
Shiceru MiYi1lmoto's Mario series is the epitome of brilliant game design. encompassing superb 
control. intelligent sb'udure and almost limitless scope. Edge reports from E' in Los Angeles 
where the most sicnificant gilme of the decade was unveiled. Just how good IS Super MDrio 64? 
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44 Gremlin InleracliUe 
Throughout videogaming's short history, Gremlin has been at the 
leading edge of game development. Its 32bit onslaught IS a far CI'( 

from classic 8b;t titles such as Potty Pigeon and Mont)' Mole 

/ . / 
Without Microsoft. the PC computing world would be the 
antithesis of its current slate. Now the enormous corporate entity 
wants to swallow the gaming scene, too. Edge investigates 
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Ninlendo dominates at E' - ful report · ~ grves Saturn users 
online gaming ' MillennIUm realises aruf!Cia intelligence dream 

'4 RIJtulBW m The prophecy of the Intemet revolutionising digital 
commumcations is about 10 be realised welcome Java 

" ".'.,I1BBSU 
The fundamental flaw In videogames design stems from 
computers' inability 10 listen, argues Chrls Crawford ,. 
'rlfl/s 
Legendary coder, Tony Crowther, Virgin's deputy MD, Se~n 
Blenna" and innovative computer artist, Wimam Latham 

1!4 Rn .. " .... wllII 
auut., CKiI. md of RevolutIOn software, a company goi~ 
head-to-head with lucasAlts' adventures WIth Btoken SM)( 

I!' 'rlSOrB8n 
On June 23 Nintendo launches its 64bit console. Edge has the 
titles that will enter the videogaming history books 

52 BIJclfiSSUBS 

B4 r,,'sor88n 
Konami updates classic gaming with Inremorional Trod & Field 
and Bust A MoI.<e 2 proves gameplay will alvvays beat graphics 

le 114 ,,"It/m8dls 
Incorporating all things digital, aural. and texturill, Edge enters 
the diverse and often stirnulatmg world of multimedia 

10' C61UIBW 
In the sa11efr this month: Gremlin, Ocean, Adeline and an 
interview with Erik Holden, graphic artist at Electronic Arts 

11" 'r .. ,.Ul8W 
Edlll! looks ilt Jaleco's Model 2-based racing game, Super 
GT24h, and Naska Corp/SNK's ~ 'em UP. Metal Slug 

"' •• lr.Ul8W 
KOI\llmi resurrects its Grodius series fof Saturn, and Activision 
releases iI retropad::. of Commodore 64 ~mes for the PC 

134 LIJWJfIJ 

138 RIJHI montn 



~ Nintendo's 64bit technology is showcased at E' in Los Angeles - Edge discovers true 32bit-beating 
3D gaming and provides a full in-depth report/ page 6 • Sega reveals an Internet link-up for the 
Saturn/ page 11 • Millennium software fulfils the artificial intelligence dream with Creatures/ page 11 

Tne latest n8WS from £ne WOW} of intefa[]tiUe entertainment 

E3: Nintendo rekindles 
The Electronic 
Entertainment 
Expo proves to be 
the focal point of 
the games world 

Mario ~s magic 

From top left. clockwise: Peter Main announces the NU's ret.11 price to much shrulKinl of shoulders; the Los Anples convention cantN; Howard 
Uncoln evanlellses about the N64's superior ,ameplly; the proof of the puddlnc. PIIotWlnglU; Nlntendo vUlap. bilP'.nd better than ewer 



Game Boy 
relaunched 
Nintendo has announced a 
restyled version of its 
popular portable Game Boy. 

Launched as Game Boy 
Pocket, the new machine is 
30% smaller and roughly 
half the weight of the 
original, requiring only two 
AA batteries. Finished in 
sleek matte silver, it features 
a new black-and-white 
screen design which 
reduces the infamous 
Game Boy blur and can be 
viewed more comfortably 
from various angles. 

Although set to retail in 
the States in November (at 
$59.95), no European plans 
have yet been announced. 

HowevM true It may 
be. 'the fun machine', 
al the Ne. Is subtitled. 
sounds ludbous 

S 
ubllety is a truly alien concept in 
the USA and this was no more 
evident than within the walls of the 

Electronic Entertainment Expo which look 
place recently in Los Angeles. Against a 
head-hammering cacophony of jingle~ 
jangles and explosions was a numbing 
concoction of interactive entertainment 
drenched with typical US showbiz glitz.. And 
naturally, it was a format that worked, Now 
in its second year, El has qUickly turned into 
the videogame industry's eqUivalent of the 
Cannes Film Festival, only with smaller egos 
and a little less panache, 

For getting a broad overview of the 
latest developments within the industry, El is 
an essential event - even if the three day 
marathon does rip the living soul out of the 
average human being, For most exhibitors, 
showfloor etiquette involved shouting as 

PrIor to the show, privileged Journos 
witnessed Ship", Mlyamoto taklne 
Super IMGrlo s.t throueh Its paces 

loudly as possible, For some, thiS was merely 
a case of turning up the volume on the 
sound system (Scavenger's outlandish stand 
blasted out thumping techno much to the 
annoyance of its neigh bours), while others 
resorted to more familiar tactics employing 
hordes of blonde Californian babes to 
parade the stands in very little (some 
accompanied by queues of delegates eager 
to have an intimate moment with their 
object of desire captured on Polaroid), In 
fact, with the exception of the Nintendo 64 , 
there was more silicon walking around than 
inside consoles, 

Without question. it was Nintendo that 
dominated thiS year's event with 

an enormous stand 
promoting its official 
American Nintendo 64 
launch, A day prior to 
the show, the company 
chose to unveil its 
console to the press in 
an entertaining but 
bashful demonstration 
of its 64bit technology. 
Entertaining because 
both Super Hario 64 
and PilotWings 64 are 
truly charming games 

packed with humour. And 
bashful because this wasn't really a 
technology demo at all. but a heart-warming 

reminder of why Nintendo still has a better 
understanding than any other company of 
what makes a great videogame. 

The follOwing day Super Haria 64 
eclipsed every other videogame and was on 
the lips of most people at the show, despite 
the immense difficulty in trying to actually 
play it, due to the sheer number of people 
jostling for a slice of the action, To waTCh 
Super Mario 64 is a JOY, providing limitless 
appeal with its unique perspectives and 
beautiful graphics, But to play it is to 
discover what a supreme piece of design it 
really is, Along with the equally wonderful 
PilotWings 64 (which makes most 
Pentium flight sims look like they're 
running on an Atari ST by comparison). it 
commanded more playtime than anything 
else at the show. 

NCL's own WaveRace 64 came a close 
third to its launch duo. Having now 
received a complete graphical overhaul 
since its announcement at Shoshinkai ( as 
Miyamoto hinted during Edge's interview 
in E29), the game now features jet skis 
instead of power boats, and while 
graphiCally rather rough. this early version 
played well and proved great fun for anyone 
willing to give it a go. Nintendo also 
unveiled six other Nintendo 64 games 
within the confines of its huge arena, These 
were a mixture of the promising ( Wave 
Race 64, Blast Corps ). the predictable 
( Shadows of the Empire, Killer Instinct) , 

What is it? 
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Gettine to Krips with Super IMGrio s.t wasn't NS,. Nintendo's show 
people mHe sure than no-one hogpd the Joypad for too lone 

and the relatively average I Kirby's Air Ride, 
Cruis 'n USAl. 

Rare's duo of Blast Corps and Killer 
Instincr showed that. at least graphically, the 
company has been able to exploit the 64bit 
chipset better than most of Nintendo's other 
developers. The former was an unusual 
game requiring the player to clear a path 
with a bulldozer to prevent a runaway 
missile carrier from detonating - the 
explOSions were the most notable feature. 
although quite how the finished game will 
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shape up is obviously in Rare's hands. After 
so much former hype regarding Killer 
Instincfs importance in the N6·fs assault 
(the game was used as a spearhead for The 
clandestine Ultra 64 previ~ in Chicago 
two years ago - see Ell). it arrived as 
something of a disappoinTment with no 
effort taken 10 implemenT 3D roulines IQ 
rival Virtua Fighter 2 or Tekken 2. Instead. 
despite some wonderfully colourful graphics. 
it remained resolutely in Street Fighter 11 
and Mortal Kombar territory (presumably 10 

appease The US fighTing game market stilt 

consumed by this sryle of game). 
Perhaps as much as an indication of 

Ninlendo's reticence to share technical 
information with its licensees as of its own 
creative supremacy, titles such as Shadows of 
the Empire, Cruis'n USA and Kirby's Air Ride 
(which again, looked belter at Shoskinkai ), 
simply fell short of the N6,fs initial mission 
stalement, That's not to say they weren't 
impressive, they just didn't live up to full 
expectations, Lucas' Shadows of the Empire 
proved again that the company is most 
comfortable when developmg for the Pc. 
and apart from ~me impreSSIVe screen 
deplh, there was litlle In this new Star Wars 
game to showcase the machine's abilities, As 
for Cruis'n USA thIS arcade port showed 
signs of the developers having difficulties 
improving on the ongmal. Supposedly 
boasf1ng a higher frame rate (although STili 
relatively clunky) , the game fell short of the 

racing game standard already set on the 
'3Zbit machines and the car proved difficult 
to control wiTh the analogue stick. 

Other Nintendo 64 games did appear at 
the show, although were absent from the 
Nintendo booth, Acclaim's Turok: Dinosaur 
Hunrerwas in playable form and looked 
promising, despite Ihe blatanl fog effect 
used 10 disguise the screen's lack of distance 
drawing, Virgin's Freak Boy was in demo 
form, bearing no resemblance to the 
Stackers puzzle game that N64 Internet 
junkieS have been gelling excited over, 
Other N64 games were WilIiam's Doom 64 
and Mindscape's Monster Dunk. a basketball 
game featUring monsters, How original. 

Despite the relative strength of the N64 
line-up (and arguably Ihe two best games of 
the show), Nintendo's confirmation of the 
machine's $249 price tag was met with a 
mild reception, One reason for this was 
Sony, On the firsT morning of the show, 
during a conference on V1deogames which 
included NOA's Howard Lin(oln and SOA's 
Tom Kalinske, Sony's execuTive 'lice 
president Jim Whims dropped The bomb by 
announcing a PlaySTalion pricecut 10 an 
astonishing $200 (SCEE also announced a 
simultaneous UK price drop to £200), The 
follOWing day, Sega followed suit and 
matched Sony's price with ils Saturn. 
Dodging the curved ball of how the 
Nintendo 64 is now in fact the mOST 
expensive next generation games SY5tem -+ 

Virtual Boy was stili 
keeping its head above 
water with new titles 
such as DrGgon Hopper 

Nlntendo previewed elpt ,ames at the show for the N64: as well as Super "'ariD 64 and Pllotwlltgs 64. the followlnllames were playable at the 
event (from top left): CTU;S n USA, K;rby's AIr Md., Shadows of the Empire. Killer Iltstlttd. Blast Corps and Wqne Cretrky's JD Hockey. other titles 
shown on video (continued, left to rtpt) were Super "'arID Kalf R. Doom 64, Coldeneye, Mission Impossible, Body Harvest and StaTFoxtu 



Who is it? 
Sony's PlayStlitlon arena employed banks of TV montton to promote Nauahty DolfUnlversallnteradive's Cmsh 
IhIndkoot Ileft). Despite Inlel'M) poItduil wranps, Ps'(lftOSls bonowed Sony's TV tunnel for visual fI. lr (rlSht) 

This slNIlI IN,., ..... Hlinrts 
lit K .. fI:ri .. SJKf here, his 
l'KftIfiy stlrrH i. a ,., 
,""I" fil,. 01114 ,. ~.,11y 
YK[ft5QI Ht,.. Drm ,._. 
s.nw ltehne tht lItM_, 
'-1 tu,.. Ht te Ite dte last 
II'"t titIt,. a,pHt ... Stp's 
16l1iuMMif 

• • , JJ -, 
~~ , ~ 

,. ... .(~ 

r::-,'tr ~ . ~ ,~ 

Play.lotion hltbll_: 
TWIsted MetrJrl : the 
world tour; Naupty 
DoI"s Crash .. ndkoof: 
ReRections' Monster 
Trucks and Destruction 
Derby 2. Above: Andrew 
Spencer's lestotlcD 2 (PC) 

-+ (whereas 11 Inlflally promIsed to be the 
cheapest). NOA's execuITve VP Peler M.i " 
haughflly stressed that it was 'the quality of 
Ihe games' that counted and that would 
ult1mately make the machine worth paying 
for. The fact that the potenllal N64 
consumer is also faced With shelhng OUI 

anolher $70 for Super Mano 64 (since no 
game will be bundled wlIh Ihe machine) 
now throW!. up considerable doubts over 
Nmlendo's pOTential market share. 

Nlnlendo'S nvals SOny and $rga may 
have dlStraCled some allenllon from the 
N6<1 stand wllh their uhra competillve 
pnClng announcemenls.. but the sofrware on 
display was conSiderably less cUl-lhroal, Sony 
once again showed It had to rely upon a 
third party development (Naughty Oog's 
Crash BandICoot) to show off the power of 
Its machIne. Crash (El3) is an admirable 
attempl at producine a 10 platformer and 
does play well. but ineVllably I1 pales neX! to 
Mimo 64 in vlnually every respect. 

Other notable PlayStallon newcomers 
included a reworking of Konamfs famed 
Contra senes (also for the Saturn) by 
Hunganans Apaloosa (previously known as 
Novatrade. and the designers of Sega's feeo 
The Dolphm I. This took a slanted overhead 
perspective (similar to the Capcom cOin"Op, 
Meres) and also included a rather crude )D 
mode for use With trad1l10nal red/ blue 3D 
glasses. Square's Tohal No.J (see page <11) 
was In playable form but despite matching 
Ihe speed of Tekken (60fps) its lack of 
graphical deraIl wasn't saved by Akira 
Toriyama's strong character designs. 

Arguably the strongesr PlayStation 
software at the show was from Psygnosis in 
'he form of Wipeout XL ( Wipeout 1097 in 
Europe - see E33), F1. and. from affiliate 
developer. Reflections. Destruction Derby 1 
and Honster Trucks. But rhere was a feeling 
Ihat something was missing for the 
PlaySlation, highlighted by the display of 
weak Japanese games such as Aquanaufs 
Holiday ( aimed at 'enthUSiasts who 
appreciate new age music' - now there's 
massmarket targeting for you) which was 
brought in 10 plug the gaps berween such 

US-developed revamps as 1 Xtreme. and 
Twisted Hetall: the world tour. It was also 
announced ,hat several Japanese RPGs such 
as the well-received Beyond The Beyond and 
older examples such as Arc The ud Will gel 
the translation treatment for US release. 

On Ihe whole. the Saturn fared beller. As 
well as a surprise shOwing of Westwood's 
revered Command d Conquer and AmaZing 
StudiO'S Heart Of Darkness (which now 
looks a lad dated due to 115 interminable 
development penod ). Nights from Sonic 
creator Yuji Na ka. was unveiled (complete 
with Sega's new analogue Saturn joypad, 
mimicking Nintendo's own). Alongside this 
was Sonic Extreme, a fairly impressive 3D 
interpretation of Sonic coded by SOA's Sega 
Technical Institute. There was also an 
unexpected showing of VF Kids (ported 
swiftly from ils ST-V cOin"Op board) 10 make 
up for the omission of mosl of 115 nexl wave 
of arcade conversions. The announcemenl of 
a forthcoming 'fab four comprises FIghting 
Vipers. Hanx TT (supposedly running al 
60fps) , VirruaJ-Gn and Virtua Cop, Only an 
early veT'!tion of the laller Title was shown at 
Ihe event, 

It was Sega's technology plans ,hat 
allraCled Ihe mOST inTerest. though. 

PlayStation 
goes DIY 
Sony has unveiled a new 
PlayStation format to allQIN 
PC·owning Japanese 
gamers to create their own 
PlayStation games. 

The dark grey machine 
comes with development 
libraries and tools. covenng 
sound. 30 graphics. ete. 

Sony Will not allow 
finished games to be 
published. and, at $1,200, 
the system is likely only to 
be something of a luxury 
for the most avid 
Nipponese videogame fans 
There are no plans for a 
western release. 

Square SoWs TOHI NOoI was a smooth. fast beat 'HI up with well­
desl", .. characters. but Namco have nothlnl to wony about 
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Sela's $atum title VF KIds hIIs been 
ported from Its ST-V board and Is 
essentially VF1 with a new lick of piint 

Following on from its unveiling of its Model 
3 board at the Tokyo AOU show. it presented 
the same realtime VF3 demo at El which 
guaranteed a huge crowd. Rather amusingly, 
company president Tom Kalinske even had 
the gall (during his speech at Sega's House 
of Blues party) to suggest that (as VF3 was 
on its way to the Saturn) 'you can't do that 
on 50ny or Nintendo', For licensing reasons, 
that's true. but you certainly can't do that on 
the Saturn either, Tom, Of more immediate 
relevance was Sega's Internet·ready Net link 
modem (see page 11 ) and browser 
software for the Saturn. 

Sega even dipped ifs toe into the PC 
market. with The announcement of Sega 
Entertainment. a company set up specifically 
to port games to the Pc. The first results 
were surprisingly good with a Pentium 
version of VFlooking indistinguishable from 
its Diamond Edge/ nVidia·accelerated 
counterpart. Ten title~ including Daytona 
and Manx IT. are expected this year. 

The PC itself made its strongest ever 
showing, Once again. Scavenger blew away 
most of the competition in terms of 

From top left. clockwise: HNrt of Darltness made a surprise 
appearance on the Satum; VF IClds was ported from ST -V; Sonk 
Extreme; Seaa's showstopper Nights; ComllHlnd and Conquer 

Sera' s stand at E' Included noticeably less ,ames tUn Sony's 
altJ.oup Its Net Unk adaptor and VfJ display NdecI valUllWe kudos 

Technology, although it was interesTing to 
note that il presented a wealth of new 3D 
projects such as Terminus (see page 36) , 
Tarantula and the rather lovely Aqua. despite 
long·awaited titles such as Scorcher, Amok 
and Into The Shadows still a way off release. 
A case of spreading resources TOO thinly? 

3D accelerator technology was one of 
the key attractions on the PC side aT p, with 
3Dfx demos of titles such as Core 
Design's 
Tomb Raiders and 
Ocean's HMA Carnage 
proving That this card (see El 3 ) 
is a serious contender. LucasArts 
chose to show off its Dark Forces 
11 using the Rendition board to 
stunning effecl. while VideoLogic's 
PowerVR technology played host to a 
neal collection of demos. 

Overall. El was a spectacular show for all 
concerned. As usual most companies are still 
investing their efforts in the Singular pursUiT 
of mind·blowing graphics. although the 
widespread shift towards 3D is faCilitating 
greater levels of interaction. More than 
anything, though. P was a reminder that 
Nintendo is still king of the jungle in terms 
of defining what videogaming is all about. 
With a September 30 launch date still being 
adhered to, and two of The greatest games 
of all time available from day one, it looks 
assured to recapture aT least some of the 
market it has already lost to its rivals, Now, 
three years down the line from Project 
Reality's inception. the company is £ 
about to face its toughest battle ever. 

Satum goes 
analogue 
No doubt in response to 
Nintendo's unusual joypad, 
Sega previewed its own 
analogue pad for the Satum 
which delegates could try 
out with Nights. Rather 
aJmbersome when 
compared to Nintendo's, 
this new pad indudes a 
Neo-Geo CD-styIe 
thumbpad and will retail for 
$40 (although a Nigh15 
joypad pack will cost PO). 



Sega nets Saturn 
Sega's Saturn is 

given tools to 
access the Net 

users 
~ 

ega has developed an add-on for 
the Saturn which will aUow console 
users to access the Internel. The Nel 

link dev1CE' combmes a Z8,80Q-blls-per­
second speed modem with a custom­
designed HTML 2 .O-compatlble Internet 
brO'Mer. The device plugs into the Saturn's 
cartridge porI and will relall for S 199 when 

11 15 released in The States 
laler rhls year. 

To back up the 
servicE'. Sega plans 

10 offer a 

The Saturn Net Link fits into the cartridge port on the back of the 
console and combines a hip-speed modem with a Net browser 

Kids call for 
Daytona+ 
Following thousands of 
requests from gamers, Sega 
is developing an update of 
Daytona for the Saturn. 

The Championship 
Circuit Edition will feature 
new tracks, a twoplayer 
option and many more 
undisclosed features not 
available in the arcade, 

The Sega Rally team are 
currently working on the 
game, which should see an 
autumn release in the us. 

Se,a's,Net Link pa,e Is 
likely to be I"ar,hics­
heavy consider n, the 
lack of keyboard, etc 

range of customer services. including. 'access 
to premium Web sites and customIsed 
nempapers personalised wllh the user's 
predetermined top1CS of mterest'. The 
company also promIses that illS 'heavily 
allocating resources' towards mulllplayer 
gammg and mteractlVe entertamment over 
the Net. Consequently, Sega has fIVe Net 
link·compatlble games m development and 
companies like GT mteraCllve, Virgin and 
Interplay Will all have Net lmk games on the 
shelves by Christmas, 

Unlike the PC or Hac. the Sega Net lmk 
enables user.; to brome the Internet Without 
a keyboard or mouse. and usmg a TV 
instead of a monitor. As Kerry Bradford. 
general manager of Sega Onhne. states. 'New 
customised features. includmg a virtual 

keyboard and a space magnifying 
function allow for ease of use and 
enhanced vislblhty on the TV: 
Sega says the on-screen keyboard 
is a pomt·and·cllck Interface that 
also incorporates pre·determined 
grouped letter.;, such as 'hup:/ /. 
and ·,com·. 

The service. incorporatmg 
network gaming. emall, onlme 
chats and 'If.IW\N connection. will 
be free for one month to new Net 

link users and from then on will cost £ 
from U 9,00 a month. 

BallJlJooli 
JURI: 

William Latham and Zara Matthews - 'Chimera and 
Chromosomes' - May 18 to July 7, Terrace Art Gallery, 
Harewood House. Tel: DIll 188 6331 , fax: DIll 188 6467 

GTI Expo '96 - June 29 to July 1, Taipei World Trade Centre, 
Taipei, Taiwan. Taiwan's largest trade show for games 
machines. Opens to the public on the last day. 
Tel: 886-1-760-7407, fax: 886-1-761-3873 

JUly 
The Phoenix '96 - July 18-21, Long Marston, Stratford upon 
Avon. Four day music event featuring Leftfield, Chemical 
Brothers and Massive Attack, as well as old timer, David Bowie, 
and past-it punk jokes, The Sex Pistols. Contad info line, 
tel: 0181 9630940 

Virtual Reality World & VRMl World 1996 - June 11-14, 
San Jose, California. Is VR the future of computing or an over­
expensive fad involving uncomfortable headsets? This is the 
place to find out. Contad Meckler Media, tel: 001 800632 
5537, fax: 001 203 226 6976 

Virtual Humans '96 - June 19-20, the Hyatt Regency 
Alicante, Anaheim, California, International conference on the 
role of the virtual human in VR environments. Organised by VR 
News, EDS and Silicon Graphics. Contad EDS, tel: 001 313 
974 5686, fax: 001 313 974 0724 

Rugust 
SIGGRAPH '96 - August 4-9, New Orleans. Premier 
computer graphics and VR show. Contad ACM, 
tel: 001 312 3216830, fax: 001 312 2316876 

septemlJer 
Australasian Gaming Expo '96 - Sept 1-3, Convention 
and Exhibition centre, Sydney, Australia. Contad Exhibition 
Management, tel: 61-3-9646-4044, fax: 61 -3-9646-1818 

JAMMA - Sept 12-14, Nippon Convention Centre, Tokyo, 
Japan. Contad JAMMA, tel: 81-3-3438-1363, 
fax: 81-3-3438-1711 

Show organisers: if your show isn't listed here, it's 
only because you haven't told Edge about it. Do so 
on 01225 442244, or fax us on 01225 446019, or 
send details to Datebook, Edge, 30 Monmouth 
Street, Bath, Avon BA 1 2BW 
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i Artificia1 Inte11igence enters 
next Millennium 
~ 

omputer-based artificial1ife is 
poised to step OUI of the realms of 
science fiction and onlo Windows 

95 desktops. Cambridge-based sofrware 
house. Millennium Interactive. has developed 
the firsl engine 10 simulate organic life 
processes with any degree of realism. And ils 
technology, which it has dubbed CyberLife. 
will form the basis of a Windows 95 game 
called Creatures. due to be published by 
Warner Interaclive this September. 

Although endowed with the basic feel of 
the 5im-game genre. Creatures takes The 
concept much further. Each copy will come 
with a disk on which are stored Six egg~ 
each containing dog-like creatures called 

several generations. and influencing that 
development. Because Norns accurately 
mirror living organisms. they will not always 
respond to your stimuli in a predictable 
manner - you cannot force them to act in 
any particular way. 

Creatures will let you get inside your 
Norns. in addition to observing their external 
behaviour. You will be able to call up graph$ 
tracing their level of happines~ or 
discomfort. increase their metabolisms so 
they $pend more time looking for food and 
even watch the neurones m their brains 
conneCTing as they learn or as their heart 
beats. Micholel HolYWolrd. managmg dIreCTor 
of Millenmum. thinks that when enough 

A new videogame 
promises to lay 
the foundations 
for a revolution 

Millennium's CrHtures Is. cute slmua.tlon of IHe. from birth. throuch .dolescence. reproduction, .nd eventually to death. Behind the colourful 
craphics and doe-eyed d .. ,.derlHtlon is .n artifldallntelllcence technolocy which the company d.lms could revolutionise computinc 

The pet's eye view 
window enables you to 
see the world throu,.. 
your creature's eyes 

Norns. each one bred from a $peCial pool by 
Millennium. No two copies of Creatures. so 
Millennium claims. will contain Norn eggs 
with the same genetic make-up. 

To start the game. you take an egg and 
place it in an incubator. Once your Norn has 
hatched and worked out how to get out of 
the incubator. you can start interacting with 
it. by stroking or hiTting il. introducing it to 
objects in its environment and speaking to it. 

If you are lucky - that is. your Norn 
manages to avoid viral infection or attack by 
the other animals in its microcosm ( the 
nasty Grendels) - it will go through 
adolescence and then adulthood. changing 
accordingly. If you get two adult Norns 
running. they can mate and produce 
offspring. which will pick up the 
charaCTeristics you have instilled in the first 
generation of Norns. and respond to your 
stimuli in a more sophisticated way. The fu n 
of the game lies in observing the 
development of Norns over a period of 

copies of Creatures have been sold. players 
will start swapping Norns with each other 
over the Internet. and pledges that 
Millennium W111 post its own creatures. extra 
objects for their environments and even 
possibly new species on its Web site. The 
game's objeCT-oriented structure enables this 
level of customisation to take place with the 
minimum of fuss. 

Creatures is something of a Trojan horse. 
in that it allows Millennium to get its 
underlying CyberLife technology onto the 
market and thereby begin reaping its 
commercial potential. Perhaps the most 
fascinating aspect of the game is the 
mul titude of potential uses for the CyberLife 
technology. Hayward says: We basically have 
a heterogeneous neural net which modifies 
itself. In order to train neural nets to 
perform a specific funCTion. you have to go 
through thousands of POSSible inputs and 
outputs. answering "yes" and "no": CyberLife 
is. in effect. a self-training AI engine. ~ 

..t..fM .-~""""'Q:::: 

Detailed charts. such 
as this digestion .... aph. 
show how the creature 
makes decisions 



creGtutwS .... b .. s tM pI.y.r to 
eomine the Nom's MUI'III networtt. or 
Just dissect the br.ln Into components 

He adds. 'It (ould be used. for example. 
to give the playe", brains in a football 
compuler game. You could then play 
against a friend. and you would be training 
each of the Z 2 players as you played. Then 
you could send your team off 10 play on The 
NeT. and. playing against a ream with a 
different mode of play. it would come back 
with a new set of skills: 

Outside the games world. the potential 
applications of CyberLife are enormous. So 
enormous. in fact. that Hayward finds the 
prospect of embedding his technology 
rather daunting. 'Because we've made a 
game with the technology. we haven', built 
into it the accuracy required in real-world 
applications. The next stage is 10 creale 
supersels of (ybe-rUfe. We want to exploit 
the technology before anyone else doe$. but 
we're just an entertainment technology 
company from Cambridge - we can't do it 
on our own. We need to forge partnerships 
with other companies.' 

If you look at the sort of applications 
Hayward has in mind for CyberLife. you can 
see why. 'Say you want a sman search 
engine for a Net browser. At the moment. it 
takes 15 minutes to download everything 
and comes back with 87 hits. most of which 
are of no use. Imagine if you had a creature 
which lived on your machine, which you 
could teach 10 search for information on. 
say. microchips, and leave running in the 
background for days. The creature could 
email you when it has found what you're 
looking for. Traffic control systems are 

another application - a milk float might 
break down in Acton at 5.'30am and cause 
a chain of events leading to gridlock at 
Trafalgar Square at 10.30. Imagine if you 
had an intelligent set of traffic lights. each of 
which could talk 10 one set either SIde of 
itself, and which could adjust its timings in 
such a way as to keep the traffic flowing as 
fast as possible at all limes.' 

Hayward cites intelligent TV programme 
selection systems as another potential 
CyberLife application. and believes the 
technology could even end up embedded in 
household consumer electronin items: 
'Sharp, for example. has an intelhgent 
microwave - you can tell it what food you're 
pUlling in and it will cook it for the correct 
length of time. It took a long time 10 

develop. because somebody had to put every 
type of microwavable food into it and tell it 
when it was cooked.' 

Whether or not Millennium Interactive 
manages to find partners and make piles of 
money oUl of embedding CyberLife in all 
sons of unlikely outpOStS of modern life. you 
will be able to examine ils technology when 
Creatures ships, If the game succeeds. the 
spectacle of anificial1ife proliferating 
throughout the world's computer systems 
could prove fascinating. Hayward thinks that. 
'After several generahons of Norns have 
been bred. you might find types with 
distinctive characteristics emerging from 
different countries. say. French or Japanese 
Norns. It would then be interesting to breed 
Ihese with each other and see what 
happens,' Whether the anificial world steers 
clear of human phenomena such as £ 
war remains to be seen. however. 

31bit prices 
plummet 
Perhaps influenced by the 
imminent arrival of the 
N64, both Sony and Sega 
have dropped the prices of 
their 32bit consoles to 
$199 in the States. 

In Britain, the PlayStation 
and Saturn are now being 
sold, by most dealers, at 
f199.ln contrast the N64 
is likely to retail for $249 in 
the US (f200 in the UK) . 

Meanwhile, HMV are 
selling off 3DOs for f99 
and 3DO games for flO. 

luch the creatures 
how to interad with 
different objects, 
such as these toys 

By reactln, to different stlmulL such as pain (aboye), the creature 
learns Its way around the wortd, eventually ,aininl se" awareness 



Tne Jaua reuolution 
Imagine buying 
software for a PC 
and then running 
it on a Mac. With 
the cross-OS Java, 
non-compatibility 
may be an excuse 
made only by old 
megalomaniacs 

• Cyberdog" 

J!s 
Apple's 'document­
centric' CyberdoC his 
Just been released IS 
• final venlon 

T
he Internet, knocking ground for 'hip' media types and technophobes, is about to bite 
back, tipPing the PC market upside down. The brew that is Java has caused a 
sensation over the last few months, with the world's leading computer companies 

bending over baCKwards in order to incorporate this must-have programming language that 
will, as some see it, end the desktop PC revolution. 

It all started with a programming standard that would lessen the strain on the application­
driven Internet. With one program to browse, and others to look at pictures, sound, video and 
animation, the World Wide Web was a tangled mess of applications. That is, until Java 
emerged. Java enables browsers to incorporate applets (tiny applications), be they 
spreadsheets or videogames, that can be accessed through your browser's window. The applet 
will not strain the computer's memory and will simply arrive through an HTMl document and 
run. Embedded in the HTML text is a reference to two other files, the Java Class file, 
containing instructions and parameters for the said applet, 
and the actual applet. a stunning adaptation of the 
programmers' standard, c++. The applet, written in Java 
code, is an architecture-neutral, object-oriented, network­
savvy, interpreted, robust, secure, portable, high­
performance, multithreaded, dynamic language - to use 
all the buzz words at once. 

In a little over six months, Java has secured Sun 
Microsystems the deal of the century, by having Apple, 
Hewlet-Packard, Hitachi, IBM, Microsoft, Novell, Silicon 
Graphics, $un$oft, The Santa Cruz Operation and Tandem 
Computers all planning to incorporate Java into their 
operating systems. Meaning every application written to 
support a particular OS will be able to run on all the other 
OSs, that support Java, which from the list above is 
practically every computer on the planet. Netscape 
Navigator, the browser used by as much as 60% of the 
world's WWVV users, has supported Java for a little over 
two months and the impact has been astonishing. With 
Java technology coming out of the browser and into the 
OS, the world of computing will become one where 
software incompatibilities will be a thing of the past. 
Developers will be able to ship sofr.Nare, upgrades, 
patches and extra documentation via the Internet. 

