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the new face of coin-op design

A lack of space for data has always been one of the biggest hurdles
facing game designers. From the Sinclair ZX80 to the Nintendo DDLu.
Edge traces the history of memory and predicts future developments
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The screeching of tape recorders plugged into 8bit
computers will be a distant memory for most game
players, and probably one that most will be keen to
forget. However. despite the gargantuan progress
represented by today's technology | the average PC
can access a staggering 8.192 rimes as much data
space as a ZX81 ) the problem of loading and
storing data remains a grim reality for most

game designers.

In an era when ROM cartridges are considered
virtually redundant. it's ironic that the current state
of the art in videogaming exploits this dated
technology. Nintendo’s pursuit of its ‘silicon over
optical’ policy has had many detractors over the
years. but now the final product has arrived it's easy
to suggest reasons for why it chose cartridges instead
of CDs. Most convincing 1s Super Mario 64. One
brilliant section sees Mario dragged along in the
current of an underground stream which - as the
camera immediately switches to reveal - plunges
him into the waterfall next to the castle on the first
level. A seamless transition from one memory-
hungry location that could well prove impossible on
the current generation of (D based consoles.

Heavy-duty silicon comes at a cost. of course. and
for those that aren't prepared to stomach Nintendo's
high prices. videogames will continue fo mean
(D-ROMs and their associated loading times and
RAM demands. In the PC market things are slightly
rosier with memory prices plummeting and ultra
fast CD drives already on the market. However, with
cheap. super-dense. solid state memory only a few
years away, the game designer’s biggest hurdle could
well become a thing of the past..
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While Nintendo 64s sell out across Japan, and Amenca holds its
breath for the US launch, Edge speculates over the console’s
success in Europe and Nintendo's licensing policy. Sega and
Sony reshuffle top dogs - two companies running scared? And
the PowerVR chip gets a boost courtesy of Intel

Proflie

20

Tetsuya Mizuguchi is the producer of Sega’s seminal arcade
coin-op racer, Sega Rally. Now setting up a new department
separate from the AM department, Edge speaks 1o him
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As the Internet crawls into homes of technojunkies the world
OVEr, Mmore companies are getting wired up to it tential. TVMIL
1s the latest (and greatest?) language to bring games to the Net

Ain sudisagce With

Tom Kalinske, ex-president of Sega USA. The bullish leader has
managed to sell consoles on hype alone, and with Nintendo
entering the fray, he's taken the gloves off
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A broad spectrum of previews, from NE&4 possible Doom
Turok: Dinosour Hunter, to cute PC title. Little Sig Adventure 2

Back Issues

68
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The Bitmap Brothers' Z finally crashes y the PC gaming sr;_\nc,
but has it been worth the wait? ‘Mario-beating’ MIGHTS flie: )
the Satum with mixed results. Have the 32bit consoles had their
day? Psygnosis’ racer, F1, might just prove otherwise

Muitimeols

Incorporating all things digital, aural, and texural, Edge enters
the diverse and often stimulating world of multimedia. Highiights
indude a head-mounted display for videogame addicts with a
few spare bob, and a vibrating joystick interface. Indeed
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Taito dominates the coin-op scene this month, with vertically
scrolling shoot ‘em up, Roy Starm, and Bubble Memories

Relrovisw

Namoo once agan delights PlayStation-owning old timers with
the third in its AMuseun piece collection
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Nintendo's cutthroat approach to licensing is winning it no favours with thirdparty developers/page 6
Sega and Sony fire and reshuffle top employees/page 10 ®Piracy infiltrates the N64 software
scene/page 11 *The PowerVR chipset gets Intel’s support/page 12 ® Sony slashes PS prices/page 19
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NCL chairman Hiroshi Yamauchi (left) is reported to have said ‘we will be fortunate if three out of the next 20
games delivered on the Nintendo 63 match Mario.” That's only part of the problem facing Nintendo HQ

he Nintendo 64 may have got off to promised. launch the machine in the UK this
a flyer in Japan. but many of the year, Even if it does, the suspicion 15 that

world's biggest publishers have some stocks will be extremely imited and that
serious doubts about its potential in Europe there will be nothing like full availability
and in the long term generally. until Spring 1997.

