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46 t:oocmaslcrs 
From Cl company renowned for producing fun, budget software, 
CodeMasters developed into a corporate monolith, taking on 
videogames' most leared heavyweights . and winning 

fiD JOIJPaOS 
From the very first videogame, Space War, game controllers have 
been an essential eIemefIt of Interactive entenainmeol Edge 
chrooic\es ~ past. and predicts the future of game control 

It is !he fT105I powerful console in the wcwId. It plays the best 
lIideogame in the world. But does that mean anything in today's 
massmarilet arena? Edge plays Judge and JUry for the N64 
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Nrnteodo accomplishes its nisSIOIl impossible as ItS 6400 
console goes on sale In Japan and sells out 

RBfUiew 
As the popular press get the kmves out for Apple Computer, 
Edle discovers Apple has iI feather in its cap - the Internet 

, •• ,., 8888U 
In videogaming. tnal and efl'O( is the n()(TT1, meaning failure is 
the rule, not the exception. Ch"s Crawford's Md enough 

r"FII8 
CtasfI Bcmdicoot coders, Naughty Dog software, and the man 
betund the Micro Machines series, Andrew Gr.ham 

Rn .. 1/ .... W/ln 
Millennium, the creators of lames Pond, has been making the 
headlines recently with its artifKiallife game, Creatures 

I!B rr.80r88n 
The shareware version of id's Quake has burst onto the 
Internet - Edge tools up for the commercial YefSion. 

BB rlll80r88n 
With Nlntendo 64 units selling out across Jap.3n, Edge revIeWS 
Mono 64 and PilotWings 64 - the greatest videogalT1eS ever7 

84 BilclllsSUBS 

lIB ",./lIm80/8 
Incoq>OI'ating all things digital, aural, and textural Edle enters 
the diverse and often stimulating world of multunedlil 

Ba 1:61UIBW 
In the gallery this month: EA, Psygnosis, Oill'"lilX, and Edge takes 
Cl look ilt the latest developments from the SoftImage labs 

11111 'r"'.U/8W 
AM3's Last 8ronx once again shows Sega's premier designers 
still dominate the coin-opefilted beat 'em up arena 

1114 ,.U.U/8W 
Aega, Namco, Capcom and Imax all Cilsh in on the neverending 
videogaming retrospective 
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Nintendo's 64bit technology hits the streets of Tokyo. Edge was there to witness it / page 6 
MZ gets upgraded to twin CPUs/ page 9 eEqe explores the gigantic Tokyo Toy Show/ page 10 
Ex-Apple employee introduces high-powered computing alternative to the PC and Mac / page 12 

TnB latBst news from tnB worlO of intBralJt/UB BntBrtalnmBnt 

Japan: Nintendo raises 
Nintendo's 
moment of truth 
arrives in Japan 

the gaming stakes 

Sunday June 23, Aklhabar., Tokyo (top left). Queues fonn at .round lOam for the Nlntendo 64 (above although most had disappeared by lunchtime). 
Shop employees patrolled the streets with loudhailers annound"g th.t .n machines would have to be bought with Marlo. Few needed persuading 



As In the UK, queuelnc is a national pastime in Japan, but it would be 
hard to imagine this lot outside your local Dlxons. Many stores 
provided playable Nintendo 64s a week prior to the machine's launch 

This time, Nintendo 
didn't count heavily on 
the main electronic.s 
dlstrld of Aklhabara 

Japanese 
software 

N 
Intendo's 64bit machine hit 
Japanese high streets on Sunday 
23rd June. Unlike the Saturn and 

PlayStalion's spectacular launches In late 
1994. Nmlendo's big day was a far call 
from sleeping bags and gas stoves that 
clogged the streets of Akihabara the mght 
prior to 21 November 1990 when the 
Super Famicom was released. A few queues 
formed in Akihabara (the largest gathenng 
of gameheads outSide the giant laox 
computer centre I but mOSI were gone 
well before lunchtime. 

This shouldn't be taken at face value 
though. According 10 relailer InfOrmallon 
Nintendo still managed to sell a 
commendable 250.000 on itS very first day 
and deliberately avoided the street chaos 
that ensued SIX years ago (the Story of one 
hapless Japanese game 'olaku' gelllng 
mugged for hiS newly purchased Super 
Famicom is pari of video game legend l. 
This was done by distributing its machine 

through a far Wider retail network. Instead 
of just games shops and toy stores stocking 
the N64. thiS Ilme Nintendo made its 
machine available at convenience stores 
throughout Japan and had already allowed 
for hundreds of thousands of pre-release 
bookings. In other words. th iS time it was 
prepared for a sell-out. Incidentally. Edge's 
intrepid reporter did notKe that the queues 
that formed were composed of nOl only 
Japanese but also a fair few Europeans with 
wallets stuffed full of Yen. Nlntendo 
shopping etlquene prevented anyone 
buying more Ihan one unbooked machine 
per head. no doubt before they made a 
hasty departure for the nearest Federal 
Express office. 

As well as Nlntendo making available 
300 000 N64s available on day one. it 
also shipped enough copies of Super 
Mario 64 to allow for one per machine. 
Early sales reports indicate that. 
unsurprisingly. everyone thal bought the 
machine also pICked up a copy of Mario 
(in fact, most shops would only sell the 
machine if the game was being purchased. 
and VICe versa I with 60% of the early 
adopters plumping for PilorWings 64. too. 
The only other game available on day one 
was a Japanese chess I Shogi ) game from 
third party developer Seta (echoing the 
release of the obscu re Bitmap Brothers 
Amlga pla tformer Bombuzal during the 
launch week of the Super famicom). 

Nmlendo's sales plans are ambillous for 
the Nintendo 64. By the end of June il plans 
to sell 500.000 umts and then an additIOnal 
500 000 units will ship In July and a 
further 500 000 units In August I totalhng 
1.500000 by the end of August). Equal 
numbers of Super Maflo 64 Will be released 
to satisfy demand. Mos! sigmflcantly. the 
company ha~ announced that It Will 
manufacture frve mllhon U01lS by the end of 
March 1997. wrth NlOtendo planmng to sell 
3.6 mlllron of those unrlS of N64 10 Japan 
and 1.4 mlllron unrl forecasted for sale 10 

What is it? 
Tlm Molnrullldn Indl(, pop ~Iolr 

rrH'l1lly look polrl In ol hvr 

Irllrrnrl InI('nlM-\'. whrrr hr 

olmWf'ff'd qUf'SlIons from "'os 

olll ov('r Ihf' world. "11f'ol~1 
tholl WolS Ih{' Id{'ol. 

UnforlUnollfly 'l.GOG N('t USff!, 

IrIrd 10 log In \Imul!olnf'ously 

and thr ~f'nf'r (rolshfd 

N64 carts are a similar size to 
SNES carts but are heavier 
due to the amount of silicon 

Nintendo will announce 20 
titles in July for the 
Nintendo 64. These will 
include Top Gear Rally 
(above) and Blade and 
Barrel from Kemco, 
Cu-On-Po (aka Endorfun) 
from T&E Soft, Bomberman 
64 and Super Power Rider 
64 from (Hudson Soft) and 
several titles from 
Imagineer, including a cute 
polygon baseball game. 

Two reasons to buy a Nintendo 64 (the onty ones). Nintendo's ,ackaging mimics that 
for the Super Famlcom - the cardboard came boxes are sliChtly fatter and wider 
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What is it? 
ll~m (,~lIoII lhtr of O.hl\. 
ApPoIIttntly . III .J prt"tIOU\ 

(ntuntl (holt . tht mO~1 

popular qU(' ~ I,oJl Woll~. 

'Whollfs f'oIl~Y Ktn~ll hkf' III 

bt'd?' Tht' ".rlhttn \OIl~~I t'r. 

who (')JI usuoIlh be fthtd 
upon f.r. foul moulhrd 
OUlhU1\I. fdllrd 10 (ommrnl 

the US. To illustrate Nlnlendo's bulhshness. It 
has taken Sony eighteen months 10 se-ll 2.5 
million PlaySlallons mto Japan. Even IS 
Nmtendo does manage 10 Shlflthis many 
N64S. 11 will slIlI have ils work cut OUI 
compellng wlIh the number of Super 
Faml(omS sold 10 dale ~ a staggenng 
16 million UnIIS. 

The bad news IS that it seems Nmlendo 
6. will not be makmg liS UK debut this year. 
In a re(t'n! business meeting with Tokyo 
analYSIS. N(L chaIrman Htrosht Yamauchl 
conceded Ihallhelr would be no un us 
dtSlnbuted into Europe during 1996. This 
must be espeCIally uncomfonable news for 
exclUSIVe UK dlstnbutor THE Games who had 
pinned Ihelr hopes on getting hold of PAL 
machmes before Christmas t 'late fall' 
according to NOA's Howard Lincoln), Eager 
Nintendo proselytes who have pmned their 
hopes on gellmg hold of a Nlnlendo 6 .. thiS 
year WIll now either have to conllnue bemg 
patient or trade m the car 10 stump up the 
cash 10 pay for an imported machine_. 

Quite how Nmtendo's Japanese strategy 
Will be played has been speculation until 
recently, Shonly before Edge went to press 
chairman Yamauchl recently declared that 
20 games. to be released in Japan before 
the end of the year. would be announced In 

July. He also made Ihe pOint that only three 
of these could pOSSibly get close to reaching 
the quality of Super Mano 6 ... In hght of the 
number of filler titles on their way t Time 
Warners Endorfun. relltled Cu·On·Pa and to 
be released by TaE Soft ) this Implies that 
Nmtendo Wilt be counllng on liS own 
internal development highly._ 

Those who have only previously 
seen the machme m photos t anyone outSide 
of the industry. basically' . WIlt probably be 

surpnsed out how pelll the 
Nlnlendo 6" IS -
measunng Just 21 
cm m width. 18 
cm from front to 
back and ... I) cm 
m height - probably 
due 10 the fact that 
there is no CO dnve 
to accommodate. It 
also looks rather 
plasllCky. with big. 
chunky joypad ports and 
a large onloff SWllch. It is 
clear that. unlike the 12bu machmes. 
the N6 .. has not been designed WIth 
lifestyle pretensions.. aimed at 20 10 
year olds. but as a funCllonal gamebox. 

A cu~ory ilance at the machine 
reveals that the power pack IS a separate 
unll that slots into the back of the 
machine. There IS also a 'Jumper pak' 
mside the console memory expa~lon slot 
which has 'do no remove' wrnten on 11 . 

Edge suspects this slot Will be for the pro 
posed RAM carl penpheral which may be 
used to give extra memory support to the 
6 .. 00 when illS released. most likely next 
year. InCIdentally. nellher Mano or 
PilotWmgs uses Ihe memory card whIch was 
also on sale f these games both mclude 
battery back-up J. ThiS was sold almost 
exclUSIvely With Seta's Shogl iame. 

Like the machme uself. the cartndges 
are surpnsmily small. around the same Size 
as SNES cans. and they also come m the 
familiar SNES cardboard packagmg. 
Edge has yet to open up the cans to see If 
Nmtendo's claims of 64Mb" ROMs are true. 
ConSIdering the Immense graphical vanety In 

both mles.. rumou~ that Mano Is.. m £ 
fact . 96 Mbits are unsubstantlated_ 

COtmlOllfll PAl( 
M_" NUJ._ 

e * :::::::-:: . 
The VI 000 controller 
pak (memory ard) .as 
sold In most stores with 
the Shotllame 

Buying an imported Nintendo 64 

The only NU abies 
avaitabte in Japan are 
composite (top) and 
the superior S-Vldeo 

E
dge called vanous companies offenng Imported 
ve~Ions of the Nintendo 6 .. and found the average 
price at the time of gomg to press 10 be m the 

region of £600·800 (including either one game or two). 
Given that the cOSt of the machme plus both Super Mano 6 .. 
and PllotWlngs games in Japan is JUSt -.: ..... 600 (£270) thiS 
might seem extonlonate. but bear In mind that because of 
the difficulty wllh deahne directly WIth Japanese dlSlnbutors. 
most companies are Imponlng machines via Hong Kong 
where wholesalen lrad1l1onally Take a large margin on 
exports to the UK. Once $hIPPlng. VAT and Import duty are all 
taken into conSlderallon. II'S currently diffICult for companies 
10 Import the Nmtendo 6" and liS Il"IIIial brace of games for 
much less than £500-600. 

The Japanese NInTendo 64 has a Single SNES'compatlble 
'Mu lll-ou( socket and sells wiThout a video cable (SImply 
because the company knows thal Its buyen WIll already have 
a Super Famicom and reqUIred cabhng). ThiS accepts every 
type of SNES lead except RGB Scan (11 seems Nlntendo has 
reWired the RGB pinS possibly to temporarily cunallthe 

European Impon market J. Those Wishing TO buy a machine 
on Impon should therefore be concerned with the follOWing 
details: the Signals outpulled by the machine are composite 
AV and S Video. Both these Signals are nallve NTSC Signals 
and Will only be appear In colour on UK TVs that can decode 
NTSC colour. Many manufacture~ now Include such C1Tcultry 
In their TVs With most new STereo Sony TVs being a good beT. 
Falhng that. II 'S pOSSible to convert an NTSC Signal to PAL 
WIth a converter that accepts a composlle (standard yellow 
phono plug) input. Datel have marketed such a deVice for a 
while and some importer!. stock other models that requ ire a 
Scan plug Input. It's likely that It won't take long for 
companies to make up CUSTom RGB Scan leads for the 
Nlntendo 6" once the pln$ on the Mulll-out (If they Indeed 
eXIst) have been established. 

With the US launch scheduled for the AUTumn (and The 
UK launch now delayed until 97) it's debatable JUSt how 
many Japanese N6"s Will sell into the UK. Edie predicts 
that after clapping eyes on Mano. few Wilt delay In £ 
arranging The overdraft. You have been warned. 



Matsushita turns up heat 
'Uncomfirmed 
reports' from 
Japan fan the 
fires of hype 

Sega show 
Adopting the roaming beat 
'em up gameplay of titles 
such as Streets of Rage, 
Final Fight, and classics like 
Double Drogon, Sega's new 
5T -V-based Dynamite Kelji 
(Inspector Dynamite) was 
revealed to Edge at a 
private showing in Sega's 
HQ recently. 

Instead of flat, parallax 
scrolling backgrounds the 
game employs 3D to keep 
the action going in all 
directions. The plot mirrors 
those of the Die Hard 
movies (if there was indeed 
a plot in those movies) -
you are trapped in a 
building where a crime is 
taking place. The usual 
selection of moves and 
weapons are available 
(knives, guns, missile 
launchers, ete). 

Although not graphically 
stunning. this game should 
prove popular with Saturn 
owners when it gets the 
translation !reamen!, if not 
necessarily arcade goers. 

on M2 techno1ogy 
he evolution of M2. from Trip 
Hawkins' dream project to a 
clandestine Malsushita concern. has 

taken a new twisf. The lalest rumours 10 
surface in Japan indicate that Matsushila is 
planning to incorporate not one but two of 
The 100 Company's PowerP(602·based 
chips withm the M2 hardware. which would 
easily push the system's performance above 
one million polygons per second - a figure 
currently associated with Sega's Model 1 
hardware powering Virrua Fighter 3. 

The manufacturing cost of these chipS 
alone IS estimaTed TO be Si 50. which has 
led many industry observe~ to speculaTe 
that Matsushlta was planning to launch M2 
at a price in excess of $500. Compounding 
This predICtion of a high pricep0lnT is the 
popular notion that Matsushita IS rumoured 
to be incorporating a DVO player inTO the 
hardware (as the world's biggest consumer 
electronics manufacturer. Matsushlla IS also 
belling heavily on OVO's adoplion mto 
mainstream households - M2 could be a key 
vehicle in delivering a payoff 1. 

However. to counter this potentially 
damaging speculation (Matsushlta IS all 100 
well aware of what happened TO The laST 
game machine pnced over $500) sources 
within the company soon leaked news that 
M2's Intended prlcepolnt would be no more 
than $100. QUite how This will be 

manageable ( if the proposed technical 
specifications remain intact) has not been 
revealed. but it does seem as If MaTsushita is 
in no rush to bring M2 to market (perhaps 
waiting for some manufaCTuring 
breakthrough to reduce costs) and it has TO 
be assumed that the electronics giant still 
has some powerful cards to play. 

Meanwhile. with a software 
development plan stili under discussion. 
many software develope~ seem 10 have 
given up wailing for M2 to arnve. Interplay 
( originally touting games such as Clayflghrer 
3 for M2) has put liS M2 development on 
ice. prefemng instead to focus on Nintendo 
64 development. A source inSide Interplay 
commented. 'Some of The M2 work will be 
used for The Nintendo 64 proJect. At the 
moment nO'one is sure what MaTsushita's 
plans are so we have decided to pUT the 
prOject on hold for a while." 

ExpeCl more deTails to surface on 
M2 over the coming months. 

Incorporating two PowerPC chlf,' 
(above. centre), Ml should real y fly 

Industry giants form 
Sate1Hte alliance 

wo of the biggest names in the 
computer industry. Microsoft and 
Nmtendo. have joined fo rces with 

The Nomura Research InstitUTe TO provide a 
new online service in Japan. The service WIll 
work via Xltellite. raTher than across phone 
lines. meamng it Will be SignifICantly cheaper 
than sTandard Internet access. 

This IS not Nmtendo's fl~t foray into the 
world of xllellite information projeCTS. Last 
year the company released SatellaVlew: an 
add·on for the SF( which exploited the St 
GIGA satellite channel and employed cusTom 
hardware facilities to provide downloadable 
educational and leisure software. 

like the Satellaview project. much of the 
Information on the new Xlt net will be 
prOvided by Nintendo but various other 

entertainment companies are expected 
to contribute to the content. The servICe. 
whICh Will be available through 
subscription. is set TO go online in the 
middle of next year. although ifs not 
known if the N64 fits into the plans. 

Meanwhile. followmg the 
news that Sega of 
America is planning a 
modem peripheral fo r 
the SaTurn (page 10 I. 
Sega Enterpri~es in 
Japan has now 
announced that it will 
release a modem for the 
machine in July. 
The 14.4K modem. togeTher with 
software. will cost around £100. £ 

What is it? 
Tlm D.m~h (omp.ny. 
re~pon~lbI(' for (r(,dung onl' 
of th(' b{'~t to~ rVl'r. has JUs. 
op('n('d Up a fhl'm(' pdrk m 
Wmd~or and I~ now moving 
mto thl' computer mdu~fry. 
Thr firm plan\ 10 u\Vt~t 
,lround \lm m vld{'ogam('s 
basf'd on Ih famou~ prodU(l. 

Mic rosoft 
(Nintendo) 

Nlntendo's Satellavlew 
was the first of a hlp­
profile Net Initiative 



i Sega strengthens Saturn 
Sega dominates 
once more at the 
premier toy event 

What is it? 
lrgo. who~t ~Implt' bUlldmll 
blo(k~ kepi kld~ ('nlrrldmrd 
for hour; un'" v,dro,~mi'~ 

(.Imp .Ient and lurnNf 
prl'Ylou~ly {rUI,ye ,h,ldren 
11110 fdlenlltss. (lolI\o(l,}1 

Wd\l('r~. Ad~('ntur,.s on 

[('eo Is/,mdwllI bi' rrli'dSrd 

nrll' yrar 

Power .anlfirs are still 
big in Japan, and 
known as Dinosaur 
Task Force Zyuraneers 

at Tokyo Toy Show 

-
\ 
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Bandal' s Sufami Turbo enables 5NES owners to use the comlNlny's new ranle of smaller, cheaper arts and to link up 
via the dual port (centre). AMI's Yu sUlukl lntroduces one of VFl's new ch.racters, sumo wrestler Tak .. ,ashi (ript) 

~ 
pread over three days al the start of 
June. Ihl$ year's Tokyo Toy Show 
( Ihe Tokyo OmOlCha I was a shght 

disappointment compared 10 preVIous 
events. AlThough mosTly dedicaTed Towards 
10YS. one quaner of the show covered 
vldeogames. the event's typIcal absence of 
Sony and Nintendo meaning Sega stole the 
show with relatIVe ease. 

The majority of Sega'~ booth 
concentrated on Saturn releases. Top of the 
list was the half-complete Saturn version of 
FIghting Vipers. AMZ. whICh undertook the 
conversion. has employed Gouraud shading 
to smooth any rough polygon edges. gIVing 
the game a neat graphical edge. less 
smooth. however. was the camera motion. 
which didn', qu ite match the speed and 
fluidity of the coin op - most noticeable was 
the slowdown that occurred when a player IS 
KO·d. However. considermg FV1S only 50% 
complete. AM2 seems to be doing a first 
class job - by companson. at this stage of 
development the Incred1ble Virtua Fighter 1 
conversion was of a sim1lar quality. 

V/rtUiJ Kids. the VF1-derived beal 'em up 

featunng super-deformed fighters I child­
like characters wllh enlarged heads) was 
also present. The com-op conversion was 
100% faithful - unsurpnSlng consldenng the 
onginal was developed for Sega's Saturn­
based ST-V coin-op technology. 

V,rtua Cop 1 was also on display. and 
appears to be near arcade perfect. as was 
the onglnal. In a SImIlar plan of attack 10 
Saturn V-Cop. Sega is planmng 10 Implement 
eIther bonus stages or 'raining stages to add 
longevity to the home version. 

From third party developers. Chmax's '30 
arcade adventure. Dark. SavIour I see E'32 L 
probably made the blggesl1mpact. Also on 
display was Shmrei Jusatwshl Taromaru. an 
attractive Shinob1-type game with dark but 
splendId '30 backgrounds. 

Making a special appearance was Yu 
Suzuki. d1scussing the forthcoming V,rtua 
Fighter 3 I see El i). Two new characters 
will be Introduced for 'he game soon. but 
unlike the new VFl fighters I won and Shun 
Di - both non-Japanese I. the new 
combatants will have a traditional Japanese 
look. One w111 be a girl wearing a kimono. 

Nllmco's stand Included 
11 ciellntic Golax;an' 
exhibit IInd more 
Tekken 1 promotions 

Seell malrman Hllyao NaUYllma (fu left. centre in shot) made a rare 
appearance. Sqa's Net Link peripherals rroved popular, as did an 
earty version of flJhtlne Vipers (left) and Its arude-quallty joyboard 



Clpcom's cute klddy rlnge of cotn-ops (Ibove) 
lot Edge's vote. These pllyed a selection of 
older CPS PeBs such as Mercs Ind Strlder 

the other a sumo wrestler. who at the 
moment goe~ by the name of Takaarashf 
(It IS hkely thl~ wIll change by the end of 
development) . According to Yu Suzukl. the 
main dIffIculTy AMl IS haVIng with the new 
character is hIS movement - becauSE' of 
Takaarashl's Immense sIze he looks 
ndiculous when squaring off against other 
f lghte~. To compensate. AMl IS gIVing hIm 
tradItional Sumo moves. such as the ablhty 
10 ring out the oppositIOn WIth hIS sheer 
strength. However. AMl are currently 
redeSIgning The charaCTer. since hIS current 
heIght (stretching toward two metr~) 
exceeds even the massIve Jeffry. and It IS 
unclear how fal he should be (apparently. 
If he has 10 centImetres of fal surrounding 
hIS stomach any beaftng he takes WIll not 
appear to have as much ImpaCT) . 

For advanced gameplay. VFJ is aIming 
for a more strategIC approach to each bout. 
From whaT Suzukl saId . 11 appear.; that each 
blow will be affected by all prevIous hIts. 
So. If a player adopts a SImple strategy of 
always kteklng the opponent. The game WIll 
compensaTe for thtS repel1lion by making 
subsequent kicks less 
powerful. Aiming for speCTflc 

• 

pam of the body WIll also affeCT the amount 
of damage scored I although Edge shudde~ 
to think what parl1cular body parts Will be 
regarded as senS1llve spots I. 

The difference between each character's 
ftghllng technique IS also hkely to be 
exaggerated. and fights Will be I~s hnear 
than current ve~lOns. with contestants 
utlhslng the entIre tlrena space. 

Demonstrating Sega's enthUSIasm for 
mulllmedla. the Saturn's Net Link modem 
was Introduced at the show. Runmng at 
l ..... K/ s and COSftng ~l-4 .800 (around 
£90 J. the modem comes bundled With 
connectIon software. a Net browser and a 
connectIon 10 Nlfty·Serve I a Japanese Net 
server SimIlar TO Amenca Onhne In The 
STat~l. Also Inlroduced were Net 
acc~sones a dIsk dnve. keyboard and a 
medIa card whIch acts as an tnterface for 
games to be played over the Net. 

Sega also Introduced jls X Band onhne 
servIce. acceSSIble VIa the Internet or NIfty· 
Serve. From here gamers Win be able to 
select one of SIX network Sega gam~ - VF 
Remlx. ~gd Rally. Daytona USA World 

1 ' .. , , . 

Senes Baseball. Vlrtual·On and 
Bomberman. Whether if Will 
be pOSSIble to tlCTually 
download games. or whether 
the sIte IS simply restnCTed to 
network play. In a SimIlar vein 
to Brs W/Teplay. WIll become 
clear later In the year. 

t~ 1 
'" 

Companies showlnl oH home VR such 
a Takara revealed technololY akin to 
watching TV with a slily helmet on 

Clearly Sega's support for the 
Saturn is expanding 10 olher areas than just 
COIn'op cOI1Verslons and ongmal 
developments such as NIGHTS. Wuh the two 
other big guns In vldeogamtng not making 
an ImmedIaTe entry Into the Ne! onemated 
market. Sega could gain a £ 
well·deserved foothold. 

Sega 
channel 
Now daiming a difficuh-to­
believe 91 % share of the 
fast·fading IGbit market, 
Sega has announced what 
will surely be the last push 
for the Zimmer·bearing 
Mega Drive, in the shape of 
the Sega Channel. Working 
with various cable TV 
companies, Sega will beam 
any of 25 current and back­
catalogue games (the 
selection changing each 
month) directly into a 
massive cartridge plugged 
into the MD's cart slot for a 
flat subscription fee of £ lOa 
month. The most interestIng 
element of the venture, 
though, will be the pre­
release versions of new 
games (starting WIth the 
pretty-looking Sonic .30) 
subscribers will be able to 
play up to two months 
before the street date, in 
effect the first ever cartridge­
machine game demos. Sega 
claIm to be committed to 
producing new Mega Drive 
software, but with everyone 
else Jumping ship, hO'N long 
this will last is debatable. 

. ~ .. 
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From top: Bandars 
Abnark Pippin Player, a 
Lunar lovely, and a 
typically odd exhibit 



III 

I 'New Amiga' prepares 

Jean Louis G .. nee. 
founder of Be, left 
Apple dissatisfied with 
the company's plans 

to kill Mac/PC Two PowerPC 
chips plus Mac­
like ease-ot-use 
equals a killer PC 

fJ 
new high-spec computer IS being 

.i. haUed as a nineties version of the 
Amlga. IncorporaTing TWO PowerPC 

chips running in parallel. built-in networking 
protocols. MIDI. and industry-standard 
expanSion slols. the workSldlion is seen by 
some industry speculators as the fUTure of 
modern computmg. 

Created by ex-Apple employee. Jf'an­
Louis Gassee, the BeBox has already been 
making waves With ils potential for games 
development - a flight sim featUring 
reahime Gouraud--shaded landscapes and 
aircraft and a 3D Descent-style game being 
early releases. BOTh games take full 
advamage of the BeSex's hardware (two 
buih-m jo~tick pons and four serial ones) 
and operating system I muhHhreadmg, pre­
emptive multitasking With built-in 
networking I - features whICh gave the 
Amiga such a loyal following. 

Due to the versatility and power of the 
hardware I the basic setup incorporates two 
PowerPC 60 1 chips running at 66MHz. With 
16Mb RAM and 5VGA video). it is possible 10 

launch the same game twice and play 
against a friend on the same BeBox. using 
jusl one screen. via its builHn networkmg, 
To prevent two game windows overlapping 
each can be resized in realllme. via standard 
Madike drag tools, while the game 
continues to play in the background. 

Whether the BeBox impresses consumers 
as much as it has some industry insiders 
remains TO be seen. and Gassee's sales policy 
doesn't particularly inspire: 'Before we let 
you use the BeBox. we beheve you must 
have some aptitude towards programming -
the STandard language is ( . '. Also. you must 
have a NeT connection and at least $1.500 
for a basic-spec machine.' he told Edge. 

Nevertheless. with Java and VRML being 
added to the list of feaTures as STandard. The 

The BeBox has been hailed 
as the computer Into which 
the Mac was supposed to 
evolve. Multiplayer games 
can be played aaass the 
BeBox's intemal network. 
on the same sueen (above) 
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BeBox. if successful. could represent a minor 
threat to the vast PC market. 

Gassee formed Be in October 1990. 
leaving Apple after becoming dlssallsfled 
with liS treatment of co·fou nder and Mac 
guru . Stt'vt' Jobs. With investors such as 
Seymour (ray and AnT behind him. Gassee 
started development on the BeOS, an 
operatmg SYSTem which he hoped would 
rekindle The Simplicity of the onglnal MacOS 
while aVOiding the overtly tiresome nuances 
of Microsoft's Windows 95. 

The BeBox is still awa1ling Cl 'klller app' -
essenllal 10 the success of any new 
hardware, Gassee beheves he has the 
answer: We made thiS un1l because nobody 
could support our OS. However. we are now 
selhng the license for $50: 

WlIh 1.500 registered developers. the 
BeBox could find itself as big as. if nOT 
bigger than. the Amiga was dunng £ 
the eighties compurer boom. 