• 
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Earthweb's Gamelan 
(pronounced Gamma-John) 
is one of the Indlnl 
Intemet sites for 
information on kwa applets 

Java was initially developed for the video-on-demand concept that had the likes of TIme 
Warner drooling in the mid-eighties. Under the code name of Oak, Java was a non-starter at 
first and public interest faded fast But when the emergence of the Web took its amazing surge 
in early 1994, the need for a Java-like program was met. Suddenly, millions of Net users were 
accessing the same data, on incompatible platforms, using several different software packages. 
Netscape's Navigator browser is, of course, doing great business, due to its ability to combine 
most of the Internet strands into one browser - newsgroups, email, the Web and plugins have 
guaranteed Netscape the support of a vast majority of the Intemet community. 

Other developers have started to cultivate tools to bring the Internet's entities together. 
Cyberdag from Apple is a prime example of this, using a 'document-centric', rather than 
'application-centric' approach to the many protocols required to use the Internet, as well as 
supporting Java. Apple's OpenDoc is a method of moving away from using big. memory­
hungry applications which have many features that users will never use. Instead, you use only 
what is required. OpenOoc is basically a collection of small applications. When you need to 
spell check something, you simply request it This way developers can concentrate on small, 
robust applications rather than battling the giants by trying to add more with each version . 

Microsoft is attempting to provide its customers with MlO approaches to the Internet. One 
uses Javo, the other uses Microsoft's Visual Basic Script, Internet Explorer, FrontPage, and 
Internet Studio. Microsoft believes some developers wi!! want to write applications for the 
browser only, while others will just adapt OS-dependent applications for distribution over the 
Net. The Microsoft strategy is to integrate its browser into the operating system so that it is just 
another window on the Pc. This unified intetface (code-named Nashville) provides common 
navigation and viewing capabilities, somewhat like the Cyberdog approach. 

Whichever company triumphs, this last 12 months will be written as a period where the 
computer industry was buzzing with Java. The heavies in the PC industry are refocusing 
their strategies to incorporate trends that the Internet is setting at an incredible rate. A 
platform has been set for worldwide development, and anybody can be involved. £ 
........................................................•.............. 

More info ... 
Sun H~nlS Is expandina 
its .l8Ya Intemet laneuate this 
month wtth aliehtwetaht .hv8-
bawd operattne S)mm. code­
named Kona. alq WIth a road 
map for ItS Hot.laYa dient 
dtwIopment erwtronment and 
the reIurR of sb: new das.s 
IlbrariH that Win prtrride APIs 
for such capabftttIes as sean1t1. 
eIectronk commerce and 
."._er 
communkattons. ICona win 
Interface betwHn smalJ.dmce 
.......... andJava 
applications.. and it win TUn on 
a varieiy of hardware 
platfonns. HotoroIa's CeflI.lIar 
lnfrastructuTe Group IS one of 
the first vendors to use Java for 
.ceIIu .......... _ 
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The Java Centre 
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gaming essay 

i 'liB Wall gamBs ougll"o liB 
Hi-octane games theory by Chris Crawford 

terms of my standard definition of 
interactivity (a sequential process in 
whidl_ interlocutor .~emoteIy 
listensl thinks, and speaks). V!Ihat Ire 
the II¥"'metries in listening. 
thinking, and speakingl 

Considering these three 
together, it should be obvious that 
the greatest source of asymmetry lies 
in the area of listening. and the least 
lies in speaking. This explains, to 
some extent, the design style of so 
many games currently on the 
market. Most listen poorly and speak 
well. The typical product gives the 
user very little to say or do, and then 
hoses him down with Mbs of audio­
visual extravagance. Thus, despite 
my incessant carping about 

Number 5: Conversing with computers 

........... The human listens 
through his ears and eyes, while the 
computer listens through its mouse 
and keyboard. The human has a high 
capacity for information absorption. 
Both the eye and the ear have a 
great deal of preprocessing software 
that makes possible high-bandwidth 
information reception. We're talking 
the megabytes-per-second of 
information reception capability in 
your average human being. The 
computer, by contrast, has lousy 
listening capabilities. The average 
person can, with mouse and 
keyboard, enter only a few bytes of 
information per second. 

excessive speaking and insufficient 
listening. the current level of 
interactive design reflects the 
asymmetric strengths of current 
home computers and consoles. 

But we must remember that 
there are two ways of looking at the 
problem of asymmetry: the ideal and 
the 'grain of the medium'. The ideal 
represents what we really ought to 
do, the grain represents the natural 
strengths and weaknesses of the 
me<&um. Good design pursues the 
Ideal while acknowledging the grain. 
The ideal of good interactivity is 
equal ~phasi5 on listening. 
thinking. and speaking. After alt, the 
quality of a conversation is based on 
the extent to which each of the 

Interaction is 
a process 
involving 
listening, 
thinking, and 
speaking. 
Videogames 
are good at 
speaking, but 
how come they 
are such lousy 
listeners? Chris 
Crawford has 
the answer ... 

[!] ne of the more vexing 
• problems in interactive 

design arises from the 
fundamentally asymmetric nature of 
the relationship between human 
and computer. Atl of our existing 
models of interlClion presume 
communication between humans. 
who are fundamentally symmetric. 
For example, my standard interactive 
model is the conversation betvJeen 
two people. Note, however, that a 
conversation creates a balanced 
relationship between both parties. I 
speak in the same language that you 
use; I listen with the same ears and 
in much the same fashion. A 
conversation is a symmetric 

~nl Heie's .r .. 
\he hum .. oulillrll!< !he cqot1pUlo! 
but not SO fIIg_ 11 wit~ 
ti~g. The computer can mdeed 
think. and in some dimensions of 
thinking - such as arithmetic 
computation - greatly outstrips the 

Computers have 

conversationalists listens, thinks, 
and speaks. If either person puts 
more emphasis on anyone of 

lousJ Iibtening capabiIitie~ . 
these areas, then 
the conversation as 
a whole suffers. In 

process involving two equal 
partners. If we remove the 
symmetry by giving all 

~he average person Ilith mouse 
the same way, 
participants in any 
interaction must 

or most of the speaking 
to one person, then the 

a nd keJboard can enter onl. a kew focus equal energy on 
alt three areas 
to do the best 
possible job. 

event is no longer termed a 
conversation; it is a lecture. 
And, of course, lecturing during 

b.tes Ol inlormation per second 

a conversation is rude, because it 
denies the equality of the listener. 

But the relationship between 
human and computer that we 
establish when we design interactive 
entertainment is fundamentally 
asymmetric - it is not equivalent to 
a conversation between two human 
beings at all. The computer is not the 
same thing as a human being. This 
asymmetry constitutes one of the 
major elements that impacts the 
design of games. 

I shall first recite some of the 
asymmetries at work. let's think in 

human. But in a great many other 
areas, such as pattern recognition, 
the human has a huge advantage 
over the computer. 

Spealdnl Here is the one area 
where the computer approaches the 
capabilities of a human. At my best. 
talking and gesticulating. I'm able to 
generate Mbs of information per 
second. A computer can't reach that 
output rate yet. but it's getting dose. 
A fully animated display with sound 
or music gets us up into the 
Mbs/second range. 

But we 
must also acknowledge the 
pragmatic issues, too - the computer 
is a lousy listener and a fascinating 
talker. It is easy to get the computer 
to speak welt and very difficult to get 
the computer to listen well. 
Therefore, we must expend more 
effort on the problems of designing 
good listening than on designing 
good speaking. This is the only way 
to achieve an effective compromise 
between the pragmatic 
con5iderations and the design ideals. 

To see how welt we are doing. 
it i5 necessary to examine the 



success the industry has had in 
designing good listening. I have to 
say, we're doing a terrible job! A 
good way to assess the quality of the 
listening experience is to translate 
the commands of the game into 
verbs. For example, Doom offers just 
a few basic verbs: turn left, turn right. 
go fOlVllard, go backward, slide 
sideways, fire, change weapons. 
That's Doom's entire vocabulary. Not 
very impressive in terms of quantity 
of listening. is it? Or consider another 
btg hit of the last year, Myst. This 
game offers an even more limited 
set of verbs: 'go where I clicked', and 
'operate whatever I clicked upon'. 
True, these verbs can mean a variety 
of things given the visual context. 
Thus, 'operate whatever I clicked 
upon' can mean 'open the door' or 
'throw the switch' or a variety of 
other things. So it's not quite fair to 
say Myst has only two verbs. But it 
certainly doesn't have very many. 

What's particularly sad about 
this is the situation has become 
worse, not better. In the last year or 
two we've seen an explosion of 
multimedia products whose listening 
powers are even worse than those of 
most games. Many of these games 
have little more than 'go to the next 
image' and 'go back to the previous 
image', plus a few embellishments. 

What do we need? Obviously, 
we need to improve the listening 
skills of our designs. What, precisely, 
does this entail? 

The brainless answer is that we 
need richer languages of expression 
for the user. We've got to give him 
better things to say, and above all, 
more verbs. But this raises a nasty 
problem: how do we increase the 
number of verbs without losing the 
audience in a maze of restrictions? I 
am reminded of Civilization, a game 
with a fairly rich set of verbs that also 
sported a 200-page manual. It would 
seem that we have a dilemma here 
- either we give the user a paltry 
verb set or we bury him or her under 
a weighty tome. 

There are three ways out of this 
dilemma, and we'll end up using 
some combination of all three. The 
first is to build audience expectations 
of the user interface. This is 
something that Macintosh users all 
understand, and DOS users just 
never got The Macintosh has a large 
array of user interface standards that 
all programs (except those from 
Microsoft. naturally) adhere to. For 
example, Command-Q will always 
quit an application; Command-W will 
always close the topmost window; 
Command-P prints the document 
and Command-S saves it. The close 

box, scroll bars, and menus all have 
defined meanings that every 
Macintosh user quickly learns. The 
result is that Macintosh users can 
pick up a new program very quickly. 

As game designers, we must 
recognise our own responsibilities 
here. whenever somebody designs a 
game that has its own custom 
version of scroll bars, or close boxes, 
or whatever, that diminishes the 
standard. So it's important that we 
all hang together on user interface 
issues. If there's a standard way to 
approach a problem, use the 
standard way. Rely on your own 
custom design only if you can prove 
to a sceptical observer that it's 
superior to the standard method. 

The second method is to rely 
on the natural linguistic skills that all 
people have. Use linguistic structures 
where possible. Think in linguistic 
terms. What's the subject. the verb, 
and the direct object of this 
command? Present your interface in 
linguistic terms. 

The third method is to throw 
some computer resource at the 
problem. After all, we have no 
difficulty throwing computer 
resource at graphics-based 
problems. We use Mbs of CD space, 
and megacydes of CPU time to 
come up with the sexiest graphics. 
Why not throw some of that 
resource at the problem of listening? 
For example, if you used a menu 
structure that presented the player 
with English sentences describing 
the player's options, then you could 
offer the player about a million 
different verbs with the expenditure 
of only 30 Mbs of CD storage space. 
Think of what you could do with a 
million verbs! That's twice as many 
verbs as there are words in the 
English language. True, there are 
other problems to consider (who's 
going to design all those verbs, for 
one), but the basic point - that 
expenditure of resource opens up 
doors - remains valid. 

Finallv 
" a thought on the 

copy that you find written on game 
boxes . .. Jason Kargill sat alone at a 
table in the darkest corner of the 
little cantina. His fingers nervously 
caressed the handle of the laser 
blaster strapped to his hip. Through 
eyes narrowed to slits he watched 
the steady stream of customers 
coming and going. They widened 
slightly when the Zlarix walked in. So 
this was the one he'd been waiting 
to see all this time. This was the 
partner who would teach him to be 
a . . Starlane Raider! 

How many times have we all 
seen opening lines like these on our 
games? Dripping with purple prose, 
the text shouts romance, excitement. 
and adventure. It makes you want to 
buy that game, rush home, and enter 
the colourful world it promises­
which, of course, is the whole 
purpose of the prose. 

There's a problem with this, 
though. Have you ever noticed that 
the game you play really has nothing 
whatever to do with the text? You 
don't get to nervousty caress the 
handle of your laser blaster; instead, 
you jerk your cursor all over the 
screen and blast hundreds of little 
green monsters over and over and 
over. You don't narrow your eyes to 
slits as you watch whomever. You 
don't betray your expectation 

y 

when your new partner walks 
through the door; instead, 

~he t ypical ame 

you wander through long. 
confusing mazes in 
search of obscure 
puzzle parts. 

Do you see the 
difference between the 
purple prose and 

give~ the user ver. 

little to ~aJ or do, 

and then ho~es hi 
the game? The 
purple prose drips 
with overdone 
emotion, but the 
game doesn't 

dmln '.:i th megabJte:; 01 

audiovisua l ext r ava a nce 

have any emotion, just a lot of logic 
and action. Isn't that odd? If our 
opening text were more honest 
about gameplay, it would read like 
this ... Jason Kargilllooked in front of 
him. Streams of odd-shaped blue 
things with big teeth appeared. He 
pointed his laser blaster frantically 
around the room, blasting them. 
They kept coming. bigger and faster, 
and, he kept blasting. Then there 
were green things with bloodshot 
eyes, and he blasted them, too. After 
a while, they stopped coming. so he 
walked into another room where he 
saw a bunch of orange things with 
claws, he blasted 30 or so, then 
walked into another room .. 

This would be a lot more 
honest, wouldn't it? This would really 
communicate what the game is 
about. So why do we need that 
other kind of introduction? For what 
deficiency in our games does the 
original text make up? Games 
players are really like little kids on a 
tricycle. We pedal our tricycle 
furiously, shouting 'Vroom!' at the 
top of our lungs, and 'Here comes 
the fire engineF It's all good fun. 

What's really odd, however, is 
that as we continue to grow older, 
instead of actually building fire 
trucks, we just keep building £ 
bigger tricycles ... 
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Though perhaps difficulT 10 believe 
nowadays. there was a time when 
programmers enjoyed true fame WIthin 
The videogammg fralemlly. Ten}' 
(roWfher was ont such figure. a 
(Od~'Tnlh who. aloncside figures such M 
Jeff "mlu and Arc:hrr Pb,(lun. was 
creating games almost slltel~kandedly, 

'lde was a 101 Simpler thrn: admitS 
(rOWTMr. 'ProJects were smaller and 
faster to wnle - after all. we only had 
64K IQ play With. BUllhe mdustry has 
change-d for the beller - only the other 
day I was lookme at $(Imf old prOJect$.­
and aren't rhtY bad!' 

Crowther made his name w1Ih the 
(64 (o~nlon of Wanr~: Hanry Mole. 
and de"tloped hiS craft WIth onglnal ab" 
lilies such as SUIcide ExprtSS before 
moving on IQ The Am1ia in 'he lare 
tlghllt110 (Ttc)fe the awardwmning 
Caplllfe. Hore rKently he's dt1IQned the 
10 engine used In Grtmhn'~ lal~1 baICh 
of PC and (onsale htlfS. .ndud.ni RHlms 
of th~ HauntIng t ~ pa,l" "') I, wtnch hl" 
(On~lders TO be Ihe b~T Th.ng he'~ 
worked on. The ureu level~ are 
.n(rM~.ng on ROTH the projecT I~ huat. 
With ~o many dls(lpllnn 10 pull togelher. 
but The final result IS euaranteed TO 
Imprns everyone 

DespITe hIS endorvment of modern 
videogame!... co-workers YIII re<ogmw an 
eighties coder when rhey se-e one. As Tn 
Htalon. !.Oltware manaaer al Grtmhn. 
told Ellllee. 'He works all "'ihl and rarely 
iels up before lunch hnW. Ht's deflmtely 
from the old school of proerammers: 

50 what kttps 'oId school 
proarammers' hippy thtst days? 'A good 
lamt for ml' IS ont" I can II'#t .n. Thl' 
MM Slarled Wdh DufllHlt Haster, and 
forced me 10 play all fhe eood clonH. 

Tht lasIaame 1 tntoYH WlIS so aood 
rw foraotttn the name. It was a 10 role 
playtne pme. and kept me happy £ 
t ........ · 
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After cuning his teeth al the now gone and larg~y fOTiollen Mirrorsoft in The eighties. Se." 8n nnan has spenllhe last few years addmg real bile 10 """ 
The produCl portfol1o and consIsTently controverslol markel'"B campaigffi of Virgin InleraCllve EnTeTlammenl. As European deputy managmg 
direcTor. 9rennan Ovtrset5 much oflhe day-to-day running as well as STraTegIC development of one of the largest gamts publishers 10 The world. 

The key 10 his succesS is probably a strong marketing background coupled With an appreCIaTIon thaT Ifs products. nOI posters. Ihar really count. 
Onginal IHles such as Command & Conquer and Xreamer. plus long-Term dIstribuTIon deals With prf'stlglous labels such as lucasAm. and Capcom 
hayE' kepI The Virgin brand al the leadmg ed~ a~ much as ar Ihe lop of rhe charts, Thai s':lId, rhe campaigns that have supported rhe producrs ha~ 
garnered as much anenflon, praise and cnllmm as -eny rosier of games, The CdC billboard campaign fearured a giant rogues gallery of 'great' 
dictalor.. above the words 'PrtyIOUS High Scores' 'Jacques Chlrac was later covered up at the IOsl!otence of the ASA after complalOts from angry 
French palnols aboullhelr pr~ldenl being lumped With Hitler, Stalin, and a dozen or so more of history's charmer.. I. The number of complalOts 
rect-JII'ed was unpre<edented In the ga~ maricet - but then so were Command d Conquer's \al~ - 525,000 across Europe on CD·ROM alone. 

RaCing game Scream" managed 10 take the shock taCTics one STep further. featunng an upturned wreckage and The tag hne. ·Every Christmas 
The Roads Are Full Of Mad Men. Join Them: Brennan \aId recenTly. however, thal he was bored with Ihe shock approach and Will unveil £ 
several new dlreClions In marketmg 10 support forlhcommg allraCllons such as Heart of Darkness and Red A/en. 

1'; . ....... 
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Art and IKhnololY art no lonaer mutually exc1us .. "t. OM' 
man bnname them toae-IM' IS cyber artl~l. Will .... a... ..... 

A araduatt of the Ruskm xhool of DraWl", and Fine Art 
al Olcford Un~lty, Lalham jOined IBM of all places - as a 
research fellow In 1988. His mterHIS al art Khool had 
always been tn natural h~lory and evolutionary life forms 
and al IBM he beean to dt'¥t'lop h~ Ideas of orlanlc. Im"l 
art through the use of computer animation t«hnol •. 

With the help of programmer. Stephn YM4. and a 
smallenl'\ll of chaO$lheory. uuham developed the Mu,ator 
Engine. a pte<e of PC software whICh could product panflnS 
and fraClals thaf chanee and evolve. like hVlna organisms. 

Last monlh Larham rtleased Orgamc Art. a CD-ROM 
whIch allo~ PC usen to crtate thelT own evolving, 
ammatme orgamc: \tNCtum. The user Simply mpuls a baSIS 

.. sha~ t ~ 11 a slar. cene. hearl or sphere. et( I. defin~ 'IS 
panPm of mohon and ,hen sel~ if movmg. The rewlt I~ a 
~ynlhesls of L...tharn·s own art - sWlrhng oreamc forms 
whICh muhlply, fade and flounsh as If follo'Mne some 
Darwmlan formula. 

Lalham's achl~menl has been 10 ttl compul~ 
ammal10n t'Slabhsh~ a!o a 'nable arTform. He has MId 
dozens of exhiblltons worldwide IIlYOM"I work dewloped 
USIng Mutdtor. and Ihe HahOnal Film Thea"e u!'HMd • 
relrospeCllve ot hIS work IMf )'t&r. Latham 15 CUfT!'nlly 
exhlbnmg allhe Terrace G.II~. HarrNood house. £ 
wllh bio"arllSl ZaN HittlMM (see Dartbook). 

:Qrofi 
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hen Charles Cecil first 
started playing around 
with computers. they were 
barely more complex than 
calculators. with touch-pad 
keys and linle more than 

1 k of RAM. Revolution was nothing more 
'han a twinkle in the eye, until the Atari ST 
arrived. and dragged the home computer 
market into the nineties. Lure of 'he 
Temptress was released by Virgin in 1992. 
and Revolution was born. as it happens. 
from the ashes of Hirrorsofr. which sank 
along with its owner. media tycoon Robert 
Maxwell. Two years later it scored another 
hit. this time on the Pc. with the 

From squeezing a 
chess game out of 1 k 
to spending f 1 million 
on its latest project, the 
team behind Broken 
Sword has seen all 
aspects of 
videogaming. Edge 
talks to its director 

Bladerunner-esque Beneath a Steel Sky. 
Two years down the line. Revolution is 
pUffing the finishing touches to what it 
hopes will be the adventure game of the 
year. Broken Sword. Edge met up with 
Charles Cecil. company director, at the 
Revolution office in York. 

Edge You've been in the games busmess 
since It began in Ihls counlry. How did 11 all 
Slart for you? 
(( When [ left school in j 980 [ was 
sponsored by Ford to go into engineering. I 
met Richard Turner, who had just set up a 
company called Artic Computing. and he'd 
written a few games for the ZXBO and 



ZXB L We wrote some superb 
games for it. including ZX Chess 
(in 1 k J. (an you believe it? 
1 kl We also wrote a Galaxians 
game. We called it that. loo. as 
you didn't have to license 
anything in those days. You just 
called a game anything you 
wanted. Then I started writing 
adventure games - Ship of 
Doom. E5pionage Island and 
lncd Curse. and they sold 
incredibly well. We used to ring 
up WH Smiths and say. 'How 
many do you want 10 buy?' and 
then we'd call up the 
duplicators and tell them how 
many we had sold. and they'd make that 
many. No overheads. It was great. When the 
Spectrum 48k came along, you (ould sell 
about as many as you (ould make. 
Et!&< What happened to Amc th.n? 
CC For one reason or another. the company 
was talked inlO going into a TV advertising 
campaign. and the whole thing was a 
complete disaster. The adverts were 
dreadful. and it cost an absolute fortune. 
Artic recovered. but by then the Oceans. the 
US Golds. and everybody else came in with a 
lot of money and a lot of professional 
marketing. and changed the industry 
completely. In 1986 we deCided to call it a 
day. After that. we were approached by US 
Gold to do a game called World Cup 
Carnival. The packaging was superb, wilh 
linle flags and wall charts and everything. 
but unfortunately the game really wasn't as 
good as the packaging, No review copies 
were sent out until it was on the shelves, 
and it sold very well. Artic was then turned 
into a kitchen design company by Richard. 
Eq. Eventually. you .nded up as a 
Dev.lopm.nt Manag.r at US Gold. How did 
you get from there to Revolution? 
CC That was in 1990. Development wasn't 
seen as particularly important then. Sales 
and marketing were of far greater concern. 
Then Activision offered me a job, stressing 
the importance of development. We did a 
really nice 3D game called Hunrer on the ST 
and Amiga. After that, the US office went 
bankrupt, which gave me Ihe chance to set 
up Revolution. with our own money. 
E .... A Iittl. dill .... ntto th. way It's all don. 
now. How do you think that has changed? 
CC It's far tougher now than it was then. In 
those days a game cost $30.000 and now it 
costs a million. You need all the best 
musicians. the best artists and the best 
people 10 do it. Broken Sword cost a 
million. But then. there's more animation in 
thi~ game than in a feature-length Disney 
cartoon. For the music, we're working with 

Barrinlton Phelong. who did the music for, 
amongst other things. Inspector Morse. A 
very eminent musician, he's writing the 
equivalent of three film scores' worth of 
music for the game. The sound effects are 
done by a company that did the sound for 
all the Peter Greenaway films. Gone are the 
days of ringing up some guy in his bedroom 
and asking him to create a few sound 
effects on his (asio organ. 
EqeJf you could sum up th. Revolution 
philosophy. what would it be? 
CC To write games that play really well, and 
support them with high production values. 
Completely the opposite of the mteractive 
movie. When we see interactive movies, 
we're slightly ashamed that we write 
computer games. 
E .... What would you say is th. probl.m 
with th.m? 
CC People who write interactive movies feel 
ashamed that they're wriling videogames. 
and would rather be making films. At 
Revolution. we're completely the opposite to 
that. We're really pleased with what we 
produce and we want to make it bener by 
using the talents we can find from the film 

interview I 

were views from 
underneath the characters. 
but if you think of a sprite 
enlarging and contracting 
as it goes in and out of the 
screen, you can't change 
the perspective, only the 
size of the sprite. unless 
you're working in 10. 
We're pretty dose to doing 
it, though, We also 
deCided to have parallax 
scrolling. because it brings 
the screen alive, That's 
unique in this industry in 
adventure games. 

Et!&< Do you see Revoluhon 
ny;ng 30 sometime soon? 
CC We will. ultimately, go down the 3D 
route, but we are currently aiming for a very 
specific group of people and we hopefully 
appeal to the hardcore gamers. but also to 
a wider audience. 1 don't think reallime 10, 
as it stands at the moment. creates graphics 
that look good enough. Great for hard core 
garners, but 10 the Wider audience, we don't 
think it's good enough. Yet. 
Eqe Do peopl. need a specific ref.rence 
point to enjoy games. if they're not your 
hardcore gamers? Broken Sword is easy to 
relate to, for example. because it's like a 
cartoon. something we're all familiar w;th, 
CC I don't think it's so much a specific 
reference point. In terms of games. there 
are Ihree. what you might call. reference 
points, They are the sprite, the cartoon and 
th. 10 mod.1. The 10 mod.1. .tthe 
moment. does not look convincing enough. 
and the sprite looks too pixellated. What 
we've done is move the sprite into high-res 
and merged it with the cartoon, There is a 
fourth one. and that's real actors. but that 
ruins everything. I think that everyone, for a 
while, thought that was the answer, but it's 

People who write Interactive movies feel 
ashamed that they're writing vldeogames. 
We're completely the opposite that 

industry 10 support the gameplay, Our layout 
guy came from Don Bluth, for example. 
E .... How is this refI.cted tn the ftnal 
eam.? Can w. t.II? 
CC We had long discussions about how best 
to make it look as good as possible. There 
were certain things we went for, such as a 
very low viewing angle. to make things 
more dramatic, because the higher the 
viewing angle, the less impact the scene will 
have, Obviously. what we really wanted 

not. Nobody can come up with an interface 
thal delivers good gameplay. Under a Killing 
Moon didn't work. neither does 11 rh Hour, 
Eq. Delphin.s Fad. to Black had a pretty 
Rood stab at combining the two. don't you 
think? It was 10. but had a very cartoon 
sort of a feel. 
C( I quite liked the game, but I felt that one 
thing they did completely wrong was in the 
use of the moving camera, They did it 
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because they (ould. not because it was 
needed. We've all been brought up with 
Hollywood. and we all know that when a 
camera moves. it means something. and 
then when you get a bit of music it means 
something, and what they had were camera 
moves where we were trained. by 
HolljWood. 10 expect something to happen. 
But then. in the game. nothing did happen. 
After a while. it gets on your nerves. We've 
used people who undeJ'5tand the language 
of film, who understand what it means to 
do something like that. so that when we do 
it. it's appropriate. 
Edge What do you think of some of the 
other UK software houses? Who do you 
have the most respect for? 
CC You have to say Bullfrog. Although. Peter 
has never really surpassed Populous. I think 
that was a work of genius. Pure genius. That 
was creating a genre - the god game. That 
was phenomenal. The other company I 
really like is Sensible. because they don't 
really give a shif, They were the real kings 
of the Amiga, and they're trytng to crack the 
PC now, but they always have fun, and they 
alwa)'!l choose gameplay over graphiCs. 
Edge What about worldWIde? 
(( LucasAns, of course. because of their 
extremely high production values. But I do 
think that when you look at The Dig. you 
realise they haven't really been keeping up. 
Also, I think Full Throrrle dIdn't really 
deliver either. Monkey Island and Day of the 
Tentacle were ground-breaking adventure 
games, and they really pushed the genre 
forward. I don't think Full Throtrle did that. 
Edge With Broken Sword you're really 
going head to head WIth LucasAns. What 
makes Revolul1on beller? 
(( lucasArts are very good at that Jokey. 
slightly ludicrous game, If you want 
something that's still humorous, but has got 
a more serious story, then you come to us. I 
think there's no doubt that, technically, 
we're way ahead of them. because they 
haven't even done anything in hi-res yet. I 
think our interface is better. and the story. 
too, is more complex and detailed. You 
need to judge for yourself whether the 
animation IS beller. naturally, 
Edge What would you say are the specifiC 
strengths and weaknesses of UK developers? 
CC We have excellent gameplay, but we 
don't have the production values of the 
Americans, That's number one. The second 
point is that we don't polish the games 
enough, People here seem prepared to 
accept something rhar isn't quite polished, 
whereas in the States they just won't accept 
it - they would rather buy a highly polished, 

inferior game than a slightly rough, superior 
game. With Broken Sword we could play 
the game from beginning to end before 
Christmas, and we've spent the last few 
months polishing the game. If we're not 
happy with something, then we go back and 
we do if again until it's perfect. Anyway, we 
want the Americans to buy it too! 
Edge What do thmk of the hype that 
surrounds games such as Quake? 
CC Well. look at Rise of the Robots. and you 
can see how well a game can do on just 
hype alone. Ifs very important. A statistic 
that I heard the other day said that 
something like the top 1 % of games 
account for over 40% of the sales. Even if 
you've got a really good game, if it's not 
perceived to be in that top 1 %, it's not 
going to sell. 

Edge All your 
development IS done 
on the Pc. What would 
you say It does well, 
and what does it 
do badly? 
(C There are no 
standards. That's the biggest 
problem with it, Windows 95 is great for 
us. although we're a little disappointed that 
the take-up has been so low, The OirectX 
stuff IS great. and it WIll help to bring about 
a standard for developers to work with. 
Another problem with the PC is that it can 
be very difficult to get games to run, due to 
configuration problems which. again, 
Windows 95 should put a stop to, 
Edge If you could change the PC yourself, 
what changes would you make? 
CC Well. there are two things I would 
change - the processor and the video card. 
I'd like to bring the two together more, At 
the moment, you can buy a Pentium. 
thinking your games will fly, without 
realiSing it may have a terrible video card. 
That's where some companies cut costs, 
There should be some standard to bring 
them together, so that when you buy a fast 

Pc. you're also buying a fast graphics card. 
Edge How would you relate the specific 
advantages of the PC to Broken Sword? 
(( We really do push the Pentium 
processor. To get the best out of the game, 
you really need a Pentium. We've got these 
huge parallax layers that demand a lot of 
processor time. We're using the PC to write 
something that looks as good as a cartoon, 
wilh so many animations and layers, The PC 
has the RAM to do all that in realtime 
without flinching. and adventure games are 

something thar it does particularly well. 
Edge Will you be prodUCing a console 
version of the game? 
(C There will be a PlayStation version, 
The only real difference will be the 

resolution. and other than that 
it should be equally as 
good. Ifs not just a 
question of poning it over. 
either, because I don't 
think PlayStation owners 
will accept just a straight 
port. So. we've given a lot 
of thought to how best to 
control the game. because 

you can't just have the 
joypad emulating the mouse. 

