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Star Wars,
Nothing but *

Star Wars...

No Jedi mind tricks here. The
Force is with us in a big way
this May, when every console
gets a game based on

STAR WARS

EPESODE |

THE PHANTOM MENACE

Nintendo64EVER | Star Wars, Nothing but Star Wars (Article scanné dans Electronic Gaming Monthly n°118 (Mai 1999)) - page 2




By John Davison
and Crispin Boyer

or a couple of guys

who've already seen

“the movie," Dean

Sharpe and Mike Ebent
sure seerm calm, The two men are
president and vice president
respectively of Big Ape
Productions, Lucasirs
developrment team varking on
onve of e first games based on
Sty Wanes: Episocle 1—The
Phasiom Mengce.

And since The Phardom
Mensrce cam only be considered
the Bipgest Thing Ever when it
hits theaters on May 19, vou potta
figure Shampe and Ebert feel the
I mywie's mystery has been
spoiled  big by the bombardisent
of supes-secret Epdade § source

Photography by Michael Sexton

malerial and pre-screenings that
come from working on the game.

“Spoiled? Absolutely,” Sharpe savs,

rocking back in the chiir of his
fov-cluttered office. 1 mean, | fely
like that 18 months ago when 1
saw the first screening, [t was like,
“Hex, | didn't wanna know that!™
O course, such sacrifices are o
be eapected when vou'ne working
on an engemoushy high-peofile
project. And no bess than five such
projects are in the works in and
near Lucasirts’ San Ralael, Calif,
offices. While Star e fans gan
wrapping their mouths asound
tongue-twisting new names like
Qui-Gom Jinm, Jar far Binks and
Maoe Windu, LucasArts is keeping
things simgple with the titles of its

first two announced games. Called
Star Wars: Episode | Racer and
Star Wars: Episode 1 The Fhantom
Menace, both games hit stores
May 24, when demeand for The
Pixtnvinrn Memace-related siuff
will be hodter than the Death
Saar's superlaser

Rascer, based on the podracing
event vou've already glimpsed if
vou've seen the first trailer, will it
the Niniendo 64, alongside PC
and Mac versions. This ultra-fast
racing game will also arrive on
the PlayStation, but not until the
lamer Ialf of the vear, due to
Ninberido's limised exclusivity
deal with Lucashrts {which
includes one remaining, and stll
unammoumoed, B  rame for

the Nb4). A Dreamcast version s
also highly probable. The
Phantom Menace is a PlayStation
and PC title, with a Dreamcast
version likely in the works, too,
The other three Episode | games
will hit al the platforms (2 Game
Bov Color tithe is brewing, as well)
and “cover every genre you ean
think of." according te LucasAns.
S0, will we see 3 Phansom Menace
fighting game? & first-person
shooter? A space-combat game?
We'll find out when the
remaining titles debut at E3

For nonw, we're ready b slice
apen the blast dooes that have
hidden The Phantorn Menace
and Racer since the beginning of
their development.

Spoiler Warning: This feature reveals minor details
about Star Wars: Episode I—The Phantom

Menace. If you fear learning anything about the
film. put this magazine down, back away and go
hide under your house until May 19,
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Editor's Note: Unfortunately, PlayStation shots of Phantom
Menace weren't available al press time, so we've included
PC pics that are representative of the gameplay. Fear not—
we'll show plenty of PlayStation screens next issue.

Big Ape Productions” past work for LucasArts includes Herc's
Adventures and the 16-Bit gem Zombies Ate My Neighbors,
The team incluges, wp row frem e, Dan Ross, Mike Eben,
Ray West, John Barnes. Middle row from left: Erie Wilder,
Dean Sharpe, Robert Levland, Denzil Eriekenbeek. Front:
Brennan Underwood,
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THE PHANTOM MENACE

The Phantom Menace, the
viden gamne, starts pretty mach
exactly as the Al will: Sar
Wires logo, star field and straight
intn the music—pow! Fallowed
by the mow-Famniliar “crawl
explaining the s
Gordon style. 5o, is the pame
going 10 follow the opening of
Il.;"r-'-\"mft' e P will ™
explains Dean Sharpe, the
aforementioned president and

“programming gy at Big Ape
Productions, e development
team working on the PC version
on which the PlayStation game
will be based. (A mach smaller

team is working on the
Playst:
in Lucastrts' San Rafael offices.)
nal,

I very close o the orig
ba they've [Lucasfilm] changed
It since we wrabe that opening
cravd. That's actually one of the
challenges of working on
something like this, They keep
changing things without telling
vol. . .and they' Il continue to
chinge things up until the movie
oS out.”

(Once the familiar Sar Wars
ness is over, the game reveals
itsell 10 be just what its Former
working titke, “The Adventure,
sligpests: an acdvent me in
the spirit of semething fike Tomb
Raider, only with 2 fixed, higher
caumera angle that cn
isomtric perspective. Your
character explores and battles
through polygonal emdronments
straigii fromy the film, about 13
levels in all. The game mixes

5 An

ion port 2 few miles away

lightsaber battles, puzze solving
and lots of character interaction
it 4 plot that closely follows the
film's fast-moving story, which
intenestingly enaugh i s aver
only 1 couple of days

The first in-ganme cutsgene j)
The Phantom Menace, much like
the apening sequence, mimics
the menvie very closely. Oba-Wan
Kenabil and Qui-Gon Jinn ane wo
Jodi sent 10 inwvestigate trade
sanctions i|11|'-'|_q's| L Planet
Nathon by the Trade Federation
An imipressive presendered
sequience of the fedi’s dhip (oo
movie footage) leads into a
further cutscene that utilizes the
game engine 3 the characters
folkow lines loosely hased on the
movie seripl. Now seems &5 goc wl

a time as any o pose the
question we've been itchin
sinice we got to Big Ape
o thev have copies of the script
 voul Kidding?”

Ivinng, araund? ©
Sharpe savs, lawghing along with
Big Ape VI and “art guy”™ Mike
Ebert, “Noway, Ies all wnder
strict lock and key and

ot hiave o arrange time o

il at i The level designens
pretty munch fleshed aul all the
ch
them o sav, and then we famed
this stuff oul to a writer who was
able o work with the movie
seript, g over it and work it

all out for us. We did 2 Jot of
initial dialog,

aracters and what they waned

, but most of it
was completely reworked by
the writers.

