennis such a hit in 
coin-op form also returns. The character is 
controlled by the analogue stick and two buttons 
(shot and lob) provide shot selection. Afterspin is 
possible with plenty of practice, and getting to 
the ball early results in a more powerful smash. 

The fluid and realistic character physics have 
also been improved for th is Dreamcast iteration. 
Alongside using pro-players to improve the 
motion capture, AM R&D#3 experimented with 
light sources on the characters to create the 
most realistic effects. Hours of video footage 
were studied by the developers - not only to 

improve the movement but also to reflect the 

The lack of a doubles option was lamented by fans of Virtua Tennis in 
the arcade. Team tactics and cooperation should play a major role on DC 

behaviour and emotions at key points during a 
set. Expect McEnroe-esque tantrums from your 
opponent should your shot land on the chalk line. 

The tension factor has also been 
heightened through clever use of the PuruPuru 
pack Interestingly, a heartbeat rhythm is fed 
through the controller which increases in pitch 
as the excitement mounts. With talk of VMS and 
modem options, Virtua Tennis certainly looks 
like it could shape up to become Sega·s Fs' 
premier 128bit sports title. LS 

Foregoing the cute styling of many 
tennis titles, Virtua Tennis gets closer to 
the look and feel of the televised sport 

Form at: Dreamcast 

Publi sher: Sega 

Developer: AM R&D#J 

Release: summer 

Orig in: Japan 
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once perceived to be 'just another take on the rhythm action theme', sega's new 
actioner has revealed itself to be one of the most tempting Dreamcast titles to date 

I 
t's been a fraught process 
gathering game images from Jet 
set Radio since viewing it in 

rolling video form at autumn's Tokyo Game 
Show and getting a chance to sample it 
first hand at the spring event (see News, 
p12). Sega Europe has been cagey about 
releasing screenshots of what might turn 
out to be the most entertain ing game to 
grace any system for a long whi le. 

could this be due to the anticipated 
controversy that its graffiti-spraying street 
gangs are expected to provoke? With 
videogames already heavily under attack 
from certain sections of the media (see 
News, p16), Edge awaits comments from 
a Stop This Copycat Graffiti Lobby. 

Nevertheless, JSR really does look 
sublime. Exuding a cartoon style that will 
soon become a common sight in a new 
generation of games, its inline skaters look 
completely integrated into their world. The 
characters are navigated around a 3D 
world in real time - just how free the 
player will be able to explore this world is 

"People still think it's a music game. An action 
game was always uppennost in our minds. 

It's a unique design with great gameplay. 
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I hope the impact will be immense" 

still uncertain, though barely 
indistinguishable transition between cut­
scenes and ingame action augers well. 

Part of the graphical appeal is 
provided by eel rendering, a technique 
which highlights main characters and 
background features by delineating them 
with a heavy black border. The ingame 

camera clearly tracks the character behind 
and around scenery, which will be an 
audacious effect if the finished version 
manages to be intuitive and respond to 
the characters' swift movement. 

Edge recently sat down with the team 
behind JSR in an effort to learn more about 
th is unique project. A young bunch, they 
are bristling with fresh ideas. 

Edge: What other titles has the JSR 

team worked on? 

Kawagoe Takayuki (producer): we 
principally worked on Panzer Dragoon, 
the second and third episodes. Then we 
coded Sega Rally 2 on Dreamcast. 
Ueda Ryu (art producer): I joined for 
the second Panzer Dragoon. 
Hosokawa Kazuki (designer): You 
all worked from the second and myself, 
only on Azel, the third. 
KT: Panzer Dragoon, zwei and Azel and 
SR2 are our main team achievements. 
Edge: Sega's design concepts are 

often very original. What are your 

sources of inspiration? 

UR: Before I joined Sega, I saw how sonic 
was greatly appreciated overseas and 
especial ly in UK videogames magazines. 
1 loved the design of the character, which 
was totally new, like an underground 
stream in the videogame industry. It was 
very refreshing and I decided to join 
sega. But when I came here, I was 
surprised and disappointed since there 
was only anime and manga-like designs. 
It was not the Sega I thought it would be. 
With JSR, 1 have been able to explore 
my own ideas about design. There is not 
any special sega concept or inspiration. 
It is my style. 

KT: Before the game took its shape, it 
was just a group of new ideas. Everybody 
came with a few of their own. we knew 
that technically the machine was able to 
run them. But we had to figure out how. 
The team is very young - averaging 26 or 
27. It is unique inside Sega and in the 
videogame industry. We started with three 
people and we added three more. 
UR: The others started out just as 
helpers at the beginning. 
KT: As young people they brought with 
them new gameplay, new concepts and a 
brand new vision of videogames. so, yes, 
for a long time JSR was a gathering of 
new minds and gradual ly, as we put 
everything together, it finally took shape. 
1 really want to stress that it is a very 
young team. we have been told to do 
what we want. And we have. 
Edge: How would you describe JSR? 

KT: It's all about inline skating. People are 
skating inside a city - not in order to hit 
someone, but to flee. A few groups of 
people will try to catch the skaters. Why 
have them fleeing? Because the skaters 
tag the city. This is its central premise. 
Edge: How much freedom will 

the player have to explore the 

game's environment? 

KT: The game world is composed of 
three main areas, which are Shibuya, 
Kabukicho - a section of East Shinjuku -
and Tsukishima. There are no set routes. 
These districts of Tokyo are entirely made 
in 3D. You can move freely, but with 
limits. It is, after all, a game. City life is 
also reproduced with cars running and 
people walking. It all looks very real. 
Edge: Can you expand on the story? 

Kikuchi Masayoshi (director): There is 
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From top: Kikuchi 
Masayoshi, Ueda Ryu, 
Kawagoe Takayuki 
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a group of young in line skaters. There are 
also other gangs. They confront each other 
in Tokyo. To mark their territory, the first 
group tags the walls. Other groups will 
have different ways to mark their 
influence. Anyway, these markings will 
attract police attention. The police will 
then try to stop the young people or at 
least disturb them in their activities. 
UR: The policemen will try to grab the 
player. If they succeed, they will drag 
life points from the skater. The player 
will have to do everything possible to 
get the police off their tai ls. 
KM : we are working hard to allow the 
players to write graffiti in the city freely 
but for many reasons we cannot offer 
such freedom. For example, it will not be 
possible to paint all the way up a long 
road. The graffiti spots will be localised 
though various ways 
UR: Actually, you have a range of 100 
graffiti types you can choose from. 
KM : Yes, and in addition, the player will 
be able to make his own in a special edit 
mode, then use them or upload them to 
the JSR home page. other users will then 
be able to download them. 
Edge: Is there any particular meaning 

behind each type of graffiti? 

KM: well, we do not know yet if we will 
give any meaning to the graffiti but we 
are examining this idea. 
Edge: What is the goal of the game? 

KM : Essentially, you have to extend your 
territory by spraying graffiti. The rival 
gangs will then have to react to stop you. 
There will be events like the arrival of the 
police or a criminal organisation. But 1 

think the story will become clearer as 
the game progresses. 
UR : Put simply, you have to spray graffiti 
in several locations to clear a stage. 
KM: sometimes you will have to reach a 
certain amount of points to clear a stage. 
And bonus games can be accessed 
depending on the score you get. 
KT: There is a very simple story in which 
you have to defeat a supreme evil. The 
police are one of the most common 
adversaries. Then you'll have a mid-stage 
boss, which is a rival team. It may be, for 
example, a criminal shooting at you with a 
gun, protected by several fearsome dogs. 
Then you have the true boss. 

Your only way to defend yourself is by 
fleeing and your only weapon is graffiti. A 
few of the visuals will appear realistic -
gunfire, missiles fired from a helicopter, 
the hero getting scorched by a missile 
explosion. The whole thing should be 
considered as manga in style. There is 
nothing serious. For example, the bad 
guys look very much like the gangs you 
could find in 'Robocop 2·1 

Edge: Did you choose audio that 

fits the graphical style? 

KT: It is difficult to find a BGM which will 
be accepted worldwide. There are many 
differences, especially in the music field. 
However, we are working closely with SOA 
and SOE on this issue. In a general sense, 
we will try to include as many street 
culture elements as possible Music will 
be inspired from this idea - hip-hop, 
house, and so on. There will be also a 
DJ who will be very hip-hop looking. 
UR : This DJ has a central role in the game. 

A rare moment of calm in the 
game. Arrows serve to deliver 
instructions on further progress 

He wi ll inform the player about pol ice 
movements, and he will perform DJ 
techniques in a very stylish way. In the 
game each skater has a radio watch 
and uses it to communicate and hear 
the DJ via radio. 
Edge: Did you look into making the 

game playable via the Internet? 

Takayuki: The game has no online 
features except a home page. As the 
director explained, the player is able to 
design his own graffiti. So it will be 
possible to upload or download the 
designs. There will not be any ingame 
items available, since JSR will not offer 
such a feature. There will be an Internet 
ranking option, though. 
Edge: How many play modes are 

available in the game? 

KT: Basically, the game is oneplayer only, 
so don't expect to see twoplayer or online 
game modes. 
UR: There will be several modes, like a 
time attack, a race mode and a race 
attack. we are working on them now. 

The authorities are not especially happy about you tagging their city, which results in a number of police chases (main). 
Gamers into Tony Hawk's Skateboarding will find much to enjoy here, with grinds (top left) and plenty of air (above left) 



KM : All we can say at this stage is that we 
are planning to include several modes in 
order to enjoy the game and demonstrate 

the full power of the machine. 
Edge: such freedom in a 30 

environment requires a very clever 

camera system . How will this work? 
KM: Yes, we particularly spent lots of time 

on this problem. The difficulty is that 
Japanese users are very sensitive 

compared to the Americans or the 
Europeans. Yes, many people in Japan 

suffer from motion sickness after using a 

ooom or Quake view system. 1 personally 

cannot play more than 30 minutes with 

Quake. so we had to have both a dynamic 
camera angle and fixed ones. so 

depending on the given action, or 
location, the game will use a moving 

camera or a fixed one. 
Edge: How many characters and 

stages are there in the game? 

KM : There will be four, if you consider 

the map according to the visual images. 
If you compare JSR to other standard 

games, there are more than ten stages 

in this game There are two characters -

a boy and a girl. 

KT: No1 There are about ten 1 

UR: I don't know if we can speak about it 

but .. Okay, it is possible to make a few 
enemy characters join your group so the 

number of members will increase. You will 
have a central room - a garage - where 

you will be able to choose your character. 

Actually, it will be possible to customise 
this garage. Regarding the stages, there 

will be some by daylight and others by 

evening or night. However, the time or the 

weather will not change during play. 
KT: We wanted to add the possibility of 
playing on the enemy side. 

KM : Yes, but we didn't have enough time. 
Edge: Are the moves different for 

each character? How many different 

moves are there, and how does the 
player execute them ? 

KT: It is very easy, using essentially one 
button. we want a wide range of users to 

enjoy our title. so you have a certain 
number of moves available for each 

skater. They change according to the 

character you have selected. How many 

of them are there for each skater? 

KM : There may be 12. 
KT: Really? 

KM: Well, you have front and rear. 
KT: Well, let's say ten, yes? 

KM : 1 mean you have two basic 

techniques you can use in many ways -
six when you are going forward and 
another six backward. The moves 

change if you are on a road or on a 

half pipe. so, you can get a maximum 

of 12 moves per character. 
UR: Let's say ten. 

KT: Yes, there are ten moves. Regarding 

the graffiti, you have to reproduce the 

command displayed on screen using -. 
the spray button and the analogue 

joystick. sometimes, you will have to 

perform several moves in a chain to 
accomplish big graffiti. 
Edge: What was the most difficult 

aspect during development? 

UR: At the beginning we had to figure out 

how to make our ideas possible. we knew 

what we wanted to do but were unsure 

Two characters are initially available, although there's an opportunity to take 
control of rival gang members. Behavioural differences will be only marginal 

about how to implement them. So we had 

to conduct a great deal of research on the 
oreamcast code to see just how far we 
could make our ideas work. For me, I had 

to think about how my design could adapt 

to a 3D world and an an action game. 1 had 

to do much research and experimentation. 

KT: What about you, Hosokawa? 
HK: Well .. 

KM: Hey, don't say nothing was 

impossible for you . 
HK: Well, no. In fact, there is this char of 

mine. It is too relaxing so I had a very hard 

time keeping awake. 
KT: seriously, the challenges were quite 

varied. we had to explore the hardware 

to its limits. Nobody has ever done 
anything like this on Dreamcast. we 

tried to push it to the limits. 

UR: Yes. we studied, for example, the 
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Designer Hosokawa 
Kazuki demonstrates 
JSR's unique visuals 

"Japanese users can be very sensitive. They 
suffer from motion sickness after using a 
Doom or Quake system. so we had to 
have dynamic and fixed camera angles" 

PowerVR2 closely and we have been able 

to make things that are impossible on a 

Playstation2! For example, the textures are 

very colourful and detailed. The PS2 would 

not be able to handle them because of its 

weaker memory. Another example: we 
exploited one very interesting aspect of 

PowerVR2, the modifier volume, managing 

the shadows in a very realistic way and in 
real time. The game runs at 30fps and is 

able to display 16 characters without any 
lag in performance. There is also a very 

high number of polygons. we reinforced 

this aspect by using several techniques 

to make this polygon number greater. 
KT: The 3D world is complex. You can 
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The game's visuals mar the beginning of a new trend, which Sega is 
dubbing 'eel shading'. lnfogrames' Wacky Races uses a similar method 

Designer tag 
Jet Set Radio's tags are 
set to become cult items. 
It's currently unclear how 
gamers will be able to 
design their own patches 
of graffiti, but the VMS 
compatibility ensures that 
they'll be shared all over. 
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skate in the underground, for example - in 
the subway or the sewer. But you can also 
go inside buildings and climb on to the 
roof. You can also jump from one roof to 
another. Within the limits of the area, 
which is already quite wide, you can go 
everywhere with a high level of freedom. 
UR: You may sometimes even be able 
to break walls. 
Edge: How do you think Japanese 
gamers will respond to JSR? 

KT: We have not released much 
information about the game in Japan. JSR 

first appeared in the autumn at the Tokyo 
Game Show At that time, we showed a 
short 30-second video, only twice during 
the entire three days of the show. Then we 
put another short video in Dreamcast 

Partners demo GD-ROM. we even added a 
short text to give an idea about the game 
But we kept details to a minimum so that 
people still thought it was a 2D game The 

first true introduction was at TGS 2000. 
UR: Many people still think it is a music 
game. Though from the beginning an 
action game was always uppermost in our 
minds. Since we made a unique design 
with great gameplay, I really hope the 

impact will be immense. 
KT: Yes. I really think we have a chance to 
make a major impact. we worked hard to 
deliver a totally new trend and feeling to a 
Dreamcast title. TGS was the first time we 
had shown a playable demo or even a real 
video of the game. 
Edge: Will the overseas versions be 

Rather than simply passing checkpoints, the ability to tag becomes an integral 
element of the game. Several areas must be tagged before the level is finished 

different? If so, in what way? 
KT: Essentially, there will be one additional 
map. It wil l come before the four Tokyo 
areas. This new map will certainly have a 
us taste. I just came back from the us 
where I visited New York and San 
Francisco. 1 don't think we will recreate 
either of those cities, since they don't 
offer enough spots for inline skating. so, 
designing this additional stage will be our 
focus after releasing the Japanese version, 
which is scheduled for August. 
UR: Why not use the Crazy Taxi city? 
KT: Yeah, good idea, It is not easy to 
find a city with many spots to skate 
and spray graffiti. 
Edge: What about the spray paint 
you can collect in each stage? 
UR: They're not items. They represent the 
spirits of the city. common people cannot 
see them. Only skaters can. The sprays 
provide life points and paint. It is like sonic 
or Mario where you collect coins. 
Edge: As a relatively young team, 
you've clearly played lots of 
videogames. But Jet Set Radio 

seems to represent a new genre, 
chiefly because of the way it 
looks. Are there any other games 
that you look at and think you'd 
like to have been responsible 
for making them? 

KM: That's a difficult question to answer. 
A game you like very much is quite 
different from the experience of having 
worked on one. A game is more about its 
developer's ideas. so, for me, it is still 
another person's ideas that count. 
UR: we are in a position to turn our 

dreams into reality. But having said 
that, we all still love Zelda on N64. 
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With two wildly different Dreamcast titles in the offing, sonic's father is exploring new avenues. 
Edge met him at sega's HQ to discoveli how shakeable percussion instruments figure in his plans 

m s the creative force behind sonic 
the Hedgehog, Yuji Naka is no 
stranger to developing surreal 

worlds inhabited by curious creatures. 
His two current projects, Phantasy Star 
Online and the strange, hypnotic samba 
de Amigo, are proof if any were needed 
that after 15 years at Sega his creative 
powers are still in abundance. 

It is clear that Naka-san is keen to 

plant a flag with Phantasy Star Online. 
After touching on the Internet capabilities 
of the Dreamcast with sonic Adventure, 
PSO is going one further and shaping into 
the first on line RPG experience in Japan's 
home videogame history. 

"I made the first two episodes of the 
series which were traditional RPGs," 
Naka-san tells Edge. "I wanted the new 
Phantasy Star Online to embrace a whole 
new experience. This game is the most 
obvious way. It offers totally new 
perspectives as the player is completely 
immersed inside the game." 

Though PSO offers a oneplayer 
of/line game, many features can only be 
accessed through close cooperation with 
online companions. "Teamwork is going 
to be my main concern for this title," 
continues Naka-san. "It will be possible to 
clear the main quest of the game alone 
but that would only account for a small 
percentage of my whole vision." 

The world is enough 
The game world has been kept compact 
to prevent endless wandering for little 
reward. "I don't really like titles like Final 
Fantasy or Dragon Quest. You have a very 
long story and it is necessary to travel 
miles and miles, sometimes getting lost on 
the map. I prefer the player to be focused 
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on the gameplay as well as the story," says 
Naka-san. "Plus, since it is an online title, 
people cannot spend as much time as 
they would on a standard RPG." 

Based in the original Mega Drive 
Phantasy Star world, Naka-san is eager 
for the game to retain some familiar 
elements. "There is a main quest where 
a huge disaster has happened. A kind 
of gigantic meteor has crashed on the 
planet surface and caused a great 
deal of destruction. The goal will be 

to find out why this has happened." 
The game supports four players in the 

game world - a number which the Sega 
producer admits is low compared to PC 
on line worlds. "I don't want the game to 
be a huge battlefield," he explains. 
"Fighting is not the main priority. 
Exploration and adventure counts the 
most." He believes that, technically, the 

Dreamcast might struggle to maintain 
many characters interacting on the same 
screen in real time. An effort has been 
made to keep the game running at a 
smooth 30fps to maintain the quality 
of gameplay and interaction 

"The action is viewed from behind the 
characters and the players will have to pull 
together to solve puzzles and defeat 
enemies," he reveals. "A simple example 
of this would be a mechanism with four 
switches which need to be operated at 
the same time. One or even three players 
alone would not be able to access this 
part of the game." Naka-san is clearly 
revelling in the multiplay issues and 
conundrums which his game will 
occasionally present. "It is the most fun 
aspect of the world," he exclaims. 
"Imagine the four players are in a dungeon 
and after some gruelling battles you are 
rewarded with a chest. Inside the chest is 
a cool item. It will be interesting to see 
how the four players decide who has 
earned it the most. They may fix rules, give 
priority to the females, or just argue." 

Teamwork will be crucial when 
enemies are encountered. The battle 
system demands strong cooperation to 

overcome multiple enemies: "Players 
must choose their classes carefully. The 
game is based on a science-fiction world. 
You can play a futuristic soldier armed 
with a laser weapon, or be a magician. 
Each player will have strong and weak 
areas and it will be essential for the group 
to know each other inside out. otherwise 
the party will be quickly wiped out." 

one of the major sticking points with 
online worlds has been bullying between 
veteran characters and naive first timers. 
The former are happy to gain experience 
by killing anyone wearing no more than a 
tun ic, whereas the latter are unable to 
afford to buy a pint of ale at the local 
tavern never mind a double-edged 
broadsword. Naka-san believes he has 
resolved this difficulty by preventing 
player characters from injuring each 
other. Also, the power of the creatures 
alters according to the level of the 
players before them: when there are two 
characters and one is stronger than the 
other the game will adapt the enemy to 
the level of the weakest. This potentially 
allows the new player to narrow the 
difference in levels. 

Of course, this will not prevent some 



group skulduggery should the players fall 
out. When a player is dead it is up to the 
others to decide what to do - they can be 
kind and restore his life with a potion, or 
take him to a town and ask a magician to 
resurrect him. Alternatively they can be 
callous and ransack the body of all the 
items he was equipped with. 

It's good to talk 
Not only will the characters be able 
to communicate through onscreen 
interaction but also through a talk 
interface. A great deal of thought has gone 
into the way players wi ll communicate 
online. Because Naka-san wants the game 
to be truly global, three methods are being 
considered: "The first is a common chat 
using the keyboard or the controller - the 
message appears in a bubble above the 
character. The second one is based on a 
set of keywords - when a player from one 
country uses one of them it is automatically 
translated; I'm thinking about five of the 
most used languages in the world in 
addition to Japanese. Then there is the 
third one, which will be based on icons. 
They will be very easy to understand and 
will allow basic communication." 

Pha Star 
cast Publlsher: 5ega Developer: In-house Release: summer Origin: Japan 
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Naka-san is particularly 
focused on creating a 
workable communication 
system. In one mode, typed 
dialogue will appear in 
speech bubbles (below) 

Combat exudes a feel that 
will be familiar to fans of 
the series. The entire game 
has been built upon proven 
values, in fact, which should 
appease hardcore Sega 
gamers. The magnificent 
visuals are icing on the cake 
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Shake, rattle & oontrol 

loitial R8-D estimates 
out th,> c0st of maraca 
rontrnllers at YS0,000 

(£3"0); efter murh 
tin,ering c0s15 came down 
to 117.800 (£47). Similar 
devir0 s may be used for 
basPhall sims in the future. 
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Amigo's Naomi-board origins have led 
to an easy conversion process, the DC 
version retaining all the vibrancy of the 
coin-op. The game's specialist hardware 
has proved more difficult to bring over 

Rhythm action 
on the surface, Naka-san's other project, 
Samba de Amigo, is a stirkingly different 
project than PSO. But he maintains that 
they both set out to reinforce friendships. 
sonic Team's maraca-waving music title 
even has a Love Love mode, described as 
perfect for a date as it will evaluate the 
harmony between two people. The 
concept is revolutionary, relying on two 
maracas fitted out with motion sensors. 
Naka-san tells Edge that he got the idea 
in a moment of boredom while tapping on 
his desk with a pen. "I knew then that I 
wanted a game based on tempo," he 
remembers. "When the idea of maracas 
came to me I went straight to see the 
technology R&D department. I was told it 
would be possible with a budget of 
¥50,000 or more for the controllers. This 
was not suitable for mass-market users 
so we developed the coin-op instead." 

Naka-san stuck solidly to the idea of a 
console Amigo and eventually convinced 
the R&D staff that the peripherals could 
work with other games. "ft is the first time 
sensors are to be used in a home 
videogame and at such a low price. This 
system offers brand new possibilities. 