Although basic In terms of ,ra"hlcs, this Descent-style game (above) 
indicates the BeBox hardware 5 potential and also its ability to supply 
multlplayer gamin, experiences. With two high-end PowerP( chips 
running In parallel. the BeBox's power cripples modem Macs and PCs 
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BIIIIIII Internet 
H Netscape is the 
shark in the 
Internet ocean, 
Apple is certainly 
the pilot fish. 
Edge looks at 
two companies 
in symbiosis 

Apple (EO GiI Amelio 
(ould tum around the 
troubled tomp.ny"s 
fortunes with his 
new Intemet strategy 

~ 
ith the first 100 days of his reign completed, 
Apple's new (EO, Gil Amelio has revealed his 
plans to help turn around the troubled 

company. The changes in Apple's marketing strategy are 
many, including swinging cuts in the range of machines 
offered, but probably his most significant action is in 
repositioning the Cupertino-based company in relation 
to the Internet. Simply put, Apple has now made the Internet the focus of its long-term 
development and business efforts and is busy restructuring its organisation to that end. 

Chief amongst the raft of announcements to come out of the recent Worldwide 
Developers Conference in San Jose, California, is that by the end of 1996 all Macintoshes wiU 
be sold as Net ready; shipping with 12Mb RAM as standard and the Apple Internet Connertion 
Kit CD~ROM. The Kit, already available with several models, is designed to extend Apple's 
famed ease-of-use to Internet connection, containing latest versions of Netscape, Claris 
fmailer Lite, Newswotcher and the Adobe PageMifl Web authoring software on disc. In the 
UK, an additional arrangement with Pipex (the default setting) also enables new users to 
connect quickly to a service provider. 

Apple's other hardware platforms are also being ramped up to Net readiness, with the beta 
version of the Newton Internet Enabler being released to developers promising full TCP/IP 
support for the under-performing PDA The full suite of standard Internet protacols such as 
SMTP, HTIP and HTML should be fully supported and much use is being made of the term 
'wireless' in conjunction with future Newton developments. 

It's likely that Pippin also will be repositioned. Though speculation about it's possible 
adaptation to a Network Computer (Ne) reference platform has long been denied, the 
announcement by Apple, amongst others, of the NC Reference Profile 1 seems to have 
altered this attitude. Sandal's Pippin-based Atmark - which has reportedly shifted 16,000 units 
in its first week of sale in Japan - already comes bundled with a 28.8K1s modem and full 
support for a keyboard. All that would be required to turn it into a fully fledged NC ~ould be a 
Java run time engine and it's likely future marketing strategies will concentrate on that fact. 

With partnerships with Sun for Java, Netscape for HTML browsers, Adobe for Type and SGI 
amongst others for VRML, Apple is pushing hard on the software front, too. QuickTime is 
probably the jewel in its crown, being responsible for over 50% of video delivery on the 
Internet as a whole. 

The forthcoming QT 2.5 will increase the program's already impressive versatility even 
more and provide 640x480 playback at 3Ofps. New features include an API to capture a text 
track (meaning that video clips can be returned from search engines), MIDI file playback and 
an API allowing any instrument to be plugged in to Qrs software sound synthesiser. A recent 
licensing agreement with Netscape also means that a QuickTime plug-in will be included as 
S1andard with Netscape 3.0, currently in beta stage, further increasing its likely dominance. 

Whether Amelio's refocussing will reverse the company's recent misfortunes is unknown 
but Apple is actually well placed to take advantage of any paradigm shift to the Internet 

Although its global market share in the general computer 
market hovers around the 10% mark, for Internet specific 
applications (servers, browsing and content creation) that 
figure jumps up to 21%. The rea! crux, though, will come 
with the introduction of the object-oriented OpenOoc 
architecture. If Apple's next generation OS due early next 
year (after which future OS changes will apparently be 
incremental only) and their new Internet access suite 
Cyberdog can truly shift seamlessly from the desktop to the 
Net as claimed, then Apple's fortunes could really be £ 
on the upturn. 

Apple's new QulckTlme technolOl)', which 
Includes 3D (right) and QulckT1meVR (centre) 
will be included as standard with N.ucape J 

... , 
Banal's Pippin Atnulrk 
.. part of AppI.', 
continulnllnternet 
onslaupt 

Planet Net 
A new service pl"O'rid«, with a 
philosophy of 'puffin,: the 
customl!f" flr!if has started, 
Plantt Internet which ems 
subscribers fnt online IKCe$$ 

via an 0800 number, (once 
the monthly and access charaes 
have been paid) IS woridna in 
conjunction with HnsaJ~ 2.0 
to brine tts usen '"The Best of 
the Net'. 

The senke ts separated into 
flvuections - 24 noun a ~ 
onltne nt'W5. the lafest spom 
!"HUla. musk and moorIes, sites 
dedicated to children, and 
pm1na sites. be they onllne or 
simpty download URLs. 

'f'\anet Internet will a~ 
put the wstomer first,' saki 
consumtr "...ritetina ~. 
N;luk Ho_ ",. 
muod~nofthe08000ffl!f" 
is tantamount 10 that 
philosophy and we will 
continue to chan~ the 
parametm of what has been 
ponrII)'I!d as .,.. out-okouch. 
ovtriy te<MlClI industry and 
lead the lntemer into the ..................... 

FGr subscription drlaits 
contact Jltanef Infftnet on 
0550 ·145400, or acuss 
Iottp:// _ ........ 

More into ... 
Apple software 
Beta vmions of both IjbmIof 
J.Oand~J.O.4~ 
WAIIabIe from 
-'/OMt.I"~ 
.m iIeqI:Il .,t • to .. pIe (HI 
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Hi-octane games theory by Chris Crawford 

Number 6: Barrels O· Fun 

Why are 
videogames L

et us consider the games 
playing process as a story· 
generating process. That is, 

a game is a machine that grinds Qut 
a custom story for the player in each 
playing. Now, most games generate 
insipid stories that few would 
compare with hand-crafted stories. 
In this essay I will not ask how we 
might corred this problem. Instead, 
I propose only to examine the 
games playing process as a 
sequence of stories. 

I shall use as my working 
example (once again) Doom, for the 
same reasons that I have used it 
before: almost everybody has 
played the game and so 

precise sequence of stories that the 
player must go through to win this 
little scenario 

Story ., 
Well, here I am in a new level called 
'Barrels 0' Fun'. It sounds interesting. 
, see lots of barrels all around me. "11 
very carefully just look around and .. . 
Oh-my-god, , must have tripped a 
secret latch. A door has opened and 
I can hear the growl of a monster! 
Hey, he just shot at me and a barrel 
blew up! Now more and more 
barrels are blowing up! I'm dead! 

Story *2 
OK, this time I'm ready. I know that 
as soon as I move more than a 
couple of steps, ,'11 trip the secret 
latch and the monster will come. So 
this time I'm going to get him first. 
I'll just face in the corred diredion 
and edge closer .. . closer .. . Yes, 
there he is! But there's a barrel 
between us! If I shoot, I'll set it off! 
oh no, he's shooting. the idiot! The 
barrels are exploding! I'm dead! 

Story #3 
Well, I'm not sure what to do, 
because I can't shoot back and I 
can't seem to escape the exploding 
barrels. But I do notice an empty 
space where there aren't so many 
barrels so I'll just duck into that. 
Whoops, here comes the bad guy ... 

started shooting. I can hear barrels 
exploding. I'd better run faster. look, 
there's a doorway up ahead! Maybe 
if I get through that. .. arrgh, the 
exploding barrels caught up with 
me! I'm dead! 

Story #5 
Well, I now know that there's a 
doorway at the end of the long 
room, and I think that if I can make it 
to that door, I might find safety on 
the other side. So this time I'm going 
to run as fast as I can towards the 
doorway. let's go! Monster coming 
out. .. ,'m stumbling a bit.. . barrels 
exploding ... I've got a good lead .. 
almost there .. . here's the doorway .. 
argghh, I didn't make it! I'm dead! 

Story #6 
let's try again. Here we go ... running 
fast... manoeuvring around those 
barrels well ... the monster seems to 
be slow off the mark .. . there he 
goes ... yes, barrels are exploding.,. 
I've got a huge lead ... just don't 
make any IJ1istakes now ... almost 
there .. . explosions getting ck>ser. .~ 
at the door now ... open it up ... ,'m 
through! Explosions have stopped! 
It's over! I made it! Hooray! 

A crudal question 
Now here's the question: is this five 
stories with unhappy endings 
followed by one story with a happy 

so obsessed 
with life and 
death? In reality, 
you only get 
one chance, 
and trial and 
error isn't an 
option. Chris 
Crawford 
speculates over 
the flawed 
designs of 
videogames 

most people are familiar with 
it Moreover, I have praised 
the game design, so I 

~ons t er coming out ••. I m 
ending? Or is it one 
long story of triumph 
over adversity? 

You may think 
need not waste 
anybody's time on the 
diplomatic niceties. 

stumbling a bit •• • almost there .•• that this question is 
arbitrary, that 
it's stridly a 
matter of The example I'd like to here s the door ••. Aagh , I m dead 

focus on is in Doom If, in a level 
called 'Barrels 0' Fun'. This is a 
particularly clever level, because 
there are two places where sets of 
barrels are set up to explode in a 
chain readion that will kill the 
player if he doesn't find sheher. OK, 
that's clever. But consider the 

With games that kill the plaJer 

now the barrels are blowing up. 
Argghh, there are still too many 
barrels. "m dead! 

Sto ry #4 
I don't know what to do. There 
appears to be no way out of this. But 

this is a long. long room; 
perhaps if , go to the other 
end "11 find some way out of 

this mess. 

repeatedly , mo~t people just et OK, let's start 
running. Drat, 
the barrels 

t he message that they re dummies get in the way. Uh·oh, the monster 

perception, 
and in fact. it is largely a subjective 
matter. But my point concerns the 
person making that subjective 
judgment. If that person is an old 
pro gamer, then it's easy to take the 
second interpretation. The various 
deaths along the way were merely 
intermediate steps on the path to 
triumph. They make the success all 
the sweeter. 

But what if you're not an old pro 
gamer? What if you consider dying to 
be the same as losing? You'll have to 
lose five times before you win. And 
the question is, how many times are 



you willing to lose before you give 
up? Can you take all those 
unhappily ending stories to iKhieve 
the happy ending? 

Experienced garners have come 
to regard the save-die-reload cycle as 
a normal component of the total 
gaming experience. I want to slap all 
these people in the face and cry, 
Wake up!' What they regard as 
business as usual has a completely 
different meaning for most people. 
For most people, death means 
failure, losing. end of game. It 
doesn't mean time-out, lose a turn, 
or reload. When we design games 
that kill the player repeatedly, most 
people don't get the message that 
the game is challenging; they get the 
message that they're dummies who 
can't survive ten seconds in a game. 

I offer the following design 
criterion for your consideration: any 
game that requires reloading as a 
normal part of the player's progress 
through the system is fundamentally 
flawed. On the very first playing. 
even a below-average player should 
be able to successfully traverse the 
game sequence. As the player grows 
more skilled, he may become faster 
or experience other challenges, but 
he should never have to start over 
after dying. 

Indeed, this raises a new 
question: should we banish death 
from our games? Why must we kill 
the player when we all know 
perfectly well that he will merely 
reload the level? Why should we 
force the tedious process of 
reloading upon him? And why 
should we require the even more 
tedious task of frequent saves? Why 
not use the computer to handle 
these? If the player makes a mistake, 
then we automatically take him back 
to the most recent convenief1t 
starting point and let him try again. 
The result in terms of gameplay is 
exactly the same, except that the 
player no longer has to deal with the 
petty issues of file management. Isn't 
that what computers were made for? 

But there are even larger 
questions raised by 'Barrels 0' Fun'. 
This level presented a challenge that 
was easily solved by nothing more 
than repetitive trial and error. It 
didn't require any great insight on 
my part to solve the problem; no 
stroke of genius or flash of 
inspiration got me through. Instead, 
it was just brutal trial and error until I 
muddled through. What can we say 
about a design that challenges a 
person's willingness to resort to trial 
and error~ Shouldn't a game 
challenge something deeper £ 
inside us? 
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An In=hOUW d~lopmtnt Itam theW! days can be very 
demand(ne: rMy want ,liT condlllonma. coffee machme!> and 
fYf'n tOIItot\. But 11 dldn-' always used 10 ~ hke IMr. 

Andrew Graham. lead programmer of the 1"-mM 
df'W'elopmtnt learn womng on (odeHasle~' M/cro Machmes '13 
for the PlaySr':lfion (see page" 61. which Andrew IS also 
producing. wrOte Ihe I1r$1 Micro Hdchmt'S game one 01 Ihe 
8bJl success stones (followed by 16b.,) of the early mnelles 
In a Ponacabln. In a field. NeXT 10 a swampy pond. The tiles 011 
nllhl durine thal summer were more than il minor lrr1l<'IIIon. 

(allform,m BUCCY Boys. re named M,cro Machmes largely 
due to Codt+ta~ers' inVolVemenT wllh Amencan 10y company 
Galoob (who were markt"lmg the Game Genie In the US I. look 
the ca". off the beach and pur Them In the kitchen. Some 
7t;O.OOO ~Ie with various 8 and 16b.! m"chlne~ hiive so lar 
enJoYfti the chan£f' of enVIronment, 

Woric: on the J2bn venolon of The game began 18 months 
aeo and Andrew's e,xcned by the opponunTtles the machlne~ 
offer: 'I want to ~t the feehng 01 10 space where everythIng I~ 
wmethll1i 10 dnve bn, LIke when you were a child and would 
leap your 10Y car over cha~m~ and off infeasIble preclplc~ only 
'0 land on the ground and zoom off up the chaIr leg.' 

Andrew enJo~ mosl game genres but admlls: 'I can'l stand 
beat 'em ups, I don'! see what -Iefl. lefr, A. C. A., down- £ 
h.n gO! !O do wnh kneeIng someone m the balls.' 



Currently making 
headline news 

with its Cyberlife 

artificial life 
technology, 
Millennium 

Interactive has 
come a long way 
from the days of 

James Pond. 
Edge tracks 

down the 

company 
breeding 

Creatures. 
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interview 

horse," the platform race It would be 
Wmdows 95. undoubtedly. 

n 1988. from the ashes Edge With a graphics accelerator? And If so. 
of Logotron. a small whICh one? 
purveyor of educational AM VldeoLoglC seems like a good company 
software. rose the and I like Its technology. Bur although the 
phoenix of Millennium 3D boards will be important. the 
Interactive. Initially interacl1vityof Windows 95 will carry the 

distributing and publishing games picked day. The ability to just plug and play on the 
up on an ad hoc basIs. usually from network when you see MICrosoft that 
'bedroom independents'. co-founders determined you know they're gOing to be a 
Mi(hael Hayward and lan Saunters soon player in the market. I guess a lot of the 
dIrected their burgeoning resources 10 In- games will be a litlle different from the 
house development. The early ninetIes saw standard console fare. There'lI be askew 
a string of popular games for Sega and towards intellectual fascination rather than 
Nmtendo. most notably the James Pond fast reflex. That's going to be the mould for 
senes. and in 1993 Millennium ditched its PC-style gameplay. 
publishing arm to become pure developers. Edge Interactlvlty seems to mean different 
Since then It'S appeared to the casual things to different people ... 
observer to be largely dormant. with only a AM What I mean is a bit hke plaYlOg cards 
handful of work for-hire Jobs I such as or Battleships. where what's Important is 
Raymond Briggs' The Snowman) and the that you're playing against me and we can 
faIrly well received Defcon 5 to liS name. In make things happen in realtlme. 

•••• Edge The usual concepllOn of 
'in teractive' IS a two-way bndge 
.between player and software. 
You seem to be envlsagmg a 
bndge between two people. 

reality. however. It'S been busy creallng a 
totally self-suffiCIent development faClhty 
complete with state of the-art VIdeo. audiO. 
and digital video sUItes. In fact. m the last 
year alone. Millennium has doubled m sIze. 
50 where are the games? Edge paId a VISit 
to the Cambridge HQ to talk turkey With ItS 
dynamIC and loquacious busmess 
development manger. Ani) Malhotra. 

Edge It's been a dlfficuh 12 months. Do you 
think the mdustry has emerged healthy? 
AM Yes and no. In terms of other consumer 
products - films. records. books - computer 
games sell in pathetICally small quantities. A 
company like Nintendo can claIm 
comparable profits but 11 IS reaching much 
fewer people. The problem IS. mOSt games 
are still deSIgned for the same kinds of 
people'Who hke the same kinds of things. I 
Think the PC In parTICular WIll break down 
those barriers. And if I were to back one 

AM I'm Interested m Ilfehke 
software rather than just 
software tha!"s clever at solvmg 
problems or copymg how hfe 
systems work. And If ThIS 
advances much further over the 
next ten years. you Will. to a 

IImlled degree. be able 10 surrogate 
your own personality In a software agent. 
Imagine sending that off down the line 
while you were asleep or on vacation. You 
could make it how you want. You (ould be 
truThful or you (ould emulate a woman. It's 
cheaper than buying a new wardrobe. 
Ed,t And what about the consoles? 
AM You have to bet on Nlntendo. 
u.rgely because they just know 
how to make damn good games 
or get damn good games made 
for Ihem. You hear alllhese 
spurious reports leaking through 
the Internet aboul delays due 10 

'hardware problems'. 'overheatmg 
on the morherboard·. ere. bur the 
real Issue is that they want thiS to 
be the best game system you 've 
ever seen and the thmg that will 
make It the best is the games. I 
think they're being shrewd. Just 
wailing until the software IS ..... ...... . ........................................................ . 

perfect. However. unless Hano 64 and the 
other launch tllles are the beST videogames 
you've ever played. they've blown It, 
Edge Who else IS there room for? 
AM Sega are very bullish at the moment but 
on the other hand the genume reality of 
your prospects are often Inversely 
proporllOnalto how bullish you feel about 
them. The PlayStatlOn·s mtereSllng. I've got 
mIxed feelings about 11. Ifs a good machine 
and Sony launched 11 well but a lot of 
people are dIsappointed by the average 
quality of its games . 
Edge Perhaps due TO the fact that I1 remains 
a slave to third parries. Twenty medloCfltles 

he others 
e am 

o ve own it 
don't make a Single genius. 
AM Righl. As I underitand it there were In 

the regIon of 500 10 600 PlayStatlOn lilies 
In development last Chnslmas. Ifs too 
many. I thmk Sony realises thiS. We've 
Just had a couple of ongmal (oncepts 
approved by SOA and ifs suddenly changed 
the rules of engagement. Now It's very 
panlCular about what i.-II allow you to 
develop or publish and suddenly very 
interested In whether you 're leading on 
the PlayStatlon. 
Edgt But IS thiS a sIgn of pOSitIVe 
dlSCnmlnaflOn or negal1ve conservatism? 



(reatures 

In (rearures. the flr\1 product 10 use the much 
vaunted Cyberhfe Technology. the player starts 
with Cl sel of eggs which they can hatch onlo 
their PC and mlo a 10 world of about 12 
screens wide and three high. The cuddly 
mfam's enVlronmem IS populated with about 
40 objeClS f food. fire. enemies.. ele) for I1 10 

interaCT wllh and learn about and. after about 
a week. an averagely precocIous creature 
adolescenT wlIh Cl sl1mng In liS loms Will be in 
a posITion 10 breed. Ifs ofhpnng Will have Cl 
distinct genellc (ode and. IpSO facto. features 
and Iralls of ils own. In iacl. SCientists at 
Millennium claim they have no way of 
prediCTing whaT sort of hfeforms Will emerge 
a few hundred gene-rallon') down the line. 

Millennium IS dearly hoping people WIll 
adopt liS 'creatures' as VIrtual pets and. 
moreover. will panlClpate. Vld the Creatures 

Brains in Planes 

Mlllennlum's first 3D racer is set in a Z3rd 

century d~topia of peace. harmony and total 

boredom. where outlaw racers get their kicks 

from racing ultra-last planes around the CIties 

of the future. However. because the human 

body can't WIthstand the extreme G force. the 

BNlins in Planes introduces oddball 
charaders and iI hich--end 3D engine 

Medievil 
With the avowed inTentIOn of matchmg the 

nch. twisted an design of Tlm Bunon's 

Nightmare Before Chnstmas. the classic arcade 

gameplay of Capcom's Ghouls and Ghosrs. and 

the dramatIC 10 of the Alone m 'he Dark 
senes. the Medievd team could hardly be 

accused of lackmg ambItion. 

The quest of the hero. Sir Damel 

Fonesque. encompasses a mixture of ShOOT 

'em up and exploraTIon set across 11 areas 

rangmg from a graveyard. Through an asylum, 

to a baffleground. each offenng a distinct 

playmg enVIronment. Sir Dan can Jump. duck. 

and use both handheld (sword. bailie axe I 
and projectile t hghtmng bolts and crossbow) 

weapons against the sorcerer Zarok's 

malevolent minions, Plus. for sheer variety. 

there are Clockwork Kmghr style mini-sections 

Webslle. m 'the world's largest artIfiCial life 
expenment" In whICh whole communities of 
creatures will evolve on the Net. ThiS all 
sounds most intriguing not 10 say downright 
scary - but whether or not these 'crealurts' 
have sufftClent personality to engage the heart 
as well as the mind remains 10 be seen. 

racers must remove theIr brains and 

plug them mto The craft·s circullry. 

The BrainS team hope to have 

at least six ClrcUltS on offer. all 

boastmg multiple routes. short cuts. 

and honzontal and vertical hazards 

( pedtstnans. pohce vehIcles. mOVIng 

scenery) m true 3D space. Game 

modes WIll mclude mul!lplayer. tag. 

bailie and lime tnal. The ftrst track IS stll1 

bemg tested on Alias but even so the team 

feels conftdent that Mll1ennium's own 3D 

hbranes wll1 deliver an awesome Visual 

expenence. All the planes WIll be 

generated on SGI and. m game. 

WIll be tracked by a selectlon of 

three thlrdperson camera 

intervievJ 

Cr-eatures is the first lame to incorporate 
the revolutionary cyberlife te<hnololY 

pOSitions. Cleverly. anythmg that could obstruct 

your View IS rendered in transparent polys so 

vIsIon IS ummpalred. The crudity of depth 

shadmg Will be avoided by constructing 

3D maps to hmlt the viewable distance 

from any pomt on the map. Graphical 

effects WIll include a particle s~tem 

allowmg for spectacular explOSions. 

fountams. exhaust streams: multiple light 

sources and lens flart-: and a dazzling chrome 

t-ffect achieved through tht- use of 

environment mappmg within the graphICS API. 

BrainS In Planes certainly has the 

credenllals 10 be an attractive and 

onglnall1lle. and. If the team's 

commItment to gamt-play holds true. 

It might even be fun. 

MIxing Ghouls 'n' Ghosts action with Alone in the Darll-style 
exploration, Medievil offers a selection of aesthetic reference points 

m whICh you get to control Dan's SidekICk. 

Monen. a small worm. 

Tt-chnlCally. rhmgs are shaping up ntcely. 

All tht- gamt- characters and backgrounds art­

true 3D objects (either TextuTt- mapped. 

Gouraud, or flat shadt-d I. ht WIth parallel. 

amblt-nt and pOint light effeCTS. WIth the 

realllme "30 display engmt- dt-livenng an 

updalt- of 30fps. If the game marches the 

techntcal expertIse and the imaginaTIon and 

Ihoroughness of The desIgn. Mt-dleVlI could be 

a serious contender early next year. 
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AM If I was 50ny I would be a Iinle anxious 
right now because he nOI yet had a mind· 
blowingly good hit. The other reason I'd be 
warned is that there's probably a shon fuse 
in the marketplace for whether a console's 
going 10 make it or not. With N64 just 
around the corner how much time has 50ny 
gOlleh to turn its machine ;nlO the must­
have console - Christmas. probably. 
Edge What games are you workIng on and 
for what platforms? 
AM All our games will appear on Wm 95. 
but we'll be leadmg on the PlaySr3110n with 
Brains ;n Planes bee boxoull. a 3D racing 
game featuring futuristic cartoon craft. The 
general idea is to make the thing as 
unfeasible as possible. Racing up the side of 
a skyscraper and through the window of the 
block opposite. Keepmg the physics 
persuasive is obviously part of the trick. We 
want the speed and pizzazz of a Wipeout­
style game bur incorporating a greater 
feeling of freedom and 
openness. We also want to 
engender a feeling of close­
quarter competition in 10. 50 
you can ovenake above and 
below as well as left and right. 
Edge You must have a pretty 
smoking engine, then. 
AM In facl. we just dumped 
the last 10 engine - il wasn't 
quick enough, The one we've gOl 
running downstairs is just a week old. We're 
going 10 get Ihe speed almost too fasl to 
start with and then slow it down to Ihe right 
speed as we add more and more detail. 
Edge What about the Saturn? 
AM We're working on Medievil, a 
10 arcade-action adventure 
akin to the Ghouls 'n° Ghosrs 
genre, You're looking at some 
platform elements and some 
puzzle-solving elements in a 
tightly focused set of levels. 
The premise is that you control 
a knight, Sir Daniel Fortesque, 
who has been brought back 
from the dead In skeletal form 
by accident by an evil Wizard, Unhke most 
of the creatures in this world you remember 
that you were once a good guy and set 
about following the wizard's trail to his lair. 
The action is viewed from a third person 
perspective but the viewpoint alters 
according to the style of level. We move the 
camera logically to provide the best angle as 
well as 10 heighten the drama. 
Edge BDlh projects look extremely 
promiSing, But nellher, perhaps, are likely to 
'break down the barriers'. as you put it. 

AM What you have 10 do to break down the 
barriers. and what we're trying to do, is to 
launch a product almost based on ifs 
novelty, Which is risky because if flies in the 
face of the classical marketing model. ie 
give the people whal they want. 
Edge So what have you got up your sleeve? 
AM We have Cyberlife. We're not trying to 
Simulate the way life works using computer 
software (the AI solution I. we're actually 
trying 10 model the way life works by 
copying biology, Which is the difference 
between AI and AL (artificial life). Biology 
IS made up of a load of different things that 
make people tick and we want to copy 
Ihose, put them together. and see if we can 
make software lick In the same way. 
Edge How did Cyberlife come into being? 
AM One of the things that's always 
disaPPOinted us about games, racing games. 
or a Ooorrt"Style game, is the terribly 
predictable characters you have to deal 
with. Imagine what it would be like to 
imbue your opponents with a measure of 

life-like response and the 
ability to learn how you 
play the game. Once the 
bad guys have seen some of 
their colleagues lain to 
waSTe They're going to think 

·Hmm. perhaps ifs nOT such 
a good idea to hang 
around here. I'm going to 
hide for a bit and consider 
my next move: That's a 

much ncher experience. 
Edge How IS thiS dlsllnct from clever AI? 
AM I mentioned earlier what I wanted from 
interaCllve games. I wanted to play another 
human being. AI can't achieve this because 
from a programming point of view you 
have to prescribe everything that could 
happen al the outset. Even if you manage 
SO permutations the player's still going to 
say after a while. 'Oh, it's that one again', 
Fortunately for us. one programmer in our 
company was a biologist by trade rather 
1han a computer scientist, He understood 

that what was needed was software that 
captured the essence of human behaviour. 
Edge Which IS unpredictable but not erratiC, 
The difference lies in the ability to learn. 
AM Right. We started by mimicking a system 
that could have punishment and reward 
effects. ie, if an in-game character got shot 
coming round a corner he might tT)' another 
approach next lime. But trying to write 
motivational rules becomes absurdly 
complex, So we took a completely obverse 
view. What if we modellhe way motivation 
works. How an organism responds to a set 
of stimuli, Take hunger. When your glucose 
levels fall your biological system gets hungry. 
That stimulates your brain and if you've 
never eaten before you've got to figure out 
what to do. Slick some things in your mouth 
and see if that helps. Which it does, and the 
brain remembers. It's like a feedback loop 
system, Add fear, anger. boredom and the 
other drivers and you're gelling towards a 
real person. 
Edge Even taking things bottom-up rather 
than top-down must have reqUired a 
prodigiOUS amount of programming. 
AM Over three years. But we can now create 
a creature for whom the property and 
nature of an event causes a series of things 
to happen in its system triggering a decision. 
From just trying to make in-game characters 
a bit more authentiC we were actually 
beginning to push towards creating a 
proper little virtual life form. Which is how 
Creatures. the first game to use the Cyber!Jfe 
technology, came to be developed. 
Edge How would you descnbe Creatures? 
AM It's a genuine life sim for the Pc. It's 
the first attempt by anybody in the 
software industry to develop such a thing. 
You hatch a creature into a virtual world 
full of objects - fire, water, food - and 
modify the environment in ways that allow 
it to learn, Once Creatures is released we'll 
be applying the fruits of that research to 
more traditional game genres. People are 
going to be able to do things with 
computers that they have never been 
able to do before. I think you'lI be -EO 
quite surprised, (lE: 
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The City of Lost Chi Idren 

Lost Children's senior 
graphic artists. Laurent 
Clulel and Philippe 
lesson; and senior 
coden, Eric Metens 
and Jesus Maninel 

A cult French film would probably scare away less 
adventurous videogame companies. but Psygnosis is 

keen to take the interactive art movie initiative 

The backcrounds In The city of Lost Children are complex and beautiful to look at. The harbour Is one of the most 
Important areas In the ,ame - and one of the most visually stunning. Seagulls and wne noises add aural realism 

V 
ideogames based on movies are 
usually cynical affairs, the only 
concern being to emulate the 

financial success of the film with as little 
effort as possible. Aesthetic issues are 
often, if not always, secondary. 

So, it is refreshing to see that The City 
of Lost Children, Cl cult, relatwely low­
budget french film, will find its way onto 
the PC and PlayStation later this year. 
Although the film was universally praised 
by critics, it wasn't exactly ET in terms of 
box office success - which means the 
designers at Psygnosis' french office 
must have had more on their minds than 
making a quick fortune. 

The story certainly is an enchanting 
one. The City of Lost Children is a surreal 

fairytale set in a kind of mid-Victorian 
Jules Verne, Dickensian urban landscape. 
The plot concems a mad scientist, Or 
Krank. who suffers from premature 
ageing due to his inability to dream. To 
halt this process, he kidnaps children, 
brings them back to his oil rig base, and 
steals their dreams. The heroine of the 
film, ten-year"0ld Miette, sets out to stop 
Krank and free the lost children. 