The game’s script & sizable
But what makes it even mon
impressive is the text is conveyed
through di od speech (along
with Interaciive music—see
bar on page 120). “There are
chose o & D00 Fines of dialog,”
Sharpe explains. “In a noamal
garne that wses the SCUMM
inberface [Lucashrs’ point-amd-
click interface for adventure
garmes thal has been heavily
midified for The Phantom

5

Merizice] there are 5,000 lines
bt this Is 1|,|r|l1'l o kil of

bt ol talkimg there wit

amvene saving awhode k.
Sharpe talks us through the

game a5 he puides the characters

Dateline:
Episode 1

Now, 1, 1994

George Lucas hegins
writing the screenplay
for Episode I in the
same loose-leaf binder
he’s used for all his
SCripls since American
Grraffiti. He builds
Episode f off the 15
pages of notes he
wrode in 1975 to serve
as a hackstory for the
original trilogy.
Moviegoers—still
fascinated by the
exploits of a speeding,
flving, exploding
bus—have no idea

what's in store.
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How much of John Williams' score for
Episode 1 is new, as opposed to classic
tunes from the original Trilogy?

A) It's all new.

B) 90 percent

€) 50 percent

D) John Williams didn't compose any
New music.

“When you see the movie, you’ll see the Jedi are
so not interested in anything that's attacking

them. They're so cocky and so good.”
—Dean Sharpe, president of Big Ape Productions

“..the first thing penple do is wander
into town and kill the firstjawa they
come across. They can'gét themselves
a little jawa race war going on if
they're not careful.”

—Mike Ebert, Big Ape’s vice president
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B) Ninety percent. Williams and the
London Symphony Orchestra created a
iwo-hour score for Episode I. Most of the
music is new, with only a hint of the old
tunes here and there. The new score has
been modified to play interactively
throughout The Phantom Menace game.

The Phantom Menace is packed with cutscenes using the
game engine (top). Many are shot-for-shot re-creations of
scenes in the film. Although vou spend most of the game
on food (hottom), vou'll get 1o pilot a STAP and a tank.

sccurately we had 10 make some
oompromises. Foawmately in this
case, | think it works realby well.

The first bevel is all abour Obi-
Wan, and as the pame unfolds
it's more than apparent that this
is 1 bit different from wieat we
mormally expect from
adverituee e, For a s
nne of the usual
building up vour character “You
£ S0 you'ne pretty muich 2
bad-ass Jeddi from tee very
beginning” Shame says,
chsckling = he moves Obi-Wan
down a corridos, deflecting laser
bolts with his lightsaber in a
mianner that coubd only be
described as “nonchalant.”

“The characters star out &t the
beginning of the mowie & real
kick-ass Joedi, 50 it was hand to
wark in e whole video game
pwering-up’ thing, We tried 1o
just start the game off and say.
Well, OF, they're bad ass,” 50 vou
can g in and pretty much kick
the shit out of anyone.”

The Jedi's fully poaered-up
abilities ase ably demonsirated a5
Obi-Wan and (ui-Gon move ino
a room filled with the now-
Familiar Batle Droids. Laser bolts
flv everywhere, and then, ot of
the blue, all of them are pushed
hack against the far wall and
crupt into balls of fame, Cool
Loaks like someone & using the
Force. "¥on always have Force
poswers.” Sha
wave of Force enery
acrss the screen.
thing we have is the Force push
anl the scrobatic sl like big
s, Wsough. We really argued
with oumselves a Int about putting
in boads of Force pewers, but they
st don't e amvthing m the
mowies. Thev use the Forge push,
and then there are some
ridiculous acrobatics, but tha's
it We went through the Jedi
Enight ame list of Force abilities
and thought about putting some

of those in but, vknes, when was
thie Dast tame vou saaw g pood fadi
dodng a Force grip on someone”

Good point. Afier all, it's only
dark Jedi who crush tracheas and
oot lightning halts from Deir
fingertips in the osiginal wilogy.
S0 is the gameplay just all
vendering around and kicking
the crap oat of Battle Drokds
then? Or is there more going on
thian pure action? “Thene’s
actually an equal halance of
action dnd adventure, puzzle
solving anid dinbog,” Shame
explaing, “but we don't lel things
get complicated. Everything will
b triggened by using the Use,
Mtack and Direction buttons to
keeq things simple a8 vou
transition betaeen gameplay
stvles. Even the blocking is
autrmatic Ao Keep things simple
When we first put auto-block in
we thought, “V'know, this is wiy
oo sy, But then we thought it
wats predty Fun just to walk
arsund deflecting shots and stuff.
It also makes the game pretty
clise 4o e mowie, oo, Wlhen you
see the movie, vou'll see the [edi
are =0 not interested in amvthing
that’s attacking them. They'ne so
gocky and so pood. They'ne just
not warred abeut anything.” In
the end, though. The Phanibm
Minace is handly a cakewalk
“Yoir ean't block everthing in
the pame,” he adds, "and vou
can screw up objectives and vou
can et eanghi in crossfines
and things like that”

Shame demonsirates the
differences in gameplay svles 15
I skigs s 10 @ beved deeper in
the ame—which again
shioweases the porgeous graphics
engine and excellent art style
that manages o capiure the
elegance of the Ehisnde 1
imagery. “Purzles are puzzles
and pretty much whatever way
we paint them they're poing o
peetty much woek the same

Ohi-Wan Kenobi—Fresh
froom luis Jedi training amd
alreqidy a bona-fide badass,
Ohi-Wan hopes to train
young Anakin o be a Jedi.

Queen Amidala—A voung
queen (and the future
muother of twins Luke and
Leta), Amidala enlists the aid
of Obi-Wan and Qui-Gon Jinn
to protect her planet, Kaboo.

Qui-Gon Jinn—A full-
fedged Jedi master and Ohi-
Wan's mentor in the ways of
the Force,
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= You'd pretty much have o kiss that sucker
goodbye if vou dropped it. Its end-over-end
tumble would cut to the core of the planet.

Captain Panaka—{jueen
Amickala’s hesd of security
ind bodvguard,

way—whether they're push

blocks or switches or whatever,

Shame explains. “There were 5o
i things we had to cover

ifferunt types af gameplay
we decided not b foous 100
heaily v o ared. You pick
up an item and you use it It
nal complicated. You don't have
to 1se this item on that e, 1f
voui talk o sameone and they
need somiething, we'll gusde the
player along the dialog path
acennding to whether they have
the item in their inventory or ok,
We it weant 1o gel into a
siuation whene we tried 1o push
everyihing o mew levels dod end
up net doing any of them well

We decided to put in all of the
elermen f
pameplay was concermed,
wanbed o do them so they were
oo, The o av we could do
that was by not making them oo
commplicaied, The mles of pood-
ame making dictae that you'd
nmally take one element and
push i as far as vou can. We've
bl o 1k 1 different approach
ard combine madtiple gameplay

ane of those gimmos...

elements in ander to capture the
esence of the e,

(F oarse, ryving b capiure the
essence of any movie in a game
is never easy—nhul imagine
Fnavirng to kit wheat will surely
e thie mest spectacular film ever
1t led t0 rovoere then a few
headaches for the Big Ape team
‘Moviermakers lend not to think
of viden game producers when
(e’ re miaking their movies,”
Shampe and Fhert chime in
teypether. “They sel so much siff
in outside environments, and
that’s really not easy 10 do in a
game. We've seen the movie and
we've seen the sels, so we know
whiat most things keok like, bl 1o
capture the whale feeling of the
mcvie, we hve 1o cram a ke into
what we'ne doing.