Imagine a baseball title, a boxing game or 
even a game like Phantasy Star Online. 
You could use a sword controllefl" 

sensing motion 
The Dreamcast version even brings more 
innovation, to take full advantage of 
Amigo's party spirit. The motion-sensitive 
cells on either side of the coin-op screen 
have been moved to a rail on the floor. 
This seems the best solution to Naka-san 
and solves any potential problems from 
differing TV models: "There is also a carpet 
attached to the rail for the players to stand 
on. It's not vital to use this but there are 
marks informing the player where to 
stand. Plus, it's a cool design." 

As well as the Dreamcast's arcade 
mode there is a challenge option. 
Complete all your maraca assignments 
and you can become King of the Fiesta. 
Party mode explores many twoplayer 
possibilities. The Battle mission pits one 
player against another to perform combos. 
Points are awarded to the most 
rhythmically skilled. And an Internet option 
will be available for those with ambition to 
become international superstars. As well 
as the download of completely new tunes, 

Amigo 

mini-games can be accessed to rank 
players at national and international levels. 

All the noises coming from Sega 
remain positive - despite the successful 
launch of PlayStation2. Although software 
of the quality of crazy Taxi and Soul 
Cafibur have done rnuch to strengthen 
Sega's image, Edge is still awaiting a killer 
title with the depth and longevity that 
Online promises. When asked about the 
Dreamcast's progress so far, Naka-san 
remains bullish about its popularity and 
future prospects. "I was very surprised by 
Dreamcast's success, especially in the 
US," he admits. "The machine now needs 
some great titles to sustain its growth. The 
PS2 is a great release as hardware but as 
a game system it is not that good. This 
gives us the edge. A good line-up wil l be 
the focus again. Now we have all the 
servers in place the DC may at last deliver 
its full potential thanks to the coming 
online titles and services." 

In the online battle, Naka believes 
Sega has a healthy head start: "SCEI has 
to start from scratch. Its 2001 deadline 
could appear optimistic. so in this field 
we still have a lead. we just have 
to use it wisely." 
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N 
ot unlike a sports cars suspension, Edge's planned visit to 

Ferrari 360 Challenge developer Brain in a Jar isn't running 

very smoothly. Passengers on the King's Cross to Chester 

Virgin train have spent the last 30 minutes with little choice but to admire 

the northern end of Tamworth station's platform. It's not the most 

inspiring sight. Eventually, the conductor announces the locomotive has 

blown up and attempts to get it restarted have been abandoned. The 

shock of actually running on time until now has presumably taken its toll. 

A fully functioning unit is apparently on its way from Manchester, but it 

will take an hour to get here. As it turns out, this estimate is only half right. 

By the time Tamworth is again a distant spot on the horizon, some 120 

minutes have passed, and the only entertainment in that time has arrived 

in the form of one of the conductors (numerous) announcements aptly 

terming the service a "complete failure'.' 

Still, this leaves time to catch up on background information before 

focusing on the game, which, as its title subtly suggests, is based on 

Ferrari's Challenge series. This one-make, one-model international 

championship started in 1993 for customers seeking to race their Ferrari 

348 sports cars against fellow enthusiasts. The arrival of the sublime F355 

two years later instigated a 355 Challenge before being immortalised by 

Yu Suzuki in the masterful coin-op of the same name. 

The F355's successor, the Ferrari 360 Modena, made its debut at last 

years Geneva Motor Show. To many, it represents the most beautiful 

Ferrari ever made, boasting some of the most graceful automotive lines 

seen in over 100 years of car manufacture. It's a sublime 21 st century 

package comprising a 400bhp, 3.6 litre, 40-valve, 8-cylinder engine 

encased within an aluminium chassis (a first for a Ferrari road car) which 

is itself enveloped by Pininfarina's magical touch. Ask it nicely and it'll 

reach IOOkm/h in 4.5 seconds and will continue past the 295km/h mark 

should you ignore the brake pedal. Curiously, the Challenge version of the 

360 Modena doesn't tinker with the engine, instead trimming 120 kilos 

off the Modena's 1290Kg and adding competition Brembo brakes, BBS 

wheel rims fitted with P Zero slick Pirellis, a racing seat and six-point 

harness as well as the obligatory roll cage and automatic fire extinguisher. 

In racing trim the 360 Challenge stands 3cm closer to the track and 

shaves half a second off the Modena's 0- IOOkp/h time. A class act, then. 

So you can imagine how news of a game based solely on the Ferrari 

360 Challenge series was received in the Edge office. Nothing. not even 

exhausted engines and five-hour train journeys, could dampen 

enthusiasm. Optimism remained high once the game's developer, Brain 

in a Jar, began to demonstrate their work. 

The three members of the codeshop (managing director Matthew 

Gabriel, art director Carl Dalton and technical director Oli Wright) are 

no strangers to quality. Other than their competent work on Psygnosis' 

■ earl Dalton 
■ art director 



frustratingly overlooked Lander, Edge a year ago had the chance to play 

a demo the trio had put together which featured a 360 Modena-esque 

on a simplistic track. Even in such primitive form the software showed 

massive promise, displaying the sort of playable handling characteristics 

most finished racing products fail to deliver. Acclaim saw the demo, too, 

and before anyone else did the deal was signed. 

Building a virtual Ferrari 
A year on, things have evolved massively. In the demo room at Brain in a 

Jar's Chester offices, Ferrari 360 Challenge is already running on the 

team's AMD computers (PS2 dev kits should have arrived by the time 

you read this). It's an impressive sight. Already, the prospect of seeing the 

fin ished product in another 12 months, once the team increases and 

implements all of the game's aspects, is thrilling. But for now, your 

correspondent grabs the wheel for a mid-development appraisal The feel 

is absolutely excellent. Throw the 360 Challenge into a co 

car reacts exactly as you would expect it to. VWhin min 

powersliding around the track's more open comers 

bout of over confidence sets in and a fraction of a second 
Challenge is facing the wrong way on the track, hillllng hit a trackside 

advertising hoarding before comint1 ID a standstill - the predictable result 

of feeding 400bhp through pt fashion. 

■ Ol i Wright 
■ technica l director 
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Though still far from finalised, the game already delivers the kind of 

realism/playability equation that so easily divides this genre's leaders 

from its backmarkers. Some 20 laps later, the way the car wends its way 

around the track, the way it sets itself up for bends and how it behaves 

mid-corner still inspires. In a driving game, there's no better reward. 

"I've a worked a lot on the car model and on the friction model for 

the tyre against the ground - how the four wheels work together," 

reveals Wright, who was responsible for Lander's impressive physics 

model. 'The code for all the wheels is the same regardless of whether 

it's a driven wheel or not, so there's no hacks in there - it's trying to 

behave like a real car. We start off and make it as rea listic as possible 

and then start changing the physics to make it more playable'.' 

At this stage, there's only one car on the track but another seven will 

join it in time for release. Like all racing game developers, Brain in a Jar 

promises the CPU opponents will be exemplary and to do so it has 

embarked on an experimental quest to introduce A-Life elements into 

a racing game. Specifically, it's using genetic algorithms. Think of a gene 

pool full of genomes. The team starts with a random set of genomes 

that approximate a random driver's characteristics. Initially, the CPU driver 

has no idea of what it's doing. It's simply using a set of variables, 

although it has no idea of their function - it can alter the throttle and 

brake, but it's more than likely to hit a wall and do nothing. 

Photography: Martin lhompson Ferrari )acllets:www.f1andmore.com 
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Although these are work-in-progress shots (elements such as track background detail are still at an embryonic stage) aspects such as smoke effects and 
lighting routines are already effectively in place. The time of day will change in real time throughout races, and skill-testing night events are planned 
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''We typically take 20 or 30 mutations from there - just slight changes from what 

the first one was and we let them have a go on the track," explains \l\<ight. ''We put 

them on the start line, give them a minute of track time 

and see how well they do. They don't know what they're meant to be doing - they'll 

either hit the wall, hit reverse and go storming down the track, or do nothing - a lot 

of them do nothing. But whichever does best, whichever one happens to get the fur­

thest down the track, we pull him out and make him the parent of the next generation. 

So it's survival of the fittest. After a couple of hundred generations we start to see 

them going round the track'.' 

And with this, Wright starts a new selection process for demonstration purposes 

while he elaborates on the in-game implications. 'There's negative selection for 

crashing or going off on the grass. A score is calculated - they get points for how far 

down the track they get and points taken away for time spent on the grass or hitting 

the wall," he says. "But I can change the selection process so we can get different 

driver characteristics, so that if I score them on how slidy they are, for example, it will 

encourage drivers that kind of get the back end out a bit. So we should be able to 

get different driver personalities'.' 

While he speaks, Wright's AMO Athlon has had the chance to run through a few 

generations (each takes a minute of CPU calculation). The object of the selection 

sequence in this case concentrated on steering, and already improvements are evident, 

with some cars making it past the first corner and setting themselves up for the second 

bend, getting progressively further with each generation. This is just five minutes' work, 

of course. The team members have got into the habit of setting the selection 

procedure at night before returning to it in the morning and checking out the results. 

'Tue best one we have so far is lapping about eight seconds a lap off what we can 

do, but we've got a lot more to go," says Wright. "But it's fantastic to see it work when 

it actually produces a guy who appears to be taking the racing line around the track'.' 

Having witnessed it in action, it's difficult to disagree. 

Owning the dream 
But given the current standard of the market, a racing game either packs its boot full of 

distinguishing features or face eternal existence as yet another non-finisher of the 

fiercely contested videogaming grand prix. Ferrari licence or no Ferrari licence. 

Precisely because of that licence, however, 360 Challenge is to add new elements 

to the usual mix. Understandably, with the proposed release date still some way off, 

the team is reluctant to give too much away. 'There'll be a lot about the feeling of 

ownership," promises Gabriel. "Buying the car, what it means to actually own a Ferrari 

or to drive a Ferrari, the history of Ferrari - all those things will be included in it. It won't 

just be a racing game with real technology. That's where it's got to start from; we need 

to capture all of the passion'. 

The game plan is to include three play modes. First, an arcade option sees all of 

the front-end visuals and in-game screens altered to evoke a genuine coin-op feel. 

'Tuen there will be two full on seasons for the 360 Challenge version," divulges Dalton. 

'There will be an exhibition mode which will be the 360 Challenge car but vvll 

probably have more realistic handling than the arcade version, and there won't be 

anything like damage - if the licence pemnits us to do damage. It won't involve stuff 

like tyres, fuel and pit stops, and they'll be shorter races'.' Current Brain in a Jar 

convention indicates this first championship could follow a knockout structure. ''We 

want to do stuff like having car numbers on the cars," continues Dalton, "so that you 

just get a number when you first start the game and if you race through exhibition 

mode and you get a third of the way through the championship before you get 

knocked out, the next time you go back into the game you get a new number that 

represents how far you got 

'1\nd then there will be a separate, full-on 360 Challenge mode which will be able 

to have tyre wear, the most realistic handling, and the damage and prize money, and 

you'll have to pay for the upkeep of the car and stuff like that. But it's still very open at 

the moment and as we get more people on board for the team we'll be taking on as 

many ideas as we possibly can'.' 

The idea of damage isn't new, of course, but it is one that is sadly missing from the 

majority of recent racing games. Manufacturers usually adopt the erroneous stance that 

allowing their licensed products to suffer virtual visual damage somehow reflects 

negatively on the actual quality of the real-life article, failing to realise the irony that 

The shortest track currently runs for a length of 
2.5km, the longest 4.2km. All feature several types 
of kerbs (constructed of polygons, naturally) 
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A twoplayer mode is planned (fourplayer action 
is a possibility), as is an improvement in the cars' 
aesthetics (each currently uses 1,500 polygons) 

when free from punishment most players drive like demented joyriders, hitting 

everyone and everything in sight. In Ferrari 360 Challenge, the developers suggestion 

of in-game damage promotes clean racing. 'We really want to get this sense of when 

you're driving it you don't want to crash the car because it's your car," explains Wright. 

'When you go round the corner you don't want to use the other guy to help yourself 

round it because you're going to scratch the paintwork and you don't want to do that 

because it's your Ferrar( If you do, you'll have to pay for it. And from the moment car 

maintenance is financed by your virtual winnings, you'll often see uncharacteristically 

sportsman-like conduct from even the most notorious of cheats. 

Of course, in-game damage has numerous other positive gameplay implications, 

and it's no exaggeration to say that Ferrari 360 Challenge would lose a sizeable chunk 

of its potential without it. Here's hoping Ferrari agrees. 

All around the world 
At this stage, none of the cars 1,500 polygons are disturbed by impact. "But it's 

not as efficient as it could be," admits Dalton. "I mean there are a lot of places 

where I could probably get rid of polygons and I could use them better somewhere 

else'.' The finished models are naturally expected to sport more triangles once Brain 

in a Jar gets to grips with Sony's 128bit architecture. Improved, too, wi ll be the 

circuits. Of the seven planned, each offering various configurations, only Ferrari 's 

test track is modelled from the real thing. The other six - in Germany, UK, Switzerland, 

Japan, Hawaii and the US - are inspired from features associated with national 

settings and offer a welcome mix of speed and technique. Dalton elaborates: 'Tue 

USA track is going to be based on a left-handed oval and then a right-handed 

international section. The German track is long, fast, not particularly technical. The 

UK track has been designed as quite a technical track so it will have dips and crests 

and quite tight chicanes, and we want the Swiss track to be an alpine circuit, so 

it's got lots of crests and dips and also a road section that will do switchbacks to 

come back up to the track'.' 

While most of the game's circuits are reality locked, Brain in a Jar is keen to include 

one or two more fun-based examples. 'Tue Japanese track will be a city circuit so 

they'll be around a city centre with lots of right-hand corners and straights - with neon 

and stuff like that - and probably a longer section that wi ll run up into the hills and 

come back round again," continues Dalton. ''That section will be a dual carriageway 

and you'll be able to see the cars coming past the other way'.' Expect the Hawaiian 

equivalent to include American-style banked corners, and don't be surprised if they 

happen to wrap around the base of a volcano. 

Having put in significant mileage on the team's product throughout the day, Edge 

leaves in an unusually jubilant mood. Here is a racer that promises to deliver a 

technically stirring, wisely structured and utterly playable experience. Importantly, it looks 

set to do the Ferrari licence justice. 'We are very passionate about this," reaffirms 

Gabriel. "Obviously we believe that we've got the ability and the technology to create 

this but this is a huge opportunity for us, to be given the responsibility of 360 Challenge'.' 

Given the evidence, your correspondent is convinced and leaves Chester with 

the reassuring feeling that the Ferrari 360 Challenge licence is in firmly reliable 

hands. Which is sadly more that can be said about the train journey home. 
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Some of the Ferrari passion is already unmistakably present: sliding the tail out in one of Maranello's finest around the team's test track is one of the 
most rewarding virtual racing experiences Edge has witnessed. The car handles beautifully, offering the realism/playability balance so many racers lack 
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1':11 cclaim has landed itself the most important licence in the racing genre. The passion 

W with which Italy's Ferraristas - the famed Tiffosi - and car lovers alike treat Ferrari is 

unequalled within the motor industry. It transcends language, international borders, race and, 

to a certain extent, reason itself. Rod Cousens, Acclaim's CEO, is neck deep in that passion. 

This deal has been one of his life ambitions. And now it's his. 

Edge: How would you describe the effect of the Ferrari licence on Acclaim? 

Rod Cousens: If you look at the market in terms of where software is sold, you can look at 

two categories: sports and racing. I would say that Ferrari is the most significant brand in the 

racing category so I believe it becomes the backbone of our product portfolio going forward 

as Acclaim, and I expect to take a significant percentage of that racing category with the 

strongest global brand there is. Not only is it the strength of the brand in terms of just the 

car mark. Strength of the brand in terms of passion and emotion has no equal. So that's 

what I think it means to us. I think it is the brand to get and we have got it. 

Edge: There are a lot of Formula One games out 

there at the moment - what sort of direction is 

Acclaim's going to take? 

RC: For a start, it's Ferrari. We're not focusing on any of 

the other constructors that feature out there. We 

haven't got those rights, and nor do we seek those 

rights. Name another one in F 1 that has the presence, 

that captures it all - there is only one Ferrari. We're not 

going to be a 'me too' product. It's not going to be a 

simulation, it's going to be fun, probably arcade, and 

it's going to be very focused on Ferrari. 

Edge: No one's ever offered the kind of 

complete Ferrari package you're talking aboul 

How has the manufacturer reacted? 

RC: I think they've acted very positively. They're now 

taking a far broader perspective of the games business 

to see where it takes them and what it means. If you 

look at racing, particularly this season, you've had 

people like Compaq and Yahoo coming into F 1 as 

cigarette sponsorship moves out of the category. I think 

they're far more attentive to it. 

But I don't believe that secured the deal; I believe 

it was the passion that we showed. We decorated this 

office red, so when we'd gone down and made our 

pitch to Ferrari and told them what jolly fine chaps we 

are and why they should be working with us, we 

wanted to get them into this building, and when they 

came here we had Ferrari memorabilia everywhere. 

When they walked in we had the flags, we had the 

wheels, we had the product to show them, and we 

showed them commitment. We are committed to the 

brand and I'm personally committed to this brand. So 

we wanted to demonstrate that it is in safe hands and 

that we are going to do a hell of a job with it. 

Edge: Looking ahead, you've got an Fl game, you've got a 360 Challenge game ... 

RC: Well, it's not going to stay there. One of the things that is much rumoured that I can tell 

you about now - we weren't going to talk about it until E3 - is the sales and distribution of 

the Sega F355 game on DC and we will be doing that. We will be releasing that product 

around September this year. Imagine a scenario where we're going to come out with F355 

Challenge, we're going to follow it with 360 Challenge and then FI. And Ferrari wins the 

constructor championship this yea r. I mean, that's pretty sexy. 

The Sega connection 
Edge: How does the deal with Sega work? 

· RC: You have to remember that F355 Challenge is a Sega product; Acclaim has not written 

this product. We'll be selling marketing and distributing that product around the world, rather 

than Sega themselves doing it, and that's because we are committed to Ferrari. And look at 

the line-up - we've announced that we're shipping DOA2, we're following it up with F355 
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Challenge on the DC and I think both of those products will be as big, if not bigger than, 

say Soul Calibur, which has been the biggest to date. And then you go into a whole next 

generation situation where you're going to have 360 Challenge out there on the PS2, on 

Dolphin, on X-Box and on GBA. You're going to have FI in exactly the same way. 

Edge: What do you think of F355 Challenge? 

RC: I know Yu Suzuki. You look at him and he's one of the legends of our industry in 

terms of what he's produced and his whole group has produced, and this is a guy who 

has been captivated by Ferrari and wanted to produce something that reflected that. And I 

think that F355 Challenge is great. We had to beat that. Now, I know that came out of a 

coin-op with four Naomi boards, but we weren't going to sell it short. We targeted the 

next-generation systems with this and the standard's been set. That's what we felt. You 

have to do it. When we started getting together [Acclaim and Brain in a Jar], the belief in it 

was just that - and you knew. That's the only way I can describe it, that you knew. And you 

knew it was right, and we had to work together. We absolutely knew. That's why I'm excited 

about this whole project, more than I have been 

about many things in recent years. I love discovering 

new talent, I love discovering new product. 

Probing the brain 
Edge: So what's the relationship between 

Brain in a Jar and Acclaim? 

RC: I believe in what [Matthew Gabriel] is doing. 

I believe in his people doing the assembling. It's 

finding talent, it's putting them together in one 

place, it's giving them the resources to succeed. So 

part of our role is to place in their hands a huge 

responsibility, which is producing the finest product 

- 360 Challenge - so we're giving them the brand; 

I don't know many brands in the world other than 

Coca-Cola that have that awareness. We rate these 

guys enormously and we figure that what they have 

in terms in technology, married to the brand Ferrari, 

is a very powerful weapon. We basically want them 

to build a great development studio and produce a 

great game for us. I'm entirely confident in him and 

his people, as I think he is with us. We're trying to 

do everything we can. We're going to put music 

into this game, and it isn't run-of-the-mill music. We 

will get rock stars who are passionate about Ferrari, 

who own Ferraris, writing music for this game. 

Edge: Er ... not Chris Rea, surely? 

RC: You've got lots of them, so you've got the 

quality all the way through. And these guys, why do 

they want to do it? Because it's Ferrari. 

Edge: It's fair to say there was some 

apprehension in the Edge office prior to the 

Brain in a Jar visil There was a fear that this 

might be yet another missed opportunity. 

RC: And you'd have thought that we'd sold out if we hadn't done it. But I can tell you no 

one [at Acclaim] wants to walk back into Maranello [Ferrari's HQ] and feel they've let them 

down. I've driven the car and also been round their track and it's a real buzz. You can't 

explain it. You get on their test tracks and when they take you round with their test drivers 

you never cease to be amazed. You wonder how they do that and it's that same kind of 

feeling. I don't want to walk into that building feeling that they've got a product which does­

n't live up to the name. I want to walk into that building and walk tall and know they've got 

something that they're proud of and that we'll do the next one. 

Edge: How much of that Ferrari passion will you inject into the games? 

RC: For Ferrari, it's accessing young kids who've got dreams to have a Ferrari and this is 

going to simply confirm to them that as they grow up and as they get behind cars this is 

something that they want to own. This is the ultimate car to own. You can talk about 

technology and reliability in other cars, but there is nothing like a Ferrari, and so we want to 

get that out to them. This is the nearest some of those kids will get to their dream. 1/vhen 
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you walk into Maranello and you have the guided tour you almost do so with reverence. 

I was there when they had something like the 50th anniversary and they brought lots of the 

old great Ferrari cars back - those that were owned by Ingrid Bergman and so forth. But 

that's what it creates, and that's what we're going to carry on. It's just another extension of it. 

We'll also work with the Ferrari partners, some of their sponsors, some of their 

longtime merchandising partners such as Shell, and maybe there's more we can do on 

that. We'll come up with clothes or Shell promotions and things like this. So we're trying 

to take it out as far as possible. I'd like this game to sell more over a period of time than 

FIFA has done for EA. 

Edge: It must be Acclaim's biggest deal. 

RC: It should be. It was a two-year investment. I paid homage to Ferrari, I embarked on 

my pilgrimage to Maranello and I never gave up. When we first started the process they 

weren't particularly interested in computer and viceo games. They may have been 

interested in the cheque book that they needed but there was certainly no sense of 

urgency. It took persistence and commitment and 

demonstrating passion to them. But we never gave up. 

It was also a personal ambition of mine. This was a 

licence too far in many ways; this was not a normal 

deal. I was not going to let go of this one. I didn't take 

no for an answer and because of that it's gone beyond 

a typical licensing deal. I have a close relationship with 

these people and I think that the one thing they're 

convinced of is the personal commitment to the 

brand and I think that meant a lot. 

Edge: On a personal level it has to be the most 

exciting thing you've ever done_ 

RC: Yeah, I've never stopped being excited about this 

industry. I love it. I never wake up in the morning and 

think 'Oh, Christ'. When you run public companies you 

come into contact with these people - I come across 

bankers, accountants and lawyers - and I tend to 

stand in lifts with these guys and when I look around 

me I notice that they're in a uniform and they breed 

around me. Well, I've never felt like that about the 

games industry. I love the games industry and it 

continues to excite me. But this one was the crusade -

the one where Cousens gets the calling and off he 

goes to see if I could make it happen. 