However interesting the story is, It's 
not exactly obvious videogame fodder: a 
ten-year-old girl as a hero, a surreal 
narrative, a total lack of weapons. So 
when the film's producer approached 
Psygnosis about developing a conversion, 
why did the Parisian coders take up the 
offer? Producer of the game, Carole 



The artists make the backgrounds In three sUps. First. a wireframe image is 
created (left). and then filled (centre). then the textures are added (right) 

There are so locations 
in City of Lost Children 
but because euh one 
has at least three views 
it was necessary to 
create 150 lDS scenes 

Faure, explains: 'In June 1994, when we 
read the script and went to the shooting, 
we were impressed by the gigantic sets, 
cl storyline that appealed to the common 
imagination (a mix of Qliver Twist and 
Jules Verne) and some very archetypal 
characters - perfectly suited to a 
videogame universe.' 

To the game designers, the movie, 
with its visually stunning set designs, 
looked more graphical than cinematic 
and Psygnosis' interest in the film was 
more artistic than financial. Which is 
perhaps why the videogame version of 
Lost Children - still early in development 
- looks absolutely astonishing. 

The City of Lost Children is basically a 
3D adventure game, in a similar mode to 
Alone in the Dark or, more recently, 
Resident Evil. The player, controlling 
Miette, must explore a fictitious, 
crumbling Victorian city (Faure calls it 
'19th century London mixed with New 
York and Venice, and given a touch of 
Escher') and eventually get to Krank's oil 
rig to free the lost children. There are 
loads of puzzles to solve along the way 
and, as with most other adventures, the 
interaction between player, objects and 
in-game characters is paramount. 

Regardless of gameplay features, the 
first thing you notice about Lost Children 

Mlette Inspects a dassroom In the orphanage, while evil siamese 
twins Zette and Line (collectively known as 'the Odopus11ook on 

prescreen 

Producer (arole Faure (centre) and various Psygnosis team 
members discuss City of Lost Children over lunch at 'El Rancho' 

is its atmospheric backgrounds, which 
truly rival those employed in Resident 
Evil. There are around 50 locations in the 
game, including such graphical gems as 
the orphanage, the crumbling multi-level 
factory, the diver's cave and the harbour, 
with its precarious walkways, docks and 
cranes. Many of the scenes have been 
taken directly from Jean Rabasse's 
complex set designs for the film, giving 
the game an impressive visual and 
thematic affinity with the movie. 
Furthermore, each setting is amazingly 
complex with tiny details everyvvhere 
(chipped bricks, mould running up walls, 
cracking plaster, shiny copper pipes, etc) 

Much time is spent 
adding light and 
definition to each 
scene. Lighting Is 
created using complex 
10 Studio applications 

Many of thj! scenes have bee9 
taken ditedly front Jejln Ribas~e 5.

1 comple" set deSigns for the fl m 

literally bringing each scene to foggy, 
industrial life. 

As with Resident Evil, the 
backgrounds in Lost Children are all 
rendered. Senior Graphic artists, Laurent 
Cluzel and Philippe lesson, studied 
maps, photos, plans and sketches from 
the film to ensure authenticity and then 
constructed the game sets using 3D 
Studio. Each of the 50 locations has at 
least three camera angles from which the 
scene can be viewed, meaning the 
modellers have had to create 1 50 
superbly detailed sets. 

To accentuate the game's scenic 
realism, dozens of touches were added 
following the basic 3D Studio designs. 
Lights switch on and off in windows to 
give the impression that this is a real, 
inhabited city, and there are over 40 
interactive elements in the backgrounds 
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The videoeame Miette 
Is carefully model&ed 
on her c:elluloid 
c:ounterpart. Deslen 
skelc:hes from the fllm 
were c:onsulted 
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would look detached from their 
backgrounds, compromising the 
immersive atmosphere of the game. A 
number of steps were taken to reduce 
this. For example, the artists have drawn 
their own background textures rather 
than using photo-textures, which would 
look too 'real' compared with the CG 
characters. Furthermore, a special 
program was written to convert 3DS 
lighting code to Softlmage. So, when 
someone walks into a room with, say, a 
green lighting tint, their clothing takes on 
the same tint - effectively making them 
much more a part of the backgrounds. 

All 20 characters are fully motion 
captured and each is constructed from 
around 300 polys with 225 frames of 
animation, meaning the human 
movement is incredibly convincing. 
Miette is especially impressive: she can 
climb on and jump off objects - a feat 
rarely attempted with motion capture 
(MC), and her dress is fully animated, 
again a complex procedure which really 
hasn't been done before (perhaps 
mostly because it is rare for videogame 
protagonists to wear dresses). The 12-
year-old dutch actress used in the 
game's MC process was one of the 
youngest people ever to be digitised. 
Psygnosis were hoping to use Judith 
Vittel, the 12-year-old star of the film. 

I.-, , ,- ~j 
_ .... 

, 1 ( 

.. 

The umera -nates and attention to bac:kground detail are also 
dlstlnc:tly dn .... atic:. perhaps down to the influenc:e of Caro (below) 

However, all the MC filming was done in 
Amsterdam, and Judith's parents were 
not quite ready to let their daughter 
spend a weekend with loads of artists, 
programmers and actors in the drugs and 
sex capital at Eu{ope. 

The character list for the game is, 
predictably, full of Gallic eccentricity. 
Scattered throughout Lost Children are 
the Octopus (evil Siamese twins, motion 
captured by tying two actresses together 
- perhaps explaining why Judith's 
parents were so worried), One (a giant 
ex-harpooner) and the Cyclops (a sect of 
fanatic blind people). All are beautifully 
animated, again comparing favourably 
with Resident Evil. 'I tried to compensate 
for the lack of polygons by putting more 
detail on the textures,' explains artist 
Noel Billy, who added the textures 
using JDS. It's a tactic which can lead to 
cosmetic disasters (as happened in Time 
Gate), but here each character has a real 
sense of solidity and personality. 

All that's missin& ironically, is 
gameplay. Psygnosis has a full script and 
storyline, but currently the design team is 
still implementing the final touches to the 
graphics. Interestingly, the team promises 
at least two ways to solve each puzzle: a 
basic, straightforward method, and a 
more complex, cryptic method for the 
seasoned adventurer. In theory, this 
should add much to the game's life span. 

Psygnosis looks as though it is on the 
verge of creating another classic 
PlayStation game. Furthermore, the PC 
version, with its lush hi-res backgrounds, 
shows far more promise than the rush 
job that was PC Wipeout. If Psygnosis 
succeed, videogaming's cultural 
reference points may be extended 
beyond Doom clones and beat 'em ups 
and into more thought provoking £ 
arenas such as cinema art. 

- r" 



pre screen 

The Darkening 
A sprinkling of full motion video combined 

The Darkening skillfully blends FMV sequences, prerendered images 
and realtime 3D graphics to produce an epic space adventure 

D he last thing the computer 
industry needs is another Wing 
Commander. Although the series 

was well-produced, flashy and wildly 
successful, it epitomised the stagnant 
pool into which PC gaming - with its 
'interactive movie' obsession - has 
managed to crawl. Wing Commander IV 
was neither a movie, nor particularly 
interactive. And Mark Hamill was only 
ever any good in Star Wars. End of story. 

So when EA announced the 
development of a project named The 

The Darkening cCUlld liturn out . 

h 
to be t e firs occasion 

were FMY IS use 
in a construdlve way 

Darkening, and that it was a sci-fi 
adventure involving FMV sequences, the 
prognosis looked grim. It looked as 
though EA had forgotten about gameplay 
and instead developed some pointless 
fetish with Hollywood. Judging by what 
Edge has seen, though, The Darkening 
could turn out to be a genuine case 
where FMV is used in a constructive way, 
to add to an already tecnically 
outstanding realtime 3D game. 

For a start, you can tell The 
Darkening is more complex than the 
average interactive movie by the fact that 

with 'the most advanced lD engine on the PC' 
gives EA's latest space escapade real potential 

it's so difficult to summarise. Away from 
the convoluted story, the game is 
essentially a sophisticated 3D shoot 'em 
up in space. Players begin in a pretty 
standard craft and must barter and trade 
their way across a futuristic universe, a la 
Elite, upgrading the ship and weapon 
supply as they go. As with Elite, the 
player can trade in a number of legal and 
illegal goods, and take on various 
missions (being kept under wraps at the 
moment, but EA promises some exciting 
and varied objectives) to supplement the 
lowly income brought about by selling 
items such as Biopolys, envirosuits and 
pleasureborgs. 

The team at EA Manchester 
(programming The Darkenmg for Origin) 
has no doubts about the quality of their 
3D engine. Adam Medhurst, senior 
artist and designer on the project calls it 

The Darkening's 
designer Adam 
Medhurst (left) and 
producer Owen Roberts 

Darkness and neon charaderise The Darkening universe. showing a 
design obviously influenced by archetypal sci-fi flick. Bladerunner 



When players land on a 
planet. they can 
immediately hook up to 
a computer interface. 
providing valuable info 
about the game's plot 

EA's busy Manchester 
code house. Although 
The Darkening looks 
almost complete. it 
hasn't even reached 
alpha stage yet 

'The most advanced engine on the PC: 
and these are not empty words. The 
code actually comes from a customised 
version of BRender, which has been 
tweaked considerably by Paul Hughes, 
Tony Stockton and Brian Marshal!, EA 
Manchester's in-house coders. The 
engine now includes z-buffering. phong 
lighting models, realtime anti·aliasing. 
multiple realistic light sources and, 
perhaps most impressively, it can deal 
with 140,000 fully lit and textured polys 
a second. Yes, cynics could mention the 
lack of landscapes to worry about, but in 
the game's favour it can easily cope with 
several spacecraft on screen at once with 
no visible slowdown (the coders also 
claim to have set up space battles 
involving up to 100 craft). And these are 
not Elire-esque wireframes - the ships 
are detailed and often huge, yet they fly 
with totally believable grace and speed. 

A particularly impressive graphical 
feature is the realtime lens flare which 
illuminates the screen whenever the 
player's craft flies past a star. This is such 
a subliminal touch, yet it adds greatly to 
the atmosphere and realism of the 
game. The external view, where you get 
to control your ship while it is visible on 
screen, is another aesthetically powerful 
feature. Here the craft zooms, loops and 
trails through space with an almost 
hypnotic smoothness - it looks like a 
prerendered intra sequence, or a scene 
from Star Trek: TNG. Hard to believe this 
is happening in realtime. 

To compliment the graphics, the 
missions will involve some excellent 
deep space shootouts. The Darkening's 
universe, which is fully explorable, is 
crowded with pirates, police and rival 
traders who will all be on the player's tail 
at some point. Consequently, wise 
trading is a necessity in order to afford 

The customised BRender 3D engine can cope with dozens of ships on 
screen and can also produce a marvellous realtime lens flair effect 

pre screen 

Dispensing with pirates and rival traders takes up a lot of the playe(s 
time in The Darkening. Hence. plenty of colourful realtime explosions 

decent weapon systems and craft 
updates. There are dozens of different 
weapons including nine missiles, a 
collection of mines and several lasers. 
There are also 60 spaceships, 18 of 
which you can purchase and fly yourself. 

Trading is carried out on anyone of 
the eight inhabitable planets, each 
complete with its own unique political, 

Tl)e eni!"ne nHVIl i"cludes 
z-buffen(l2. 0112 12ht\l121models 

a ~~ '1n st 11ft ~ slve • 140. 00 
fully- Il. texture po ys a econ 

economic and social background (there 
are also ten moons and 20 spacestations 
- all of which can be used for trading). 
When players land on a planet, they can 
access the local computer network. A 
kind of fictional Internet, this can be used 
to trade, to pick up missions, to view 
information about the planet, or to look 
up details about any notorious pirates 
who may be in the surrounding air space. 

That's not all. Each planet has a 
number of locations - bars, hotels, etc -
that players can visit by accessing a map 
screen and clicking on the relevant icon. 
It is in such locations that The 
Darkening's much publicised FMV 
sequences can be viewed and the 
storyline lurking beneath the fl ight sim 
exoskeleton revealed . Yes, The 
Darkening is a futuristic sci·fi adventure 
as wel l as a 3D shoot 'em up. Rather 
than being an anonymous trader, you 
take on the role of Lev Arris, a pilot who 
has just awoken from ten years of 
cryogenic suspension and is thus 

The FMV sections are 
well aded and 
atmospheric. which 
makes a welcome and 
surprising change 



When the player's ship 
approaches each planet. 
• beautiful poorondered 
sequence shows the 
craft's flilht path. Each 
OM looks different 

suffering from amnesia as a result. 
Hence, regaining your memory is a sub­
plot to trading and indulging in fights. 

The movie sections are not just eye 
candy, they provide vital clues in the 
player's quest for Lev's true identity. EA 
are sure the FMV provides a service that 
CGI alone couldn't: 'The Darkening is a 
sci·fi adventure involving different 
factions of people from a vast universe: 
explains Medhurst. We therefore found it 
appropriate to establish the emotional 
spine with full feature film quality. The 
FMV, then, gives an emotional purpose 
to the game - it's not just about points 
and money, it's about people: 

Luckily, unlike most games that use 
FMV to tell a story, The Darkening seeks 
to intertwine movie sections into the 
game in a plausible, non·linear way. As 
Medhurst says, 'it's not like Wing 
Commander III or IV where you watch 
some footage and then trot off. These 
sequences can appear at any point in the 
game and often serve no immediate 
purpose. In order to absorb any of the 
intricacies of the subplots you have to 
travel around the universe finding out 
things. In this respect, it's a little lik.e a 

Tb 
Unlikt! mpst a es th,at use fMV, 
t: Dark'Rln~ ee s to intertwine 

movJe se Ion nto t e ame 
In a p1ausft; e, non-I~ear way 

detective story - there's certainly a lot of 
investigative work involved: 

It is this non·linear nature which gives 
The Darkening credibility as an FMV 
product. Because players can visit any 
planet at any time, the Lev sub-plot has 
been intricately woven into this freedom. 
Currently, the melding of the FMV-Ied 
detective story with the Elite·style blaster 

lach spacecraft is equipped with a number of different ... pons. 
The def.ult areeft lasers .re, not surprtsinctY. the least effectift 

The team responsible for The Dorltenlng, posing with a model 
spaceship and a suit of armour, both to be found within the game 

is still being programmed, but the plan is 
to include story 'flags' which the player 
will trigger, sometimes Inadvertently, 
sometimes via detective work. When 
triggered, an FMV section will be shown, 
furthering the story and providing clues. 

To make things more difficult, these 
flags will not always be available. For 
example, the first time a player visits, say, 
Hades, there may not be any locations 
highlighted for him to explore. However, 
if the player retums after meeting some 
shadowy character on another planet, a 
location may then become visitable, 
along with its accompanying FMV 
sequence to further the investigation. 

Even out of context, the movie 
sections are of a superior quality to most. 
Not only are they watchable, but they are 
absorbing. even gripping in parts, mostly 
down to some excellent performances 
from Clive Owen, Christopher Walken 
and Brian Blessed (see boxout). 

Prior to actually seeing sections of the 
game, Edge was sceptical about The 
Darkening. It threatened to be another 
cynical exercise in FMV exploitation: 
release a sub-standard 30 minute film 
and ca ll it a game - a familiar recipe, and 
the earty hype (which centred exclusively 
on the fi lm footage) suggested EA had 
followed it step by step. 

But The Darkening clearly has much 
more to offer. The presence of a state-of~ 
the-art 3D engine is testament to Origin's 
determination to make the game fully 
interactive, and the product is already 
turning heads. Even though development 
is not in the alpha stages, an early demo 
was extremely well received at El. As 
Medhurst says, 'We want to improve the 
reputation of games which employ movie 
sequences'. It looks as though EA £ 
may just succeed. 



Pandemonium 

This sawmill level provides plenty of opportunities for those 'badly 
Judged Jump' disasters that make platfonn cames so ... addictive 

T
he videogame industry is well 
into its 32bit era, yet the 
platform game is still proving to 

be a prominent and important genre. 
Meaning PlayStation owners can expert 
two Maria 'homages' to appear around 
the end of the year: Crash Bandicoot 
(see page 40) and Pandemonium, from 
Gex creator, Crystal Dynamics. 

Although similar in gameplay, the two 
titles are noticeably disparate in 
appearance. Where Crash takes its 
inspiration from cartoons and Sega's 
emblematic Hedgehog. Pandemonium 
seems to be borrowing from much less 
hip and familiar sources - namely 
English medievalism and Middle Earth 
fantasy novels. First there are the 
characters. The player can swap between 
two protagonists: Nikki, an athletic and 
elf-like magician's apprentice; and Fargus, 
a deranged Jester. The latter carries a 
staff which serves as a weapon and can 
fire missiles, flames, etc, depending on 
the power-ups collected. 

The platform genre is enjoying a healthy 
revival as state-of-the-art videogames 

fall back to the grass roots of gameplay 

To reflect the Tolkien--esque look of 
the characters, the designers have come 
up with some spectacular and highly 
atmospheric Hobbit-style backgrounds. 
Of the 15 levels in the finished product, 
Edge played just three and two of these 
featured web-filled caverns and dark 
mushroom forests, each with spiders, 
weird hog-like creatures and dragons on 
the rampage. The third stage, featuring 
an Arizona setting, had less in common 
with the general theme, hinting toward 
more graphical diversity. 

In a similar fashion to Nights, each 
level uses 3D features including 
zooming, free-moving cameras, platforms 
with depth as well as width, etc, without 
challenging the fundamentally 20 
gameplayof, say, Super Mario World. 
Nevertheless, it's the basic elements of 
classic platformers such as huge jumps, 
timing, accuracy, moving platforms, 
secret areas and fast-paced action that 
make them addictive, not overt 
innovation. Pandemonium definitely 
looks to contains all these elements, and 
who can blame the designers for 
thinking, 'if it ain't broke, don't fix it: 

There are a couple of stabs at 
individuality, mainly the voice talents of 
two stand-up comedians who will 
provide Nikki and Fargus with hundreds 
of sarcastic/humorous comments for 
their respective characters. Furthermore, 
the designers are considering making it 
possible to morph the two heroes into 
various animals, if the situation demands 
it. If these features work, they could 
combine well with Pandemonium's 
pretty graphics and sound grasp of 
platform lore to create an addictive 
addition to one of the world's £ 
oldest gaming genres. 

The use of 3D makes the 
forest stage more 
atbadive, but may add 
little to lameplay 

The Road Runner-esque desert stage looks rather sparse but indudes 
some fun sections - like running on ~p of 11 ralllnl boulder (centre) 
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NiGHTS 

Althourh the majority of NIGHTS' gameplay gkes place in the air. 
your nfght is essentially resbided to a side-on path. twisting within 
the 3D environmenl When on the ground. motion is less restrictive 

T
oday, Segais in a POSition similar 
to the one It was in prior to its 
saVIng release of Somc for the 

Mega Drive back In 1992. Despite the 
release of excellent arcade conversions 
like VirtUQ Fighter 2 and Sega Rally, the 
Saturn is, In terms of sales, still trailing in 
the 32blt race. To fight back, Sega is 
prepanng more than simply a 3D update 
of Sonic (although that, too, is in the 
pipeline). The original Sonic team - the 
innovative programmers and designers 
who developed the Sonic charader, 
and the stunning worlds he commanded 
- has embarked on a bold new 
adventure - NIGHTS. 

The main game concept of NiGHTS 
comes from the lead programmer and 
level designer of Sonic, Yuji Naka (see 
interview, page 38). NiGHTS bears linle 
resemblance to the hackneyed plots of 
your average platformer - the player 

Sega is pinning its hopes on an amalgam 
of state of the art 3D and an unusually ethereal 

scenario. Edge meets the dream team behind NiGHTS 

takes the role of either ( la rise or Elliot, 
two young teens from the C1ty of Twin 
Seeds who have never previously met. 

At night, however, both characters 
share the same dream. Here, the 
character of NiGHTS emerges to help 
guide the players to save his home 
world, Nightopia, from Nightmare. It's a 
bit trippy, but according to Mr Naka, 'This 
is the main storyline. Behind this is the 
implication that those who have not fully 
explored their potential can overcome 
their fears when they use the strength of 
NiGHTS to defeat the evil ruler: 

Although NiGHTS' fast-scrolling, fully-
3D world can be explored in complete 
freedom on the ground, the main appeal 
of the game is likely to come from the 
flying sequences, activated by either 
player finding the NiGHTS suit. 

Here the game truly begins to shine. 
An enormous amount of work went into 

The scenery for Nit;HTS. while being atypical of Japanese design, still retains oriental flair and idiosynaasies - note 
how the stars trail behind NiGHTS' flight path. The incredibly vibrant colours, too. are indicative of NIGHTS' orieins 
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III 

By flying throuEh Sonk-Ilke hoops (ript) NiGHTS can coiled sufficient pms to open up doorways to subsequent levels. Failure to collect enough 
gems in .. time limit causes the player to lose their NiCHTS suit and return to their 'human' fonn. a fate that has befallen Clarise Sindair (inset) 

Each level is 
accompanied by a map 
of the world showing 
the dream path to take 

perfecting the flying model - which grew 
out of Mr Naka's experiences when 
creating the flight algorithms for Sonic's 
Knuckles. In the virtually complete game 
which Edge has seen, it is already 
obvious that the NiGHTS team has 
performed an exceptional job. 

Although the player has full freedom 
of motion when on the ground, in the air 
the gameplay occurs on a branching 
track, due to feedback from early beta­
testers who found that gameplay was too 
difficult with full freedom when flying. 

While containing familiar goals, the 
gameplay paradigm is truly distind from 
anything that has come before. Instead 
of killing enemies and working one's way 
from left to right to eventually arrive at a 
boss, the player needs to execute 
precision flying manoeuvres to called 
gems while attempting to locate the 
pods where the gems are colleded. At 
other areas, the colleded gems are 
'redeemed' to increase the time one has 
in the NiGHTS suit. When the time runs 
out, the player is dropped from the sky, 
and must find another suit before he or 
she is caught by a marauding alarm clock 
(if it gets you, you wake from the dream 
and the game is over). When enough 
gems have been colleded, the player is 
transported to a special boss stage. 

Because the Saturn controller couldn't 
handle NiGHTS' complex flying patterns, 
the team developed a new analogue pad 
that will ship with the game (presumably, 
it will also be compatible with future 
Saturn software). Resembling a 'fattened' 
Saturn controller, the pad has an N64-
like analogue thumb-pad located above 
the current eight-way digital pad (for 
more see feature, page 50). 

The dream-like quality of the game is 
enhanced by the charader work of 
Naoto Oshima (creator of Sonic) and 
Takashi lizuka, who was a deSigner on 
Sonic 3, and is now designing the overall 
game world of NiGHTS. 

End-of-Ievel bosses exist in a 
vibrant colour scheme. Killing each 
requires different tactics (right) 

While this may be the most 
technically impressive Saturn title to date 
(and it is important to note that it was 
done almost entirely using custom 
libraries - the SGl created by AM2 was 
used only sparingly), it is not at all clear 
yet whether it will be a commercial 
success, for a number of reasons. The 
game world and plot are not at all 
familiar - there is no princess rescuing, 
there is very little enemy dispatching, and 
the dream-world theme would seem to 
have more in common with a children's 
book than a videogame. 

Sega faces a major marketing 
challenge with NiGHTS. The plot and 
nonviolent gameplay seem to skew its 
appeal toward younger gamers - the 
opposite of Sega's target audience. How 
Sega will convince older players to give 
the game a chance should be one of the 
year's more interesting marketing stories. 



prescreen 

i Some Teamwork 

SONIC TEAM The team behind NiGHTS are used to the pressures of 
creating important, platform defining games: they're also 
responsible for most titles in the Sonic series. Edge 
visited Sega's Tokyo HQ to talk. to Yuji Naka (executive 
producer, centre), Takashi liluka (game designer, left), 
and Naoto Oshima (director, right) about their new 
game and about that irrepressible. blue spiky hero. 

Edge When did you begm working on NIGHTS ? 
YN After finishing Sonic & Knuckles we had a brain 

Od d Anyone with a grod basic 
I ea an a vc!1'Y strong wO ° 

can create a game such as NIGHTS 

storming session which lasted six months. Actual project 
development began in around April 1995. 
Edge NiGHTS does not have a stereotypical Japanese 
look. Were your visual inspirations European? 
YN NiGHTS has an elegant loo~, .. I did not travel a lot to 
research it, I only went to the USA. Nevertheless, I can 
imagine the game will please players of any nationality. 
Sonic made a very big impact in the States and Europe, 
but I do not think giving NiGHTS a completely different 
look was a mistake. We are confident of its success. 
Edge Why did you introduce a new character instead of 
writing another Sonic sequel? 

One advantage Sonk had over Super Morio World was its excellent use of colour. 
NiGHTS follows that fonnula. but due to hardware constraints It Is still behind SM64 

YN Yes, it would have been easier to use Sonic, but we 
thought that people were expecting more, so we created 
a new character and a new world. We also wanted to 
take a long break from the Sonic series so that, when we 
approached it again, we could make a significantly more 
advanced game. Many companies continually capitalise 
on their successful titles, bringing out more and more 
sequels until eventually the market gets saturated and 
the players get bored. In any case, it is difficult to keep 
coming up with new ideas for a familiar series. We're 
only human after all! 
Edge Human, but obviously, you must consider 
yourselves talented developers 
YN Anybody with a good basic idea and a very strong will 
can develop a game such as NiGHTS. We are not 
geniuses at all! Our achievement was to turn the idea 
into a reality. There are plenty of better games than 
NiGHTS in Europe and the USA - we certainly do not 
believe that our game is the best that could exist 
[laughs]. Rather than seeing ourselves as geniuses, our 
style is much more to say that 'we are doing our best to 
make a good product!' [laughs]. We really believe we are 
normal people. To make a good game you have to be 
very close to the user. 
NO Perhaps we are doser to children .. 
YN Since I'm 30, it's perhaps difficult to say that I'm a 
child!. But it is true, we love videogames .. 
Edge When you wnte a game, do you have experienced 
gamers, or nOVIces In mmd? 
TI When we started NiGHTS, one of our first concerns 
was to create a world where players would be able to 
improve their skills even after a lot of play. We didn't 
want to create a game where, after finishing the first 
stage, you go directly to the second and never look back. 
We wanted a game where even an experienced player 
could continually go back to try new things. We have also 
incorporated features into the game which make it 
different each time you play. For example, we included 
an 'emotion parameter', so each of the inhabitants will 
sometimes like NiGHTS and sometimes hate him. Their 
feelings win be unforeseeable and these inhabitants win 



3 
NIGHTS' sonk· llk. Influences become .pparent wh. 
you lulve to swoop throuJh these "np In .uccesskJn 

live their own lives while the game is taking place. 
Edge Is the finished gamE f ithful to your onglne 
concept of NiGHTS? 
YN Initially we wanted to create a game with a slow 
rhythm, a game where the player would be able to fly at 
ease ... but during the development we progressively 
increased the speed of the game until it reached the 
level it's at now. In fact, we instinctively came to a game 
speed closer to a Sonic-type title. In retrospect, the 
gameplay feels much better now. 
Edge Is NiGHTS using the full potentIal of the Saturn? 
YN Not in my opinion, no - we believe it is possible to 
do much better. NiGHTS is our first Saturn game, so 
before starting, we spent some time studying the 
machine. And we still have to study it! There are so many 
things the Saturn can do that we have not had chance to 
try yet. We used the best of our skills in programming 
NiGHTS and we were limited only by our own 
capabilities. We were more than satisfied with the Saturn. 
Edge How did you come up with the lead character? 
NO To begin with, I did some research into US and 
European culture and decided I wanted to design a 
character similar to an angel. In a sense, this was a 
conscious effort to create somebody who would contrast 
with Sonic. Sonic was a very cool, but more or less one 
dimensional, character. NiGHTS, on the other hand, has 
emotions - he'll laugh one minute and 
become very angry the next. 
Edge How important to the game's 
success is the design of the characters? 
YN In order to design a commercially 

By collecting a 'speed u:r" NICHTS' is trailed by • 
sireamer. swooping an twistinC as he files throup 
the rlnp. The Jewel deslps .re truly biurre (InHt) 

successful game, we feel it's not enough to 
simply make a game where the main character 
is liked by a majority of users, or where the 
character also plays a role as a communicator in 
completing the game without difficulty. What we 

aim to do in this game is to propose something 
revolutionary in our existing cultures through the 

use of innovative new characters and also by 
ignoring the normal concepts of game design. 
Edge Flying is a huge part of the game, why do you think 
that will be fun for pllyerc,? 
YN When one dreams of flying like a bird, the sensation 
is exceptional. We want to make this dream come true 
for players - that is the fundamental design concept 
behind NiGHTS. Thus we believe we've created a totally 
new kind of game where players can experience the 
refreshing feeling of flying - it's something they'll want to 
come back to again and again. 

We've also introduced a new timing factor, which 
means NiGHTS can be played in shorter sections, but will 
still be addictive and accessible to all levels of players. 
Edge Do .IOU le e thelt games players are older now 

n ·then 11"' d Some' the Hedgehog? 
YN No, we still target a wide range of users. For women 
and younger players the pleasure will be in completing 
the game, and for experienced gamers, the replay value 
- the fact that you can go back and find new things each 

In the confusinl 
pound·bued sections 
.n .rrow Indkltes 
where to run (middle) 

h 
When qne Jireams Jlf fly,·ng like a bird, 

t e sensation IS excepboPiI . 
We want to ma'ke thiS dream come true 

time you play - is given priority. 
Edge What have been the biggest problems In tt 
dev' lopment of NiGHTS? 
YN The biggest problem was to enhance the playability. 
What we tried to attain was a 'smooth and comfortable' 
feeling, but we could not get this to a satisfactory level 
with the current Saturn pad. So, after combining the 
ideas of the whole team, we developed the analogue 
pad. As it turns out, the biggest difficulty has turned into 
one of the game's biggest charms. 
Edge How do you rate modern vldt:Ogamb-
YN Recently, next generation games have placed the 

emphasis on graphics to the detriment 
of gameplay. Sometimes, very complex 
worlds actually ruin the playability of the 
game. While designing NiGHTS, we paid 
particular attention to the gameplay. It is 
a very important point for us. We tried to 
create NiGHTS purely from the 
perspective of the player. 
Edge If you've bE: n dlsapp< nted by 
next generations games, which titles do 
you actually enloy? 