The reason for the uncertainty By that ime. Sony and Sega would both
surrounding what is undemably the most expect to have installed bases measured in
sophisticated console on sale millions and their consumers will have
anywhere in the world the pick of a massive sofrware

{supported by the best
videogame so far created.
Super Mario 64).1s a
series of question marks
over key issues such as
Nintendo's pricing policy. the
viability of cartridges as a next
generation storage medium,
the depth of guality in the software
range and. as ever where Nintendo is
concerned. the terms on which it will
allow thirdparty support. budget lines (under £20).
It is also looking increasingly likely The hardware will probably be
that Nintendo will not. as it had previously priced at £179 or even £149.

library enhanced by publishers’
second or third generation
PlayStation and Saturn games,
games that should be pushing
the machines to their limits.
Sega and Sony have also
announced plans that will
reduce the average cost of
their software through the
addition of mid-range price
points {under £30) and



HMV goes retro

HMV are holding a retro

gaming exhibition at their

store in Oxford Street,
London. Visitors will be
able to play on C64,
Mattel Aquarius and
Intellivision machines as
well as other classic
consoles. There will also
be an auction of retro
hardware and a retro
open evening where
special guest coders will
wax lyrical about the 8bit

days. See Datebook (p19).

Against this, Nintendo will pitch a
cartndge-based machine (wath. in Joe
Punter's mind. all the unwarranted but
unavoidable clunky connotations of
1 6bittery ), probably priced somewhere
between £200 and £250. On the software
side, there should be at least 25 or so games
available for the N64 by then, but how
many will be anywhere near as good as
Mario 642 Nintendo's awn president.
Hiroshi Yamauchi. is reported 1o have said
that ‘we will be fortunate if three out of the
next 20 games delvered on the Nintendo
64 martch Mario.’

Virgin Interactive Entertainment has one
product. Freak Boy. that 1 expects to be
ready for launch in Spring '97. It has one
other title currently going through
Nintendo's approval process but that was
developed in the publisher’s Japanese office

by a Japanese team and with the Japanese
market very much in mind.

European boss. Tim Chaney. explains: 1
think theyIl edge it over there. but in the UK

Aﬁliunchtﬂinﬁ:, Super Mario 64 must rank as the strongest ever.
turn

But will its qual

out to be a hindrance to thirdparty developers?

Visuals this good will
eas emulate, but

glnupL is another

matter altogether

the Nintendo 64 wall have an uphill struggle.
1 don't think anyone can deny that. This has
never been a happy terrifory for them.

There are so many question marks. Will
consumers pay £70?7 Will they be easily
convinced of its technical superiority? Will
one in ten games match Mario?'

Tim Christian. European MD of
Microprose, believes he has some answers -
and none of them are yes. Microprose was
one of the first non-Japanese firms to be
granted a publishing licence for the N64
and began developing a 64 bit version of
Top Gun last year. A couple of months ago.
however. it pulled the plug.

They're coming in last and the public is
going to see them as the third next
generation platform in every sense.” blasts

Christian. "By the time the NG64 arrives |
think the average price of Sony and Sega
software will have dropped considerably
you'll be able to buy top quality PlayStation

and Saturn games for under £30. How could
a mass market then develop around a
machine with games selling at £707 I think
the N64 will be sunk before it gets out of
the harbour as far as Europe’s concerned.’

At Electronic Arts, international vice
president Mark Lews is less vitriolic but
similarly sceptical: The launch was successful
in Japan - but you can't measure real
success in Japan until you get to three to five
million. as 300 painfully found our. It's
actually very easy to sell 1.000.000 units of
a new console in Japan. particularly if you're
Nintendo. The test comes after that and
outside of Japan.

‘What terrifies me is that the price of the
software on grey import over here 15 £100 -
and even the official price in Japan is the
equivalent of $100. £70 for a software
title?! As long as we can bundle an N64 with
everyone we sell we might be alright. Some
dedicated hobbyists will pay that sort of
money, but it's not-a mass market,

EA will, nevertheless. publish J-League
Soccer for the format in Japan this
Christras and will have FIFA ready to
launch with the console when it arrives in
Europe. 'Beyond that.” Lewis-expounds. ‘we
can’t commit any more resources. How can
we when we don't have a business model
from Nintendo? We don't know the official
price of the hardware or software over here,
we don't know the cost of goods to us as
third parties and we don't know the
payment structure. We have to reserve
judgment and prioritise other formats of
which we do have a clear sight.