The Italian job 
Edge: What was the hardest aspect of the 

deal, other than convincing Ferrari? 

RC: I'd say the hardest was making sure Ferrari was 

well informed about the games industry, educating its 

people about the games industry. They were aware of 

computer games and operating that aspect in Italy, but 

Italy isn't the biggest market in the world and has also 

been a highly fragmented market, posing many 

difficulties to hardware vendors. Over the years, you've had Nintendo change distribution 

many times, Sega has changed distribution many times, while Sony routed through 

conventional Sony music and video distribution channels to start with. 

So not only did we talk about the scale of the industry and who you could reach out to, 

we then made them aware of the technology that was available today. The early stages 

were very cosmetic. As we became more comfortable with each other, it was "Show me 

more!" So we became aware of the 360 Challenge at a fairly early stage and then we were 

shown into confidential areas that are shrouded in secrecy at Ferrari. 

Edge: Do you think you'll ever get to a stage where Ferrari will share most 

of its information with you? 

RC: I don't think we're there yet. I do believe that's the relationship and the bond that 

I would like to build between us. It would be great. I don't know if any other motor car 

manufacturer will ever quite get there in the type of relationship that I'm laying out 
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to Ferrari. If we can achieve that, it's a great success. What I would be saying, if you 

look at the implications of this for a corporation, it's that we're going to commit a 

significant percentage of our available development resource to this project and 

Ferrari over the coming years. 

The road ahead 
Edge: Where do you see the racing genre going, with the arrival of new 

machines such as PlayStation2? ' 

RC: Most people would make an obseivation and say that the racing category is too 

congested and you shouldn't go and participate in it. I don't believe that. As some other 

software house said, it's all i1 the game. With Ferrari and Vanishing Point I think we gain 

a significant share of the racing sector. The thing that I don't want to happen is the 

comparisons. For me, Vanishing Point isn't Gron Turismo. Look at Vanishing Point in terms 

of where it's going, the feel of the game, how that game actually drives, and make the 
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distinction between the two. I would contend that it's actually a better game. 

That's what's got us off on this stuff; it's in the game, it's the drive, it's the 

feel, it's the realism. It's in Vanishing Paint and I believe we've got it in Ferrari, 

and I think Ferrari is going to be a hell of an exciting product out there, and so I 

think we'll be the company to knock the spots off in racing games. I think we 

take pole position. 

So where does the hardware go? Who wins? That's the debate, because 

this time round you've got four competing systems, some would maintain that 

it's only three, but you'd have to say everyone has to go out and prove them­

selves again. In Japan, has Sony gone too early? Is there a lack of software? Is it 

regarded as a DVD player? What will change when Cran Turisma really hits it 

and Tekken hits it and so forth? Yes, it's done well, but I'm not sure it's done 

as well as people had anticipated, and I'm sure that with the launch in the 

western markets, that machine is going to come out at a certain price point 

so that it distinguishes itself from a DVD player. It's going to come out with 

30 titles so it's got a catalogue and I'm not sure that being backwardly 

compatible is an advantage. 

And then you've got the issue of who wins out of Microsoft and Sony, and 

in certain quarters there are some people who believe that Japan is definitely a 

Sony market, but the US market is going to be a battle royale out there and 

Microsoft may win that one. I don't know, I think Nintendo sits in a parallel 

universe to both those formats but I'll tell you what I do know: it's great being 

a multiformat publisher. 

Edge: To close on a general note, do you see a danger of losing 

certain types of games as the market moves even further towards 

mainstream acceptance? 

RC: I think the thing you touched on is defining games, and that's the most 

difficult thing. I think games change and games evolve and games as we know 

them today are not the games of tomorrow. And we'll sit here and we'll be 

excited about Ferrari, and that is the closest some people will get to the realism 

of a Ferrari, so you're fulfilling dreams in that extent. On the other side, play 

Space Invaders on your WAP phone in the future. I think portable gaming is 

going to be fantastic - I'm looking forward to GBA. I actually think it's a far 

more significant leap than other people are making it out to be, and I can't 

understand why Sony hasn't done it. The Walkman company, right? This is 

where it should be at but it's focused on PS2 today. 

Someone's going to discover the next Tetns. Why did Pokemon succeed? 

I remember going to Nintendo, years ago, and they were talking to me about 

it and they were uncertain as to whether it would be acceptable to the US 

market. But you go to the US and it's Pokemon country. I think the Japanese 

development companies are much better at taking a global view than 

western companies and they wil l plan for the longer term and they will 

make the commitment, and they will go with the bigger teams, and they 

will be more experimental. And we've got to do all of that. You never stop 

learning in this business - when you think you know it all, you lose. But 

yes, a lot to learn, a lot to do. Paths to go down, mountains to climb, 

and Ferrari games to publish. 
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Every issue, Edge evaluates the 

best, most interesting, hyped, 

innovative or promising games 

on a scale of ten, where five 

natu,ally represents the middle 

value. A game receiving a 

'seven out of ten', for example, 

is a very competent title with 

noticeable flaws but which 

should still appeal to a 

considerable range of players. 

It does, after all, score two 

points above average and 

should therefore not be 

considered as such. 

Edge's rating system is fair, 

progressive and balanced. An 

average game deserves an 

average mark - not, as many 

believe, seven out of ten. 

The delinitive monthly assessment ol the world's latest videogames 

Body lorm 
ffl o one would disagree that the inclusion of real 
W vehicles in racing games has substantially 
boosted efforts towards achieving true-to-life 
experiences over the last couple of years. After all, 
there's something perpetually unsettling about not 
dealing with the genuine article. It's not unlike owning 
a £12,000 Porsche 356 Carrera replica rather than the 
£40,000+ original. That vw engine growl may please 
the casual passer-by, but deep down you know you 
won't be truly satisfied until you hear the 
unmistakable purr of Porsche engineering. 

However. most of today's licensing deals carry 
with them a heavy price that is, increasingly, difficult 
to ignore. Ultimately it's one that interferes with 
gameplay. It is lack of car damage. While developers 
have concentrated on improving handling dynamics 
and visual detail, this area of realism has not seemed 
too important. But the arrival of the 128bit generation 
has thrust it into the limelight. 

Imagine you're racing around GT2000's Seattle 
track. As you approach a bend with the speedometer's 
needle stabbing into triple figures you suddenly suffer 
from a momentary brain-finger pathway disruption, 
sending you bonnet-first into the armco. Your car 
simply comes to an immediate halt and a two-point 

turn gets you back into the action. Given the detail of 
the game's other aspects, you can't help feeling short 
changed. For playability, reasonably authentic collision 
dynamics bring a whole new set of consequences. 
Think Konami's Thrill Drive coin-op. If nothing else, it 
discourages cheats from bouncing their way around 
tracks or using opponents as braking aids. 

Trouble is, most car manufacturers won't allow 
their cars to suffer visual damage in-game. some of 
them even force licensing contracts that specify their 
products are not allowed to flip over. This is the case 
with Polyphony's Gran Turismo series (although 
Edge feels the developer is in a position to put 
more pressure on the manufacturers). The polygonal 
machinery in Square's Type-5 may be able to roll, but 
visual damage is not incurred. 

Licensed rally games have no such small print. 
Mechanical destruction is fundamental. And 
whereas once you would have been lucky to see 
a dislodged spoiler, Fl games have undergone a 
damage revolution, with blown tyres. severed 
wheels and mechanical failures becoming the 
norm. It's time for all racing games to follow suit. 
Drop the damage-prohibiting licensing for the 
sake of improved playability. 

Cars in Square's Type-5 (left) can roll - so why can't GT2000's (centre)? Both would benefit 
tremendously from visual damage and realistic collision dynamics. As would RRV (right) 

Videogames on the Edge 
This month's PS2-shunning clutch of softs 

Ridge Racer Get Bass Strider cannon Fodder 
(PS) Namco (DC) Sega (PS) Capcom (GBC) Codemasters 
The arrival of the rather One of Edge's favourite Stupidly frustrating it can As deadline approached, 
average RRI/ prompted DC games, this regularly be, but few games can Jon Hare turned up in 
another look at the series· gets extensive spins in the claim to be as inventive Edge's office with a Game 
original. Arrazingly, this office's 128bit console. and as daring as capcom·s Boy Colar version of one 
six-year-old interpretation Threeplayer season games 1989 futuristic ninja romp. of his past creations. And 
is still a lot more exciting. make it sociable fun, too. Nor are they as replayable. it's a great little package. 
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It might look a whole lot prettier - fighters are incredibly detailed and 
brilliantly animated - but this is merely a revamped version of Tekken J 

11'!1 icking off the five-year-old 
m Tekken franchise on Sony's 
new 128bit hardware with an arcade 
conversion was always going to 
present Namco with something of a 
dilemma. Given the worryingly short 
development time afforded to the 
team (Tekken Tag Tournament 
originally formed part of the proposed 
launch line-up), the prospect of 
converting an existing game must 
have seemed particularly appealing. 

so what if m failed to drag 
arcade goers away from their 

established beat 'em up brands? 
Here was the easiest solution - other 
than inserting any of the PS 1 Tekken 
titles into the disc drive - allowing 
zealous PS2 adopters to get their 
fill of Tekken on their spanking 
new Sony box of silicon. 

But from a development 
perspective the option was rather 
restricting. There would be little room 
for revolution. No real tinkering with 
play mechanics, new ideas or radical 
evolutionary moves forward. The 
blueprint was set before day one 
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Format: PS2 

Publi sher: Namco 

Deve loper: In -house 

Price: ¥6,800 (£40) 

Release: ou t now (Japan); 

TBA (UK) 

Backgrounds in TTT serve as eye candy only: unlike DOA2's, there's no interaction with your surrounding world. But at least there's plenty to look at and 
the supporters surrounding the fights add massively to the moody atmosphere. It's just a shame the game's tag option is a strangely under-used feature 

and other than the implementation of 
the usual Tekken console options 
there would be no straying from it. 

Namco's reasoning is 
understandable. The same logic has 
been applied to the equal ly castrated 
Ridge Racer v (see p76) with 
massively disappointing results. It may 
be a new game, but it offers nothing 
that wasn't better implemented in 
previous versions. Th is is rehash 

Most of the ground in TTT is 
uneven - a great detail. But it 
brings no gameplay implications 

territory. Players are entitled to expect 
substantially more than what's offered 
by Namco's first two PS2 ventures. 

so gamers may be getting to play 
a 128bit version of Tekken but there's 

improved. It's still a mass of little 
triangles, of course, but the result is 
now probably as menacing as the 
developer originally intended. 

Under the higher number of 

!There's nothing here that could be regarded as true next-
generat ion material. Visually things have improved, but potential 

hinted at by early tech demos has fail ed to fully material is~ 

nothing here that could be regarded 
true next-generation material. Sure, 
visually things have improved, even if 
the potential hinted at by early tech 
demos has failed to fully materialise. 
Fighters are intricately modelled and 
excellently animated, background 
detail is impressive, and everything 
runs at the magic 60fps. For instance, 
whereas in Tekken 3 True Ogre was 
a fairly unintelligible mass of 
polygons, here things are much 

polygons beats the same old heart, 
though. A good thing, given the series' 
heritage, but hardly good enough. 
Sure, there's the tag option which 
does force an alteration in fighting 
tactics (you can still fight one on one, 
should you wish), but it's clear that 
both DOA2 (see p80) and SF EX3 (p72) 
make better use of this option while 
also displaying a vitality that m fails 
to match, Namco's game feeling 
surprisingly sluggish. 
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True Ogre (above), looking more like his 'usual' self after his last, distinctly blocky appearance. Lighting is 
excellently implemented throughout and you can take your own screenshots via the bonus gallery option 
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With the exception of Unknown's (above left), the end sequences for the characters use the ingame engine (top left, centre), though they are far shorter 
than previous Tekken end sequences. Because they're detached from the fighting arena, backgrounds can serve to break the illusion of a solid 3D world 

Still. at least ITT places 39 Iron 
Fist Tournament contenders from the 
three previous games at your disposal 
- even if only one of the faces proves 
unfamiliar to Tekken devotees. unlock 
ten of the 20 that you start with and 
a Tekken Bowl mini-game option 
appears in the menu. Proving even 
more disassociated from the beat ·em 
up world than Tekken 3's volleyball, 
this requires two of your combatants 

to momentarily suppress their fighting 
instincts and engage in a game of ten­
pin bowling. Its presence among the 

other usual options (vs, team battle, 
time attack, training, survival modes) 
is wonderful ly abstract and the game 
itself proves at least as attractive as 
the main meat of the package. 

Yet the overall lack of innovation 
extends to the fighters' repertoire. 
New moves have been implemented 

The bonus Tekken Bowl game works wonderfully well and its addictive 
quality is likely to take your mind off fighting for lengthy periods of time 

while others tweaked, but overall 
the differences are disillusioning. 
You find yourself reverting to well­
versed sequences and soon realise 
that you may as well stick to playing 
Tekken 3 for all the difference this 
latest instalment makes. 

This is Tekken as it's already been. 
Nothing more, hence something less. 
Videogaming doesn't stand stil l just 
so developers can hide the same 
material under finer polygonal 
cloaks, however beautiful. Anyone 
approaching the series for the first 
time should be impressed. It is, after 
all, a sound game. But previous 
Tekkens have improved significantly 
on their forebears, refining gameplay 
while bringing new elements into the 
mix. The Tekken Bowl option 
here simply isn't enough. 

Edge rat ing: 

Six out of ten 

Character detail is 
clearly more advanced 
than that of the 1999 
TTT coin-op. But it falls 
some way short of the 
quality of, say, Tekken 
J's prerendered footage 
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The game looks colourful, yet noticeably rough around the edges. Arika 
would no doubt blame rushed development for EXJ's visual deficiencies 

D o many who attended 
February's Playstation Festival 

2000 show, th is was a far more 
exciting and rewarding proposition 
than Namco's Tekken Tag Tournament 
across the other side of the hall. But 
this isn't as surprising as it may 
initially seem. After all, EX3's colourful 
world and frenetic, highly playable 
action should seduce the majority of 
beat ·em up fans with ease. 

And then there's Street Fighter's 

heritage, of course. Namco, with its 
Tekken series, may have muscled in of 

late, but capcom retains a massively 
significant share of the fighting 
market. And while TTT looked 
decisively unfinished, EX3 did not. 
Yes, it's a rushed release, but given 
the manga-led nature of the EX 

series' aesthetics, Arika ends up 
getting away with it better than 
Namco does. Of the game's visual 
failings, the most significant are 
relatively simplistic backgrounds and 
a helping of unintentional slowdown. 

For a beat 'em up, EX3 follows an 

unusual structure. The typica l training 



and versus options are here, but the 

main game consists of just six bouts. 

The first has you fighting three 

CPU opponents while the second 

offers the traditional tag structure. As 

you progress through these you're 

allowed to take the last KO'd 

opponent with you - up to three can 

join your party. Interestingly, these 

characters can be controlled by a 

second player so that for the third 

battle, two human-controlled 

combatants could face up to first 

sub-boss Garuda. The fourth battle 

delivers more tag action, while 

TEST SCREEN 

Format: Playstation2 

Publi sher: Capcom 

Deve lope r: Arika 

Price: ¥6,800 (£40) 

Release: out now (Japan) 

TBA (UK) 

Open up the extra nine characters 
(for a total of 26) and you're faced 
with a selection of familiar faces. 
As ever, E Honda doesn't make it 

!This is a more playable beast than its predecessors, 
sporting decent visuals with some impressive 

special effects during outlandish combo sequenc~ 

the fifth is two-on-one tag fighting, in 

your favour. The final stage sees your 

four characters lining up to receive 

turn-based punishment. 

As with many aspects of 

the game, every bout offers sub­

chal lenges of varying difficulty. 

Achieve these successfu lly and 

you gain a medal. The aim is 

obviously to acqu ire them al l, 

unlocking myriad secrets - although 

non-Japanese readers will encounter 

problems when attempting to 

decipher what is required of them. 

Arena mode is where the 

twoplayer action can be found. 

oneplayer options (offering various 

fighting permutations) are still 
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Train Ace, your customisable character (top), and you can spend experience points on new moves which you can then use in the main game. The end 
sequence (centre) is one of the best ever (wait till you see it in action), though the game would benefit from offering a more substantial oneplayer mode 

available, but it's the straight 
twoplayer tag mode that is likely to 
fully engage the majority of players. 
There's also a fourplayer setting, but 
serious players will probably stick to 

the two-on-two tag mode, as other 
options tend to disintegrate into 
free-for-al l chaos. And that can be 
entertaining for all the wrong reasons. 

A notable inclusion is the 

!For a beat 'em up, EX3follows an unusual structure. As you 
progress through the bouts you're allowed to take the last 

KO'd opponent with you - up to three can join your pa~ 
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The structure of the oneplayer game is refreshingly different, but don't 
expect any revolutionary touches when it comes to the core gameplay 
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character edit mode, which allows 
you to build up a fighter by gaining 

experience points from completing a 
set of training engagements and 
spending those points on purchasing 
special moves. Again, the language 
barrier may make successful 
completion of some of the tasks 
rather difficult, but it's an interesting 
and worthy addition that should 

reveal its full potential once 

the western release arrives. 
In play, while some of the 

sluggishness of the EX series (when 
put against the immediacy of the 
original SF games) remains, this is 
a more playable beast than its 
predecessors, sporting decent visuals 
with some impressive special effects 
during outlandish combo sequences 

SF and EX fans will port their 
skills across with immediate results, 
while newcomers shouldn't find 
things too daunting after a couple 
of bouts. Ultimately, SF EX3 does 
everything it has to, without striving 
to stretch its values too far. Which 
is a shame - but you're still left 
with an eminently playable, totally 
engrossing and reasonably 
pretty-looking beat ·em up. 

Edge rating: 

Seven out ol ten 
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Rl □ Gf RACfR V 

Scenery is impressive but details 
such as glowing discs (right) 
should be better implemented 
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In typical traditional Ridge fashion, the seven tracks (which are reversible) 
share large sections. One is even identical to the original Ridge Racer circuit 

IP.II nyone surprised at last month's 
Iii appraisal of the disappointing 
sega GT has perhaps failed to take an 
objective look at the general level of 
racing games these days. Of all the 
videogaming categories available to 
developers, this is arguably the one 
to have undergone the most advances 
in the last couple of years It's a 
massively over-subscribed genre and 
competition is therefore absurdly 
fierce. Anyone unleashing 
substandard products on to the 
market simply can not expect to get 
away with it. 

Still, presentation-wise Ridge 

Racer vis ahead of the pack. Boot the 
game up, spectate the opening 
sequence and a replay kicks in, 
enabling you to navigate the camera 
around a car. You'll notice headlights 
pop up whenever the vehicle enters a 

tunnel, brake discs glow red (though 

there's no fade in/out), sparks fly 
regularly out of the back as the 
suspension does its best to smooth 
out the bumps. The cars may not 
have the relief found in those from 
GT2000, but their poly count is high 
enough to make curves look curved -
there are no jagged edges in RRV. 

Presumably you'll soon get tired 
of watching cars go by and get the 
urge to drive one. You'll notice the 
menu offers no quick race option -
you have to select a team and 
enter a championship. It's just a 
different way of doing things. Not 
the best way, perhaps, but not 
disastrous either. It does mean 
getting through a bewildering 
amount of front end, however, and 
while everyth ing is wonderfully 
presented al l you real ly want to do 

is to get your polygonal wheels 
around a polygonal track. Eventually, 



The second view is mostly useless, 
placing the camera too close to the car's 
boot. Engine noise is shamefully weak 

after a tolerable (just) loading time, 
you're at the back of the grid with 13 
competitors ahead of you, your finger 

maintaining a steady 7000rpm 
courtesy of the Dual Shock 2·s 
analogue buttons. 

on first approach, RRV feels like 
all Ridge Racers . But then you realise 
that for al l the suspension travel 
witnessed during the replays, your 
car doesn't behave as though it 
features shock absorbers. The ride 
is more stifled than previous Ridge 
games, while redefining the notion 
of li ft-off oversteer (the first three 
championships can be won without 
ever having to apply the brakes). 
Throwing your car around bends 
with ludicrous abandon is now easier 
than ever, meaning Ridge heads 
should find little problem in getting 
to the finish line ahead of the 
competition. 

Trouble is, everything in RRV feels 
calculated. The way your car handles. 
the way it drifts through corners, the 
trajectory and infallibility of the CPU 
vehicles (except when they drive 
straight into you). and how the same 
voice samples play at specific circuit 
sections has al l been predetermined 
at the development stage. That 's true 
of al l the Ridge games. of course, but 
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You need the odd jump here and there, of course - it's all part of the Ridge experience. Sadly, the series' 
structure is showing its age. If a follow-up is planned it should introduce some genuine evolutionary elements 

somehow previous instalments have 
hidden it with more aplomb. Here 
things just feel oddly unrewarding. 

Missing too, is the sense of speed 
usually associated with the Ridge 
series. Sure, better handling, faster 
cars and more powerful engines 
become available as you progress 
through the championships, but the 
road is too wide and the buildings too 
far back to properly convey the pace 
and thril l conveyed by the PS1 games. 

That RRV is rushed should shock 

no one. But that it's less enthralling 
than its predecessors (with the 
possible exception of Revolution), 
should. For racing excitement it's up 
there with Sega GT. By Ridge 
standards this is a mostly soulless. 
unengaging and half-hearted attempt. 
By general racing game criteria it's 
just average. Like Sega, Namco 
is capable of much more. 

Edge rating: 

five out ol ten 

The twoplayer option 
seems feeble - when 
other PS2 racing games 
manage 60fps with all 
scenery still on 
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fANTAVIS ION 

It may not push the PS2 to its technical boundaries (backdrops are not made 
up of zillions of polys), but Fantavision is a visually engaging experience 

From top: Fireworks 
go up into the sky, you 
select them and then 
decide when to set 
them off ... preferably 
before they die out. 
It's a winning formula 
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D n the endless stream of sequels 

and copycat development hell 

that is the current videogaming world, 

the arrival of something quite unlike 

everything surrounding it should not 

be underestimated. Enter Fantavision, 

a dazzling ticket to a colourful 

puzzling land without the need for 

ingesting chemical additives 

On the surface, things are 

beautifully simplistic: waves of blue, 

green and orange fireworks are fired 

into the night sky and it's your role to 

link them together (using a 

combination of the left analogue stick 

and the x button) before detonating 

them (circle button) In reality it's a 

little harder than that. You must link a 

minimum of three, always according 

to colour. But for the big points it's 

preferable to get longer chains 

together You link one colour chain to 

another by attaching a multicoloured 

firework between them. Before that 

happens, though, you've more than 

likely run out of time - wait too long 

and your already selected fireworks 

Hopefully the game's obscure nature won't dissuade too many casual 
gamers from parting with their cash. Fantavision deserves huge success 

die out, taking with them precious 

energy When your energy bar 

reaches zero, it's game over. 