NO I like games like Populous. But also Tetris .. 
YN I like Namco's old titles such as Rally X. On the PC, I 
like Lemmings and Alone in the Dark. I also enjoy Mr 
Miyamoto's games - Mario Brothers, ete. 
11 It's the same for me. I like old Namco games like 
Pac-Man, SNES games like Donkey Kong, Super Moria 
Brothers, ete. New games are too difficult for us {laughs]. 
Edge What are yOI pi now NiGHTS is finished? 
YN I'm going to take a rest and enjoy life - I think that if 
you are not enjoying your life and what you are doing, 
you cannot create games that people will enjoy. So, we 
are alternating between rest and intensive work. £ 
Creative ideas are born from our spare time. 
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Crash Bandicoot 
Rumour has it Crash Bandicoo(s visual punch 

gave Shigeru Miyamoto a metaphorical black eye. 
But can its game play pack as much power? 

'We realised right off that charader·based adlon games have had some of the best desipers in the industry', says Jasan Rubin of Naughty DOl_ So 
how do you go up against Miyamoto if you don't have Mlyamoto? The answer? 'We had hundreds of people play Crash and tell us what was wrong: 

The presentation In 
Crash is gorgeous. Even 
Its level selection 
screens are impressive 

I 
1's no cOineid. ence that both the 
Saturn and PlayStation have 30 
platformers In the pipeline with 

Super Maria 64 just around the corner. 
You can almost see the VIPs at 50ny and 
Sega taking one look at early Maria 64 
screen shots and yelling 'Make one of 
these for my machine now, or we're 
finished!' to the nearest fawning minion. 

Whatever the case, It is strange and, 
some may even say, reassuring to find 
that despite all the technology now 
available to developers they should turn 
to the lowly platformer to prove the 
ments of their respective machines. The 
genre hasn't figured in console nvalry 
since Mono and Some went head to 
head back in the early nineties. What 
should this retrospection mean? A 
complete drought of new and original 
ideas or, more optimistically, a 

rediscovery of timeless gaming 
pnnciples? With any luck. it's the latter. 

As it turns out, Crash Bandicoot 
seems to be borrowing more than just 
gameplay from previous platform greats. 
The obvious example is Its lead figure: 
Crash is a cute, speedy animal, who 

Cra.sh Bandit;pot ~eems to b-=. 
borrowU12 more Vlan Jqst Rameplay 

frOm prevIous platrbrm greats 

eliminates baddies by spinning across 
them. Sound familiar? If that wasn't 
enough, his arch enemy also happens to 
be a mad scientist - again, the ghost of 
Sonic rears its spikey head. 

Visually, Crash seems much more 
interesting and individual. The game is 

Cram takes 1D 
platfonnin, to the third 
dimension, but where 
are the Innovations? 

Despite plenty of 1D levels. the Play Station's ]D capabilities are often exploited to 
breathe new fife Into the platform ,enre. 'Boulder Dash' (left) Is a prime example 



Th. hoc·ride level Is simi'" to the Death 
Star level in star Wan. luscious I"aphks 
Kcompllny the 3D plMfonn levels (centre). 
Coiled 100 apples for an extra life (top rictrt) 

Each of the Islands hIIs 
an end of level boss. 
Here, you have to blow 
up the etuy Ripper loo 

set on three jungle islands off the coast 
of T asmama, and from the levels Edge 
has seen, the designers have been 
heavily inspired by Indiana Jones, Duck 
Tales and the Game Boy classic. 
Adventure Is/and, in their depiction of 
each island. Hence, the baddles are 
grass-skirted warriors, giant Venus 
Flytraps, monkeys and turtles, and the 
levels (there are around 30 - ten for 
each island) consist of ruined temples, 
white-water rapids, spooky caves and 
tree-lined jungle passes. Importantly, it's 
all beautifully presented, in a kind of lex 
Avery, looney Tunes style, with brash 
cartoony graphics complementing the 
casual slapstick violence. Furthermore, 
the jungle setting certamly makes a 
change from the trippy nowhere worlds 
of Super MOflo 64 and Nights. 

In terms of gameplay, Crosh generally 
adopts standard platform rules: Jump 
over chasms, avoid baddles, employ pin· 
point accuracy and timed jumps to avoid 
flaming platforms and swinging blades -
the difference here is that it's all in 
3D, with Crash moving in and 
out of the screen rather than 
up and down ladders. 

The levels which do 
attempt to employ 3D as 
more than just an 
aesthetic enhancement 
however, look to be more 
interesting - one called 
'Boulder Dash' has the player 
controlling Crash as he runs toward 
the camera and away from a huge 
boulder threatening to crush him into 
Bandicoot juice. It's a little disonentating 
at first, but fun after a while, and certainly 
sholNS the deSigners are thinkmg of ways 
to exploit 3D to add to the experience. 

Nevertheless, although levels exist 
where 3D presentation has been 
explored, there are also plenty that 
remain in 2D land. This in itself is not a 
crime, but conSidering the PlayStation's 
3D capabilities, it is a shame that more 
isn't being done to give the platform 
genre a 32bit twist. 

pre screen 

Despite grievances, Crash Bond,coot 
looks set to be a worthy competitor to 
Sega's precious Nights. As for going up 
agamst MOflO, Crash probably doesn't 
stand a chance in terms of gameplay, 
despite its lush presentation. However, 
the title has a lot of charm and enough 
individuality to keep the PlayStation 
buoyant when the N64 tsunami £ 
hits the world later this year. 

An early end-of-Ievel boss (top). Crash gives a cheeky wink before 
mounting the hog (inset). The platform levels can be tricky (above) 
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Quake 

Quake Is a true 3D environment.. so the player can look up and down. 
The gothic architecture looks rather disturbing from the ground up 

I 

.! 

The shotgun (top) was 
fun in Doom, but 
Quake's nallgun makes 
it look pathetic (above) 

• 

I
d is to first person shoot' em ups 
what Microsoft is to operating 
systems. No matter what 

anybody writes about Quake, millions of 
people will still buy it, just as they did 
Windovvs 95. Perhaps rightly. Over the 
past few years the games market has 
been inundated with Doom clones, 
some good, some average, some terrible, 
but none matching the frenzied violence 
and perfectly constructed locations of the 
bona fide original. Until Quake. 

Posted onto the Internet two days 
before Edge went to press, the 
unregistered shareware version only 
offers one of three sections to play, 
'Dimension of the Doomed'. 
Nevertheless Quake is still impressive as 
a PC first-person shoot 'em up. 

In terms of gameplay, Quake is 
vintage id: run around, kill things, work 
out how to open the doors, find secret 
sections - it's all here, and it's all as 
compulsive and addictive as ever. As 
Edge touched upon in E34, the Death 
Match is especially fun - there's nothing 
like firing a rocket at an opponent and 
watching them literally blow apart. 
Although the weapons pretty much 
mirror Doom's, but with new names, 
there are a few that open up new tactical 
doorways. The grenade launcher, for 
example, fires ammo that scuttles around 
on the floor before exploding, giving the 
player vital seconds to clear the area or 
set traps for unwary enemies. 

Graphically, Quake's vast locales pale 
next to those of the awesome Moria 64, 
but, when compared with everything else 
on the PC, it's an impressive 
achievement. The background textures 
are detailed and realistic (although 

The PC world is full of over-hyped fodder marketed at 
caviar. id's Quake, however, is one product 

that may just live up to the promises 

The scrambler (top) is a particularly 
nasty enemy, and fiends (middle) 
aren't much friendlier either. Peering 
over chasms (above) induces vertigo 

players will need to compromise 
between speed and resolution - prepare 
for some horrible pixellation if you're 
forced to opt for a low-res setting) and 
the baddies have so much more 
presence to them as polygonal models. 

Quake's cast of demons really are a 
motley and terrifying bunch. When 
'Dimension of the Doomed' begins, 
they're rather disappointing: grunts are 
basically the soldiers from Doom, and 
zombies, although incredibly disgusting 
to look at, are imps by another name. 
However, progress through each level 
reveals greater monstrosities, such as the 
fiends (huge, pale beasts with mouths 
like open wounds and elongated, 
slashing blade-edged limbs) and ogres 

Shoot monsters from 
above (top) or, when 
you're in the water, 
from below (above) 



pre screen. 

The motley crew (clockwise from top left): a lava molten beast from the finale of 'Dimension of the 
Doomed'. two fiends. two choullsh sword-wielding knirtrts (inset) and a dellptfully named Skra, 

(griuly giants with chainsaws and 
grenade launchers). Most impressive, 
though, is the scrambler, a massive 
lumbering demon with Freddy Krueger­
esque claws, making the megademon 
look like a Sunday school teacher. Also 
impressive is the fact that all the 
monsters have a certain amount of 
intelligence and will often dive for cover 
if they're put under fire. This adds much 
to the tactical element of each gun fight. 

Despite the great new menagerie of 
beasts, one of the best things about 
Quake is the interactivity of Its 
backgrounds. Each level is filled with 
traps, tricks and puules, providing much 

Once .cain. the Death Match option Is absolutely excellent Things can ,et 11 bit hectic with • level ful( of fellow players. thou", 

more than an empty arena for the 
slaughter (which is what most Doom 
levels turned into). In 'Necropolis', for 
example, there's a pressure point at the 
end of a winding staircase which, if 
trodden on, opens a hatch in the wall 
opposite, releasing a deadly spear which 
flies out at the player. Similarly, 'Gloom 
Keep' has a section where the player has 
to walk. along a thin gangplank. while 
huge battering rams swing across the 
pathway. There are also numerous 
sections where small holes in walls and 

ceilings shoot out nails at a frightening 
rate, just as you're passing by. 
Consequently, even when there is 
no-one around to shoot, you still have to 
be aware of your surroundings. 

Not only are the backgrounds 
interactive, they are also more interesting 
to explore than many of Doom's 
locations. Each level is a multi-layered 
maze of gangways, tunnels, undelWater 
passageways, lifts, secret doors and 
hidden sections. There are always plenty 
of opportunities to take pot shots at 
baddies while they're still too far away to 
respond, and here the player can also 
look down from ledges and fire grenades 
on unsuspecting ogres below. It's an 
immersive, incredibly convincing 3D 
environment which combmes elements 
of Indiana Jones (traps), Victorian gothic 
(arches), and even medieval castle 
architecture (labyrinthine layouts) to 
provide an eclectic 0&0 arena. 

Strangely though, this shareware 
snippet, for all its strengths, still manages 
to disappoint Everything that made 
Doom the seminal firstperson shoot 'em 
up (atmosphere, complex levels, shocks, 
etc) is here - and the deta11ed textures 
and scary polygon characters bring the 
genre up to date. But after all this time id 
could have done so much more. 
Interactive locations, polygons, and a real 
3D environment count for a lot, but are 
still not enough. More interesting 
weapons (land mines, remote-control 
explosives, etc), more complex traps and 
more varied creatures would have been 
welcome. Although an infunatingly 
compulsive experience, Quake isn't the 
leap fOlWard that many expected. 
Hopefully, a final version will prove £ 
Edge's worries unfounded. 

QUCJke's elghtplayer 
networtl ,ame utter1y 
slaughters the one 
provided with Doom 



pre screen 

III 

i Fighting Vipers 
P

resented in 500f0-complete form 
at the Tokyo Toy show In June, 
AM2's Saturn Fighting Vipers 

currently has all fighters and a twoplayer 
mode in place. Needed now is code 
optimisation to maintain a fast frame rate. 

Most notable is the game's lower 
resolution when compared with VF2, 

a choice forced upon AM2 - in 
order to generate the rings in 
which the combatants fight, a 
trade-off had to be made. 

Though mobile. the game's camera also 
needs to be speeded up before release 

The version of Saturn Fighting Vipers shown at the ns was hampered 
by I.de: of speed. espedalty noticeable when characters fell down 

With the Gouraud shading afforded by 
the Saturn's hardware, however (Model 
2 doesn't support Gouraud shading), 
AM2 have clawed back some of the 
original's visual impact with impressive 
results, if not quite equalling Tekken 2's. 

The programmers are currently 
researching consolatory bonuses for 
those who would have preferred an exact 
replica of the arcade machine. One 
enables players to remove the clothing of 
the mini-skirt-wearing Honey, if £ 
they win 100 consecutive fights .. 

Battle Arena Nitoushiden 

Japanese charaders 
appears during fights 
to give the game a 
manga·style feel (top) 

T
he original Toshinden, released in 
Japan in November 1994, was a 
hugely successful PlayStation title 

- not necessarily because it was the 
greatest combat game the world had 
ever seen, but because it was the first to 
ably demonstrate some of the abilities of 
Sony's hardware, such as its polygon 
count. Since then Takara has done 
everything in its power to exploit the 
potential of its hottest property. 

Battle Arena Nitoushinden CNitou' 
means '!ook like' in Japanese) is its 
attempt to push the Toshinden theme 
into Sega's Virtua Kids territory, with 
super-deformed characters replacing the 
pseudo-real fighters of the original game, 
and a number of comic touches thrown 
in to emphasise the game's lightweight 
approach. The humorous nature of its 
fighters is heightened by their 
amorphous appearance, reminiscent of 
the vehicles in Motor Toon GP - certain 
special attacks shorten and elongate their 
limbs to give them a cartoon feel. 

'Ring outs' will not be possible in 
Nitoushinden - instead your fighter will 

bounce back from boundaries that 
surround the arenas. As well as 
prolonging bouts, Takara also intends this 
feature to enhance gameplay, giving you 
the ability to use the elasticity of ring 
borders to perform special attacks. 

While hardly likely to threaten Tekken 
2, Nitoushinden will appeal to those who 
like their games to raise smiles as £ 
well as test their dexterity. 

Brighter backdrops (above) and 
a more active 'camera' are two 
more NHoushlnden distinctions 



pre screen 

Virtua Cop 2 
AM2's popular cops 'n' robbers formula has resulted in a second stunning coin-op 

soon to make its way into the software libraries of Saturn owners 

In Virlua Cop 2, the baddies don terrorist·style ski·muks rather than 
Reservoir DOls-style suits and ties. Apart from thilt" little seems to 
have d1anJed in the overall rraphlullook of the came. The city level 
(above right) looks to be an exciting and immerslve ICKation. thouCh 

Ifs a familiar scene: 
civilians flee in panic 
while caupt in the 
cop/ baddy crossfire 

~ 
ith Virtua Fighter 2 and Virtua 
Cop still riding high in the Saturn 
charts, it was hardly surprising to 

discover that Sega are well on their way 
to completing a Saturn version of Virtua 
Cop 2. The question is, can the sequel 
build on V·Cop without losing the 
original's compulsive simplicity? 

In terms of structure, the designers 
have kept things uncomplicated, using 
the same three stage layout as V-Cop. 
Only the first phase - a hectic chase 
through the streets of Virtua City - has 
been revealed, but if the rest of 
the game mimics Ihe coin-op 
sequel this should be 
followed by a ship-bound 
shoot out (the baddies are 
on board a pleasure 
cruiser taking out innocent 
holiday makers) and an 
underground slaughterfest 
in which players have 10 gun 
their way through tube stations 
and dark labyrinthine tunnels to 
get to the baddies' lair. 

One addition to the original game's 
straightforward layout. though, is that at 
certain points the player will be able 10 
choose a route from two alternatives. 
This should provide a little more 
incentive to go back and play aga in once 

the game has been completed - an 
element seriously lacking In V,rlUO Cop. 
Other additions to gameplay include a 
section where the cops hop on board a 
police van and chase through the streets 
tailing criminals - a fast and frenetic 
section accentuating the US cop show 
feel of the game. 

Graphically, this early version hasn't 
advanced much from its predecessor, 
though the texture maps are neater and 
the city level provides a more immersive 
gaming arena: you actually feel as 

though you are storming through 
the city, whereas many of the 

set pieces in V-Cop looked 
rather r. ... o dimensional. 
However, its more or less 
business as usual for the 
... irtua bobbies. 

Vlrtua Cop 2 doesn't 
seem to be a major 

departure from the original. 
It is, however, an important 

release for Sega - the Virtua 
series has become the Saturn's 

software flagship, and if the machine is 
to continue gaining ground on ItS rival it 
will need another batch of killer apps to 
cement the successes of VF2 and vc. 
Despite the formulaic gameplay, £ 
V-Cop 2 should serve Sega well. 

Better texturing on 
buildings and 
charaders gives 
V-Cop 2 more detail 

The first stage of VC 2 
has a great car chase, 
but can It match the 
fast coin-op version? 
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Behind a 
reputation for 
producing 'soft' 
games involving 
eggs on legs and 
cute diddy cars, 
CodeMasters is 
a risk-taking 
videogames 
rottweiler. 
Edge enters 
the playpen 

~ 

(Cl~emasters 
, ~ece-pti()n 
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A
t a time when 
multinational 
conglomerates cast 

shadows across the videogames 
industry, and mergers and buyouts 
become the rules rather than the 
exceptions, the independent 
software publisher is a dying breed. 

Yet of the few of any 
significance that remain, one is 
responsible for delivering number­
one seller after number-one seller -
not games swamped with 
peripheral decoration but those with 
good old gameplay at their core. 

Based in an old farmhouse in 
Nowheresville, Warwickshire, 
CodeMasters' independence gives it 
a refreshing air in comparison to the 
stiff, starchy nature of so many 
successful publishers of the 
nineties. The grounds surrounding 
its numerous outbuildings are 
picturesque, and are patrolled by 
Ziggy, the energetic red setter. 

The company's history is an 
eventful one, and it began in the 
very earliest days of home 
computing. 'We lived in Canada 
when we were growing up, and 
used to visit arcades,' recalls David 
Darling. who, at 29, is the eldest of 
the brothers. 'At school there was a 
computer that we were taught to 
program using punch cards, as part 
of Maths lessons. So I had two 
interests: games and programming. 

'The first computer we got was 
a Commodore PET, which our dad 
[Jim Darling, officially the brothers' 

first employee and currently 
CodeMasters' chairman] used for 
his contact lens business. Richard 
and I would write programs for him. 
Then we would borrow the machine 
at weekends and write our own 
games - text adventures and things 
like that. 

'When Richard and I came to 
school in England we bought 
ourselves a Vic 20 [Commodore's 
cheap and popular massmarket 8bit 
home computer]. We didn't have 
much money so we didn't buy 
many games, but when we did treat 
ourselves to a new game we often 
thought that the ones we were 
writing were better, and so Richard 
and I decided we'd try and sell our 
games by mail order. We saved up 
our lunch money and took out a 
half-page black-and-white ad in 
Popular Computing Weekly. In 1982 
Galactic Software was born.' 

The company produced a 
number of fairly low-key titles (most 
notably a DIY game-making 
program), and it wasn't until the 
brothers linked up with some of the 
industry's more established players 
that success truly knocked at the 
door. 'We'd signed a few deals with 
several software companies at this 
time - between '83 and '84 - but it 
was the one with [budget 8bit 
software house] Mastertronic that 
gave us the break. We wrote a lot of 
their early hits and also became 
involved in soureing games for 
them. So, we set up a development 

CocIeM.sters forthcomlnc PbtyStatlon title Micro MflChlnes vJ retains 
the ,. .... llKNdlbty simple. yet addktive. gamepa.y, onty this time set 
In a beautlfulty smooth 3D envlronmenL The current frame rate Is 6Ofp5 

company 
? 

Development director Richard Darling (foreground) focuses on 
the company's games output and leaves most of the company 
direction decisions to his ever so slightly older brother, David 

company called Artifieiallntelligence 
Products - we owned half and 
Mastertronic owned the other half. 
After a couple of years we decided 
we wanted to set up our own 
publishing company.' 

CodeMasters went on to ape 
Mastertronic's pile-'em-high-sell­
'em-cheap approach to 
considerable effect, releasing a 
broad range of videogames. But it 
was a piece of hardware, not 
software, that pushed it into major­
league territory. 

'We developed the Game 
Genie, which we did in parallel to 
games as a separate venture,' says 
Richard. 'We were doing fewer 
games at this time and we were 
trying to think of ways to make our 
games better and giving them a 
longer life. We were thinking of 
adding switches to the actual 
cartridges so you could select the 
amount of lives available and things 
like that. We thought it would be 
novel if you could do it for a game 
but better if we could come up with 
some sort of attachment that 
worked on any title. 

.--' " ' '" I. .. " - -, .' 
.."" .. 1. 

- ~ ' ~ ' 
The lD graphical 
approach of Micro 
Machines vJ 
makes the game a 
visually stunning 
experience- Note 
how the camera 
looms and tilts to 
accommodate 
tricky obstacles 



company focus 
,..: 

'We exhibited at CES in 
Chicago and Galoob had a talent 
scout who loved it It went on to 
become America's fifth-best-selling 
toy that year: 

Sega and Nintendo charge for 
manufacturing licensees' cartridges. 

'A few other people made their 
own too, but it was useful because 
of the flexibility,' reckons David. 'It 
meant we could do things like the 
J-(art (a Mega Drive cart with two 
joystick ports built in to allow four 
players to take part without the 
need for a multi tap). Nonnal1y you 
have to convince the manufacturer 
that your idea is good, but when 

Never a company to toe the 
party line if there are other avenues 
to explore. CodeMasters was one of 
the few companies to manufacture 
its own cartridges for Sega's 
consoles - a masterstroke 
considering the significant price 

you have manufacturing control you 
can go ahead on you own.' 

But the company made one 
unique hardware innovation for 
computers, too. 'Oh, that! That was 
back in 1991,' remembers Richard. 
'Basically we put 30 games on a CD 
that you could play on your normal 
hi-fi and plug your C64 or Spectrum 
in and load games in off the CD.' 

Richard (left) and David Darlinc_ From typical schoolboy coders 
to Fe".ri driving. atypical comp.ny directors in ten years fblt 

David has mixed feelings about 
the product: 'It worked well. It didn't 
sell well. , think we were used to 
providing games to a very educated 
user base. They were used to the 
whole concept of buying games on 
cassette or disk. We didn't really 
appreciate the amount we'd have to 
spend to re-educate the users to a 
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new way of buying games. Because 
we were only used to producing 
really good games that sort of sold 
themselves we didn't commit much 
money to marketing the idea.' 

Marketing is one difficulty that 
a comparative minnow such as 
CodeMasters could face when 
swimming with fish as big as the 
likes of Electronic Arts. But David's 
approach to the issue is 
straightforward: 'Marketing budgets 
are generated from sales. Because 
we were expecting Pete 5ampras 
Tennis to sell very well in France we 
were able to afford a lV advertising 
campaign. The game then went to 
number one over there. We're able 
to have big marketing budgets when 
we need them.' 

Sometimes, however, 
CodeMasters' success comes as 
something they're not in a position 
to predict 'Probably the biggest pain 
was when we made 20,000 Mega 
Drive Brian Lara cartridges last year,' 
says David, 'It was the first console 
cricket game and the feedback we 
had from retail was that no-one 
really thought it was going to do that 
well. People were ordering a few 



hundred here, a thousand there and 
then when we put the game out 
into retail we sold out in three days! 
Orders were coming in for 10,000, 
I 5,000 and it became really hectic. 
The factory went into 24-hour 
production. We've finished making 
that title now to make room for Loro 
'96, but in the end we made some 
80,000 units.' 

company focus 

For two men renO'l¥rled for 
their focus on gameplay, their 
opinions on the latest product from 
Nintendo - one of the biggest 
champions of gameplay as king 
around - differ somewhat 'I've 
seen the demo of Mario 64 but I 
think it's almost been built up too 
much,' claims Richard. 'It looks like a 
well-developed PlayStatian game. It 
looks nice, I don't know about the 
gameplay, though .. .' 

CodeMasters' llbit upcilte of SDmpI'Gs Tennis is 
imbued with out-of-tfHHJrdinary touches (left) 

much cheaper to manufacture than 
ca<tndges - espedally big carts: 

Rather than taking the money and 
runnin& their intention is to 
reinforce their assets and, 
importantly, grow. 

'I don't think Mario 64 has 
been built up too much: offers 
David. " really liked it and I can see 
a lot of American kids wanting to 
own it. But there's pros and cons. 
The cost of the media, for example. 
Sony's competing hard on hardware 
costs and they can cut the cost of 
the games because COS are so 

Nevertheless, CodeMasters' 
(some would say) belated shift in 
focus from 16bit to 32bit 
technology has ensured that the 
company is currently considering 
the prospect of developing for 
Nintendo's new machine. 

'I've done the Ferrari thing 
already - in fact I've just sold my 
last one,' says David. 'To be honest, 
we only really leamt to do proper 
financial planning a couple of years 
ago" Since we've implemented the 
business models and had proper 
financial plans we've achieved every 
target we've set. And now that we 
want to grow the company and 
become the number one publisher 
in the world we can't really do £ 
that by taking a backseat: 

As the face of videogaming 
changes, however, the Darling 
brothers are in no mood to meet it 
wrth a drastic change in their own 
approaches. Indeed, one of the 
company's strengths is undoubtedly 
the hands-on approach that Richard 
and DaVld are eager to retain. 
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Videogames 6 speak' 
via images or· a TV. 

TwitcHes 0 jJ gam~ 
controller make u~ J e 

language wjth WhIC 
players 6sp'eak" back. 

It's a basic dialed, 
but interactive 
~n.rtainllJect would 
be ImRosslb e 

without it. And it's 
,bout to change 
forever ... 
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As Japan ;,111;; ...... 

the rest of 



m 
n June 21. the Nmtendo 64 became the 
mO~1 powerful home vldeogames system 

,

In Japan. Ooes 'hl~ guarantee ~u((e~s? 
NOI ne(es~nly In thelf lime. so wert 
the Jaguar. 300. and Neo-Geo. (alot 
dosed. So whatfs Nmtendo 64's Adllll~' 
heel? And what could possibly lead 10 

the game mdustry's heavyweIght player lOSing ifS tItle bell? 
Shltt'ru Hly.mo,.s Super MarlO 64. which made Its 

de-bur In almO~1 (omplele form al May's E' (ElectronK 
Enler1ammem Expo I in Los Angeles. IS possibly the slneie 
erealtst Vldeogame eVE'r crt'alE'd. The Nmtendo 64 is abo. 
indi!apUlably. the most powt'rful Vldeogames hardwart eYfI' 

""Ie~d for the home. Tho~ two facts alo~. combined with 
Nintendo's SS .. mllhon US marketmg push for the winlff' 
holiday season. will undoubtedly result in a lota1 sell-out of 
the 500.000 Nintendo 64 units allocated 10 lhe US market In 

1996. (Bear in mind. howf'Ver, that thts means more than 
S100 is spent marketing eac:h unit sold.) 

Don't be wrpristd 'f most of thoSE' units are presold 
lone before the releaw dale. The next 500.000 US Units, to 
be shipped between January 1 and March 31 (when the UK 
will be. hopefully. receMne liS own Nintendo 64 umrsl also 
will wll Oul. If for no other reason than Ihe huge demand 
crealed by Ihe shonage of units dun"i Ihe holiday season. 

BUI whal Ihen? Wowed by Super Mimo 6-4 and 'Mlh the 
Nlnlelldo hype machine geanng up 10 full power. ifs easy 10 

belitve Ninrendo wlll dominate Ihe gamt'S industry. pushlnQ 
Ihe PlaySlallon and Sarurn Mlde whIle sImultaneously 
countenns Ihe (onllnued el"Kroachmenl of the PC 1n10 

console remrory. When VIewed Wllh a more dIspassionate 
eaze. however. Ifs (1('ar Ihal rhe N64 as a hardware platfonn 
(and. m facf. Nmtendo as a company I. carry a greal deal of 
exct'Ss bageage Ihal could well Sink rhe Ship, 

In thIS anaiys,ls, ~ will start by reiterating what 
everyone already 'knows' - the len reasons why the Nintf"ndo 
64 WIll be an overwhelming success, Then. a list lhal nO'one 
outside Sony and Sega wants 10 admll - Ihe len reasons why 
rhe N64 could fail. Intvlfably. some will make their way into 



both h$~. wch as the 'Dream ream' analoi)' I number SIX In 

the reasons why Nmrendo will wcceed and number six In the 
reason~ why Nmrendo could f':lIll. And certainly. most will 
cause controversy ... 

Ten rea,on, why Nintendo 6. will ,ucceed 

D Supf'r HdruJ 64 
Wnhout que~lion, rhf' Nmtendo 6-4's ralson d·!tre. The 

lrun of over twO year; of development time. SM64 has 
evolved mto an epic mamtestatlon of 10 game dtslgn, 
InSlead of simply Implemenflna the Htabhshed M.Jrio p'ay 
elements in et forced, ~do 10 perspecTive. Nlntendo's 10 

house de'>lgners under the direction of Sh1&eru Miyamoto. 
have truly brokf'n Ihe mould. BUlldmg In unpretedented 
level of frefdom in M.Jno s world. It'S (Iear lhat Mimo has 

been d~lgned 10 be all things. 
10 all people. IOIlla11y open­
ended wllh little r~tnclJVe 
game fram~ork 10 adhere 10. 