The one thing that is presumed is that
Nintendo will control the manufacturing of
all N64 cartndges. taking code and an order
for an initial number of units from third
parties. Payment is due in full upfront,
before the third party has sold a single copy.

This is obviously a hugely problematical
model for publishers. The investment is

-
N

EA's Mark Lewis (top)
has a team working on
FIFA Soccer for the N64
(3DO version, above)

Who is it?
Allegedly. mare phoros of this
T¥-come-film star are
downloaded trom the web
eath day than those of ‘Plastic’
Pamela Anderson ar even every
nerd's favourite, X-Files star,
filhan Anderson
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Seta has become the first
Japanese company to be
granted a licence for
developing coin-ops
based around the
Nintendo 64's hardware.
1t's now well known that
the Cruis’n USA and Killer
Instinct coin-ops had
little in common with the
finished N64 hardware,
so it's possible that
Seta’s games will be the
first to take advantage of
the completed chipset.
With Namco and
Capcom committed to
developing for Sony's
PlayStation-based
System 11 technology,
and Konami signed to
develop for M2-powered
arcade technology, Seta
could well be one of the
companies that seems
keen to keep in
Nintendo's good books.

It is...

Teri Hascher, who plays Lois
Lane in the New Adventures of
Superman, Ters recently made
her post Superman cinematic
deburt as a femme fatale in
the. ahem. “steamy thriller’
Heaven's Prisoners

massive. the risk enormous. Industry pundits
estimate that the price-per-unit of a finished
cart from Nintendo could be up to $40.1f a
firm wants to order a fairly modest
250.000 copies of an N64 game the cost
will be $10 million.

The dangers are compounded by the fact
that the process of manufacturing cartridges
is long and laborious compared to the
quickfire duplication of CDs. Publishers must
place their orders months before they want
to actually start selling their products, which
means that in, say. July, they have to guess
the state of the market in the run-up to
Christmas. They also have to try and come
over all Mystic Meg about what the
competition might be up to. whether or not
the licence they've just paid a few million
dollars for will still be hot, etc..

When you're investing millions and
millions of pounds upfront without any
guaranteed return. guesswork is a very
‘worrying business.

In the SNES market (which followed an
identical model |, almost every publisher
made at least one horrendous mistake and
ended up with warehouses full of carts that
couldn’t be sold at anything like full price.
Discounting became rife so that only the very
best games [ maybe half a dozen a year.
most from Nintendo itself) could command
the £40-50 price tags that delivered a profit,
the rest were dragged down into the mire.

The market became a mess and the
games industry as a whole lost, literally.
hundreds of millions of pounds. Nobody
wants a repeat. Rod Cousens. European
president of Acclaim Entertainment, believes

that the Nintendo 64 can only flourish
globally if supported by a rich. varied and
substantial software library, ‘and that can
only be achieved with the enthusiastic
support of all leading publishers’.

He continues: ‘If Nintendo duplicate the
SNES business model and come up with a
cost of goods of anything like $40. then that
sort of support would be virtually
impossible. They have it within their power,
however. to create a market where software
sells at under £50 - which I believe it has o

The N64’s Japanese launch was a success - but few
expected

otherwise. The machine is still far from being market leader

- and where there is still room for everyone
to-make margin. I'm sure Nintendo see the
wisdom in that policy.”

Christian, with Top Gun spiked. no
bridges left to burn and diplomacyfo the
winds, is more scathing: ‘Speaking as a
publisher, it's an absolute nightmare. They're
asking us to take the most-enormous nisks
for the most paltry rewards. It makes you
question what value; if any. they place on
thirdparty support. It really is about ime
somebody told Nintendo that their particular
brand of feudalism died out years ago.’

Chaney chips in: There's no doubr it
makes life more difficult. You can learn to

live with it by adjusting the way you sell, but
you wantto be reasonably sure of some
substantial returns in that case.’

Lewns adds: ‘Sticking with cartridges and
this model makes the Nintendo 64 less
attractive for third parties, If they sell 25
million machines it suddenly becomes more
attractive. but that's hard to imagine with
software at £70 a pop.

‘Remember. publishers only have limited
resources and so only a percentage of
formats can figure-in any firm's plans. 1
believe the ones with the poor business
imodels will be lefr our.’

The one thing everyone agrees on is the
‘brilliance of Mario 64. but even that raises
‘questions. Chaney concedes that no third
party will come up with a game of equal
‘quality in the next 12 months and that ‘the
best of the rest will be nowhere near as
good as Mario for some time'.