You've got to be smaner than that. The 
PC and the Mac are cenainly the lead 
versions. though. 
Edge Is If harder for you to develop for the 
PlayStatlon than for the PC? 
C( No, it's remarkably easy, Sony are very 
supponive. You can call up rheir technical 
people who, if they can't help you over the 
phone, wil1 take your code and look it over. 
and come back to you, 
Edge You're not going to be doing a Saturn 
version, though? 
CC I'm not sure I should answer that one. 
We believe the Saturn market is more 
directed towards shoot 'em ups and beat 
'em ups, and is not real1y the right market 
for rhis kind of game, Broken Sword is a 
complex game, with an involving plot, We 
think it's ideal for the PlaySration market. 
Edge How long do you spend preparmg the 



storyUne and plot for an adventure such as 
Broken Swordl 
CC Ages. To us, the story is absolutely vital. 
That and character development. Both 
myself, and the lead writer, Dave Cummins, 
have attended a film-writing course about 
how to write scripts and stories, How to 
send the right signals, We also had our 
sCript read through by a senior BBC script­
writer. I think that what we're wri ting is the 
next generation of story telling, I think we 
should compete directly with cartoons, 

Revolution's polentAlly LucasArts-butlnl 
Broken Sword Is • hi-res, JYnlln-scroIllna 
poInl-.nd--dkk .rude aciventUN 

E4ce It's quite an Int ..... ~ng exchange. FMV 
games seem to have Hollywood people 
trying to learn eame techniques. and here 
we have garners learning Hollywood skill~ 
CC Yes, But if you want to watch a movie, 
you want it to just lap over you, Interactive 
movies will fail because people want to be 
told a Slory. They don't want to interact in 
that way. I have heard people say that 
stories are inappropriate for games. but 
we're telling a very strong story that would 
stand up equally well as a film or a book or 
whatever, and present it in a different way. 
We're adding 10 the gameplay with our 
knowledge. not detracting from it. 
Eqe What do you gain from not using full 
motion video? 
CC We have lens of thousands of sprites in 
Broken Sword. You have the general 
animations. where you're walking around, 
and then you go into special sequences. and 
to film all that would be impossible. There 
are too many combinations. What you need 
is the flexibility to be able to draw the 
inbetween frames and by using live actors. 
you lose that flexibility. It's something we're 
particularly proud of. the way we have 
generic animations seamlessly linked to 
hand-drawn cartoon animations so that. to 
Ihe player. the whole thing just flows. 
E4ce Wasn't that tricky to develop? 
CC It was, but it's something we've been 
working on all the way through, since 
Beneath A Steel Sky, A lot of our tools are 
written specifically to bring the two together 

properly. With Steel Sky. we'd written a 
great game using 'mega-characters', as we 
call them. Characters that exist on the 
screen. and that's the key to our whole 
system. When they walk away, you can click 
on them. and they'lI turn around and walk 
back to you. Everyone else, without 
exception, has sprite sequences, so a guy 
walks off and he's gone. If we'd have tried 
to write Broken Sword from scratch, we'd 
have been in trouble, There would be so 
much 10 learn, 
E4ce Broken Sword has a pretty complex 
plot. based on the Knights T emplar stOI)'. It 

seems a very popular idea. what wUh 
Mindscape's Azraef's T~ar and 

Infogrames' Timegat~ doing the 
same thing. Who started it? 

cc We didl Three yea~ ago, In an interview 
with Generation" in France, I very foolishly 
mentioned that we were writing a Knights 
Templar game. J have no doubt at all that it 
was copied from there. but because we've 
taken so much time over It. making sure it's 
right. we've been beaten to it. We've based 
the whole story on Ihe histoncal facts. after 
doing painstaking. but extremely interesting, 
research inlo the Knights Templar legend. 
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their background parallax layers and 
their foreground parallax layers. and they 
look amazing. On the animation side. 
there's a lot more compleXity. Everything 
that you do has its own animation, unlike 
other games. where you just have a 'picking 
up' sequence. for example. And the music. 
of course. 
Eqe From Barrtngton Phelong_ 
CC Yes. He's great. because his kids are really 
into computer games. and he's seen a lot of 
them. He couldn't work out why the music is 
always so awful for every game he's played. 
50, what we've explored here IS Interactive 
music. where you can send clues to the 
player through the mood of the piece. For 
example, the fi~t lime you explore the 
sewer. you gel a menacing music, but when 
you come back later. you don', need that, 
because it's familiar now. The music 
changes in accordance With Ihe player's 
knowledge and actions. 
Edee Broken Sword looks vel)' much like a 
cartoon. Does it worry you that it might be 
considered too 'young' for the PC market? 
CC Well. that's where the marketing comes 
in. It's a very good point. Akira was a 
phenomenal carloon. and before J saw that 
I thought that cartoons were for kids. I 
think that. through ani me, we've been 
educated that cartoons can be for adults. 
We need 10 ensure people don't assume it's 
just for kids, 
Edee Wha!"s next after Broken Swordl 
CC To look very critically at Broken Sword 
and say. What can we do 10 lake thiS to 
another level?' What we're not gomg to do 
is churn oul a load of Broken Sword spin­
off games, Every time we do a new game 
we want it to be that much better than the 
last one. A combined use of 2D and 1D is 

the story Is absolutely vital We're writing 
the next generation of story telUng. I think 
we should compete directly with cartoons 

E4ce How will Broken Sword be different 
from YOUT previous games? 
CC The puzzles are a lot beller, for a start. 
They're all complelely logical to the plot. so 
no ludicrous brain-leasers. I've never 
forgiven Monkey Island for using the 
compass on the key - there was a key that 
you should have been able to reach. but you 
had to use the compass to get it. Terrible. 

From the layout point of view. we've 
got away from boxes within boxes, and 
they're all drawn by very experienced artists. 
and it's all in hi-res. All the screens have gOI 

one way to go, certainly. Exploiting the new 
graphics cards that are coming out. and the 
OlrecrX technology. 
E4ce Will you be developing for the 
Nintendo 64? 
CC I think everybody laughed when they 
announced the system would be out for 
Christmas 1995. and now it looks as if we'll 
be lucky to see it by this Christmas. We were 
talking about hype earlier, and all of these 
consoles put so much hype about, and I'm 
so long in the tooth now, J don't .-EO 
believe a word of it until I see it. CIE 



pre screen 

Nintendo's premiere entry into the 'next generation' of 
videogaming readies itself to destroy the 32bit opposition 

SM64 is 
easily the 
best example 
of how. 
when used 
cleverly. 3D 
technology 
can open up 
exciting new 
diredions for 
gameplay 

Format: Nintendo 64 
Publisher: Nintendo 

Developer: In-house 
Release date: June 23 

Origin: Japan 

ust as the Electronic 
Entertainment Expo 
yielded the fir>! hard 
evidence of a catalogue 
of Nintendo 64 
software, more than 

anything it provided conclusive proof, if 
any were needed. that Nintendo's 
intemal Japanese division mak.es the 
world's best videogames. 

Almost by default, Super Maria 64 
became the game to illustrate this better 
than any other. Attending a press 
conference on the day preceding the 
show, Edge WItnessed a candid and 
forthright demonstration of the work that 
has gone into creating what NCl 
chairman Hiroshi Yamauchi cited last 
November would be the 'best 
videogame ever created'. In direct 

11te NU's hIIrdw.re effects smooth out .ny pixellMlon. _h.ndn, the 
cartoon·feeI. As do neat touches such as Mllno openlnc _ Jock (Inset) 

By jumplnc Into this forebocIl", pool. Malrio Is transported to • new 
.ru ohhe ,.me. The IIchtlnC on the rippll ......... is breatht.kI", 

contrast to previous NOA conferences, 
Nintendo hooked up a console to a giant 
videowall and left it to NOA employees 
from i·s internal 'treehouse' development 
division to take the game through its 
paces. Needless to say, jaws dropped, 
pupils enlarged and gasps of amazement 
issued from the crowd. 

Succinctly termed 'a delightful 
videogame' by NOA chairman Howard 
Lincoln, the completed Super Morio 64 
is an astonishing achievement on many 
levels. Most significantly, it is easily the 



th" dj,,,",,. ~:r,~!~~r •. h~ .the desert do not have to be depth cued. Here the 
A swooping vulture steals Mario's ClIp (right) 

The versatility of the 3D 
. engine can be seen in 

the vast array of events 
that fill the game world 

best example of how, when used 
intelligently, 3D technology can open up 
exciting new directions for gameplay. This 
is no 20 game given a copious lick of 
texture-mapped paint, it is a fully fledged 
excursion into a truly immersive 3D 
world. Considering Nintendo has built its 
business working solely in two 
dimensions it represents perhaps its 
single greatest innovation. 

As well as furnishing SM64 with all 
the charisma, charm and immediate 
appeal of Mafia games past, Nintendo 
has also managed to ensure fresh 
gameplay is at the core of its next 
generation assault Utilising its new 
analogue controller, Mario is now more 
manageable than ever before. Nudging 
the central joystick slightly forward makes 
him tiptoe, while pushing it further still 
will make him walk and then run. This 
negates the holding down of a button for 
speeding Mario up as in previous games, 
making the control mechanism 
wonderfully intuitive and fluid. While the 
nuts and bolts of the gameplay remain 
true to the Mario lineage, the astounding 
execution makes this feel genuinely new 
and exciting. 

For a videogames company with an 
almost anti-graphics philosophy, 
Nintendo has crafted Super Moria 64 
into a seriously beautiful game. No doubt 

with a bitter-sweet taste in its mouth 
from its US launch of the SNES five years 
ago (when Sega placed Sonic the 
Hedgehog side by side with the distinctly 
functional-looking Super Moria War/d), 
Nintendo has taken the time to make 
sure that its 64bit launch game eclipses 
the competition. Judged on almost every 
level, there's a world of difference 
between this and Sega's and Sony's own 
3D platform contenders, Nights and 
Crash Bandicoot. 

SM64's most immediate visual 
strengths are in the quality of its texture­
mapping and colour resolution. Running 
at well over 3Ofps, the N64's screen 
provides a hi-res-like, despite the game 
running in the machine's lowest screen 
resolution of 256x224. The texturing 
itself looks far more impressive than 
when shown at the Shoshinkai show last 
November (some textures, such as those 
on the walls, have been completely 
redrawn) while the sheer scale of some 
locations is staggering. Nintendo has 
used large polygons (without any of the 
distortion seen on the PlayStation and 
Saturn) and the machine's 'load 
management' ability has been used to 
create a long and wide depth of field. 
Hence, many of the sections in SM64 
stretch far into the distance creating the 
illusion of large, unabridged 

Nintendo 
has crafted 
Super Mario 
into a 
seriously 
beautiful 
game - the 
graphics 
simply 
eclipse the 
competition 

Mario's adversaries of old make full thre4Mlimensional appearances In SU!'!, Mario 64's wor1d. 811 Boo fades in and out of view effectively as he 
prepares an attack (above left). A tethered Chomp bares Its teeth (above "pt) as .rlo traverses the lame's eye-popplnl outdoor sections 
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SMUs in-lame gmer. 
Is adjustlible to provide 
the most conyenlent 
view of the action 

One brilliant 
sedion sees 
Mario 
agreeing to 
enter a race 
around the 
castle with a 
giant Koopa. 
only to 
succumb to 
some blatant 
cheating in 
the form 
of taking 
short-cuts 

environments. This is the key graphical 
advantage that both SM64 and 
PifotWings (see page 32) have over all 
PlayStation and Saturn software so far. 

To illustrate this further, in one scene 
Maria enters an Egyptian pyramid to be 
faced with an enormous room (similar to 
those of Quake, although far larger) 
complete with high, inaccessible 
platforms. Rotating the camera from 
behind Maria's head allows the player to 
survey the vastness of the room while 
the N64's MIP-mapping and anti-aliasing 
allows distant objects to appear clear and 
detailed - in this case, a revolving stone 
wheel trundling along a high platform. 
Another section sees Mana running 
vertically down an enormous ravine as 
the camera pans far out to reveal its full 
depth with no obtrusive polygon build­
up, just the entire scene. It's thoroughly 
stunning to watch. Of course, it's 
extremely unlikely that SM64 uses all of 
the machine's advanced hardware 
features (certain effects engender a 
performance hit) but the sheer scale of 
the geometry being thrown around 
provides a scintillating glimpse of the 
power of the machine. 

After the press conference Shigeru 
Miyamoto demonstrated some of the 
game's more curious elements. One 
brilliant section sees Mario agreeing to 
enter a race around the castle with a 
giant Koopa, only to succumb to some 
blatant cheating in the form of taking 
short-cuts. Koopa doesn't take such 
efforts lightly, even though he has his 
own routes for getting ahead. Miyamoto 
also showed the flexibility of Super Mario 
64's in-game camera and how the player 
can take full control to get a different 
perspective on the action. Unlike most 
games of this type, however, the camera 
has been programmed with an 
intelligence and respect for the player 
that has not been seen before (in the 
game the camera is held by lapitu and 
he can be controlled with the N64 
joypad's yellow buttons). 

It was reassuring to learn that this 
promises to be the biggest Mario game 
yet, boasting up to 50 hours of gameplay 
(although theoretically it could be 
conquered in around one tenth of that 
time). A vast size indeed. 

Of course the price of such size is an 
enormous memory requirement, and at 
96 megabits (12 megabytes) Super 
Mario 64 is already encroaching on the 
territory that 5NK plodded through with 
its cartridge-based Neo-Geo system. As 
such, Super Maria 64 is possible proof 
that genuinely outstanding N64 games 
will be difficult to pack onto the more 
modest 32Mbit and 64Mbit cartridges 
that Nintendo is currently touting to its 
third party licensees, and it's highly 
unlikely that any thirdparty will be able to 

Without the need for motion capturing.. the charisma of Marlo exudes 
through the 3D enatne. Skiddlnl' over ke causes puffs of smoke (rlchI) 

match Nintendo's $70 price tag for such 
a large cartridge. 

Sonically, SM64 is hardly going to 
cause the same level of excitement as 
the rest of the game, but as with most 
Nintendo soundtracks, this one is 
exceptionally weU suited. Supplementing 
the usual plinky·plonk tunes with more 
ambient orchestratIOns, the soundtracks 
may fall short of the quality included on 
most CD games, but due to their 
immediacy, variety and suitability to 
individual environments, they still 
manage to be more effective than most 
in-game tunes. Despite the reluctance of 
most musicians to program for internal 
sound chips (and in the Nintendo 64's 
case the number of channels apparently 
places a burden upon the CPU), chip­
generated music. for its technical 
shortcomings, can still enhance the 
atmosphere of a game greatly. 

Immediately the talking point of El, 
Super Mario 64 has the potential to 
become a landmark in videogaming. 
Along WIth NCl stablemate, 
PifotWings64, it has managed to surpass 
all expectations, using state-of·the·art 3D 
technology to amplify the essential 
charisma of Mario. From the comical 
sight of Mario running around in tight 
circles, arms extended, to the sheer 
beauty on display in some sections, it's a 
game that cannot possibly fail to £ 
bring a smile to gamers' faces. 

Marlo must try and traverse this spinnlna101' (inset). If he falls oH. 
however. rather than simply dying.. he lands in a new section (main) 
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An interview with Shigeru Miyamoto 
allowing its main E' press conference, 
Nintendo invited a select band of 
journalists to a private demonstration of 
Super Moria 64, and an audience with 
Shigeru Miyamoto. Edge was, of 
course, in attendance. 

Q Although you've worked on Super Maria 64 for a long 
time, you've also had to work. on many other titles to 
ensure the system has a good launch lineup. How have 
you been able to manage the task of working on so 
many games at once? 
SM I had a lot of trouble concentrating my efforts on 
Moria 64 working as the game's 
director. Ever since I completed the 
Zefda game, my role at Nintendo has 
been more of a producer, supervising 
the different works in development. 
But when it comes to Moria 64 I was 
actually the main director of the 
game, so if I stopped at some point 
all other work stopped 
simultaneously. This was not an easy 
task and when I come to think about 
future products, I believe I'll have to 
devote myself to a producing role 
mainly, rather than directing. 
Q What were the biggest design problems converting 
Moria from 2D to 3D? 
SM I don't want to criticise other game developers, but I 
believe that, other than in fighting and racing games, 
nobody is really meeting a 3D criteria. Many games are 
presented in 3D, but are, in fact, simply 2D experiences 
incorporating a lot of tricks to fool people into believing 
they are playing a 3D game. 

I think one of the biggest difficulties in creating 3D is 
the viewpoint. Looking at the way the camera follows 
you in Super Moria 64, you would think it would be 
easier, but in fact, when you start a 3D game from the 
very beginning it's easy to get confused. For example, if 
Mario is in a maze, you can change the viewpoint to play 
the game from Mario's point of view, but if the camera is 
behind Mario and you are walking through a narrow 
passageway in a maze and you want to look in other 
directions, you have to realise the camera would hit the 
wall. It is frustrating for the player to 
realise they cannot change the 
viewpoint freely, even though 3D 
games must incorporate realistic 
camera movement - this kind of 
camera work is problematic when you 
start creating 3D games. 
Q With Moria nearly finished, on ....mat 
game will you be next concentrating 
your efforts? 
SM I couldn't put everything into Super 
Moria 64 that I really wanted, so we've 
decided to continue working towards a sequel which will 
take about a year-and-a-half at least - so please don't 
write many things about that [laughter]. Of course, Zelda 
is one of the things I would like to concentrate on, too, 
but before that we have SfarFax, Moria Kart, and more 
immediately I would like to concentrate upon WaveRace. 
Q How do you think Super Moria 64 compares to 

previous Mario games? Is this its best one yet? 
SM Personally, I'm satisfied simply because we have 
created something very new and unique, non-existent in 
the past. Concerning the game itself, I'll have to wait for 
the actual remarks to be made by the consumers. Talking 
about Super Moria 64, I believe we have just utilised 
only 60% of the whole capacity of the Silicon Graphics 
Nintendo 64 technology. 
Q Now everything is moving in 3D on the Nintendo 64, 
will there be 2D games on the Nintendo 64 later on? 
SM Yes, in fact, even though this is a 3D system, if you 
are careful enough you can make a 2D game - I'm 
actually working on a Yoshi title. 

Q Since Moria 64 is a cartridge game, 
was the lack of space a limitation? 
SM To be honest, after working on 
Super Moria 64 on cartridge, I 
realised the game would never have 
been possible on a CD-ROM system. 
, not speaking ill of CD-ROM at all, 

this is my genUine sentiment. 
Q Will the sequel use-thefol'thcoming 
optlcal-base<j MOD? Ar\d when 
you',e talking~tthe ~ 
.dvantages of C<lIIIi,dges, nQW will you 
cope with thes~ndling'Ofdata 

6400 will be restricted? 
not yet decided what format we will use for 
64's sequel, but if we are going to utilise 

for this, yes, we will have to work. on 
problems on the transfer speed. Basically, 
speed is decided not by the actual disk 

the RAM that is incorporated onto the 
lliiiilli_e, and if we look at the Nintendo 64 hardware 

Nter ... , ..... incr on Super Mario 64 on 
t:alrtriClgle, I realised the game would never 

possible on a CD-ROM system 

, it has an expansion memory slot, meaning 
the''''I<,bl"ms could be solved. 

Howeve,) I still have to admit that the 6400 would 
not be as fast as the cartridge-based 
system and even though we 
understand the 6400'5 loading time 
wilt be much shorter than other CO­
RaM systems, stit! it cannot compete 
with cartridges when it comes to 
the Moria style of game. J think, 
however, leldo would be good for 
the 640D, considering the 
appropriate loading time. 
Q Time magazine recentfy called you 
the Spielberg of videogames. What 

would you have done if you hadn't worked for Nintendo? 
SM I chose to work for Nintendo simply because I 
thought Nintendo would be the kind of company to give 
me the opportunity to surprise people. More specifically, 
when I first saw the Rubik's Cube I was kind of jealous 
because that was the sort of thing I would have £ 
liked to have Invented myself. 
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The long-awaited 64bit successor to Miyamoto's 16bit masterpiece 
arrives, and with it a whole new standard for realtime 3D graphics 

Format: Nintendo 64 
Publisher. Nintendo 

Developer. NCl/Paradigm 
Release date: June 23 

Origin: Japan 

Some of the JfOUncI det.11 is quite sblaerint;!: themulls are 
depidod by ... 1st effect (.tatd). JeI-podd.& • balldl.p (left) 

Towering 
snow-capped 
mountains 
stretch into 
the sky with 
perfed 
definition 

ilotWings for the Super 
Famicom was 
undeniably one of 
Nintendo's proudest 
moments. Despite its 
failure to tap the kind of 

massmarket enjoyed by the likes of 
Donkey Kong Country, et ai, it was the 
first game to fully exploit the machine's 
Mode 7 background scaling abilities -
and in this respect alone, nothing has 
come close since. 

It's perhaps no wonder, then, that 
Nintendo - realising it would have its 
work. cut out designing a worthy IGbit 
successor - saved the sequel for its next 
generation of technology. And true to 
form, it's a stunning piece of technical 
showmanship. First revealed during 
NOA's press conference prior to the P 
show, PilotWings 64 is a fine example of 
how the efforts of Miyamoto and his 
designers have flourished with the 
creative freedom afforded by both the 
technology and the expertise of a leading 
3D graphics company. 

Next to Mario, PilotWings 64's 
simulation look may lack immediate 
visual appeal to the uninitiated, but, in 
fact, it is easily the most sophisticated of 
all the N64 games seen so far. According 
to NOA's Darren Smith (who worked as 
assistant director on the project alongside 

the Japanese team) it uses 'almost all of 
the features of the N64 hardware' 
resulting in the most impressive 
landscapes ever seen in a home 
videogame. Towering snow-capped 
mountains stretch into the sky with 
perfect definition, lush green hills are 
littered with detailed buildings, and 
Paradigm's custom effects such as water 
spray and flames embellish the complex 
environs with stunning. naturalistic detail. 

What impresses most initially is the 
sheer scale and scope of the levels. 
While most sections are self-contained 
and can be viewed as a whole if the 
player flies high enough, there are also 

One of the most Impresdft levels features a buutfful snowy 
mountain complete with an oil refinery _nd bumlne chimneys (top) 

levels that cover over 50 miles of terrain, 
with famous US landmarks making up 
the scenery. The decision to direct the 
polygon count at modelling large areas of 
terrain was a bold one. Paradigm 
concedes that in the game's early design 



Another example of the 
game's stunning level 
of detail - lift-off for a 
NASA space shuttle 

stages there was a temptation to restrict 
the player's vision (rather like in Panzer 
Drogoon) so that sections could be 
overloaded with complex graphical detail. 
Nintendo decided wisely, however, to 
trade detail for speed so that a 
thoroughly encompassing 3D world 
could be created. For the most part 
PilotWings 64 powers along at well over 
20fps providing a level of smoothness 
rarely seen in games of this ilk. 
Occasionally, while flying through a 
particularly complex piece of scenery, the 
game engine will chug slightly, but for 
the most part, it's a maSSively impressive 
indictment of the console's ability to 
handle huge amounts of geometry. 

NOA's Darren Smith worked 
alongside the game's designers in Kyoto, 
Japan, and also oversaw the involvement 
of 3D simulation specialists Paradigm in 
Texas. 'The cooperation between the two 
companies worked very well, he told 
Edge at the show. 'They had experience 

Skydtvlnc. a favourite from the 
oripnal came, makes it into the sequel 

original game, with complete freedom of 
control over each of the environments, 
and once again it has augmented the 
structured game framework with dozens 
of curious features (such as being graded 
on the quality of photographs taken 
during flight) and bonus elements such 
as being able to take control of a frantic, 
flapping birdman. 

lbe analogue 
controls are 
superbly 
implemented 
and give the 
player far 
greater 
flexibility 
and subtlety 
in controlling 
the craft 

From left: flying through a canyon In the IYl'OCOpter showcases the perspective-coned: texturing; controlling the birdman Is an Incredibly realistic 
flying expenence with unlimited flying time and no fuel to worry about; one of the later JYI'OCOpter levels requires firtnC missiles at a giant robot 

in the 3D simulation field while we had 
the games know-how.' The collaboration 
of both parties has since led Nintendo to 
elect Paradigm as its development tool 
troubleshooter for its third party 
ensemble - a solution that Paradigm is 
marketing as Fusion 64. 

It's no secret that, in terms of the 
game design, Nintendo had complete 
control over PilotWings 64, with 
Paradigm mostly involved in taking 
advantage of the hardware. In structural 
amnd gameplay terms, Pi/otWings 64 
adheres strongly to the ethos of the 

The depth of vision Is one of PllotWings' most astounding futures. 
The breaking waves on the sea (rtght) move slowly Into the shore 

As you'd expect:. the analogue 
controls are superbly implemented on 
the joypad's stick and give the player far 
greater flexibility and subtlety in 
manipulating the various craft. As with 
the original game, though, hang-gliding 
and skydiving remain the most 
fascinating to control due to the player 
being at the mercy of the elements. With 
the wind rustling from one speaker to the 
next and some appropriately chilled 
music over the top (although some 
tunes are rather cheesy), there's an 
ambience in PilatWings rarely found in 
modern videogames. 

As an N64 launch game, Pi/atWings 
64 should turn out to be an ideal 
compliment to Maria. While both games 
rely on cute characters, the realism and 
subtle charm of Pi/otWings provide a 
direct contrast to Moria's outlandish and 
colourful cartoon world. In delivering an 
experience far removed from most 
console games it looks destined to be 
seen as another lesson in design £ 
from videogaming's true masters. 
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With high-speed thrills and metallic carnage, the original DD should 
have been the perfect racer. Its sequel is set to make amends 

In 002, the 
tracks aren't 
only wider, 
they're 
also more 
interesting. 
with hills, 
jumps and 
high-speed 
banks 

Format: PlayStation 
Publisher: Psygnosis 

Developer: Reflections 
Release date: 1996 Q4 

Origin: UK 

he original Destruction 
Derby appeared 
relatively early in the 
PlayStation's life and, 
like Saturn Daytona, 
suffered from its 

development team being put under the 
cosh to deliver the goods within a tight 
time frame. 

The idea behind the title was 
perfectly sound: DD encouraged players 
to smash and scrape their way around 
the track, instead of having to obsessively 
avoid contact with other cars. It had the 
potential to be very entertaining. and a 
great release for those suffenng from 
advanced road rage, but, during 
development, severe design mistakes 
were made - design mistakes which 
Destruction Derby 2 seeks to rectify. 

The c.ar dynamics In DD2 have been Improved and nch vehlde 
Includes realistic handling and steering. Slides future frequendy 

Destruction De"" 2 fe.tures wider tracks to cut down on repetitious. 
unnecessary collisions. Circuits also future hills and Jumps 

The fact that DD's tracks were too 
narrow was one universal complaint the 
title drew from its audience. It's all very 
well when drivers choose to crash into 
other cars, but when it's constantly 
unavoidable, and causes players to lose 
races time and time again, it is totally 
frustrating. In Destruction Derby 2, the 
tracks aren't only wider (potentially 
allowing for higher speeds and more 
exhilarating gameplay), they're also more 
interesting. with hi lls, jumps and high­
speed banked corners. 



pre screen 

Destruction Derby 2's designers have added to the scenery. making the backl'ounds more 
Impressive. Gamepl_y. too, has been tweaked, following DD focus group feedback 

Collisions 
now feature 
realtime 
flips. rolls 
and 
cartwheels. 
which 
should look 
incredibly 
dramatic 

Another key complaint was that the 
cars in Destruction Derby handled badly 
and couldn't perform the kind of power 
slides which contributed so much to the 
popularity of Daytona and Ridge Racer. 
It's something else that DD's designers 
have looked into and, consequently, they 
promise realistic suspension and steering 
to endow each car with more plausible 
performance and on-track behaviour. 

But not all Destruction Derby 
commentary was negative. Its crashes 
looked great and they have been 
improved yet further for the sequel. 
Collisions now feature realtime flips, rolls 
and cartwheels, which will give the game 
an incredibly dramatic feel. There is also 
a new range of crash effects, such as 
sparks, explosions and fires, and 'real' 
debris has been included so that car 
wheels, bonnets and boot lids can fly off 
and litter the track. For those obsessed 
with crashes, there's even a replay facility 
where the best collisions can be edited 
and viewed over and over. 

Technically, 002 is a complete 
reconditioning of the original. As 
Reflections' Martin Edmunson states, 
'002 has been so extensively overhauled 
that it actually feels like a new game, not 
just the ·same game with new tracks· 
which many sequels are. With the 
exception of parts of the 2D collision 

maths, nothing was carried over to the 
sequel. The main game engine had to be 
rewritten to cope with streaming in the 
larger tracks, and the car dynamics re­
designed to handle banked corners and 
jumps. Obviously the collision routines 
had to be extended to allow cars to flip 
and roiL' 002's programmers are also 
boasting a better understanding and 
more efficient employment of PlayStation 
hardware, which will no doubt assist 
the addressing of mistakes made in the 
first title. 

Gameplay has also been overhauled. 
There is now a pit feature which allows 
players to repair damaged vehicles and 
re-enter the race, no doubt lessening the 
annoyance factor that accompanies 
getting smashed off the road. 
Furthermore, Reflections' designers are 
promising a new range of racing options, 
including the 'Stunt and Smash Up' 
construction set where players can set up 
and choreograph their own daring stunts 
and collisions. 

Destruction Derby was one of those 
games where everyone who saw it said, 
'it could have been a classic, but ... '. If 
the gameplay, track and car handling 
modifications to OD2 meet expectations, 
Psygnosis may be about to release the 
first-class game it should have £ 
delivered a year ago. 

The came indudes several interestinc new game options, induding arena·style competitions (left) and more tradttional clrcuit·based races (right). 
Crashes have been Improved since the original Destruction Derby - high-speed collisions now produce sparks, flames and flying debris 
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Terminus 

Kinky rubber wear may 
well form an important 

C
art of the fetish­
nsplred Terminus 

Players"view the 
game from above and 
behind the charader 
they are controlling 

The prolific Scavenger has more titles prepared to accept the 
monicker 'state of the art'. But will gameplay match graphics? 

The dark. dank locations and Mad Ma. costumes hint at 11 sinister sd-fi atmosphere for Terminus. Scavenger's 
renowned reattime lighting abilities come into play. too, producing some marvellous shadowy effects 

Format: PC CO-ROM 
Publisher: Scavenger 

Developer: In-house 
Release date: TBA 

Origin: US 

S
cavenger's concept of 
dividing itself into small 
self-suffLClent 
programming groups, 
each working on its own 
project, seems to be 

paying off - at least in terms of diversity. 
A far cry from underwater shooting 

(Amok), high speed racing (Scorcher) 
and mediaeval swash-buckling (Into the 
Shadows), Terminus is a futuristic 3D 
action adventure which apparently takes 
fetishism as its central theme. 

In terms of visual style, the game 
appears to be aiming for a 
Bladerurmer/Akira look. The locations 
are shadowy, crumbling 
cityscapes and rusty industrial 
complexes, each using beautifully 
low-key, realtime lighting, 
making for some 
marvellous shadowy 
scenarios. 

If the 3D models Edge 
has seen are anything to 
go by, this gloomy 
metropolis is 
inhabited almost 

excluSively by leather and rubber clad 
females - perhaps providing the fetish 
aspect of the game. The character design 
is truly incredible, in many senses of the 
word, but hardly likely to challenge the 
myth that all videogames are aimed at 
teenage boys. 

In terms of gameplay, 
Scavenger are being 
particularly secretive. 
However, GT interactive, 
which will be distributing the 
game in the UK, promises a 
3D shoot 'em up which takes 
on a first-person view, but 
from behind the character 
(rather like the first section of 
Probe's Die Hard game). 
What Scavenger are most 
keen to point out is that the 

3D rendering has been accomplished 
using NURBS (non-uniform rational 

b-splines) which can draw curves 
with more realism than current 

polygon technology. 
Scavenger were showing 

Terminus off in a limited form at P 
and more details should 

become clear soon. 
Judging by the game's 

visual style, it looks like 
the product will be in 

direct competition with 
that other dark, sci-fi 

romp, Murder £ 
Death KIll. 

Possible sci-fi 
Inftuences: the control 
room in Aliens (centre) 
and Wipeout (below) 

• 
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III 

Into the Shadows 

The complex skeleton 
model Is highly 
impressive. and it uses 
less than 350 polygons 

Format: PUPS/ Saturn 
Publisher: Scavenger 

Developer: In-house 
Release dale: TBA 

Origin: US 

hen id finally releases Quake 
in a few months, it will not be 
the only game to feature 
gloomy mediaeval scenery, 

and combat-orientated gameplay. 
Scavenger's visually stunning Into the 

Shadows, a 3D D&D-styled gambol, 
features some amazing animated 
charaders taken from popular mythology. 

Rultime tordl flicker and detlilled backgrounds lend much 
atnIosphere to each encounter. The stone pawl", Is partlcullirty ,ood 

Mud Kicker 

Crowding the scene 
with follale Is a great 
way of .voldln, 
dlsbnce foeeing 

Format: PC CO-ROM 
Publisher: Scavenger 

Developer: In-house 
Release date: TBA 

Origin: US 

acing games are hardly an 
endangered species these 
days so it is surprising that a 
company such as Scavenger, 

which prides itself on diversIty, should 
develop two simultaneously. 

However, whereas Scorcher looks like 
being a futuristic cross between Wipeout 

The circuits look to be true offroad affairs. The player speeds throueh 
a narrow cauee (left) and aashes to earth after a steep hili (right) 

Its skeleton warrior is particularly 
impressive, comprising of a complex 
network of bones, but yet employing less 
than 350 polygons. Wizards, elves and 
orcs will also be making appearances. 

To accompany the impressive 
characters, the backgrounds are highly 
detailed and complex. with some 
gorgeous realtime lighting provided by 
flickering wall-mounted torches. 

Despite its elaborate appearance, Into 
the Shadows' gameplay is in fact shaping 
up to be quite straightforward, coming 
across almost like a full 3D version of 
Double Dragon with weapons. Such 
matching of two extremes should £ 
prOVIde an Interesting game. 

The Beette-lIke car makes a chanee from 
Ridge Rocet's super-slick vehicles 

and a pinball game, Mud Kicker is dearly 
aiming itself at the more down-ta-earth 
offroad raCIng sub-genre. 

like the other titles here, Mud Kicker 
sholNS off Scavenger's penchant for richly 
detailed locations - with each mud­
streaked track lined by well-drawn foliage 
and looming cliff waHs. Furthermore, the 
car itself, a cute Beetle clone, is an 
amusing antithesis to the sports cars that 
usually adorn raong titles. 

Edge has yet 10 see the game in 
motion, but if Scavenger can give Mud 
Kicker Ihe fluidity 10 match its beauty in 
stills, the PC may finally get the racing 
game it deserves. It'll have its work cut 
out beating the PowerVR-charged £ 
Rave Racer, though. 

Ofte..on-one combat 
comprises an Important 
pIIrt of the eame 

An ore beside an 
Inverted cross: symbol 
01 s.tanlsm - probobly 
not a pod py. then 



pre screen 

Murder Death Ki11 
Format: PC 

Publisher: Shiny 
Developer: In~house 

Release date: De(ember 
Origin: US 

Murder Deoth Kilrs distind graphic feel owes much to sci-fi 
dasslcs such as Bladerunner. Alien and Mad Max - .. far cry from 
Earthworm llm. Kuit's movements within the came world Include 
running, jumping, climbing onto structures, and parachuting 

Shiny has overdosed on platformers. As 
a form of therapy it is working on an 
ultra-vicious 3D development for the PC 

S
hiny Entertainment, 
purveyor of the cute and 
cuddly. Or is it? Contrary 
to the loveable outward 
appearance of 
Earthworm Jim, if you 

looked a bit closer it was clear even then 
that Dave Perry had a darker side, a 
twisted streak if you like. For contained 
within the cartoony fa~ade of EJ there 
was a stack of violent touches. Shiny has 
left the console scene, though, and 
moved into PC development. And for its 
latest project. Perry has given vent to his 
pent-up violence. The title alone, Murder 
Death Kill, suggests that what is to follow 
will be more carnage than cartoon, more 
anarchic than animated. 