SM64 "nmt~ Ihe player In a 
world thaI's open for 
explorallon and 'hal serv~ as 
a playpen 10 acchmaltse Ihe 
player 10 Ihe 10 environment. 
Then gradually. as the levels 
open up, the aame ~gms to 
reveal lIS true scope. There are 
!<lW dropping technical 
a(comph~hments, fiendish 
puzzles. oddball challengti 

and heaps of Ja~nese tinged humour, Whether Mano 64 IS 
mdeed the world's grealE"Sf vldeoeame ISllT yet clear buIlt'S 
cenalOly a slaggerllli achIevement. WithouT 11. N64S would 
slill be SilTing on Japan~ shelvE'\. 

11 Shl!eru ~hy.mOlo 
For Nlnlendo. Ifs always been about Shleeru Mryamofo. 

Hired by Nmlendo Chairman Hlroshl Yam.U(hlln 1977 a~ 
the then-play.ng-<ard-and toy company's Ilrst'!.taff artlSI. he 
created Mano for the ongmal Donkey KoIlB com-op and 

He's spedal. and doesn't Nlntendo know it. As the Kyoto company's most treasured 
Intelledual property, Maria now stars In possibly the ereatest vldeoeame ever ueated 

nE"f'er looked back. He IS arguably Ihe greatest VJdeogame 
desIgner In the world t Sega punsts might argue that 
Yu Suzulu and YU)I Nab are 01 equal bnlliance I. and hiS 
games have ~old more than 100 million UnlB worldwide. It 
was Ml)'amolo san's incredible launch tno of Super Mano 
World. F-Z~ro and PilorWmgs that as~ured the success of the 
16bll Super Famlcom 10 Japan almo~t SIX yeaT) aeo. With 
Mlyamoto and The rest 01 Nlnlendo'~ In hou~e teams 
developmg exclUSively for N6-4, the only way to ae! the 
absolute cream of software 'ill~ I~ to buy 604bit. 

11 Sl"rious lIusinen MUscle: Hr Y.IMu<hi. S4 lIillion 
(uh In tht ....... H lors of ...,erif'Au 

Accordlne TO con~rva'1Vf rstlmat~ NIOtendo has around S .. 
billion to the bank, Which tran!tJates to a 101 of marketln8 
muscle. In the US n'lI be spendm, SI 00 marbnng doUMs 
for every N64 system !.hlpped In 1996 - between teleVJ~lon. 
print. and (o'marketlni campa1&n~ wllh cable channel 
Nlckelodeon Kel1oggs. and Blockbusler Vtdfo. the Nmrendo 
6-4 IS expected 10 penneale Ihe- (Onscl~ of NIO,endo's 
malO 'argel\ paten~ The company plans to manufacture 
five mllhon N64 Units by Mat(h '91. 

11 TIw. 'NinfeR." ",qe ... 
In The mid·elghlttS. when Ntotendo had iJ near· 

monopoly on the 8blt console market. the Ifrm 'NlOtendo' 
became alm05I eent'nc. It wa\n'l '''ttle Johnoy's plaYing a 
videogame', bUT. -httle Johnny's plaYing Nlntendo'. 

Even now. among non gameplaYlng adults. the Term~ 
v,deogame and NlOtendo are synonymoUs. Since NlnTendo IS 
aiming ItS hIgh-Itch sysTem 011 younger children. parents will 
be domg mosT of the bUYing. and If Ihe only Vldeogame 
company they know IS Nmtendo. cl purchase dKlsion Will 
essenrially be IfTlpulslVe. e~pe(lally con~lde-nni the marketing 
bllrz outhned abOVE". 

Beyond part'Tl~, though. there IS a whole generation of 
Amencans who grew up Wllh NlOlendo's 8 and 16bit 
product!. as their game platform of (~iCe. E~tlmafes of the 
number of coowmers who havt been wailing for NlOtendo 
6-4 10 ~hlp befo~ making The Jump 10 next aeoeratlon 
hardware run IOtO the mlllJon~ T wt'Tlty milhon people 
bought 16bll SNESei and then proceeded 10 spend the nt'X1 
four or five years a'l!ulOg WIth Mega Dnve owntT"j about 

By the urty nineties. one In thr" US households 
owned Jln .bit Nlntendo. But In w.ke of the Infiltration 
of SegJl .nd Sony it's debJltab~ just how much dout 
the Nlntendo 64 bnnd will any in the m." .... rket 



"~:.:::~_:' bellt'r. If Nmtendo can U$t Its valuable name to 
:t. eYen 10% of those- I6bl! owners to go With the 

it win have beaten Son)"$ and Sega"s combined effort~ 
, .... vtr'\US 1l1ail 
The Nmlendo 6-4 IS clearly the superior hiJrdware 

•

••• ,~:=~~~~e direcrly 10 Sega's SaTurn or Sony'~ True 64bll RISe CPU runs at 93.7SMHz 
1 10 the twm nbll Hitach, RISe CPUs In the 

""""' .... '.."Ch run al only 28HHz. or the P1ayStalion's 'BHHz 
CPU I. and the console s.pom hardware-based 

" ~l>uif.., ... ,ln hnear mlp map interpolatIOn. Pf'~--
,,\"" ... _ ItxltJre-mappi"l and antt·ahasme. 

Atcon:hne 10 cl Nlntendo ipOkrspenon. the consalt 
tpom tht power of len Intel Penhum chips. and from a 
purtly tf'(hnKal point of view, Su,," Hdno 64 and 
Pr/otW",1S 64 look far ~~nor 10 anything on a '32bit 
conso&t or f'IWI cl PHlIJUm bawd PC With a '30 eraphia 

',:.:::"~: the Ylcko If'Chnoloty of the- S)'$Itm 1$ tIOIhint 
:- .,._ ••• handl .. ,ncffif,bIy sha<p a<aphja oad 

Iht polygon seam show-rhroueh or clpptne 
that are commonplace on both IM 

,henu,.I>o, of thlrdparty IicenSHS to 
;;;;;;;-";:Th~~;:.:' rmrnbm. and keep1fl8 the> ma~rt1y of 

=
=~:~~:~ or In ~ond-party clrraneements with sl'tldlOi. Nintendo hOP6 to as~ that 

on thf system will be it first-class htle-. 
~.,nd<,rd" of quallry cOnfrol art Ie~. 

ct<I"nn • .,. ~~1IfI to, quality .-,Icon 
for 6 ... A mass of 

__ '!,,~""'''.''"1'I''''2600 load _will.., 
doe f'fayS,atIOn 

.......... r ••• 
WIIot .,.'" I<eptI<S don"' 

h.:Is~~nally 
In 115 dom6ti< markH 

WHt nevtr ~usly available on a homf' 
And ""hough Seea and Sony also have 

In the 
WOIb. IS nalIVe 

- planned for and expected by 
.,., cfesiCn Ram. 

Ille' 1'\ i Illl'nd II h-l 
Expect the odd gamt' on 

X IIte"900"", P1aySrallon IQ *' ...... Iu. conlrol. bur 
ch. 

INn nwny 

i .... \\'lllT(' tl1\' dnt11ugul) 

jOYStilk \\111 trlll\' ,."", 

11<1" i' "l'k1l1l'llt 
,4nn • .,n onr (Ds 

On (D-~ consoles. lht flint 

bdwffn a machine beina $witchrd on 10 the start of the 
aame can lake a minute or more (and mple or quadruple 
that for PCs and Hacs I. With a cart-based system. games can 
be pla~ Immediately (in theory). and there art' no 
annoyina load lirnei betwftn Itvel~ While this isn', a huge 

NQ·sw.... ...... wu 
.... of .... _ ID .... . 
uallHt UN of the NM's ........ -

E·wu._ncti •• IorN ................... '"-......-_ .... _ofMly_loudI ........ 
II«e ".Ioft) playocl"'~ ........... ftdIsuIte of·"- perty' ......-lriPII- • .-__ '-""" 



By haviftl four 
con ..... 1er ports 

(' ~ to Nbdendo. but 5Hte a.atysts ...... 
.... already loll far too .1ICh .. arket share to CNIpIIIII 

faClor. and hasn't hdmpered the succe'!.s of Ihe Plantation or 
Saturn rf should lend to a feeling thal the N64 IS the fasler 
system. Cam art alw mort durable. 

Most slgmflCantly. however. IS the hardware saVlng tha' 
wpportine cartridges gives Nmtendo. Without the need for 
ellMr a CD-ROM playtor or a s.eparale RAM cache for data '0 
be loaded mto. Nmtendo IS saving uself at leasl S50 on a 
manufactunnt level. Iranslallni 10 alleasl S 1 00 off the 
street pnce. Thus. ifs nOI unreasonable to regard me N64 as 
a S 2 50 console WIthout a CO· ROM dnve. and Ihe PlayStalion 
as a SI 00 console With a CO ROM dnve. 
... 0064 proMiSes unique peuiltiliriH 
.. The wntable DD (disk drive J 6. IS one of the most 
exciTing reasons to support the Nmtendo 64. Byenabline 
eamers to store huge amounts 01 save' game data. custom 
charaCters and CUSlom worlds bec:ome a reahty. and ewn 

more exciting is the prospecr of update disb for 
games. ralher than having 10 buy a whole new 

cart. A writable disk als.o WIll be key for any 
Internel strategy that Nmtendo dKi~ to 

punue. enabling soltwart to be 
downloaded and wntten dtrKtly onto 

disc, Ifs no secrel eIther that 
lelda 64 is planned for the D064. 
making 11 a must·buy. 
fIR FIMJr conrroller ,om 
III Everyone who has played 

one agrte'!. four-pl~r games 
such as 5uper Bom~rman. are far 

more entertammg than one or twoplayer 
games. By desigmng lour ports mlO 

bul_"", the _ ('_ .... 
opens itself up 
to .ultlplayer 
possibilities 

the machine. Nmttndo has clearly 
acknowledged thIS. With extra 

controllers betne sold at an 
mexpensive pnce ! S"3 0 ). 
expect to see many games lake 
advantage of thIS. hke 5uper 
Mane IGlrt R. Waynt' Gretzky 
Hockt)'. and NBA Hang T,me. 

Developers seeking 10 create 
Slmrlar g,mrs for t~ PlayStatlon or Satum 
will bt hindered by Ihe need to prOVide an 
expensiv~ adaptor. so thiS ~ould olCId yet 

another edge for enhanced gameplay on the Nmtendo 64. 

Ten reasons why Nintendo 64 (ould fail 

While Ihe Ninlendo 64 will cenalnly be a runaway success 
among hard cor~ gam~rs.they Will not. ultimately. determine 

the fate of a s~tem. Rather. It"~ the millions of casual prI'Ift'S 

who will. In the end. deCIde who wins the next-erneratton 
console war.. 

Chief among these casual purchast>rs are thf Ft buyen 
- parents. aUnf$ and uncles who buy Sysltn"I$ for rhose who 
can't afford the games Ihemselvts I ie kick!. Theft are many 
rtasons why Ihey may eschew the Nintendo 6. for a Saturn 
or PlayStallon. Chief among !hem art the h'lh costs of the 
system and Its gamn.. and the fact that theft will be little 
thirdparty software on thf shflvfos - traditionally an NSY 

bench""" for JudIin& 'he ""et" oIa pladorm. If the N64 
dofosn"li¥t up 10 Nintendo·s own t')(ped.eions. 11 IS hkety to 
... for.he ...-oUtIiMd below. 

li lt· ............ 
Tht Ninl~ndo 6 .. has 5Uff~ homtK dNy... TWice . 

Originafly schfduled for' 199') rtlHse, lMo launch wo» 
pos'poned until April of thIS year. Then. I1 Wo1$ dtIayed aa,.n. 

Thew dt-Iays have beMflted Ninttndo·s competition, 
FirSt. II has enabled IMm 10 sell more hIrdwaft untt5 at a 
hllher price I tf only 10 those pmen 5kIc of WIihnI for the 
Ntntendo 64 t, Sttond. the em. year'S hNd IIBrt now 
~nables ~ea and Son,. to compete' with wcond- and ewn 
thlrd'ltMfauon software, as opposed 10 rnerefy their 
o_ne wi¥o< Many ........... would ..... thot this has 
fud&<d the dlotmcnon _n 11 and 64 .... '-'ne 
Nlntrndo of 11\ advantaet. 

The« IS a htsloncal pmedent for those who would 
pre<hct thi!. scenano: In the i6bt! era. Nlntendo's delay In 
bri"l'nt the SNES to US shon5 enabled Sqa to litn a 
foothold IhII ended up cOShnl Nintendo j&6f ewer half of the 
rnarl<tt...... do<pi .. the SN£S., _._ 
_onlY _the Hoaa Drwo I aka Gtntots in .... SI .... I. 

Thio_ ........... _f __ , ...... 
contpt1I1.S. whowtU haYf hid InIft than. )'Hr'S head SIar1 
by .... US _ dolo 01 Septembe< 10. Sop oxpem to !OIl 
OM milloon ........... US by .... end 01 1996. Sony says .11 
do Iwtter than that. AI bIM. Nlntendo will setl 4.100.000 Into 
the US mM'bt krt....-m of the videocamina equtvaltnl of 
an easy ',hret-dIr ..... ~ on nawere, 

By ......... I SonJ II1II Sop WIll ....... ached ,''' 
(nhcal mass of hantwarf Ms ~ for Iont'!mn SUC(N. 
and Nmlendo wtn onty .. halfway t~. And thr~ay races 
In the HrhallfMS bustn~ss always se~m to bo,l down to two 
Slrone (onpfito~ and one pathetIC also-ran. 

Nmlendo's stri~nl quality·control mechanisms should 
also ensure that most software ships lare. too. Htroshi 
Yamauchl has shown no M!.lfaliOn m postponing the tfleiSf 
of games al the whims of his developers. This can only lead 
to even funher delays.. 

B .I's I •• nJt'Mive 
When Ihe Salurn COSI S"399 and the PlayStation S299. 

S249 looked hke a great price·point. But Wllh the Saturn 
and PlayStation now Ins than SlOO f and £200 in the- UK I. 
Nlntendo suddt>nly finds "self In th~ uncomfortable poslllon 
of beln8 Ihe moSI ex~nSlVe console on Ihe block. And while 
Sega and SOny can include a game WIth Ihe console 011 a cost 
10 themselves of about S"3. for Nintendo 10 do Ihe same 
would COSI about len limes that. In terms of cost of goods. 
A Nmlendo 64 plus Super M.mo 64 WIll weigh In at about 
S"320 In the US a hefty price pOlnl consld~nng Nmlendo 
expem parents to buy thiS s~lem for their chIldren as a 10y. 

Most Nmtendo 64 earlS Will retal' for between S69.95 
and S7 9.95 (most likely £50 10 £70 In the UKI. Thanks to 
the high COSI of slhcon. Nlnlendo Simply cannot compete on 
pnce for gamt>s. e'!.peClally In 'he (albell unhkely I ev~nr rhal 
a price war breaks out. The high cart pnce WIll not 511 well 
WIth the value consCIous. 



_M-.....U .. _-.. .. (_. 
......... _ pIoyskolol .... SNIS..to bot .. 
_ ........... of .. MbIts ,I ....... ,_)..,. 
i4iU ..... "" 7 .. , ...... outIeyforp.~' .... 

Abo. considft' that whl~ Ntnlendo 64 IS the mW 
GpenM system. if is btine rarcetfd 10 rhe lowest agt 
dtmocr..,ttiC. Pamws at!' probably JlKt as likely 10 buy I 
cheaper systtm Wllh chNptr eam6. norwllh~,andine the 
pS)lCholocical imphcarton Ihal by berr\i more expenSIVe. the 
Nlntertdo 64 is the 'prflnlUm' s}'$lem. 

11 n.e I~rcft .u4iea<e ~ .. '. Uil't Heut '''bi, 
Focus croups have ~altd that most ch.ktnn under 

about 12 yeal'5 of • simply can', reil the differmce 
bttwHn 16bil and nm-gfl'lf'raflOn tlrle-s. They are JUSI as 
satisfied playing a ~idMCrolle-r on a SNES as thty would be 
pliJ)'ine W"W'Race 64. 

Couple rhls 'Nuh Nmlendo's staled Intention to continue 
heavily promoting the SNES and it's not diffl(uh to ste that 
nwny partnls Who go into rhe stort' Wllh the idea of buying a 
Ninttndo 6-4 will. in fact. walk out with a SNES - glad of the 
rxtra ca5h st1Um their pockfli. 

Oleter game~ who will drflnltely care abou. the 
diffmnce between 12 and 64bll ~ may be far Ins likfly 10 

buy a Minffndo 64 once 11 .s marktttd as a "kicfs s)'YflTl". 
Seta and S'ony Will surely exploillhrs in thm own marketing" 
And. In et "whlCh·.s cooler?" war lnat w.1I be foughtlarafly on 
the playerdunds of schools. gaITIf' qual.ty may lake !.econd 
place 10 perce.ved h.pness. Sure. the hJrd1:ore garners w.1I 
,"11 buy Nintendo 64. but as stated earlier - the hard·core 
earner makes up only a small fraction of the marke!. Indeed. 
most PfOple play gJmes l.ke SrarFox or Hano Kart desplle 
the cute character!.. not because of them. 

11 Onl' trick pony? 
Super Mano 64 .s undenIably a landmark In 

VJdeogammg. desllne-d 10 re-defml' Inleractive entertainment. 
Bulll IS the frUit of more than two and a half years of 
development. unlimIted development resources. the winning 
touch of Stllgeru M.yamoto. and .s bUIlt on the most 
successful vldeogame charaCler of allt.me. 

There are absolutely no reasonable grounds to assume 
that any olher Nintendo 64 game Will match Super H,lno 
64's level of achIevement for a very long nme . In fact. N(L 
chairman Hlrosh. Yamauchl r~enlJy conceded that .f Ihree 
eames came dose thIS year then they would be fortunale. 
Indnd. many th.rdparty publl~hers W1th Nlnlendo 64 gamn 
In developmenl were scrapplni half complete-d prOJ~ts and 
headmg 'back to the draW1ng board' In Ihe wake of Hanos 
64b.t debul al E'. 

As.de from PilorWmgs 64 I wh.ch also benefus greally 
from the nostalgIa faclor I and Jrguably" Wave Race 64 

and Shadows of 'he Empire- (whICh doeosn', play as good as I1 
looks I. much of Nmtendo 64'S other software. like Ultimate 
Doom and Kdler Instinct 1. doesn', offer significanT enoueh 
Improvement over the 12bll games of Seea and Sany. 

As a by-produCl of Nmtendo's quallty·over-quantity 
software Strategy. there Will be far fewer games available for 
the Nmtendo 64 than there Will be for a SaTurn or 
PlaySt.moft. wt"Hch had more games on shelves 1~1 ChriSlmas 
1bIn Mntendo WIll have to 

dewtopmttw for the N64 by 
......... of 1997, A,d b<co ..... 
there wGI be fewer eames 
...... 'l'esys'em WIll look 
far ItsI appealIng 10 parenfS 
whett thlywalk Into Ihe SIOrt 
sfnceo OM of the main ways a 
.. m b Judled by casual 
purtMsers. like parents. IS by 
It. number of lilIes ~vallable. 
not the quMil)' of Iho~e lilies. 

\1.111\ thirdp,Htv 

pU blishl'rs \\l'rl' 

sera ppi ng h,llf-l'''I1lI,Il'll'd 

projl'l"h '1I1111ll"1l1111,:~ 

11 ~rty deYl'lo,en 
111ft Ulnrn1cl's 

Compare carfTldges to (Os: 
earlS cost between £20 and 
£'3010 manufacture. COS co~t 
~ than £'3. (arts can take up 
to three months to make to 

volume: a Nkh of CO~ can be 
tumtd around m days. 

TM COFl$equence? 

'b,Kk tu tIll' dr,l\\ing 

bU,Hd' ill thl' 

\\"~",>I Mllrio's h4bi t 

debut ,lt I 
Publi$htne pmes on cartndges 
can ~ a huet nsk. requ1nne both an enormous up-front 
tn¥fSt~ of cash. and the gamble of haVIng to predlCl what 
the market 'M11 be demanthng wveral months ahead of flme 
Underesttmaling means lost sales: overestimating means cl 

,,~ amount of money !led up In alm(Xt wonhles~ InventOry. 
Bec:ornlng famlhar WIth the advantages of publishing 

on CO for the Pc. PlayStatlon and Saturn. il's ecny 10 ~~t- why 
publiShers will not be 1Ichlng 10 return to cartndges. They 
Simply can't hold as much data as COs. 
Atthoueh fnO$I eames today do nol 
twn conw close to USlI\i the full CD 
'" any rnl'amngful way. developer\ 
~I'E' now famlllar Wllh the freedom 
thal (Os offer. and many gametS 
have come to expect FM\' cU'~enes 
JS well as Red Book audIO 
soundtracks - both of which reqUire 
a CD formal. 

Games ~uch as ResIdent Ev". 
With many prerendered 
backgrounds. Simply would nOI fll 
on a sub £1 00 cartndge. Even a 
SImple slde~roller hke Guard,an 
He~ has an execulable hie thafs 
larger than 272 Mblls 114Mb) 
around four times the size of Ihe 
first rhlTdparty N64 t.lles. 

For good or Ill. many devl'loper!o have InvesTed ml)lIons 
In developing muhrmedla ~tudiOs. and ~ for ioOd or Ill) Ihey 
want to use them If for no olher reason than to JUSllfy Ihe 
expense to theIr ihareholders. Many developers seem 
conv1nce-d that thert 11I1es WIll not Sell W1thout a mulllme(ha 
flash. whIch Just can'l be prOVIded on .he canndee formal. 

Ntnlendo dallT15 thal It can wrvrve without substantIal 
Ih"dparty suppon. BUI rhafs exaclly what Atan said about 
Ihe Jaguar. A funher problem IS that some third partIes may 
be scared of Nmlendo ·cheatmg·.In lale 1994. ShinY 
Entenammrnfs Eorthworm ),m launched for the SNES on a 

When the _ ftn.11y 
.ntves In tile Uk next 
yur Sony and Sec. 
wI ...... '.lnecI. 
........... oIth. _01. 'lbeus 

lII.chine (aboye) 
stands. better chance 



16Mbi! canndgt. Two week~ Ialer, Nmtendo's own Donkty 
Ko"i Counrry was relea~ on a 12Mbll can, and sold for 
S10 les!.. "How the hell arE' you meant 10 (om~le with Ihcur 
bemoaned Shlny"s O,,"e Ptm. He has a pomt 

Nlnfendo controls every aspect of Ihe carl 
manufaCTunng proce~~ I even to the pomt of ownmg the cart 
ROM manufacturmg plan!). and It txpt'm 10 make a profit 
over and above 11$ hcen~mg fee-, at every step of the way. Of 
course. th,s venleal Integrallon also gIves NmlE'ndo the ablliry 
10 make .IS own (arlridge~ as cheaply as po$Siblf". 

Very few game dt'Veiopen around Ihe world have 
COmE' closE' 10 explonng al1lhe pouib,hrits of Hblf, ~ 
alone prepa~ Ihemselv~ 10 start pushmg rhe en'lt'lopt of 
64bu game development 

Tht" skiJl required 10 make a greal 10 game ~ far 
beyond the skill stt IlH'dtd for a 20 ealm. In terms. of 
character design. world cr~allOn. and iam~play ~1~nb. 

Th~ camera angle atoM can 
cau!tt' a mullltud~ 
of headach~ 

To be fair. thn problm\ 
faces all iam~ companies as 
the ~wi!ch 10 3D J5 att~mpted. 
bur for th~ N64 !O be. hit, it 
ne~d!. dlff~renllallon now, 
esptC1ally ~lnce only a few tltle-s 
will be Inlroduced Ihis )'tar. 

B~(ause gam~5 n~~d to 
be wnllen exclUSIvely for th~ 

Nmtendo 64 developers Will be unable to return 
development (osts across several platform~. a key strat~iY" 
loday. when the number of unus sold WIll pal~ In 
(ompanson to rhe amount of 16bl1 softwart that could 
be moved JUSI three years ago. 
_ ·Dream T~am', or nlchlm.~? -=- If a~ed fO put together the drtam leam of gamt' 
dn-elopers 10 creare Ihe ull1male software Ime up. most 
gamers would Include oUrflllo such as Squar~Soh. Namco. 
Konami. Capcom. PsyenoSl\. and Bullfrog. C~r1amly. the hkes 
of GameTek, T"u~. AcclaIm. Spe<lrum Holobyte and then 
such obscure. unproven entlllH such d~ Angel Studm . 
would be ne-ar the bollom of E4tt's list. 

(ynrcs can ea!llly argu~ rhat - wllh d (oupl~ of notable 
~xcepttons.. hke WiUiams and lucasAm . some m~mbtn of 
the ·Dream Team' art compantts lacklne a provt'n Irack 
record for makIRI ,rtat videoaamH m the cutthroat world 
of multlformal publishlne.Instead of beine the cream of the 

world gamme mdUlo!ry. they are. m fact. th~ who we an 
allk1nce wilh Ninlendo as a way of ~I!ht'r lemporanly 
t'Scaplng from market reahllt>\. securing an e.ny ride into 
maIRs!ream eame- pubhshing. or who see Ninlendo 64 
pubhshmg as a way of ~l1lne rich qUICk. 

Despite what Nmtendo may have people believe. game 
creallOn IS not a sClenc~ and there IS. no wl1f110 auaranlH 
success. Very often. the b~1 aames CO/TIf out of iI'\1all. 
obscure developers With little or no II'Mk record (take Id·s 
Doom. Bhzzard's War Craf, Alextl Patttnc,is T#tri$ or 
anything by Geoff (rommond. for ....... J. Of .... he bosI 
poliCy 15 Simply to throw enoueh mud, and hope that some 
Slkks.Indetd. much of Nlntendo 64' intttaf hM'''' f.lb f .... ·' 
short of what has bf.en promised. 

• 
n.. ... a4I""' ....... 
(~nttOnal wtSdom statts thal one of Nintendo's 

chte( advanta£f'\ IS rhto Nlntendo brand.. Tht namt Nintendo 
was ~us With VJdtopmll'lC 1twH" In tht filhht!t. 
and ts hence a terrifiC we-apon In the vidtotamt wars of 
~rnnetIH. 

There are. ~r. two probll"nlS With this belJtf. First. 
Nintt>ndo lS goIng ftrmly after Ihe 8 to 1 3 ~ar-old market. al 
leaM initially. But th~re lS evtckn(e to show that wtlll~ 
gaming remains popular among the pla)'trs who wt'rt 8 10 
13 in 1991 when the SNES was mlToducec1 (and who are 
now J"3 to ! 8 themstlvts). It'S enllrely possible lhat thiS 
sarM agt group loday IU$' Isn·, 35 interested in VJdeogames 
as their big brothers wt'r~ five yean ago. Trends come and 
go. fashHlns change overnight. Try selhna T etnace Mulant 
NmJa T urtle-s or Transformers on the strtl"t today. and 
witntiS thto lukewarm rt'5ponse. 

More praematically. Ninlendo IS counting on brand 
loyalty and the Mdno name 10 stll syst~n1\. BUI what does an 
eleht·~ar1)kI remtmber about N'"tendo?"Th~ loyalty to the 
Nintendo brand J5 amone users 11) )'tars of .itld up - the 
people brine farided extensIvely (and successfully) by ~ 
P1aPtallon and Saturn, and lareely tanortd by Nlnrendo. 

11 S..,.04Stp 
Wirh. mpunum of-IjOO.OOO units anM"'I in the US 

before lhe end of 1991 ., market"" bud&et ItI excess 
.f SI 00 po!' """"""" .... _ f.rohe Nonlondo 64 " 
certain to 0UfSIrip ~ ~ wtll fu" a fire that tr 
simply doesnt ... 1fiit~es wnh whICh 10 deal. ThiS 
wl1lljk~1y dIIie~. partICularly partnts dHperale for 
(hriSl~hts.. into the wallme arms of Sony and Seta 
(who will have no product shortages ~. And onct one next 
generation system IS purcha5t'd. the hkehhood of a second 
one being purcha$ed drops dramallcdlly. espe'lal1y if. as in 
Nintendo's busln~1 plan. the p.Jrenrs art dOing Ih~ ShoPPI"l. 

k. they enler !he toyshop to buy the con')()le, the 
Nintendo name WIll certainly be fam.hClr to mum and dad. 
But more famihar than Iha! will be The ndme of !he WOrld's 
number one comumer ~leclronln manufacturer. Sony. And 
while m most markellng. the toculo IS always on the 
PlayStallon brand In ~!ore pom! of pur<hasf' d,splays I more 
hkety 10 be !tt'en by gift buyers I .• he Sony name is always 
promlnenrly dIsplayed. for Just that reason. 

When gl" buyer., walk InlO a More In'endmg 10 buy a 
gam~ system, seerng Ih~ I~!ed Sony name al a lower pnce· 
pOIOI. combined Wlfh a volume of lIvallable I and ch~aper ~ 
gamt'S. is bound 10 Impress pf'rhaps even more than 
Ntntendo·~ name. ThIs IS a form of competlflon wllh whIch 
Nmtendo has n~er had 10 deal before. even when squaring 
off agams! Sega In Ihe 16bit days. The eame Induslry's 900· 
pound gonlla may well h,)ve Just run up aeamst a bigger. 
more scary monster Ihan t'Ven Itself. 

Dt'5pi!e liS intlialla(klustre periormall(' in the )lblt 
race. Sega Isn·1 gomg anywhere. It plans to s~nd almost as 
much as Nintendo throughoul 1996 on marketln,. and II 



has ~lhJne Iha( Nmlendo h.::l~ never had AM]'s library of 
killer (o,"-op~ When V,nua FighTer J IS converted ro Ihe 
Salum. even with obvlOu~ console-v('r;lor'llimitallom it i~ !allll 
auarantted to bf' cl tn.nslve hll. 

Seea can al~o be rehl'd upon 10 produce cl mor£' 
innOYalive marketing campaIgn rhal reaches beyond the 
lowest common denominator of Ihe.r. up unlll now, half 
baked Saturn strategy. Combine thIS with a new SOniC title 
On the Salurn and Mega DrIVe. clnd NIGHTS on rhe Saturn. 
and It'S clear thal Sega ,sn"' planmng on laking Nintendo's 
thnal hehtly. 