Although colour-based firework­

linking in Fantavision works in 

multiples of three, there's nothing to 

stop you from joining four, five, seven 

or any number of similarly coloured 

fireworks together So you could have 

four green, followed by three orange 

and five blue, for instance. How you 

link - and indeed how many you link -

is decided by what turns up on your 

screen and what you decide works 

best, of course; but you're not given 

much time to waste. so as you're 
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Save your replays and then enjoy the show through eight possible camera angles, as well as being able to add a multitude of effects, such as weather 
(rain or snow), psychedelia (which proves outrageously trippy), or translucency (top). Several levels of subtlety only reveal themselves after extensive play 

working on what's already in the air 
keep an eye on the next wave of 
fireworks which is shown at the 
bottom oi the screen - you can then 
decide which strategy to adopt. 
Hesitate and you're soon playing 
a desperate game of catch-up. 
Redemption is possible but it 
requires some swift thinking. 

That's the simple way of playing 
Fantavision, but it is unlikely to get 
you very far into the first game -
finish the eight levels and a selection 
of extras open up, including a harder 
version of the main event. The real 
way to enjoy SCEl's inspired puzzler is 
to discover the game's various levels 
of subtlety. For instance, setting off 
fireworks in the vicinity of other 
similarly coloured pyrotechnics sets 
off a cha in reaction, so selecting 
anything and everything present on 
the screen is not necessary - you 

Ian the surface, things are beautifully simplistic: waves of blue, 
green and orange fireworks get fired into the night sky, and it's 

your role to link them together before detonating the~ 

could miss other fireworks, hence 
losing you crucial energy_ Instead, 
focus on where you're going to move 
your cursor next so as to maximise 
your chain potential 

In addition to fireworks popping 
up, stars, bonus points and energy 
icons make an occasional appearance, 
too. work these into your chains and 
reap their rewards. The stars convert 
into letters spelling out S-T-A-R-M+N­
E; once that's accomplished you're 
whisked off into a bonus round of 
pyrotechnical madness, where you 
set off and attempt to maintain an 
explosive chain unti l the timer 

reaches zero. Getting it right is an 

easy way of replenishing energy. 
Simple enough, you conclude. 

Shallow, even. Before you know it, 
though, hours have passed, yet the 
'one more go' factor remains firmly in 
place. This is the most impressive 
game to be powered by Sony's 128bit 
architecture to date, as well as being 
one of the most enjoyable titles Edge 
has had the fortune of getting its 
hands on in recent months. Along 
with DC's Chu Chu Rocket, it ranks 
among the most charmingly 
endearing and playable, too. 

Edge rating: 

fiont 001 ol ten 

Presentation centres 
on 1950s American 
familr imagery. But 
it wil further confuse 
those unable to 
grasp Fantavision's 
supremely odd concept 
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□ fA □ OR All Vf 2 

The assortment of fighting styles 
is complemented by joint 
manoeuvres, but tag team bouts 
can only take place in one arena 
(DC version shown on this page) 

Dreamcast owners will 
be 'treated' to the sight 
of Kasumi and Ayane in 
school uniforms (above), 
but the basic gameplay 
remains the same in 
both versions 
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r,:n hether or not you consider 

W it to be in good taste, it will 

please some people that Dead or 
Alive 2 continues the original's 

celebration of the natural glories 

displayed by the game's female 

stars. The more discerning gamer, 

though, will be more impressed by 

the equally al luring gameplay. 

Initially available for Dreamcast in 

the us and Playstation2 in Japan, 

Tecmo's beat 'em up has also been 

signed up by Acclaim for UK release. 

Eagle-eyed players will, of course, 

notice that the emphasis has slightly 

shifted to the underwear of the 

schoolgirlish combatants. The DC 

option still allows you to vary the level 

of 'bounce' displayed by characters, 

by varying the character's age 

But more significant are the 

involving and balletic contests at 

the heart of the game. The control 

system is intuitive, with a button 

each for punch and kick, as well as 

a third button which combines for 

holds and counters, though 3D 

movement can be initially confusing. 

counter attacks are now 

commonplace in beat ·em ups, but 

here they are particularly well 

executed and a critical skill for you 

to master, as in the original Dead or 
Alive . At times it is simply a joy to 

watch the elegant exchanges 

between fighters. There are a 

number of distinctive fighting styles 

on offer, and while some are arguably 

weaker than others, on the whole 

there is a fine balance. 

Character animation is second to 

none, and bouts take place inside 

large, ostentatious arenas. It is 

possible in some areas to push your 

opponent through a window or down 

a ravine, in order to inflict damage 

and open up a new environment in 

which to fight A masterful touch. 

Of equal importance are the less 

obvious touches, such as the gentle 

slopes featured in some levels. 

Breath forms into clouds in an arctic 

envi ronment and in other places 

water splashes at varying heights 

depending on the way it is struck. 

Walls and pillars can be used to 

increase damage to an opponent, 

particularly in an elevator surrounded 

by an electrified barrier It's worth 

noting that the PS2 version 



The PS2 version (shown on this 
page) features different outfits 
and more arenas. Graphically 
the game is only slightly more 
impressive than the DC version 

incorporates a wider range of 
locations because it is based on the 
Millennium Edition coin-op 

The atmosphere generated by the 
spectacular backdrops is heightened 
by the use of prerendered cut-scenes 
between bouts in the story mode (the 
default oneplayer game) The quality 
of these scenes results in a genuine 
sense of involvement but it is all over 
far too quickly, as there is no way to 
extend the contest beyond one 
round per bout. 

There is a time attack mode in 

which this is remedied, but this does 
without the rendered scenes and 
final boss that make the story mode 
so engaging. A survival mode has 
also been tacked on, though this 
does little to extend the longevity 
of the game. It is a shame that the 
lifespan of the DC version is further 
shortened by the fact that there are 
no extra costumes to unlock, in 
contrast to the PS2 iteration. A 
well-executed tag team option is also 
limited in its oneplayer incarnation, 
though this becomes more 
compell ing in multiplayer mode. 

Featuring multi-tiered, interactive 
environments akin to Power Stone, 
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!Featuring multi-tiered, interactive environments akin to Power 
Stone, with more complex manoeuvres reminiscent of Soul 

Ca/ibur, this marks another step towards a true 3D beat 'emu~ 

with more complex manoeuvres 
reminiscent of soul Calibur, the game 
marks another step towards a true 
3D beat 'em up. Crucially, though, it 
lacks the enormously captivating 
oneplayer game of the latter. It will 
no doubt take time to master the 
subtleties of the various characters, 
but the oneplayer experience is 
regretfully shortlived . 

There is little to distinguish 
between the two versions in terms of 

gameplay. While Sony's console 
offers more luxuriant lighting effects, 
the animation is equally fluid on 
Sega's. The fact that the latter has 
fewer arenas and requires more 
concerted oneplayer effort to unlock 
costumes is critical, though, and 

is hardly outweighed by the ~ 
provision of schoolgirl uniforms. 1-.::::i 

Edge rating : 

Eight out ol ten 

The final level in the 
PlayStation2 version 
takes place in a 
dreamlike arena, In 
the Dreamcast version, 
the action is clearer 
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M ll K2 

With four arms and a wide variety of destructive weaponry, it is little wonder 
that Max is responsible for more onscreen violence than his two colleagues 

MDK2 is one of the better-looking games available for the Dreamcast. 
Its selection of spot effects includes the output of an atomic toaster 

II rom the first cut-scene and 

the loading screens with their 

cartoon graphics ii la Jack Kirby 

through to the final boss, Bioware's 

sequel to MOK retains the offbeat 

humour and quirky originality that 

made the forerunner such a hit - with 

reviewers if not entirely with the 

gamebuying public. In a dramatic step 

away from the dictates of the original, 

two of Shiny·s bit-part players are 

promoted to see a slice of the action. 

Doctor Hawkins and Max, a 

nutty professor and a six-limbed dog 

with a penchant for action, join Kurt 

Hectic, mild-mannered jan itor and the 

hero of the piece. Once again they 

must protect the Earth from aliens 

riding energy streams, intent 

on further destruction. Max and 

Hawkins add a new dimension to 

gameplay. While levels featuring 

Hectic are similar in tone to the 

original, a more direct approach is 

used to complete levels with Max, 

who has far more firepower than his 

human counterpart. While Hectic 

takes out switches using his sniper 

scope, Max simply destroys the 

scenery in order to progress. 

The most radica l departure from 

the gameplay of the original takes 

place with the doctor It is not until 

he finds the components to produce 

a weapon - which is suitably bizarre -

!while levels featuring Hectic are similar in tone to the 
original, a more direct approach is used to complete levels as 

Max, who has far more firepower than his human counterpa~ 
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that he is able to take on the aliens 

in a firelight. Even then, most of his 

challenges are solved by the use 

of brains rather than brawn . To 

complete the more varied puzzles 

that he faces, Hawkins must use or 

combine items in his inventory, which 

vary from a toaster to hand towels. 

The range and outlandish nature of 

the armoury forces the player to 

think slightly laterally. 

The doctor's first challenge 

involves taking on a number of aliens 

without a discernible weapon - with 

the knowledge that there is a large 

alien-eating plant in the corner of the 

Hectic's sniper rifle makes a 
welcome return, with an 
exotic range of ammunition 
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MDK2 presents a varied collection of alien adversaries, ranging from the larger bosses at the end of levels (top left), through to jeering underl ings (top 
right). The cannon-fodder variety frequent Max's levels, but must also be overcome by the more limited firepower of original hero Hectic (above right) 

room . The game also features a 
number of sub-levels that demand 
further dexterity from the player. Most 
of these are side-scrolling levels in the 
style of Scramble, in which various 
items of debris must be avoided, but 
one notable exception is that in which 
the player must guide a fish through 
pipes that are infested with mines 
and larger marine-life specimens. 

The game looks impressive 
throughout, offering a variety of 
environments and well-realised 
aliens, as well as an apparently 
accurate map of the heavens during 
Hectic"s early levels. The action 
moves swiftly from Earth to the 
corridors of the mobile space home, 
Jim Dandy, and beyond to the alien 
homeworld, peopled by jeering 
aliens and egocentric bosses. Large 

portions, though, are murky and dark 
to the point that it is a chal lenge 
simply to see what is happening. 

It is perhaps fi tting given 
the re-release of Strider packaged 
with Strider 2 for the Playstation 
(reviewed on p87) that, despite 
showing off advances in complexity 
and variety of gameplay. MDK2 

represents a throwback to the days 
when videogames were a great deal 
less placable. This is not necessarily 
a good thing, though. Some levels are 
simply capricious, particularly some 
of the subgames, and getting 
through them can be as much a 
matter of luck as it is ski ll . Many of 
the subgames also abandon the 
intu itive controls of other levels in 
favour of a more sluggish and 
rudimentary approach. In one level, 

for example, you need to avoid 
oncoming asteroids by simply 
moving up or down. 

MDK2 is an audacious attempt 
to subvert conventional attitudes 
towards gameplay, representing a 
move away from fixed modes of 
play. For this, Bioware must be 
congratulated. But in execution, 
the various styles on offer do not 
gel as well as they might, being let 
down in places by careless design . 

There's no doubting the value of 
many elements here - Bioware has 
taken Sh iny's distinctive concepts and 
pushed them in interesting directions 
- but such rich potential has ~ 
ultimately not been realised . ~ 

Edge rating: 
--------

~even out o! ten 

The side-scrolling 
subgames are an 
amusing diversion, 
but surprisingly 
unforgiving. Limited 
controls do not help 
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The number of aliens onscreen at once can result in hectic encounters (top right). In such circumstances you must eschew the long-range weaponry on 
offer and get down and dirty with the aliens (main). At this point it's a matter of hoping that other squad members are attacking in a similar fashion 

The scenery offers a 
welcome diversion 
from the featureless 
corridors so often seen 
in PC titles. It also 
proves to be a critical 
gameplay component 

I] hrust to prominence by the 
release of the once-ubiquitous 

Organic Art package, littl e has been 
seen of Computer Artworks of late, 
unti l the recent announcement that a 
'taster' version of Evolva would be 
bundled with cards carrying GeForce 
256 hardware. However, it seems 
unlikely that this fully fledged game 
will capture the imagination of the 
media and public in the same way its 
arty curio predecessor did. 

Set in a future in which genetic 
engineering is widespread, Evolva 
pits the player as the commander of 
a team of four genohunters, equipped 
only with the ability to mutate at will, 
against an unrelenting alien parasite. 
While the plot adds a topical element 

to the familiar litany of science-fiction 
B-movie fare, the game itself is an 
attempt to combine the apparent 
synergies between the firstperson 
and rea ltime strategy genres, with 
a handful of puzzle-solving elements 
thrown into the mix. 

Fittingly for a game originating 
from a team headed by Wi ll iam 
Latham, Evolva is visual ly resplendent, 
boasting lush, interactive organic 
expanses to explore. Dynamic, 
scaleable graphics allow for a 
multitude of beautifully rendered 
adversaries at one time, as the 
genohunters are beset from all sides 
by swarming hordes. Enemy Al i.s 
particularly impressive, with attacks 
characterised by waves of insect-like 

!Cooperation between the wide variety of aliens is not merely 
dramatic but a significant component of gameplay. The ability of 
genohunters to mutate provides a novel approach to power-ups _J 
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aliens scurrying to engage in close­
quarters combat, supported by the 
long-range bombardment of their 
flame-spitting cohorts. Indeed this 
cooperation between the wide 
variety of alien breeds is not merely 
dramatic onscreen but a sign ificant 
component of gameplay. 

The abi lity of the genohunters 
to mutate at will provides a novel 
approach to the question of power­
ups, since the bodi~s of destroyed 
aliens provide the raw genetic 
material to fashion weapons such 
as lasers and grenade launchers. 
But whi le some are slightly novel, 
including stealth options and a 

weapon that shoots homing insects. 
this feature is largely cosmetic. The 
on ly discernible difference to 
traditiona l shoot ·em ups is the 
necessity of butchering the local 
fauna to provide new weaponry. 

And although there are apparently 



Crucially, the frequent pyrotechnics 
and carnage are both vividly rendered 

more than a bill ion different 
possible combinations of mutation, 
the evolution of genohunters is 
shaped to a large extent by a number 
of disappointingly linear puzzles 
These requ ire the interaction of a 
particular mutation and some part 
of the environment in order to 
progress, such as the destruction 
of impenetrable flora with the flame 
thrower, for example. 

Also dissatisfying, given the 
developer's ambition of defying the 
constraints of a single genre, is the 
clumsy control inte r.tac~ that prevents 
the full exploitation of squad-b,.ised 
tactics, which are necessary to 
complete the game. This is only partly 
remedied by some noteworthy Al. It's 
a shame in that the use of four squad 
members, which in theory lends a 
strategic element to proceedings, is 
made slightly redundant. 

At times the three genohunters 
provide excellent support, but there 
are too many moments of extreme_ 
stupidity; it is frustrating to see a 
laboriously stealthy approach undone 
by the reckless charge of a fellow 
squad member, and more so to see a 
genohunter jump into a pit of lava. 
These problems are even more 
apparent when playing a multiplayer 

Effective cooperation between squad members is essential to 
progress, but the genohunter Al often leaves something to be desired 

game. It's extremely challenging 
to attempt to mutate a character 
while being shot at. 

Essentially these shortcomings 
make it necessary to play the game 
as a thirdperson shoot 'em up and 
it is easy to forget about the option 
to control other genohunters except 
to leave them behind. combined 
with the sophisticated threat 
presented by the aliens, and the 
sheer number of assailants, this 
results in an uneven challenge. 

Evolva is a competent action 

game, setting an aesthetic 
standard for the new generation 
of PC graphics chips. Nonetheless, 
it represents a missed opportunity 
to push back gameplay boundaries. 
The emasculation of a large part 
of the player's fire power by a 
deficient control system produces 
a poorly paced challenge which 
ultimately leads to a frequently 
fruitless experience. 

Edge rating : 

Six out of ten 
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A wide variety of 
genes can be collected 
from alien corpses, 
which can then be 
used to provide your 
genohunters with a 
range of weaponry 
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Format: PC 

Publisher: Activision 

Developer: Raven 

Price: £30 

Release: out now 

The plentiful supply of ammunition results in a limited use of the trusty Pig Sticker combat knife. Though an effective weapon, it is not as satisfying 
as the more pyrokinetic variety at your disposal, all of which deal destruction in an exaggerated manner to countless numbers of faceless bad guys 

The sniper rifle is 
essential to Mullins 
given his constant need 
to avert attention. It 
also enables pretty 
close-up views of 
exploding body parts 
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~ espite its emphasis on blood 
I:. and gore. the latest outing for 
the Quake II engine brings back 
memories of those other sold iers of 
fortune, The A-Team - if no one else 
can help, and if you can find him, 
maybe you can hire: John Mull ins. As 
befits the right-wing, pro-gun agenda, 
the rather weak plot involves four 
nuclear warheads which have been 
stolen by an evil terrorist. The UN has 
wisely seen fit to employ a lone 
individual to destroy these warheads, 
which is where the player comes in. 

Cinematic cut-scenes introduce 
the action, which takes place in 
several hotspots all over the world, 
from Kosovo to Iraq via New York. 
After the introductory levels, Mullins is 
assigned new missions by two 
compatriots, Hawk Parsons and Sam 
Gladstone. At key moments, Parsons 
makes a prerendered appearance 
introducing new objectives, or 

opening up a new area for Mull ins to 
explore. Excellent graphics and a fi rst­
rate use of audio are evident from the 
early levels, set in a well-realised 
New York subway station, and serve 
to heighten the immersive sense of 
atmosphere and tension. 

Also immediately obvious is the 
graphic depiction of violence. In a 
wise move, a parental lock can 
moderate the gore, but even with this 
disabled, a range of pseudo-realistic 
weaponry can blow the bad guys, 
literally, to pieces. However, the new 
lean command, in combination with 
the woefully inadequate enemy Al, will 
result in the sniper rifle being the 
weapon of choice for many players. 
Although the use of stealth is de 

rigueur right now, it requires the 
suspension of a large amount of 
disbelief to consider it possible to lean 
around a corner and take out a group 
of sentries standing on ly yards away, 

one by one. And yet throughout the 
game, battle-hardened mercenaries 
will react to somebody in the near 
vicinity being shot in the head by 
standing still. As the game develops, 
the threat increases by waves of 
attack which are triggered by the 
player's progress or proximity to a 
certain location, but this is a poor 
shortcut to alleviate deficient Al. 

SOF is an above-average 
firstperson shooter. It doesn't bring 
much to the genre, save for its gory 
depiction of violence. Indeed, while 
the game is no more violent than any 
other game of its ilk, the combination 
of B-movie plot, cannon-fodder Al, 
reductive morality, pseudo-real istic 
setting and exaggerated violence is 
alarming, even in a title aimed 
at a mature audience. 

Edg e rating : 

~even out ol ten 



SlRl □ fR HIRYU 1&2 

Contemporary visuals and old­
school play: a mix worth checking 

D n terms of visual appeal and 
agility, Strider Hiryu ranks as 

one of the best characters ever 
designed. combine his acrobatic 
skills with some wonderfully inventive 
and remarkably daring level design 
and you fi nd a title that, even 11 
years after its original arcade 
release, continues to impress 
The game's snowy mountainside 
section and the reverse-gravity level 
will forever be cited as some of 
videogaming·s fi nest moments. 

But Strider 1 isn 't on test 
here, although the 1989 original is 
included in the package with its 
sequel. Most wil l welcome this. 
even if it may surprise you how 
un forgiving and occasionally 
frustrating ·sos games could be. 
The star of the show, Strider 2, 

has been converted from coin-op 
status, just like its predecessor. 
Immediately, you'll notice the 
game is easier - your character 
can now run on command, unleash 
special attacks and perform a life­
saving double jump - where 
directional changes mid-jump 
are also possible. 

Capcom has wisely refrained 
from tinkering too much with the 
original formula - al l the major 
elements that made Strider 1 such 
an irresistible proposition have 
been incorporated into the sequel. 
In a sense, then, this is more update 

The sequel retains all of its 
predecessor's main ingredients, 
ensuring the end result is as 
playable now as the original was 
some 11 years ago. Captivating 
static manga images are used for 
depicting the narrative (above) 

material than a true successor. 
Split into six missions (of which 

only three are initially available 
unless you complete Strider 7), 
Strider 2 shouldn't take more than 
an hour to complete for those 
prepared to throw caution to the 
wind and charge in, aware that 
infinite-continue options allow 
progress at the stab of a button. 
Approach matters with a little more 
care, however, and you're rewarded 
with a better final ranking which 
should affect subsequent bonuses. 

It's worth noting Strider 2's 
presentation - a factor so often 
overlooked. It's simply gorgeous. From 
the sequences detai ling objectives to 
the beautiful static manga-style 

images sandwiching missions, 
everything is done with tremendous 
panache. As is the way the game 
incorporates sprites running around 
polygonal backgrounds (bosses, too, 
are usually made of triangles), 
resulting in a mixture that suits the 
game's style particularly well. 

Despite its use of 30 elements, 
it still looks like Strider, retains all the 
fundamental components and plays 
as wonderfully. Like most coin-op 
conversions, longevity is an issue, 
but this one's compellingly replayable. 
The resulting package is one 
arcade fans should not miss. 

Edge rating : 
------------

~even oul ol len 

TEST SCREEN 

Format: Pl aystation 

Publi sher: Capcom 

Developer: In-house 

Price: ¥5,800 (£35) 

Release: out now (J apan); 

May (UK) 

Finishing the arcade­
faithful Strider (above) 
opens up an extra level 
in Strider 2, and sailing 
through the latter also 
introduces new playable 
character Hien (top) 
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TES TSCREEN 

f l 2000 
Format: Playstat ion 

Publisher: EA 

Developer: In -house 

Pri ce: £35 

Release: o ut now 

1 1111 Hlll lll llll lt•U 
CUIOU f t 

<-~ ·~_.., .. 

. ~:"~;::-"'-'f ~~ 
.., ~ c;:-] 111:l.,:HV:itQ He 

~ - ~ 
. .. 1.r1n111i,;:1,u11:1~• .. •1:,.1• 

'--- -~- - -~--- - -~--.-- --

..., unt...,. ,. n,.,u, ...,1 t.u,1 
0TIU111 II M.121 J/12 
0 YIIST"""N I• :» n1 O•O) - 1112 
QCIIILAIOU. Jo M.407 NLU' J/12 

__ Q_.<UJff..,. l•M - N "11,._y_n 

[ fl5NfDN . , ••••• IN l'ffl • 111 

' IUllOII •••••••• N"11 0/11 

:::::_1 aKHUMAOO:II -· -····· .. '". o,n 
C; 1.uu:11tuo . , •• •••• .,. ,n1 0112 

Qualifying can be a 
tense affair, which is 
improved with the 
addition of the 107 per 
cent rule. A flying lap 
option is available for 
more impatient drivers 

88 £DG£• 

Monaco is the sternest test of EA 
Sports' mettle. Slowdown is evident 
when traffic begins to mount up 

D twill be a learning year for me," 
remarked F1 ·s new golden boy, 

Jenson Button , before almost taking 
a point at Melbourne. "I will have to 
learn the circuits. I've only played 
them on my Playstation so far." 
A remarkable statement and an 
indication of just how far driving 
simulations have come since the 
heady days of Namco's Pole Position. 

