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iggest games show on Eartﬂ meahs some of the
names in' the business. Handily, we weté
laced to get the Iowdown on the latest;

games...
-_—

@N6y4 ...
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When we were developing the
multiplayer mode for Turak 2, we were having so

figured there was no reason why a real dedicated
brought up the idea at 3 meeting. All the peaple
REcessany said, “We agree with you, that's g good
idea and let's do it” That's when the project was
born, towards the end of Turck 's development

We asked ourgehye;

what was wrong with Turag 2 5 multiplayer. We're

really very happy with it but there's always room
for improvement. if ¥ou don't end 2 project with 2
list of things that you need o work on, then you
aren’t paying enough attention 1o your work.
Rage
Wars is a stand alone title. We didn’t reyse
character models, we didn

interesting shapec, angles and things like that. Alsg,
the maps are a lot mare interesting than the Turk
2 maps were. We're aiming for betwesn 36 and 40
levels right now: there's Eing to be a loads of
maps. Obviously though we can‘g just release a
four-player deathmatch Eame. You have to have
something for someone who's playing by
themselves, 50 we added bot Al enabling you to
Play against up to three bots if you're playing by
yourself. Additionally, weve created a simpla
storyline that concentrates on arena-based,
deathmatich-style gameplay,

I T

Actually, yes. In single-player mode. the stony
stuff because you unlock

benefits the multiplayer

A, Turok 2 A truly

David Dienstbier

much fun playing monkey tag and things like that, |

multiplayer game couldn't do well for the N&4 and

Freat game. LEf‘:kop\ehgeWIlsismr
ﬂ.aswmmdmﬁamn.

Ugly Iittle Watto was
his wings at passers-

Creative Director « Turok: Rage Wars

new characters that can then be selected ac
multiplayer characters. if ¥ou go through the first
pod of the mission tree as Joshua Fireseed, vou will
unlock Adon as a character and Adon will also open
a different branch that you can then lake to open
the single-player stary mode. There are 18
characters in the game to play as. And, ike | said,
you do have to unlock some of tham befare they
become playable

We're
still considering that. The fundamentals have tg pe
done before we can get o that but if it’s not
realised in this project, gther a5-0f-yet
snannounced projects will take full advantage of it
We also might steal Rare's GB pak idea
We've got cix
totally new ones Plus, due to popular demand,
we've brought back the Mini Gun from the eriginal
Turck: I'll give you one new WEApON a5 an example
One of the guys on the team is a big PC
deathmatcher and he came up with the idea of
rocket magnets. You can thiow 1 ese magnets onto
characters or walls ang your rocket, when you fire
it, will atiract to them, Half the fun of getting a guy
on the back with the magnets is running around
&ong, “You don't want me to shoot at you*_ If the
Buy knows the magnets are
on him he's Eoing to
be jumping all
over the place.
We also made
repulsers, though,
which, if you're
lucky, can bounce
the rockets away
agdin,

Binks. Will he

GO!
GO!

>
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SAme time: e

fighting system, . fe 1 2 COME across in he = Mike Lomas 'u'ir.g_FrES‘ldEnt, Red
Storm * Rainbow 5iX

nd to E
new- ¥es, | think we've cronter . UP With = inbow Six team
s If_RPG Battle system ppupr - ic0 20 inteligent — | tlgnﬁ:sltztai ten people: three
=a

tory Mode, | - when hree artists
ch =LY Mode, NeiE You rammers, thre
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Want to do that, of coyrge Cuil-scenes. Not that Py nces for player’s choices
= :onzle?::ntak to the console-playing expenient rve everything else that
Basical) undam least two glayers. We're trying 0 prese G4
ey, = will support at least T ] the most of the

“-—:i-—_'-r-
o o i's only enhancing #

| Play in hi-res, But':ilr.Ié £7aphics resolution
(]

g ; ; -
tactics. Since multiple players are
aspron & we felt this was logical. This

- i looks Eréat . é”l}ml‘g you to - already works in the

We are going 10

n while making 2P 3
:.Edv:%:rorunmer.tal touches to enhance re.a: S?ﬁ:;%ﬂl
i il le vertex lig
fects like rain and variable o
o s :haraderi.;mw light bulbs and that sort of thing
- lay include improved team am:lt
i throwing — through shot-ou
enemy Al, more mturtuc grenage o ngweamm bty
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This is a shot of
< the PC version of
the game.