Big Ape had full access 1o
everything Industrial Light and
Magic was charming out for the
film—although much al it came
ton lase. “TLM supplied all of the
art thas we could possibly wam,”
Ebert coniinues, “but because of
time constraings we actualls
endec] up ot using it These days

Yes. Dangerous? Very. Imagine all the
things that can go wrong when wielding

(Double) Handle With Care

We all saw it—that wicked double-
ended lightsaber Darth Maul whips owt
near the end of the first trailer. Cool?

dince each blade can be switched
on independently, flicking the
wrong switch could burn a nasty
hole in your favorite Sith Lord
T-shin. And torso.

* Swing the lop blade forward too far in the
heat of battle, and that pesky bottom blade
might leave vou with one shoe too many.

Nustrations by Lisa Blackshear

What's.s0 odd about the planet Naboo?
- A) ItS'the first completely computer-
generated movie locale.

B) Droids are outlawed there,

C) It's the first planet in a Star Wars flick
with more than one type of terrain.
D) George Lucas named it after a
heroic sled dog.
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# e can fake a5 long as a
maovie to produce, so by the time
they'd done all of their rendering
it was past the point where we
really needed the ant and we were
pretty far in. We used some
texctumes, but we didn't use any of
ILMs models.”

The challenges inherent in
creating a game alongside the
film meant the developers and
filmmkers weren 't alwiys on e
same page. [n fact, the Phantom
Menace even contains some
cutting-room foor bits, “There
are parts of the game that ane
based on scenes that were
originally going to be in the
mawie that George [Lucas] has
Still 2 LucasArts SCUMM game at its heart, The Phantom "“r':“ii'l':lll'll; I:.:Tr;plzjl “:’“

originakly saw footage of ; o
Menace is crammed with aliens—including parts dealer |:1:§n characters ricligi:g in Ia:i

Watto above and the twin twileks below—to play with. on Coruscant, o we thought
Dialog trees step you through the 4,000-line script. there must be 2 scene Lz that—
s there’s 4 hit in the game where
evervone piles imto @ Mying cab
That scene never materialined in
the end, though. We suffer from
the editing process of the movies.
They Il manbe produce a scene
anwl then for the sake of Aow,
thev'll make a quick cut and
leave something ool entinely. Bu
by that point we've already built
something in the game amumsd
that vistial so it ends up being
sl rrelevant”
Sametims, Big Ape strayed
froon thee movie’s plot
intentionzlly, for the sake of
pmeplay. “We took some
liberties in places,” explains
Ehert. “The weapons, for
example, aren’t that peominent
) Since Planet Naboo lacks 2 molien in |hL=I AT 'M the big
core, its honevcombed crust makes for guins and all of that kind of
enormous cave networks that fill with stuff, but we really tried not to

A (e et oo carried weay with it
water near the co Basically we didn'l want io give

amips around the forested inls vou 2 gun just for the sake of
ms, So, this home of the Gungan giving you & gun, and to be
e e i s fis quite honest vou don't need
people and Princess Amidala offers 2 anytling, The lighiaber & sich

mix of sea, swamp and forest te
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a kick-ass weapon that you really
don't need 1o use anything else.
Al the other weapons are really
foir the non-peci characters.

“The weapons we've used are
from the maovie 10 some extent—
there are theemal detonators, i
1 o't think 1've ever actually
seen anvane e @ thermal
detanator in the movies, b
everyone has thern. We've pot
hlasters—hut what Master is
what? We didn't g erazy. Most of
the timee o 're Ofi-Wan, so we
focused on making the Hghtsaber
fun ta play with."

Ebert has gone through a
similar movie-to-game
experience before, and he sas
things can get hizarm when it
coimes tirme bo see the finished
film. 1 worked on the Indiana

Jones and (he Last Crusade

game vears aga, and | wis
working on it for ages before
the movie came out. Its weind
wirking on A project becawss
affer a whibe you forgel what's
in the pame and what's in the
mcvie, 50 You go o the theater
and start thinking there are
bits missing,”

Thie Plaassiom Memace’s
action and puzzle elements
seem to fuse perfiecily, bul how
dioes all that diabog fit into the
gameplay? “The Mos Espa
level on Tatooine is a pood
example of this,” explains
Ebert. “Its actually an
mple of the kind of game |
woulkd love to make, if | wasn't
working on 4 game based on a
mawie. 1t's son of a hig,
Interactive workd that you can
play asound in and talk 1o
pecple. The whole town will
predty el react 1o whatever
voul do. I vou just strodl indo
town and stan killing guys,
well, the toam is poang to neact
1o o, | enjov watching
pecyde play, becase usually
the first thing people do is

[ a¢

o
1o g

A
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Dateline:
Episode I

Sept. 26, 1997
Lucas winds up the last
day of Episode I's
principal photography
after a 65-day shoot.
Meanwhile, special-
edition rereleases of
the original trilogy give
us 2 collective woodie

for the new film.

Power-ups? Power-ups?
Jedi masters don’t need
no stinkin® power-ups—
as this shot of Obi-Wan
and Qui-Gon Jinn wading
into Battle Droids shows.

wander into own and kill the
first Jawa they come across. They
can get themselves a litthe fawa
race war going on if they'ne not
careful. Once you get fnto the
toam it becomes more Like a
LucasAns story game, like Full
Throttle or Grim Fandangn or
something, There are dialog
puzzlis and inventory-hased
puzzles throughous this section
The reason we wanted to go this
way with the game was hasically
because the movie weni this way
11 ro an action SEQUEETOE i the
film, 50 we followed suit

Mios Espa is certainly an
impressive-looking section of the
game, The level is hag
filled with characters wandering
aroursd, almost Hke a town in
any RPG, “It's actually very cool
because there's a lol going on
that’s independent of vour
character” Sharpe explains as he
guides Qui-Gon anound the city

People are getting on with their
lives and talking to each ather—
and it has absolutely nothing 1o
o with vou.”