It seems rather a large departure 
from the cosy world of outwardly cute 
platform games that have entirely made 

up Shiny's body of work to date. But the 
move to PC is all down to opportunity. 
'Shiny has been waiting to do a game 
like MOK for years,' says Perry with 
evident enthusiasm, 'but to perform we 
needed raw power and now the PC has 
reached that status.' 

Power, though, is only half the 
equation. You also need the expertise to 
use that power, and although this is its 
first foray into PC development, Shiny 
appears to be wading into the market 
and, to coin a phrase, teaching its 
grandmother how to suck eggs. 

The game is set in a world where 
huge cities on wheels are travelling 
across the earth, destroying everything 
that gets in the way. The hero, a black­
clad sniper comically named Kurt Henic, 

The charader 
rullsation is somewhat 
eccentric. but ceNinly 
well lmplementecl 

These prerendered 
shots Illustrate Murder 
Dellfh KilTs macabre. 
futuristic setting 
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Shiny reckon MDKs 
cltyscapes are some of 
the largest and most 
elaborate on the PC 

Kurt Hedlc's weapon is. oddly •• head­
mounted gun that resembles a pen nib 

intends to stop 
the cities in their 

tracks by picking off 
various human targets within the 

confines of these rolling environments. 
These cities are not just elaborate super­
trailers, though - they're huge, and the 
plan is to create the largest cityscapes 
ever found in a PC game. 

The visuals have been created at the 
highest resolution possible and are 
shrunk down into the distance, a 
technique opposing textbook 3D 

development rules. The result is superbly 
detailed scenery, with very little 
pixellation even when viewed up close. 

But it's the style of gameplay that 
Shiny hopes will really place the game 
apart from the competition. Perry 
explains: 'The game can be described as 
voyeurism (target someone a mile away 
then decide where to shoot them), 
power (you can pull the trigger any time, 
they don't even know you are watching), 
torture (shoot his ear off first), chilling 
(they don't die till you finish them off), 
control (you control the player from 
behind, that way, you can see him being 
hurt and negotiate obstacles), stealth 
(hide a mile away before you start 
picking enemies off) and aggression (we 
threw in a gatling gun for good 

pre screen 
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Like Fade to Black, MDK"s action is viewed from above and behind the 
character. When targetting a vidim. the head-mounted display is used 

measure).' So, for example, you could 
use the hero's head-mounted 
gun to pick off enemies in an 
office three blocks away, 
somewhere above or below 
the roof on which you're 
crouching. Such a level of 
freedom sends a tingle 
down the spine. 

To make this convincing 
environment all the more 
plausible Perry describes MDK's 
handling of the non-player characters: 

'The game displays true enemy 
intelligence. Shoot a guy in the leg and 
his friend will come to his aid - shoot 
him too if you like: 

The bad news for many gamers (and 
something for PC owners to feel all the 
more smug about) is that this potentially 
epic title is only pencilled in for release 
on the Pc. Perry has no news of either a 
PiayStation or Saturn conversion, 
although the possibility can't be entirely 
ruled out. But what of the Nintendo 64? 
'Because Nintendo went with a cartridge, 
MDK would never fit into its machine: It 
seems that if gamers want to experience 
what is shaping up to be one of the most 
convincing worlds yet created in a 
videogame, they'll have to start £ 
saving up the pennies for a Pc. 

T1te head-mounted gun 
enables you to loom in 
on a target to pin-point 
predsion from far away 



; prescreen 

The traditional track 
and field events are 
there, but the "aphlcs 
leave. lot to be desired 

Format: Plantation 
Publisher: US Gold 

Developer: Sili(on Dream, 
Release date: June 

Origin: UK 

~ 
ith the Atlanta Olympics just 
on the horizon, it was only a 
matter of time before the 
official licence was snapped 

up to slap on a videogame. And, not 
surprisingly, It'S US Gold, famed for its 
monicker grabbing. that has done just 
that. It seems, however, that the quality 
of the games borne from such 
endeavours does not always reflect the 
financial outlay - World Cup USA 94, for 
example, was particularly dismal. can a 
32bit Olympics-based title do any better? 

Konami has already taken the lead in 
the mUlti-sports race with Track and Field 
(see page 88), a visually stunning and, 
more importantly, incredibly playable and 
addictive game. But with more events 
than its illustrious rival, including fencing 
and skeet shooting (along with the 

traditional track and field events), Radio 
Five Live commentator, Alan Green, 
providing a voice-over and the customary 
furious button bashing technique in 
place, how could Olympic Games fail? 

Quite easily, if early demos are 
anything to go by. While the graphics are 
texture mapped and Gouraud shaded, in 
their present state they lack the fluidity 
and grace of those in Konami's effort. US 
Gold insists that the game is sti ll some 
way from completion, but there is much 
work to be done if Olympic Gomes is to 
reach the heights of the splendid £ 
Track and Field. 

OIympk Ctlmes one 
Mvlng "ace over TItF 
Is the indusion of extra 
events, such as archery 

Olympic Soccer 

The .,..match closs Is 
the usual fare, with 
formation selection 
and statistics ,alore 

Format: Plantation 
Publisher: US Gold 

Developer: SiIi(on Dream, 
Release date: June 

Origin: UK 

O 
he PlayStation football market 
is becoming extremely 
crowded. Currently, Adua 
Soccer and Psygnosis' Adidas 

Power Soccer are battling for supremacy, 
with FIFA 96 and the rest lagging in the 
background. Olympic Soccer is an 
unusual licence in that football is hardly 
what one would describe as a 'traditional' 
Olympic event (how many soccer gold 
medal winners can you name?). And with 
all football eyes on England's Euro 96 
tournament, it seems even more curious. 

Olympic Soccer relies rather less on 
visual prowess than most other 
PlayStation football titles. Its 3D 
animation is a combination of motion 

---'!:!!. -- ... 

--- . .1 --

Althoup its craphks don't offer anythln,above the current Htch 
of footy slms, Olympic $0«8,. does provide action at ]0 to 40fps 

capture and key framin& yet the graphics 
are a tad basic, sacrificing detail for 
speed and playability - the game runs at 
between 30 and 4Ofps. There are 18 
camera angles, 32 teams and the 
commentary, as in USG's other 
Olympics·inspired title, is being suppplied 
by the easily excitable Alan Green. 

Few markets are as competitive as 
that of videogame footy, and USG has its 
work cut out in assuring its £ 
contribution a sizeable audience. 

Olympic Soccer boasts 
a total of ]] teams. but 
none of the actual 
player names are used 



Dellvertn,.nd 
prvtoctinc soldiers I. 
an Important ...... eeI< 
element of lM's slm 

Format: PC 
Publisher: 1nl Magi, 

Developer: Dig Inlegralion 
Release date: lBA 

Origin: UK 

~ 
ith the PC slipping 
comfortably into its new role 
as a bona fide platform for 
arcade games, traditional 

genres, like the flight sim, are losing 
ground. In order to tempt potential 
propeller heads back in to the fold, 
Digital Integration is about to release 
Hind, follow up to last year's hugely 
successful Apache sim. 

As the title suggests, Hind puts the 
player in the cockpit of Russia's 
formidable Hind attack helicopter, famed 
for its troop carrying facilities and varied 
weapons load. The game is structured 
into three scenarios - Korea, Afghanistan 
and Kazakhstan - each one providing the 
basis for dozens of realistic missions. 
These feature the usual military- flight 
themes: shooting other aircraft down, 
clearing paths for ground offenses and 
bombing static targets, etc. 

However, to diversify the gameplay, 
Hind also includes ground troops as an 
important element of each scenario. In 
some missions, for example, allied 

Tobal No.l 

with experience on .11 
Seca's hl ... ~end 3D 
cofn.-ops, rolHll No."s 
cn:aton show promlse 

Format: PlaySlarion 
Publisher: Square Soh 

Developer: Dream FaClory 
Release date: lBA 

o 
Origin: Japan 

he Dream Factory is the team 
behind Square Soft's new 
PlayStation-only beat 'em up, 
Tobal No. 1 , and together 

they possess an astounding amount of 
experience in the 3D videogames field. 

Dream Factory president, Seiichi 
Ishii, has work.ed on Virtua Racing, 
Virtua Fighter, Tekken and Tekken 2. Its 
director, Shin Kimura, worked on Virtua 
Racing and both Virtua Fighter games. 
The rest of the team have also worked 
on the aforementioned games plus Soul 
Edge, Jikkyo Powerful Pro Baseball and 
Daytona USA. Such a powerhouse of 
development talent, along with the 
story-line and character creations of Akira 
Toriyama, one of Japan's leading comic 

prescreen 

Hind 

soldiers will need to be dropped into the 
war zone, protected during ground 
initiatives and then picked up again when 
their objectives have been carried out. 

Visually, Hind looks more impressive 
than many flight sims, whose juddery, 
flat-shaded polygon environs are typical 
of the genre. Textured landscapes flow 
smoothly beneath the player's craft; the 
Hind itself looking impressively mean. 

Whether this title can tempt players 
away from the immediate PC pleasures 
supplied by limitless Doom clones is 
questionable (although Hind does 
feature an easy-access arcade mode). 
With a few interesting gameplay features, 
reasonable visuals and a multi player 
option (allowing Apache owners to go 
head to head with Hind players), this 
should be an interesting return to £ 
form for the flight sim. 

HInd distances Itself 
from the usu.1 Jerky 
ftlpt .Im crap.lles with 
SOftMI smooth tenurlnl 

The ,lmepllY should reflect the like of Vlttuo Fighters hand~based 
combat.. ,.ther than Soul Edge'sWUlpons or SSllfs proJectile attKks 

book creators, should practically 
guarantee a top class product. 

Only four of the planned ten fighters 
have been announced - a young boy 
called Chouji Wo, a girl called Epon, an 
alien called Oraimusu and a robot named 
Homu. Little is known about gameplay, 
but there will be no weapon-based or 
projectile attacks. Combat will be carried 
out hand to hand with the emphasis on 
linking together successive moves. It may 
also be possible to launch attacks by 
bouncing from the arena's walls. 

Although not as visually impressive as 
Tekken 2, Tobal shows great promise, 
especially if its developers can £ 
match their earlier successes. 

....................................................................... 
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IlfBmlin 

The RI!GbIs 01 /he IWnbr>g tNm (top). ¥I 
FMV $(_ from !hoe ~ (centre \eoft) and 
~~(aboYe) 
RPIooded (cenIre",) 

With dozens of titles in development, a nationwide gaming 
network to support and several graphics cards to study, the 
company responsible for 8bit legend, Monty Mole, is busier 
than ever. Edge discovers the secret of Gremlin's excess 



-------,--- he story of Gremlin 

U software has one of those 
irresistibly down-beat 

beginnings which we often hear in 
relation to British software houses. 
'It all started in a computer retail 
outlet in Sheffield,' says PR 
executive, Steve Leigh, defining 
the term 'down beat' in one 
convenient sentence. 'Just Micro 
was a natural meeting place for the 
young computer enthusiasts of 
South Yorkshire, so co-owners lan 
5tewart and Kevin Norburn 
decided to organise the more 
talented of them into a small 
programming team. Subsequently. 
in June 1984, Gremlin Graphics 
Limited was formed.' 

Since then 
Gremlin has 
produced dozens 
of successful titles, 
from the quaint 
platformer, Wanted: 
Monty Mole, to last 
years top-down 
shoot 'em up 
Loaded, a brilliantly 
gory showcase for the 
PlayStation's 
lightsourcing abilities and, 
along with Wipeout, a key title in 
selling the console to the important 
English market. 

Recently, the company seems to 
have gone into overdrive. Expanding 
to 90 employees from the original 
handful. Gremlin is now working on 
numerous software projects as well 
as looking into the burgeoning 3D 
accelerator market and the world of 
online gaming - via BT's Wireplay. 

And the company is looking to 
expand further. 'One of Gremlin's 
philosophies,' explains software 
manager Tim Heaton, 'is to do 
everything in-house. This time, the 
filming for ROTH [Realms of the 
Hauntingl was done out of house. 
Next time it will be in-house.' Why? 
'Because we learned how to do it' 

Due out in May on the PC, 

and running over an incredible four 
COs, Realms of the Haunting is a 
horror adventure which the press 
material describes as 'a disturbing 
vision of the future based on the 
many beliefs of the apocalypse'. If 
only it were that Simple. 

In Realms, the 
player takes on the 
role of Adam Randall, 

who comes to Hellston 
in Cornwall to attend his 

father's funeral, a 
parish priest who 

has died in 
suspicious 
circumstances. Soon 
Adam begins to 
dream of a dark 

house and when he finds 
it in real life, he discovers the BOO­
year-old building was the home of a 
powerful French sorcerer and the 
gateway to all the realms of the 
universe. Through this gateway the 
sorcerer's evil doppleganger, Belial, 
has been unleashed, threatening to 
bring with him a horde of demons 
to slaughter everyone. In order to 
save the known universe, and the 
trapped soul of his father, Adam 

Tony Crowther's impressively smooth 3D enclne. refined since the 
version used In NormtJIIty. allows for some ~s backpHInds 
that. although rich with detail. mainblin a rapid frame rate 

company focus 

Realms of the Haunting combines FMV material with SGI and 
JD Studjo.produced backgrounds. The result is a genuinely 
superior range of video sequences which push the plot along 

must kill the demons and discover 
the magician's power source - the 
mythical soul stone. 

Realms can be most easily 
described as a first-person ReSident 
Evil- or a first-person Hammer 
horror·style haunted house 
adventure. At the heart of the game 
is a stunningly smooth 3D engine 
created by Bbit progeny Tony 



company focus 

........ Crowther, previously responsible 
for key Commodore 64 action 
game Suidde Express and the 
slightly less cool Potty Pigeon. 

The engine works a linle like 
Doom crossed with le/do. Players 
explore each location as they would 

the plot is fleshed out with (gulp) 
FMV sequences. Fortunately, they 
are not the usual disjointed cuts 
featuring tragically bad actors 
prancing around dire movie sets. In 
fact, Gremlin has used the old blue 
screen trick to film only the actors -

effects (smoke, extra lightin" etc). 
We really need to use the SGI 
machines for final 'post production' 
because we cannot do the 
'matteing' (blue screening) and 
other effects at a high enough 
quality on 3D Studio.' 

The director of the FMV 
sequences, Alan Coltman, 
together with a small camera crew, 
took around six weeks to shoot the 
sections, all filmed in one cramped 
room. The result was 25 hours of 
footage which has since been 
hacked down to the two hours that 
will actually appear in ROTH. 

lichtinl plllys 11 big part In each ROTH location. Glowing lav., 
lu .. lnous lems .. nd spot liptlngadd to the atmosphere 

To accompany the backgrounds, 
and give the player something to 
wrestle with, Gremlin's 3D 
modellers are working on a range of 
20 different hideous demons, all of 
whom having a detailed history in 
line with ROTl-fs complex 
mythology. T engiis is a shadowy 
demon who attacks the player with 
a barrage of fireballs, and Wielders 
are Alien-esque servants of Selial 
who have huge claws with which to 
slash unwary opponents to death. in Doom, through a first-person 

view, but can also stop and 
manipulate objects using a hand 
icon. The highlighted object can 
then be selected and placed on a 

separate inventory screen or 
discarded, a la most RPGs. The 

player also gets to wield 
a selection of 

.......eapons, including 
swords, staffs and 

even a 17th­
century cavalry 
grenade 
launcher. 

Edge has 
seen only a few 

sections from the 
game's main location (the 
sorcerers mansion), but they 
are all incredibly detailed 
and surprisingly beautiful to 

look at, considering the 
speed at which the game runs. 
Antique fumiture, book cases, 
cabinets and open fires are in place, 
lending a distinctive atmosphere 
and authenticity to each location -
there are even realistic mirrors on 
some walls which, when finished, 
will reflect back the contents of each 
room with a glassy sheen. 

At certain points in the game, 
such as when the player enters an 
important room for the first time, 

the footage is then placed on top of 
the actual in-game backgrounds. As 
a result, the FMV sections merge 
seamlessly with the rich photo­
quality game environments. 
Gremlin's softvvare manager, rim 

Upholding the standards set by 
the main engine, the demons (each 
taking up 200 to 300 frames of 
animation) move smoothly and 
realistically, and look remarkable. As 

Looks f.mllllr. RelOGded uses simlllr pyrotechnics to Its predecessor. but 
adds more complo g.meplIy elements .nd sevet'IIl new chanders 

Heaton, explains the complex 
procedure: We used 3D Studio to 
develop some of the textures (to 
add photorealisic lighting effects) 
and then placed these onto maps in 
our in-house map editor. The map 
editor can output in 3D Studio 
format so any scene can be pulled 
in, camera angles messed with, ete, 
and then rendered. The rendered 
files, often with animation and 
camera moves, are then taken to 
SGI machines. Here we composite 
the blue-screened actors over the 
background and put on added 

ROTH producer, Paul Green, 
explains, 'Each demon is a 3D 
rendered model with motion­
captured data applied to its frame. 
They are all rendered in movement 
and captured from eight different 
angles to give them a sense of three 
dimensionality: 

Judging by the quality of the 
visuals, and the quality of thought 
that has gone into the game, Edge 
is expecting a lot from ROTH. tt 
would be refreshing for a title with 
such broad ambitions to work as an 
entertaining videogame. 



One Gremlin title 

which did work as a videogame was 
the brilliant top-down blaster, 
Loaded: a visceral combination of 
splatter-house gore and beautiful 
lighting effects. The sequel, 
appropriately named Relooded, is 
currently in development and 
already looks marvellous. As Heaton 
points out, 'it's got more gameplay 
than Loaded, more special effects 
and more blood.' 

The design agenda seems to be 
a sensible one - change the things 
people didn't like about Loaded and 
add more of what they did enjoy. 
For example, the original was much 
criticised for its rather limited 
gameplay - for the fact that the 
player often just had to shoot and 
hope. For Reloaded, then, the 
designers are adding puzzles and 
'RPG stuff to create a more 
cerebrally demanding game. At the 
moment the puzzles sound rather 
simple and Doom-esque - in some 
locations, carrying out certain 

n.e exterior loutions In LGllded were crttldsed for bemg a little dull. The deslpers of RehHIded have 
addressed the problem. adding hills. valleys and diffs. The familiar top-down display remains. though 

actions will cause something to 
happen in another, etc - but that is 
perhaps enough to give the game a 
further level of interest without 
upsetting the original's emphasis on 
hectic violence. 

Map designers are also adding 
greater variety to the outdoor 
locations, which previously looked a 
little bland. Reloaded boasts a wider 
variety of hills and diffs, in both 
number and height, creating a much 

'BBrs ann 'UIS II'IBUBCI , consoles are nol exactly mort of quality 
drlfennl 10 carw tt5 own niChe in 

The pi., choosfs OM of »x beefy pkk-up$ 
tracks. The drcuiH are based on a and rathfor 

5Kret roUles and short cuts. Tht fnKks the1".. .... "" .. ;''''.'''' 
all readina fo wh.tt proet"amrrM!f NWlIhIIIM calls 'real world physics., The 10.",,,,,,, should 
)Ofps. so ~ an exhilarati ..... bump)' ride, 

llI.rrl"r. (PCCIl-ROm) 

The l arnt fearures 20 

futuriShc ffi&ht 5im. rather like HmIwM. but 
linear. Tht actfon f$ Wf on tht dtstrt 

on. ..... 01 Osins and 
on. 

area c~n", )0 separate maps. The player can also riSf throuah Iht 
ranks of the O!.irian airforce p1nine better weapons. han:Ift" miS.Sion$ and 
benrr craft throuehout me pmr. Eventually rhe p~ tz 10 ~ 
command a small flfff of fiptm. St.r Fwhrer 1000 meds £hie. L5 

more interesting environment for 
the action. To capitalise on this, 
Gremlin are employing an 
interactive camera which wobbles 
and tilts as the player's character 
goes over rougher ground. Not only 
is this a great visual effect, but it 
also makes the game more 
immersive to the player. 

On the subject of great effects, 
the cascading ripple produced by 
Mamma's special weapon was one 

worldna h'lt for a new fl/ihl Sim Gremlin art prepartna for the f'layStatton. The proeramrMr.. are actually laking the r;rw maths from the old PC 
the data into a mort aftrolCiWe eraphkal rrwi~t. U~ is known about Ihe lame at the moment, Jt.ISf that it Will have an urban 

brini ~ned by Japanese artnts) and will involve lotS of shoo11na. Accordine to Le/ih. The l ame is ~ntly beine re::? 
then be completely rtSNptd for a European ~ ~ so anything " possible. ~ 
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universally popular element of 
loaded that will definitely make it 
into the sequel. In fact, programmer, 
Paul Hiley, states, 'we're thinking of 
capitalising on the ripple effect -
maybe with soft landscapes -

shifting sands etc There's a lot of 
stuff we have to try out and see if it 
works. There's also the idea of the 
ripple effect throwing people up in 
the air now, so you're character will 
have to jump up to avoid a ripple 
that would catapult him or her into 
the sky.' 

The most immediately obvious 
additions to Reloaded are the nevv , .... ,,,.,,,,,,,,,, 

• lit ...... ~ Eanh can no Ioneer support 
• ...rr tnCl'fastne populahOn. Fra,lw AIWfIanc~ ~ 
a PC eod PIM In whfCh rM pIaJotr must st't up a 

'ttINI colony on an inhospitable .Htfl'Otd. To complicate 
mattm rhere art SUI allftl races In Iht' YKinJly WIth which 

!he pI~ musr commurncafe. neaotJate or Simply cIf$rroy. 
CiY In $p«e, men. 

Due for release 011 lhe end of rhe )'Nr, the 
eame Will ako include a multtplaytor optiOn and the 
hl""$llM of Gremlln's faaal motton caplUR' sywm. 

characters: Sister Magpie, Honey Pi 
(a chaos detective) and Pork 
(cannibal cop) - all of which have 
the extravagantly warped visual 
style and bruised psyches of the 
originals. Sister Magpie, for example, 
is a cyber nun who travels the 
universe collecting 'shiny things' to 
raise money for her order's 
damaged church roof. 
Unfortunately her systems have 
malfunctioned and she now 
ruthlessly slaughters anyone who 
refuses to donate. She also has 
'superior mother' etched into her 

laser cannon. 
Staying in the sci·fi action genre, 

Gremlin bill another of their titles, 
Hardwor, as, 'a futuristic arcade 
flight simulation' or, more catchily, 
'Elite set on one planet'. The game 

1he HdnIwtJ, citysapes .re 
I...,... ..... espedolly .......... 
player swoops over .. hip speed. 

takes place in the allegorically titled 
city of Misplaced Optimism, a 
sprawling metropolis taking up nine 
huge craters on the surface of Titan. 
Players begin the game in an old 
banger of a spacecraft and the aim 
is to make money, improve the 
ship, conquer the planet and finally 
escape from it 

Horciwar, like ROTH, features a 

3D engine which performs 
marvellously. In the brief PC demo 
Edge has seen the players craft 
(which can be piloted in either a 
cockpit or an external vie\oV) moves 
with impressive speed and fluidity 
across the beautifully drawn rocky 
landscapes and looming 
skyscrapers. Furthermore, the 
restrictions placed on the engine in 
the interests of speed are handled 
particularly well. Depth shading is 
prOllided by a believable sandy haze 
which hangs over each crater, and 
the gaming universe is given a 

Htlt'dw", futures realistic day 
and nlPt cycles. CiettlnC caupt 
In the a.rk atn CoiIUse probI .... s 

natural limit by the icy cold of the 
planet's surlace - if you try to fly 
too high, your craft freezes up and 
you'll crash. 

Another challenge facing the 
prospective pilot is the fact that the 
game features realistic night and 
day cycles and all ships on Titan are 
solar-powered. Unfortunately, their 
abilities realistically reflect this 
encumbrance. For example, craft 
consume more power at night and 

will therefore have to make visits to 
the huge light-wells which act as 
solar petrol stations. 

Perhaps the most important 

element of Hardwar is the totally 
non·linear nature of its gameplay. 
To make money the player can use 
the communications channel - an 
in·game version of a network 
bulletin board - to browse through 
and take on the missions offered by 
various organisations. These 
missions vary from simple dispatch 



and salvage operations to bounty 
huntin& assassination, and 
smugglin& but the player gets to 
choose exactly which he does and 
doesn't want to take up. Players can 
also trade, which is a more peaceful 
means of making money, and one 
less likely to occur the wrath of 
other Misplaced Optimism pilots. 

With enough cash, of course, 
players can purchase better defence 
and attack systems for their ships 
which can eventually be upgraded 
to one of the other five craft 

available. It's also possible for the 
player to build up whole fleets of 
craft and even buy property in 
which to park them. 

Also important is the fact that 
Misplaced Optimism is a living city. 
The player comes across traders, 
gangs and police craft throughout 
the game, all possessing complex AI 
routines to add to their realism as 
opponents. Gremlin are also 
preparing an eight-player network 
option which will allow participants 
to compete against each other or 

company 

Euro 96 provides a well-timed showcase for 
the BT Wlreplay system. n also promises to be 
a challeneinc and addictive PC football game 

form gangs and share 
resources. It's also possible 
to have more than one 
player in one craft - so, 
for example - player 
one can pilot the craft 
while player two acts as 
gunner. 

Despite the player being 
bound to one planet, 
Hardwar seems to offer a 
similar level of depth and 
diversity to that offered by Elite a 
decade ago. The familiar elements 
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foundations laid by Actua and builds 
on them. The players are now using 
120 frames of animation each and 

twice the amount of motion­
captured data: on the 

field, this translates into 
some incredibly realistic 

movement. There are also 
plenty of new special moves -

scissor kicks, etc - which 
implement Adua's one touch 

system. The goalies, too, have 
been refined and are now much 
more realistic 

ccompanying Euro 9610 Grtmhn's summer sport release 
schedule, Acrua Golf features motion-(aptured golfers. 
amaleur or professional tours. and commenlary by 

golfer's guru. Peter Aliss. 
The game aiso offers a lrue 10 pla)1ng enVIronment a 

vanety of camera angles and the chance 10 VIew each shot from 
up 10 thrPe differeni angles simultaneously (in IhrPe separate 
WIndows I allowing for unprecedented accuracy. 

A1llhe rules of golf art 10 place and pJayeB can choose 
frwn ~kepJay. malchplay. foursome and fourball option!.. ~ 
1ht .. 1S dut aut on IM Pt.J)tetion in July. 1.... ~ 

of flight sim, flight shoot 'em up, 
trading and craft improvement are 
all present, but here they are placed 
within the context of a smooth 3D 
engine and gorgeous cityscapes. 

Back on Earth, Gremlin is also 
working on a range of multiformat 
sporting titles, the flagship of which 
is Euro 96 - a footy game based on 
the forthcoming European 
championship to be held in July. 

Euro 96 takes all the 

- they can tip the ball over the cross 
bar or round the post for a corner, 
rather than simply catching (or 
missing) everything that comes their 
way. 

Realism has been a major 
concern for designers throughout 
the project. The eight stadiums in 
Euro 96 are all modelled accurately 
on the real things. Furthermore, the 
game includes all the correct FIFA 
rules, and night matches are now 
possible due to a new floodlighting 
system. Most importantly, though, 
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Gremlin has formulated accurate 
team data for each of the 16 teams 
taking part in the tournament, and 
each team member's AI is crafted 
specifically to reflect the playing 
style of the country he represents. In 
theory, this means that playing 
against Germany or Holland, for 
example, will be a very different 
tactical experience to playing 
Scotland or England. 

In terms of picking the right 
players, leigh is adamant Gremlin 
has got as close as possible: 'We've 
got all the teams and fonnations in 
there accurately - as far as we can 
guess them. Basically, just before it 
gets signed off, we're gonna take a 
final guess at who Venables is going 
to pick. because obviously after all 
the friend lies you get a better idea.' 

As with Actua, Euro 96 features 
a certain amount of 
managerial/simulation content For 
example, each player has a set of 
statistics which shows his particular 
strengths and weaknesses. Although 
this is an element borrowed from 
Actua, the content has changed 
completely, as programmer 
Richa rd Stevenson states, 'We 
haven't cut the number of player 
statistics down, but we have 
generalised them. After Adua we 
got a lot of people asking what do 
'flair' and 'control' mean - how do 
you decide if so-and-so is a good 
defender, etc.' In Euro 96, then, 
each team member has skill bars 
relating to things like speed, tackling 
and shooting skills so the player can 
make easier decisions as to whether 

• • " "., . Bnll onlln8 ,.m'n, 
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Sttve ~'ih pUIS It. 'a no lost SItuat,on'. BT have conrnbuted ereally toward the eamt's advHmlnc budat't. and 

Iht pubhCity wtuch W/rrplay is bound 10 provoke 0Vff the comme months will no doubt also fake In Euro 96 the 
$)'Stem's launch I1lle, 

Wirepl<JY compatIbIlity will make it poSSIble for 20 participantS 10 lake pan In one oNane £WO 96 match, each player 
controlling theu favounte team member. WIt'PPIoty tMfS wdl abe be IMf to control. up 
leaeues and knockout tournamenlS With other subsoi~ 

But whal were BT hke 10 work with. and how much tnpuI was 6nmtIn ...... d ...... I ... \i!!1J 
specs? Edit" spoke to software manaaer. Tlm HNlon. 
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very fMI updales. bul. M evel)'One saw at Em. 11 works "",well. 

The mam problem we have had IS WITh late-ncy throueh "".-m t-:;;::::::: ::::::::-:~~ 
Ihrdlold !he network becomes 'lTanspare-nr" and we can ,et 20 peoplt p&I,tne on ... of then" 
location. BT and IMlr develope~ ha~ worked ~II WIth us and although they sometimes don't have the. 'stay up an maflt 
unttlllS done' atntude fhaf we as same developers do. theIr ablliry can', be faulted: 

As Hea'on suueslS.. ,~ mam problem With onhne eamml IS latency through t~ system.. Bastcally. It tabs a modem 
-.und 20 mllhSf"(onds 10 stnd/rKe-IYe a messaae to/ from another pc, which means. of COUI"W. that there-IS cl pp 
bIIween one PC sendine. and one pc rfft'rtlne t~ mformatlon belne sent. ThIs problem IS compounde-d With W,rtplay 

because eadl PC must send lIS InformatIOn 10 the SWitch" ... netWOrk the server - at 8T, which thtn sends the Information 
OUI cosnne more lilm'. 

each team member is better suited 
to attack or defence. 

Euro 96 also adds a new fitness 
rating for each team player, which 
fluctuates throughout the 
toumament Steve Leigh explains: 
'At the beginning of the tournament 
each player's fitness level will be 
around 99%, but if you get injured, 
take too many heavy tackles or do 
too much running around, that 
number will gradually decrease 
throughout the tournament If 
you've won you're last tlNo 
matches and you've got a really 
soft game left. you can drop your 
best player so he doesn't get injured 
or anything: 

Commentary has become a vital 
element of any sports sim and 
Gremlin has reacted accordingly. 

At"' __ " __ 
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OespIM thew problem&. Euro 96 ran partleularly well al ECTS and an easily ac:ceptable- frame- rate- was achieved, ThIs IS lucky becaust onbIw ..... _ 
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etc, Th~ wdl also be- an Inlethae-nt camera whkh zooms trt .... 
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Slnrtmsh is In a SImilarly early staet' of ~~t and 
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l.e-igh describes IT as a kind of "30 h!"!of penon CorntTI4nd & 
Conq~r m whtch ~rs wdl be ab~ to IHd squads of soldlm, 
InlO banie. The plan IS to combine- a RO~ "30 eneine WIth 
characters of a simIlar mollon capture quality to the Actua S()((~r 
players. Aaam, the- emphasis wdi be on mull1player action . 

Gremlin are also plan",...., to adapt past rele-ase-s hke 
F<Jt<Jf Rac;", and Slipstream SOOO for Wlreplay, 



Euro 96, Actua Colf and Actua 
Tennis (1n its very eariy stages of 
development) all feature extensive 
commentary which has proved to 
be an excellent addition to 
atmosphere in previous titles. 

In house musician, Neil Biggin, 
took six weeks to draw up a script 
consisting of 58 categories of 
comments, each category containing 
hundreds of separate sentences. 
'Before, we had something like 20 
to 30 variations on each category,' 
explains Biggin, 'I've basically 
doubled every one. For thrown-ins, 
there only used to be four variations, 
but now there are about 25. For 
goals, there are now 200 different 
comments, including special 
comments for goals scored using 
the special moves.' Top Match of 

the Day presenter, Bany Davies, 
has once again been brought in for 
commentary duties and apparently 
pertormed with zest throughout the 
gruelling two day recording 
schedule. Biggin daims, though, that 
'the voice of football' is something 
of an artiste, 'He'd sit there and say, 
'Oh thafs a John Motson-type line. 
I'm not saying tha~' and also he 
wouldn't say the word, ·there~ at the 
end of a sentence because Brian 
Moore does that' 

Combined with the auspicious 
Wirep/oy option, Euro 96 looks as 
though it will make the same ~nd of 
impad as its predecessor did last 
year, If the management sections 
merge well with the adual 
gameplay, which is loo~ng 
particularly promising at the 

moment, this should be a 
remarkably versatile and far reaching 
simulation. 