And. of course. lit pT~nf. Stga has the only Internet 
itra1eiY among the console manufaCTurers. whICh could scorE" 
major potnt::. If The market for the '\SOO ~twork PC' really 
does eJCi!,1 
l1li 0064: Nmfendo's 11X? 
_ In the entire h~ol')' of {onsole gammg there has never 
bt~ a peripheral that ha~ sold in ~mf!Cant numbt'T'S. and 
Ihe 006-4. which w;JJ add ". few another SI 00 ro Ihe CM! 

of lhe Nlntendo 6-4. IS not ltkf'ly to be an exception. despite 
the ranee of fecnuf'f's if Will offE'r iJsers. ·Its nOI a roure i 
would advise laking. ruefully warns Sega's Tom Kallnske. 
conscious of )lX's hlgh·proflle no~·.> dlvf' onto oblIVIon. 

Indeed 1I'S posslblf fo argue thal no maller how 0064 
fares. ifs bad news for Nlnlendo. Illllails to sell 10 any 
slgnlficdnr numbE'1'S al all. then Nmtendo IS stuck With 
c.artndges I bad nE'WS 1 and (an wtJVe goodbye 10 any 
POSSlbiltty of 1OIroducine a COmpE'IIIlve online gamlOg 
nerwork for NlOtendo 64 f bad news I. If tt sells a 
rea!.Onable amounl of unit$. if then ~phls the Ninlendo 64 
lame market down the middle - half Ihe people will want 
cartrldgf' eam~ half WIll want 006. eames. This will lead 
to confu~on. and dilute d~lopment resourc~ f bad news). 
If 0064 ~II\ out and ~comes an essential add·on for 
NlOtendo 64 eammg. then t~ entry level price of Nmtendo 
64 gamine Ill(reases by SlOO 10 SlSO {bad nf"M1. 

Addlflon.Jllr. Nmlendo's hIStory of not ~pporting 
peripheTals (liS FamiCom disk dnve failed due to a lack of 
!.Ofrware) means Ihal ('VE'n hard core earners wlll wan! 10 

think twice before they buy. 
11ft Nlnttndo I~ too nthll)' ned to J.pu 
lAY One Nl:"llendo subconrractor qUipped to E. that 
Ihe folks. .11 Nmtendo of Amenca art so cJOStly hnked 10 

thtir J.-,panese HQ Ihey nef'd permiSSion 10 'ake- a leak. 
~ a~sumes Ihl~ I~ a ~ltihl exaegtralion. but the point 
is understood. 

zeIdG ... destined for the DDU optical disc drive. 
should create .Imost .s much m.ss hysteria u MIIn. 

While all 'hree (,'Il"?k m:.lnJhcw.;"c·' .. ne do,(·I,. fled 
10 thtir JJpane~e parenl com~'r.IE':;" none art tlej 'Tl:Jre 
tlehll)' than NmlE'nd". Whit\' Vgd mJy .1Q! Jlways ,<now 
when II I~ ie-Itmg 
_nformarion from JapJn. If~ 
,enerally frE'e- to do what 11 

wan~ With Ihl' mform<lflon 
onc.e 11·5 m II~ hands. 50n1 
hOK even greal('r fr('edom 
fSpecsally since so many SCE 
J,Jp,Jn executIVes are now 
occupyllle offlclM al SCE 
Ammca·s FOSter (if)' 
headquarters.. Th(' end 
result is that Nm'endo 01 
Ameri(a "Imply c"nnot 
manoeuvre in rhe 
markE'lplact as fast as 50ny 
or Sega C!In. 

One Nintt'ndo subcontractor 

quipped thdt tl", folks "t 

Nintendo of 
America ,m' so cJosl'ly 

linked to tl",ir l"I'.1lll"l' IIQ 

thl'\ Ill'l'd pern1ission to 

take a leak 

In conclUSion. EdgE' behe-W'i Ihe Nmlendo 64 will bE'.J huee 
~cceu. but Ihat SU(CHS IS by no means guaranteed. Without 

Sup~r Mdno 64. Nlnfendo would bt In seriou~ Irouble 6uI 
With Super Hano 64, Ifs hard 10 see how 11 can fall Who 
wouldnl buy a ~ys't'm 10 play JUSI one Iruly IncredIblE' £ 
game? 

KeMCO is one JalMneH compan 
that has sbuted to reveal its 
Intemal development efforts 
(Blade tJnd Barrel. above) 

'Dream Team' software has varted In quality so far. At E', WUllams' Warne Gretzky's JD Hockey looked rather 
3lbit. while DMA's Body Honest (top left) and the rather dreary·looklnl Doom (.bon) were nowhere to be seen 





test screen 

I 

i SUPSf m'filJ 64 

From top: M.riD views the first 
level from its mounuin; aawiin, 
throuCh flowers to sneak up on a 
snoollnl enemy; green bloc:ks ,ive 
M.rlo 11 winced hat; using it allows 
him to soar across the landscape 

M.rio·s adventure begins outside Princess Peach's casUe. The Nlntendo 64's graphical processing musde 
generates an inaedibly smooth and dwlled environment outperforming existing llbit formats considerably 

I
f Nlnrendo aimed 10 sel lfself a lough task. 
choosing to make The fl!"s1 Nmlendo 64 
flIle a continuat1On of the mOST legendary 

senes of VJdeogames In history must surely rank as 
the most demanding one Imagmable. Mano's 
hneage. after all. IS cl concenedly rwo-chmem.lonal 
one. and hardly Ideal matenal upon whIch 10 base 
what was desllned 10 be the most Intensely 
scrul1nised 3D VJdeogame of all time. 

Nmtendo estabhshes Its Intentions right from 
the moment you power up the game. when you're 
greeted WITh the spoken words: 'Ifs me ~ Mano!'. m 
a high-pitched. pseudo-Amen can Italian accent. 
followed by a polygonal representallOn of the 
portly plumber's head. which (an be playfully 
tweaked and lugged using a glove like pOinter. 

The Bom king (left) Is the first boss charader that 
Mario encounters. Defeating him is easy - simply 
grab him from behind and throw him (above left). 
Koopa challenges Mario to a race (above right) 

At a tIme when The PC gammg fraTernllY IS 
gelling ItS thnlls from guns. gUls and gore from the 
likes of Quake. NmTendo is workmg aT the olher 
end of the spectrum. expoundmg on The overtly 
Jolly themes that has made It the biggest 
VJdeogame company m the world. 

Any preconcepl1ons abOUT thIS bemg a game 
purely for kids are quickly dIscarded . however. 
True. 5H6·fs presentallOn doesn't Sit comfortably 
alongSide the likes of '90s new breed games such 
as W,peout 1091. but videogames eXist to 
entertain. whether they come drenched in 
DeSigners Republic Imagery or gaudy. Toytown·llke 
colour schemes: whether their soundtracks feature 
full on Chemical Brothers arrangements or 
disposable phnk plonk hft muzak. And 
entertainment. more than anythmg else. is 
5H64's watchword. 

The moment the game hands control of Mano 
over to the player. an expenence of dIscovery 
begms. WlIh over 20 actions 10 experiment wuh m 
The opening environment (a grassy area dOlled 
wllh trees. populated by bIrds and bUllerflies. and 
flanked by a beach 1. the TemptallOn to Simply toy 
WIth the controls (conslslmg of a combmal1on of 
the analogue Slick. the A and B bultons. and Ihe Z 
'mgger' bUllon on 'he Joypad's underside) without 
achlevmg anYTh ing m particular IS overwhelming. 



Using 3D, SM64's designers have invented all manner 
of innovative enemies, such as these deadly cubes 

Along Wit Slm~ hes and Icks effeCled with 
simple slabs of the aitack button. ifs possible 10 
pull off sliding anadcs. fOOl ps and bOlfom 
bounces (remimscent of those Yosh/ 's Island). 
The lure W' _ per~ NITII to be a fonunale 
one. as famiharity how ario behaves and 
performs IS essenll - unhke prevIous Mafio 
games. where skills picked up In one could be 
easily apphed 10 another. Ihere IS IInle you can 
bring 10 5M64 apan from The wIllingness TO learn. 

This faCT makes IT initially l~s accessible than 
any other Mario tiTle. GeTllng 10 grips wuh liS 
analogue control method (Jig the Slick slightly and 
Mario tIptoes: push It to lIS full throw and Mano 
runs: m belween he walks) IS nOI really where any 
difficulties occur. as Nintendo·s new Joypad 
technology performs excellently - ifs the way the 
aerion is viewed that lakes some gellmg used to. 
The game camera moves by ItS own accord almost 
conslanlly. with Ihe Inlentlon of presenllng whafs 
happemng on screen to Ihe opllmum efficiency. 

nus means Ihal you rarely get to a pproach a 
challenge from a viewpOint Ihat you·re accustomed 
to. and will involve frequent frustration as you 
allempl 10 run across a narrow gangplank between 
two floaling Islands. or across a Thin bndge 
spanmng a rushing subterranean nver. for 
example. Ifs all a maner of praCllse. of course. and 
what stam out as a mggle eventually becomes 
Simply another aspeCl of the pla)'lng experience. as 
mampulatlng and fme tuning the camera view 
yourself 15 as user-fnendly as could be imagined. 

Considenng 5M6·fs 64 megablt cartridge 
format. the scale and variety of its content is 
astomshmg. ConsIsting of 1 S courses - each a 
sprawling world In Itself - there are countless secret 
areas and bonuses to discover. m the true Mano 
tradition. Your quest will take you over ice-covered 

Once activated, red bloc:ks can be smashed to reveal a power-up which turns Mario into a metallic fonn. 
In this invulnerable state ifs possible to smash throuxh enemies and use ,ained weilht to sink in water 

test screen 

$M64's realtime intra sequence 
shows ukitu seeklnl out Mario 



~ test screen 

Exclalmation blCKks (left) reveal bonuses. Flndln, a mirror 'above). which reflects SM64's 
umeraman. IAkitu. is • ma&iul moment The Ghost House (ript column) Is very atmospheric: 

mountain. around X1nd-ndden pyramId and 
through mu rky oceamc depths. encountering old 
and new foes. and old and new challenges along 
the way. Each new level surpnses and amazes In ils 

~~ae",in. and each IS a Ih~lhng e~nen(e 10 usel£. 
. graphl for al1rhelr cLlenes!. and 

tendennes. are the most "1agmflCenr ever 
a home system. Shlleru lyamolo's dream 

~~.Ji ~~,~;~(~~~~ someth ing that IS more akin 10 an 
'" ~oon than Cl vldeogllme has been 

reahsed la a remarkabl degree: at times It'S 

almost as much fun t SIT back and waTCh 
someone else play SM64 as it is 10 be plaYIng 11 
yourself. Ammation IS extravagant, textures are 
Impeccably lavish. and even the most seemingly 
superfluous louches are rendered w;Ih the kind of 

SM64 Is packed to burstlnc wtth jaw-dropplnc graphical set pieces such as this slldlnc·tlle 
section (above). Mystery·packed watery sections (right) are some of the ,ame's hiCh points 

delallrhal any developer olher Ihan Nintendo 
would no! even consider Implementing. 

While a large pari of the game is spent 
khng slralghtforward chall enges~ negotiating 

rdou ndscapes. usmg your myriad abllilles 
collect d-Io-reach stars. elc t. there are many 

use scralchmg of heads. As m 
tendo games, Ihough. the eamlR, 

... ""nmonj ls generously peppered with 
po_ ch gIVIng the .eJayer h"le pOlRleri as 10 
whys and wherefores of thIS often puzzlmg 

rtlflClal world. Early N64 adoplers picking up 
Japanese machmes WIll fmd ~ch guidance 
frUItless. of course. but Its presence is Iyplcal 
Nmlendo. and demonstrates LtS unmatched 
underslandmg of consideration for the player. 

-~ ~~~ ..... . 

~ 
~ ... , . 

.::-. '. ... . . 
... t. . ' 



Though levels of Ice and snow are predictable in platform cames. no-one does it better than Nlntendo. From left to rlCht: maklnca typically 
tough leap; a,lant penculn has lost her offspring; Marlo finds the nipper In question ; brlngin, the two to,ether again is a hazardous undertaking 

This desert-themed course Is packed with hazards. Indudlnc slnklnc sand. From left to rlcht: reaching Its focal point. an enormous pyramid; 
inside. hanging from a steel cage-like arrangement; being chased by a rolling enemy; surfing the Ulnd wtth a shell - another fun element of SMM 

hamper the game. either. Nintendo's in­
house sonies supremo Koji Kondo (who 
contributed soundtracks to many a 
legendary SNES game) turns in a typically 
inspired performance in squeezi ng memorable 
au dio our of Nintendo's 64bit hardware. While. 
perhaps predictably. some musical tracks fit The 
typical cheesy Japanese game mUSic mould. OThers. 
such as the siTar-laden burbli ng score of the first 

fIery level you encounter. generaTe at least as much 
atmosphere as any CD-streamed track. SpOT effects 

re SImilarly Impressive - MariQ' ore noteworlhy 
aCltons on-screen are m byaud le 

at ompanimenl In I~ of d 
oops and hollers. gf 
en more spark. 
The premier Nmtendo 64 eeme: ably 

~ndjcates the elay I~Se4 the 
machme's re ease by Sh ru I"flyamoTo 
and his team of designers. It's a well­

known fact that few videogames delight In the 
fashion an example from Nlntendo can. but 
no Ntntendo game you've ever seen is nearly 
as dehghtful as this new 64bit breed. 

The world of videogaming has JUST 
changed forever. The prospect of what 
Nintendo can deliver fUrlher down the £ 
hne truly boggles the mmd ... 

StillS ratina: rsn out Of ten 

Cannon travel 
is essential to 
reach certain 
sections 

Upon first reaching the sunken 
ship in this level. your first task 
Is coaxing a giant conger eel out 
of its home (left). then opening 
the chests Inside in the correct 
order (above). eet it right and 

.the craft will surface (far left) 



test screen 

Pi'.,WinIJS 64 

With scenery this beautiful If s hard to concentrate on the missions. Some texture mapping is 
almost photoreilllstic In quality (above). Tropical islands (right) are particularly stunning 

rJ 
1though media allentlan Wlllmfvllably 

• focus on the bnlhancf of Super Hano 64. 
• 1 may nOI provide an accurate Indication 

of how good or mdlfferent N64 mles WIll be. After 
all. SM64 had 10 be good + the cuTe hole figure IS 

Ninrendo's ICon. the company's mam assel. 
Ninrendo simply couldn't afford 10 get that game 
wrong. Recently. however. sceptics have been 
claimmg rha! The N64 will rely solely on SM64. 
and Tha! all other games will pale wo 
insignificance. PJlorWings 64. Then. 15 an Important 
release - if'S a Sign of what we (an expe<t from 
lilies that don't mvolve a cenam hahan plumber, 
And, If It'S an accurate Sign. the future looks 
extraordmanly bnght for Nmtendo, 

In terms of plol. PW64 IS very Similar TO 115 
16biT predecessor, The player must compleTe 
dozens of flymg tem in a variety of aircraft over a 

number of different Island sellmgs, Each fhghT 
mvolves completing a different seT of tasks. These 
usually mclude zoommg through hoops m the sky . 
shootmg at TargeTS on the ground. even Taking 
photos of bUlldmgs. and all have to be followed by 
a neat landmg, When the stage IS complete, players 
get pOintS based on how they've coped With 
obstacles. how well they landed and how styhshly 
they performed the whole exercise, If the score is 
good enough, the player then goes on to the next 
level and faces a set of more difficult missions 
and tasks. 

Inevitably, the first thing that grabs the 
attentIon are PW64's mcredlble graphICS. Each 
Island settmg IS faultlessly deSigned, extraordinarily 
detailed and JUSI beaUtiful to look al. 'Holiday 
Island '. for mstance, where the first three missions 
Take place ~ one mission for each of the craft) . is a 



Some of the panoramic vistas ;ue breathtaking. 
despite scenery oc:casionally popping up slightty 

lush green Iroplcal 1oc311on featunng small. 
lnlnC3Tely desIgned bU1ldmgs. lowers and even a 
fairground. Ifs a hIVe of aCIIVlIy: when you flyover 
the coasl. Ihe sea roars and the waves sweep 
realistICally mlO the shore. There are even speed 
boars coastmg through the waler. and hang-gliders 
CIrcl ing a mountain peak. SometImes it's hard la 
follow rhe mISSion obJecllves because Ihere 15 SO 
much 10 explore and so much 10 find OUI about 
each location. All '9»' nd 'Holiday Island' 15 . 

arguably Ihe leasllm eSSlVe I lion - in fact. it 
may even shghlly dl pOint t O!ie expectmg 
miracles from Ihe N6'4. 

Such wornes art mt$piaced hough - mIracles 
do happen.. and later Islands .Hnfress wit h the 
sheer panor: mIC seal ol their ography. One of 
Ihe IWO ISSIOOS which mak up rhe second hang· 
glider slage slarts on op of a huge mountain. The 
player ghdes over The summll for a few seconds 

test screen 

Missions are varied both in terms of scenery and the time of day at which they take place. 
Furthermore, all locations are fully interadlve. meaning you can land wherever you like 

and Then suddenly the surface drops away and a 
uge. aSlonishingly steep gully a.p~ars. The POlnl 

T whlCh f}1e plunge begms and the player oks 
down aT t~e gorge beneaTh J¥S1~ly breath aking. 
The Increchble scenery IS accenluaTtd by t almost 
phoToreall sT lc textures: mountaInS look like 
mountains. water looks like watt r (includ- g 
speCTacular splashrs) and even fire looks realistiC. 
There's IlITle scenery pop-up (on The ge islands 
suffer at all) and no plxellzatlOM - It'S all so far 
ahead of anything else 11 Simply defies behef. 

An early hand-ellder minion Involves 
taklne a photo of this chimney. busy 
pumping noxious canes Into the air 

PW64's scenery Is full of detail. The Statue of Liberty (top left) Is a nice touch. as are the whales (top right) 
and various boats (above left) that litter the seas. Bridges often play a role in minions (above right) 



t screen 

The birdman semon allows the player to explore. beautiful Island setting. The huge 
tower (inset left) and fountlilns (Inset ricftt) are Impressive. as .re the hanl-Kiiders (main) 

Each mission Is accompanied by • 
m.p saeen so that • good flight 
route can be planned. The pl.yer 
can zoom In .nd p.n around to let 
a comprehensive view of the Isl.nd 

Even when a mis~o IS flown above huge 
...... ".,,,.p, .. (usually disas ous due-fo the amoun[ of 

to ma fhem look behevable) 
lrnpres!oe'S above and beyo~d the call of 

. Planes zoom ovtrhead. fraffle noises emanate 
the s'~ets below. and skyscr pers. emuI1ne 

...-fre,,.I"'''1 hgh loom d~erous!n your fligh t 
path. There are areas ere the frame rale can 
chug shghtly (usual! hen you fly through an 
area of pani(ularly infense graphical detaIl J bur 
thIS 15 rare and doesn't detract from the action. 

Visual qualify is an extraneous deTail. though. 
What really matters is gameplay, and. like the 
graphics. it is somethmg that may nOI immediately 
Impress. Yes. the early levels are ridiculously easy. 
but they are designed to allow the player some 
praCl1ce WIth each of the first three vehicles, Once 
you pass the three mISSions that make up the 
opening stage, Ihings get a lot more dIfficult, 
complicated slightly by some Japanese text. 

Difficult weather conditions un affect each aaft's performance. 
Prepare for snow. hip winds. and ominous storm douds (above) 

.~ .... ~ / 
. . . . , 

_ \~, 
The cyrocopter has the most familiar feel of 
the craft on offer. Some missions involve 
manoeuvring throulh drdes (above rI .... t) 

The beauty of the game, however, is that, 
although each miSSIon has essentially the same 
remit - go through the hoops. land well. etc - each 
r resents a completely different play on the 

me. Tb.e ariery is panly due to the fact that 
ach of dw rah has ItS own peculianties whICh 

Med to ~ rrastered IndlVld ually, To begin WIl~ 
)1OU can ch09se between a hang gl ider. rocket Rack 
and lYfOCO!'Jer. and each fhes in a unique way. 

ha K:Jer. subject to thermal!.. IS the tnckles! 
to ontro wuh a tendency 10 dive and swoop when 
t e player least wants il to. The gryocopler does al 
leas! have an engine. so keeping it airborne IS a 
Cinch. However. the craft·s turning circle IS WIde. 
making it difficult 10 line up with hoops if they're 
perpendicu lar to each other. The 'copler provides 
Ihe most traditional fllghl sim expenence - 11 
needs 10 be treated like a plane In Ihe aIr. and has 
10 be landed on a runway. 

Easiesl to gel the hang of 15 Ihe jeT-pack. which 
has two rocket jets either SIde of the pilot that can 
be angled with the analogue pad and then fired 
with the A button. ThIS craft is not subject 10 aIr 

The seledlon screens allow you 
to choose. normal mission (top 
left) or. if you have performed 
well In earlier missions. one of 
the bonus tasks. featunn, new 
modes (top right). Afterwards. a 
ch.r.der un be chosen to 
undertake the mission. All of 
them have a sll .... tly different 
version of e.ch craft 



The right shoulder button brings up altematlve views: top-down for the Jet-JNlck (above 
left), Internal for the nrocopter (above centre) and dose up for the hang-ctlder (rlcht) 

pallern~ like the hang-glider and 11 (an manoeuvre 
qUICkly, unlike the gyro(opler. Unfonunalely 
PW64's designers have realised this and The jet­
pack missions are therefore much more 
demanding - one Involves flying through Cl cif), 
crowded with skyscrapers and l'I}'lng to gel through 
hoops hidden in the most inaccessible cubby holes. 

Adding 10 gameplay diversity is the facl thal. 
along with the individual trailS of the six seleclable 
pilots. each of the (rah has liS own special ability: 
all accessed with the Ingger on the N64 cOnfrol1er. 
The hang-glider has a mounted camera. so many of 
ils missions involve laking piclures of an objeCl on 
the landscape. One he earliesl lasks is 10 lake a 
pholo of a oil reU Oul pollUllon 
through a lall chfn'l er has 10 swoop in. 
photograph Ihe off iog ch ey and land safely 
on a pad over the hill Thil is at fun. especially 
considerine the esptonaae - zooming over 
Ihe Indus complei Ike being m a 
James Bond film ( eesy musIC). 

Understandin, thermals is Imforhnt for success 
in the hand-gilder missions. (!rcllne within one 
Increases the craWs speed and altftude 

The gyrocopler's mIssIle launcher is the most 
fun. Many missions involve ShOOt1Og at circular 
targets on Ihe ground. and it's an amazing thrill 10 

snake through a valley al 168 kph. hone in on a 
target and blast 11 to pIeces before rising out and 
into the night sky. In comparison. Ihe jet-pack is 
rather disappoinllng - ItS specIal functlOn is a relro' 
thrust which stops the contraptlOn dead still. This is 
vital at times. however. especially for land10g m 
windy conditions. 

Another major additIon to gameplay IS the 
diversi ty which Miyamoto and hIS team have 
crammed into the uncomplicated game struClure. 
In one jet-pack level the green ular hoops you 
reed 10 Iy Ihrough are bstl for hu blue 
balls. When one IS hu It bu ahng " maller 
orange balls which all havt 10 I. ite Ihe 
fact thal they're bounCing away .... 1bt scape. 
Another mission requires the p.".. to let gIant 
ball InlO n enormou nslucent Ird. 

In a sense PW64 IS a marv 
of traditional flight simulation 8 surreal 
Nintendo gameplay. There is no doubt that the 
sensation of fhght . the sense of momentum and the 
force of gravity are alllolally convincing. There is 
also no doubt that each of the craft you fly in the 
game handles in a unique fashion. The accuracy of 
the 3D fl ight model combined with the luscious 
scenery makes P'N64 a supreme flying experience. 
On tOp of thal. however. are the curious missions. 
the Mano face on Mount Rushmore. the hidden 
sections. etc. It's a weird mix of tOlal realism and 
self'conscious video game elements. but the two 
don't grate - the player simply adapls to each 
strange miSSIon without a thought for how a 
Singular flY10g expenence could possibly involve 
try10g 10 pop huge bouncing balls. 

PW64 is classIC Nintendo: a simple. addictive 
game Idea embelhshed with extraordinary detail 
and graphICal finesse. SIlicon GraphiCS' promIses of 
one day delivering a games console WIth the power 
of an Onyx are legendary. Well. thIS game looks 
like a lower resolution Onyx and it isn', science 
fierion. it's here. now. This is easily the most 
Impressive 3D ever seen in a video game. And to 
think it's all there 10 envelop such a charmingly 
diverse and enjoyable game. It may be that there is 
no other videogame developer in the world thal 
could visualise and execule a game like this. £ 
Sony. Sega. Start worrying now. 

BII08 fallno: ntn8 out of ten In the zyrocopter. you can UI'1et 
objects and «re missiles. The ,Iant 
rock man (centre) Is touch to hH 



test screen 

i mDIDr roon 61'2 

Motor roon CP2 indudes six bonus 
tracks and a 3D tank came, similar 
to Alari's ves tide. Combat (top) 

T
he original Motor Toan GPwas one of the 
first examples of 32biT gami ng that 
seemed to offer the earth upon mitial 

Inspection. yel failed la show many worthwhile 
gamepJay or longevity credentials once ifs surface 
gloss was stratched away. 

SCE-funded leam POLYS has gone some way 
towards addressing the shortcommgs of the 
original game in thiS sequel. Gameplay was flfS! on 
the agenda. and. while the driving feel remams 
more or less the same as thal of the flrsl 
game ( meanmg 11 lakes a fair while to 
gel used 10 the c3f'!1'Iack of slldmg ability 
and their subsequent propensity 10 

corner poorly I. the addition of power­
ups is a major new twist Blatantly stolen 
from Nintendo classic SNES title Super 
Mario IGm. MTGPls system involves 
picking up tokens that are dorted at 
intervals arou nd each track. These can be 
sTockpiled and used to trigger a ·carrouser. which 
can be stopped al random on one of a selection of 
power·ups. from nllros 10 oil sllcks 10 rockets. As m 
Mario IGm. considered use of these can change the 
face of a race, and Ihey add 10 Ihe competllrveness 
of the experience immeasurably (espeCIally since 
your opponents can use them. 100). 

A beller gameplay !Weak. however. IS the 
allowance for lWoplayer linked play (WhTCh 
replaces Ihe dIsmal spln·screen lWoplayer mode of 
Ihe orlgmal), and the mcluslon of a network dISC 
m the package speClftcally for this purpose. Its 
presence means that a WIlling second player does 
not need to purchase their own copy - a touch that 

By zooming the camera out. It Is easier to see 
tricky bends and anticipate the required adion 
(above). Watch out for the sheep (top right) 

The scenery In Motor loon Is truly spectacular 
and verges on the fantastic. The dragon in the 
haunted house Is particularty Impressive (top) 

other developers would do well to ado pi If Ihe 
PlayStatlon's link up capablhty IS 10 be maximIsed, 

Delightfully. there IS a wealth of 
extra oplions to discover m 
MTGPl, Selectmg 'Goodles' 
from the fIIle screen brmgs up 
six which are only revealed as 
you conquer the game. Once 
available you'll be able to selecr 
new characrers. new Tracks 
(remlxed, reversed versIons of the 
standard tracks). and even enure 
subgames. 

Such willingness to gIve 'he 
consumer value IS admirable. bUI 
Edge can', help but feel the game's core driving 
experience deserved al least as much effort 
applied 10 It fa make 11 a more playable game. If 
POLYS had stolen a a llllle bit more from Mano 
Kart. there's IIIIle doubt the end result would £ 
have been conSiderably more satlsfymg. 

611gB ratlno- SBUBa out of ten 



test screen 

Clloro IJ 

Choro Q's levels are beautifully realised. with little potypn build up as the roads stretch out. The came 
borrows heavily from the 5egfI .olly school of motorin" whkh In this case IniUtes rather th." ellcites 

breaking pOInl. In faCl, on the Simplest of the SIX 
Tracks. stanlng 031 'he back of the gnd In the faSTeST 
car and dnvlng flawlessly at top speed all through 
the three laps of the race stili won't get you la The 
front - If you're lucky, you'll scrape second, 
Selecting the same race again WIll see you slan In 

the position you finished In pre¥lously, but even 
starting from third you'll need to dnve absolutely 
perfectly, and even then you'll only pass the leader 
about three Inches from the finish line. 

Driving perfectly Isn't as easy as It sounds, eITher, 
Steering IS extremely heavy In Choro Q, and the line 
between nOHurnlng'at all and skIdding Into a WIld 
720 degree Spin IS a waferthm one. All taken 
TogeTher, these factors make Choro Q almost 
unplayably hard, whIch IS a shame because it's so 
nearly excellent - the courses are beaunfully 
deSigned and gorgeously reahsed, and once you 
eventually geT the hang of the handling (and 
manage to upgrade your car sufficiently) you can 
make a pretty fair stab at abOUT half of the 

Different wuther conditions affect the 
hues In which the lame Is dlSpNyed 

la YSllfyingly beanng Ihe same name as a 
1984 MSX platform game wuh a VW 
Beetle In 11 (from the same company). 

Choro Q 15 the fll'~' .. "emp' a! a PlaySlanon rally 
game la challenge Ihe mIghty Sega Rally, Ifs nOI 
JUS! Ihe theme thar's been pinched from the Sega 
claSSIc. though. One of the major gameplay 
differences between Sega Rally and. say. RIdge 
Racer (and one whICh no-one seems 10 have 
picked up on) is Ihe reslr1(llvely unforgiving play 
structure. In R;dge Racer. If you crash. skid or spin. 
the computer opponents aTe slowed down 10 

compensate for your error. glvmg you a chance to 
relrleve Ihe S1!uanon. (Similarly. If you get ahead, 
They dnve aT The peak of their capablilnes m order 
TO STay as close to your tall as possible). In Segd 
Rally, however, your only chance TO Win The race 15 
TO drIVe more or less perfectly all The way Through -
one major shunt and, while you'll 51111 make The 
checkpoint, you simply won'T be gIVen The 
opportunity TO finish in first place as the computer 
cars stay frusTratlngly out of reach. 