Certa inly, if Button were to pick 
up a copy of EA's fi rst interpretation 
of the sport he would not be 
disappointed. Th is game is competent 
in all departments. All the tracks are 
faithfully reproduced, and, noticeably, 
corners have to be taken in the same 
gear as the drivers themselves would 
use. Roadside scenery clicks along at 
a good pace with little pop-up, and 

Opponents' cars are 
far more brittle than 
your own, allowing 
for Schumacher-style 
tactics if all else fails 

Flags, weather effects, and stop/go penalties add an air of authenticity. 
Replays, however, prove disappointing, with poor viewing angles 

the sense of speed is convincing. 
However, there is something 

hollow at the gameplay heart of F1 

2000. Where Edge demands the thrill 
of pushing the new Jaguar R1 to its 
limits, clipping kerbs, rolling in and out 
of tight chicanes at 200mph and, most 
importantly, feeling as if competitors 
are doing their utmost to prevent a 
skillful overtaking manoeuvre, the 
game is merely as good as - but no 
better than - most of the other F1 

fodder that has come and gone 
through the office over the years. 

It is disappointing that one year 
on this game is neither as visually 
stimulating nor as exciting as 
Psygnosis' F1 '99. Only in the Al 
department does EA's effort take the 
chequered flag - but, though the cars 
are less 'twitchy', the effect is still one 
of rivals avoiding rather than 
competing alongside you. 

A quandary for any publisher of 

a Formula one game is finding that 
delicate balance between appealing 

to both the hardcore F1 enthusiast 
who demands telemetry fa ilure and oil 
leaks and the mass-market punter 
eager for an approximation of the 
sport with steering assist most 
definitely engaged. The fact that F1 

2000 only allows semi-automatic and 
not manual gearing is indication 
enough of EA's target audience. 

In its defence, though, there are 
some delightful touches. Wheels 
which begin to wobble after receiving 
damage work themselves loose and 
then bounce across the track, which 
always raises a smile. And while white 
labels on fresh tyres are merely 
cosmetic, they do show that loving 
care has been lavished on the game. 

Though not the fresh and exciting 
debut many had hoped to see, F1 

2000 at least proves to be the reliable 
and consistent Johnny Herbert 
of driving simulations. 

Edge rat_in..cg_: _________ _ 

Si x out ol ten 
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PLAYSTATION PROGRAMMERS New 
£ "Whatever it takes" PSX2 project (Midlands) Ref -
P331 

X-BOX PROGRAMMERS 
Royalties, a host of other benefits (inc share options scheme). 
Be one of the first! Highly original action adventure title. 
One of the best working environments in the business. 

..... £ 251{ - £351{ + Bonuses (North) Ref - P312 

PLAYSTATION PROGRAMMER .. 
Highly - respected company with strong product portfolio. 
New team needed for sports title .. 

.. £201{ - £321< + Bonuses (South West) Ref - P315 

PLAYSTATION/PLAYSTATION2 PROGRAMMER .. 
Join talented and experienced team of industry veterans at 
the commencement of their next product, an exciting new 
horror title. Strong probability of opportunity to work abroad 

....... £281< - £421< Basic + Completion Bonus 
.............................................. (North West J Ref - P314 

GAMEBOY PROGRAMMER ... 
Competent assembler programmer needed for in - house role 
on action product for CGB. Freelancer also favourably 
considered - home - based if candidate not local . 

.................... £Neg (Yorl<ShireJ Ref - P31 3 

PROGRAMMERS, GRADUATE PROGRAMMERS, LEAD 
PROGRAMMERS 
A warm welcome awaits you at one of the North:S top 
development studios, USA owned company. Pleasant and 
prestigious working environment. Friendly creative crowd. 
PC, console and tools programming vacancies .. 
.............. £161< - £351{ + Benefits (North) Ref - P300 

PROGRAMMERS ....... Experience and versatile games 
programmers with minimum 5 years experience to work in 
small team environment. Company has 20 year history, 
offices overseas and are highly successful. 

. .. c£4 01{ Basic (West M idlands) Ref - P303 

PLAYSTATION/ 3D PROGRAMMER ...... Action adventure 
genre. Newly - created role. Exclusive and unadvertised. 
................ £40,000 Basic+ Bonus (Leeds) Ref - P306 

3D ENGIN E PROGRAMMERS .......... Requirements at two 
organisations. . ... (Nationwide) Ref - Pl 25 

PLAYSTATION2 PROGRAMMERS 
Well - established Japanese developer and publisher with 
officially licensed product require experienced coders 
preferably with Playstation. 
.............. £ High + Bonuses (North England & Japan) 

......................................................... Ref - P255 

CIC++ PROGRAMMERS 
Prestigious developer urgently seek game experienced 
programmers (one w ith Al skills) to assist in completion of a 
sequel to a best - selling product. PC and PlayStation 
platforms. Immediate start. 
.............................. £ 181< - £401{ (London) Ref - Pl 27 

C++/ Al PROGRAMMER .. 
PC strategy product. Sequel to best sel ler. Multi 
player/network coding beneficial. Experienced directors, 
great working atmosphere. Newly qualified graduates 
considered ... 

........ £ 161< - £30K (South East) Ref - Pl 77 

INTERNET PROGRAMMERS .. 
Unbelievable opportunity for C ++, Java developers with 
games and internet background or interest. Superb benefits 
include action outings, adventure trips, free tickets for the 
footie, celebration parties, training courses in exotic locations 
etc. Work hard play hard ethic, plus one of the best working 
environments around and flexible hours. 
........ £4 01{ - £501< + Stoel< Options (Central London) 

............................................ Ref - Pl 31 

Al PROGRAMMER ............ New cutting edge technology 
company seek background in evolutionary Al/Biology, fuzzy 
logic, route finding, flocking etc. Excellent opportunity to 
assist design and implement own comprehensive Al system. 
.......... £301< - £ 321< + Royalties (London) Ref - Pl 32 

DREAMCAST PROGRAMMERS .. 
Many opportunities nation-wide. Some w ith opportunity to 
work at the very heart of the development community -
Japan! . . .. £Excellent Ref - P 1 I 5 

Formed In 1889. Rardvark Swift i 

serv1 
line , ur details 
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PLAYSTATION 2 PROGRAMMERS .. 
Project and vacancy notifications now coming through thick 
and fast. Call now and acquire valuable "next gen" skills. 

. .. Ref - PI I 7 

PLAYSTATION CONTRACT PROGRAMMER 
Home - based or in - house - Well established company .. 
.......... ..................... ....... £Neg 4-6 months. Ref - PI I 6 

PLAYSTATION PROGRAMMER .. 
Action adventure/platformer. Immediate start. 

............ ... . £High plus generous "golden handshake" 
.................. .. ............................ (South East) Ref - Pl I 0 

rRlrr!t!~[~ 
CHARACTER ANIMATORS/MODELLERS 
TV series and fi lm work . .... £Neg (Midlands) Ref - A215 

SENIOR ANIMATOR Variety of styles vital - film, character, 
realistic etc. ............ £ Neg + Share Options + Royalt ies 

......... (London) Ref - A2 I 6 

MAYA ARTIST 
Join talented and experienced development team on 
exciting new horror title for next generation console. 

............. . To £351< + Completion Bonus (North West) 
.... Ref -A205 

MAYA ARTISTS 
Superb and rare opportunity to learn Maya - training 
provided for talented artists w ith MAX, Lightwave etc and 
existing games experience. Innovative company with smash 
hit franchise .......... ..... ............ .. . 
. ... .... ........................... £Neg (South Coast) Ref -A198 

TEXTURE ARTIST .. 
Dpaint or Photoshop skills urgently needed by prestigious 
developer. I 6 colour experience essential. 
.............................. ... £221< - £281< (South) Ref - Al47 

LEAD ARTIST 
Games experience and 3D S Max essential for senior role. 
Central location. USA owned company. Exclusive. 
. ......... £251< - £301< + Bonuses (London) Ref - Al 24 

M©lrfil©l~~m~rfili 
STUDIO MANAGER .. . .... Newly - created vacancy. 
Experienced streetwise man manager needed by high profile 
international employer. Exclusive to ourselves. 

£501< - £601{ + Bonus + Benefits (North) 
.. Ref - MPI 58 

PROJECT MANAGER .. 
Manage small committed technical team of I 0. Emphasis on 
project delivery. Long established highly successfu l 
company. ........ £ 551< - £601< + Car (Midlands) Ref -
MPl59 

TECHNICAL PRODUCER ... 
External role involving identifying and assessing 3rd party 
developers, managing product and resource co-ordination. 
Well - known name. Plenty of scope . . 

£281{ - £301{ + Benefits (London) Ref - MPI 60 

PRODUCER ... 
Prospects to Studio Manager role. Project 
management/technical background preferable. Licensed 
product and sequel to bestseller .. 

£ 301{.- £351{ + Bonuses (London) Ref - MPI 61 

DEVELOPMENT MANAGER/DIRECTOR ... 
Experienced man manager with proven track record in 
project management required by well - funded edutainment 
start - up. Adventure products with a strategy component. 
Superb opportunity to make your mark in an exciting new 
venture. 

£ 3 51< - £501< + Bonuses + Possible Equity 
Participation (Yorl<ShireJ Ref - M PI 55 

MARl{ETING MANAGER - DISTRIBUTION MARKETS . 
Markets spread across Scandianavia, East Europe, Middle East 
and Africa. Graduate with 3-5 years international marketing 
experience essential. 
........................... . £Neg (London Based) Ref - Ml{l21 

SENIOR PRODUCT MANAGER 
Major opportunity to concentrate on a great title with a 
massive developer /publisher. Must be proven product 
manager with several good titles under your belt. 
. ................. Up to £351{ + Car (London) Ref - MIO 18 

PROJECT TEAM ...................... I PSX, 2 PC Programmers -
3 3DS Max artists for new title. 

. ....... Exclusive. (South West) Ref - TMI 01 

NEW DEVELOPMENT STUDIO ............ - Lead Dreamcast 
Programmer, PC Programmers, Designer, Assistant Producer, 
artists and animators urgently required. Be there at the 
outset. Established company with previous hits in variety of 
genres. . .................. ....... ............. (Chester) Ref - G I 1 6 

DESIGNERS (X2J . 
Concept and specification work. Arcade Adventure games. 
............................ £181{ - £281< (London) Ref - GDI 31 

GAMES DESIGNERS (X2J . 
London - based developer w ith strong product portfolio (no 
sports games) seek 3D graphics experience for cartoon style 
arcade/adventure and new racing title. Immediate start . 

. .. . . .... £221( - £261< (S East) Ref - GDI 11 

EUROPEAN SALES MANAGER . 
Excellent opportunity w ith solid independent publisher 
across PSX, N64, PS2, GBC. Previous international 
experience. . ....... £35K - £401< (London) Ref - S 116 

NATIONAL ACCOUNT MANAGER 
Working for a games industry publishing giant. You wi ll be 
working closely with the marketing team to help maximise 
sales of product. No industry experience necessary. 
£251{ Basic+ £101{ Bonus Based (South) Ref - SI 12 

EUROPEAN PR MANAGER 

Outstanding opportunity w ithin a massive games company. 

Experienced games industry PR professional required to 

develop and manage their UK and European strategy. 

.................. 301< - £401< (Midlands) Ref - PRI 08 

LOCALISATION MANAGER . 

Required to manage the complete localisation process for a 

proven games industry performer. You w ill liaise w ith 

developers, producers, marketing and sales staff to ensure 

correct representation worldwide. 

. ........................ £351< (South) Ref - OTI O I 

LEAD PROGRAMMER, PROGRAMMERS, 3D ARTISTS, 

ANIMATORS Pioneering organisation with world - leading 

technology. Interviewing in London again soon so apply 

without delay! ........ £Excellent (Australia) Ref - OS I 5 7 

PROGRAMMER/ARTISTS (USA) . 

Well - respected West Coast developer always in the market 

for "good Brits" to join team in sunny California. Company 

works for major publishers, are British owned and are just 7 

miles from the beach . .... 65K - 801< dollars + Royalties, 

,,,,medical and legal fees. Ref - OSI 37 

Register by Sending a CV (8. examples where applicable) to: 
Aardvarlc Swift Consulting Ltd, Silicon House, Farfield Park, Wath upon Dearne, Rotherham, South Yorkshire S63 5D8 

Tel: (01709) 876877 Fax: (01709) 760134 Email: SLD@ardswift.demon.co.ul< 

IMJ©l[n]~ rn©llF~ \','@l(C@l[n](Cj~~ @l[ WWWo@IFdl~wHlt (C(Q) 0 {!,JJ~ 
Also excellent opportunities for Year 2000 graduates in computer science. 

More vacancies with us = more opportunities for you = more lil<elihood of helping you find the right job 
Please indicate locational preferences and salary guidelines. All enquiries and applicat ions will be treated in the strictest confidence. 
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tel: 01625-516075 

~ ~ ~:::::::::::z J~o=bs@friendtyglants.com 

lighten your load 

friendl~9iants 
Developers of games , desktop toys and web aware applications 
for the internet , mobile phones , dig ital TV and handheld devices . 

Game Programmers: 

Java, CIC++ games development for PC, console and GBC 
TTP, TCP/IP or Winsock communications 
Visual C++ , Windows SOK , MFG and DirectX 
WAP, EPOC , PalmOS and WinCE for mobile devices 
2D and 3D graphics manipulation 

Artists : 

2D and 3D artists and animators - both games and ' trad itional ' 
Pho toShop , dPaint , Painter, 3OS Max 

Project Managers: 

Proven track record in game development management 
Completion on time , on budget with quality contro l 

Friendly Giants are based in rura l Boll ington in Chesh ire , 
a short drive sou th from Manchester. We offer a fun and relaxed 
atmosphere , with fl ex ible working hours , project bonuses 
and sheep-share options. 

Contact us with your current CV at Friendly Giants Ltd . 
Adelph i Mill , Bollington Cheshire SK10 5JB 
Tel : 01625 576075 Fax :01625 560950 
e-mail : jobs@friendlyg iants .com 



We need people 
who will deliver 
For anyone involved in games and new media, 
gameplay offers the most exciting and 
rewarding environment in which to work and 
develop. Our growth since stock market launch 
last year has been exponential. 

As a true multimedia company, Gameplay is 
pioneering distribution of games via new 
technologies. Techie stuff: We are active across 
web, interactive digital TV via satellite, cable, 
terrestrial and xDSL, as well as offline. For the 
future there's WAP, broadband and wireless. 

The best people in the industry 'work, rest and 
play' here. If our ambition and culture is what 
you're looking for, get in touch today. 

Game Assets and Attributes 
Co-ordinator (London) 
c£25k dependent on experience 
Ensuring all the latest patches and modifications are available 
for t he users of our mu ltiplayer gaming network, you will be 
responsible for the game client software and game content for 
our free CD, distributed bi-monthly to over 300,000 users. 

You w ill be responsible for ensuring all online game assets are up 
to date and available for users, while maintaining the FTP site. 

You wi ll be working both as a team-player and on individual 
init iat ive. You w ill also have HTML, web publishing and CD 
compilat ion skills. 

Content Acquisition and Licensing 
(London) 

c£30k dependent on experience 
Responsible for t he acqu isit ion of online games content and 
t he strengthening of relationships with key content partners, 
you wi ll see t he whole acqu isition process through, from first 
contact through to negotiation, contract and signature. 

You w il l be a motivated graduate, methodical, self-starter 
and technically and lega lly literate. Account management, 
negotiation ski lls and commercial acumen are essential. 
Knowledge of software licensing, Intellectual Property Law 
and legal contracts is an advantage. 

Experience of content acquisition, licensing, OEM or Budget 
Retail markets is an advantage. Language skil ls are a plus. 
Lega l qualification advantage but not essential. 

Game Managers (London) 
c£25-30k dependent on experience 
We have 2 roles: 
If you are a keen gamer with the technica l knowledge to 
match your enthusiasm for games, then this could be the job 
you've been wait ing for. We requ ire a Game Manager to look 
af ter t he project management , implementation, deployment, 
maintenance and operation of a sub-set of our games that 
require considerable on-going support. 

Responsible for mainta ining a strong re lationship with the 
gaming community, and providing editorial and other content 
on t he supporting website, you wi ll be the first point of contact 
with the creator of these games. 

Attent ion to detail is a must. HTML and web publish ing skil ls 
experience is required. 

You must be fully technical ly literate - PC and Unix systems will 
be supported - with knowledge of a variety of operating 
systems and advantage - NT, Solaris, Li nux, FreeBSD etc. Also an 
advantage: Server Technology (especially web-servers - Apache, 
Stronghold), TCP/IP, databases (Oracle, My-SQL, MS-SQL). 

Publisher & Content 
Support Manager (London) 
c£35k dependent on experience 
Th is new role is an exciting position for a free thinker who is 
able to work under their own initiative in order to maximise the 
potential of our strategic partnerships. Vision and technical 
skil ls wi ll support t he management skills of the ideal applicant. 

Working very closely with t he Web Team and Community 
Manager you will be responsib le for overseeing all content 
relationships w ith software publishers. Maintaining a strong 
relationship w ith t he key partners for on line multi player games, 
you w ill ensure we do our utmost to support all multi player 
retail products to their maximum effect. 

A motivated, methodical, self-starter that is technically li terate with 
HTML and web publishing skills is required. Marketing and account 
management skills w ith knowledge of the software publishing 
business and game development process is also an advantage. 

Partner Support Consultants 
(Colchester/London) 

c£30k dependent on experience 
We have 3 roles: 
• a genera l pa rtner support consultant (PC platform oriented) 
• a specia list in Interactive TV technology and games 
• a specialist in WAP technology and games 

You w ill form the foundations of the core technology team 
· w it hin t he increasingly important area of on line gaming. 
Eva luating new content, both technologically and commercially 
you wil l be responsible for implementing this new technology 
onto the service. 

You will be a motivated self starter who will work with technica l 
and commercial staff, as well as a w ide range of key business 
partners includ ing Network Operators, Games Publishers 
and Games Developers. An understanding of t he underlying 
technology of games, the pri nciples and practices of games 
development and the ability to make strong connections with 
Key Partners worldwide is essential. 

You will be fully Internet literate with project management ski lls. 
Experience in WAP, iDTV or Dreamcast technology is a definite plus. 

Games Tester/Designer 
(Colchester/London) 

c£15-25k dependent on experience 
We have 3 roles: 

You wi ll be responsible for compatibi lity testing of content for 
our mu ltiplayer games service, over a number of platforms 
including PC, Dreamcast, iDTV and WAP while also sourcing 
new products for the acquisitions team. 

Being well motivated and methodical with the ability to 
formulate testing ideas, you will be Internet literate with an 
understanding of development environments expected. 

Database Administrator & 
CGI Script Writer (Colchester/London) 

c£25-40k dependent on experience 
Your responsibli ties w ill include the implementation, 
administration and maintenance of a variety of databases 
supporting games and other content. 

Thorough understanding of Pearl scripting in relation to 
browser technology and databases is essential, although an 
understanding of Oracle 7, Oracle 8, My-SQL, MS-SQL and 
other database formats is an advantage. 

Game Technology Manager 
(Colchester/London) 

c£30-40k dependent on experience 
You will be responsible for the successful deployment 
and management of our content-related servers, widely 
regarded to be the biggest gaf)les-server farm in the world. 

The successful candidate wi ll have strong skills in many of 
the fo llowing : Database technology (MySq l, Oracle, MS-Sql 
etc.), Server Architectu re and Management, Internet and 
LAN (TCP/IP) and Web server technology (NT, Linux, 115, 
Solaris/Apache Stronghold). 

Seeing projects through to completion independently, 
with the ability to work with in an accurate timeline is 
essentia l. You wi ll need to work closely with other 
departments and therefore must have proven team 
and project management ski lls. 

Experience wi th games technology is a plus. 

@ gameplay 
Gameplay is an equal opportunities employer. 

Send 0/'s via email to: applicants@gameplay.com 

Also look at our vacancies list http://corporate.gameplay.com/jobs 

Human Resources, Gameplay, 8-14 Vine Hill, London EC1 R SDX. 
THE GATEWAY TO GAMES 

No agencies please. 



0 

0 
0 

0 

oO 

The last 3 years have been really good to us. During this t1 
expanded our studio to a stage where we have: 

A central office in DEWSBURY, West Yorkshire. 
A satellite office in GLASGOW. 

o A satellite office in NOTTINGHAM. 
o 87 in-house staff working on major projects for major publishers. 

We are still looking for talented individuals to join our group. We have 
vacancies across our 3 sites for industry veterans who are looking to work 
with a professional Company with a strong management infrastructure. 

EXCELLENT SALARIES 

PENSION SCHEME 

EXCELLENT WORKI 



0 

We are currently looking for 

EXPERIENCED CONSOLE PROGRAMMERS 

ARTISTS 

PUBLIC RELATIONS EXECUTIVE 

WEB CODERS 

Contact 

0 

0 
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Republic: The Revolution™ is one of the most exciting 
games in production. Do you want to work on it ? 
We believe that our offer is second to none: talented 
and like-minded colleagues, highly competitive salaries, 
royalty-related bonuses and generous share options. 

We're currently looking for the best industry programmers 
and artists to join our team. Our vacancies are listed at: 

www.elixir-studios.eo.uk/html/jobs. tm 

. Apply to : Recruitment, Elixir Studios, 93 Bayham Street, 
~€:amden, London, NW1 OAG quoting reference E6 



Ask not what the games Industry can do for you 
but what you can do for the games Industry 

We are seeking Smarty Pants to fill placements for 
cutting edge 3d Development (PC/PS2/Xbox/DC & Dolphin) 

12 monlht game progrsmmlng or 
1 game Crodllor btttor. Knowlooo of 

C,C .... , Dlr•cWld. 
SalarluF,om 15K to 50K•Bt nellls 

Oponlngs In 
UK, Europe, USA & Aust ralia 

Abtol111~ Fab Programmets urgently ntt<ktd 
lor work on lht NEW PSX2. Mutl Nl'l'O 
1 gamo utdlt or btttor. Our cllonlt wrn 

p,y lhroogh lhenoNIOhaw'O INI 
bnl ofltltbetl 

S4i larles 11.11115K IO SOK• Bonelltt 

Openings In 
UK, Eu rope, USA & Aust ra lia 

Gameboy , 111,ttand CodOII 
-nhld for dwelopon. 

Also HG king small G■mobcJr 
toam, lor U IGINI I Developmt nt 

KRS hri'a cllentslooklngto 
l,watt In Gamo teatns. lor 

CIXbO.rJ/PS2 Dwfllopmenl c,11 
usto llndouttn0.-. about 

thlt grHI opportun~-

Wa 119 so•klng tho crum ol 
Giaduatu for 3d game 

OOYtlopment Must Submit 
Jddtmo lort"laluation. 

SalllrlH from 15K kl 22K♦ 
(for mo11lnfo pkr111c1UJ 

Graduato Artists must u H nn t 
5'11a t1 n from 15Klo20K• 

W•curmnllylUWo ostabl~hod 
ltt&ml llfllho a ro .ooklog Ptlv l tCI 

IIWOIIOrs lor cutllngodg o ld 
PSX2, DC •nd P C Oovtlopmttnl 

Offered far information 
leading ta tbe succassf ul 

placing af ezperiencad PSX, Draamcast, CID, 
PC Programmers, Producers and 3D Artists 

Wanted 
ta create the mast 11citing games & FMV in the industry. 