In fact, 'remarkably versatile and 
far reaching' makes a fitting 
description for Gremlin itself. 
Although the company has spread 
its resources widely - multi player 
options for almost all of its games, 
Wireplay suPPOrt. graphics and 
analysis, in-house motion capture -
the quality of output does not 
seem to have been compromised in 
the process, 

'We have an excellent mix of 
traditional gaming experience and 
new technology here at Gremlin,' 
points out Heaton modestly, 'but 
state-of-the-art games are a mixture 
of teamwork and talent and I £ 
think we've got it about right' 
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Microsoft 

- some 
cost - Bill Gates' 
_ consumer 

software 

at any 

is the 

company in the world. Now this 

has turned a 
hungry eye to the game industry. Should 

gamers tremble or rejoice, asks Ed,e 

• • 

P"" '~ . .,...-.--:-' l(rosoh is corporate evil mcarnate: a predatory. 
domineering software gIant 
known for strong-arm taclics in 
the distribution channel!.. and 

," latt'. slow. feature-laden (but 
.... ----... otherwise derivative 1 sofTWare. 
It is cl company whose Windows operaTing s~lem -
IfS flagship produCl - seems almost purposefully 
designed to waste processor cycles and RAM. Yel 11 

thrives in a dog-eat-dog market where brute business 
muscle and cl Strong stomach fo r screwing 
compelilo~ afe almosl as imponant to success as 
superior produCls. 

Such is the way many on Ihe Internet and in the 
compuler and popular press would have you thmk 
of Bill 6.tes· wildly successful giant corporation. 

The game industry had bener beware. How can 
such a bru1ser of a company succeed in 
the fast-moving game market without 
resorting to the same strong-arm tactics ~' 
that have sparked recent numerous : 
anti-trust investigations? Will Microsoft ' 

I h "· d . -use liS muse e in t e ma,I\eting an 
d1stribution departments to ensure that 
conservative (read poor) Microsoft games receive 
valuable shelf space? Will the capricious Win 95 be 
forced down developers' throats? Will the PC gaming 
world collapse, Crippled by the weight of a slow, 
unmspired games library, dragged to its knees by a 
need 10 run through a shoddy, buggy interface? 



To hear the conspiracy theorists and cynics talk. 
one would expect a visit to the Microsoft HQ in 
Bellevue. Washington. 10 resemble a journey into the 
very pits of Hades itself. 

Time for a reali!y check. When one steps out of 
Ihe emotional shoes of a nervous PC enthusiast and 
begins to look rationally at the relationship between 
Microsoft and gaming. a very different picture 
emerges. Most of the fears about Hicrosofl come not 
from any actual insidIous plots being hatched at the 
company·s corporate headquarters. but rather from 

a lack of knowledge about Microsoft·s 
real plans - and capabilities. When 
examined in detail. Microsoffs gaming 
itinerary looks less hke the ploys of 
some evil corporate enti!y and more 
like what it is - a comprehensive 
strategy from a huge company that 

wants to be sure it has a presence in every possible 
area of profitabili!y. Monopolies aren't as easy to 
maintain as they used to be. Occasionally it takes 
some hard work to keep stockholders in the manner 
in which they have no doubt become accustomed. 

That's not to say Microsoft isn·t an aggressive 
organisation wiTh world domination on iTS mind. 
Indeed. 11 could well be. But even if Microsoft 
wanTed TO monopolise the entertainment software 
Industry. It'S far from clear that iT could. Despite 
whaT appears to be the company·s best efforts. 
Microsoft has no! yel managed TO dominate the PC 

.:.l 
_~ __ ~J 
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business software world {although its success in another area - PR dominance of the 
popular press - may keep a casual observer from noting that I. It has almost no presence 
in desktop pubhshing. and in some areas it has especially targeted. like personal fmance, 
it has lost out {in thiS case TO Intuit"s QUickenl . 

More importantly. Microsofl may find its unique skill base and expenence is unsuited 
to a fun.·scale assault on the game world. Unlike the business software market. which to 
a large degree is iterative (improvements are made to The ortgmal program with each 
successive version) the game software market is dynamIC and unpredICTable. A game can 
grow from being an idea. to a paper-napkin sketch. TO the proverbial ·next big thing' in a 
little more than a year. with maybe a team of JUS! ten or less working on il. A business 
application ·hit". such as Microsoft Word. typically reqUIres thousands of work-years. 
multiple versions. and many yeal"!> of market peneTration before I1 achieves dominance. 
Sure. the rewards may be greater. But the fact remains that ifs a different discipline. 

There is also a great deal more elasTicl!y of demand for games than for business 
software. Most people don·t need two word processors. but how many different one-on­
one fighting games do you own? 

So .t IS doubtful that Microsoft could leverage an)"Nhere near itS full 
muscle in the gaming sector - It just isn't streamlined for the Job. And what 
Is certain IS that even a company as enormous as Microsoft couldn·, release 
enough quah!y software to keep users from looking elsewhere for mles.. 
(Even If it COUld, all.t would lake is one slip before its leadel"!>hip pOSition 
was losl. Look what happened 10 EA. the once undisputed champIon of 
sports games) . The only company to ever come close to a stranglehold on a game 
market was Atari, and everyone is familiar with the conclUSion of that tale . 

So what Is Microsoft actually up to, and how will it approach the Industry? Its game 
strategy is three-tiered: in ascending order of importance they are development tools, 
conwmer software. and promoting Windows 95 and Windows NT as game platforms. 



Mlaosoft's 
console style 

controller looks 
_.Is dlpbol.nd r ... penslYo •• nd_ 
comf0rt8b1e to hold 

Microsoft's major entry in The 
development Tools markeT is via 
SoftImage, producer of arguably the 
premier 30 animaTion program on the 
planet, Microsoft acquired the Montreal­

based Soft Image in 1994 and it still fUnCTions 
largely as an autonomous entity. The program (also 
entitled Softlmage) was written for Silicon Graphics 
workstaTions. but this January 50ft/mage 1.0 for 
Windows NTwas released and thIs summer. version 
3. '5 will ship for SGI and NT. 

With The purchase of SoftImage. Microsoft not 
only acquired a very profitable sofTWare program 
and some of The most advanced 3D developers on 
The continent. bUT iT also enabled them to port 

Softlmage to Windows NT. its multiprocessor. high­
end operating system. This has not only helped 10 

increase acceptance of NTin the worksTation market. 
but has also staked a claim for Microsoft in the high­
end of the computer graphics industry, aiming 

direCTly at Silicon Graphics' huge share of The 
content development tools market. 

Ifs an easy sell for Microsoft to promote 
Soft/mage TO game developers. With a 
Si 0.000 high-end PC system and Soft/mage, 
they can now do what previously required 
l20.000-plus SGI machines. NT platforms 
can now also be used as 'render farms' for 
SGI machines running Soft/mage. The 
results: SGI has lowered the prices of its 
lower-end sysTems. and There is a trend afOOT 

in the development industry toward using The more 
inexpensive PC-based systems. Blue Sky. developers 
of VectorHan and a 50ft/mage beta lest site, still uses 
the four SGIs Sega bought it for VectorMan. bUl new 

hardware is exclUSively NTbased. And 

!:j 
the savings have enabled the company 

• to hire more artiSTS. Microsoft reveals 
• that more than 50% of soft/mage's 

revenues come from The game market. 
Second. Microsoft is publishing 

games. This is nothing new: Microsoft has been 
publishing games since the days of Windows 3.0. 
and of course. there has almost always been Flight 
Simulator (Microsoft's perennial, sleeper hiT). Whafs 
new is that the game division has gone from a 
microscopic group (including one person working 
part'Time on Golf and part-Time on Word) in 1992. 
to a fully fledged division WiTh SO-plus employees. 

What's more. The games Themselves have gone from 
being 'linle games' (such as Windows Terris and 
Solitaire) to more robust produCTS such as Fury'. 

Back to the conspiracy theorists ... 
OK so this is where Microsoft quiTS playing fair. 

MicrosofT can dominate shelf space in game stores­
forCing its compeTitors out - Through its distribUTion 
power. Its strategy. according to insiders. is TO go to a 
store and, say. We think you can sell Y copies of title 
Z.' If the store disagrees. well. they get nothing. and 
miss out on all profiTS on selling Microsoft's product. 
Result? Microsoft generally sells-in Y copies of Z - and 
the stores then make sure they sell them. It was this 
strategy that enabled Microsoft TO get about 
7.000,000 Win 95 upgrade kits in stores last 

autumn, even though it only sold 
through about a third of them by the 
winter holiday season ... 

Certainly, Microsoft has none of 
the diStribution headaches Ihat 
plague many smaller publishers. and 
this faCT (plus The recognised 
Microsoft brand name) ensures 

impulse buyers alone make most Microsoft games 
unqualified hits. According to its own figures, 
Microsoft could release a generic game box that says 
'Microsoft Windows 95 game enclosed' and expect to 
sell aboUl 400.000 units - a figure to make the 
average PC software publisher drool with envy. 

Still. since 1994 the number of PC 
game products in the market has 
almost doubled. so it is unlikely that 
Microsoft could continue to count on 
huge sales with volume 29 of the 
Windows Entertainment Pack. In a nolion thaT may 
be almost inconceivable 10 most Edge readers. 
Microsoft has chosen to ignore hardcore garners and 
focus instead on what it calls the 'casual' gamer. 
someone who buys only five to seven titles per year. 
That straTegy focuses on The reliability of The 
Microsoft brand name. as well as solid bUT not 
necessarily ground-breaking games. It will keep the 
company on good fOOTing (look how well ifs 
worked for LucasArts). But it doesn't seem likely to 
lead TO some massive takeover of the industry. 

Looking forward into 1997 and beyond, 
Microsoft plans 10 continue 10 Target the casual 
gamer. as well as releaSing some titles that should 
get Ihe attenlion of hardcore gamers. The most 
remarkable thing abouI Microsoft's game publishing 
strategy. though, is its breadth. Rather than 
concentrating solely on one genre, the company has 
products coming in The shape of sims. action. sports. 
strategy, on-rails ShOOT 'em ups. god games. and 
more. (See page 62 for previews of some of these.) 

The OTher aspect of its gaming consumer 
products line is hardware. specifically joysticks and 
joypads. Selling game hardware is a new business for 
Microsoft. and one that seems to be introduced not 
so much for the long-term strategic benefit as much 
as for a quick (albeit low) margin of profit. Its 
SideWinder joystick. which uses patented opTical 
technology to give the benefits of both an analogue 
and digital stick. has been well received, and 



wind 

Hicrosofl has also shown its game pad 
at e. Bearing Cl striking resemblance 10 
the Ninlendo 64 pad. il is comfortable 
in the hand and should do well with 
the arcade-style games Thaf are 
becoming increasingly prevalent on the PC Microsoft 
also recently acquired Ex05. a Hassachusens-based 
company that has Cl force·feedback Joystick 

By far Ihe most important pan of Microsoft's 
game strategy, however. is Us presentatiOn of 
Windows 95 as a legitimaTe gaming platform. as 
distinct from D05 as il is from the N64 or Saturn. 

The major hurdle 10 gaming on the PC has 
always been ease of use. Instalhng DOS games has 
traditionally been even more difficulllhan inSTalling 
other PC sofrware. With muhiple standards for VIdeo 
cards. memory hassles created by DOS 640K basic 
memory limit. and the general user-unfriendhness of 
the system, gelling games to actually work is 
sometimes more of a challenge than rhe games 
themselvt$. Some DOS games suffer a '35% or 
greater return rare simply because they cannot be 
successfully installed on the user's hardware, 

Developing games for a DOS-based PC results in 
similar nightmare~ as game programmers have to 
write routines for every single video card. sound 
card, and possible system setup in advance. It's no 
surprise that they've often failed to cover all possible 

combinations. And it's SImilarly unsurprising that this 
has generally left PC games the strict domain 
of hardcore gamer!. and computer enthUSiasts. 

With Windows 95, Microsoft seeks TO 
change all this. Not only does Windows 95 
make installation easier. it also makes game 
development easier. thanks to a series of 
developer APIs (Application Programming 
Interfacesl and hbranes known as The Game 
SDK (Software Development Kid . To get the 
Game SDK. developers must simply jOin the 
Microsoft Developer!.' Network. which costs 
around $500 per year - about the cost of 
goods of the COS and manuals the average 
developer receives In that time. Microsoft then 
supplies these software libraries to game developers, 
making the process of developing a game deSigned 
to work within Windows 95 a whole lot easier. The 
major componenr of the SDK IS the series of APIs 
known as DirectX { see below I . 

The main complaint about developing for 
Windows is rhaT. as a program that puts a layer of 
software between the hardware and the user. iT 
sImply cannot provide the performance needed for a 
high-speed game. To get a game 10 run fast under 
Windows. developer!. generally have 10 break all 
sons of rules - resulting in Ihe same basic headaches 
That occur under DOS. DireccX by provtdmg a seT of 
standard API~ fixes some of this. MIcrosoft has 
'broken the rules' of Standard Windows development 
10 gain speed (such as DlrectDraws ablll1y to wnte 
stralghl 10 VRAM In a window I. And as long as 
developer!. slick 10 the 'broken rules' MIcrosoft has 
developed for the D,rectX APIs {wnlten in extremely 
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I T I he 01_ AP1s p,,,,;de, software buffer between " Pes hardware (including all add-ons. 

such as jOySticks, sound cards, and video cards) MId the software application (say, a 
game). By writing to the APt, instead of directly to the hardware, developers can be sure 
that their software wiU functlOO OIl all Pes running IMi1Gbws 95. There are five elements of 

the DirectX APt: 

1) Directlnput provides support for digital as well as analogue joysticks. 
2) DirectPIay enables multiplayer gaming by providing built-in support for lANs (Local Alea Networks) 
as well as modem play, using \M'ndows 95's networking infrastructure. 
3) DirectSound provides transparent, device-;Ildependent access to sound cards and offloads sound 
processing duties (mixmg. say) directly to sound hardware. 
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4) DirectDraw enables writing directly to VRAM inside a "";ndow, and supports graphics acceleratoo 
where present 
5) The DireaJD API (scheduled 10 ship this April as part of DirectX If) has three main components: a 
h~ retained mode, which contains the Rea lity Lab 30 en~; a Iow-k!veI immediate mode for 
developers who prefer to us@ ~r own 30 engines; and 11 hardware IIbstrac1lOll and emulation layer 
th&t interlaces directly WIth the hardware, The emulatlOll layer "";11 enable (PUs to emulate the features 
of 30 acceIeratioo cards if they are not present DirectJD wiU also support z-buffenng. ~ 
Gouraud shading. full-light sourong. specular highrtghting. ttHinear mip-mapping. and 
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~2:T'i low-level (ode). everything should 
run fine. 

By writing to the DirecrX 
specifications. developers can be sure 

thal their software will run on any PC running 
Windows 95. Microsoft takes caTe of the IrriTating 
task of developing drivers for all the different Types 
of hardware that Ihe game might be played on. nOI 
to mention doing extensive compalibili!y testing. The 
time and effort saved by being able to write 10 one 
spec also decreases development time and cost. 

More importantly than JUST making it easier to 
develop and play games on a Pc. the DirectX APIs 
make practical for the first tIme somethmg Ihat has 
always been possible on PCs - Plug 'n' Play. or 
widespread support for a vanefy of novel hardware. 
This is the single most exciting aspect of Windows 95 
as a gaming platform, and it is not an 
understatemem to XlY that thiS could be the single­
most important advance in PC gaming technology of 
the last decade, 

Until now. if a hardware developer created or 
implemented a new technology, like 20 or 3D 
graphics acceleration. a new input device. a new 
sound card. or anything that look the PC past the 
stock 'vanilla' stage. they would find they had created 
an orphan technology. at least as far as game 
developers were concerned. Until the device gamed 
enough acceptance in the marketplace. few 
companies would go through the trouble of wrillng 
The drivers to support it. WithOUT the games.. few 
upgrades were sold. and few new 
technologies were adopted. For 
example. despite the fact that a 
practically every graphics card sold ~ 
since The introduction of the 486 has '. 
had 20 graphics acceleration, few PC 
games have ever taken advantage of it. 

The only reat standard to emerge on Ihe PC since 
the days of Creative Labs' Sound Blasler card was the 
pathetic MPC (Multimedia PC) . a Windows·based 
standard developed at the dawn of the multimedia 
age. With an MPC-compliant Pc. all you could really 
be sure of was that your machme could run the 
lalest and greatest encyclopaedia CD·ROM. Yawn. 

Now that's all different. With Microsoft 
developing (or more correctly. having hardware 
manufacturers develop) drivers for every hardware 
device conceivable. developers can now blithely write 
to the spec and not worry about supporting various 
hardware elements. If additional hardware is there. 
DirectX will sense il and use it. If not. the CPU will 
emulate the missing hardware. 

Not every developer. however, is 

~ 
fotally thnlled WIth the Game SDI<. I 
like to acce~s everythmg says one 
Now we re gomg to have to put our 

stuff IntO a "black box· It s kmd of 

disconcerting 10 have thal comrol taken away from 
you.' It's also important to note that because DirectXs 
features are presem in software. fairly powerful 
machines are needed 10 be able to lake advantage of 
DirectX in any practical way. 

It's clear that with the introduction and continued 
support of the DirectX APls (which were developed 
with strong input from leading PC game companies), 
Microsoft is makmg an intense effort to support 
Windows 95 as a game platform. In the short term, 
the reason why is equally clear. Despite what people 
say to themselves 10 justify the purchase of an 

expenSive home Pc. games are the 

~ 
most popular home application. by far. 

_ An mternal MICrosoft eStimate is that 
~ ~ i 40% of the time a home PC is on. it's 
- - - running a game. To ensure that 

Windows 95 is accepted as an OS in 
the home. then. there must be a game presence on it 
- especially considering first ·time buyers of home 
PCs are far less likely to WIthstand the rigors of 
installing a DOS game. 

The DirectX initiative prOvides technologies that 
Microsoft will be able to leverage in many other 
areas (and one of the first will be ActiveMovie. a 
new digital video standard that provides for MPEG· 
quality video and Internel hooks. among other 
things). But the real future for D,rectX and the Game 
SOK will be revealed with the release of DirectX 1II in 
August and D,rectX Nin November, That's when 
DirecrPlay 2.0 ships. 

D,rectPlay 1.0 provides 
APIs that enable easy LAN and 
modem play. DirectPlay 2.0 
goes one further. enabling 
play over the Internet and 
online services. Of course, 

despite Microsoft's best efforts. the Internet is one of 
the few areas where it's not the market leader. Yet. 

For developers. things will be much the same. 
They write to the multiplayer DirectPlay 2.0 spec. 
much as they do now to the version 1.0 APt In 
DirectPlay 2.0. however. there are drivers for TCP /IP 
(Transmission Control Protocol / Internet Protocol) 
connections over the Net. and any that third parties 
(such as online services like BT Wireplay) may 
provide later. Now. multiplayer games are as easy to 
play online as they are over the office LAN. 

On the other side of the network line are servers. 
also provided by Microsoft. Due for release in August 
is the DirectPlay Lobby Client software. with the 
release of the DirectPlay Lobby Server and DirectPlay 
Game Se~er due in November. A beta version of the 
Lobby server will be released in August. too. 

There's nothing beller than playing against 
another human. and technology is finally 
approaching the point where multiplayer online 
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[f] or ooline play, calls to the DireaP/ay API 00 the d. i@ntpc.will gothrough any 

drivers for proprietary communlC.aoons ne\'Io'OO(s, through th@ Will 95 I"IetworlOng 
aoo communICatIOns APIs to the hardware, and out over the Net 

Game1S win 'meet' III the lobby at their seMCe provider and play games 
coordinated by the game server, which wods with the money ~ (wBchever ~ 
the service happens to use, o.redPfay 2.0 IS designed to support anything whidl 
calls the (hent BiIJing API). • 
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games are a rfal pos~;bil;ty. Microsoft 's srralegy. 
providing an easy solution for both the fronl and 
back ends of future onltne games. will be nothing 
short of brilliant - If 11 can pull,! off. 

Why? For the fo reseeable fulure most people 
will be using a Microsoft OS on a PC. especially when 
playing games. However. many analYSIs predict that 
within a few years a sub-S500 Net-cruiser box will 

be a reality. Although Microsoft's own 

~ 
Simply Interactive PC (SiP() imtialive IS 

aimmg 10 cater for thIS emerging 
markel. 1I IS by no means assured 
VIctory. Why? Because Ihe application 
soflware for these boxes may reside 

remolely (over the Net J. and the technology fo r 
Internet apps may be prOvided by a company like 
Sun or Oracle (both of whom are keen to promote 
their own non-Microsofl ass J. Microsoft does. 
however. have an ace up its sleeve - and that is 
Di""Play 1.0. By conVincing PC game developers to 
1001 up and suppon MIcrosoft sofTWare loday. it 
ensures they wdl favour using it lomorrow. 

What MICrosoft slands to gain from promollng 
Windows 95 as a game platform is an increased 
share in the entenalnment market. the consolidation 

f NelWOrk S. Of her O,rr<fPlay (ompufers 

___ ,.!l 

of home users around the OS. and the development of technology thal can be leveraged 
Into other areas of the corporaTion. BUI these reasons are nothing compared to what Ihe 
company stands to lose If Ihe non-MIcrosoft set-top box becomes a reahty. 

Of course. the console ..... ersus-PC war has raged on among gamers for yean. and WIth 
a few excepl1ons. Wmdows: 95 doesn't change many of the arguments. You can'l play 
computer games on a big-screen TV. lYing on Ihe couch wilh a beer in your hand, On the 
other hand. you can't generatly play online games on a console. Another advantage 
Microsoft and the PC has is Ihat the PC IS an open system. Anyone can develop for 11. 

royalty free. and gaining fu ll access to the Game SOK cos~ a mere $500 per year. far 
less than the going rate for a PlaySlallon or Saturn development kit - around $20.000, 
So. while the most InnOVallve desIgners 10 the world - Suzuki. Miyamoto. and olher top 
talents - are Japanese. and develop for consoles fIrst. the next 'garage triumph', such as 
Doom. Will cenalnly appear fIrst on the PC. 

Do Sega. Sony. and NlOtendo view Microsofr as a threat ? Maybe they should, BeTWeen 
199-4 and 1997. inclUSive. US underwriter. Robenson. Stephens t Co, estimates Ihal the 
hardware unit sales of consoles wilt decline by 6.5 %, while home PC sales will rise 
107.1 %, Sources at MlCrosofr contend there Is 'no way' llbil sales will ever equal 16bil 
sales (which peaked al about 20 million for Sega and Ninlendo). Both Sega and Sony 
have began pubhshlng I1I tes for the pc, and while the average pc configuration is still too 
underpowered to play the likes of VFl as well as a consote that cos~ a tenth as much. 
this faCl is likely 10 change as 10 accelerators come down in price. Perhaps How. rd 
lincoln, NOA's president. pul it best when he said, '00 I think they {Microsoft] £ want to eat our lunch? Sure, Do I regard them as competitors? You bet: 
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Format 
Publisher: 
Developer: 

Release: 
Origin: 

Glose ComlJat 
Windows 95 
Microsoft 
Atomic Games 
summer 
US 

A
tomic, best known for the v For 
Victoty series, looks to ~ truly 
outdone itself v.;u, this strategy 

game. You're in command of either the US 
29th or German 352 Infantry as the us 
attempts to fight from NOll'Nndy Just after 
O-Day, in this nalfO'lolly focused simulation. 

'Nhat is most impl'essive about the 
game IS the extremely sophisticated AI, 

devl!loped with the help of a combat 
psychologist. Depending of thetr labgue 
level, the pressure of enemy fire, and their 
r7JW ability, troops may respond sJov.+." or 
not at aD, to your orders. Send a bred squad 

to take a difficult objective and it may 
retreat if things become too difficult. 

This feeling must truly mimic what 
actual battlefield commanders felt, 
making Close Combat a truly 
immersive strategy game . 

for a ,ame that conveys true 
desperation. pbly Close 
Combat and try gettinCII troop 
across the brid'Ce Into heavy 
fire with no tank support 

..................................•....•....••..............................••••••••••• 

B.,flIU Tloe 
Format 

Publisher: 
Developer: 

Release: 
Origin: 

Format 
Publisher: 
Developer: 

Release: 
Origin: 

Windows 95 
Microsoft 
Rainbow 
America 
autumn 
US 

l 
he orHails shoal: 'em up is a wet­
defined genre. Snll, Rainbow 
America (the deveIopefs of The 

~) has taken some steps with Deadly 
ride to ensure It stands OUt from the Rebel 
Assoulr-dor.e pack. 

Th@ game features gorgeous 3D 
graphics, designed by AmbGn lmaging 
Designers (responsible for SeoQuest DSV 
and StoI Trek: TNG). Also, Re<lbook audio 
combined with a realisllC 3D sound engine 
make the audio expetience compelling as 
well On the gamepiay side, you can 
actually move your craft through a full 36Cr 

of freedom. a greater NI of control than 
provided by most games of this genre. 

This is definitely a title aimed at 
the 'c:asualgamer', and it should be 1"2 
ooe that win satisfy them. "t...5 

On-r.lls shoot 'em ups .... y not 
be to everyone's taste. but at 
le.st R.lnbow America's 
De«l1y TIde tooks bMutlfut 
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HelllJ.nfl.r 
Windows 95 
Microsoft 
Terminal 
Reality 
autumn 
US 

H 
ellbender, the follow up to Fury', 
should follow Furls dependable 
gameplay - fly alxM! the clouds, 

and shoot things; swoop below the clouds. 
pick things off the ground. and shoot 
things; fly in caverns under the planet's 
~rface, and shoot things. Animated art 
scenes bel'.veen the levels will ~ance the 
plot - yoire in a civil war in space. 

'Mlere HelIbender should raISe 
eyebl'O'oYS, though, is in its complete 
~pport for DlfectJD. Th@gi!meWlOfeature 
z-buffenng tri-llr'lear mip-mapping depth 

ruing (fog and haze shading), realistic light­
sourcing and Will run accelerated 3D 
beautifully Io'Iith 3D cards. Though it's not 

certain, it hopefully WIll run decently J""'a 
Without accelerators. "t...5 

Of.1I the forthcominl 
Mkrosoft titles. none shoukl 
demonstrate the PC's 
nmound 3D like Hellbende, 

...•....•....•••••......•••••••••.•••••••.••••.........•...........•••...•.........•... 

monster Trull" maoness 
Format: Windows 95 

Publisher: Microsoft 
Developer: Terminal 

Reality 
Release: autumn 

Origin: US 

T his is not your typical 3D 
poIygooal racing game. Since 
wheo could you run 0'JeI' and 

crush cars in Ridge Racer, for example? But 
in Monster Trod: Madness, you have 
entered the strange obstade-0den universe 
of really big trucks. 

Somewhat like Sego Roly, this title 
features extremely accurate physic:s, cirruit 
and drag racing modes, foor-wheel steering 
six degrees of freedom, and some of the 
goofle5t-lcd:ing vehICles knoY,." to man. 
(Did you !lOON that monster trucks float, 
thanks to their fat tyres?) With eight-player 

network support digitised sound (from Big 
Foot, no less), fully rendered trucks, tracks 
and obstacles. - not to 
mention the ability to 
OJStOfll<Onfigure your 
truck for different terram 
types - Monster T rude 
Madness is Ce1amly one 
10 look out for. NoI to 
mention the fact that it 
Will be the first title 10 
support the 
Jolt force 1"2 
feedback stid. LS 

RellIstlc 
physics .nd 
stunninl 
graphics 
clveMTM 
potential 

___ . .!l 



O
ne doesn't necessarily have to krlO'N how to beat 
the MegaDemon in Doom to run a successful 
game business. But it INOUkI be nice to think that 
a man VvOO .... iekls so much poYoIef aver garners at 

least knows his Command from his Conquer. And not for one 
minute should Bill Gates' power be underestimated. As the 
biggest consumer software company in the world, Miaosoft 
has got serious muscles. And as its visionary leader, Gates 
gets to flex them. 

But...my has it taken Microsoft so long to notice the 
gaming world? And nCM' that it has, is the $6 billion (in annual 
sales) giant going to play rough, or prove itself to be Cl 
valuable addition to the gaming community? And if Nintendo's 
Howard UncoIn is correa in fearing Microsoft wants to 'steal 
his lunch', just hO'N hungry is Bill Gates feeling? 

Edae met with Bill at Microsoft's HQ in Redrnond, WA, 
for the foIlovving interview 

Edp Given the stJCXl5< of Microsoft's Fight 
SimuIotDr, and the boom of the PC some 
industJy, vIrrt hasn't Microsoft pot ItS fuI ~ 
behind an assault on the gaming world before? 
BG We've always had our hand in it to some 
degree. Putting one or l'NO games in with the 
operating system has alw"ays been Cl good 1l"ICNe, 
and you'll always see us do it So we've always 
had a few titles, but mostly developed outsKJe. 

We Siffl the embarrassment of how hard it 
was to install games, and the conflicts between 
OOS games and productivity applications after we 
shipped Wi~ 3. 1. And we saw it as holding bad:: the 
home computer market You really shouldn't have to have an 
expert friend to dig into your OOIlfiguration file. 
Edp So are the games Mocrosoft is ~ primarily 
designed to shov.<ase Wndows 951 
BG No, they're to make money. And so you'll see a lot more 
tides coming out from us intemally - a lot more than ever 
before - and game titles coming out of the JOint venture with 
DreamWQr1(s Internctive as......ell. 
Edp Let's forget _ 95, and )OX other businesses for 
a moment \'o1lat do you t.eI Microsoft can 

BC; In terms of one totally wiping 
the other out. no. I'm a PC lover 
and so 1 can tell you the schtick 
from somebody who's got a boas 
toward the PC For -V kid [with 
a PC] - even at a young age -
there's great leaming software. It's 
'NOrth it if you can afford it It's 
great exposing them to that. 

Then as they move up into 
the age where they want action 
games or whatever, then hey, the 
PC's going to be there. And it is the 
most flexible device. The fact that 
you can aaually store things iNJay, 
the fact that you can add on to it, 

wind 
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the fact that rt has a display wrth better resolution, ,(S got a 
keyboard. There's JUst a lot of things you can do with a PC 
you can't do 'Nith a game rMChine. 

And so, I think as PCs have very high penetration into 
homes, it's possible there \o'oOOld be a substitution effect 
against game machines. But that's not to say the game 
machine category won't be there. 
Edp One thing the PC doesn't have (that ""'1"nies like 
Sega. Sony, and Nintendo do have) is • dedcated marl<eting 
opeIlItion..rose sole pupose is to promote eadl game 

bring to the party as a game developer 7 
BC People W10 play games a little bit are 
going to look at the individual games .. 

Are game consoles and pes in co:--:petitior: In 
between E .... You think that's 00w Mocrosofts 

publishing effort shoUd be appraisedI 
BC; Ninety percent will. From 10% of the 
people you can get a notion that we really 
know how to test softv.Iare; how to 
disbibute softwore; how to take a long-

the sense that you walk in and choose 

a and a it's not quite the 

term view of building very ridl technologies into these games. 
Things like games that use voice input - that's going to 
happen, or games that are multiplayer in a deep sense, 
interacting across the Net 
Edp The lip side of the <Din: to what """'" should gami1g's 
ClIre!1! major ~ fear Microsoft's amvall (Ninteldo of 
America's President Howard UnroIn "'Pf"SS"d oonsideIabIe 
respect for Microsoft, but daimed awareness that 'They want 
to eat my lunch.). 
BG [Smiles] Well, not really. I mean, are game consoles and 
PCs in competition? In the sense that you walk in and dloose 
bet'-Neen a Sega and a Sooy, it's not quite the same. Usually, if 
you want a PC and the kind of richness and general PU!pOSe 
th,ngs that rt pn:Mdes (bnng your mOo home, write your 
homework, etc), then you generally know before you walk in 
to the store that you want thatit's possible that when you buy 
a PC, then you ~, 'Hey, r'tC1oN I don't need to buy a game 
platform, ,'11 just do everything on rT'r>J PC' 
Edp So you don~ see either the PC Of the dedicated some 
madines eventual~ dorninamg the marIre! ~l 

console as the ultimate gamng pIat!oon. he you ~ to 
take on this role for the PC? 
BG I'd say it's a role, and it's up to us to do that. Certainly to 
evangelise to software developers, that is totally our tab. On a 
relative basis compared to a few years ago - and even on a 
relative basis to some of those game console suppliefs - and 
in the absolute, I think you'd find that ISVs pndepeodent 
software vendors, ie game publishers] say we're doing a 
pretty good job. 

But it is our job to do the evangelism. Intel is often a 
help on these things. as are some of the system 
manufacturers, some of the board and chip manufacturers. 
But we're in the lead spot. 

In terms of a message to consumers I think content 
nJies. Nowadays. you don't see many ads about the consoles 
- instead you see ads about the games you can play on 
console, or see a cool kid playing these games, and you'd be 
like him if you bought one. 
Edp Do you see a>ntent <lllTently strongef on the PC, Of on 
the somes madines? 

...•...................• 
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consoles. But if you get really broad and indude Myst-like 
games, I mean, give me a break.! There you need the storage 
and richness that comes.....nth a PC. 

1he kids' rooms. Won't 8ilmes inevitably be played in 1he lilling 
room and net the home office? 