Lewis says Mario is ‘a superbly crafted
piece of software. it's the first time you've
felt you were living in a great cartoon rather
than just watching a pretty good one.
PilotWings is nice and ambient but nowhere
near as good as Mario.



N64 releases

Japanese N6 4 release

the year, and confirmed that

64 will indeed appear.

Wave Race 64

s 5
g

Star Fox 64

Iil

Flero 64

He goes on to claim that it's conceivable
that any third party could come up with a
Mario 64. but predicts that nobody will. the
reason being that an independent publisher
has so much more to lose than Nintendo if it
fails - and far less to make if it succeeds.

That's why games like Maric 64, while
highlighting the awesome potential of the
machine and proving that gameplay can be
overhauled with the added depth of an
extra dimension, also make it harder for
third parties to support.

Games like Mario on the Nintendo 64
and Yoshi's Island for the SNES emerge
from Nintendo's R8D departments largely
because the manufacturer doesn't have to
pay a royalty to itself and so can afford to
invest more time, people and money into the
projects.

When such stunning titles appear they
inevitably soak up almost all the media
attention and high street sales - and if some
poor publisher's game happens to come out
in the same week. or even the same maonth,
it's left languishing in the shadows. It's yet
another risk to contend with.

And. as Lewis' suggestion that other
firms ‘could but won't' come up with a
Maro 64 implies. the reason it's always
Nintendo and not a third party that comes
up with these technical breakthroughs and
commercial blockbusters is not because its
engineers are more familiar with the guts of
the machines | although. of course, they
are|. but because it can afford 1o.

As the boss of one of Europe’s biggest
software houses commented at the time of
DKCs launch: ‘If we came up with that we'd
have to charge £100 just to break even.’

Lewis points to the lower-cost floppy

optical storage device that Nintendo has said
it will introduce within the year as a possible
solution. If that offers a lower software
retail price to the consumer and cheaper
cost of goods o third parties. it could be
Nintendo's most significant step yet away
from ‘feudalism’.

At the moment. however. the project is
sketchy and there is no talk of pricing.

Underpinning the whole N64 argument

be one of the system’s best new games

‘ Nintendo’s own Star Fox 64 is poised to

Nintendo 64 softw clockwise from above): Nintendo"
mm!ﬂ:hwsmmw'smfim 4

15 a suspicion that ultimately Nintendo cares
little about Europe and less about thirdparty
publishers. Its prionity markets are Japan
and the US and its business depends on
selling its own software.

As Cousens points out. huge licences and
great games exist outside Nintendo's

universe andf it doesn't welcome third
parties then it will sometimes miss out. but
does Nintendo care?

If it can supply a 64bit console at £199
and suppart it with 25 fitles a year. four or
five of which are as good as Mario 64. it
could just prosper in brilliant isolation.

Its consumers would miss out on the

What 1s it?

This successtul Actmisian
Mortal Kombats and the FIFA Soccers that | advennire ;,.,m scored
are owned by third parties like Acclaim and eight out of ten in E17. may
EA. but then anyone who doesn’t have a | Ml":;ﬁ'lnlf"k
Nintendo 64 might ably miss out on the budget film or TV series.
best r;dmes for r:e baersgtu con}:ole in the world. P a
g ’ has snapped up the nghts

The most likely scenario as far as the UK
15 concerned s that the N64 will not be fully
available unnil Spring 1997, it will carry a
higher price tag than either the PlayStation
or Saturn, it will have a fraction of the
thirdparty support offered to Sony's and
Sega's systems (and. therefore. a relatively
tiny software library) and its games will sell
at around two thirds the price of the
average 32bit title. It just might. E
however, be a storming success.
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Following its ‘defection’ to the
PlayStation earlier this year,
Square Soft has revealed more
titles for Somy’s machine.

Shooter Zauver (below),
fighting game Bushido Blade
(below middle) and RPC Saga
Frontier (bottom) are yet to be
given release dates.

It is...