Characters familiar from the
original trilogy are milling
arourd here 0o, and ineraction
with them—uwhat they sav and
huerw theey trest vou—depends on
2 bot of variables. “You can go to
some pats of the level,” Ebent

explains, “and vou end up
getting a certain smell on your
chothes, and the people in the
towm will react o that oo, You
can talk to anvene. Some people
will heave proper comversations
but everyone has some kind of
response. You can piss off the
guands and some of 1he
characters without too much
trouable, but if you mess with
athers vou can find yoursell in
some difficult sihwations.”
hmidst all the character
inberaction, |3':'_u:||,' sx'f]vi.'ly. and
lightsaber dueling, you'll find a
tew vehicles and secret hits, too
“There are 13 levels, give or take
a few,” explains Eberl “We'ne
sapying 1 1-plus & the moment
buat that's peetty locse, Yo do get
to ride the STAP, which is the
thing the Battle Droids ride, and
voul also pet to drive the tanks o
0 around blowing the crap out
of studff, We keep the gameplay
anl the view Turdamentally
pretty consstent though. We
didn't want to do something like
Shadows of the Ermpire where
thiere were so many different
gameplay sivles. We change
camesa angles ighely for the
vehicle parts—but hasically this
ays pretty much: the same
througheut. The vehiches pretty
much exquate 1o how the ones in
Tomb Raider act; As far as
canmera anphes and control go,
things stay pretty consistent "
Befone we leave Big Ape's
affices 1o speak with the
PlanStation-conversion ke,
Dean and Mike show us ane st
level of the game, just o get us
even more fired up about the
whole thing than we already are
Remember the scene in the first
trailer where Obi-Wan and Qui-
Gon are dueling with Darth
Maul? When Maul draws that
second blade on his lightsaber,
vou have o agree its one of the
conlest movie morments ever, eh?
Well, in the garme that whole
S06ne B going on as you'ne
playing amother section, The 3D
enpine used Is so impressive, and
the feefing of depth provided by
e Imagesy is 0 convincing,
that action takes place on two
different planes of the level. The
ightsaber duel rages in the
foregrownd, while vou continue
10 explore sections in the
rackground. 11s surmprisingly
effective, and when the speech
and final music is eventually
dropped in, it's going (o be an
incredible momesnt, we're sure.

Jar Jar Binks is to Qui-Gon Jinn what, .,
A) ...Darth Vader is to Emperor Palpatine
B) ...Luke Skywalker is to Yoda

C) ...Boba Felt is to Jabba the Hutt

D) ...Chewhacea is to Han Solo

Wars on the Web

Surprise, surprise—ihe Internet is crammed with more
Phaniom Menace rumors than Chewbacca has fleas. But
amidst the goofball reports (Charlton Heston as the voice
of Yoda?) you'll find some hona-fide behind-the-scenes
tidhits, pics, plot poinis and even shots of prequel toys,
Thanks to their network of spies and insiders, the
following fan-run sites consistently separate the facts from
ihe bantha fedder. I you're a spoiler seeker craving the
kind of Eprisode I deep-throat dirt they just don't post on
the official site at www.starwars.com, click this way...

www.theforce.net

www.jedinet.com

www.newsdroid.com

www.countingdown.com/starwars

WWW.SIArwarz.com

www.echostation.com

www. virtualedition.com

www toshistation.com

www.maulrats.com

wWww.sirstevesguide.com
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D) Jedi Master Qui-Gon Jinn runs into Jar
Jar Binks early in the film, and Jar Jar
soon becomes his inseparable

just as Chewie never left Han's ¢

stalwart Chewhacea,

On the Portside...

They may be wp against an ulira-tight deadline, but the
small team of coders porting The Phantom Menace 1o the
PlayStation have one thing going for them. “Big Ape
originally designed the game with the console in mind,”
says senior programmer Nick Pavis, formerly of
Codemasters and now working in-house at LucasArs to
bring Phantom Menace 1o Sony's system. “The poly counts
are ahout OK, the interface is prety simple, save files fit OK
on @ memory card. 1ts just a really efficient setup.”

Of course, porting the game wasn't simply a matier of
fiddling with the poly count and sending it on iis way. For
one thing, the PC version of Phantom Menace makes use of
LucasArts’ patented iMUSE system, which blends John
Williams® soaring score from one tne io the nexi
depending on events in the game. And while interactive
music isn't new to the consoles (listen to Banjo-Kamooie) . a
dialog-heavy game that spools changing music from the CD
is a definite first. “They have something like 4.000 lincs of
dialog,” explains Pavis. “They weren't gonna have all that
speech on the PlayStation, but we said you have to have it,
because it's an important part of the game.

“So we spent 4 linle time researching how we were
gonna do interactive music and dialog and create an iMUSE
system for the PlaySation. Its prety neat. It allows you to
stream different tracks off CD and have them loop
seamlessly and go from ene 1o the next while kaving dialog
at the sume time. The closest thing to it is in Metal Gear
Solid, where they have interactive music in MIDI, but this
is actually original score spooled off the CD and

being interactive.”

Sure, the PlayStation version of Phantom Menace won'l
look as pretty as the PC game; it lacks the hi-res sharpness
and filtered textures of the high-end hardware, But the
Playtation has its own bag of tricks. Expect to see plenty of ~ Polygons and pretty much maich what they're doing,”
slick lighting effects as vou deflect laser bolts with vour With the deadline looming (the team is only getting
lightsaber. And ultimately, the porting team is relying on the about three months o port the game) Pavis and fellow
system’s knack for pumping out massive numbers of senior programmers Jon Menzies and Pat Costello are
polyzons. “We're from the console school,” Pavis says, facing a fot of long days and ke nights in their cramped
alcove at LucasArts. But Pavis is convinced that Phantom
Menace will go bevond being a solid port. 1 think it's

LucasArts programmers Pat Costello, Jon Menzies and Nick Pavis
are bringing The Phantom Menace from the PC to the PS—with all
4,000 lines of dialog and nearly every poly intact.

“and 1 really hate the mentality of ‘vou can't do this on the
PlayStation’ or ‘you can't do that on the PlayStation.” | think

we can in 2 lot of cases. Even though the PlayvStation betier as a console game than a PC game,” he tells us. “You
doesn't do perspective-correct mapping, cven though it don’t worry about using the kevhoard and which key urns
doesn't do bilinear filiering, it can still owtput a lot of o your lightsaber. You just pick up the jovpad and go.”
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Dateline:
Episode I

Sept. 25, 1998
Lucas ends months of
speculation and name
games when he
announces that The
Phantom Menace is
the official title for
Episode 1. Ouispoken
fans, thinking the name
is better suited for a
Goosebumps novel,
hope it's just a Jedi
mind trick.
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While Big Ape wraps up The
Phantom Menace in the non-
descript confines of its Northern
Marin County offices, work on
Racer procesds in-house deep
within LucasArts” San Rafzel
headguearters. The team behind
the game came together from
various LucasArts Star Wars
projects, including Shadows of
the Ernpire, Jedi Knight and
Rogue Squadron. Racer is being
developed simultaneausly for the
Nintendo 64 and PC, with all
future versions building off thoss
twn. Although develapment mitty-
gritty didn't kick off until last
vear, Racer has been in the
plasmning stages since 1946, when
partions of the new film became
obvious candidzates for video-
game treatment, “Back in '96
TLM had done an early animatic
of the podrace, sowe knew early
on that we wanied to do a racing
pame based on this sequence,”
Jon Knoles, Racer's project leader
and lead anist, tells us.