Salaries from £1 Sk + ta £GDk + 
Far mara Information Contact llaanar Barr 

l1partran Ltd. 
I Sm11d &rava, lrdingtan, Birmingham, B24 9SS 

Tai: DUi 888 3294 
Faz: DUi 888 7245 

Email: racruit@11p1rtran.fsn1t.co.uk 
~(~ 

"lacruitmant B1111rts far the lntaractiva Bntertainment Industry" 



~ CLASS IF IED O ADVERTISE CALL ROB SILVERMAN ON 020 7317 2645 OR EMA rob .silverman @futurenet .co.uk 

come 
GT lllleractlve and lnterp 

did rorthem, maJbe vou w 

C, C++, PlaVStation or Yaroze experience. 
Game logic, Al 8111 IOOIS mwledge. 

PUbllshed, experts es111c1a111 so111111 aner. 

3ds Max. Photoshop artiSts required. 
At ease with low POIIUOD COUIIIS 8111 
nmned palettes. Talented, "can do" 

bOIS and gfrlS ODIi please. 











For full job descriptions please visit 
. ..................... ~~ 

30 Artist x 11 . ....... ........ ...... West. ...... . to £35K ref: 568 
30 Animator x 3 ..................... West . .to £35K ref: 569 
30 Artists .. ....•... ................. North England .. to £35K ref: 527 
3D Modeller ....... ................ North England .. to £35K ref: 415 
3D Animator ... ................... North England .. to £35K ref: 413 
Senior Designer .. .. . .. .... ..... London ..... to £25K ref: 283 
Lead Artist.. . ................. .... London ..... to £35K ref: 332 
Web Artist... . .................. Australia ..... £Open ref: 485 
Lead 3D Artist .. . ............. Australia ..... £Open ref: 486 
Lead 3D Animator .... ........... Australia ..... £Open ref: 487 
PSx2 Tech Artist .. ................... London .. Circa £35K ref: 403 
Senior Animator ..................... Norway ..... to £30K ref: 490 
Junior Animators ... . ...... ...... Norway ..... to £25K ref: 491 
20/30 Artist..... . ... ............. . North East .. to £24K ref: 369 
Artist. . ............... South East .. to £25K ref: 361 
Trainee Artist ..... ............ .. .... South East .. to £1 SK ref: 362 
Bitmap Artist. .. . .......... .... South East .. to £18K ref: 417 
Designer ........ .. .. ..... ........... . South East .. to £30K ref: 357 
Lead Artist... . ... .... South East .. to £30K ref: 334 
Artist... . ....... South East .. to £25K ref: 534 
Artist..... . . .... ... M!dlands .... to £35K ref: 336 
Level Designer .. . .... ... . London .. ... to £20K ref: 304 
Artist x 2 .... ..... .... ..... .... . North England .£Open ref: 459 
30 Artist..... ... .... .. . ............. California ..... £Open ref: 467 
3D Animator .... .. ... ..... California ..... £Open ref: 468 
30 Artist... .. ........ ......... Midlands ..... to £35K ref: 537 
Artist .... ........... ................. ...... Surrey ..... .. to £28K ref: 556 
Design Artist ... . ..................... North ....... to£ 1 BK ref: 423 
Artist ..... .. .. ......... .... ................. North ....... to£ 18K ref: 424 
3D Artist/Animator .. .......... South London .. £0pen ref: 436 
Artist ........... .. . ............ .... Midlands ... .. to £25K ref: 364 
Designer x2 ...... .. ................. South East ... to £30K ref: 506 
Junior Animator ................... South East ... to £22K ref: 508 
Texture Artist/JO modeller ... South East ... to £20K ref: 519 
Artist... . ........ Midlands ..... £Open ref: 515 
30 Artist/Designer .... ........ .... North ....... to £35K ref: 438 
Level Designer .. ...................... Essex ....... £Open ref: 548 
Lead Artist.. . . ................... Essex ....... £Open ref: 549 
30 Artist .. ......... ..... .............. Midlands .... to £25K ref: 562 
Project Lead Artist ................ Scotland .... to £30K ref: 502 
Project Artist ... . . ............ Scotland .... to £23K ref: 503 
Artist x 4 ..... ......................... . Midlands .... . to £35K ref: 524 
Graphic/Web Designer ....... South Coast..to £22K ref: 427 
Lead Artist... .. . .... East Anglia .... £0pen ref: 356 
Graphic Designer .... ..... .......... London ..... to £30K ref: 418 
3D Animator... ....... ..... .. ...... London ...... £Open ref: 419 
Background Artist .. . ... North West .. . to £30K ref: 531 
Animator. . . . .............. North West ... to £30K ref: 532 
JO Artist. .. .. .......... .. Scotland ..... to £30K ref: 4 74 
Low Poly Artist ... ..... ............ North West ... to £25K ref: 410 
Contract Artist .. . . ......... London ...... £Open ref: 390 
30 Artist... . . . .. ... London .. ... to £25K ref: 420 
lead Game Designer ............. Scotland ..... £Open ref: 293 
lead Artist .. .. ... ..... ................ Scotland ..... £Open ref: 302 
Senior 30 FMV Artist .. .. ....... .. London ..... to £25K ref: 483 
Designer Scripter ................ South West ... £Open ref: 510 
Senior Designer .. . ...... .... North London .£Open ref: 283 
lead Designer. ... . . .... ..... Scotland ..... to £25K ref: 293 
Game Designer ..................... Midlands ..... to £25K ref; 342 
Designer/level Designer ........... London ...... . £Open ref: 304 
Shockwave Oesigner/Scriptor . .. London ...... £Open ref: 551 
Website Co-ordinator .. .. .... .... London .... .. £Open ref: 54 7 
Programmers 
Nextgen Programmers x10 .. ..... West ..... £all levels .. . ref: 566 
Nextgen Programmers x 10 ..... South .... . £all levels ref: 567 
30 Software Engineer .. ...... .. South East ..... £neg ref: 557 
30 Programmers X 3 . . .. ..... South East ... £Open ref: 555 
Software Engineer ... ... .. ...... South East ... £Open ref: 554 
Console Programmer X 2 .... . South East ... £Open ref: 552 
Shockwave Designer/Script0< ... South East ... £Open ref: 551 
lead Programmer X 2 .. . ..... South East ... £Open ref: 550 
Website Co-ordinator ......... South East ... £Open ref: 54 7 
Lead & Senior Programmers .... Australia .... £Open ref: 545 
Senior Programmers X6 ........ Midlands .... to £35K ref: 544 
Lead Programmer ................. Midlands .... to £45K ref: 541 
Lead PSX2 Programmer .. . ...... Midlands .... to £45K ref: 540 

Programmers ............ .......... . South East .. to £40K 
Programmers ......................... Midlands .... to £40K 
Programmers ....... ..... ... ..... ... North West .... £neg 
Tools Programmer .... .... ........ North East ..... £neg 
Games Programmer ........ .... North East ..... £neg 
Programmer X2 ................. .. Midlands ...... £neg 
Programmer ......................... South East ... £40K+ 
Lead 3D Programmer ............. London .. .. to £70K 
Dreamcast Programmer ....... North West .. £Open 
Programmers X 2 ...... .......... South West .. £Open 
Oreamcast Programmer ....... South West .. to £34K 
lead Programmer ... . .. Scotland . ... to £40K 
Al Programmer ..................... Scotland ... . to £35K 
N64 Programmer ...... ..... ...... .. Midlands ... . £Open 
PSX2 Tools Programmer ....... Midlands ... . to £30K 
Install Shield Programmer .... South East .. to£ 18K 
Lead Programmer PSX .......... South East ..... £neg 
lead Programmer ........... ..... .. Australia .. ... £Open 
Tools Programmer .. .. .... .. .. . USA ........ $Open 
Programmer .............................. USA ........ $Open 
30 Engine Programmer . ... ...... . USA ........ $Open 
Game Boy Programmer ..... ....... North ..... .. £Open 
System Tool Engineer ......... Scotland .... £Open 
Programmer ............................ . Nortl1 .. ..... £Open 
PS Programmer X 2 . . ...... North .... .. . £Open 
PSX Programmer ................... Scotland ..... £Open 
PS2 Programmers .. ..... .......... London ... .. £Open 
Senior PSX Programmer ..... .. .. Scotland .... £Open 
Windows Programmer ......... South 
to £30K ............................... ref: 426 
Comms Programmer.. ..South 
to £30K ........ ..... .. ...... .... ..... .. ref: 425 
Lead Programmer... . ..... .. ...... . North 
£Open .. ............................... ref: 422 
On-Line Programmer ........ South East 
£Open ................................ ref: 407 
PS2 GFX Programmer ........ South East 
£Open . .. ...... ref: 402 
P52 Audio Programmer ..... South East 
£0pen ................................... ref: 401 
PS2 Front-End Programmer xJ .. South East 
£0pen ................................ ... ref; 400 
PS2 GFX Tools Programmer .. South East 
£0pen ............ .. .............. .. .. ... ref: 399 
PS2 Game tletworl< Pros x2 .. South East 
£0pen ... ................. ... ....... ..... ref: 398 
30 Programmer ............ .... .• South East 
£0pen .. ... ....... ....... .. ....... ...... . ref: 397 
PSX2 Programmer ........... ......... . Bucks . .. ... to £30K 
Lead Prograrnmers ...... ..... South West ...... to £35K 
Gameboy Programmer .............. North ...... to £20K 
Lead Software Developer ......... North ... ... to £35K 
Senior Development Management 
Studio Manager ...................... . London ... .. .. . £60k 
Producer/Project Manager ...... London ... .. ... £35k 
Executive Internal producer .... London ........ £60k 
OEM Producer ...................... South East ...... £3Sk 
Development director .............. North ........ . £45k 
Internal Producer ................... Midlands ...... . £35k 
Producer On-line ....... ........... South East ..... . £35k 
Sound Director ..................... South East ...... £30k 
localisation Manager ............ South East ...... £30k 
Internal Producer .. .... .... ...... ... Scotland ...... . £40k 
Technical Games Director ... ... Scotland .. .. ... £45k 
3rd Party Technlcal Manager ..... London ... ..... £30k 
Internal & External Producers .South london ... £35K 
Assistant Producer ......... .. .... South East .... .. £25k 
Internal Producer - On•llne ... South Coast .. .. £35k 
Producer - Electronics .......... South East .. , ... £35k 
Producer - Girls Games... • .. South East .. .... £35k 
External Producer ......... ....... . South East ...... £35k 
Senior Producer ... ....... .. ...... South East .. .... £40k 
Senior External Producer . ..... Mldlands ....... £35k 
Internal Producer ................ South Coast .... £30k 
Internal & External Producers .london ... ..... £40k 
Senior Internal Producer .. ...... Midlands ....... £35k 
Senior External Producer ....... London .... ... £40k 
Internal Producer .............. ...... London ........ £30k 
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BRIGHT YOUNG THINGS 
-------------------------------------Warwickshire • £Lipsmacking + end of project bonuses 



[ self] spencer kirk-jackson : 

head of bespoke development, tw2 

Self Development. Something which we 
at tw2 constantly encourage amongst our 
individuals. No matter how much you know 
when you arrive, you are sure to know at 
least twice as much by the time you leave 
(not that you'll ever want to). 

We are currently seeking 
; . 

to develop new products and 
explore new technology. 

Applicants for these roles should be 
imaginative and open minded people. 
Specific experience in languages and 
technology is not essential but a 
willingness to learn and explore is. 
Young Spencer has changed quite a bit 
since he arrived and so will you. 

Send your CV and covering letter to : 
Sarah Brewer at The Exchange, 
19 Newhall Street , Birmingham, B3 3PJ 
0121 693 6868 or email 
Or it you need more information visit the 
development website at 





Programmer 
3dArtist 

£ very competitive + bonuses 
York 

Revolution Software was established in 1990 and has written four original games - all of which have been 
huge hits in the UK and Europe. Our last release, Broken Sword 2, achieved sales of over 500,000 in Europe 
alone and our latest game Jn Cold Blood is also hotly tipped. We are currently seeking talented individuals, 
preferably with at least one completed game to their credit, to work on exciting plot-driven action games. 

Being wholly independent, Revolution has absolute creative freedom, and values the huge contribution that 
the very best people can make to a product. 

Programmer 
Ideally with next generation console experience, we seek a team player with assembler and CIC++. Working 

in our main technology team, there will be opportunities to specialise. 

Artist 
With a strong interest in creating high quality original titles, the candidate would join our art team as a 

location creator for next generation consoles. Experience with 3D Studio Max and Photoshop is essential. 

The successful applicants will become key members of a small, dedicated team, interested in the very best 
quality rather than quantity. We need people who, like us, care about innovation and originality. 

Please submit CV (and examples where appropiate) to:­

Aardvark Swift Consulting Ltd 
Silicon House, Farfield Park, Wath upon Dearne, Rotherham, South Yorkshire S63 7DB 

Tel: 01709 876877 Fax: 01709 760134 

Email: SLD@ARDSWIFT.DEMON.CO. UK 
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Battle station _..,.. __ ............ _ .. _ ---..... -........ . 

ISSUE 78 NOVEMBER 1999 

News Dreamcast finally hits European shores -
Edge reports on Sega's successful launch; Milia 
2000 prepares for its biggest showing in Cannes 
Prescreen Gron Turismo 2 & 2000; Metropolis 
Street Racer; Roadsters; Giga Wing; Virtual On 
Oratorio T angram; Jet.X; Crazy Taxi; Parasite Eve 
II; SWAT 3; Phantasy Star Online; SNK Vs Capcom 
Prescreen focus Republic, Vampire 
Testscreen Rally Championship; Biohazard 3, 
Tomb Raider: TLR; Hydro Thunder; FI World 
Championship; Tay Commander; IMn Back; FI '99 
Features Edge reports from the autumn Tokyo 
Game Show; PC 3D: the next generation explored 

ISSUE 79 DECEMBER 1999 

News Mobile phone gaming gears up; Dreamcast 
enjoys soaring Euro start; BT rethinks ADSL pricing; 
N64 finally gets online in Japan; BAFTA awards 
Prescreen Medal of Honor; Munch's Oddysee; 
Spider-Man; Oa1kotona; Wheel of Time 
Prescreen focus Bungie's Oni and Halo 
Testscreen Donkey Kong; Urban Chaos; The 
Nomad Soul; GTA2; Age of Empires II; Supreme 
Snowboarding; Extreme Biker; Turok: Rage Wars; 
Bangaioh; Rayman 2; Crash Team Racing 
Features Console Wars II: Edge lays bare 
the next generation battleplans of Sony, Sega, 
Nintendo and Microsoft; Videogames as art? 

ISSUE 80 JANUARY 2000 

News 3dfx unveils Napalm's new technology; 
Sega and SNK Japanese coin-op shows; Sega 
creates ten new companies in reorganisation; 
Dreamcast blunders through its Australian launch 
Prescreen focus Black & White; 1he Sims; ATD 
Testscreen Hall-Lile: Opposing Force; Medal 
of Honor; Zombie Revenge; Chu Chu Rocket; 
Fighting Force 2; International Track & Field 2; 
155 Pro Evolution; Thrasher: Skate & Destroy; 
Tomorrow Never Dies; Indiana Jones & The 
Infernal Machine 
Features Edge's best I 00 games of all time; 
videogaming hardware from the world's first 
console through to the present day 

ISSUE 81 FEBRUARY 2000 

News Dreamcast spearheads Japan's set-top 
revolution; PlayStation sales triumph; VM Labs 
announces hardware partners; El~ir and 
MathEngine's play-as-you-learn plans revealed 
Prescreen Syphon Filter 2; FI 2000; MediEvil 2; 
Beetle Crazy Cup; Evolva, Devil Inside; Crazy Taxi 
Prescreen focus Tekken Tag Tournament; 
Alane in the Dark IV 
Testscreen Gron Turismo 2; Virtual On Oratorio 
Tangrom, Messiah; Quake Ill: Arena; Jo la's 
Bizarre Adventure; SF/II: W Impact; Space 
Channel 5; Ma ken X; Runabout 2 
Features Edge's guide to the games to watch 
in 2000; true tales of development hell 

ISSUE 82 MARCH 2000 

News Square unveils ambitious plans for its online 
future. On the eve of PS2's launch, Nintendo talks 
Dolphin. Plus a full report from the ATEI show 
Prescreen Power Stone 2; Driving Emotion 
Type-5; Perfect Dark; Ground Control; 
Carmageddon TDR2000; Evergroce; Miao 
Maniacs; Thiel 2: The Metal Age 
Prescreen focus Speedba/12100; Shenmue 
Testscreen The Sims; Nax; Crazy Taxi; Rallcage 
Stage II; Beetle Crazy Cup; Berserk; Mario Party 2 
Features The Edge Awards 2000 salutes the 
cream of the crop; Size matters - Edge explores 
a new trend in gaming, the explosion of bulky 
titles and the due ramifications on videogaming 

ISSUE 83 APRIL 2000 

News In a month of shows, Edge reports from 
Tokyo's Play5tation2 Festival and details plans for 
the console's European release; Milia 2000 show 
report; lnfogrames chief calls for games shrinkage 
Prescreen Jn Cold Blood; Star Wars Racer; 
Vanishing Point; World Touring Cars; Deus Ex; 
Carmageddan TOR 2000; Project tCt 
Prescreen focus Rieselied; Commandos 2; 
Heart Of Stone; Praetorians 
Testscreen Biahazard Code: Veronica; 
Syphon Filter 2; Sego GT Hamologation 
Special; Miao Maniacs; Fear Effect 
Features Edge meets the new wave of US 
dev talent; the art of storytelling examined 

Edge back issues 

£5each* 
*£5 UK. £6 Europe. £8 rest of the world. 

To order call the credit card hotline on: +44 (0)1458 271112 

stay inlormecl 
With an Edge subscription you'll be kept up to date 

with all the latest games industry news, previews and 

reviews, and benefit from the most in-depth, thought­

provoking features. By taking out a subscription now, 

you'll not miss a single issue over the coming months 

EDGE is the registered tJademark of Edge 
Interactive Media Inc. Used under licence. 
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the new look ls here! 

Also, in this month's issue 
of the biggest-selling 
magazine for creatives: 

Free 201 Photoshop tlps book 

Full, free LiveMotion beta 

Flve free fonts 

Plus: 

· Maya 3, Illustrator 9 and 

Go Live5 

· Photoshop, Web front page, 

30 and LiveMotion tuto6als 

· NetObjects Fusion 5, Final 

Cut Pro and V idea Wave Ill 

revlews 

· 8 scanners on test 

On sale now 
More from the new-look website 

w w w .computerarts.co. uk 



TRAINING AND COURSES TO ADVERTISE CALL ROB SILVERMAN ON 020 7 31 7 264 5 0 EMAL rob.silverman @futurenetco.uk ~ 
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whitespace studio ~ 

" 
Learn from the experts 

We give you work at industry standards, giving you an invaluable 
tool for gaining access to the industry. 

!NEW! Professional film compositing course 
Learn to use "Shake" the film industry most talked compositing tool. 
!NEW! Advanced Texture and Lighting in 3D Studio Max 

Film and TV Courses offered in : 
• Shake (Compositing for feature film effects) . 
• Commotion (Paint for feature film effects) . 
• 3D Modelling, 3D animation , 3D Studio Max. 
• After Effects, Media 100 and Premier. 

Web Creation Courses in: 
• Web Design. 
• Dreamweaver, Flash, Photoshop and Director. 

Small classes and individual courses tailored to your specific career 
or company needs, call for detai ls. 

Check website for detai ls on times and our new range of courses . 

Whitespace Studio ... 
AZTEC... 

Tel: 020 8547 7066 
E-Mail: d.lawson @ki ngston.ac.uk 
Web: www.kingston .ac.uk/whitespace ~N GSTON 

~ i. I Y I l \ I 1 I 



~ CLASSIFIED O AOVERTl~E CALL ROB SI LVERMAN ON 020 7317 2645 =!EMA~ rob .silverman @futurenet.co.uk 

Magic The Gathering Games Workshop 

KENT titJNHOIJSE LONDON 
01322 559672 0208 2940999 

YOUR ONE-STOP VIDEO GAME SHOP 

PLAYSTATION DREAMCAST 
STREET SKATER £9.99 UEFA STRIKER £19.99 
GEX DEEP COVER £9.99 HYDRO THUNDER £22.99 
ROLLCAGE £9.99 SNOW SURFERS £24.99 
JET RIDER 2 £9.99 WWF ATTITUDE £24.99 
NEED FOR SPEED 3 £9.99 TRICKSTYLE £24.99 
RES EVIL2 £9.99 SONIC £29.99 
MOTO RACER £9.99 SOULCALI BUR £29.99 
RES EVIL3 £24.99 RAYMAN 2 £34.99 

ANOTHERWORLD, 52 STAFFORD STREET, HANLEY, S-0-T-TEL: 01782 279294 
ANOTHERWORLD, 23 SILVER STREET, LEICESTER TEL: 0116 2515266 

ANOTHERWORLD, 23 VICTORIA STREET, WOLVERHAMPTON TEL: 01902 717440 
ANOTHERWORLD, 11 MARKET STREET, NOTTINGHAM TEL: 0115 948 4122 

ANOTHERWORLD, 42/43 CASTLEFIELDS, MAIN CENTRE, DERBY TEL: 01332 206606 
Check us out @W\YW.anotherworld.co.uk Over 100 Game Music Soundtracks in stock 

THESE ARE JUST A FEW OF THE BARGAINS TO BE FOUND AT l'IJNIIOIJSE 
31 CRAYFORD HIGH ST., CRAYFORD, KENT DA1 4HH. 