Spyeraft, or, as it's modestly
subtitled, The Great Game, In
the wake of Mission:
Impaossible’s success i should
do well - especially comidering
the glur of assassination,
torture. and killing scenes

ega of America has announced that
. current CEO. Tom Kalinske. is
: leaving the company o join
Education Technology LLC. Industry
unknown Scoichire Irimajiri. who joined
Sega in 19973 after 30 years at Honda, has
now been appointed chairman and CEQ.
The move s just part of a major
corporate re-shuffle sweeping Sega of
America’s upper management. Sony's Bernie
Stolar has joined the company as executive
vice president. responsible for product
development and thirdparty business, and
ex-Atari employee Tedd Hoff has been
promoted to the position of executive vice
president of sales and marketing. Stolar has
18 years experience in the games industry
and, while at Sony. was one of the main
figures behind the PlayStation launch,
Kalinske. who has been at Sega for six
years. will stay with the company until
September 30 and remains on SOA’s board
of directors indefinitely. Sega also
announced that Hayao Nakayama. chairman
or SOA and Sega Enterprises. and David
Rosen. co-chairman. have resigned from
their current SOA posts.
On Kalinske's departure. new (EQ
Irimajiri. who retains his position as
representative director and executive vice

president of Sega Enterprises. said. ‘We are
sorry to see Tom leave Sega. but he left us in
a strong position in the marketplace. [ am
excited to be taking a more active role at
Sega of Amenica now... we're looking
forward to an extremely favourable

heliday season.’

In a move which sirangely shadows
Kalinske's departure. Sony Computer
Entertainment of America has ousted its
executive vice-president. Jim Whims. Whims.
who was previously the public face of SCEA.
will be joined at the job centre by Angelo
Pexzani. a fellow management member
who has also been ‘asked to resign’. By way
of explanation. SCEA’s vice-president of
marketing. Andrew House. told Edge’s sister
magazine, Next Generation, ‘Essentially it's
been a year since we launched the
PlayStation in the US and the senior
management felt that the mix and skills
needed now are different in the second year
than they were in the first.

»

fter six years of service, Sega’s US chief Tom Kalinske (left) is
packing his bags. SCEA's executive vice-president Jim Whims is off too

House continued by laying out Sony's
plans for the rest of the year. ‘With the
fourth quarter just around the corner and a
new competitor coming info the marker.
we're looking to capitalise on the existing
user base that we have for hardware. We
also want to expand aggressively now. We're
looking to establish a very strong software-
to-hardware ratio and get some great killer
titles our during the fourth quarter thar will
build the business.

With Stolar. Whims and Pezzani out.
Sony has effectively eradicated its old
executive vice president mantle, making way

for Shigeo Maruiama who becomes
chairman and CEQ: and Jack Tretton.
who takes on the role of executive vice:
president of sales.

Although House maintains it was ‘entirely
cointidental’ thar Whims and Kalinske left in
the same week. more objective industry
pundits will no doubt be speculating that the
imminent arrival of the N64 may have
precipitated both actions. However,
regardless of Nintendao's consale. Sony has
not had much success with its upper
management. Steve Race was the first to be
appointed as CEQ. only o be replaced
<everal months later by Marty Homlish, who
was only recently usurped by Jim Whims.
Ironically, each of these men resigned. or
were removed from their posts just after
giving interviews to Next Generation
magazine. Therefore. if Maruiama decides to
talk to Edge’s US sister mag in the next few
weeks. he probably shouldn't bother
spending too long filling his new desk
with personal knick-knacks.

Time to go home...

who fired the $199 bombshell

Tam Kalinske and Howard

It has been claimed that Sony’s

control in the US. resulting in
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Quake and N64 suffer
at hands ot pirates

The best things in life are free - like marriage (sort of), ironically depicted in Quake’s
marketing strategy, and now Quake itself - anonymously posted on the Net recently

Véritable feast

id is developing a version of
Quake to take advantage of
Rendition’s Vérité-based
graphics accelerator board (see
E33). The Vérité-compatible
Quake, which is expected to
spart perspective correction
and bilinear filtering. will be
completed even before the
DirectX version.

LucasArts is also developing
games with Rendition's
graphics technology in mind;
Dark Forces 2: Jedi Knights

nly hours after the shareware
version of Quake was released via
the Internet it became apparent

that an early build of the full game was also
circulating illegally. The Quake Bera, as it has
become known. contains all 30 levels of the
finished game plus the restricted weapons
monsters and multiplayer maps.