But while podracing seemed 2
perfect fit for a video game, the
Racer tearmn faced hundles from
the get-go. “One of the
challenpes was getting a4 game
hased on a movie to come out
when 1 mavie comes oul—
which rarely happens, and when
i1 e the garme often doesi't
resemble the movie,” Enales
explains. "But we were fortunale
early on to have good reference
merial, not final reference, but
good placeholder reference.”

So, working with sketches
instead of ILM's own compates-
generated models, the game's
artists built their pods from
scratch using 30 Studio MAX.
The Tatooine track featured in
e film wis given a similar
treatiment, while the rest of
Racer's courses are exclusive o
the game and hawe nothing te do
with the movie. “They had a
sketch for the track in the
movie,” Knobes says, “and our
Tatoolne track is based on that
sketch, Bul they ended up cutling
out huge portions of the track
to mitke the scene last a specific
amound of fime so we have a
bot of sumrisss in our track.
You'll also see some familiar
areas, soenes that look right
out of the trailer™

The Racer team's nixt obstache
wis @ doozie Since pods cruise at
B0 miles per hour, how could
they re-create this extreme speed
im 2 game? “[magine taking
Diaytonis in & 15-second lag,”
Knoles says. “That's how fast
you're going, and that presented
a few techmical problems for us
Yow end up driving @ very small
thimg in & very large world, since
thee tracks need to be so
expansive, and interacting with
other racers is kev. You really
wand 3 ot of humping and
grinding going on, because it's 2
big part of the race in the movie.
When you're going at these
speeds, it's like flving in
formation with WWII fighters—
it’s a lietle hard 10 ride burmper
Lo humper”

Agpressive AL was one solution
to keeping races tight, but, more
importantly, the developers
weled 1o stick a lot of opposing
s {11 thee race with the player
For the Nid version, they wanted
to cram 12 ather vehiches on the
raceway, but that goal came with
its owm 52 of challenges. “These
pods anen't all a Chevy with
different paint jobs,” Knioles
explains, “They all have unique
tirtures and unigue models that
Jook so different. Each pod model
took rore RAM than the usual
car models in a carracing game.
We kept hitting that ceiling in the
NG4 im the amount of available
RAM. You just can't load any
mare racers into the game., [t
took a bot of tucking, culting and
rebuilding to get the 12 racers on
the track with the plaver”

Exic Johnston, Racer’s lead
programmer, adds that despite all
ihe squeezing, the game's pods
are still presented with a hefiy
amount of detail. “The paly
count for the other vehicles s
still pretty high as far as racing
games go," he says. “They go
from Puhgnn& 10 1000,
bhasically” And bere's a coal
bonus dmu have a RAM Pak
Kot only does Racer take the
Rogue Sguadron rouke and jump
10 Fii-res when you pop in the
Pak, it also adds more opposing
pois on the Larger tracks. The
niumber of extra racers varies per
track, however The game's Larpet
frame-rate is 30 frames per

Podracing 101

If you watched the Episode I teaser trailer, then you
already caught a glimpse of podracing, the often lethal,
lightning-fast sport that makes up the meat of Racer's
gameplay. The movie's race is held on Tatooine, on the
rugged outskirts of Mos Espa, where young Anakin
Sloywalker is growing up in indentured servitude with his
mother, Shmi. And lo” and behold if we don't see a Eamiliar
crime boss hosting the Mos Espa race—none other than
Jabba the Hutt, a full 30 years before becoming the gatay's
most notorious blobster.

According to the film, hosting podraces is one of the
watys young Jabba built his fortune, since the sport
supports so many underworld activities. “Podracing's on
the verge of being illegal, like those races we used to have
in the Nevada desert,” Knoles tells us, “You're not
supposed to do it. The emphasis is not on safety here.
Rather, there’s a lot of gambling going on—gambling with
lives as well as money.”

Pay attentlon to the podracer drivers when you see the
film, too, since they're probably the craziest-looking
critiers 1o appear in Episode . And they look like oddballs
for a reason. “All the podracers are alien,” Knoles
explains. “Many have muliiple arms, becavse pods are
such complex vehicles that racing them is something
humans just don't have enough limbs or the reflexes to do.
But Anakin has this thing with machinery, which will be
with him for the rest of his life, and he has the benefit of
the Force, of course.”

When does George Lucas plan to have Star
Wars: Episode If ready for theaters?

A) 2001

B) 2002

) 2003

D) Never. This is his last Star Wears
film.
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Dateline:
Episode I

Nov. 20, 1998

The initial teaser trailer
is released in theaters,
three days after its pre-
release in limited
markets. The trailer is
such a draw that even
people who aren't
female sit throwgh Meet
Joe Black to caich a
plimpse of Episode J.

Dateline:
Episode I

April 30, 1999

Grab your lightsaber
and ewolc pelts and
hyperspace to Denver,
Colo., for the Star Wers
Celebration fan event.
See games, Episode [
celebritics and about
40,000 fellow Star
Wiars freaks, Call 800-
TRUE-FAN for ticket
info. Attendees wearing
Klingon costumes will

b teased until they cry.

second, and the PAE will only add
@ many extra pods @ that
Frame-rate will allow, Note that
higher-end pladonms such as the
P, Mac and Dreameast will
support e racers an the track,

Just 2 the team needed lots of
pods on the starting line, they
also needed courses Fange enough
o pive the lightning-guick
vehicles room to run, A brand-
new engine was built in-house
especially for this game.”
behasion tells us, 11 was
essentially taking some of what
worked really well in Shadows of
the Empire and twning it
specifically for a racing game.
Our emphasis was that we
wanied the tracks—rather than
being trenches—1to be worlds we
could design fram the beginning,
They"re 2 bt mare freeform than
in a typical racing game. For
example, the Tatooine track looks
awhnle lot like the ooe from the
movie, and you don’t feel like
wou're racing al the hatiom of 2
funnel the whole time

“Our level builders were pretty
much allowed o crese any
world they wanted and then lay a
track through it, instea of the
ather way amound. In fact, it
wasn'l even necessary that they
have a road. A couple courses are
nirt rosd-bised at all, and you
feel Tike vou're on an off-road
adveniure.