Choro Q has taken thiS creed and SlTelChed IT TO 
courses, JUSI don't scrape any of the walls 
while you're dOing 11, £ 

Some corners and cliff edces are 
spectacularly realistic (ript) 

61111B ratlno: SIH out Of ten 

Rather than sticking to one 
JNrticularfy track type, choro Q 
offers offroad and traditional radnc 



i HclUB 6111f 

After •• ch shot 11 ,.pllly can be 
viewed, wtth • nst array of 
dtHerent ClIme," to choose from 

m 05! golfers judge a (ourse by the quality of 
Its greens. Even the longest-hitting pros are 
humbled by poor pUffmg. And thal. 

indeed. is the rub of Acrua Golf. which lakes on 
many of the features from Electronic Arts' PGA 
Toursenes. but drops a shot or two short. 

Any keen golf fan will be overjoyed 10 discover 
commentary by Peler Alhss. the laid-back wag who 
provides the voice-over for the BSC. You can', help 
feeling good when your straight hitting is described 
as 'great technique' and "he sign of a great golfer'. 
Would you believe it: exclaims Alliss to another 
scorching drive. 'that was a classic shot: It's a 
shame. though. that none of AIliss' infamous qUIps 
accompany the straight-laced golf criticism. 

Driving off the tee is certainly the highlight of 
the game. The easy controls. borrowing heavily 
from the rules laid down by PGA enable club 
seleCllon, shot direction, and as a novel addition 
for non-tee shols. Ihe abiliTy to play different shots 
such as chip. punch. or normal. 

As is so often The case If IS around the greens 
that your skill and experience come to the fore. 
and unfortunaTely Ihis is where Acrua struggles. 
Although a grid indicates the roll of the green. 
and a direction arrow shows the weight and 
aim of your shot. the pUlling system just 
doesn't come close to PGA·s. Quite often 

Followlnl the balrs In-fllcht motion Is a perfect 
demonstration of Cremlln's excellent lD enclne 

The number of options av.llable before 
nch shot Is Immense (above), but most 
players will find slmpty whackinc the ban 
Is suffld ent AlthouCh the rendered 

c,aphics add much. the ,an,ly motion­
CIIptured players lene 11 lot to be desIred 

you'll find the ball speeding pasl the cup. when all 
the arrows and shders indicated It was a dead cert. 

Apart from this fundamentallrrttatlon, Acrua 
excels on both long shots and presentation. The 
fully rendered holes look superb. even If (he colour 
scheme lacks (he nch 'sunny' look of PGA What 
impresses most. however. IS the stunning use of 
panning cameras to follow the motion of the ball. 
After each shot you can watch the course gracefully 
glide by as The ball dnhs toward lIS destination. It's 
a beautiful touch. and one which adds much to 
Actua's overall appeal. Replays enable the same 
shot to be .... ewed from dlffenng camera angles. 
either Singularly or through numerous windows. 

The game can be played at profeSSional or 
amateur levels. with Wind condlt1ons altenng The 
ease of each round. Duffers can take a free 
mulligan when they make a dreadful error, and 
near the hole a glmmle speeds up pUlling. BUT 
there are qUirks. Most shots have two bites of 
commentary. but the Inlt1at praise in flight doesn't 
always match the summary as the ball lands. In 
fact after a while you get a bit miffed by the 
repetit .... e nafure of some phrases. notably 

whenever A1tiss purrs. That's been hooked 
awaaaay. hooked awaaaay: 

There's plenty of hfe in AcrUd Golf - the 
holes are fantaslic , though not famous, 
and you can play most Types of 
competition. scoring by sIrokeplay or 

malchplay and With hand icaps. But the lack 
of subtle controls that made PGA so 

comprehensive makes Actua Golf a virtual £ 
experience. not actual. 

SIIDB rat/no: SBUBa out of ten 
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Fo(using on the dynami( and far-reathing world of multimedia. 
Edge examines some of its many and varied (omponents 

numBllla 
I

n nuMed,a this month, Bill Gales sels out his plans for world 
domination. anime babe SakI Asamiya attacks baddies with a 
yo-yo. and the mystenes of ahen abductIon. remcarn,)fIon and 

ghostly appanflOns are explored In The Unexplamed. Edge also 
takes In cl dIverse selection of hip gadgets from the almost essentIal ~ 
Game Boy Pocket 10 the almost obscene Zoe toilet seal... '"'& 

r lJOOIIS " -

The Road Ahead 

• Bill Gates 
• C17.S0 
• Viking 
• ISBN 0·670 8S91 J.J 

D n 1975 Bill Gates had a 
.... slon. Ht' co·founded 
Microsoft 10 realISt that 

.... slon. In The Road Ahead we arE' 
treated to a look forward to our 
Ie<hnology·lnfluenced future, as seen 
by Gates hlm'!.elf. 

HIS book begins by r«ountlng Ihe 
history of Ihe compult'r mdustry. and 

• • 

THE · 

• 

HlCrosoffs place In 11. Here 031 10351 
from O~ of .hE' key playt'1'5 - you can 
read how Ih.s mdustry camt' mlo bt'lng. 
We are Ihen ,aken on a Journey. Wllh 

Gale5 as hosl. 100klni al a number of 
threach - most notably the developing 
Internet that will culmlna.e In 'he 
Information sooeIY Iha! he enVISions. 

Gale5 IS an optlml~t of the hlght'$t 
order. perhap~ only overYIadowed by 

Nl(hol., Nttroponte of Mrrs Media 
Lab. In hiS unwayenna .... ew that our 
future Will be shaped by te<hnology. 
and that t«hnolOiY Will bnrli/ nothmg 
but good. Gates· .... ews of a 
tethnological wonderland that he feels 

w!' ar!' all moymg towards 
arE' yt'ry pt'rsuasive. 

RoAD 
A F-I EAD 

The Road Ahead could 
hayt' been a shamelt'Ss plug 
for Microsoft and liS 
products. bUllf has TO be 
admmed rhal much of rh!' 
P( dominated world That 
w!' inhabll today. has bet'n 
fashioned by that company. 
There are generous 
rt'ft'rences 10 somt' of the 
programs that Microsoft 
has produced ov!'r tht' lasI 
few year>. but 10 most cases 
Tht'!ot' ar!' IndUStry 
~tandard!>. so some praise 
can be foreIYt'n. 

J 
If you are lOt!'rested in 

reading about our future 
from a man who is in a 
poSition 10 shape lha! 
fUTure. you Will find TM 
Road Ahead an £ !'nthralllng rt'ad. 

Takedown 

• Tsutomu Shlmomura wlfh 
John Markoff 

• C9.99 
• Seeker & Warburg 
• ISBN 0·.043610187 S 

T 
ak~own recounts the 
pursuit and capture of 
cybercnmlna1. Kmn Mifnidl. . 

We are glyen a blow-by-blowaccount 
of the events leading TO hiS arrest. after 
Tsutomu ShTmomur. - America's 
leadmg compuTer setunl}' expe" -
had his computer> hacked by 

Mllnlck htm!ot'lf. 
If you can ignorE' the 

ego WOIVIlP thal 1\ 

Shlmomura's wntlng 
style. IhlS IS an enjoyable 
read. From a slow Sla" 
11 pICks up 10 an eXClllng 
finale. but m between 
we are subjected to a 
barrag!' of te<hnlcal 
mformatlon which IS 
well-explalned Without 
detracting from the plot. 

There have been a 
few books of thiS Iypt' 

oyer the years: begmnrng 
with C1ifford Stolh 
Cuckoo '5 Egg. However. 
where Sloll enhanced 
the story Wllh rE'ferences 
10 his perwnalhfe. 
Shlmomura's attempt 
fails dismally. 

In Tak~own we set 

how the aulhontles. slow 

in association with 

IC·: .. :~:· ill 

to comprehend the events that were 
unfolding nght before their very I!'yes.: 

almosl mls~ a chance 10 finally 
capture Hllnlck for his latest bout of 
hackmg. Shimomura and his able 
assistant had to flghlllme . 
burE'auCT<'1CY and Mllmck's te<hnlCal 
prowess at every turn. 

Anyone WiTh an inlerestln hacking 
or compuler setunl}' would find 
T.3kedown a kllIsfymg read. However. 
Shlmomura's quarry t'xlm only as a 
shadowy flgurt' al The !'nd of a c!'l1ular 
phont' hne, Mort' backeround 
information on HlInlck him'!.elf would 
havt' madt' ,hiS more of a 
nV!'lImg read. £ 



,r' film 
Sukeban Deka ( art 11 
• A.D. Vision {60 mins I 
• Created by ShlnJi Wada 
·£12 ,99 (Ce rt 18) 

'" ~ ~ -~'-' .. 
foucht$. The baddlti Ihtm~lves are actually thrtt nch school girls 
who run cl kmd of Haful tx10rtlon racket allhe school - certamly 
making cl change from stereotypical huge. ugly blokes.. 

G
irls touting weapon$ and beating up people i$ a familiar anime 
theme and employed wllh excellent bravado here. Part one of 
Sukeban Deka concerm Saki ~miya. a conVlCl and skilled figh ter 

who IS freed from pmon 10 bring down a cnme nng operanng wllhln an 
exclu$ive high school. Sounds dodgy. but the shady Fed chief who frees her 
feels tha!. becau~ she's an innocent looking girl. !>he Will be able to SU!>S our 
the criminal aCliVllles les$ conspicuously rhan the police, 

The incredibly ~I)'h~ anwork IS similarly mlnguing. Host fights 
and dramaf1( moments aTt' iOlefeUI WITh Sllli drawin~ - used in an 
eICpressionisTlC way 10 intensify the aClion. It's a compelling method 
but rhe gansh colounnQ and Strange sound effem rha! accompany 
!lOch moments may amuse ralher than heighTen rhe action. 

While The SlOTY may nol be deep. The plol rallIes along. elided 
by some inlertsl1rlg characlen. Strangely, though. all.he women 
look lOo yellhey're supposed TO be aT school. In GunSrtlnh 
(als however. the women. who own cl gunshop. look ll. '£ 
Now what does rhal say abouT Japanese SOClt'!y? The derival1ve plot is made more involving by a couple of Inleresllng 

,reD-ROm 
Book of Shadows 
• EllipSIS 
• Macintosh 
• Qut now, £1 5.00 

~ 
illi.m Uth.m may be gelling 
all the press aT the moment. 
bUT he's nOl the only anht 

currenT ly U~lng computers as a medium 
for hiS work. 

Simon BiU~, anOTher 
internationally renowned anlST. 
has produced the mteracl1ve art 
CD-ROM, Book of SNdovvs. as a 
kind of home version of hiS 
'interactive' gallery eXhibitions. 

Described by the ani~t's 
publishers as an exploration of 
metaphysics and Idenl1ly, Book of 
Shadows (wn1(h h accompamed 
by a book thaT explores the 
theme5 more lully 1 IS aCTually a 
series of weird multimedia 
pictures. To add interaclivlly, each 
picture alters depending on where 
The cursor is on the screen. 
'Shadows'. for example. !>hows a 
screen full of naked people 
(photographed In SlOP frame 
animation, perhaps?) who $huffle 
away from wherever you put the 

dfomll8tlllOa . 
~ --~ ~- ~-

Win Japanese goodies 

A 
0 V~on art DOl' of hntS! compan~ (umnllr dlSlribunne afll~ "Ims in Bntam and the USA. ~~" lIS Suktban Ma. ,0\0. 
~e a~ released &lbble Gum ( OS/S. Gun Smith (, rs,nd Dragon Ha". Mid ....,n soon be bnnelll& out , senes of SrrNf 
FWhfrr 11 ;tmmattd film!.. 

In as!O()(loltion With ,0\0. V~on UK. E4te Il.Y.. live 'Bmll J"pan 10 your "Vine room' klrs to awe i'lWiJ'j, Ea.ch leu COffil~ of" ,op)' of the 
Sukeb<ln M" vi~. a Japaoest tt(hno CO, wme Japanese me crockm "nd four bonles of Japanese beer. To st"nd a chaMe of 
wmnina. just answer the follOWlIlj question corre<tly. 

Q What's the name of the huge mutant dinosaur who starred In many Japanese films of the SJ)<tIes? 

This compel1llon IS nol open to under-18 ... On your enll)' please Sfi!lle your "it. and Slin and dale il. Send the IIns~r on a £ 
pos/t.1rd or tflY'('1ope to 'l., . n (o1II"',~, 10 Honlllou th StrHt, Boolh , Ayon BAI 1BW. CompeTllIOn dO\es~ 2. 1996 

cursor. 'Soft Room. Srage left'. on The 
other hand, displays 'our di~mbodled 
heads whICh can be made to pull 
grotesque faces by plaCing The (ursor 
over them. Both are absolutely 
(perhaps uninlenl1onally) hllanous. 

Biggs clearly undersTands ThaI for 
computer art to be<:ome a legitimate 
genre It WIll have TO involve the viewer. 
Whether he can accomph~h ThaT 
WIThOUT making the VIewer 
eiggle inanely is debatable. 
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Decadence: Ten years 
of Nettwerk 

• Neflwerk. ContaCl Gary levermore on 
01714953959 
. pc 
• Autumn, £TBA 

( 

anadian Indle label NetlWerk 
may no! be a household 
name. bUT in alternatIVe 

music CIrcles. the hkes of Skinny Puppy, 
MC 900ft Jesu~ and ConsohdaTed • all 
signed 10 The company - are legendary. 

To celebraTe the laber~ tenth 
bIrthday, NetlWerk has released a five 
CO box set feaTuring more than filly 
songs culled from the company's 
archIVes. Some of these are rather 
dated, espe<1ally The mld-eighl1es 
EleClropop expenments by groups such 

a~ Moev and SeveI'M Heads. However. 
claSSICS like Consoltdated's filthy Indle 
club fave. 'You Suck', more than make 
up for some of these earlier 
mIsdemeanours. 

AccompanYIng the audiO tracks on 
each diSC IS a mull1medla !.Ktlon which 
can be rtad on The PC or Mac. Hert 
youll hnd lots of Inlortnal1on about 
NetlWerk artl~ts including 
dIscographies. biographies and VIdeo 
clips - ifs standard music CD-ROM fare, 
but, be<au~ It'S accompanied by so 
many audiO tracks. thIS multimedia 
element ~rves as an Interestmg 
addition. rather than a limited and 
potentially disappointing complete 
produCl. Having said That, the PC/Mac 
STuff IS well presented, and carefully 
put TogeTher. NellWerk have ~nSlbly 
eschewed The u~ of a novelly Interface 
( )unc"sm's hopeless Jungle Clly 
approach bellli a depressmg 
example) , and gone for a 
straightforward and acce!>Sible layout. 

To complete an already ImpresSiVe 
produCl. the COS are beautifully 
packaged in a ~~)!ral booklet fealunng 
some of NeTlWerk's diSTinctive (over art 
work. So, even II you don't like ihe 
mUSIC, you can 511 and admire 
the packaging, £ 
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Homegrown Fantasy 

• China R«ords 
• PC/Macinlosh 
• OUI now 

T
he !jlle. cover artwork and. 
indetd. inleriace. leave one in 
no doubt as 10 Ihe nature of 

this CD-ROM. which has 
been OUI for nearly cl ~ar 

now and was created 10 
accompany lion Train's 
pr~ous album. It's cl 

paean 10 Ihe band's 
beloved weed. and none 
Ihe worse for thal. After 
all. one !>hould never 
dream of hSlenine 10 anythini 
produced by Zion Train without havine 
first ignitt<! cl Cambtrwel1 (arret 

Although HomeRrown Fantasy do~ 
COnlcllO the obligatory pop video. it ~ 
mercifully. cl m,lhon I1mes as Inventive 

as Ihe averaee music CD·ROM. 
Load if up and you are confronted 

by a rainbow-<oloortd marijuana leaf. 
Clicking on different parn of this will 

lake you 10 different areas of Ihe 
C~OM. And these areas really are 
different. There's cl discourse on the 
nature of dub and an ~x~rci~ in which 
you can build your own dub Irack. 
wilhout having to possess an iOla of 
mu~cal abilitY, Th~T't ar~ r~ams and 
T'tams of art-I~rrorism by J. mit Rt id, 

tht man who put a safetY 
pin Ihroueh the Quttn's 
nose in 1977, There's a 
constanl barrage of 
fascinaling facts and aeif' 
prop, elealled from Zion 
Train's wider existence as 
a SOCially concem~d 
collecrtve, And th~re are-

rrainspoller-friendly lab~l discolilraphies 
and biOiraphies.. 

HOrrJegrown Fanrasy IS an odd, 
ob1iqu~ and vaeuely arty window onto 
Zion Train's interesling and £ worrying world, 

,r gallg8ls anrJ g8ar 

Apple Message 
Pad 130 

F 
or fho~ who art fed up with 
their cliched mob;lt phones 
and Psion electronic 

I'IOttbooks that have betn IOfiltrating 
yuppie-dom since the early eighties.. 
Apple's MessaaePad I '30, incorporating 
ilS Newton hand recoenition 
t~chnoloiY' is the periect device for 
txecurtves 10 need of some status. 

Clocking In al a cool £525 Ihe 
backlil message pad has thrtt Slages 

JV( GR-OV 1 personal 
video 

~ 
eiehing in al a paltry 520g 
(including bauery and tape) 
and similar 10 size to a '35mm 

camera, .NC's ntw digital camcorder is 
the most advanced video camtra 
available on Ihe home market. and 
also the savi"lillilrace for camcorder 
addiCTS suffering from stiff arms. 

Launched in Japan last Christmas 
and relea~d in Europe in June, the 
camera-makes u~ of the ntw digital 

of existence, 
Initially it is a 
wonderiulloy, 
which impresses 
simply by its 
abilitY 10 recoeni~ 
your handwritine 
(and fOliet what 
the popular press 
would tt1l )'OU -
Newton worked 
fine for Edit I, 

Once Ihis child-like 
fascination is over, Newton 
becomes an tlectronic 

video format. and th~ 
ultra compact Mini DV 
cas~tle 10 allow for 
unprecedented picture­
qualitY while still 
belne !omall enough 10 
fil in)'OUt pocktt. The 
camera also employs 
what lVC calls joint 
I~el interface 
protocol. which allows 
th~ camtra 10 be 
hooked up 10 a PC for 
u~ in multimedia 
app1ication~ With Ihis 

The Unexplained 
• Ragfower 
. pc 
• Out now 

ID evelopt~ Ragtower are 
ridIng th~ crest of a 
muhim~dia wave a! the 

momfflt, buoyecl by some gushine 
crilical acclaim for th~ir olher T'tCtnt 
CD-ROM productions.. And if they can 
turn a double-dlsc hiSlory of medIcine 
into a succ~ SIOry, this unashamedly 
commercial jaunt into the tver-popu!ar 
world of ghost!.. UFlli and psychic 
powe~ should earn them a more1han­
lidy profit. 

Thert are no prizes for iu~ing 
the money-spinning inspiration, of 
course - and th~ 'X' of The Unexplamed 
is highhghted wh~rtVer pOSSIble JUSI 10 

ca~ you happen to be one of tho~ 
sceptin who thinks thal. surely, the 
world's had quitt tnough X-Files to be 
going on wifh, 

personal organi~r, able 10 Slore 
names. addr~ notes rn 

meetings. whatevtr you hke, 
Aimu'\i for th~ busrne5S 

market. it is ponible to 
'beam' information from 
one Newton to another, 

fax informal1on Straighl 
from the Message Pad, 

prim detaIls from the 
handheld, and tven 
connect it to a 
Macintosh or PC 10 
store dala or 
retrievt 11 from 

But if'S all pur together with an 
und~niable flair, from the varied 
abundance of visual mattnalto the 
elegantly functional inferiace, Thert's 
plentY of spookiness on offtr, 100: over 
500 paees of teXT, images and 
narral10n cover all things Fonean, from 
alien abductions fO vampirts. 

It's all complete tash, of course, 
with credlbiliry levels diving sub-zero 
lhanks to a belief-begganng Amencan 
voice-over, but tht disc's probably 
beller value rhan a couple of books on 
the subjtct, If a copy appea~ on your 
desk. don't go our of your way ~ 
to chuck It in the bin, ""& 

Newton-(ompal1ble sofrware packaees.. 
After a few days of 'proper' use, " 

soon becomes apparent Ihat Ihe 
MessagePad IS. rn fact, an incredIbly 
~xpenslve form of pen and paper, The 
faSClOation wllh Ihe hand-rtcognition 
techl'lOloKY soon wanes (espedally 
when the odd word is mistranslated, 
causine delays and irrifation as you 
corr~t your mistake I and the device is 
slightly too big for the averag~ palm, 
AI a price of over £500 Ed,e will be 
hoplne for a voice recognition Ye~ion 
to emeree, Now that would ~ 
be cool. ""& 

Apple M,nap P,d no· E525 ' COntact Apple custOl'Tlel' helpIine, tel 01 753 61 5996 

syst~m, the u~r can also cOOlrol 
camera optration directly 

from Ihe computer, An 
this hieh-I~h wizardry 
enables the GR-OV 1 to 
prOvide up 10 60 
minutes of high quahry 

recording and playback 
before th~ ballenes need to 
be re<:harged (average 
Camcorder's have a similar 
ballery life I, enabling tht 
video to act Hkt 'a digital 
notebook, always ready 10 
record daily scenes or spedal 

evenn', or as an 'invaluable tool for 
audio'applications in the bUSIness 
environment, 

Other features include a dlgllal 
image stabiliser (handy for those 
recordings of in-ndt roller coasler 
experiences I, a colour vitw finder, !WO 

PCM dieital audio sfereo re-cording 
modes 148KHz or 12KHz!. and 
various sp~ial efftets. And of course 
Ihere's tht sleek aluminium finish, 
which makes the camera look rather 
likt something Q mIght hand to James 
Bond before saying, 'for Gocfs £ sake, 007 , be cartful WIth ill' 

e R-DVI pel$ONll vldto· El,799 ' COI1Ibc1./VC on 01 8 \ 450 3282 



'Zoe' toilet freshness 
system 

tOilet frt$hness 
sys,tem, but by 
the looks of il. 
the device also 
prOVides ill 

(olonic 
irrigation: 

This 
surreal 
(onrraplion 

Game Boy Pocket 

A
s reported In 

I~I month's 
Edle. 

Z 
oe. Mheve 11 or nol. is a toilel 
seal which com~ equipped 
with a Joypad and a water­

spraying arm allachmenl. Once you've 
finished relieving younelf. you simply 
use the joypad to direct the arm OUI 
from beneath the rim 500 that il can 
squirt waler upwards - creating a kind 
of all'in-one interactive toilet/bidel. 

Andrew Charleswonh. editor of 
Computer Retail N~ who spoiled an 
ad for the Toilet while in LA says of the 
Ice: 'ifs Ming marketed as a compleTe 

actually 0"ilnated in Japan (although 
thiS venion was crealtd by Californian 
company, Toto KJtl) and, rumour has it, 
Peter Molyneux imported a similar 
model from there a few yean ago, 
Theme TOIler could be juS! £ 

Ninrendo has revealed ill 

new ve~ion of liS multi· 
million selling Game 
!fOY. The new hand held 
console. the Game Boy 
Pocket. is 30% smaller. 
half the weight of Ihe 
Original and lam len 
hours off two AAA 
batteri~ 

Apart from Ihe new. 
cri~r black and while around The corner. 

Ocean of Sound '1 
Various 

[!] cean of Sound was a strange collectiOn of 
, Instrumental runes. creared by various artists 

and brought togelher under the general 
heading, ·ambient". 

This time OaYid T oop. 
who complied 005, has 
Turned his allention to vocal 
tracks and put rogether 
another ambient-M double 
CD of great divenity, 

This collection rang5 
from the hauntingly 
beautiful to Ihe almost unhstenable (NICo's pseudo­
folk m~s 'Lawns of dreams'), wilhout ever becoming 
boring or predictable. Even the more challenging 
tracks fit In. 500 the whole thing works well as a ~ 
coherent. if rather preTentiOUs. whole, ..... 

st7 
Salt Tank 

A 
pari from nOTables. Leftfleld and 
Underworld, few dance bands have cut 
themselv~ enough slack from the dub !.Cene 

to manage to create credible 
self-suslaining albums. Salt 
Tank's debut album is a 
!>Operb effon. though, an 
immaculately orch51rattd 
slice of ele<lromca fUSing the 
melodic. trancier end of the 
Ie<hno scene wilh organic, 
often ethic'linged ambience. 

Whether ils the ravishing gUllar acoustIcs of 
Eugina (a DJ favourite that recently chantd) . the 
C64-like melodi~ of Taj, or Ihe nOIsy breakbeals 
of Gaza Stnp. Salt Tank are funher proof Ihal 
Ihe UK is still firmly on the lip of the dance 
music revolution. Brilliant. £ 

(ream live Two 
Various 

S 
heddlne its image as an overhyped che5Y 
superdub. Uverpoo1"s Cream is emerging as a 
meetine point for D.Js from all strains of 

dance music, This tnple CO set 
kicks off with melody ma~tro 
Paul Oakenfold miXing his 
usual blend of Europop and 
thumping Goa trance with a 
welcome spnnkhne of mellow 
junele CUIS. CD2 ~ Way Out 
W~t's Nick Warren 
hammering OUI a quality hard 
house !>et (incorporating WOWs brilliant 
'Oomination') , while James lavelle wraps it all up 
with an excepTionally dIVene journey through 
hip hop. junele and, well, everything, A perfect ~ 
tour of the UKs underground dance !.Cene. ..... 

In order to Dance 6 
Drum 'n' Bass 

'" 
L 

ne WIthout R4S Records would M intolerable. 
aeleium's premier techno label has 
di!.Covered drum and bass in a biR way and 

this double-CD is their fint 
shot at a 04B compilation. 
And what a way TO kick off: 
Al tx Reec:e's remlX of DetrOit 
techno bed Kenny lartrin's 
loop 2 is an all1ime clasSIC. 
The entire drum 4bass 
spectrum - from cool jazz to 
hardstep - is fully 
represented. and many of the Tracks perch on Ihal 
cusp where techno m~ drum and baSs. 

It's all top quahty stuff in thIS 5!>ential drum 'n' 
bass compilation. And you can even download 

£ an accompanying !.Creensaver from R4S's 
Web site. 

f~ il . · ' d \ . a:. I" 

display (which is the !>amt size as the 
cumm Game Boy 
scr~n but can now be 
easily viewed from 

different angles). Ihe 
most noticeable thing 
about Ihe machine is 
ils sleek matt silver 
finish and erey buttons. 
To accentuate this 
sl)'lish look. Ninlendo 
are also releasing the 
Game Boy Pocket in a 
transparent jewel case. 
More ill way of life than 
Cl handheld £ con500le, 

5HHt ~IM toy. IS9.9S · Ul( release Autl.wm, £"T"BA 

Flux Trax '1 
Various 

"" 
11 

~s obviOUSly concern.ed with the chart-fnendly 
classics than last ~ar s Rux colleclion, Ihe 
second '" the seri~ neverlhele!.S packs lIS two 

COs wilh electronica of the 
hieh~t calibre. Strerching 
from Juan Atkin's work as 
Model SOO in '89 "eht 
throueh to 'Circus Bells', Ru)( 
rraJ( lIS a lruly eclecTic mix. 

Dancefloor sensTbihl1~ 
are covertd by Jaydee's 
jazztd-ouT 'Plastic Dreams'. 
whIle the pace is pleasantly derailed by seminal cuts 
such from Di!.Co Evangelisls and Sabres Of Paradise. 
That the other tracks here match the emotion 
of ·KineTic·. The incredIble openIng Irack. says 
much about this faultless hnt-1Jp. 

Grow Together 
Zion Train 

£ 

Y 
ou've gOT to admire Zion Train. Who else 
would have the sheer audaCity 10 weld 
logelher dub, trance and even a sea500mng of 

punk? Grow Togefheris. by 
miles. the besl album put out 
by the wibbly wobbly 
dubmelsters.. and its more 
conventional. anrhemic dub-
Trance Tracks could even bring 
some chan SUCCts!>. 

Some of the trancier 
tracks are a tad apt to lapse 
mlo cheesiness. but hieh points abound. 'Rlse' and 
'Stand up and Fight" are dehciously tuneful and 
summery, and if 'Ourch Flowen'. which dissolves mto 
an orgy of birdsong doesn't gel you leaping 
around, weeping with Joy and waving your ~ 
hands in the air, then you're a miserable sod. .... 
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Sega's amusement machine department #3 has pushed 3D 
fighting games to the extreme with Lost Bronx. Plus, Namco gives 
Xevious a new lick of paint and Sega enters the olympic arena 

Last Bronx 

AlOft, with offering more varieclcamepiay than 
Wl. AM) also hopes to hne AM2's title licked 
visually thanks to its use of the MocieIlb board 

ega's col!ective penchant 
for videogames 
simulating violence is 
seemingly never ending. 
Its latest Last Bronx, is 
currently nearing 

completion at the company's Tokyo HQ. 
Edge visited the team behind the project, 
AM3, for fighting talk with the game's 
director, Akinobu Abe, its planner, 
Noboyuki Yamlshita, and its public 
relations officer, Norimasa Yatsuzuka. 