The term 'game' is a very broad term. The 
phenomenon of 'Nhat's gone on with the game consoles is a 
fairly narrow part. There's a particular demographic v.ith which 
the game console is strong but the PC IS much broader than 
that So they both have relative strengths. 
Edp But 1he console people would reply by pointing out 1hot 
as long as a f200 game console con do things 1hot • € 1 ,500 
PC can't do, there will be a Il1i1I1<et for l 
BG We're not going to have any more inversions like that Pes 
'Nill be a superset in f!!Iery way - certainly all the Pes that ship 
in '97, and you'll never see that inversion re-emerge. 
Edp So y<>Ire SOjing 1hot 1he PCs waphics power is goins 
'" 1aIce 011 and neYI!f look bad<l 
BG Well, it's my job to see that thiS happens. We are keenly 
aware of the comparison [between PCs and the 32brt game 
machines] and I have almost no doubt we'n meet that test 
The only advantage that the Sony P1ayStation has is better 

Philips CD-i was an on both game 
console and PC. But it was a 

and it was a terrible PC 

teXbJre mapping than most graphics cards for the PC. But 
when we demonstrated at the Windows HardNare 
Engineering Conference [last Apnij, 1he 3Dfx demo of Valley 
of Ra was ~ better than any game console. And that's a 
special ackHn card that INi I1 be 00 PC rnotherboards early 
next year. 
Edp Playing devirs advocate a 1it1Ie, ~re going '" ~ 
8ilme cooisaIes. And one l>Jge advantage 1hot they """" CHef 
PCs is 1hot you play 8ilmes on 1he ~ lV in 1he comfy 
IiWlg room. _'" play 8iIme5 on 1he PC you typicaIy 
have to sit dose to the screen, alone, in a straight-baded 
dlair, n the 'home office'. 

lhe coosoIe VR'f is much more fun 
BG You have a very good point about the device that you sit 
dose to and use with a ke'fboard, versus the device that you 
sit far away from. With the PC - because of the resolution of 
the screen - you can read text and you can sit dose to it. And 
it's got a keyboard. 

The lV • typical~ a ia'8",-size screen and 1he dot-prtch 
isn't nearly as good, but you sit far away and you mostly 
watch video-type material. So for mu!tiplayer [gamingj, INhere 
.."oore both on the same screen, etther you're gotng to [play 

BC For certain typeS of games, that's true. Sometimes, you'11 
have a PC in the living room because it will be the central 
controller there. But you're right,. the scenario ...mere you've 
got your game machine in the living room and you've got 
your PC in the den. that may not go away. 

But the game machine has a pretty narrow appeal, in 
terms of the demographic. For really young kids, for girls, and 
fOt a lot of adults, the breadth of software that's really been 
out there for the game mad1ines is not IIf!'rY rich. It's not like 
people do encydopaedias, or movie gUides, or learn 
anthmetic from videogames. 
Up Sore, but is this because. with no ke,t>oard and no hard 
dIM!. 1he game machines can', handle these types of 
software. Of is t simply because 1he moricet hasn't asked for 
themye<) 
8G rm not sure how you separate those tv.() things out! 

You know, it was always possible that one of the gi!rl"le 
mamine guys was going to create some expandability and 
essentially _ rt '"" to a PC. • was 1he Phlips~, called 

CD-i, \'ttIich was sort of supposed to be 
expandable (in as much as Matsushita 
showed it with a hard drive in it) and it 
was supposed to also be a games player 
type thing. It was an attack on both game 
console and PC. It was a device that kind 
of basically got caught in the middle. It was 
a temble game machine, and it was a 
terrible PC. 

I can ~ that now because the thing failed. But Philips 
put real money into it. Well I knev-ll was womed about it. 
They put real money into that thing and they had a lot of 
content There was a lot of evangelism going on, and some 
fairly creative ideas. They never did figure out. though, that 
you had to have good action games on the thing. so the 
hardNare design and the evangelism never focused. It was 
always too soft. A little bit of golf or a little bit of opera, but 
nothing jazzy enough to make it 1"1lCWe. 

Edp ~ 1he (Dj r-"d good action 8ilmes then. MY WOIId­
a>nquering game platform is !Pns '" need good action 
games now. But - as we've already pointed out - a €1,5CX) 
PC can't do many ac;Don games as well as a £200 console. 
8G Oh, I agree. But we're getting good action games. I mean, 
look at the number of things we've done to get goOO action 
gemes onto the PC. 

Microsoft's evangelism even indudes the software 
developers inside these game console companies. Vou'll see 
most of the console companies taking their software assets 
and pomng them over to the PC. That's a big step fOlWard for 
us. We have an operation, which is a joint venture between 
Mioosoft and SoftBank. called Game Bank. So if the 

developer of cartridge 
games doesn't want to 
do [the PC ronvefSion[ 
themselves, than there's 
a company there that 
will do it for them. 

___ ....... "''- -'1ho __ III GoIos (otoodlntl .00'nto __ ........... (IoII).1ho 
__ .... ....,_-_._ .......... hu ........ .rlll ........... (.Idd .. ). III GoIos-,(rtpt) 

Meanwhile, we 
convince them to do it 
directly. So, I don't think 
there INiIl be many 
action games that are 0f1 

game consoles that 
aren't on PCs and I think 
there INiIl be quite a few 
on PCs that aren't on a 
game console. 
Edp And .w..e 1he two 
8iIme5 coincide 1he PC 

on a game machine) or you're going to plug the PC in so that 
it's driving your TV. And there is more and more of this going 
on. A lot of pro;ection TV sets are going to have VGA 
conneaors. And VGMo-NTSC conversion is not very 
expensive. We need to make that easy. 
Up But this is as n>.JCh a bat!Ie of household tenitort as 
anything else, and 1he 8ilme machines """" already p,bed 
1he prime ~ iooIIions: lRIer 1he """' lV, and in 

-. wiI "'""""" with, W not be be!rer than, 1he console YI!ISion) 
BG That's our job. And SO if \Ne fall short then we say, 'OK. 
let's fix that' It's very hard for a device -Mthout storage to 
come in and compete with a lot of these things. 

Vou want rich games to remember what level you're at,. 
what you've done, and hO'N to conned up to your friends. 
Edp Microsoft is ilcreasing iIs Iorus on 1he pni1g industry 

•••••••••.•••••••.••••••••..•...•...........................••..•..........•••. 



in three major WCf1S. F'1fSt, OON more than 
50lb of Maosoft-ovmed SoftImage's 
""""tJeS rome from sales of waphics 
softwere to game developers, Second, 
_ 95 is na.v ~ pr!lITlClIed as 
the best way to play games on • PC 
Third. _ is romping up i1s game 
~ division, from releasire jLot Iou' 
tides in 1995 to a scheduled ten in 1996. 

~ Ihis merely • few dMsioos of • 
~'8" "'"l"'ny u",1ateraIIy m<lIIing to the 
gaming sectof, Of is this part ci Cl larger 
company objediye? 
8G Well, hopelul~ rt's • ~<ger company 
objeCtiVe (laughs]. We certain~ set out as 
such. You kncrvv, the use of the PC in the 
home environment is increasing and 
gaming is a big part of that People Icwe to 
play games, and most of the things you 
do to make games better are things that 
apply to other software as wed. 1 mean. 
enabling the audio to work well and the 
graphics to be fast Games are a great wit( 
to measure progress there because game 
writers are just super-demanding. and You pay 
they've basically ignored ~~. Up until 
~f'IdoK.s 95, the wCfo/ you wrote a game B 
was bywrrong alOUnd the operating e cause 
system. Even Microsoft's 0'M1 Right 
Simufotorwasa DOS product, and it's only immense, 
now that we're building the Wf'JdcMs 
version of that 

And it was all just about speed. That v.t.oIe notion of 
'Do our graphics layers give flexibility, or do they just slow 
things down? Well, there's no harder-c.ore audience than the 
gaming community to go out and ask. 'lNhat does it take?' 

It always causes problems if you go around the 
operating S'fStern. I mean, like installing OOS games a couple 
of years ago, where you had a different audio card, or you 
sometimes used W1ncfov...s, but you'd like to run games that 
didn't wo!1<. under LtVindoli\lS. It was a nightmare. 

And we're just woOOng our way out of that With the 
broad popu~rity of ~ 95 and the support from the 
gaming guys and the hardware guys, we're finally to the point 
where a pefSOn can say, 'Yeah, you don't have to knoN 
somebody 'Nho's an expert to do these things.' 
Edp And _ 95 has real~ been the focal point for aD 

Ihis ~ '"'" providing on easy-tI><JSe 'pltJItil.,.;.play' 
enwunmer<1 
8G Games don't use the file system very much. So, basically, 
until Lo\fndcMs 95, games VoJere written to the hardware. Now, 
with the variety of audio cards and graphics cards that are out 
there, it was becoming as much of a nightmare for the 
developers - testing and installing - as printer drivers were 
to... productivity applications before, s<Jo/, a decade ago when 
we finally started to get those into the operating systems. 
Nobody today thinks, 'Oh, I'll write a unique print driver.' That's 
Microsoft's problem. 

And so we said, 'Hey, we're going to make ~ 9S 
attractive for game developers, so they'll stop 'MitIng 005 
applications.' I'm sure some people here were sceptical aOOut 
ever getting those guys to stop going around the OS. Part of 
our breakthrough was that it turns out thclt - because the 
blitters all worked a little bit differentty - PC hardware acb.Ja11y 
has some acceleration capabilities that the DOS people 
weren't using. But by abstracting those blittefS out. we actually 

for the 

gave people a layer .......tJere games 
often would run faster than they had 
with OOS. And this started to open 
peoples' minds. 
Edp I.J!t's talk about CNectJD, 
Microsoft's e&rt to make all PC 
IV"phics acreIer.otor.; compatible '"'" 
an software (...men running mncbws 
95, _ral~l. CNectJD, in 1fleoIy, 
pnMdes the illusion of • st!ndarrlised 
3D waphics acceIealit<, specification. 
Because of the ~ 0IIe!head of the 
Direct3D APIs and drivers IhavinR to 
'go~' ~ 95 iIaws i!.e 
PfOIVdITl down • rll!le1 when one 
Miles dired!y to the ho_re and 
bypasses ~ 95, there,.,,]l 
.~ be • maljjnal speed boost 

Since marginal increases are often 
'""" sepaIates a kiIer.pp (Doom, 
Mmol from the 'also ran1, isn't there 
• danger that game deIIeIopers ..;n stln 
twos< CNectJD, and henre 
Miaosoft's software,. in PUlSUit of a 
axnpeIitive advantage? 
BG No. Three percent performance 
ga:ns do not make the difference 
between a killer application and .. 
Edp You're sure ~ 95 \\ill 
only suck. 3% peIfoona"", loss? 
BG Our job is to make sure that 3% is 
all it is. 

The thing that you're spending 
time on is dra'oNing the polygons or 

c!0rr'ect~vit. 

the competition to 
to the Internet. 

provide that is 
really can 

filling in the textures. and for thIS the AP1 is thin to the 
accelerated hardware, and you're not going through it again 
and again. If we find a case INhere somebody wants to go to 
the hardware {thus bypassing Wif!dot,.,.s 95], if they're really 
going for that extra 3%, we'lllell them they're CIar( because 
it'll make their jOb a nightmare. They'D never be able to keep 
up with it But if (the advantage of bypassing lMncicMs 95] is 
more than 3%, then we need to make sure our API improves. 
Edp OnIine gaming ~ oJlfen1iy the industrYs holy lV"il. 
V>Ilen do \00 lhink thet true multipIayer, onine gaming wiH 
be .... Iity? 
BG The lad:. of suo:ess of, Sify, the ImagiNatIOn Network. fa 
us online gaming site), has always been interesting. I don't 
use ImagiNation Network a ton, but I do use it a little because 
I have some people I play bridge with over the system. I think 
that - if it wooldn't crash (laughs) - it's pretty nice. But I think 
the pricing model there has held things bad. and so it just 
didn't get to critical mass as a place people come to. With the 
Internet. on which you are going 10 be buying the connectivity 
for partly nongaming reasons - and there's no doubt the 
competition to provide that connectivity is going to be 
immense - it means that multiplayer gaming really can thrive. 

There's ourselves (and probably a couple of dozen 
start-ups) who believe the Internet 'Nil! be the place where 
multiplayer gaming takes off. And so the Ievef of investment is 
phenomenal. This is a gold rush period for anything related to 
the Intemet., and games '..viII not be any exceptioo . 

.......•.•.•.....•••....••••. 
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Edp So \\!lOt is Microsoft doing ID make online gaming 
a reality? 
BG Ih'hat we're doing....,th these direct multiplayer game APls 
(as part of Wfndc:M5 95] is abstracting the need for the game 
companies to bet on .....mat type of connectivity comes along. If 
they JUst use the DirectPkry API. then [their games) work on 
local area networks, they work on the Internet. they work on a 
local server, dial up - and the user just gets to pick how he or 
she wants to go out and meet people. 

OirectPlay will help on multiplayer games because, in 
the past. sornetxxfy doing multiplayer games had to think it 
through for themsetves - 'OK. what do we want to do about 
meeting lobbies? 'Nhat do we want to do about protocols? 
and all those things. Now they don't have to worry about 
these things. And so, two years out. 
the percentage of PC games that will 
have a multiplayer aspect will be 7QO,b 
or 80%. 
Edp 00 you ploy games you...w? 
BC; Well, I'm a reasonably avid poker, 
bridge, mess, go, and dled.ers player. 

, played the \ideogames of the 
time. when I had more time: Frogger, 
Ptx-Man, Defender. And back at 
Harvard I played with the POP 1 that 
had the original Space Watf game, 
with vector dra'oVing. The original cool 
POP 1 application, in my dorm at 
Harvard wtlen I wanted to waste time, 

, 
isn t 

Edp So \\!lOt happened ID Trip H .... ins' 1Iision? Wtrt didn't 
the original 300 machine ""'" OOI? 
KG WeU, there's this notion that you can sort of rip off 
Japanese companies and - no really, I meal\ that's sort of the 
3DOmodel. 

It's kind of rude paughs] to have a business model 
Vvtiere you let a Japanese company do the commodity part, 
Vvtiich you're licensing to them non-exdusively, so they don't 
get any of the upside of the software royalties, but they get 
just the console part, which is the money-losing part, and you 
keep the game royalties. 

It's hard to say why the pieces didn't come together [for 
300]. If the price had been different at one point, if they'd 
have had a few more software developers ... But the business 

model alwar-; had a bit of a problem in 
that 300 didn't have enough money to 
make the platform successful and yet the 
piece Matsushita was given - eYen if 
things went well - .....el, they were just 
going ID be a commodity supploer of 
that piece. 
Edp So do you think thot "'Y same 
machine thnve in the pOCe blade< 
between £400 arid, fet's "'Y, £1,0001 
HistoIy would "'Y no. 
BG 1 think it's pretty tough. It's pretty tough 
to squeeze something in the middle there. 
['When considering game machines] 

write 
other 

locking people up so they can't 
it was able to do that for 

• but never the PC 
for the PC -

people are going to say, 'OK. a few 
hund«d bucks ID keep my kid happy ... , 
guess.' AIthoogh they probably don't realise 
hO'N many cartridges they're going to have 
to buy as part of that [laughs]. 
Edp IMlat does MatsusIWI have ID look 
_ ID as ~ pions ID enter the arena 

was Breokout. That was the cool game. 
Edp At the time of Microooft's aeation, did you _ think 
about making games? 
BG lNhen 'Ne first started Microsoft we thought, Well, should 
we do games?' And I went and met Nolan BushneU [the 
creator of Pong] and hung around Atari, and talked to them. 
We always thought, maybe 'Ne'd get around to doing games 
In those early days because the kind of hacks that you had to 
do to make the games work were kind of appealing. But, that 
never became a focus. 
Edp Do you not think thot WIth an 8bit game madWle " 
_ DOe tIWd of aD US homes [the NES], Nintendo ooufd 
have IeYeraged its sua:ess into other areas of the 
oomputer txJsroess? 
BG Oh, it's unbelievable. I mean, we're in thts funny lime 
suburb called Redmond in Washington and, when we first 
moved here I said to people, 'Hey, 'Ne're the second largest 
software company in Redmond: At least during the fourth 
quarter, good old Nintendo would outsell us. Now, that was 
when they ru~ the roost and the fad was in full swins And 
now, it's not quite as monolithic. 

But, when you talk about business. 'fear' is maybe not 
the perfect WClfCI to use. Yoo have to have a real sense of 
what good work. other companies are doing. You have to 
acknowledge their work and figure out, wel~ can you partner 
with them? Or do you internally or, through other partnerships, 
find those same things? 

On the PC platform, we can recruit a lot of game 
deveIopefs. Nintendo isn't locking people up so they can't 
write PC games. Historically, Ninteodo was able to do that 
versus other game platforms, but never the PC because it 
wasn't on its radar screen. 

So I don't think fear is the right word. 
We've always had this question of the boundary ~ne 

between game machines and Pes. lNhen Trip Hawkins was 
first starting 300 and talking about his visions, which were 
very good - he's a very smart M - I wondered, WON, jeez, 
maybe he's going to draw the line between the PC and 
the videogame a little bit differently than I'd like to see it' 
paughs] But nON he's not - at least as far as I knON - a force 
in this arena. 

with M2? 
BG llaughsl' think ~s tough for 
somebody to come in 'Nith a new 

platform at this point I just think it's very hard to establish a 
new platform. 

Eve1yOOdy, in my opinion, is very impressed with I'lO'N 
wen Sorry has done. , mean, rr you'd hand;c.,pped Sega, 
Nintenclo and Sony a couple of years ago, most people would 
have put Sony as third most likely to succeed. Fourth, really-
300 had a lot of mindshare. And the fact that Sony's done as 
wen as it has is a credit to it 

Then again, if you look at it financially, nobody's making 
money like Nintendo made in the good old days. 
Edp A lot of people ... 5ajing thot rr the same industJy is to 
moYe fuMerd. ~ has ID start producing games ""'" resonate 
with .duhs. A lot of people are looking ID the oontinued 
increase in gr.>phics resolution and sophistication as the key to 
doing this, as adults wiI ploy once the IJ>'11eS look less 
cartoon-ike and more like real rife. 

00 you buy this reasoning? 
BG I don't think so. I mean, if you get better graphics then 
maybe you can do different ~ of games, which may draw 
in those people. But it's not ~ke you take boxing and make it 
high-resolution and then all of a sudden 50-year-old men say, 
WON, hey, rm not going to the football game tonight, I am 
going to play that new boxing game: [laughsj 

Until you really get the Internet, where there are other 
people and an element of sodalisation, I think it's pretty hard 
to pull the adults in. I think that with the Internet, and the kind 
of socialisation that's possible, the boundary betINeen what's a 
game and what's not a game has always been a little bit 
unclear. And I think it's set to become even more unclear in 
the future. 

1 mean, if you're walking around in a fantasy space and 
you can do things that aren't normal things, is that a game? Or 
is that just an Internet superchat kind of thing? Well, the 
taxonomy is going to get so rich, that it YoOO'1 be a bIad-and­
white dividing r.ne in this new 'NOrId. Partia Jlarly with the PC, 
where you're going to get so much pa.yer and a high 
percentage of them with an Internet connection as part of 
that package. 

As we fudge that spectrum, then we'n start to pull in a 
much broader demographic. ~ 

I mean, that certainly is our goal. 1...S 
.............•.................................................................................. 
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Format: Saturn 
Publisher: Sega 
Oe.eloper: Ancient 

Price: ¥S.800 (£40 
Release: Out now 

(Japan) 

Leon runs up .,.lnst more than his fair sha,. of opposition 
dun", his quest (gi.nt rats, .bove) .Ithouth only the zombies 
with their "ne moans (top rlpt) fay •• I.stlnglmpresslon 

F
or a game that seemed so well suited 10 its 
host machme when it appeared on the 
Mega Drive in 1994 as The Legend Of 

Thar (and in the west as Beyond Oasis). there's no 
doubt the transfer of iTS sequel from 16 10 12 bits 
will be seen by many (jaded game journalists 
especially) as something of a waste of time. BUI 
the Japanese game market is very much a closed 
shop with no pandering to the limiled sofrware 
tastes of westerners. There's no stigma auached to 
a next generation game that refuses to blind ils 
audience wilh myriad effects, and like other recent 
Saturn aClion RPGs. such as Shining Wisdom and 
Magic Knight Rayearth. there's certainly no real 
striving in Thano harness the Saturn's extra 
power. No scaling to speak of, no amazing rOlation 
of the landscape and nOI the merest whisper of 
the dreaded Ihird dimension. 

Resembling a rejeCl from a Ray Harryhausen 
Sin bad movie as he strides aboul In his billowing 
pantaloons. Ihe hero Leon is in possession of all 
the movements you'd expeCl from thiS genre, He 
can arrack, dash. jump and kick wilh combinations 
of all four, although his range of actions are still 
put to shame by some recent Super Famicom 
ARPGs (still the premier platform for this type of 
game) . There are four different weapons 10 

collect. all intrinsic to the puzzle solving that lies 
ahead: and by defeating the guardian for each 
area Leon can release an elemental sprite whose 
powers he can then summon - power!. not 
surprisingly needed to progress to the next level. 

Tlrol's role playine elements are no more than devices to .dunce the plot. with the 
m.ln emphasis of ,.mepl.y beln, heavily placed upon fiPtinC and explorlnc 

Thors fantasy-style plot is negligible, as is the 
indusion of the term RPG. Chatting to a few nearby 
lownsfolk only to discover there's a lerrible evil 
lurking nearby merely serves 10 create a selling for 
Ihe 'hack and slash' dungeon exploration rhal 
follows, while any character development is limiled 
to upgrading your damage meter. Typical Japanese 
RPG linearities also rear their ugly heads when the 



est screen 

""0'-5 punle elements aren't the most ayptk ever devised. but later In the came it's more of a case of reachlna: the switches rather than simply 
fl ndln, them (using a pI.tform. Ieft). EnemIes are, on the most part. uslly dealt with. although they reset after leavlne each particular area 

game will only advance after talking 10 a cerlain 
person or visiting a definite localion. with the 
malevolenl evil kindly holding back until you've 
remembered 10 look in on that old man in the 
cave again. Just once il would be nice if you feh 
events were going on around you regardless of 
your actions (a feature that is already being 
implemented in recent 16bit Japanese RPGs). 

Wisely. since his rather substandard design 
efforts on the dreadful Actraiser 2. Yuzo Koshiro 
has chosen to link his name only to Thor's ethereal 
soundtrack. preferring to credit the game's design 
to the anonymous faces of his developmenl team, 
Ancient. They've performed a solid enough job and 
there's plenty to do wilhin the varied, if not 
panicularly large, landscape. Without memory­
hungry 10 graphics and CGI 10 take up room on 
Ihe CO. players might well expect games of th iS son 
10 open up into massive epics - a situation that 
developmental logistics and pure economics dictate 
will rarely happen. Thankfully the action comes 
thick and fast . although the puzzles are rarely any 

more complicated than flicking sWitches in the 
right order or collecting keys to open up new 
areas. The slightly off-centre bird's eye view 
combined with the large size of the main character 
also makes navigating the different levels of the 
landscape somewhat hit and miss, What looks like 
an easy jump can prove frustralingly impossible. 
forcing you to ride on the heads of passing 
enemies in order to get a leg up to the next ledge. 

Ifs a sad fact that in the four years since 
Zelda III wrote the book on how to create the 
perfect aclion RPG there haven't really been any 
advancements in the genre. In the end, Thor made 
the jump to the Saturn because the Mega Drive is 
no longer an economically viable platform and not 
because it offered Ancient the chance to stun the 
world with a new style of gameplay, With that in 
mind it offers a wonhwhile diversion for £ 
fans of the Original game, 

8t1/1B rat/no: SIH out of ten 
Once released, your elemental 
assisUnt follows you faithfully 

Each of Thor's levels comes with the obliCatory boss to defeat. The first. Undine, has a formulaic attack pattem which Is easily leamed. It doesn't 
take lone to reaUse that your newly obtained bow and arrow are the key to his downfall. His death sequence Is partlcularty impressive (right) 



test screen 

Format: PlayStarion 
Publisher: SCE 
Develo er: EXACT 

Price: ¥S.800 (£40) 
Release: Our now 

The Rrst of the ' lime's two Indoor 
sections (top). Its underwater 
stretch (above) Is most atmospheric 

You eIIn ride atop thls flyin, whakt (above left). ne came features many 
water pools (above rI,ht) - when you dive In. the soundtrack muffles 115 
if truly underwater. Baron Aloh.'s lIMp Immortalised In 11 stltue (rlcfrt) 

j 
.... ~ ! 

~ 

Girptaln 5u%ukL left. Is your ultimate foe In this 
sequel as you pick up Robblt's relps once Nore 

D he original Jumping Flash. released back 
10 July 1995 (E2 2) , was the most 
prudent example of what 32bit proceSSing 

power (ould bring to ",deogaming beyond mere 
graphIcal extravagance, Taking a firmly established 
theme - the plalform game - and twIsting it into a 
fully three-dImensIOnal expenence, it stood 
practically alone as a tru ly original piece of 
PlayStation software, 

Presented in exactly the same fashion as the 
original. Jumping Rash 2 sees you working on the 
same side as your former adversary. the 
bespectacled Baron Aloha, There's a new enemy in 
town, the rather twisted Captain Suzuki. a planet­
sized egg-head whose love of collecting things has 
extended to his stealing the game's six worlds and 
trapping them inside giant bott1~ By searching 
out and reSCUing Baron Aloha's chums. the 

octopus-like MuuMuus. in each level, Rabbit (the 
mechanic rabbit whom you control in the game) 
is able 10 wresT each world from Suzuki's clasp. 

Each world has ils own d;stinCl theme. ranging 
from breezY seaside areas 10 grim industrial zones 
10 brightly coloured fairground and circus levels. 
Their different flavours serve 10 give the game 
immense varie!y. and their Increased complexity 
over those of the first game - the two Doom-sl)'le 
levels are more convoluted. for example, making 
them consIderably more worthwhIle experiences 
than before - demonstrates that JFs developers 
have taken some care in dehvering a more 
inleresting, Involving experience, 

As was The case with the first game, however. 
you get The ImpressIon developer$. EXACT. began TO 
run rather dry on ideas towards the game's final 
levels - they farl TO delighT in the fashion of the 
colour-swamped first world. for example, whose 
flying whales. giant turtles and self-reverenlial 
touches are quite exquisite. 

NeverTheless. Jumping Rash 2 is a supreme 
demonstration of Japanese quirkiness and unique 
characterisation. a game where you never know 
exactly what lies just around the corner - and it's a 
thrill discovering what that might be. The game's 
myriad enemies are as charming as they come. be 
they overweight. flightless birds that squeak when 
you pummel them with laser fire, or hamburgers 

aaron Ala ... references par. up all over the pllrce. IndudlnC on the rear of thls mine urt (above Jeft). 
LevelS's boss 'above rtpt ,like just about every one that appears In the lame, often little challence 



Level 4 sees action conduded .... ,nst an Industrial backdrop. Indudlnl a massive 011 rtg (main). 
Elsewhere, hanga r doors can be sh~ open to revul • selection of power-ups and weapons (top richt) 

Perhaps the mosl outrtpt fun level. this one offers roIlercoaster rides ,alore (left and centre). They GIn 
be used for quick and easy (but not necessarily SllIe) transport around the level - use them often 

that auack by opening their buns 10 launch sliced­
gherkin projectiles 031 you. 

Unfonunarely, as well as sharing the original's 
fine gameplay and strength of level design. 
Jumping Flash 2 also bears its only significant flaw: 
ifs a total walkover. Having experience of the first 

The final world Is themed around a house. and 
includes an oversized pop-up toaster (main) 

game. Edge was able to finish the sequel 031 its first 
anempt. in a liute over four hours. Those 
approaching the game having not seen the firsT 
instalment will certainly find It harder going as 
they' ll have to learn its unique gameplay, but. either 
way, the overall lack of challenge is depressing 
considering just how well-implemented the game 
is in other regards. If EXACT had been a little more 
sparing in their littering the playing area with 
power-ups and special weapons - which must 
count as a pretty straighrfolWard tweak - the game 
could have been taxing. As it is, nine times out of 
ten your demise will come about through careless 
jumping rather than having your energy bar 
depleted by damage, such is the game's generosity. 

The seven boss charaClers (worlds one to five 
have one each. the final world has two) offer a 
pathetic amount of resistance. too. just to add insult 
to injury. They all look daunting enough. sure, but 
landing home a couple of special weapons wh ile 
maintaining some nit!), padwork ensures their 
demise in no time at all. 

The inclusion of the first game on a separate CD 
in the Jumping Flash 2 package - and the fact that. 
once finished, you can play il through again in a 
remixed fashion - goes some way to averting the 
di~ster that it might have represented, but it £ 
remains, ultimately, a di~ppoint ing release. 

811I1B ratlna: SBUBa out of ten 

est screen 

Enemies In the first ga me, 
MuuMuus now have to be rescued_ 
There are four per level to seek out 

Top to bottom: at ground level; one 
jump sends you skyward; another 
even further; the final to the apex 



; test screen 

Format: PlayStation 
Publisher: Konami 
Developer: In-house 

Price: £44.99 
Release: June 21 

• 

m ardened veterans of the gaming scene. 
weaned on the joys,lick-breaking waggle 
fests of early eighties classics. Track and 

Field and Hyper Sports. have been anticipating 
Konami's return to the videogames stadium with 
great eagerness. 

Built on the foundations of simple game design 
- the faster you waggle the joystick the fasler your 
character runs. ele - the intense 
competilion belWeen arcade goers 
and home users (numerous 8bH 
computer versions were cloned from 
Konamfs designs) ensured the Track 

and Field series would be firmly 
placed within videogaming's 

Hall of Fame. 
Now. over a decade 

later. the introduction of 

Intemationol TMis Korw.mi's 3lbit 
attempt to recapture the Intense 
play.billly of the 8bit coln-ops 

However. beneath the blemish-free. Adonis-like 
skin of Track and Field. the skeleton is somewhat 
imperfect. with fundamental flaws in game 
design injuring what could otherwise be 
nominated game of the year. 

First. the visual style. Although the '32bit Track 
and Field is without doubt visually superior to ils 
1983 ancestor, there just seems to be something 

Spedal features 
Indude doves, a space 
shuttle, and a mole 

11.11m 32bit technology has given Ihe 
Japanese sottco the opponunity 10 

Note how the action is displayed on the stadium 
screen (left). The Javelin is made harder by the 
umera, which pans with the athlete's approach 

The field events require more timinE 
than phy,slcalstrength. mu"ln, 
three failed attempts are common 

resurrect gameplay of old while cashing in 
on Play$tation owners' thirst for 3D action. 
Utilising Ihe Play$tation's polygon hardware. 

International Track and Field is full of more gloss 
than a Dulux showroom. Fully realised in 3D. the 
motion-caplured animation will amaze and inspire 
- thiS is as close 10 taking pan in the Olympic 
games as any Joe Public will ever get. Lycra-dad 
sprinters charge at the finish line, ducking at the 
last moment; pole vaulters conton their bodies into 
impossible positions as they struggle to reach 
greater heights: long jumpers slice through the air 
before plunging into the sand. Each event looks 
thoroughly stunning. 

missing with thiS incarnation, With the realism of 
the modem game, the cUlesy. (i.omical graphics that 
endeared so many to the T&Fformula has been 
lost. Gone are the moustached. gangly athletes of 
198'3. who so gracelessly bounded along the track. 
Instead, perfectly formed Arian powerhouses 
charge around without a chuckle in sight. 

Second. the events themselves. While covering 
all the elements of track and field. the omission of 
the quirky eccentricities of events in Hyper Sports 
(such as the archery and skeet shooting) fails to 
charm the player in the same way as the 8bH 

After each event It Is possible to watch a replay, wtth the pannlnx camera addlnx much to the eHect. 
When a wortd record is broken, it un be stored on memory card and the event replayed over and over 



n.e ripplln, pool • __ put. but when's .... _ ' 
bubble "- .... _' .... 7 .......... thrvwl"lis Ioup (ript) 

original. To prevent the game being completely 
Slaid. Konami have included some special features. 
such as the mole who occasionally pops up in the 
long jump sand pi!. but essentially this is somehow 
less charismatic than ifs 2 D ancestors. 

Third. the game SlruClure. With each event you 
are given three attempts 10 qualify (with some 
qualifying times/ distances being so easy it's an 
insult). However. in real life the high jump rules 
allow fo r three attempts a! just one heighr. nOI 

three attempts in total. So. rather than slowly 
creeping toward the world record. you have 10 

increase the bar height by almost a metre at a 
lime. Also. because the game allows fo r infinite 
continues. it's fa r loo easy 10 simply repeat a failed 
event until you get it right. the only threat coming 
from the computer opponents. whose points total 
t the method by which the champion is 

Komaml's superb motion ca~re techniques ilre 
efhctive In ell events, upect.11y the lone jump. 
From the sprintlnCIPpruch. the illhlet. runs 
throuch the Ilr before cnshlnclnto the unci 

determined) increases as you struggle to qualify. 
Which leads to the third problem - the 

computer-controlled players. These athletes are so 
poor it feels like you 're taking part in a village fete. 
not the quintessential aTh letics event that is the 
OlympicS. Taking the 100 meTres sprint as an 
example. a good player can finish thiS in around 
nine seconds (smashing rhe world record. 
inCidentally I. Your computer-controlled rivals. on 
the other hand. jog over the line in around 14 
seconds. even when rhe difficulty setting is set on 
hard. meaning the so-called world-class aThletes 
offer absolutely no challenge whatsoever. 