375 FOOTSCRAY ROAD, NEW ELTHAM SE9 2DR. 

MAIL ORDER ANYWHERE IN THE UK · NEXT DAY 

•• , 
. 
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for companies that don"t 
want their videogame music 

to sound tike videogame music. 
with the amount of work you put into a project, you want 

game to sound as good as it plays and looks ­
so 

~ /~, 
i!8J!JJP 
features 8 original rrcsleazy tracks 

save your programmers the job of putting 
a mute option in by going to 

www.mcsleazy . com, 
or phoning grant on (0141) 576 5791 -

BE AWARE: CHIPPING VOIDS ANY SONY UK WARRANTY ON YOUR PLAYSTATION. PROCEED AT YOUR OWN RISK 

your 



TM 

.CO.UK 

The only place to BV"Y and SELL consoles and games onlineI 
You Tll find everything from ZXB1 to Dreamcast, Space Invaders 
to Tomb Raider. Check out some of the reho items sold recently: 

-F-== 

Magnavox Odyssey 
Fairchild Channel F 

Item 

Bally Arcade w/21 games 
Atari Pong 
Atari Video Pinball C-380 
Magnavox Odyssey 2 + 10 cards 
Atari 2600 + 125 games 
Atari 400 boxed + 11 games 
Ingersoll TV game 
Boxed lntellivision 23 games 
Sinclair ZX80 
Epoch Invader from Space game 
Boxed 2X Spectrum + 2 games 
10 game for Texas Instruments TI 99/4A 
Boxed commodore 64 
Emerson Arcadia 2001 
Colecovision + trackball + steeringwheel 
Acorn BBC game - Snooker 
Orie 1 (fully working) 
Dragon 32 w/joysticks 
Mattel Aquarius + manual 
Vectrex w/5 games 
Amstrad CPC 464 + modulator 
Atari 800 XL computer system 
Memotech MTX-512 
Original Nintendo Famicom + Disk/RAM adapter 
Sinclair QL - fully working 
Atari 65XE w/tapedrive 
Turbografx, arcade stick, 7 cards 
Amiga A500 computer + mouse 
AmstradGX4000 games console (as new) 
Sega Master System with 3D glasses + 16 games 
Boxed Sega Megadrive, 2 controllers 
Awesome neo geo home gold cart system 
Atari Jaguar CD system + 4 CDs 
Panasonic 3DO video game system MINT IN BOX 
Amiga CD32 game console - original box 
Virtual Boy by Nintendo 
Microvision hand held game system 
Coleco Total Control game system in origbox 
Watara supervision handheld LCD game system 
Tommy Hilfiger Gameboy colour Dandelion NIB 
PC Engine GT Handheld w/ tv tuner + 4 games 
Nintendo Game + Watch Pinball Mint in Box 
Nintendo Game + Watch Mario Bros ex cond 
Atari Lynx handheld system + 12 games 
Sega Genesis Nomad game system 
Sega Gamegear + Super Monaco GP 
Grandstand TV game 3000 console 
Joust 2 Arcade game w/ cabinet RARE 

I Bids I 
8 

12 
15 

5 
2 
9 
8 
8 
6 

46 
24 

1 
2 

17 
13 

5 
4 
1 

13 
15 
5 

19 
1 
7 

10 
9 

16 
5 
6 
6 
2 

11 
14 
10 
10 
24 
30 

9 
12 
5 

14 
13 

2 
22 

1 
17 
9 

10 
5 

22 

Price I Ends I 
£135.00 sold 
£27.00 sold 
£32.00 sold 
£21.50 sold 
£2.40 sold 

£16.00 sold 
£137.00 sold 

£21.00 sold 
£28.75 sold 
£72.50 sold 

£268.50 sold 
£6.00 sold 

£38.35 sold 
£75.50 sold 
£39.00 sold 
£70.75 sold 
£42.00 sold 

£0.60 sold 
£47.00 sold 
£59.50 sold 

£5.50 sold 
£78.60 sold 
£38.00 sold 
£18.50 sold 
£51.80 sold 
£25.30 sold 
£71.00 sold 
£36.50 sold 
£40.50 sold 

£321.30 sold 
£13.85 sold 
£32.00 sold 
£12.00 sold 

£277.00 sold 
£36.75 sold 
£36.75 sold 
£59.50 sold 
£21.50 sold 
£15.25 sold 
£12.35 sold 
£25.00 sold 
£57.25 sold 

£213.85 sold 
£87.95 sold 

£6.00 sold 
£33.75 sold 
£42.75 sold 
£16.25 sold 

£8.45 sold 
£692.00 sold 

Using eBay is really easy - all you need is an email address. Jes free to registerwith 
the site, and free to list items until July 4 th. So don Tt get le~ behind - trade online I 

Find us at http://www.ebay.co.uk 
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The Best Mail Order Games on the Internet 

I~Jlll;t~!! !~~, .. !All 11011, 
11am to 11pm Monda~ to Sunday 

Visit our web site at : www.cybernet-fllmstudio.com 

~pe:.c:ic:II C:::,ffe:.r-~ 
£5 Off Any Game 

Only one coupon per person, valid until end ol May 2000 Coupon must be presented at purchase of game 

lh CS 
Rob Silverman on 020 7317 2645 

DEDICATED 
TO GAMERS & 
COLLECTORS 

WElCOME TO THE 
TIME-MACHINE 

In A4 formo1 
Wi, CK brings you 

g world of l\erro. All classic m icros and 
red. l.e Arcade. Srrmegy and Adventu1e, 

vser 1nformot1on and values. Included 
oie catalogue of classic hardware and 

g 10ClCh of collec1oble items for sole. 

ISSUE 25 OUT NOW! 
ANIME COLOURE FEATURE 

+ News & Free Readers Ads .................. ......... ..... .. ..... ... ..... ..... 
Send today for latest issue and our free 

catalogue enclosing a cheque/PO for £2.50 
payable to 'G Howden' and post care of: 
RETRO CLASSIX (EDGE) 

4 CHATTERTON AVENUE, LINCOLN LN1 3TB 

~ 

020-8567-9174 

? 
[ill~l 

/y I 
JJ£449-

UELCalE 
TO THE 2lsr CB1TURY 

:IS HG-I ST . EA.J'G BROAlllAT' . L.CnXJn U6 5CB 

WANTED 
FOR CASH OR EXCHANGE 

CONSOLES 
COMPUTERS 

GAMES 
RETRO & MODERN 

COMPUTER & GAMES EXCHANGE 
65 Notting Hill Gate, London Wfl :us "a' 020 7221 flfl 

BUV • SELL • TRADE 
POSTAL SERIIICE All.AIL.ABLE 
OPEN 7 DAYS 10am - 8pm 

Please bring official ID with address & 
signature when selling/exchanging 

l'OWDlSTONE? CUt TEKKEN TAG £19.99 
M ARVEL vs CAPCO~t ! o,.n CT2000 £7999 
~VSCAPCOIII ou, ~n.~.fil~~ o,.nO,t.ff SPECIAL Ot:XER 
DR£AA1CAST M OD .00 PS:? £39999 
OCPUJC..PU.\' DI =:::~QC 

5 6A KINGS STREET, C AMDRIDGE, CB I ILN 
MAIL ORDER : TEL/FAX: (0122 3) 462825 

WEB S ITE: '\V\"'V.GAM:ETR ON. £XCHANGE~CO.UK 
EJ\'IAIL~ES@ GAI\1ETRON-EXCHANGE.CO.UK 

PR.ICES SUBJECT TO C HANCE W I TH OUT NOTI CE 

POKD10N (US) 
COLD/S IL VER £39.99 
YEL LOW £29.99 
GUID EHOOKS £9.99 
Fon ll / J\u~ 
TRAD I NG CARD £4.50 

nm 



CLASS IF IED TO ADVERTISE CAL ROB SILVERMAN ON 020 7317 2645 R EMA rob .si lverman @future net. co .uk ~ 

white doll~ Tel:01782 838182 ~ .. 
~' 01782 86554111 

game accessories Fax: 01782 838181 ·-·-

•► p/aystaHon/nan\en'\\~ •◄ 
i-►dreamcasl/neogec/1\\\~~ t.~""◄•1 

Dreamcast Upgrade £50.00 
~ We now accept all major credit cards E: 

II WWW. whitedO\\ .t\\ .\\'-
~.~-► Willowbrook House, Chemical Lane , Stoke-on-Trent, ST6 4PB 

PLAYSTATION 2 - £4.XX 
CALL 4 BEST PRICE 

!=,Iii§ 

Est 1992 

s t) 
3D0 S T 

NINTENDO 
Y G R 

A PC 
.:... 

COMPUTER & VIDEO GAMES 
IMPORTS AND EXCHANGE 

ALL MAJOR CREDIT CARDS ACCEPTED 
9 Wilton Parade, High Street, 
Feltham, Middx. TW13 4BU 

• Open 10-6 Monday-Saturday & 12•4 Sunday 
"a- 020 8893 2100/8844 2575 

,,:Ga. 020 8844 1944 
AFTER Ho'tiRS LINE 6PM• 1 OPM 0973 552398 

DREAMCAST & N64 
CONSOLES AT 

C EAPEST PRICES 

,_ __!UGE SELECTION OF 
-y~ DISCOUNT DVDS 

ALL THE LATEST GAMES AT UNBEATABLE PRICES 
ALL PERIPHERALS AND ACCESSORIES TOO. 
MAIL ORDER SERVICE 

Call Matthew on 
01327 352 BOO / 07989 422 269 



CHOICE CUTS FROM THE VIDEOGAMING VAULT 

RIDGE RACER 
As the fifth instalment of Namco's arcade-nurtured driving series hits home on Play2tation2 (see R76)_,__Q_trip back to 
Bk!grrwemier outin reveals an experience that has weathered the unrelenting ravages of time surprisingly favourably __ 

D fever a game signalled the arrival of a new age in videogaming, 

this was it Never had such rich 3D environments been navigable 

from the armchair; the game romanced even the most cynical obseo1ers 

the instant they set eyes upon it, and laid the foundation stone for 

videogaming's inevitable move into the mass market. 

The ambition of the project remains the stuff of legend. Namco's 

System 22 coin-op board was a terrifically capable lump of hardware, 

and with less than six months to rebuild the Ridge Racer experience in a 

convincing fashion using the relatively humble PS architecture Namco's 

staff performed sheer videogame-engineering magic. 

With only two variations on one track, the immediately apparent 

delights were scant, but longevity was assured thanks to hidden playing 

modes and a selection of secret cars. And the core driving experience 

was a fiercely entrancing one, making the RRV experience seem 

comparatively limp. For a six-year-old game, that's no small feat 

Publisher: Namco 

126 £DG£
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The first Ridge Racer was a gaudy title, in stark contrast to later instalments such as Rage and, 
especially, V. But the vivid colours underline its coin-op roots - this is far from being a sim title 

Getting air at this juncture made for a replay highlight (top left). The switch from afternoon to 
evening was handled with subtlety (top centre). Videogaming's most famous tunnel (top right) 

1994 Developer: In-house Playstation 



EDGEVIEW 
The videogames world never stands still ridin . the breakin wave of advancing technology'.. In this regular column 
Edg_g___guts the industry__'._s__grogress in gersgective with a look at Y-esterY-ear's headlines__; five Y-ears a o this month 

Edge issue 21 , June 1995 

I] he drive towards making 
videogames somehow 'cool' began 

here, with an Edge cover dedicated to the 
work of creatives at Psygnosis' Liverpool 
HQ. Inside the issue, talk of Leftfield and 
Apollo 440 contributing audio tracks for 
Wipeout hinted at a new direction for 
gaming (a path game designer Nick 
Burcombe continues to tread five years 
later with the forthcoming N-Gen Racing 
from his Curly Monsters codeshop). 

Jarringly uncool by comparison, the 
3D0 format commanded eight pages of 
coverage further into the magazine, as 
Edge summarised its performance to 
date ('well over half a million' unit sales 
worldwide over a period of 18 months 
seems rather quaint today). 

It was a good month for software, 
with Tekken and Doytona USA grabbing 
attention. But while the PlayStation and 
Saturn played host to textured polygons 
aplenty, Gex turned up on the 3D0, 
proving that the 2D platformer wasn't 
yet dead (it just smelt that way). 

I 3D0: Tho story so far 
! 

' I Tht Sanyo TRY 

~-- -. 
~ 
. .... _ ·: 

~ 

I u " u 

~-

Miyamoto-san: "[Others seem 
to] imitate the surface [of what 
we do] and end up making 
very badly balanced games" 

Elsewhere, Shigeru Miyamoto sat 
down with Edge for another 'Audience 
With'. Significantly, when asked about 
CD-ROM, the legendary Kyotoite ~ 
replied: "I shouldn't talk about it. ." L..==i 

Clockwise from top left: futuristic racing gets its first outing in Edge; Sanyo 
joined Panasonic and Goldstar in the 3D0 party with its TRY unit; 2D 
action in PlayStation Gunner's Heaven; ambitious Saturn Daytona USA 

Did they really say that? Did Edge really say that? Testscreens (and ratings) 

Shigeru Miyamoto: "Historically Nintendo is the only company that has 

sold more than ten million units of hardware. The claim that Sony or Sega 

would be able to sell as much hardware as Nintendo sounds uncertain'.' 

'3D0 has yet to play its trump card, of course: M2. Tekken (PlayStation; 9/10), Doytono 

Trip Hawkins could still have the last laugh ... ' USA (Saturn; 8/10), Bioforge 

Or he might give up on hardware completely (PC; 7/10), Gex (3D0; 6/10) 

PIXELPERFECT 
Eve ry_gamer has occasional moments of sgarkling excitement, be it the firs t time Seeedba/1 booted u = or com gleting_ 
Sabrewulf. Here. Les Edgar, chairman of Vis Interactive (among other thing~)_, recalls a simgle Y-et insgired action uzzler 

D t was with some relief that I was able 
to bin my Tandy TRS-80 model 1 and 

move to the awesome gaming power of a 
Commodore 64. However, it wasn't until the 
arrival of the Amiga that my imagination was 
sti rred by what was about to happen ... 

Whi le contemplating this, I wh iled away 
many evening hours playing a freeware game 
ca lled Boulder Dosh. This was later officia lly 
released as Emerald Mines to a resounding 
si lence in the market, mainly because 
everybody who had an Amiga or ST had 
already played it to death. It was a shame 
because, as far as puzzle games go, it was 
brilliant - essentia lly a four-way-scrolling-sort-

of-topdown-perspective-collect-the-diamonds­
while-pushing-things-and-not-letting-other­
things-drop-on-your-head-or-eat-you affair. 

Not so interesting, you say? Well, consider 
that this had a gazillion well-thought-out 
levels and another two gazillion twoplayer 
levels - all properly tested to require pixel­
perfect timing. In my opinion it knocked the 
socks off Lemmings which didn't fo llow on 
for another five years or so. Oh, and it fitted 
into 16K of RAM, and it was free (sort of). If 
you get a chance to play this on your Amiga 
emulator on your 600MHz Pentium Ill, 
don't miss it! Then you can tell me 
what a sad bastard I was. 

Boulder Dash is Les Edgar's preferred poison 
from yesteryear. The game enjoyed many 
sequels, of which this (above) was the first 
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(out there) REPORTAGE 

Technological Advance marches on 
Japan: Will the new Game Boy Advance prove to be as enduring as its predecessor? It 

would have to see Nintendo through to the year 2010 to equal the Game Boy's popularity. 

Whatever the case, the company has started the publicity ball rolling by releasing a series of 

artist's impressions of what the final unit will look like. 

Official details on the unit remain scant, but it's the 32bit RISC CPU, developed by the 

Cambridge-based ARM corporation (which provides advanced mobile phone technology), that 

is the most intriguing part of the deal, allowing the unit to deliver Internet access via cellular 

phone connection. This will allow users to exchange email messages, participate in multiplayer 

games, download software and even chat online. 

Nintendo chairman Hiroshi Yamauchi emphasises that the GBA will be a personal 

communications terminal as well as a gaming system, with Mobile 21 brought on board to 

develop for Dolphin and GBA to ensure that connectivity between the two remains smooth. 

Backwardly compatible and with double the battery lifespan of the Game Boy Colour, the 

next-generation Nintendo handheld is shaping up to be a very neat package. Nintendo expects 

to bring it to market in Japan this year for under ¥11 ,000 (approx. f62). 

As for how the final unit will look, don't give too much credit to these outlandish designs. 

And don't take the mocked-up Super Mario 64 as an indication of power, either. 

In order to be efficiently portable, consumer tech has to be eminently practical: these curves may look sexy, but the finished device will be more akin to a palmtop organiser in shape 

128 £DG£
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Pushing game development back into the bedroom 
UK: Following the success of its eloy music titles, FastTrak Software is 

hoping its new software will create a new generation of bedroom coders 

to invigorate the industry. The DIV Gomes Studio package introduces 

amateurs to the creation of sprite-based games. 

Comprehensive tutorials and sound and image libraries are 

included, and the system uses an abbreviated programming language 

based on C and Pascal. Plus, it's open-ended enough for experienced 

programmers to use, even if it is only to test concepts and rough ideas. 

A planned upgrade will allow users to create games in 3D, but the 

initial release will be enough to create a wide variety of games, including 

titles based on established coin-op and console favourites. Once created, 

games will be royalty free, which should further attract budding coders. 

These four titles were all created using the package. Users will be able to exchange codes and ideas on the Game Studio Web site at www.div-arena.com 



Game Boy software joins big league 

UK tunes in to TV gaming 

UK: With software production lead times of 

three months not uncommon, the Game Boy 

has always been the most accessible console 

platform from a development perspective. But 

lnfogrames' Martian Alert is bucking the trend, 

with a 'proper', near-£ Im budget and a two­

year development cycle - slats more akin to a 

fully fledged PlayStation or PC project. 

Why is the company spending so much 

time and money on the project? Because its 

intention is to make it the 'next Fbkemon'. It's 

doing this by exploiting the dozens of cartoon 

characters made available through its licensing 

deal with Warner Bros. So, instead of Pikachu 

and Bulbasaur, gamers will be presented with 

the likes of Daffy Duck and Foghorn Leghorn -

like, Fbkemon, players will be able to share 

characters by linking two Game Boy units. 

Handheld gamers will be able to see if 

lnfogrames' cash and time has been well spent 

when Martian Alert launches on May I 0. 

Two Way TV's line-up is far from suited to 

hardcore gamers. Viewers now have the 

opportunity to answer 'Turkey" to all the 

questions posed in 'Family Fortunes' 

UK: The country's first fully interactive TV games seivice was launched by Two Way 

lV in March. Using the Cable & Wireless Digital Platform, the service is now available 

to more than 85,000 homes in the Manchester area. Two Way TV games allow up 

to four players in each home to play simultaneously and compete for prizes. Games 

are not likely to appeal to the hardcore gamer, however, as they consist of simple titles 

such as Minefield, Anorak, Two Woy Triv and String 'Em In. Trials have shown significant 

demand and new games will be introduced each week. The ultimate plan is for users 

to be able to join in with all their favourite lV gameshows, quizzes and sporting events. 

Although initially taking advantage of cable's realtime, two-way broadband 

function, Two Way TVs system architecture can be operated across any platform, 

making worldwide access viable through digital cable, satellite and terrestrial viewing. 

Counting the money men 

UK: Bedroom coders of the '80s 

have once more made it high on 

this year's Sunday Times Rich List 

Storglider programmer Jez San 

(pictured) cruised into 198th 

place, with a cool £ 150m fortune, 

while Codemasters' David and 

Richard Darling are said to be 

worth £80m. Rare's Stamper 

Brothers might also be getting a 

few drinks in at the weekend -

they came in at a respectable 

271th place, with £ 11 Sm. 

If not the earth, the geeks have 

certainly inherited a fortune. 

£DG£
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Taking the Pez 

US: Something of a black 

market has emerged on the 

Internet for Pez collectables, 

and it's being driven in part 

by Nintendo characters, 

with this 1998 range of 

popular faces (right) 

demanding a $32 price tag. 

Readers who remember 

buying the quirky 

dispensers while on holiday 

in Majorca might benefit 

from a quick search in the 

loft - though never taking 

off in Britain, certain Pez 

products have been traded 

for up to $300 in the US. 

Pez still retains a strong 

presence in the market 

place and has diversified in 

range to include watches, 

pens and fridge magnets. 

◄ 130 £D6£
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(out there) REPORTAGE 

If Nintendo characters aren't 

your bag, Warner stars Taz, 

Bugs and Tweety feature on 

these Pez pens. At $11 for all 

three, are these the future of 

dotcom investment? 

The Force is strong in this one 
Canada: Sci-fi nuts have taken fanaticism to the next level: the 

race is on to construct the first fully functional light saber. 

Dr Marc Nantel of Photonics Research Ontario has 

been working with laser technology for most of his career and 

is busy attempting to fashion his very own Jedi-style weapon. 

The self-limiting length of the energy blade is the most difficult 

obstacle, he observes: "Laser beams are parallel rays of light. 

They'll go very far at the same intensity.' Nantel also points out 

that a laser sword without a fixed length could be a liability. 

"If you were in a circus-type situation in an arena, the characters 

would kill everyone," he suggests. 

A simple way of preventing the beam from going on forever, 

as he notes, is to use a hacksaw-like design where a reflective 

absorbent tip could keep the distance down to a metre (the cost 

clearly being to the authenticity of the device's aesthetic). Nantel 

has also been working with a design which focuses parallel lasers 

in a tall X shape. Though not strong enough to cut through metal 

objects unless the beam is directly focused for a period of time, 

the laser blade could sever a head without burning a hole in the 

ceiling. Which will no doubt be worrying news to anyone living in 

the proximity of any comic stores or Games Workshop outlets. 

These light saber examples are built using Grafflex 

camera flashes and will cause no harm. Fortunately 



computers plot future of personal air transport 
US: Computers are now used in just about every field, so 

it takes a special kind of non-gaming application to make it 

into these pages. And here's one. Though questions are 

still being raised about the reliability of the latest Moller 

Skycar (if the engine cuts out gliding is not an option) the 

company's president, Paul Moller, remains optimistic 

about the vehicle's practical and commercial potential. 

The M400 Volantor uses the latest VTOL technology 

and is operated by a fly-by-wire system. Computers control 

most of the navigation and cruise abilities while 

responding to minor inputs by the pilot. The car boasts 

speeds of up to 350mph at 15 miles per gallon and a 

safety parachute is included in case of emergencies. 

Moller International is already taking deposits, and the 

eventual price is expected to clock in at around $80,000. 

If Moller can realise his ambitions, the Skycar could bring 

joy to George Jetson-wannabe suburbanites evervwhere. 

Early models (above) used go-kart engines to provide lift-off. Will the Skycar 

replace the Nissan Skyline GTR as the status symbol among industry players? 

Reverend exorcises resident evil 
US: One in ten computers in America are possessed by Satan, it is being claimed. 

While increased storage capacity has proved a boon to most, Rev Jim Peasboro believes 

that an electronic version of the devil lurks on many a hard disk. After conducting lengthy 

research and gathering firsthand testimony from his parishioners, the Georgia clergyman 

has become increasingly concerned about these seedy drives. "I learned that many of my 

congregation became in touch with a dark force whenever they used their computers," he 

remarks. "Decent, happily married family men were drawn irresistible to pornographic Web 

sites and forced to witness unspeakable abominations'.' 

In an upcoming book entitled 'The Devil in the Machine' the preacher outlines the 

most effective ways of preventing Lucifer from spreading his technological terror. These 

include regularly cleaning the hard drive, making frequent back-ups, and exercising 

extreme caution with a modem. Which, of course, is almost an anagram of demon. 

Ferrari steers gamewards 

UK: Guillemot's Ferrari-licensed 

steering wheel has motored into 

Edge's office, revealing itself to be 

the definitive unit of its type. 

Available for PlayStation, 

Dreamcast and PC, its strong, 

sturdy feel and force feedback 

should give even the most 

reckless driver a responsive ride. 

The gearstick is suitably effective, 

and with extra gear levers beneath 

the wheel within reach of 

outstretched fingers, there is 

scope for adapting racing styles 

for different games. 

The PC version (tested) clocks 

in at £90, and the console 

versions will retail at a similar rate, 

making it an enthusiast's de'"ce. 

£DG£. 131 ► 



(out there) REPORTAGE 

Palm videogames go plug'n'play 
US: Handspring, founded by the people behind 

the 3Com Palm Computing platform, hopes to 

transform handheld computing with its new device. 

The pocket-sized Visor is compatible with existing 

Palm Computing products and can be customised 

using an expansion slot. Planned expansion 

modules for the device range from MP3 audio 

players and digital cameras to wireless modems. 