In the e, Racer's level
builders created 23 tracks
scatiered meross eight planets
(seven planets host three tracks,
while Tatonine hosts two), Expect
a few bonus cotrses, oo In the
game’s Clrcuit Mode, playess
camgete 1o become the podracing
champion of the galay by
beating the Boss racer on each
track, which in tums opens that
Boss' poed 45 2 playable vehick:
for the single-race muode, -
player mode o when you begin a
new cinouit career, Eventually,
vour'll g v agains Sehulha, the
droopy-faced final Boss whose
pied i loacked with dirty tricks.

The planets pack the usual
variety ol fanr:u.'!'-r:u;ln|'_-1;:un|'
terrain. You'll see an ice planet, a
lava world, a Wipednit-like city
course sel o an astenoid penal
colony. Kone of these worlds
appestrs in The Phamfom
Mengee, "Everything's new, with
the exoeption of Tatooine 4s it
will appear in the movde,” Knoles
says. "All the planet names in
Racer, all the plasets themselves,
thase are all created from
scratch, just classic Star Wiy

stuff except 30 veirs in the past
We'ne brying 1o open up new
ferritories, just like we did with
Shadows and Jedi knight and any
ather game we worked on that
huad uis ivventing new bocales.
There are other planet locations
in the film, but when you see the
film o'l realize why they don't
lodd podraces on them.”

The courses all vary in size,
wwsualhy acconding te their onder
in the game, “Sinoe each plane
has three tracks,” Knobes adds,
“the first one is shorter, the
second one a fittle Jonger, and
the thind one 2 fittle Jonper,
although not always. We have a
track that's ahout five miles long
and takes 30 seconds 10 Lp, The
scale of our final Tatooine teack
is approximately 30 miles, and
vond re conering 10 mikes per
mminues, s0 1t works oul o 400 1o
08 miles per hour scale speed.
That's a little faster than the pods
in the mowvie, whene they're
hanging around 300 e 400 miles
pee hour and hit about 550 miles
per hoar when they're really
hooking, [LM plays with their
numbers to make it feel right on
film, amel we fudge our numbers
1o make it feed right for s,

All tracks have multple
shortcuts and hidden paths; keep
an eve ot for breakaway walls
and out-pf-the-way mwies vou
can only reach by jumping vous
pod just right. Advanced coursss
e taisty and cramimed with
stomach-chuming dips and
gaping chasms. Put simply, this
is @ game that, like EAs excellent
Beete Adventure Racing, is heavy
ot exploration. “At any point,
vl cin drive off the road and
cruise throuph the country,”
Enoles says. “Like in Tatooing,
fior instance, st any poim you can
rive up on the hills, alhough
vl can'L ped too carred away
This s o racing garme, afer all
There will be a few sumrises
spread ahaut here and there,
although [ wanted to be a litile
mioee obvious and give people the
cool stuff in their face. The jawa
sandcrawler was going 10 be a bit
more off the beaten path, but its
reallv cool to drive under that
thing, o we stuck It in the
middde of the road,"

Al the tracks pack hididen
details that you'll want bo hunt
dowwry and see. “On the penal
colony world,” Racer’s peoduct
manager, Brett Tosti, says, “we're
:!’I"!HIIIH ]'.:IH' a |1I'3= llll(!m:l!,{jlllilll-
tvpe ship in one of the shartcuts
that' 1l chase you and fire at you

What inspired the look of Episode 1's
Battle Droids?

&) Humpl

B) Shogun warriors

C) The original Imperial stormtroopers
D) African tribal art

As you'd expect, Racer offers multiple control setups,
but the developers are even toying with the idea of sticking
in a configuration that matches what you'll see in the
film. In Episode I, the alien racers steer their pods by
working two throtiles, one for each engine. The game may
let you plug in two jovpads to simukate this control style,
with each analog stick controlling a separate engine.

“You find yourself going like this,” Knoles says, taking a
joypad in each hand and holding them out as if they're
handlebars. “You really understand just how hard these
things are to drive.”
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African art. “There is a danger in designing
the future,” he told WIRED magazine,
“Things that are too fanciful date very
quickly. The future needs a1 past.

REAR VIEW

becansse he tinks you'ne
escaping,” Also look for asteroid-
filled sero-p tunnels that your
o will glice through.

Since Racer features multiple
tracks set in the same planetary
environments, it's fallen hack
slightly on the racing-ganme
sention of building laser
irses off previous ones, Yed it
doesn’| re-use track portions 1o

the abwious extent found in

Ridge Bacee “We have a planet
called Endo Prime, for instance,
which is i snow planet,” Enoles
caplains. “The first track there
Just takes vou on a litle part and
voun see plimpses of areas where
vout' Il be racing on the second
and thisd tracks Later on. They
may be hidden behind an

avil

whe or somwthing, Each
track is more of an expansion on

e

the first, and sometimes they
shire a half-mile streteh, but
really each track is mostly
unique. In a couple of kcations,
we burn the race around so ol
drive backoand and then we add
4 huge new portion. Mo one will
feed like we added a litthe road
and suddenly it's 2 new track.”

One game Knoles and bis
tearn unabashedly admit sepved
45 inspiration was Wave Race b4,
which offers 2 level of control
Firvesse thiat applied well 1o
Racer's chariot-like pods. "By
pushing forward on the stick, you
0 Fastier baat tarn shiallower, just
like in Wave Race,” he says. "By
pulling hack on your pod's
engines, you can tum shamer
bt it slorws you dosim. And vou
can do 2 Lot of things in Racer o
get through tricky areas, like

Anakin Skywalker—Before
he became the infamous man
in black, Anakin Skvwalker
was an adventurons bov on
Tatooine with a knack for
machinery. This gift gives him
an edge in podracing, a sport
uwsially reserved for muld-
limbed aliens with the
dexterity to drive the
complicated machings.,

Sebulba—Tatonine's
podracing champion and the
final Boss of Racer, Sebulba
is a cheater who'll do
amvithing and evervthing o
win, including flaming vou
with his engines. Sebulba's a
strange-looking dude, with
legs that also seem to
function as arms. Like all
lien podracers, he uses
every limb he's got w control
his machine.
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Dateline:
Episode |

May 3, 1999

A mountain of
Fhantom Mendace
merchandise will hit
store shelves like a ton
of ewoks, as this is the
day Lucasfilm licensees
will unleash their
higgest wave yet of
Episode ! oys, trinkets
and promotional tie-
ins. Expect Hashro's
microchipped action
figures and LEGO's
vehicle sets 1o make the

higgest splash,

mlling an your side.”

Yanking hack om the stick afer
yoal jump keeps vou airhome
lowige, while pushing forward
cuts jumgs short. Holding
fevweane] sabso charges wrbo, Once
eharped, you can oot 1o speeds
exceeding 100D miles per hour
in Faster pods. Boasting oo long
rheals Vour engines, however,
and vou'll gt a Aameou if you
dan't ease off the gas.