Which means. realistically. Track and Field is a 
game for (Wo or more players. and here IS where It 

excels. In fact . Track and Field could almost be 
regarded as (Wo games - a relattvely easy oneplayer 
game. and a marvellous Implementation of 
muhiplayer gaming. EqU ipped WIth the ability to 
handle four players simultaneously. the ultra­
competitive rivalry eXistent in the original games 
has. thankfully. been passed down the fami ly tree. 
Meaning the only point of contention between 
players is the method adopted to run faster. be it 
hammering the joypad or frantically sliding a 
cloth-covered fjnger from one button to the other. 
as if you were desperately polishing the joypad's 

plastic casing. Some will argue this button 
hammering ruins the whole feel of the 

original waggle-crazed arm wrecker. 
responsible for many a destroyed 
Quickshot jOystick - it seems 
Konami's forthcoming dedicated 
'waggler' joypad will be an 

essential purchase. 
Oespite its flaws. Intemarional 

Track and Field is still a hugely enjoyable 
and addictive game. The ability 10 store records 

on memory card will increase the longevity of the 
events. as will the hope of findlOg special featu res. 
But the game's design problems hold it back from 
being an absolutely crucial Play$tallon release. 
Instead. it's a great game to take Sony's 
console away from a oneplayer environment £ 
and into a social atmosphere. 

811DII fallno: IIIDfIt out of ten 

test screen 

Events, from top: One of the 
hurdles' fllws Is evident when iI 
fISt pllyet' rlces I slow pleyer­
the (lmerl (In't fit both- atftJetes 
on screen It once, causln, timln, 
difficulties (top). Once mastered, 
It Is quite elsy to brUlk the hip 
Jump worid record (middle). The 
pole vlult Is not so simple (ilbove) 



Format: PlayStation 
Publisher: Taito 
Developer: In-house 

Price: £44.99 
Release: Out now (Japan) 

What elevates Bust Q More 1 beyond the repetitive tedium of most puzzle cames is. naturally, the 
twopl.yer option. T1Ie fist pace, the panic. the verbal.buse thrown from the opposition -It's perfect 

'lbe onepa.yer I,me, while laddn, 
the .dnntaps of hu ... n-b.lsecI 
combat-Is still • compel.in, option 

I
n the Hollywood-obsessed world of 
interactive entertainment. it's ironic that it 
usually takes a plumber. a hedgehog. or 

some other sim11arly goofy character to make 
games players sit up and remember what 
videogaming is all about - perfeCllY-luned 
gameplay coupled with adorable characterisation. 

In thiS case. the cute. buck-toothed dinosaurs 
from Bubble Bobble. with high-pitched squeals 
and a tendency 10 cry when things don', go their 
way. will guide you through level after level of 
infuriating. frantiC. desperate. wonderful fun. 

Following traditional puzzle games such as 
Tetns or Puyo Puyo. Bust a Move's gameplan is 
devilishly Simple. AI the top of the screen sits a pile 
of coloured balls. By firing similar balls at different 
angles. you can add to specific areas of the heap. 
When three or more balls of the same colour 
touch. they explode. causing any spare balls. no 
longer attached to the main pack. to fall away. too. 
Once the screen is clear. it's onto the next level. 

The game sounds almost pathetic. but in fact it 
is frighteningly addictive. You will dream about thiS 
game. You will watch snooker and imagine the 
coloured balls popping as they touch. You will 
delight at the ridiculously cute characters. who 
have more charisma in just two frames of 
animation than any FMV CD-ROM could muster in 
over 600 Mbs of calculated footage. The oneplayer 
option. by far the most limited. still provides heart 

The character design nulnIIles to convey emotion and comedy, without a slnete dlJl!lsed 
Imlee In sllhlln onepl.yer mode the levels .re stac:ked In • pyramld.1 manner (ncht) 

Playlne Ilalnst the computer Is a rew.relinl 
experience, with opponents' Intel11eence and 
dexterity Inaeaslnl to near ridiculous levels 

thumping suspense as the bubbles gather before 
you. blocking the one ball you need to pop. 

Enter player versus computer mode. and things 
really get tense. You face a series of increaSingly 
cu te adversaries. each one as devious as it is 
loveable. When you destroy more than three 
bubbles. the excess appears on your opponent's 
pile. and vice versa - it's as brilliant as it is simple. 

By far the most entertaining. however. is the 
IWoplayer option. Although the same rules apply. 
Bust a Hove 1 works best when you are Crippling a 
friend's strategy with an onslaught of coloured 
balls. Anguish. fear. high blood pressure and 
elation all play a part in thiS incredible twoplayer 
game. Cynics may say this option only really works 
due to the competitiveness found in an office 
environment. but nevertheless Bust a Hove offers 
enough gameplay in the oneplayer game for home 
users 10 be satisfied: with the twoplayer option 
available for drunken mayhem after the pub. 

The graphics are sickly sweet. you'll hum the 
ditties on the bus home. and the gameplay is 
perfection. This is a game that reeks of Japanese 
design. Sure. there's little here that gives off the 
sweet smell of 32bit. but with gameplay like £ 
this. who needs 120.000 polygons? 

'UIIIB raC/no: 6'011' out of ten 



Standard Street Fighter moves. such as dragon punches and fireballs. all reap rewards in Vampire and are easy enough to pull off using a standard 
PlayStation pad, but spedal attacks that require all punch or kick buttons to be held simultaneously would benefit from a proper six-button layout 

T
o Capcom it must have seemed like the 
perfect setup. Splitting the home 
conversions of its popular horrONomic 

fighter. Vampire - The Night Warriors 
( Oarkstalkers in the West) and its seque1. Vampire 
Hunter - Oarkstalker 5 Revenge between the 
PlayStation and Saturn. But in getting the Original 
game, now two years old, are Sony owners missing 
out on the laller's gameplay refinements? As well 
as the sequel's obvious advantages of two new 
characters and playable bosses? 

Although in the light of Capcom's recent 
onslaught of similarly-styled 10 fighters (X-Men 
and Marvel Super Heroes) it might not seem like it, 
Vampire's post-Super Street Fighter II appearance 
did actually bring some new ideas to the genre. 
Mid-air blocking, priority missile attacks and the 
now obligatory special moves meter all combined 
with new stylised artwork to create an instant hit. 
Although Vampire carried over 
many of SSF1Is moves, making 
it easy to immediately pick up 
the gameplay. Ihe larger-than­
life cast of famous monsters 
allowed for a greater reliance 
on magic and bizarre comic 
attacks, making Street Fighter 
look positively pedestrian. 

The term 'arcade perfect' is 
often abused when it comes to 

home conversions and this 
effort is no exception. Die-hard 

fans will notice a lack of 
frames on some 

characters' animation 
. and some distinct 
slowdown when the 

larger sprites perform 
complex special moves. 

There could also have 
been beller memory 

management as far as CD access 
is concerned, In oneplayer 
mode, waiting for the 

congratulatory message and then the character 
select screen 10 load, only to pick the same fight 
and wait for that to be loaded in again. can quickly 
gel irritating, 

Thankfully. though. the feel of the gameplay is 
still intact. Even using the PlayStation's less-than­
ideal joypad and having to assign moves to the 
shoulder buttons, the usual array of fireballs and 
dragon punches are easily generated. Appearing in 

Format: PlayStation 
-PUblisher: Capcom 

Developer: In-house 
Price: ¥S.800 (£40) 

Release: Out now 
(Japan) 

While there are stili plenty of visually Impressive moves and finishes, Vampire lacks the 
sequels outrageous specials. Indicated by ib 'Er and '£5' bars at the bottom of the screen 

the wake of Street Fighter Alpha, Vampire will 
have 10 rely on fans of the series rather Than Those 
wanting the best 10 fighter available. The only 
complaint those PlayStalion-owning fans can really 
make is why wasn', it 'hem who got £ 
Darkstalke"s Revenge? 

BI10I1 fatina: Bllulla out of ten 
•.•.................................................•• ••••••••••••••• 
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est screen 

Format: PC 
Publisher: Blue Byte 
Develo er: In-house 

Price: £4 5 
Release: Out now 

One of s.ttl.rs' Improvements over 
the oriciRilI c.me 15 th. lndusion 
of these observ.tlon windows 

D heme Park must surely rale as one of the 
surprise success ports from the PC to 
console. Retrospectively. however. ifs easy 

10 ~e then It was the Slrong characterisation and 
humour that dIsgUised the underlYing statistics and 
made 11 so appealing to the generally younger 
audience. The Settlers II (Quid theoretically achieve 
a sImilar level of success on console. although The 
lack of EA's backing means if is unlikely 10 do so 
in practICe. 

The Settlers lIs strength stems from 115 
allenlion 10 detail. Every character has a wide 
variety of humorous. SImple. passmg-the-Ilme 
actions such as skipping and runmng on the spot. 
in addItion 10 well-animaTed everyday lasks like 
fishing and chopping rrees. h's a small pOint. but 
Lmmedlately commumcaTes the effort Ihal has 
been laVished on the entire game. Every object 

The main game is a IS-level campaign in which 
you have 10 explore different islands. anmhilate 
the enemy and capture a jump gate Ihat gran!s you 
access 10 the nexI level. Although Ihe diffICulty IS 
well balanced. W1lh each level containing more 
enemies of a higher Intelligence. Ihe story lYing 
them all up IS nOl as developed as that of mles 
such as Warcraft 11. The process by which you 
achieve thiS is much the same as in the Original 
game. Starting with a single castle you have to 
construCl a well-balanced empire containing farms. 
mines. quarries and mints to finance your war 
effort and drive expansion. It's the superb balance 
of thiS aspeCl of Ihe game, with one factor 
affeCllng others perfectly as with CMllzarion. thal 
makes the entire game so addictive and enjoyable. 

The firsl game featured the abiliTy to generale 
random scenery bUl regrenably this has been 

Mines. qu ...... s. WMer and forests an! the four essential Incred~ of a hHtthy dvillsation (left). 
lleuuse of the nature of the cameplay. it Is_quicker to develop cities and connectlnCl'CNlds upwards 

appears in SVGA and produces arguably the 
prettiest. certamly the cutest. PC game ever. 

Once you have been playing Ihe game for a 
while if becomes apparent that the gameplay has 
receIVed as much attention as the glossy graphICs. 

To advance your borders. build barracks and 
defot the n.lrhbourlng enemy knlpts In battle 
(above). The hT-res scenery Is sumptuous (Inset) 

removed from the sequel. The resl of the game 
has been Improved marked ly. with the indusion of 
many new civilian bUildings. such as donkey 
breeders to aid transportation and military 
structures hke catapuirs, which prOVide a poten! 
allacking force. ComblOed, they are enough to 
make the game sufficiently different from Ihe 
original. However. the critical step !hal Blue Byte 
has failed 10 lake with 'his sequel IS modifying rhe 
transport system. Because the enlrance 10 every 
building faces the bottom of the screen it is 
necessary to build a road from above to bring it 
into play. The upshot is that you naturally develop 
your structures up the screen to avoid these delays 
- a fact that quite quickly becomes aggravating. 

This Inheren! weakness surprisingly fa ils to denl 
the overall enjoyment of the game. As sequels go it 
doesn't offer vast changes beyond the onglnal but 
in terms of tweaking an already excellent £ 
title it works splendIdly. 

911DB rat/no: BlDIIl out of ten 
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Microserh 

• Douglas CoupJand 
• £9.99 
• Aamingo 
• ISBN 00·00·22511 1·9 

m ouglJiS Couplilnd. who so 
famously caprured the !oaltd 
emptiness of OUT age in his 

novel Generation X now 

J 

Focusing on the dynamic and far-reaching world of multimedia. 
Edge examines some of its many and varied components 

num,lI;a 
E

dge once again presents an independenlly sele<;ted assortment of 
multimedia products. ranging this month from spectacularly 
mediocre CD-ROMs. through hl-Iech video projectors. 10 superlative 

Japanese animation - an artform slowly increasing .15 influence 
over the world of Vldeogaming. Also featured: T ekken music. the 
an of MC Escher and the unlikely lives of Microsoft employees. 

- - -

Coupland's novel is as good an 
evoca';on of a programmer's life In the 
USA as you could wish for, It's 
extremely WItty ('Phihps CD-i is hke 
tl)ing to read a coffee table book with 
all the pag~ stuck together' ), 
uncommonly astute ( 'geek Imphes 
hireablhty, wherea5 nerd doesn't 
/le(~sanly mean your skills are 100% 
saleable' ) and surprisingly moving, 

• • • J 

Street Fighter II 
The Animated Movie 

• Takayukf $akai 
• £9.99 
• Manga Books 
·1 ,90009711-7 

n aSSOCIatIon WIth 

(oca:11) 

the end the two 
of them set on 
Bison for even 
more fisticuffs. 

If the book 
had been honed 
solely around this 
plot. it may have 
..... orio::ed. but the 
author tries to 

implement too many claSSIC SF 
characters and confhcts inlO a hmited turns hiS laser gau on 

the Gap-cJad. 
rwenl)'Some1hme rechlt's 
of Silicon Valley. 

AUTHOIt Cl' '£II£.",tOIl 

~ 
hen a graphic novel contains 
the words. 'Even you cannot 
WIthstand my psycho power.' 

you know It is not aimed at manea's 
more mature fans. space. Camm)', 

Dan, the narrator. 
and one of the 
eponymous Hicroserfs. 
begms his tale on the 
aSlr01urfed Microsoft 
Campus where he 
beavers a ..... ay under 'he 
omniSCient gau of the 
mighty ·BiIL Feeling 
increasingly stullified by a 
corporate monolith so 
regimented and 
impersonal that the cars 
in the parking lot seem 
'clicked into place With a 
mouse'. Dan defects with 
his housemates to go it 
alone and risk 
all on a funky lillle 
mullimedia lille 
called OopsL 

Failure would be death but success 
would mean the coders grai!. Ihe 
ultimate accolade of digital creatlV'lty. 
the difference between Mlcroserfs and 
Cyberlords: a version ·One·Point·Oh·, 

All these bulgine 105 worio::mg ',,1 
their eyt"S bum. feechna off Junk food. 
'alive but not living', all In the service of 
a te<:hno dream Ihat alienates J'--. 
as much as it inspires, Buy it, '1..S 

St1?ef Fighter the 
comic book, ba$td 
vaguely around SFII: 
The AnIlTldfeci Movie. is 
a jumble of V'Isual styles 
and cliches ..... hlch nevtr 
really gels as a story. 

The main plot is 
simple. M Bison and hiS 
cnme syndicate croni~ 
are kidnapplne and 
brain ..... ashlng top street 
fighters so that the 
hapless ..... amors can be 
used as unquestioning 
assassms. To get hold of 
the ultimate fighter, Ryu, 
Bison kidnaps and brain washes Ken, 
Ryu's best fnend, The fmale sus the 
two pals hghtlng atop Mount SoI)'U 

with Ryu pleading 
melodramatically. 

·Ken. don't 

Ohalslm and Fel all 
tum up in pointless. 
space-wastlng 
cameos. and you can', 
help but feel Chun U. 
although slightly 
more instrumental to 
the plol. has been 
Included merely 
to perfonn the 
obligatory gralultous 
sho ..... er scene. 

Uke the story, the 
artwork is patchy. but 
adequate - although 
it looks like the book 
..... as coloured In half 

an hour. The brash, simplistiC images 
would have been more Sinking in 
black·and-white, 

In short this ~ a book for children 
obsessed with the Street Fighter 
mythology . ..... ho aren't bothered by 
the lack of a coherent narrative 
SlruClure. A weightier Study of these 
Interesting chara<ten. presented In 

black-and-white, would be 
much more welcome. 1-.::1 



Ghost in the Shell 
- Manga video (79 mins) 
- Dire<:ted by Mamoru Oshi 
-£13,99 (Cen IS) 

T
he future, according to Ghost 
In the Sh~II, IS grim, Mankind 
no longer has faith in nature 

and has taken la adding cybernetic 
Implarns to the body and 
augmernations to the brain - boTh to 
improve performance, Consequernly 
everyone is able to connect their brains 
directly to Ihe Net. and hackers can 

interface With people's minds. The 
'ghost ' of the title is the soul - the lasl 
spark of humani!}, which exists in each 
cybernetic body. 

The !italY concerrn a s.uperhacker 
known as the Puppet Master who hacks 

" CB-ROm 
Bishojo Manga 
• Out now. £19.9S 
• PC or Mac (dual formal CD) 

• • 
ishojo IS Japanese for 'sexy 
girls' so I1 probably will not 
come as much of a s.urpnse 

to leam that Ihis is a collecllon of 
around 100 pictures of manga~tyle 
women in various states of undress, 

Actually. 'women' IS the wrong 
word, considering the standard dewy­
eyed manga femalt looks about 12, 
Consequently, it's a bit Strange (nght· 
Wing guardians of laste might 
wbslilute 'strange' for 'morally 
qu~!ionable' here) to see them 
frolicking au nalure!. To be honest, 
ev~n the most broad'mind~ viewer IS 
bound 10 spot a hrnt of paedophilia 
abool this disc, and perhaps about 

mlo Ihe brams of govemmem agents 
and bends them 10 his will. An Internal 
bureau of invtsfieations is pulled in 10 
calCh him, but they discover Ihe Puppet 
Masler is aCTually a kind of compuler 
viru~ crea'~ by Ihe foreign affair 

ministry. The Idea was 10 feed Ihe virus 
mlo visltmg diplomats and Iherefore 
conlrolrhem. and Ihrough them the 
counrnes they represtnt. 

Uke Bladerunner. wuh Its brood1ne 
rephcants. Ghos/ In the Shell is. in pari. 
a medilal10n on what if means TO be 
human. Kusanag1. the cyborg-cop hero. 
has had so many implanTs she IS no 
loneer sure what partS of her mmd are 
real and what partS are computer. 
Much of Ihe frlm concentrates on her 
quest for wlf·,dentlly. on her need 10 
understand what separate5 her from 
Ihe Puppet Hasler. an anihe!a1 
intelligence which COnlalffi no human 
!.Oul 1 or ghosl) bu, is sIlIl capabl~ of 
s.e1f·awar~nt'SS. 

thiS is a compl~x. wordy tal~, w~1I 

wrilfen and beautifully anlmat~, 
Anyone looking for a fiX of anime 
violenc~ should look ~Is.ewhere, 
Ghost rn th~ Sh~1I IS a 
philosophical maslerple<:e, 

GunSmith Cats 
- AD Vision (70 mrns) 
• Directed by Takeshi Mori 
· £12,99 (CenlS) 

I
t's hard to find a starleer 
conTrast to the grim themes 
of Ghost In 'he Shell than the 

guns and girls fest of GunSmith Cats. 
Stt In a fictional s.evernies Chicago, 

GunSmith is the Implausible tale of !Wo 

!oOme aspeClS of 
the ienre it 
purports to 
represern, BIshojo 
Hanga looks hke 
th~ worle of men 
who don'T really 
meet women that 
much and have 
therefore Idealrsed 
th~m as nubile, 
manageable 
children - Japan is 
a truly alien culture, 

teenage female gun shop owners.. Rally 
and May, who do a little boun!}' 
hunting on the SIde. In this volume, the 
!Wo are roped in by the Bur~au of 
Alcohol. Tobacco and Firearms 10 help 
break a gun·smueeling ring, and the 
resultant shootout in a warehouse 
pa<k~ with explosives is a brilliantly 
choreographed final~, 

Although the Slory itself is faSt· 
paced, amusing and b~aufifully drawn, 
whal really makes this anime worle IS 
ItS exrraordrnanly well·res.earched, 
seventies US cop show deSign, The 
gaudy openr", Credits. the tacky jazz 

soundlrack. the Bullifl~ryle ~ns cars • 
each elemenl of the slory 15 car~fully 
construct~ to mak~ GunSmith Cats 
look, sound and feel like SIarsky and 
Hutch, dir~cted by John Woo, 

Gunsmith Cats. although a Irlfle 
shon, 15 a marvellous introduction to 
anime for thos.e who can't stomach 
Alma~ryI~ apocalyptIC futures. It even 
com~ with a 'makIng of documernary 
which is Interesting if only for the bit 
where the GunSmith anists travel to 
Chicago and see their first 
real gun. BI~ 'em. 

The B/shojo Ha",a 'gallery' IS ofTen 
beautifully drawn, more often blatantly 
ml!oOgynous. but. In the end, 
faSCinating. £1 9,99, though? You can 
get plen!}' of thiS on the ~ 

Irnemet for free, Apparernly, 1...5 
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Escher Interactive 
• Thames and Hudson [hgllal 
• Eye interaCllVe 
• PC CD-ROM 
• Out now, £49.95 

A
nyone unfortunate enough to 
have seen Janet Street·Porters 
iII ·informed I1rade against the 

Intemet a few monlhs ago on Without 
Walls will have Wltn~ her attack on 
digital an. Her argument was 
thal works of an !>hould nOI 
be represented on Ihe 
computer screen because 
there they cannot evoke 
the same inlen$e feelings as 

they do when viewed in realil)'. 
Of course. whaT !>he seem~ to have 

overlooked is that anyone wan ling to 
see the hfe's work of Escher. for 
example. would have to travel to art 
galleries all over the world. In fact. 
much of hi5 work is unavailable for 
pubhc viewing - explamlng why &cher 
Interactive is a good idea, 

HC Escher. as anyone Wllh a GCSE 
In an 1 or math!>. probably J will lell 
you. was a Dutch artlSl famous for hIS 
drawmgs of interlocking patterns and 

Organic Art 
• Time Warner 
• PC (WindOWS 1.1. 95, Nn 
• Out now, £29.99 

m 'ganic An IS the dlslIllal10n of 
ten years' wonh of ploneenng 
work by peerless computer 

artis!. William .... 'ham. Describing it as 

malhematlcally imposSIble buildings 
and struCTures. Escher Interactive 
includes all of Ihe aniSf's graphical 
work. which can be vitwt'd either 
chronologically, randomly (by clicking 
anywhere on the dateline al the base 
of the screen 1 or seletrive!Y (via Ihe 
program's exhaustive find function). 
The latter. definilely Ihe best of the 
Thret'. allows the user 10 enter Cl name. 
theme or ObjKI and will then search 
for pICtures which correspond 10 the 
search command. 

For IhMe who want to learn 
as well as look. each picture 

IS accompanlt'd by a short 
biography and many come 
wllh audio commentary 
and film clips showing 

Escher at work, There's also 
a complele Escher biography, 

again includll1g film chps and 
commentary by hiS son, 

Also Includt'd are some fun. If 
shghtly unne<es~ry, Escher-Inspired 
games.. The best is T~lIa"on 
Work5hop, where you get to design 
your own inlerlocking pallerns. Also 
available are Convex and Concave and 
Impossible Puzzles. both mind-leasers 
based around Escher's ImplausIble 
architectural work!>. Success In either 
rehes on your ablhl)' to perceIVe and 
manlpulale oplical illUSIon!>. and Ihe 

a PC screen~ver is like d~cribing a 
l..:lmborghini as a mOlor vehicle. Firstly. 
II has counlle~s examples of l..:lrham's 
computer artwork!>. which are eerie. 
beautiful. calmmg crealions with a 
breathtaking organic qualll)' belying 
rhelr computer-generated narure. 
Some things are recognisable: 
beautifully rendered jewels which float 
around the screen. or rubbery skulls, 
for example, Bur many of the scenes 
are abstract creations, reminiscent of 
primllive undenea creatures and even 
sperm, And there's a soorhing ambient 
soundtrack 10 go WITh them. 

BUI above all. you eel the chance 
to employ Latham's mutatIon 
lechnlques. which exaclly mimic those 
of The natural world. on Ihe 
predesigned forms and backdrops. So. 
you can take a Latham oligmal and 

effe<:1 of playing for $Ome time IS 
ralh~ similar 10 dnnlang Cl bottle of 
tequIla - you come away wilh Cl 
headat:he and a temporary mablhty 10 
funCflon In Cl universe where Ihe lam 
of perspe<:lIve apply. 

Escher Interactive h well presented. 
thoughtfully pur rogelher and will 

defmlfely appeal 10 Those with Cl casual 
inTerest in rhe anis(s amazing work (If 

The Muppet CO-ROM 

• Ocean 
• PC CD·ROM 
• OUI now. £19.99 

DJ 
evelopers Slarwave have I already offered the Cimf 
ustwood and Stlni (O-ROM~ 

just asyou'd expect. thelT latest effon is 
well presentt'd, Impres5lvely srylt'd. full 
of muhimt'dJa clips and even blessed 
With a few onglnalldea!>. By the same 
loken. however. ifs also !>hort-hved. 
increasingly dull and. 
ultimately. a bit pOinll~!>. 

Things get off to a fine 
start. though. With a 
IWISted version of the 
familiar Muppet Iheme 
sone 111"s time 10 boolthe 
disk up. ifs time 10 tum 
stuff on. ifs lime to meel 
Ihe Muppers. on the Muppels' (0-
ROM' I giVing way to a lenethy and 
innovative video introduction, 

The Huppets pry open your 
Windows deskTOp. reel off some 
I admmedly very poor J computer­
related jokes in a neaT venical video 
WindOW. wreak a bIt more navoc then 
drae you 'mside' your computer on a 
quesl to locate a sele<lion of 'lost" 
Muppel cnaraClers. 

turn It IntO somethmg enl1rely new and 
unique. A!. a screensaver. OfJ1amc An is 
unsurpas~ble - it"s the first 
commercially available digiTi$ed work 

they're not put off by the rather 
extortionate £49.95 price tag I. 
SrudentS of Escher may perhaps be a 
Imle di~ppointt'd by the lack of 
deplh offered In both the biography 
and the text which accompanl~ each 
piClure. but. If used as a starting pOint 
for study. or a pIClolial resource. 
&cher InteraCllve Will probably ~ 
prove Invaluable. L...::::J 

The neXl !Wo hours or so. as you 
discover the seven games on offer and 
the video entertainment which rewards 

your proeres!>. are 
reasonably enjoyable. 
There's an amusing qUIz. a 
challenging video'cube 
punie. and a superb 
version of MISSile 

Command With Fome 
Bear aS~lled by custard 
pies and fruit. 

But you'll quickly exnaustlhe 
hmlled appeal of these novelties. and 
will cenamly baulk at haVIng ro play 
them repeatedly to continue through 
rhe game. There are a few more 
surpnses. but they're nowhere near 
enough to keep you mTerestt'd. ThIs 
hmited entertainment value IS par for 
the mull1m«lia coune these 
days. of course. but it"~ ~tlll 

dlsappomtine, 

of art. and it renders canvas and 
paint redundant. No self respeClini 
Windows desktop should be 
seen without it. 



Sade Interactive 

• DmmHedlcl 
• PC CO-ROH. (01 
• DUI now. £2-4.99 

rJ 
hhough largely neglected in 

chOOSlne 10 gloss over some of Adu's 
more m!emlmg breakdowns.. 
Furthermore. there IS cl karaoke 
~ll0n which only features one song -
Cl lasl dlld'l atrempl 10 JUSTify Ihe 
'Interactlve' label. perhaps. 

, England of lale. Sade IS one of 
the mO~1 successful soul bands 

of Ihe lasl decade. and lIS singer. Sade 
Adu. one of the more ~lyIi~ and 
alluring perionners of the elghll~ 

helpful year·by-year nuggets which can 
be accessed randomly by a chck of 

Admmedly, the automatic link up 
to the Sade Web sill' is a neal idea. but 
it's also a particularly lonely innovation 
- the di~ can be sped through easily In 
an hour. Not good enough for a 
£24.99 pnce tag. 

UnsurpnSingly. then. Sade 
Interacr;ve IS cl beaurifully p~nled 

producT wiTh aTTraClive menu screens 
and hundrtds of phOTOS employed 
throughout. The biography, lour history 
and discography !.ections are all 
excepTionally well arranged. commg in 

the mouse. There's also a .... deo 
Jukebox containmg mne of the band's 
biggest hIt!.. 

lJke Ihe group Itself. however, if'S 
all surface Bloss and 1rule real depth. 
The bIography and lour section!.. 
although reasonably comprehensive. 
aTe rather fawnmB and sycophantic. 

Loven of Sade's mid-eighlies 
dInner party soul will probably 
find some of IhlS Inleresting. bul 
anyone else who IS cunous about 
the band would probably be 
bener off buying the grealesl 
hits album. 

,"'music . 
Nearly God 
Nearly God 

"'"'''''''''' 
T

ricky I aka Nearly God I labels thIS album as 
a coll«tion of 'brilliant demos' rather than cl 
legitrmate follow up 10 lasl year's lauded 

Maxfnquayt. A wi!>e de<:islon. 
The problem WIth Nearly 

God tS Ihat T ncky's propernny 
for self-indulgence. jusl about 
controlled in Maxmqua~. IS 
allowed to run riOI here, The 
result is. at tIme!.. a lumbenng. 
Insipid collection of poor 
MaSSIve Attack cast-off!.. At 
olhers..lhe dark brilhance of Maxmquayt is eYldent, 

CollaboraTIOns WIth Terry Hall and Altson Moyet 
bnng vanery to the vocal work. but Bj6rk is wasted -
as Eclte suspects T ncky was when he wrole ~ 
most of Ihi!.. ""L5 

Sleeper 
The ·if Girl 

iIidCIIeii~ 

A
bhorred by the music press. Sleeper have 
nevertheless bUIlt up a stzeable follOWIng 
since their debul album. Smal1. Jumped on 

the Bnlpop express last year. 
The 'it" Girl is more of the 

same jangly indie pop. but 
this lIme with beller lyrics, 
even catchier choruses and 
the band's best single ever -
"Sale of the Ce-ntury': a 
Simultaneously biller and 
WIde-eyed paean to te-e-nage 
love. de-hvered in louise Weneis cnaractenstic 
breathless drawl. 

'Ue delKtOr' and 'Good Luck Mr, Gonky' pro .... de 
the othe-r.slandout trach bu!!hey don'l sIand OUI 100 
far - the rest of the album;s dose behind. One ~ 
of Britpop's brighter moments. 1...5 

Tekken 
Various 

Ne 

T
he Tekken Windemere MIXes we-re chIded m 
Ell for soundmg nothIng Irke- the ongmal In­
game lunes.. Now. as Tf 10 redress Ihe 

balance. NC has released an 
album which Includes an lhe 
onglnal game mUSIc. as well as 
the Jungle-esque mIXes. 

It IS dIffICult to Imagine 
why anybody would want 10 
hste-n 10 the- 20 or so tunes If 
nOI pla)1ng Ihe game-, Each tS a 
piKe of Japanese sYTlth 
muzak. sometImes conveying atmosphere and menace: 
but separated from Ihe game Ihey are JUSI bearable. 

Good game musIc tS hke good ftlm muSiC - a 
marvellous accompaniment which should not ~ 
be laken out of context. 1...5 

Total Eclipse 
Violent Relaxation 

L RocrTI Rtbi5ed 

~ 
tlh the track Irsting readIng hke the content~ 
page of a Stephen Hawking book - 'Black 
Body Radtallon'. 'Pulsar Ghtch'. 'Gravrty 

MIrage-' - 11 IS de-ar lhat T olal 
Echpse have bee-n he-avrly 
tnfluenced by !he- ~i ­

fi / cosmoloiY the-me-s which 
have infused dance music 
since The- Orb rele-ased Blue 
Room four ye-an ago. 

The oxymoronrc mle 
sums up the contenl well. 
Although hkely to be ptgeon-holed as trance. Vio/em 
Relaxallon also lakes long Journeys IntO SlnrSler techno. 
proto house and dub ambtence-. making 11 a 
convenrent guide 10 the slate of Bnllsh dance- musIc 
today. If would also make a great game ~ 

soundtrack. ""L5 

-~~~-- ----

Textures 
Various , .... 
11 

or Ihe last three years the Trance Europe 
Express comptlatlons have allempled to bnng 
10eeTher an incredIbly dIverse range of artists 

and musical styles under the 
general trance monicker. 

In the two CD album. 
Textures. DJs Dolrren 
Emerson I Underworld) and 
Alex P.tenon I The- Orb I 
have rake-n a CD, pICked 
Ihetr favountts from the last 
four comptlallons and mixed 
them tOiether In a seamless slream of ambience. 

Emenon's dISC contams the odd danceable track 
whereas Palenon's, characremtICally, remaIns In a 
coma for 10 minutes.. One to put on althree ~ 
In the mornIng In a darkened room, 1.5 

Orbital 
In Sides 

1iiIi!IiiY~ 

D 
n SIdes is a welcome relum 10 form for 
OrbItal after last )'f"ar's messy SmVlI,satron. On 
Imlial hstenlng. Edee was dtsappotnted - its 

lush layen. dehcate melodies 
and precise- pe-rCUSSlon fatled 
10 Sink in. BUI after about five 
liste-mng!.. it crystalhse-d. {he 
album rangtng from summery. 
shimmering tracks 10 dark 
and te-chnoey offering!.. 

In Sidt'S dots often sound 
like a fIlm soundtrack -
Indeed, the band's Paul Ha"noll has ambnions 10 Ihal 
area. Bul if only all film musIC was hke rhlS: If you play 
In Sides to your granny enoUgh tImes.. you'll ~ 
eventually Cd"h her whislhng it. 1...5 



Casio QV-lD 

T
he ultra·compact [dslO QV-J 0 
basically acts like a standard 
camera - you point it at what 

you want 10 pholograph and prtss the 
butlon. However. inslead of storini the 
resultant plClure on 10 him. the QV-1D 
~ il as JPEG digilal image. Due to 
the machine·s 16Mb of RAM II can 
store an Impressive 96 of thest 24bil. 
16.7-million-colour images in memory. 