It is thought that the game was posted 1o
an anonymous FTP site by one of Quake's
beta testers who are located around the
world and used by id for final bug resung
and gameplay balancing. Within hours of it
being available it was hacked and spread
like a rash across the world. causing a major
headache for both id and distribators, GT,
both of whom having remained quiet since

the leak. The only comfort id can gain from
the episode is that ar 21 megabytes the files
were foo large for many modem users to

Only 19 days after the launch of the
N64 a company is already claiming it

has technology to copy its software

will be Vérité compatible.

obtain and the game. although quite
playable. was some way from completion.

Occurrences of this nature are becoming
maore common as technology improves. Only
recently Microprose experienced a near miss
as a prerelease copy of Grand Prix 2 made
its way onto the Net. Fortunately for
Microprose. programmer Geoff (rammond's
capy protection rendered the game unusable
without fingerprinted CDs.

Meanwhile, a Hong Kong company has
posted a message on a Nintendo-related
newsgroup claiming to have N64 cartridge
copying devices in stock. The unir. which
comes supplied with 16Mb of RAM
{upgradeable to 1 28Mb using PC-standard
30-pin simms ). costs $525 (£350).

With a 1.44 floppy drive as standard.
the device is claimed to have a parallel port
allowing games to be stored on a PC hard
drive and loaded into the unit that way.

Concerning the dubious nature of the
unit. the posting says: We know of the
illegality of such a product. but are not
particularly concerned since we are located
in Hong Kong. beyond the reach of the law.

Coming just 19 days after the launch of
the Nb4, the copying device will no doubt
have alarmed Nintendo. The company
has suffered terribly from piracy in Hong
Kong with ifs previous formats (the Game
Boy, NES and SNES ). and the fact that its
newest technology has apparently been
cracked so swiftly will be a significant E

blow ta its strategy. :E
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Voodoo coin-op

3Dfx Interactive, designer
of the Voodoo graphics
acceleration chipset, has
announced details of the
first arcade game to
employ the company's
technology.

Home Run Derby,
developed by Interactive
Light, is a baseball game
in which the player hits a
virtual ball with a real
baseball bat. The game
features 'photorealistic’
graphics and an infrared
sensor which determines
the batter's timing and
the speed, angle and
orientation of the ball.

Interactive Light is also
planning to develop
boxing, golf and other
sports sims using the
3Dfx technology.

> NewWs

Videologic gets

ntel support

EC and VideolLogic have announced
m that the future family of their

graphics accelerators. incorporating
the PowerVR 3D chipset. will support Intel's
new Accelerated Graphics Port.

The AGP will provide future PCs with a
high-bandwidth. low-latency. direct link to
the PCs main memory. This will allow AGP
systems using PowerVR 1o eliminate local
texture memory. sharing system memory
with no loss of 3D performance.

Intel’s interest in the PowerVR is down to
the chipset’s high 3D capabilities combined
with its cost effectiveness. PowerVR
eliminates the local z-buffer memory found
on CDI"IVEI'I"DI'IE' 3D Systems. I'I'III'IImFSI!'Ig
frame buffer and texture memory access.
Instead of normal z-buffering. PowerVR
features on-chip hidden-surface removal and
deferred texturing. which means that only
visible polygons are textured and written
into the frame buffer regardless of the
game's depth complexity. This requires a
fraction of the memory bandwidth needed
by conventional 3D systems and ensures the
absolute mimimum AGP bandwidth 1 used.

The chip’s low use of CPU bandwidth
makes it a good companion to AGP, As a
recent press release from NEC points out.

‘Because AGP shares main system memory
bandwidth with CPU and PCT accesses,
PowerVR's low memory access requirement
ensures the majonity of memory bandwidth
is available to the CPU - often the bottleneck
in high-performance 3D systems. This
enables the PowerVR architecture to break
the barrier hit by other AGP 3D systems.

In short. Intel likes PowerVR because the
systemn requires no local z-buffer or AGP-

based z-buffering. According 1o NEC. "AGP-
enabled integrated wideographics
accelerators based on PowerVR 3D
including single chip packages. add-in cards
and chip-down solutions will hit previously
unachievably low system price points while
retaining no-compromise 3D performance.
NEC and VideoLogic expect to
demonstrate AGP-compatible graphics
accelerarors to PC manufacturers during the
first half of 1997, with shipments
concurrent with Intel's AGP Pentium
Pro chipset in the second half of ‘97

Rave Racer is still one of the only reasons for PC gamers to consider buying the VideoLogic chipset. However, with
future editions of the chipset supporting Intel's forthcoming AGP, PowerVR could be the graphics card of choice

9!
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etsuya Mizuguchi has big plans tor
- videogames. Former producer within
Sega's Amusement Machine R8D

Department 3 (AM3 ) and responsible for
hugely successtul con-ops. Sega Rally
Championship and Manx TT, he is now in a
privileged position having formed a new AM
department, provisionally titled "AM Annex.. In
his late twenties and currently enjoying a certamn
amount of autenomy within this new division.
Mizuguchi-san’s olfices occupy the fourth floor
of a small building a stone's throw from Sega’s
headquarters. And somewhat romically
considering its racing game heriage. it sits
above a flashy car showroom.