The modules are similar to Game Boy 

cartridges in appearance and ease of use. Although 

the device will clearly appeal largely to business 

users, there will be several game cartridges 

released for the system, as well as the prospect 

of networked games in the future. Tiger Woods 

PCA Tour Coif from EA Sports is already available, 

featuring gameplay that will be familiar to any 

players of similar golfing titles, albeit controlled 

with a stylus. Roll on Visor Tetris. 

The handspring 

comes bundled 

with a cradle to 

allow the exchange 

of data between 

handheld and PC. 

Available in a range 

of colours, it's a 

cool counterpart 

to the Palm Pilot 

SWindon hosts UK's biggest LAN party 
UK: Swindon Town Football Club provided the 

venue for 13, the biggest LAN party the UK has 

seen. A total of 440 gamers were invited to 

test their !ragging abilities over a 56-hour 

period, from 9am on Friday March 24. 

Though participants were asked to pay a 

nominal fee of E40 and bring their own PCs 

and monitors, the event was massively over­

subscribed. Gameplay hopes to host a 1,000-

gamer event before the year is out. Sales and 

marketing director Andy Mee was ebullient 

about the weekend. 

◄ 132 £DG£
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'These events go from strength to 

strength," he cla imed. 'They allow gamers 

to pit their skills against one another in a 

competitive environment and in some 

cases learn a trick or two from some of the 

professional gamers'.' Sweden's top seed, 

Doomer, and arguably the UK's top two 

players, Hakeem and Sujoy Roy, were on 

hand to provide tips on how gamers 

could lose gracefully. 

In the past, organisers have complained 

of hygiene difficulties at the event -

apparently the most obsessive players 

demonstrate an odd fear of water. This time, 

13 provided shower faci lities and a list of 

cheap B&Bs for those seeking a scrub and at 

least one night of sleep. Sponsor Red Bull 

provided the pep-up for everyone else. 
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Multiplay.com offered the organisational nous. It all became a bit too much for some. Bless 

DataStream 

Shigeru Miyamoto's anticipated 

release date for the next Zelda 

game on Dolphin: 2005 

Number of chapters to be 

contained in the second 

Shenmue game: two to five 

Literal English translation of 

the word Shenmue: cheesy 

First day sales of Sega Saturn: 

200,000 

First day sales of Sony 

PlayStation: 100,000 

First day sales of Sega 

Dreamcast: 150,000 

First day sales of Sony 

Play5tation2: 980,000 

Amount of digital 1V 

households in the UK by 

2004, as predicted by 

Datamonitor: 39m 

Amount today: 9m 

1V owners who watch daily: 78 

percent 

Most popular 1V show in 

America today: 'Who Wants To Be 

A Millionaire? (32m viewers) 

Viewing figures for the final 

episode of NBC's l I-year hit 

sitcom 'Cheers': 93.1 m 

Current top-grossing film in 

America after 26 weeks: 

'American Beauty' ($98m) 

Box office takings for 'Scream 3' 

after six weeks: $84.4 

Percentage of young executives 

who in tests remembered the 

email address imnot@the 

happymanhonest.co.uk after 

five pints: 82 per cent 

Amount who remembered 

tracy _smith l 06@dial.pipex.com: 

34 per cent 

Amount of A4 pages churned 

out by the Edge office laser 

printer since July 1996: 81,950 



(out there) MEDIA 

Tarwater 
Animals, Suns & Atoms 
Kitty-Yo 
If Berlin is the new Seattle, Kitty-Yo 
is its sub pop and Tarwater its 
Nirvana. To lazy English ears, they're 
the most accessible band on the 
German post-rock/electronica axis, 
as they sing in English. Tarwater are 
unlikely to cross over to mass 
acceptance with burgeoning pop 
sensibilities that are always 
tempered by stern experimentalism 
- for every draft of surging electro­
pop there's a funereal drone. Precise 
and unsettling. The joys of Frohling. 

DJ Food 
Kaleidoscope 
(Ninja Tune) 
DJ Food began as nom de plume 
for Coldcut's Matt Black and 
Jonathan Moore, producing the 
legendary series of DJ Brakes LPs in 
the early '90s. Now the DJ Food 
soubriquet has been bequeathed to 
Coldcut acolytes PC and Strictly Kev. 
In the five years since their last 
album, the DJ Food agenda has 
been tugged and stretched out of all 
recognition to incorporate jau, noise 
jams, word collage and generous 
helpings of Debussy. Light years 
from the usual scratch-and-mix 
turntable fare, Kaleidoscope ushers 
in a new era of sample mania. 

Sofa Surfers 
Cargo 
(Klein) 
Austria's Sofa Suners (along with 
Pole and Bernd Friedmann's Nu 
Dub Players from Germany) are 
finding inventive new techniques 
for spreading the deep bass 
manifeslo. Cargo is built on rock 
solid percussion foundations 
underlying a visceral bass assault. 
They take the familiar spliff-fuelled 
dub of a lhousand reggae sound 
systems, infusing it with a tough, 
icy cool befitting their own 
surroundings. Under the paving 
stones of Vienna, perhaps there 
really is a beach. 

oataoyne company 
Site: Perfect Dark makers seek talent 
URL: www.datadyne.com 
DataDyne, the sinister-looking organisation 
featured in Rare's forthcoming title Perfect Dark, 
has positions available for enthusiastic graduates 
with a good degree. Careers range from gene­
splicing technicians to forestry engineers and an 
enticing corporate package is promised. 

The giant 'company' detailed on the Web 
site specialises in genetics, pharmaceuticals, 
and gene science and mirrors the company 
that is part of Joana Dark's nemesis. Edge 
can detect a clever publicity stunt. Judge the 
firm's credentials for yourself. 

TRIGGER HAPPY 
They have been debated in the Houses of Parliament and 

the object of mass media scorn, while some say they 

pose a serious threat to the hitherto unshakeable might of 

Hollywood. The question is: how did games get to be so 

popular? In this unusual critique of games, Poole mixes the 

language of literary and film criticism with plain English to 

describe the evolutionary and revolutionary changes in 
games over the past three decades. 'Trigger Happy' is 

more than a timely reminisce over games history, it is a 

critical look at the creative achievements in games and the 

experiences they offer at the turn of the millennium. It is 

evidence of the broad public acceptance of games as 
something more than just kids' play things. That a highly 

regarded publisher such as Fourth Estate would print a 

book focusing on videogames is an indicator of the sea 

change in popular attitude. 

Armed with a fanciful collecton of erudite quotes 

and references, Poole draws the connections between 

games, popular culture, art and film. At times it becomes 

overblown, with cultural, philosophical and artistic 

luminaries such as Plato, TS Elliot and art historian E H 

Gombrich making guest appearances, but Poole's motive 

for this is clear. He attempts to elevate games criticism 

away from the hardcore gamers viewpoint in favour of 

pseudo-highbrow deconstruction. No more 'the great bit is 

when you get to blow the monsters head off. Poole is 

interested in defining and discussing the fundamemal 

qualities by which all games can be compared and uses 

them to make a critique of the state of the art. 

Soundtracks, scripts, animation, gameplay, artificial 

intelligence, virtual environments, cybernetics and even 

ethics come under his microscope. 

Poole feels most at home delving into game details, 

but makes a good stab at some philosophical issues in 

game creation, too. It's long been fashionable to talk about 

the convergence of film and games, but Poole is wary of 

those who predict the downfall of the Hollywood 

blockbuster, devoting significant space to arguing the 

fundamental differences between games and film, and 

mounting a convincing case for why their much-touted 

convergence would be pointless, not to mention 

disappointing. He believes that truly great games are those 

that create their own internally consistent world - with 

. Zelda: Ocarina of Time meeting his the criteria in terms of 

internal coherence, but Tomb Raider falling pitifully short. 

'Trigger Happy' explores how games interpret 
existentialism, linguistics, aesthetics, culture, their use of 

psychology and their status as works of art. It is perhaps 

the first serious attempt to understand just what makes 

some games great. Where it errs on the side of technical 

detail, it makes up for in enthusiasm and engaging 

argument. A seminal piece of work. 
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VIEWPOINT 
EXPRESS YOURSELF IN EDGE - WRITE TO: LETTERS, EDGE, 30 MONMOUTH STREET, BATH BA 1 2BW (email: edge@futurenet.co.uk) 

D find your comments regarding 

female members of the Thief 

2: The Metal Age development 

team (page 32, E82) to be ill­

judged. In a cheap attempt to be 

female-friendly at the expense of 

your male readership, you suggest 

that a female influence explains a 

less violent, more suspenseful and 

intellectual approach to the game. 

While it is true that deft fighting 

could be employed in the original 

game, this was not due to a lack 

of female influence. 

Thief was a pioneering title and 

as Steve Pearsall (Thief 2 project 

director) attests in several online 

interviews, some levels were 

more stealth-based while 

others were more grounded in 

combat/exploration in an attempt 

to cover all bases and test the water. 

With fan feedback clearly supporting 

the stealth dynamic over combat, it 

is the former that has been refined 

and focused on for the sequel, 

leading to greater gameplay 

sophistication. Perhaps you think 

the the male two thirds of the dev 

team should employ their inferior 

intellects on mindlessly violent 

games and leave the development 

of Thief 3 to the females? 

Poof 'Antagonist' Daddy, 

address withheld 

Yes, the preview was supposed to 

land the editorial team loads of 

dates with super-fit ladies. Damn 

our foolish, misguided eyes. 

D n reply to Bruno Bonnell's 

statement (News, EB3) 

that games should be shortened 

down to five to ten hours of 

gameplay: Sir, you have completely 

lost the plot on this one. 

You only have to look at the 

history of gaming to see that 

134 £DG£
0 

longevity and replay is one of the 

greatest assets of the all-time-great 

game. It seems to me a disturbing 

suggestion that games should be 

getting shorter, one that was 

probably driven by the marketing 

monkeys who have no urge to 

develop great software. 

Were Elite, Carrier Command and 

Monkey Island short? Zelda 64, 

anyone? 20-plus hours, easily. 

However, if you are having 

trouble releasing finished games, 

let me suggest that with the 

explosion of the Internet, there is 

a modern alternative. Ship a game 

with around 20 hours of solid 

Force, Counter Strike and Team 

Fortress Classic. They all add 

significantly to the longevity and 

status of their title and developer. 

They also energise the fans. For 

example, I run a successful Web site 

with over 14,000 words of advice 

and guidance on just one character 

from TFC. If Half-Life had only had 

five to ten hours of gameplay would 

anyone be excited enough to create 

these add-ons? Would I have been 

bothered to write my site? I doubt it. 

No more pathetically short games 

like Driver or HOTD2. Leave them in 

the arcade, please, Mr Bonnell. I 

want longer-lasting home games 

'You made me analyse which titles I find myself 

returning to. Titles such as Tekken 3, 
GT2 and Mario 64 never gather dust for good 

reason: they are all playable in chunks' 

gameplay, and then commit to 

developing the replay value with 

multiplayer and add-ons. 

Consider Half-Life, and then 

consider add-ons like Opposing 

(roll on TF2), leaving the candy floss 

(such as Crisis Zone) as they are: 

short, sweet, and a pound a go. 

James Bell, 

via email 

There are cl early two sides to this 

argument. Spare a thought for two 

readers to w hom Bruno Bonnell's 

words may have struck a chord .. 

IC":I he 'Size Matters' article in E82 

U raised one of the most relevant 

and interesting gaming issues for 

some time. I would regard myself as 

a keen gamer and devote as much 

time to games as is possible, 

considering I have to fit career and 

drinking into the equation. 

You made me analyse which 

titles I find myself returning to. 

Titles such as Tekken 3, GT2 and 

Mario 64 never gather dust for 

good reason. Despite their size and 

complexity, they are all easily 

played in bite-size chunks: a few 

hours at a time. Titles such as 

FFV/11 and even Zelda 64 require 

days at a time to really get into. 

After a while they almost seem 

like a chore. Make games as big 

as you like, but they need to be 

easy to return to. 

David Walker, 

via email 

D have always had a burning 

passion for gaming, from 

standing on upturned milk bottle 

crates to play Space Invaders, 

through nearly 20 home systems 

and countless credits in the arcades. 

But I recently realised that the 

amount of hours that I have time to 

play games each week is on a par 

with the number of original games 

being released this year. 

The games market has almost 

lost its ability to inspire me to make 

the effort. I am in university, in a 

relationship and have a part-time 

job. Gone are the 12-hour playing 

shifts. How can I complete FF 

Tactics when I can only play it 



irregularly? The gaming industry has 

aimed more towards the casual 

experience with each passing 

generation of systems. It will reach 

its sadly inevitable, logical 

conclusion once Microsoft has 

gatecrashed the party. 

The only hopes are with 

innovative developers and 

network gaming, where the wheat 

can be separated from the chaff. 

Gaming still has something left to 

offer hardcore gamers for some 

time, despite all the crap they'll 

have to put up with. 

Paul Powell, 

via email 

r:'I egarding E83, p59: 'Motion 

W capture is one possible 

answer - even if it is merely used 

as a guideline for crayon-wielding 

staff to work from'. 

Don't you think this is a little 

harsh? I find this statement 

somewhat annoying. I happen to 

edit motion capture. I've been in 

the games industry for as little as 

three months, after spending four 

years in post production. 

I read your magazine because 

it's the only one I take seriously. I 

respect your views and enjoy 

reading the intelligent content. I 

don't expect comments such as this. 

I would hardly describe myself as a 

'crayon wielder'. Motion capture is a 

good platform for up-and-coming 

character animators who wish to 

study movement and form -

animators that don't yet have the 

necessary experience to create 

stunning 'hand-animated' moves. 

Please could you refrain from 

using such narrow-minded 

comments in future. 

K Ribbons, 

via email 

Developers: are your visuals staff 

the weak link in the creative cycle 

when it comes to nous? Or are they 

merely misunderstood? We'll collate 

your responses and publi sh the 

find ings in some sort of impressive­

looking scientific fashion next issue. 

D am bitterly disappointed with 

Sony. The Japanese launch of 

PS2 was the worst launch seen in 

I was in the US during the 

Japanese launch; I enquired about 

PS2 and found the average price to 

be $700-780. When I got back to 

the UK the average price of a PS2 

was £1,000. I have since learned 

that auctions have driven the price 

up to a £1,500. Game importers in 

this country should be ashamed. 

Richard Stringer, 

via email 

'Is Ireland the only country that has Dreamcast, 

but no Internet on consoles? Outside of 
Japan, hasn't Sony sold more Playstations per 

head of population here than anywhere?' 

the past ten years. It seems that 

most importers' opinions so far are 

of disappointment, not only 

because they are embarrassed to 

find out that almost £500 is spent 

on a machine which offers a few 

days worth of enjoyment at most, 

but because it offers absolutely 

nothing new. My friend and I spent 

the preceding week of the launch 

in anticipation of something really 

special: followed by dismay. 

Ridge Racer Vis the only decent 

title of the crop and it is short 

lived for anyone remotely familiar 

with the franchise. 

I have fond memories of the 

days I first switched on a console in 

the first week of the Japanese 

launch. Unfortunately the PS2 and 

its launch titles hold no special 

place. I read on the Net that 

Japanese shopkeepers were 

buying back PS2s for double the 

amount they sold them for shortly 

after stocks were exhausted. If I 

were resident in Tokyo I would take 

that offer and buy one back when 

some decent titles such as GT2000 

were on the release schedule. 

D went to my local importer 

on Wednesday to buy a 

PlayStation2. I walked out with a 

Dreamcast. PS2 release software 

must be the most lacklustre and 

disappointing of any new console. I 

almost felt guilty that I had not 

supported Sega's excellent machine 

upon its original release. PS2 

software will of course eclipse its 

rivals as developers get to grips 

with the machine's difficult 

architecture. Until then, no amount 

of technical promise will make up 

for a lack of truly next generation 

software. So I shall amuse myself 

with Sega's ever-expanding range 

of excellent DC titles. 

David Steer, 

Hammersmith 

You meant to send this to the 

official Dreamcast mag, didn't you? 

£":I here is often talk about how 

U us Brits have lost our identity 

and culture. I think it's about time 

something drastic is done. It really 

annoys me how so many people 

buy new FIFA games every year, not 

knowing that there is a far superior 

footie series originating from al' 

Blighty: Adua Soccer. Most people 

probably don't even realise that FIFA 

comes from the US, but they laugh 

at the Americans for their 'worse 

than even us' football abilities. 

We spend millions buying their 

inferior simulations of our own 

sport every few months. 

It's not the public's fault for not 

knowing the ins and outs of the 

industry, but I think developers and 

publishers should do something 

about it. If every game originating 

from the UK had a small, 

recognisable logo on its box, next to 

the ELSPA age rating, I think it 

would encourage people to buy that 

product over an imported one. It 

would be unreasonable to think 

that publishers would take up this 

step immediately, so I call on the 

UK games community to start the 

ball rolling. In future, if you make a 

map, skin, mod - whatever - for 

release on the Net, just put 'UK' on 

the end of the name of the extra. 

This would let everyone know of the 

map's nationality and if we get 

enough quality maps with 'UK' on, it 

could show how great the British 

editing community really is. 

This may be a bit harsh on the 

overseas industries, but it's not as if 

they just love our games. Take Jet 

Force Gemini. Look how badly it 

sold in the US, the country with the 

most N64s in the world. And Japan 

never buys anything from the west. 

When a British film launches, it 

causes a huge splash in the English 

media. 'Waking Ned' was a 

mediocre film that wouldn't have 

got a look in if it had been from 

Hollywood. Instead, far too many 

people watched it for their own 

good. Let's show the world that 

there is more to Britain than Monty 

£DG£
0

135 ► 



Python, Lara Croft and the Spice 

Girls. Let's show them how stiff 

our upper lips really are. 

Daniel 'Mad_Sk8er' Nemenyi, 

via email 

D have noticed many games 

companies are trying to merge 

many of their consoles into other 

mediums - it has already happened 

with the Dreamcast. But what is this 

leading to? Sony promises DVD 

compatibility and is looking to make 

the PS2 into an all-in-one 

entertainment machine. This may 

seem like a good idea, but then so 

did many of the games industry's 

failures at the time. I believe this 

merging will not win favour with the 

core games machine owner, but it 

could suit the average T3 reader 

looking for the nicest piece of kit. 

Merging is not always good 

news, as history has shown. With 

many 'all-in-ones' the final product 

is usually a compromise; tele-videos 

were small and unappealing 

compared with a widescreen 

television with a digital TV decoder 

and a quality VCR. I think the PS2 

could end up as the computer 

version of tele-videos - once the 

PS2 is launched, DVD drives will 

dramatically improve and so could 

other planned components. 

Companies should stop trying to 

dominate all markets and 

concentrate on what they do best: 

produce good games. 

Sony may make cracking TVs, but 

the best choice will ultimately be 

in the console plus the TV plus 

whatever else, however extravagant. 

Simon Taylor, 

via email 

The PS2's DVD-playing capability 

isn't intended to compete with that 

of dedicated players - it's there as a 

mass-market consideration, not to 

appease movie hobbyists. 

ffl ow that Australia finally has 

lU its Dreamcast Web browser 

and an ISP set up, is Ireland the 

only country in the world that has 

Dreamcasts, but no Internet on 

consoles? Outside of Japan, hasn't 

Sony has sold more PlayStations per 

head of population in Ireland than 

anywhere? Even though we are 

admittedly a very small market, the 

500,000 PlayStations sold here 

show that we do actually exist. 

Sony set up a dedicated Irish 

SCEE office, and it has paid off. Sega 

Europe keeps telling us that it is in 

negotiations to have an Irish ISP, but 

it has been saying this since the 

European DC launch, and we've 

seen nothing yet. Apart from delays. 

No wonder Sega can appear 

dead in this market, and I'd bet that 

other countries have been treated 

like shit by them, too. I love the 

Dreamcast and acknowledge that 

Sega has some fantastic titles for its 

machine, even if plenty of 

forthcoming titles have been 

delayed. But as a company that is 

supposed to provide some very 

basic things for its customers, 

I think Sega compares poorly 

l'T:,"I hy has Edge shied away from 

~ pointing out one of the most 

critical features of the PS2? Could it 

be that even Namco couldn't deliver 

what it had promised? Compare the 

original screenshots of Tekken Tag, 

populated by dozens of onlookers, 

to the screens recently seen in the 

press and on the Internet - a barren 

affair. I don't doubt that PS2 can 

deliver the quality shown in demo 

form. But Edge has done little to 

show this weak link. Instead, it is 

quite happy to continue comparing 

the Sony machine to Dreamcast and 

downplay Sega's attempts. 

On one hand, Edge shouts 

how great PS2 is and then hangs 

its head in disapproval at the 

quality of titles available at launch. 

PS2 wil l conquer all and DC will 

ultimately only appeal to the arcade 

fan, and yes this is the first 

generation of PS2, but were you so 

forgiving with DC? Edge should 

consider its own perspective. 

Keith Cox, 

London 

Sonic Adventure scored eight out of 

ten in Edge. Now go and read this 

month's PS2 game reviews. 

f';:::I real article on PlayStation2 

~ (News, E83). It's always nice 

'PS2 could end up as the computer version of 

tele-videos. DVD drives will improve dramatically, 
so could other components. Companies should 

stop trying to dominate all markets' 

to SCEE, which at least keeps 

half its promises. 

Wes Webb, 

via email 

Next month's Sega feature will 

look into this area, along with 

a number of crucial others. 

to read Edge's sober analysis after 

all the drooling hype that other 

magazines print. At the risk of 

sounding like a pervert, I'd be 

fascinated to know more about The 

O Story. How does a book that 

might be best described as one-

----- ------------------------------------
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handed reading translate into a 

game and how exactly will you play 

it? Dare I ask what peripherals 

might be involved? 

Kevin O'Reilly, 

via email 

You are an ill man, Kevin. 

D am tired of the negative press 

Pokemon has received in 

recent tabloids - all this talk of how 

Pokemon is the cause of many 

playground feuds, how it promotes 

greed and teaches cunning tactics 

to our children in order to succeed. 

Pokemon is a product of 

Nintendo, a company renowned for 

its strong views on the importance 

of friends and family. It is designed 

to make money, but isn't that is true 

of any product from any profit­

making company? Pokemon is a 

game of collection, nurturing and 

strategy. Its cartoon series clearly 

portrays the importance of friendship 

and teamwork. Greed and 

unsporting behaviour, depicted by 

the Rocket team, never succeed. 

If kids can't behave themselves 

in a good manner when trading 

cards, then it is down to their own 

philosophy and code of conduct. Is 

Pokemon really the cause of all this 

greed and anger between children 

or is it just indicative of poor social 

behaviour among our children? 

Of the disgruntled parents, how 

many actually know and understand 

Pokemon and of its underlining 

messages? Not many. So it leaves 

me to ask, what kind of person 

bases judgement due to their own 

ignorance? Computer gaming seems 

to be the scapegoat for so many 

social issues, and Pokemon just 

another avenue to escape the truth. 

SaiTong Man, 

via email 



WinAIBO! 
Sony's robo pup needs a 

new home - could it be yours? 

PLUS: 
■ From AIBO to androids, we present an 

exhaustive guide to robots at home, 
at work and in the future 

■ All you need to know about WAP and 
surfing the Net on your mobile 

■ The smartest, fastest, biggest and best 
technology world records! 

'D APRIL ISSUE 45 ON SALE NOW. YOU'D BE BARKING MAD TO MISS IT! 
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