Undike WipeOut, Racer i not &
combat-racing game. None of the
s, excent Sehulha's, camies
weipons. Instesul, its mare like
F-dera X You can damage
oqpanents by samming them, or
take them out of commission
(sl e access o their junked
parts) by forcing them into
canvon walls and such. [n some
cases, vou can even use the
terratin benessth your pod 1o serew
pursuers. “One level has a
methane kzke vou can cruise
across,” Tosti s, I vou do-a
spoed boost an It the shole lake
catches on fire, so alf the players
whi eome after vou will take 4
small amount of damage.”

Reughing up oppanents or
flamizig out your englmes will
take its tedl on vour oom race
performance. “We handle
damape really subtly in the
heginning,” Knoles explains,
"t over time, you begin to
e thiat vous craft is pulling
imast ke vous have o [t tire,
and the engines will smoke and
spatter and spark,” Since the
game’s races don't have pli stops
(aithough ome's featured in the
i, vour only recouirse when
damaged is 1o hold the repair
[metton, which acts as an on-the-

e

flv it stop. [t shows vou down
considerably, but it keeps you in
the race while vour svstems fix
themselves. Of course, vou could
ﬂl\'\"a}\i :ﬂll {'IIH:'-!H'I ||'?q’ I'I,'|\4'Ii[
bunan and hope vour pod makes
it across the finish line in one
piece, i which point special
dlraidds you purchase called pit
dlenids fix vour pod hetwes races.

M least four pods, including
Anakin's, will be available when
st Tirst staart the game. Froan
there, as you beat the Boss racer
of each track and unbock his pod,
sl Il eventually open 23 craft.
Sebualba dlrives the last pod, amd
voul eam his craft once you beat
Timm o the final track on
Tatewdnie, And hete's an
interesting bit of trivia: Racer
actually contiin a few podracers
it your'll ever sée in the filim
“Whwen they originally started
o, here were soing to be 22
racers in the movie's pod
sequence,” explains Knoles, "t
thev cut it down to 15, We got the
shelches for the ones they cut and
thery weere kind coal, 50 we said,
“Hew, let’s build them,” We end up
having all 18 from the movie,
lus the extrea ones and the pilots
that go with them, and 3 couple
mone secret ones, o,

s vour'd expect, each pod has
varied performanece capabilities
and is fully upgradeable (see Pod
Mowls sadebrar). Anakins compact
podd boasts betier acceleration
than miost, while bigger racers
Teave higher top speeds and more
efficient cooling systems for
extenchd turbo, Al the pods
Tandle differently, as well. “You
o e diffienent slipperinesses on
different surfaces,” Johnston

Every Garage

Playing Racer had us craving the real deal, so we put
together this shopping list of st yvou'd need 1o build vour
own, if not exactly sireet-legal, pod hotrod:

* 1969 Chevy Chevelle—As the passenger-pod portion
of your homemade machine, the whale-size Chevelle
comiortably seats five, and you just can’t beat that ol
Detroit steel for raw durability.

Price: $5.000

* Two Pratt & Whitney F100-PW-229 jet-turbine

engines—These are the same wrbines that propel F-16

and F-15 fighters, and they look almost identical 10 the

engines pulling Anakin’s pod. A bit pricey, though,
Price: $5 million each

# 210 feet of surplus Navy destroyer anchor
chain—Divided into two 100-foot strips, this chain will
link vour Chevelle to the engines, as well as support wiring
for throtile controls, status readouts and the front wrn
sigmals. Use that last 10 feet to tie the engines together.

Price; $1,000

* Alpine CDA-7940 stereo system with eight XR 12-
inch subwoofers and four MRV-1001 amplifiers—
What's the point of owing vour own podracer if vou can'’t
cruise 1o your favoriie tunes? And you'll need the power of
Alpine’s high-end svstem to hear your "80s hair-metal
compilations over the turhine whine.

Price: $5,000

We hate 1o poop on your party, but bear a few cawmions
in mind before vou fire up your pod for that morning
commute, Safery gopples are a must if you plan on
punching the afterburners. Always wear vour seatbelts. And
if you're really concerned about persenal safety, dive in the
nearest ditch the second you activate this je-powered
sicker. “Two F100s would not really be 1 good way to get
around,” Pratt & Whitney spokesman Mark Sullivan tells
us. “Each generates about 30,000 pounds of thrust, which
works out to 24,000 horsepower per engine. If you

hooked them up to a car, it would rip the thing (o pieces
quite quickly, 1 don’t think you'll see these pods on the
freeway anytime soon.”

* idd tax, Sosnse and doc. fee. Prices besed on quakfication for 8l rebaies

ar cash equiwlent. All ncentives applied. Must quality lor college-gead
rebate. MSAP may nol be the actual price at which podmcens are sold.

Which Star Wars personality does not
belong in this list and why?

A} Anthony Daniels
B) James

C) Frank Oz
D) lan Mc

| Jones

mid
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Lucastrts” Racer team includes, top row from lef, Paul Topobos,
Paul Zinnes, Lisa Wong, Armando Lluch, Christing Napier, Mark
Blatel, Livia Mackin, Amit Shaley, Brad Post, Nathan Stapley.
Battom row from lefi: Mark Haigh-Hutchinson, fon Knoles, Tustin
Gralam, Eric Johnston, Brett Tost, Jacob Stephens, Sun-Inn $hih,
Duncan Brown, Camela Boswell, Japeth Pieper, Dino Ago, Darren
Johnson, Clint Young, Jim Rice, Bill Stoneham.

B) While the other guys reprise their roles

forthe new film (Daniels as C-3P0, Oz as
Yoda and McDiarmid as Palpatine before
he was Emperor), only Jones doesn't
return as the voice of Darth Vader. Of
course, young Anakin is years away from
becoming the evil Sith lord.

adds, “because the repulsorlift
Ias sort of 4 gripping element 1o
il Certain vehicles have weaker
repulsorlifl genesators so they fly
around comers really wide, while
others e really grippy and tight
There's a lot of vehicles. They all
loak very different From each
other, so we want them 1o feel
different from each other™

Tor get the right feed for these
umusual erafi, Johnston spent a
ot of time experimenting with
the game's phivsics models—and
even got his two big dogs into the
acl "1 put a hamess on both of
thiem and let them pull e on
my skatebaard,” he ells us

We rode around the
neighborhood, and that gave
me an idea an haw the pod
shoudd swing back and forth
behind its dual enpimes.”

In the end, the game’s Pods
Ieandle idemtically 1o those
created just 2 few miles away in
[LM’s studios. “Easly on, we had
ood communication with the
bt homchaos 1LM before they
pot swarnped,” Knoles says
“They were really excited to see
aur mame and what we wen
doing, because they hadn't
sobved the physics problems
either. After all, they just don't
animate these things; they hive
1o deal with the physics, oo, o
the pods won't look right in the
il A it wits Fumiy, when we
firet showed them the game and
they showed us the first few
shts from the race sequence, it
was amazing how similar we
were all working, Their pods act
Just like ours do.”