Drawing on the talents of a small
team of developers previously
working within AM3 and AM2
Mizuguchi's tirst project 15
Sega Touring Car
Championship - the latest
game to use Sega’s Model
2 rechnology. Based on
the othicial touring car
racing season and expected
to be ready in time for the
JAMMA show in mud September,
Mizuguchi recently invited Edge 1o look ar a
50% complete version of the game |even well
belore the fervent Japanese games press got a
look in) and to guestion lnm about the new
deparrment. A detailed look at the game will
follow in E37.

Edge AM3 has been a great success - what made
you want to sef up a new AM department?

T™ Our new department 15 a small one but
that's not necessarily a bad thing for a working
environment - big departments have their
disadvantages. Before creating the new division
I explained my concepr 1o the head of AM3 and
then to Yu Suzuki. However, we all agreed that
creating a new department separare from AM3
would be a good thing. First, we began with
about six or seven people - imnially the
programmer of Sega Rally and some designers.
Then some maore stall joined us, We re going 1o
make two 1o three games a year and later this
year we may even start work on Sega Rally 2.
Edge Will racing games remain your speciality?
TM | hope to make one per year but while I'm
still keen to make racing games | want to
pursue some new directions.. our new
department has some very good skills and
designi sensibilities. Personally. I want to make

some new games based on dreams - not thar
Sega Rally wasn't a dream of mine! - or related
1o fantasy. I want 1o create new worlds and
keep things very high-end - use mce colours and
very realistic effecrs. We want to make
captivating games based on new concepts, we
want 1o make some challenging games.
Edge How long have you been with Sega?
TM If my memory serves me well, after
graduanng trom university [ enrered Sega back
in 1990 - so about six years. 1
graduated from Nihon
University ol Art. a
tamous Japanese ar
college. where [ majored
in literature. Studenis can
choose from ditferent
subjecrs such as literature.
. journahsm, e1c.
/ Edge And this lead to a career in
arcade games..
TM When [ was at university |
stuched ditterent topics hke physical
senses. media... I was also interested in
marketing... but there are no physical
production tasks in marketing so I thought it

Unlike the grts,
d or pot, ¢t
goo en['e

creating

would be boning. [ preferred doing something in
relation with human senses or entertainment.
Something more in relation with human nature.
a held where 1 could do some research. [
discovered that the entertainment world would
be suitable. Unlike the arts. where it 15 often a
matter of taste whether something 15 good or
noft, (f(‘.’]'ll’lﬁ BDOd interachive entértainmaent 1%
more easily delinable. | chose Sega because n
was using new technology and 1 was able 1o
study things like human movements.

Edge What was your firsi project?

TM When | entered the company | joined a
department which was doing some arcade
cabinet design. During the tirst year 1 got
involved in many different projecis. but because
[ was interested in compurer graphics. I joined a
LG department that was designing Megalopolis
la prerendered shoot ‘'em up developed for the
Sega AS-| simulator). This position proved 1o be
interesting as [ had already been involved wih

St

vice director, AM Annex

computer graphics when | was ar university.
Designing Megalopolis was fun - 1 got 1o make
my first (6 mowie. unveiled at Siggraph. It was a
great experience for me.. but [ haven't designed
a prerendered (6 mowe since then.

Edge Why did you choose Sega over Nintendo?
TM Simply. because | was interested in arcade
games. Nintendo 15 a consumer company, Sega
had both businesses and | wanted 1o make
some arcade games. In the beginming I always
wanted to make arcade games but now. I admit
I would really ike 1o make console pames. too
|Sega Rally was converted by a consumer
software department. not AM3|

Edge What's your opinion of working at Sega?
TM Sega is overflowing with creative minded
people. It is a very good place for creativity. In
our new department, however. we don't feel like
we re part of Sega's AM deparrmens. [
anything. we feel as if we're an external team.