This is the deadly [>
soldier that you'll
be playing a5
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Tell us ahout..

e’

Duncan Botwood - Designer

| Perfect Dark )
=
’ = € always knew that we were going to do a sequel of sorts after
GoldenEye. We pretty much finshed GoldenEye first and then ‘
= took a small break before we continued on with Perfect Dark
Actually, it wasn't really 2 break from work as we were constantty
c knocking ideas around and thinking about how we'd improve it. | guess we
could have exercised our rights to do a sequel (Tomorrow Never Dies, that is -
=3 Ed), but we chose not to because licences by nature are very restrictive things

Although it was good fun to do a Bond licence, we thought we could do other
things. It was a chance for us to grow. Besides, GoldenEye was the team’s first
game and we didn’t want to do
another licence. It's a complotely
different story with completely
different characters. It uses a very -
highty modified version of the ,-‘If

ly modified version of the I N
GoldenEye engine and it should o - !"
-

== PTG

be improved at every turn. We
hope it will be a lot more flexible
in multiplayer mode particularty
« For the rest of N6d's interview
with Duncan Botwood, simply
tum to page 46.

[\ The future is perfect.
And, indeed, dark.

{1 The best multiplayer
game aver? it could
wedl be.

-

<] The Pokéman @ketle & The Perfect Dark
- stuffed full o ‘room”. Co
Pocket Monste
foys

Tell us ahout..

Our man b::ks
rts

ﬂ;.re?:‘ halfway

across the

world...

medieval-
style Resident Evil with stunning graphics - and Rainbow Six. an
excellent conversion of the PC stealth-"em-up.

Mintendo’s stand was massive. Bigger than Sega'’s and Somy's, it
featured huge, ceiebra:w banners of Pokémon (which has become
incredibly big business in America - just wait ‘til it hits the LK),
massive models of Donkey Kong. the effortiessly cool Perfect Dark
enclosure and boads of Star Wars hype; a life-size Pod Racer
overtiung a giant ‘Nintendo’ sign, and towering models of
characters from the Phantom Menace (including the termifying Darth
Maul) ined the entrance to the Episode One: Racer room, which
itself was showcased by two fioor-to-ceiling screens on which you
could play the game. About 20 TVs were also available for playing
on a smaler scale.

It was 2 sure dgn to all those predicting the death of the N&4
that there are years of ife left in our kitthe Grey Box — and, in fact,
that it's looking stronger than ever Feel proud in having stuck by
your N64; look at the games mentioned in the first paragraph,
throw in & multitude of others (including Tap Gear Rally 2. the
brilliant World Driver Championship and, yes, the upcoming GTA
&4) and you'll see that there's stacks to look forward to.

By comparison, Sony had very little to show off: There was the
admittedly excellent Gran Turismo 2 and Final Fantasy VIll, but
other than that there were legions of ropey-locking platformers,
relentiessly cloned beat-"em-ups, indistinguishable driving games
and two rank sub-standard Mario Kart dones: Speed Freaks and
Crash Team Racing.

Yup, it was Nintendo's show, and no mistake, Howard Lincoln
made his announcement about Project Dolphin the day before E3
started, and Sony, shocked by the announcement, hurriedty shoved
a playable demo of PlayStation 2 onto their stand to counter such
good news. Project Dolphin itself was actually rumoured to be at
the show, if behind closed doors, and one of the ancnymous
industry bods that saw it told M&4 “Take everything PlayStation 2
can do, and add a little bit more”.

The future’s so bright it's blinding, and it's undeniably Nintendo-

the second half of 1999
holds maore riches for
Wed fans than you
would have believed. It's
going to be brifiant

e With many thanks to IGNG4 (http:/fignid.ign.com)
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