The camera Will probably be of 
mo5l Ust as a qUICk image-<aplure 

device for computer ustrs. By 
employing the conne<lion kll prOvided. 
the QV-1 0 can be conne<ted 10 a PC or 
Mac and the images downloaded as 
TIFF. BHP or PICT fll~ 

Once on the PC,. QV-lD Imdits can 
be ustd like any other TIFF or PICT file 
- Ihey can be ustd with desklop 
pubhshini :;oftware such as Quark 
XPress. or placed on Web paies -

culling our the need to Iabonously scan 
each pholoiraph. 

To make things even easier. QV-lO 
boasts a bUI1Hn LCO display which lets 
you view pictures as !>Oon as you lake 
them. The lens IS also rolalable 
Ihrough Z 7 0 degrees so piCtures can 
be taken from a vaneI)' of anelts while 
still beine monitored on the LCD 
screen. The de'llce can even be 
hooked up to your TV VIa a VIdeo 
composite socket. 

The QV-l D looks like becomine an 
indlspen!>able deVIce for gellll1i 

pl(fum onlo PCs andl or up on the 
Internet quickly and efficiently. 
Furthermore. with a new. cheaper 
QV-l DA releastd a few weeks CliO. the 
5~tem IS a1:;o affordable. As for wider 
or more :;ophisllcaled ust. :;ome 
observers havt polnled OUI that the 
imaets are ralher gramy. Until Ihis IS 
sorted out. FUll et al can breath ~ 
a collective Siih of rehef. "1...5 
CasioQY-lllA 099+YAhtelolal 4~91l1 

Son GV-55D 
• 

cam(orden. The device ha~ a fou r-inch 
colour LeO !o(reen which. surprisme1y . 

D fyou've travelled 
buSIness class on a 
major airline 

re<enriy. the chances are you 
will have been offered one of 
these on which 10 watch a 
fealure film. 

The Sony GV·550 is 
a video watkman 
whICh accepts Hr'S 
tapes. the type u$td in 
many hand held 

. -. 

• .. 

provide5 a reasonably 
sharp image - at leasl 
from head on (anyone 

trying 10 watch f rom 

the periphery iels a 
much darker display I. It 

comes WIth hi·t, sler~. AV 
mput and OUTput. and i(s 
also po!>Sible 10 allach a 
luner and aerial so Ihal 

you (an watch the )'"""'C;J 
TV. roo. "l.5 

Sony GY-5SO . $1 ,199.00 . Sony CU$t(lf"Mf info ~ne, ti!!l olal 184 1 I .... 

m ome cinema has become a popular concept 
over the pasl few years. with increasing 
numbers of film fans II1vestll1g 111 

tmplauslbly expensIVe WldHCreen TVs and 
SUITOUnd-SOUnd speakers - all 10 order to 
capture that elUSIve feeling of ioine 10 the 
clOema_. wilhout actually going. 

Now Sharp has broadened the market WIth 115 new 
range of video proje<tors which accept inputs from ordinary VCRs. and then project 
them onlo screens up 10 200 il"l(hts WIde. The centre piece of each model is liS gem 
SIngle LCD pantllhrough which VIdeo irTlaies are proje<led. Furthermore. 10 the cast of 
Ihe XV120P. Ihe LCD screen has 100.386 
plXels and the resultant image has a 
honzonlal resolution of 120 hnts I J SO If 

viewing an NTSC SIgnal). 
Al1lhe projeClors are compatible WIth 

both NTSC and PAL players. and come 
equipped wllh a built-in amphfier and 
speaker. The top of tM range XG 1850 can 
even be hooked up 10 a PC or Mac for 
multimedia prestntation~ 

Althouih the XVUO proje<lor has 
recently been awarded gloWlI1i reVIews for 
picture quahly. Sharp seems 10 be 
overlookmi one key element of the cinema 
expenence: how can " emulate lhat 
anno)'lfli thICk man who atwa~ Sll5 behind 
you and talks all the way through 
the film? 

YIcIao PfojKtors Iln~ "om £1.399.99 to 0.699.99 . For ITIOfe into ring Ol4S 125187 

competition 
Win a Victory 3 D graRhics board 

D D Kctlerator lKh.nolO£f IS about to be1:omt a ..,Ially Imponam pd" of eamme on Iht PC.. 
HOSI rTIII}o\'" wfrwaT!' dMlopm. are Silj)pOnine at ltoW Ont of the fonhoolTllne chIps aod 
dOUflS of araphk5 COfflpdnltS haYt siifltd up to dMlop cards ~ around them. Germom 

tlKtronics COfflpdr'ly Elsa .... s br-'Y chown to lt~ rht intvnablt rT111r1I:~ onslaueht with its TKtrnly 
annouoceti Viclory 1D card. incorporatine 51·5 V1RGE conlrOntr. ViRGE. ont of Ihe more proml$lne 1D 
chips to be revtaled at tht end of laSt )'tar. can manaet 10 optratlons Silch as bllrnear fllrtnne. alp .... 
blendlne. fOU11li and z·bufferine and i\ funy compdtible wilh Wmdows ulllrlie-s. 

Eq,. in conJuOCriOn with For<e 2 (Elw·s UK distributor) . has OM Victory Board and IhT!'t 
compdtrble eames 10 lIVe away 10 ttlt pelWn who can answrr Iht followine qutStlon COTT"fCt1y: 

Q The Vicrory card can cope Wllh HPEG full-screen Video playback. Whal dots MPEG stand for? 

Stond the anS'Wtr on a postcard or f'fIVtlopt' to 'VIctOry hmptlirion·. Eq, H.,.zlllf. 
10 MonmOUlh 511ft!. 81th. Avon BAI lBW. (ompetrlion doses July 12. 1996 

Yktory l ·O IllphkJ board . E299(2Mb), 079 (4Mb) NoI~ IQ lhoot wnd.,. ""'Itop~ tI'IIIiH; ~ bins Ihtm 
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There 11ft. of course, 
yarlous .... poInts. the 
In.-car option revHIIn, 
• pair of poIypn .... ncls 

Jaleco releases a racing game to give Rove Racer a black eye or 
two, and Naska follows more traditional paths with Metal Slug 

GT24h 
Developer: Jale(o 

UK release date: TBA 
Ongm: Japan 

allowing Sega's 
announcement at the 
last AOU (Amusement 
Operator's Union) show 
that It would be 
licensing out its Model 2 

hardware to thirdparty arcade developers, 
the first three companies to become 
lClVOlved are Jaleco, Tecmo and Data East 
Vv't- e Sega concentrates on new Model 3 
development, these thirdparty developers 
Vw1! be working on products which Sega 
hopes will go directly up against Nameo's 
machmes - Tecmo's Dead Or Alive will 
be ., competition with Soul Edge, while 
• .,1"'-'5 Super GT 24h will be going up 

against Rave Racer. 
The game is similar 

to Rave Racer in many 
ways. There are four 
courses in total, although 
two of these are reverse 
tracks: essentially you 
have a beginners course, 
an advanced course and 
then a mirror of each. 
Naturally, there's a time 
limit. with time bonuses 
awarded at checkpoints. 
In the beginne(s race the 

player has to complete six laps while on 
the advanced course only three laps are 
raced. Curiously, despite the short race 
length, there's a pitstop feature with the 
drivers themselves having to decide on 
the best time to pit in, just as they would 
in real racing. At present it's difficult to see 
how drIVers can lose fuel or sustain 

..................•...•.•......••. 

damage to the point of needing a stop, 
and it's hardly likely to be an integral 
feature during racing. 

Four cars appear for selection. Each is 
of a different design, although a similanty 
to the vehicles in Rave Racer is apparent. 
To go with the four cars, the game will 
appear in a networkable format. allowing 
up to four cabinets to be linked. 

Visually. Jaleco appears to have 
successfully hamessed the power of 
Sega's hardware. While its game may lack 
the impact of Daytona or the style of 
Sego Rally, track detail is fine, and it has a 
memorable day-ta-night transitional effect. 

Car engine noises have been sampled 
from the real things to give sound a 
competitive edge, a feature that will be 
especially noticeable when there are four 
cabmets running in tandem. 

Sega's Daytona US4 still remains the 
favoured driving game coin-op among 
arcade-goers, and Jaleco's effort isn't likely 
to snatch away its popularrty. Instead it will 
probably sit somevvhere between £ 
Namco's Ridge and Rave Racer. 

GT2.f1t ...... stntes a 
common ... 1uMu 

M"h:\.-:":cC"·S: 

lalKO has prior uperlence in the field of drtwlnccames throudt caln~ 
ops such as Cheo IfHf. but Mod" 2 Mntw.,. maIlas an the dlfference 



arcadevie1;V 

Metal Slug 

lite two players can move their weapons through 360 degrees. Ann,ble _pons are arenades. cannonbaUs. shotpms. machine pas. ft.me~ 
throwers and rocket launchers. You can also leap inside a gnt tthe Metal Slug of the title) .nd use that to ever more devastatlne dfed 

The emphasis is 011 
amusement. with 
comedy heroes aDd 
some ludicrous weapons 

Developer. Naska 
(orp/ SNK 

UK release date: Out now 
Origin: Japan 

1's well into the 21st 
centuly, and General 
Morden and his rebel 
army have staged a 
coup d'etat. While doing 
so the General stole a 

secret called the Metal Slug. 
Fortunately, the tank is unfinished, so 
while the baddies are busy making final 
amendments it's the player's task (as a 
member of the resistance) to defeat the 
rebel army before the General's plans 
are realised. 

However, despite this being an all­
action. twoplayer, scrolling shoot 'em up, 
thf game takes a decidedly comical 
stance. The weapons the players carry are 
far larger than the characters themselves 
and during one section you have to pilot a 
plane that is not entirely dissimilar to a 
child's toy. 

The resistance fighters, named Marco • 
Rossi and Tarma Roving. use weapons 
which can be rotated through 360 
degrees and they can also throw 
grenades. On some levels it's even 
possible to jump into the Metal Slug itself 
and drive it, bringing to mind another war­
based coin-op, Ikari Warriors. The tank 
also has a special option which, when 
activated, causes it to charge at the enemy 
destroying itself, but also inflicting much 
damage to the bad guys on impact 

As the players progress they'll be able 
to pick up bonus bullets which upgrade 
weapons, whose range consists of a 
shotgun, a flame thrower, a heavy 
machine gun and a rocket launcher. 

Secondary weapons such as cannonballs 
and grenades will also become available. 

To break up the potential monotony of 
simple blasting, there are times when the 
playelS are called upon to save captive 
resistance soldiers. These will assist in the 
eventual defeat of the enemy and when 
saved will also furnish the player with a 
bonus item. 

Naska has taken considerable care 
with Metal Slug's visuals, and stages take 
place in a wide variety of mtricately drawn 
locations. The first level sees the player 
battling through rivers and thick jungle 

_, Slug's .,.phks _ back to_ 
many res_rd as _ classic era In .amlna: 

before reaching enemy facilities inside a 
wrecked submarine. After this is an assault 
on Ronbertburda City, and in a third 
episode the heroes travel through the 
Katehilt Valley battling against border 
guards and a powerful boss character 
caned Sergeant AlIen O'Nei1. 

Metal Slug win certainly be criticised 
for aspiring to themes last popular in the 
late eighties, but it will surely endear itself 
to those who appreciate games that are 
accessible and. most importantly, £ 
packed to gunwhales with adion. 

...........................•.•.•..............•.•.•...•..•...••.•••.•. 
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I 
agree wilh Chris 
Crawford more or less 
in The way games ought 

la be", but there is a proviso. 
The games industry is at a 

crossroads. The technology IS at 
last capable of producmg movie­
like results. and developer!. are 
being courted by giant 
enlertainmenl conglomerates. bUT 

some people are confusing this 
with their own abilities and their 
customers' expectations. Wing 
Commander IV (there are others. 
but this is an obvious example) IS 

placing itself head-ta-head against 
real movies. but people can see 
good real movies for a few 
pounds on a 4 O-fool screen with 
a big sUITouncl-sound system. or 
for a similar price from the local 
video SIore. Why would they pay 
£60 for the privilege? 

We sell gameplay. and no 
amount of artwork can substitUle 
for a well-crafted game. Until we 
have the budgets. tech nology and 
market to produce a truly 
interactive movie. the games 
industry should be cautious. 

However. we cannot ignore 
the legacy of Hollywood totally. 
They have many years of 
experience that we can and 
should be learning from. They 
have the abilny to tell a story and 
immerse the viewer using the 
subtleties of lighting. camera 
movement. sound and character. 
Personally. I have seen too many 
cut scenes in games which suffer 
from poor lighting. jarring shot 

construction. grim animation. and 
too much waving the camera 
around just because they can. or 
worse. to show off a nice piece 
of modelling. 

Some games are gelling there. 
I would argue that Command 
and Conquer, for instance, has the 
balance just about right. The cu t­
scenes are well scripted. 
atmospheric. involving. generally 
wen-animated and acted and, 
most importantly, short and 
tIghtly ed ited. They get the story 
across and involve the player 
without being over long and 
gelling in the way. They added 

value to the game without it 
suffering. The final sequences 
really add to the sense of 
achievement of wi nning, and 
enhance the whole gaming 
experience. Westwood now have 
an eager audience waiting for 
their nexl product, and their bit 
of the industry prospers. 
Providing they can keep the 
video under control it wlll 
continue to do so. 

We are undoubted ly at the 
start of a gameplay backlash 
(hurrahll. but a lot of companies 
will throw out the baby with the 
bath water. junking the wrapper 

Chris Crawford has proved to be 'videot:aminc's most controversial 
columnist' - see letters from Drew NorthcoH and Mike Nlchols 

art - which can enhance the 
gaming experience - because it 
doesn't enhance the core game. 

(hris is right, we aren't 
Hollywood. and shou ldn't try to 
be. but given that intros and cut 
scenes are probably here to stay it 
is our duty as developers to make 
them look as good as possible 
within the constraints we all work 
under. just as it is our duty to 
make the in-game content look 
as good as possible. 

So yes. I am jealous of 
Hollywood. not because I want to 
be Ridley SCOtl, but because they 
have skills that too much of the 
videogames industry should have. 
bu t doesn't. 

Drew Norrh(otl. 
l ead animalor. Mi(roprose UK 

Wmg Commander IV or Indeed 
any interactive entertainment 
product cannot. and should not. 
be directly compared to mOl1On 
pICtures. and your argument 
agamst Origin's game In these 
terms is ultImately frUitless. 

Handled WIth consideration 
and subtlety. Video sequences can 
certamly enhance software, but 
should never be Incorporated m a 
game package JUS! because The 
technology IS there, Not every 
type of game IS suited to such 
accompaniment. 

The shoddiness of most 
prerendered footage IS almost 
laughable. and many garners 
have grown to skip past such 
sequences by nature. Non-



mleractivity is the bane of every 

gaming tradilionaHsfs life, and 
untlllhe general quality of VIdeo 
footage is ra Ised - after all. no 
one accepts tawdry in-game 
graphIcs any more - If WIll 
contmue 10 carry an 
unsavoury reputation m 
their eyes, at least. 

y ou were right to put 
Frederic Raynal in the 
Indu .. ", Top 50 ([JO) 

- right over Tom lito's fat head, 
When I read the interview with 
him I just had to laugh. I can 
imagine Tom's reactions to the 
questions Edge asked that didn't 
appear in the interview. Variety, 
what's that? Interaction? Never 
heard of it: And then he goes on 
about atmosphere for several 
hours. Which brings out more 
emolion: watching a clip with 1 i 
big American footbal1 stars 
chasing you down a pitch which 
you've seen at least 50 times 
already, or wandering around a 
pitch-black cavern knowing that 
at any time your bowels could be 
torn out from behind? 

And then he has a go at two 
of the very best games of all time, 

·Mario and Ze/da. The fun with 
Mario comes through wrestling 
with the conlrols to such an 
extent that the input device all 
but disappears - real hands·on 
control. lelda is so big. with so 
many puzzles and locations - to 
do something like that with FMV 
would take up dozens of COs and 
cost several million, Tom saY!> iI 
doesn't maller if That ant's a 
millimetre over to the right' or if 
the next step's four feet away. He 
obviously hasn't played Doom. 
Descent, Hexen. Duke Nuke 'Em 
3D or even Mario Kart. In Duke 
Nuke 'Em. when confronted by a 
baddy, you can turn, walk 
backwards, strafe. jump, fly or 
fire back with different weapons. 
In Zilo's Maximum Surge? Fire 
back. and. if you're lucky. duck. 

When companies produce 
rubbish software, it's because of a 
lack of talent and / or effort on 
the designer's part. When people 
like Tom Zito think they're right, 
that's cause for concern. 

Stephen Virgo. 
Shoreham-by-sea. West Sussex 

I 
believe there are still a 
great number of young 
people programming on 

their home computers (I'm not 
talking about PCs but decent 
machines such as the Amiga, ST 
and Acorn. ete). I program in the 
outstanding Blitz Basic on my 
2Mb Amiga 600 and I have been 
programming for a number of 
years now. I personally know 
many other people who can 

multitude of good games which 
are still being produced for these 
old machines. 

The PC will never be able to 
replace the Amiga or ST because 
every model is different, it's very 
hard 10 perform smooth 
scrolling, there is no sprite 
hardware. and reading the 
joy!>tick can take up 10 10% of 
processor lime, making it a 
programmer's nightmare. 

Who does Tom lito think he is. daiming the future of videogaming 
lies with FMV. Everyone knows it's play.bUIly. argues Stephen Virgo 

program in BASIC. Although the 
language is slagged off because it 
doesn't give you enough conlrol 
over the machine, I have 
demonstrated with the 
programming of texture mapping 
that it's possible to achieve some 
very attractive results, on slow 
machines. using BASIC programs. 

Although new consoles are 
coming along. and selling well. 
people are also keeping their old 
computers for such things as 
programming, composing music. 
drawing graphics and also for the 

I think the day!> of the 
bedroom programmer are not 
over if people start to realise that 
you can do more with old 
computers than might be first 
apparent. I mean, nobody ever 
thought there would ever be 
Doom clones on the Amigal 

lan Hickman. 
Evesham. Worcester 

The days of the bedroom 
programmer are over In as much 
as it's no longer practically 
pOSSIble for a commerCially Viable 

vieW:Qoint ~ 

prOject 10 be conceIved, 
developed and completed by a 
one-man ourflt. But home 
computmg WIll always be the 
breedmg ground for the 
development talent of tomorrow 
and, ultImately, It matters not a 
jot whether Amlgas. ST s or PCs 
a re being used, Reahstically. 
buddmg programmers are best 
adVIsed to gam expenence With 
PCs. if only because the format 
WIll stili be around when many of 
todays consoles are ~ 

pushmg up daISIes. "L.S 

T
he joke is over. Stop 
publishing this idiot 
known as Chns 

Crawford. When was the last time 
he published anything 
worthwhile? Balance of Power? 
Nice try! I'd rather a hideous virus 
take over my machine than install 
that piece of crapIThis man has 
no worthy contributions to make 
to the gaming industry. Chris, if 
you're out there, come back to us. 
babe. Or better yer. stop 
mourmng the fact that you have 
never had a best-seller and stop 
dissing those who have. Edge and 
Next Generation should fill their 
pages with qualified developers 
and not thiS blow-hard, 
egocentric. self-proclaimed game 
guru. I mean, let's face it. the 
Atari 2600 has had better games 
published in the last 10 years 
than this guy has - and there 
haven't been any. Besides. what 
does this guy really know about 
the edge or next generation of 
gaming? If Edge or Next 
Generation think he's a respected 
figure in the gaming community. 
you're dead wrong. To be frank. 
it only brings your magazine 
down a notch in quality. 

Mike Nichols. 
Designer. Boss. Game Studios 

mni(hols@bossgame.com 

I] very war has its 
casualties. Initially, it 
seems those of Ihe 32 bit 

conflict should be Atari or 300. 
However. the real victims are the 
consumers. or more precisely, 
Sega consumers. I was once a 
loyal Sega owner, following the 
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brand from Mega Drive 10 Mega 

CD 10 32X. only to see these 
hardware upgrades left In the 
software wilderness. They say a 
fool and his money are easily 
parted. and so in July 1995 I 
purchased a Saturn for £400. At 
the lime there were two decent 
games for the machine - a 
driving game and a fighting 
game. Now. nine momhs later. 
there are four decent games -
two driving games and two 
fighting games. 

Now to rub salt into very fresh 
wounds I have seen the machine 
drop in price by nearly half. and 
have read thal the new white 
Salurn will be jusl over a quarter 
the price Sega dared 10 charge 
me nine momhs ago. 

I hope that the neutral pages 
of Edgf has room for some 
biased vitriol - if must be of some 
Significance that a once loyal Sega 
customer feels so biller and 
chealed. luckily I managed to 
ditch my Saturn while it stili had 
some residual second-hand value. 
Meanwhile. I'll load my hllle grey 
box with its beautiful shiny black 
COs instead. 

Oavid Nunns. 
Sale. Manchester 

Sega's aggressive pnclng strategy 
IS qUlle understandable: It needed 
to make up ground that It had 
lost 10 Sony. and - along WIth an 
upturn In software quahty - Ihe 
£2 SO tag has helped achieve that 
end. BUI. while Sega has earned 
respect In making Ihe machine 
more acceSSIble by lowenng ItS 
pnce, It'S clear to see that It has 
plssed off gamers who were early 
10 adopI the Saturn, You ~ 
have Edge's sympathy. LS 

hatever happened to the 
early promise of this 
next generation 

revolulion? As we were to pay for 
new console technology rather 
than cheaper cartridge-based 
systems. and with games 
appearing on amazingly cheap 
COS. we would enter a gaming 
utop~a, no more expensive 
cartridge-based games-- Yet 
everyone is still paying £50 a tillel 

Not only thiS, thanks 10 your 
explicit coverage in n2, we all 
know that in Japan. a Saturn plus 
controller costs £125, and a 
PlayStation With two pads and a 
memory card IS E 1 5 S. yet in the 
UK respective equivalents are 
£2 SO and £H 51 I admit thal it is 
understandable to pay a litrfe 

extra for that Increased shipping 
distance and the wonderful 
circuitry that is a PAL signal 
converter, plus a httle extra to go 
'0 the Chancellor, but I don', 
think that twice the Japanese 
price (or more) IS a fair 
representation of these costs. 

Even Stateslde. a Saturn is 
only $249 1£1661 and the 
standard one pad PlayS,ation 
pack is $299 (£199), Since 
when in economIC history has $ 1 
equalled £1? 

I thought that the 16blt scene 
was bad, bUI this IS worse. what 
with most games running 
lethargically slow 10 glOriOUS 
Wldescreen, on that extra cost PAL 
system, The Bntlsh public IS 
being, plain and Simply. npped 
off! Since selhng my 300, for the 
first lime since the era of the 
Atan VCS and the beginning of 
home compullng I'm slIfing on 
Ihe fence, and I have a feeling 
Ihat when Nintendo arrives on 
the scene with the N64 we're all 
going 10 remember how lucky we 
once were_ 

l ee Jordan , 
Edinbu l'fh 

V,deogamlng In the UK is an 
expensIVe and, occaSIonally, 
frustrating hobby, Gam~ 
published on CD sell here at £50 
chiefly because the bU}'1ng public 
wlll P<ly£SO for the pn'fllege. It 
was perhaps overly optimistIC to 
expect software pnces to drop 
across the board once COS 
became established as the storage 
medium of chOICe, and there 
doesn't appear to be any bucking 
of the trend around the corner. 

NlOtendo's dogged pursUll of 
slhcon storage WIll certamly 
ensure 'fldeogamlng remains an 
expensive pasTIme somewhat 
IroOlC consldenng the N604 's 
target audience IS the 8 10 

lS-year-old bracket. 
Ulllmately, the only way 

Inflated game pnces WIll be 

ehmlnated IS If gamers refuse 10 

accept them by not bUYIng new 
software. How hkely do 
you thlOk that IS? 

quile enjoyed the 
nu Game culture feature 
1[31). One th;ng I 

noticed missing from the article, 
however, was the idea of 
different cultures (ie, European, 
Japanese. Amencan, Mexican. 
etc) havlOg different ideas about 
what IS 'hip'. I live 10 the USA and. 
although I loved what Designers 
Republic did for Wipeout, many 
Americans did not feel the same 
way, Many of my naive peers 
Ihoughl it looked too 'fancy' and 
could nOI play it because it wasn't 
'bad-ass' enough. Apparently Sony 
must have had some doubts 
because II IS the only PlayStation 
game 10 America that comes 
packaged with a sli pcover 10 hide 
the ·offensive· (read well­
designed) cover. Also, dance 
musIC is quite different in 
Amenca 10 how It IS in Europe, 
and people who hsten to bands 
hke The Shamen and Orbital are 
the excepllon and not the rule 
(unless you hve 10 LA). To most 

-
... - . 

It's too late for Sexa with the 
low-price Satum, says DaYkl 
Nunns. hrty buyers are fed up 

of the 'hIp' Americans. dance 
music repr~ents a Janet Jackson 
remix and therefore they want no 
part of it. Cocktail and Mambo 
music are pretty hip in mid-west 
America right now - and I doubt 
we are going to see any games 
based on those themes. I don', 
think the nuGame culture WIll 
carch on 10 any demographic 
( marketing) sort of way because 
the average consumers will still 
want heavy gu itar music and 

Dungeons &. Oragons-style covers. 
and Ihus will scare away hipsters, 

(hip Sineni. 
sinenic~Ynm.via (om_com 

The differences that eXist 
between dIfferent contments' 
cuhures are IOtngumg, and the 
W,peout example IS perfect 
proof of the low nsk approach 
taken by many Amencan ~ 
games pubhshers, LS 

A
fter readmg the reports 
of the AOU show, I'm 
glad to see Sega once 

again dominating in the arcades 
and pushing back the boundaries 
wilh its Model 3 board. But I feel 
the company is pUlling too much 
emphasis on its coin-ops and not 
enough on the Saturn. 

Most of Sega's top till~ come 
out in the arcades first and lake 
ages 10 reach the Saturn (this is 
especially frustrat ing as all of 
AM2 and AM 3's games are 
brilliant). I know Ihat this is a 
very important area for Sega but 
it doesn't mean the Saturn should 
be neglected. I can see several 
ways which Sega (an address 
this problem. 

More litles should be 
developed for the ST-V board, 
This way there can still be a 
stream of coin·ops which cou ld 
be improved and released on the 
Saturn a couple of months later. 
Namco has. after all. made a 
success of its System 11 board. 

Alternatively, cOin-ops should 
be developed alongSide Salurn 
versions. which would anow short 
conversion times while affording 
Sega the freedom to use its 
Model 21 3 technology. 

Finally, why don't AM2 / AM3 
make original Saturn lill~ 
themselves? 

Fyt. 
Norwich. Norfolk 

SImply put. the arcade Industry 
appears to be more Important to 
Sega than the home consumer 
market, and It Will continue to 
focus upon this area In order to 
retam liS dominance. 

OnglOal AM2/3 Saturn Iltles 
would be great. but Edge gets the 
ImpreSSion those teams ~ 
are overstretched already. ~ 



Modem beat 'em ups like Telrbn 2 m.,. be dlstMred In lD. but when 
it (omes to the aunch ifs stilllD ,amepl.,.. H)'S Inde .... 1 Panesllr 

agree with you that the 
M l Demo of the 
spinning polygon objects 

fails to impress visually. but break 
it down into technical terms and 
you might reconsider. 

lOO objects of 100 polys 
each at 30Hz IS lOOxl00x30. 
whICh equals 600.000. 

ThaI', 600.000 polygon, a 
second. Of cou~e not all 
600.000 pol~ are drawn bur 
that's somewhere in the 300.000 
to 400.000 range. And those are 
z-buffered. texTure-filtered. 
pe~pective correct. and have 
three light sourcesl A PlaySTation 
can only do around 100.000 and 
that's without z-buffenng, 
fHTenng. pe~pective correction 
and withour any hght sources. 

Even the N64 can only do 
about 150.000 polys with all the 
same opTions turned on. 

Given The proof of these specs 
(ie. the demo does run on actual 
Ml hardware as opposed TO 
marketing hype specs) the Ml is 
a killer machine. Let's hope 
Matsushlta can get some decent 
software for il and they bnng it 10 
us for a reasonable pnce. 

6rtggTava~. 

grtgg,<a>biggrub.com 

The deCISIOn 10 go wllh a 
morphmg torus and a collecl1on 
of rotalmg nondesCTlpl polygons 
was prQbably the reason for the 
u01mpresslVe nalure of the M2 
demos. If MatsushlTa had mstead 

opted fo r an Imafi:e With the 
Impact and sryle of Sony's ongmal 
TRex Play$tatlon demo. for 
example. I1 might have grabbed 
more attentIOn. On PQper. M2 
does mdeed have The potential to 
be a killer machine. bUT the 
format will struggle to gam 
support on the strength of such a 
showmg. It's not Just 
pOlenllal develope~ 
that need stlmulalmfi: 
when new formats 
amve. but those who 
are gomg to buy the 
machme. too. 
Hatsushlla needs to 
show hard, naked 
proof of ItS potenl1al 
m the form of games 
If 11 IS to aVOId bemg 
left behmd by the likes 
of Nmlendo. which. 
while nOI haVIng 
comparable power. 
has strength m the 
form of a hosl of 
strong software, whICh IS 
eaSily Just as valuable. 

A 
qOeslion about 3D beat 
'em ups: are they really 
3D? Do the ones 

produced so far offer anything 
new to beat 'em up gameplay? 
Sure, the graphics on games such 
as Virtua Fighter 3. Tekken and 
Soul Edge are lifelike and 
realislic. but is the actual 
gameplay 3D? You have all the 

moving viewpoints. which can 
give some interesting views. but 
the actual fifi:hting takes place on 
a 20 plane. So then what 
distinguishes the fi:ameplay of a 
3D fighting game such as Tekken 
from a more traditional 20 
fighter such as Street Fighter 
Alpha? When I went 10 Namco's 
Wonderpark arcade in London 
after Ihe ECTS. there were more 
people crowding around SF 
Alpha and Killer Instinct 2. which 
tells me 3D graphics add nothing 
to this genre but good looks. 

Inderpal Panesar. 
Plumstead Common. London 

The presentation of games such 
as Tekken adds IUlle to beat 'em 
up gameplay T oshmden allows 
hghtel"!> to Sidestep attacks.. but 
SNK used a Similar feature 10 2D 
Neo Geo games such as King of 
FIghters 95. Oevelope~ recog01se 
thiS. and games such as Square 
Soft·s forthcomlOg PlayStal10n 
wle, Tobal No. 1 WhiCh claims to 
offer a true 3D expenence - look 
set to pave the way for games 
that properly explore such ~ 
a potentially nch area. l...::::J 

Wipeout was 'censored' In the 
us - a shame. says Chip Slneni 

I
n E18. when Owen 
D,nies asked if PC -sryle 
games would appear on 

the new consoles.. Edge replied. 
'these consoles are capable of 
doing much more than beat 'em 
ups. Over the coming monrhs you 
will be seeing software of all 
species including flight sims. 
management games and RPGs.· 
Fourteen months have now 

vievvpoint ~ 

passed and based on Edge's 
coverage not only have these 
promised games not been 
released but Edge considel"!> the 
best games of the lasl four 
monlhs to be. in fact, 20 beat 
'em ups ( Street Fighter Alpha, 
X·Men, Night Warriors. elC). 

Despite Edge's claims that Ihe 
new consoles would focus on 
mature garners. it is clear that 
nothing - apart from the graphics 
- has actually (hanged from the 
16bil days. 

Although Ihe lack of support 
for adult garners IS disappointing, 
of greater concern is the 
surprisingly small number of top 
quality games. In the lasl 11 
issues fJuly95toMay96) Edge 
has awarded seven PC games a 
score of 9 bUI only two Saturn 
games and one PlayStation game 
have received The same mark. 
Considenng the graphical 
superiority of the consoles over 
the PC this gives some indication 
of the lack of originality and poor 
gameplay of many 32bit litles. 

With the large number of 
console games in development 
the situation will hopefully 
improve but WITh new machines 
being released by Sega and Sony 
in only one-and·a-half yeal"!>. at 
Ihe beglOnlOg of 1998. time is 
runnlOg out fast. 

Andrew Bradfield. 
Ounedid. New Zealand 

32 bit console games have 
certalOly taken theiT time 10 

'growlOg up', but I1 IS happemng ­
Witness the likes of Psygnosls' 
SentIent and The Faflen f E3 3 ) 
for examples of two game types 
that are leagues apart from the 
hkes of Tekken and RIdge Racer. 
But fast paced action games JUSI 
happen to be the mOSI popular 
type of game to both younger 
players and adults If theiT 
standmg 10 the Gallup cham IS 
anything to go by. and Ihey look 
hke relalmng the hon's share of 
the PlaySlatlon's hbrary. 

Also. many games are 
developed on the PC fll"!>f and 
then make the console cross over. 
but because Edge concentrates on 
origmaltllles.. rather than ports.. 
the Play$tatlon games. usually 
supenor 10 the PC vel"!>lons.. ~ 
aren't always covered. 1...S 

• 

..................................................... ..................................................................... 
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