E~g 

AA We wanted to make a fighting game 
and at that time there were games such 
as Virtua Fighter, Tekken and Street 
Fighter 11 around. So we wanted a new 
concept and that meant including 
weapons. We also wanted a special 
location - we used Tokyo as a model to 
seNe as a backdrop to the action. 

completed. However, in Last Bronx, when 
you're doing an attack, you can stap mid­
move and perform another one straight 
away. It's kind of a dummy technique. 
EdHe I'" 

AA We used a mixture of modem and 
traditional Chinese and Japanese 
weapons. You will be able to use a bo (a 
wooden Japanese sword), a battle stick, a 
sai (3 uaditional short Japanese weapon 
having a 'u' shape, used during katana 
fights), and a nunchaku or a sansetsu-pon 
(three linked pieces of wooden stick). 
With the modem weapons, you'll be able 
to use a kind of nightstick. the same kind 
of stick used by American police, and a 
good old hammer. We used a mix of short 
and long weapons so every type of fighter 
would be satisfied. 
Ed~ U 1 
NY Yes, as Edge mentioned in its 
previous artide, we used some optical 
techniques to achieve the bigger motions. 

AM"s Noboyuki 
Yamashita (top) and 
Allinobu -'be (above) 

AA We've succeeded in making weapons 
move very realistically. Because we're 
using weapons of different lengths it was 
difficult to get a good balance in the 
game. But we've managed to achieve a 
playable game. We'll also have nice 
projectiles, and players will be able to roll 
in order to make attacks more effective. 
Most importantly, we've included a special 
feature in the game. Usually when you 
want to punch your enemy, you push the 
punch button and the motion is Last Brom's ,...phks are arrrentty about 80IYt complete; the game 

approximately ~ AM] Is presently twealdng its spedal attacks . . .. 



The team assembled to create Lost Bro",(s elcht distinctive ch.rader$: 
Include approximately hatf of the original Vlrtuo Rghter 1 team. 
Director Akinobu Ab. previously worked on Sec.', st", Won coin"'Op 

But we used magnets for creating some 
of the smaller and more precise motions. 
E.11te k"''' ~ - en 

AA No, AM3's first fighting game was 
Dark Age. But it was a 20 b,tmap game. 
NY In fact after Dark Age, there was 
Dragon Boil Versus, Virtual·On and then 
Funky Head Boxers. Dragon Ball Versus 
was the first 3D polygon game AM3 did. 
AA So you could say Last Bronx is the 
second from our department 
[ hAM" a jAJo , 

~ [ 
~ 

AA AM2 did Virtuo FlfJhter, Aghtmg Vipers 
and Virtua Kids. Afterwards we created 
Last Bronx. From an external point of view, 
the release dates are very different 
Moreover, we're not dOing the same kind 
of fighting game - Last Bronx uses 
weapons. Release schedules are very tight 
and games are released regularty and 
consecutively by AM2 or AM3. We also try 
to release a game to revive interest in that 
genre - Virtuo Fighter 2 was timed to 
revive the VF games, for example. 
NY Also, a game like Fighting Vipers is 
very characteristic of AM2. lfoJhen AM3 
releases a game It too has Its own mark 
and particularities. In that sense it can only 
be good for the player. 

• lr- 'dldL .,. mnx "':,jyou 
If:ac~ll"'n )(11 

NY Not at all OaughsJ. Our main concern 
was to master the Model 2 board to 

Each fighter wields his/her own unique weapon. ran"nc from simple 
wooden stick-like arrangements (left) to hefty wooden mallets (right) 

arcadevievv' 

As well u usinC their weapons, fI~ are also able to UH 
tradilloul martial arts such a' AI'-kIo and Ju.jitsu In Last 8I'oItx 

realise our game. So it was diffICult tor us 
to thmk about the Satum version. 

_ Wo! n t~~mc' l/tr 
ofg- mu ~r 1 

AA Simply speaking we could use more 
complex weapons. But we're already very 
satisfied with our characters' movements. 
NY Of course, we can't ~ the motion of 
our ...veapons is perfect - you can always 
improve things. FOf example, m the 
present version a character is uSing a 
nunchaku. Without technICal limits we 
VoIOUld be able to make some more 
vanations for ItS movement - control It 
from one hand to another and use it to 
bloc~ for example. 

""Of1X ;eo h<> (" le 

rf> f"'h ~2'" 

AA If you count all the punches, kicks and 
special moves of VF2, It has more. But 
Viltua Fighter 2 has ten characters, and 
Last Branx has only eighl So you could 
say that for one character the number of 
techniques should be similar. 
NY Some games use the same 
techniques for more than one character, 
such as two characters could use one 
punch. Because we're using weapons we 
had to give each character unique moves. 
AA Each of our characters has a punch 
attack. but each punch is different. So the 
total number of moves is very high. 

~ to as X' 

AA Many games use far-off places like 
India, America or China. But we wanted to 
use a place familiar to the public here. 
NY The places used in the game only 
resemble famous Tokyo areas, though. 
One place is reminiscent of Shlbuya, a 
popular shopping district in Japan. Also, in 
order to capture the flavour of Tokyo we 
included about 30 sponsors' logos in the 
game. We also induded logos of famous 
Japanese magaZines, like Gamest £ 
and Famltsu. 

••••••....•...••......••.••....•.• 



arcadevievv 

Xevious 3DI G's weaponry Is. f.r cry from th.t of the orlc1nal,ame. 
Especially worthy of note Is the wire--like 'Doer laser (above rll'ht) 

Gunblade 

Cunblot/e', deslpen 
actualty wlsHteI New 
York to make sketches 
during Its desip 

n an interesting 
twist on the Virtua 
Cop theme, Sega's latest 
lightgun-based shoot 'em up 

casts the player in the role of a helicopter­
flYing machine-gun-wielding police officer. 

Your airborne nature ensures that the 
adion is dramatic and varied, swooping 
around Time Square one moment 
buuing around the United Nations 
building the next. AM3 have packed the 
game with set pieces (such as a 
encounter with an aircraft carrier) in an 
effort to ensure the game avoids 
monotony - a common bugbear of 
games of its type. 

Xevious 3D/6 
hirteen years since the release 
of the original XeVlous comes 
a 3D version, made possible 
by Nameo's System 11, 

PlayStation-compatible, technology. 
Instead of offering the straightforward 

missile-and-bomb munitions of the 
anginal, Xevlous 3D/G allows you to use 
three new types of weapon, attained by 
collecting coloured capsules - blue (the 
Dlos weapon) splits your fire into four 
directions; green (Gelmac) endows your 
craft with a wide laser beam; and red 
(Dad) gives you a "",ire-like beam vvhich 
locks on to enemies. 

A~hough its backdrops give a fair 
impression of 3D, ground detail is adually 
achieved using a flat texture map. 
Standard enemy charaders are flat sprites. 
too, but boss characters are rendered in 
full, animated polygon form. 

Despite its all-new presentatIOn, 
Xev/ous 3D/G offers little more than 
average gameplay. Namco will surely be 
hoping that the Xevious brand is still 
strong enough today to earn its £ 
machine any attentton. 

Perhaps the most 
Impressive part of Gunblode, 
however, is the behaviour of 
the villains whose trails you 
are tracking. Each has a 

degree of artificial Intelligence 
allowing them to dodge your 

bullets or even get up and run away 
after taking a non-lethal hit 

Because GunbJade's weaponry IS 

cabinet mounted Its gameplay is less 
demanding than the likes of the V-Cop 
series, whose free-moving pistols require 
more accurate wielding. It's a more 
exciting game as a result: spitting bullets 
into a troupe of bad guys with scant 
regard for wasting ammunition is great. 

Namco's excellent Time Oisis still 
reigns supreme in this genre, but 
Gunblade's all-out assault will push £ 
it right to the wire, 

The first of the seven 
levels In XJD/ G (above) 
Is quite faithful to that 
of the original came 

Dt'y('lopl"r' 

UKR('lrol~1' 

Orlt:1I1 

Gunblade has its work 
cut out to belt Namco's 
excellent first person 
shooter. l1me Crids 

The potential of playine from a helicopter is well realised. with encounters in open spaces (above left). hla:h~speed 
car chases {_bon rtCht}. and battles on crowded city streets. A V~Cop-style targetinc system appears throughout 



Sqa has opted for the 
traditional ten 
decattdon events. rather 
than oddball novelties 

Decathlete doesn't bike 
it.seH too seriously -
witness its motley crew 

Decathlete 
M3's second attempt to gIve 
Sega's ST-V technology a work­
out has manifested in a Track 
& Field-style sports package, 

presented in a fun polygon environment. 
The ten events available hold true to 

the real-world decathlon (I,SOOm, sprint, 
javelin, ete) to provide variety enough to 
please arcade-going would-be athletes. 

Decathlete's gameplay follows the 
guidelines laid out 13 years ago: hammer 
buttons to gain speed (or power) and use 
of an adion button to either Jump or 
launch a projectile. Unlike International 
Trad:. & Fl€ld, however, Decathlete allows 
you to use Just one poVJer button not 
two in strid sequence - making it more 

accessible to gamers of that inclination. 
The game's use of the Saturn's hi-res 

mode at 60fps gives it an immediate 
visual edge over Konami's title, but it lacks 
the motion-captured finesse of Track & 
Field. Its wildly varied characters - with 
their kooky animations - generate an 
altogether more relaxed and comical feel, 

arcadeviewv 

Decflthlete's camera is even more active than International T,."ck & 
FIelds - its movement sequences frequently chance to give variety 

though, which is more in keeping with the 
flavour of Konami's original sports titles. 

A Saturn translation is nearing 
completion, including several features to 
boost the home version's longevity. The 
arcade is perhaps Decathlete's more ideal 
home, however, and It'S there that £ 
it's likely to be a considerable hIt 

Drvl'loprr: 

UKRl'll'ol\(' 

On~," 
, 

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

amco's System 11 senes of 
coin-ops moves in to the 
sporting field with a basketball 
simulation which emphasises 

the fast-paced and dynamic nature of the 
American game. 

Myriad camera angles heighten the 
action, which allows players to perform a 
wide variety of moves, from simple dunks 

Dunk Mania 

lExecvtinc OM of a wide ranee of spedal joystick/ button combinations 
allows yau to perform outlandish dunk attempts (above centre). Monia 
faces extreme competition in the ba.sketbal~saturated home market 

to one-handers to 360° Jams - the more 
spectacular of which being accompanied 
by swish graphical effects and 
atmospheric commentary. 

In the competitive coin-op woOd Dunk 
Mania will not be without rivals. The 
impending PlayStation conversion, 
however, wlll have an even toughe., £ 
tIme In the crowded home market 

t . . ", . \ 
Pre-rendered footage 
is always eye-catchlnc 

..•......•.......•...•..•.•••...•••••........................•.......... 
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S
O Edge is now only only 

reviewing 'games worthy 

of our attention' (E11). 
Does this mean we'll only be 
allowed 10 read good reviews 
from now on? 

If so, why dId you devote a 
two-page spread 10 a four-ouI'of­
len review of '3 DO Foes of AI; 
(£30 I but choose nOI to cover 
Battlesport for the same system -
other than dismiss it as 'very 
lackmg'? Surely, by your 
reckoning. both games should 
have been ignored completely. 

SIill. it's nice to see you've put 
together a prescreen of Sal/blazer 
Champions. lucasArts' new 
PlayStalion w le. Two ptaye~ go 
head to head. attempting 10 

• catch - a ball which is then shot 
mlo the opponent's goal: Isn', 
that what Batflesport - awarded 
fIve stars by your siSler magaZine, 
Next Generation - is all about? 

Perhaps you'll give the ~ame a 
fairer hearing when il gets 
released on the PlaySlation laler 
this year - assuming it's good 
enough for you, 

Justin Venville. 
Hong Kong 

Foe:. Of All was gIVen coverage 
parlly because lIS subject matter -
bOXing presemed In a 3D polygon 
envIronment was a bolslenng 
one, with SImIlar games 
appeanng on other 32bll 
consoles at Ihe lIme, Barrlesport 
dIdn'T, chiefly because 11 wasn't 
made avaIlable for eXaminatIon, 

Only a fool would expect any 
multlformat magazine's coverage 
10 be able 10 caTer for every 
strand of gamer, But Edge IS 

curremly In the process of 
rethlnkln~ liS approach to 
T eslscreen, and hopes the 
changes Implememed m the 
coming momhs WIll go some way 
10 addreSSing the needs of ~ 
a WIder spectrum, L...5 

n your preview of 
Destiny (E3 3) you state 
that the deCISIOn to do 

away WIth a lurn-based system 
forces Ihe player ' 10 deal With 
everythmg In a reahstlC lime 
frame'. In other words. things 
whICh In the game world are 
supposed 10 be taking place over 
a penod of years have to be dealt 
with by the player In seconds 
and you call thIs reallslle? A game 
m whIch the player takes on the 
role of general should give the 
player the nghl time frame In 

which 10 think. A Jel pilot makes 
his decisions in spill seconds, but 
a general has enough lime to call 
a staff meeling if he wants one. 

The point of strategic games 
should be to reward careful 
planning and well thought·out 
strategy. not franllc mouse 
clicking, The Irouble In The pas, 
has often been thal games 
companies have been so 
accuslomed to 'actlon' games thaT 
they Try and force action inlo 
STraTegy games in a way that 

Modem Cames such IS Dawn of Darlcness place heavy emphasis on 
keyboard control. But what about disabled players, says Mark Rogers 

spOIls any intellectual pleasure 
Ihe game might have offered. 

While it mIght be an 
interesting exerCISe 10 play a 
game of chess wllhout the lurn 
structure, wllh each player 
moving hIS pIeces as fast and as 
often as he liked, I doubt If IT 
would really improve the game, 

Roger MU5son, 
r.mussonQ'lbgs.acuk 

By sTalmg ThaI Destiny players WIll 
have 'to deal With everythmg In a 
realistIC lime frame' Edge was not 
suggesting such an approach was 
beller, or worse. than The more 
tradITIOnal. turn based method. 

It's m'erestlng 10 note, 
however. thal the most popular 
STrategy game In recent years 

(Wesrwood StudiOS' Command & 
Conquer) uses a realtlme 
approach, and ItS gameplay has 
carved out a mche whose 
popularity IS set to mImIC that of 
such world-beatmg turn ~ 
based titles as CI'Ylllzarlon. L.S 

A
lthough I don't regularly 
read Edge, I borrowed 
the March 96 issue off a 

fflend as illooked qUlle 
Interesting. Whilst I'm Impressed 
With your thorough and lO-depth 
knowledge of games consoles 
and PCs I am less impressed with 
your rather assumed 'knowledge' 
of Ihe Acorn RISC machines. 

In response to Angel of 
Swansea's letter on page 15 you 

.......................................................................................................................... 



replied that the Archimedes was 
an 'aging relic of the eighlies', I 
can only Ihink Ihat you are 
referring 10 the early compulers 
such as the A30S and A3tO thal 
are, of course, now out of dale. 
Aher all, what computer Ihat was 
state-of'lhe-art in 198 1 isn't? 
However, the tone of your reply 
leaned towards the suggestion 
that the entire range of Acorn's 
computers are relics and simply 
not worth bOlhering with. 

Perhaps you would hke to 
read up on the technology thal 
Acorn and ns sister companies 
have avaIlable. The recent 
ARM/Digital venture has created 
the StrongARM processor which IS 
running at around 230MHz­
easily oUlperforming a Pentium 
and for a fraction of the cost and 
power. The NC project looks like 
if is going ahead and the NC box 
that Oracle have up and running 
is actually based around the 
ARM7 SOD chip which also 
provides the basis for Acorn's 
AlOOO computer. 

Whal surprised me most was 
the article on pages 20 and 21 of 
the same Issue, Having earlier 
said that the Acorn was a relic. 
you then dId a complete two' 
page spread on how Eldos have 
crealed MPEG·beatlOg VIdeo 
technology. Perhaps you faIled to 
notice Ihal the screenshots were 
taken from an Acorn computer? 
Screenshots in your magazine 
should perhaps be updated. The 
pIcture that you carried next to 
Angers leller is of the A 3010 
which was WIthdrawn from sale 
over a year ago. 

Maybe you would like to try 
one of the lalesl computers from 
the Acorn Computer Group and 
see exactly what they are capable 
of instead of basing your replies 
around your own Ideas Ihal are. 
in this case, aging relics of the 
eIghties and blatantly incorrect. 

rim Wiser. 
Oxford 

I 
have recently flOished 
reading Edge 32 and 
am extremely upset. I 

am referring to Ihe 'Ocean View' 
feature on page S8. 

Being a great fan of Doom I 
was dismayed to dIscover a 

number of simIlar games are to 
be released that I will be unable 
to play: most notably Terra Nova. 
Dawn of Darkness and Quake. all 
for the Pc. 

The reason I will be unable to 
play any of these games is down 
to the control method. It may be 
perfectly simple for an able­
bodied person to get to gnps with 
the dual mouse/ keyboard setup 
that so many developers seem 10 

be adopting. bUI for a disabled 
person such as myself, thiS proves 
to be an impossibility. 

Please do not misunderstand 
me - I have made an attempt to 
get used 10 this conlrol method 
VIa T ermmaror: Future Shock. 
Unfortunately, after nearly a week 
of frustration. I gave up trying 10 

get to grips with the controls. 
It is my opinion that. although 

nOI intentionally, the IOdustry is 
bIased loward those people able 
to use both hands effectively, 

Mark A Rogers. 
Preston. lanushire 

Edge agrees With your oplOlon. 
but would suggest Ihal such 
oversights are merely IOdlcal1ve of 
the relatIvely Immature nature of 
the vldeogamlng industry 10 

hands practIcally I a controller 
whIch placed all tradlllonal SNES 
joypad controls wnhlO easy access 
of the fingers of one hand belOg 
perhaps the only example 10 the 
console gamlOg world I. 

Perhaps game pubhshers 
would Ilke to respond VIa 
these pages-

A 
her reading reviews of 
Grand Prix 210 Ell 
(April). and in other 

magazines even earlier. ie March. 
I have become very confused and 
perhaps a little annoyed. WlIh all 
the aforementioned reviews 
Slating release dates of March' in 
the case of Edge) and / or April. 
why IS it Ihat the game is 
seemingly unavailable 10 

everyone, except the reviewers 
(who clearly had perfect copies 
of Ihe product!) 

As if Ihe disappearance of this 
patently excellent game was not 
enough, I have even seen offiCIal 
MicroProse advertisements in 
magaZines. boldly saying thal the 
game is ·available'. If this is the 
case, then where is it? I offer one 
explanation - it would appear 
that MicroProse is a company nfe 

Althourh Ceoff Cra .. mond"s superb CP2 has been I'ftiewed by lames 
mags. MlcroProse still deny ifs existence. moans Nkhol •• Witcomb 

general. not an IOtenllon 10 

ahenale speCIfiC sectors of the 
vldeogamtng commu01ty. 

Certatnly. there have been very 
few notable matnstream control 
deVICes speCIfically aimed al 
gamers not able 10 use bOlh 

with disorganisation and 
confUSion. Evidence for thiS was 
uncovered when I phoned them 
to ask about the advertisements. 
which clearly mislead the general 
public. The phone operalor 
denied the existence of any 

advertisements. and even asked 
where I had seen them, adopting 
challenging, disbelieving tones. 
Any company that places 
advertisements unknowingly, and 
seemingly randomly. WIthout 
informing its telephone operators 
(who were not particularly 
helpful. anyway 1 is not doing 
much 10 help its image or its 
relations with the public. 

Edge. being the leading 
lOteractive entertatnment 
magazine is. I believe. in a 
position to conduct SUItable 
enqUiries, On behalf of thousands 
of people (and I am certain 
there are thousands) who have 
been misled. annoyed and 
perplexed. I ask Edge to lake up 
this challenge. 

Nicholas Witcomb. 
Churth Crookham. Fleet 

When confronted with your 
claIms. MICroProse's offiCIal line 
was IhIS: 'Geoff Crammond and 
hiS developmenr team have spent 
the best parI of three years 
developmg what IS, Without 
questIOn. the most accurate 
Simulation of grand pnx raclOg 
pOSSible on current personal 
compul1ng hardware. 

MICroProse has supported 
Geoff and hiS team at every pomt 
of thiS development process. 
granting him more tIme and 
resources at every pomt and 
delaymg the release so that the 
quahty of the end product would 
never be compromIsed. 

At many times over the past 
SIX months we have been 10 

possession of bela versIOns of the 
game whICh most other 
publishers would have consIdered 
to be of a pubhshable quality. 
However. we are 10 complete 
agreement wllh Geaff that the 
game should not be released 
untlln is as close 10 perfect as 
currently pOSSIble. 

We understand thIS delay has 
been frustratmg for the mIllions 
of computer users worldWide 
who have been desperate to 
experience Grand Pnx 2 for 
themselves. However. we 
genUinely believe the end result 
WIll JustIfy our deCISIOn. NOlhlOg 
like mVl led corporate 
responses. IS there? 



viewpoint 

ould anybody Oul there 

like 10 spend all day 
simply having a debate 

on which is best. the PlayStatlon 
or Saturn? No thank you. 

Looking at the games for both 
systems. it seems we afe 10 be 
bombarded With Tekken and VF 
rip-offs. not 10 forger Doom 

clones and. of course. that eternal 
gaming sport. football. 

Will anybody ever come up 
with something new? Before I 
owned a PlaySlalion I owned a 
Saturn - one guess why I 
swapped over. When Ninlendo 
finally releases its 64blf system I 
will be swapping over again. At 
last I will be able 10 play what 
you call real videogames wi th 
high longevity. 

But what will the next systems 
be like? Will EA do a revamped 
version of Road Rash or will it be 
FIFA Soccer 98? Will Sega do a 
revamped Panzer Dragoon and 
maybe something like Super Sega 
Rally Championship? Will Sony ... I 
think you get the pictu re. 

AI the end of the day you 
mu~t agree that the videogames 
companies have Simply run out of 
new ideas for games. The 
industry is gOing around In circles. 
Anyone for a game of Mortal 
Kombat 4? Yes pleasel 

Gary Osborne. 
Hemlington . Middlesbrough 

At present the PC market 
certamly appears to be the most 
fertde ground for ongmal 
producl~. so perhaps you should 
think about investing In computer 
rather than console technology 
when you come to buy your next 
games system. 

The console market is 
traditionally not very welcoming 
to brave new concepts. and 
console owners must surely be 
growmg accustomed 10 a diet of 
Similarly styled products by now. 
That's not to excuse lack of 
innovation In the console game 
market for a moment. though, 
and there's every danger that 
more gamers w111 form the 
opinion thal you have reached. 
and look to Nlntendo to provide 
conc;ptually advanced games. 
Sega and Sony have a battle on 

N64 - the last bastion of hope for videogaming. or another receptade 
for crummy titles from companies short of ideas. asks Gary Osbome 

the1r hands. and II'S not just the 
technical supenorlty of Nlntendo's 
hardware that ensures il 
every chance of success. ~ 

n reference to Chris 
Crawford's article in the 
June Issue f E3 3). 

where he est1mates videogames 
only penetraTe about 10% of the 
'installed userbase of perhaps a 
million machines' of PCs. he 
shou ld not be equating the 
installed base with the market. 

At best. the amount of 
computel'5 in homes gives an 
indication of the number of 
people who can run particular 
software: further data is needed 
to establish whether these are 
people who want to buy games, 

The market can only be the 
set which includes people who 
have a home PC and who want to 
buy/ play game~. The fact that the 
percentage of people with home 
computel'5 that buy games has 
dropped since the eigh ties m1ght 
suggest that the home computer 
industry has matured, and either 
people have found more 

interesting things to do with thei r 
compu ters than play games, or 

that people buyi ng home 
computers these days are not 
buying them because they want 
to play games. 

Ruth Gates. 
Boosey & Hawkes. london 

Of course. 1t doesn't get away 
from the fact That. In the past. 
games pubhshers have enjoyed 
greater penetration with the1r 
products than those working in 
the same areas today (whatever 
the actual figures are) . but. 
granted. you make a fa1r ~ 
and just pOint. LS 

B 
s pointed out by Chris 

.. Crawford in h1s gaming 
essay entitled 'Hollywood 

envy' (E32), the videogame 
Industry aims to homologate its 
production to the 'Hollywood 
formula'. but I believe that 
behind this behaviour lies the 
understandable intent to increase 
the market audience to the levels 
of those regarding the other 
fo rms of domeSTic electronic 
entertainment (TV. hi-ft el{). 

In this letter I wish to explain 
why this goal is unreachable. 
First. the installed base of 

consoles f the real unit of 
measure for the extension of this 
market) tends to 'reset' iTself 
rhythmically without actually 
expanding, Every new successfu l 
console realised. indeed. doesn't 
add to the previous. but replaces 
it due TO the softwa re 
Incompatib1lity. Thus. if you are 
going to play the 'new generation 
videogame' you have to conform 
to The laTest hardware STandard. 
On The contrary. a videotape 
player made in 1985 can easily 
play both an old black-and-white 
movie and the latest SGI 
extravaganza. 

Second, once the videogame 
player turns 18 ifs like 'get lost. 
we don't need you anymore.' said 
Crawford in hi~ interview (E291. 
Talking aboUf The poor industry 
consideration of a mature 
audience. This isn't only a 'lost 
business opportunity". it's also a 
lost market (installed base) 
expansion opportunity. As the 
audience grows up, the industry 
turns its allenlion to the 'new­
entries'. the teenagers and then. 
again. reseTS The market. In thiS 
situation The only hope for a 
market expansion lies in a 
demographical increase ... which 
is absurd! 

Marcello Cangialosi. 
Taranlo. Italy 

t amazes me thaT for a 
magazine which is 
supposed to reflect an 

industry that relies so heavily on 
consumer confidence. Edge seems 
determined to highlight both real 
and (worse) supposed 
deficiencies in almost every single 
machine available. 

First 11 was the pathetic 
coverage you gave TO the UK 
Saturn release. including a rather 
unfair criticism of Sega's decision 
to bring forward The release daTe 
(a decision many feel ensured its 
survival I ' I among others 
wondered where the glossy sales 
book which accompa nied your 
magazine following the release of 
The 300 and Jaguar was. (JuST 
because Sega refused to pay for 
one doesn't mean it wouldn't 
have been well received.) 

Then came a rather 
uninspiring period in which it 

.......................................................................................................................... 



became apparent that Sony had 
become Edge's preferred 
supplier, (If the Compuserve 
Vidgames forum is anything to go 
by, I'm not the only one to believe 
such a statement. ) 

More recently, and possibly 
the most annoyingly, is your 
attempt to get behind the scenes 
of so-called major software 
houses. who if would seem are 
either more interested in 
criticising hardware 
manufacturers of opposing camps 
than sharing any real industry 
news. Your latest ~ygnosis 
'interview' is a point in question_ 
Rather than explaining the reason 
why Psygnosis allowed a poor 
version of Destruction Derby fo 
reach the shelves. we are told 
instead that the Saturn is not the 
favourite machine on site - a 
piece of information that no 
doubt pleases Sony. but doesn't 
do much for we games players 
who are wondering whether any 
more titles from Psygnosis wilt be 
as lacking as DD. Indeed. for 
those of us who have been 
disappointed with Adidas Power 
Soccer. there is no explanalion or 
questioning regards the 
numerous bugs/ features found 
within Ihe game. 

We are now led to believe 
(E'3 '3) that game programmers 
are abandoning the dedicated 
games console (a format. 
inCidentally. which is favoured by 
most of the people who realty 
maner - the games players). and 
concentrating their talents on the 
high-performance PC market. 

If programmers fee l reslricted 
or mechanised by writing for 
consoles. tough. I simply can't 
accepl that Iheir creative integrily 
is being compromised by having 
to write for a dedicated machine. 

The emergence of titles such 
as Transport Tycoon. Sim Tower 
and EF2000 prove there is a 
huge market for complicated and 
structured games. but there is no 
suggestion thal the current wave 
of '32 bit consoles wilt be unable 
to handle such games. 

The suggestion in your reply to 
P Paters letter in E'3'3. that the 
new wave of video boards will 
surpass the video imagery 
achievable on '32bi! consoles. is 
obvious, but I doubt Ihal such 

cards will ever be standard in the 
home studies or small offices 
which house the vas! majority of 
today's PCs. 

Sure. the PC games market is 
huge. but that is more to do WIth 
the number of publishers who 
can access the market. We all 
know the PC is far more 
programmable than, say. the 
Saturn. and many. if nOI all. new 
software houses dip their toes in 
the PC market before reaping 
their profits in the more lucrative 
console one. 

It seems hypocritical for the 
likes of Psygnosis to bemoan Ihe 
format which has made It a 
worldwide name, and to suggest 
that it was consoles thal 
introduced the formulaiC game is 
a damn travesty. Indeed it seems 
rather immature of ~ygnosis to 
sign up with 50ny, a move which 
would overnight give it the mass 
market it obviously craved, and 
then to complain about the 
banality of pandering 10 that 
same market. 

SCOff Colebourn, 
Middlewich. Cheshire 

FIrst Edge does not have a 
preferred suppher. 

Company profiles are not 
intended 10 prOVIde 'reallnduslry 
news·: Ihelr purpose IS 10 prOVIde 
an IOSlghl IntO the worklOgs and 
plans of developers whose 
products are worth looking al In 

more than surface detaIl. 
How (an you level your beef 

about Psygnosls· plans at Edge? It 
IS merely reportlOg vIews. nOI 
necessarily supporting or 
relOforClng them. 

Of course the new wave of 
VIdeo boards WIll eventually be 
adopted by a large number of PC 
users. Once upon a I1me. people 
talked aboUT Penl1um processors 
not havlOg the pOlenl1al 10 

permeate the mass market look 
at the ~l1uatlon now. 

Ull1mately. your VIews bOil 
down to those of a (onsole 
owner who feels threatened by 
Ihe lOevllable emergence of the 
PC as a malnSlfeam gaming 
platform. Edgt' suggesls that 
you SImply enJoy the format (s) 
10 whIch you have access and 
not gel caughl up m such ~ 
pelly qUlbblmg. "'L.5 

II'WWi!lli!ir:iiilllf.';_ to Q&A, Edge, 30 Monmouth Sheet. Bath, BA 1 lBW 
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