Andl theat's really the overall
poal af te Racer team—Io
make a game that looks and
eels exactly like Epésnde s
peddracing sequence. That
maeant Kacer had to look 25
oo s It plaved. “Early on
there was & conscious decision

mack 8 1ot go the graphics
roile of games like F-Ferm X,
which, a5 fun as they are, aren't
filled with a lot of eve-candy,”
says Knodes. “With this game, it’s
essential that it books right.
Yiou're going to come out of this
maovie and O gom want i
play this game. The podrace
sequEnce is going & be in your
head just like the trench run in
Skar Wiars or the speeder hike
soene of the walker battle. 1f you
fumm the game on and just have
blacks flying around on an
invisible rmad somewhere, vou'ne
g be hugely disappointed.”
The team’s attention 1o
graphical perfection is obvious &
S0 26 vou ook il vour pod,
which bristles with animated
engine parts, spherical shapes
and dozens of ofher degail i
one of the parts of Anakins pod is
as many polygons as a typical car
in a typical car-racing game,”
Fnobes s “The whole vwehicle
in its enticely with the cables,
bander beam, flames and all theat
cool stuff is about 1,000
polygons, which & roughly a
third of what the Nb4 can handle
at a decent frame-rate. To do
anything less would jist be
criminal, becase Youl see these

Dateline:
Episode |

May 19, 1999

Star Wars: Episode I—
The Phantom Menace
will open in theaters
across the country.
Everything not related
1o the film will cease to
exist on this much-

anticipated Friday,
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Dateline:
Episode I

May 24, 1999

Star Wars: Episode |
The Phantom Menace
will hit stores for the
PlaySiation and PC. Star
Wars: Episode 1 Racer
will be released for the
Nintendo b4, PC and
Macintosh. Plavers will
siueere in quick games
hetween visits to the
gigaplex 1o see Efnsode
HHor the 20th time.

things in the movie and they're
mind-blowing,”

Such Tancy visuals don't come
without a price, though, and in
Racer’s case, the mubtiplayer
midk ook a bit of 4 hit The
gatime only supports fo-plaver
split-sereen ractng, instead of four
plavers, “Because of the
complexiry of cur vehicles,
Knales explains, “a four-player
mocke wonld Force us 1o cut down
the overall level of detail 1o &
point where you'd be fying kites
through an extrermely fopgy
environmient. While itd be cool
e it four-plaver on the box, |
wotldn't sacrifice the game
mathe it hagpser.” Two players
can race on any tracks and use
any pods that hawe been opened
in the: ane-plaver game.

Right. so we know Racer packs
amazingkv detailed pods and
mones it blazing speeds, but does
it Hive w10 thee seellar sonarud-
effect standanls set by Rogue
Spusndron® Well, what would vou
expect from developers who have
adirect line of cormmunication
with Skvwalker Sound. Truss
us—the pods in the game will
soumel just s conl as ther on-
sereel countenpans, and Racer
stpports Dodby Surnound sound,
1o, But whin the heck does
rewving peubracer soumd like?
“The sounds ane in the same vein
s X-wing, TIE fighter and
larulspeader sounds,” Knoles
says. “George Lucas is :|§“‘.‘4j.'ﬁ
Inoking for people o feed familiar
with the objects he's pulling
on the sereen, 50 thene's a ot of
car sounds theat bound their way
inio the podrace, There's 2 lot of
that Formula One shifthox
pounding geing, on— pow-paw-
pow-potand!

Unlike Rogue Squadnon,

howwever, Racer is much leaner in
the music department. “We'ne
il godng o have 2 looping
soaendltrack throughout the
pame,” Knoles says. “Music in
racing games alwas annovs me,
unless it's really cool like in
WipeQeut. Most of the tme, the
fiirst thing | do with 2 racing
e is switch off the masic, and
[ think mast gamers might
agree.” The game will blare short
Dursts of music for key events,
stich a8 when you enter a
MYSIECHALS CIVEMT O Pilss 2
track’s Boss racer

The: Racer weam is hoping to
cram in # lotof speech. For
starters, ll the oppnsing racers
will shout taunts in Jabba’s
[anguage, Huttese, Watto will
lave at beast 40 different things
i sy when veu enter his shop,
Kone of the speech will be
digitized directly from the film,
howeser “We were able o use &
couple of actors whe did soae of
e wodoes in the movie,” Enoles
acdds, “hut everything they say is
pew, with the exception of Jabba
going ooooh once in a while.”

And although Knoles dealt
with actars from the movie, saw
update afier updae of the film's
podrace and was generally
bomibarded by all things Epiode
f, he manaped to avoid having
the entire film spoiled for him as
it was Tor the guys over at Big
Ape. "Given my position, 1 was
asked early on if [ wanied o
waich 2 sgreening in its endirety”
Knoles says, “but I've consistently
avoided watching more than |
need to. Il see any ILM shot of
the podrace for the sake of the
game, but | wanma go into that
theater when the film opens like
| did when | was 8 aid saw the
first ome. | wann o, Wow™

Like an intergalactic grease monkey, you can upgrade
your podracer. Afier each race, you'll head 1o Wazto's pars
shop and spend winnings on pod enhancements in several
categories, including acceleration, top speed, traction, air
braking, cooling and repair. Each part category has about
six levels of upgrade, so you can either focus on improving
one area of performance or spread enhancements across
your machine. “The better cooling part you get, the longer
vou can hold the boost button without overheating your
engine,” Knoles offers as an example. "And the maximum
cooling part vou buy will allow you to indefinitelv hold
down boost, if vou can handle the race at those speeds.”

As an alternative to buying new parts, you can force
opponents 1o crash, then pick apart their wrecked pods in
Watto's junkyard and snag damaged parts dint cheap. The
more enemies vou wreck, the more junk parts vou'll find.
Damaged parts don’t boost performance nearly as much as
new stuff, but thai’s where Watto's pit droids come in. Not
only do these
expensive droids
fix your pod
between races,
they also tke your
junkyand parts
and make them as
gond as new. “The
mare pit droids
vour buy,” says Knoles, “the more of those customized parts

vou can get fixed. So vou can buy a bunch of crappy parts
and they'll get fived really quick and be good parts.”

In the end, vou're gonna need a well-balanced
supermachine 1o beat Sebulba, whose pod packs the best
of everything—even nasty secret weapons. “If you won all
the races and bought all the best parts,” Knoles says, “hy
the time vou face Sebulba, it's gonna be prewy close.”
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