It doesn't mean we are completely free but it
enables us 1o see what is happening beyond
Sega's AM departments.

Edge What relanons does AM Annex have with
AMZ and AM3 ?

TM We all belong to Sega. so there are some

-
'n‘r)l"-ft Y gt%nso ething is
(1] 'nfera Jer
easily more definable
frequent exchanges of staff between
departments. Everybody respects the work of
others and when a parncular division 15 doing
something exceptional. other departments do
naot hesitate 1o say 0. That 15 probably one of
the best aspects of working within Sega.

Edge Is Sega a typical Japanese company i the
way it treats its employees?

TM No. not really. I believe Sega gives ity
employees lots of freedom. I think it 15 possible
to compare the atmosphere within Sega to the
old Hollywood atmosphere. 1 believe it will be
very good for the worldwide leisure
entertainment industry 1o have, at its core. key
people who have already had ten or 15 years
of work experience in Sega...

Edge How many hours do you work a week?

TM I really don't know. Normally. | begin
around ten o'clock but it really depends on the
day. We somenmes spend mights in the office. I
really depends on the project.

Edge In Japan, has Sega’s image changed over
the years you've been with them?

TM I think so. When [ entered Sega. the image
of the company was not as strong as il 15 now.
But recently Sega has done some great things.
Edge What interest or hobbwes do you have?

TM 1 like travelling and I'm fortunare 10 be able
1o travel a lot with my job. 1 also go clubbing a
lar and I really love 1echno music. so | often go
out in different techno clubs in Tokyo, Needless
to say. the music in Sega Touring Car
Championship will be techno! In Japan, many
young people are making this kind of music. or
are playing it as DJs. simply because they like 1.
I enjoy going to techno parties and in this kind
of place there is lots of energy and creativity.
Sometimes. people will approach me if they
know I work for Sega and make me listen E
ta the tapes theyve created..
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ATI rages on

Sony has announced
details of a new range of
PCs to be launched in the
US in the next few
months and Japan in the
Spring. The company will
also be endorsing ATI's
3D Rage board by adding
two Rage compatible
games to the graphics
cards bundle pack:
Mechwarrior 2 and
Wipeout. Tim Errington,
senior vice-president of
sales and marketing for
Sony Information
Technologies told Edge,
‘ATI's technology was a
perfect match for Sony
and the Sony PC.

Both US and Japanese
machines will be
Pentium-class PCs,
bundled with Win 95 and
will appear under Sony's
VAIO brand name. The
Japanese launch
represents Sony's return
to the previously
minuscule Japanese PC
market after a four year
absence. The company
pulled out of the market
in 1992 due to
disappointing sales.

Sony cuts
prices

‘% RIDCE RACER

Will the original Ridge Racer make a
sub-£30 showing come Christmas?

Seplember

ony is rumoured to be planning to
drop the prices of key PlayStation
titles in an effort to dominate the

videogames market. with a mid-price range
of older games at £25-30 and a series of
classics at under £20 each being considered.

Ridge Racer. Raiden Project. Arc the Lad
and King's Field 2 have already been
re-released this month in Japan for ¥2.800
[€17) each. An equivalent scheme far
Europe is not yet final. but Sony may have a
range of budget games out by Christmas.

Reducing the prices of classic games is
not Sony’s only scheme to retain market
domination - the company also plans a
series of initiatives aimed at securing
thirdparty support. These include allowing
demo discs of new games to be produced
and sold in retail outlets for around £5. and
giving thirdparty developers demo and

promo discs of new games for E
distribution to mags. chents, etc.

THE BITMAPFP BROTHERS

“SO HOT YOU’LL

i-TV ‘96: The Super Highway Through The Home?

— Sept 3-5, Edinburgh University, Scotland. Over 80 leading
practitioners and thinkers from industry, government and
academia from around the world gather to discuss the realities
and visions of interactive television. Contact conference
manager Peter Niven on +44 (0)131 650 9020

JAMMA - Sept 12-14, Nippon Convention Centre, Makuhari

Messe, Tokyo, Japan. Namco, Sega and the rest show off their
latest coin-ops at this highly respected event. Contact JAMMA:
tel +81-3-3438-2363, fax +81-3-3438-2721

ECTS Autumn — Sept 8-10, Olympia, London. Europe’s
biggest trade-only computer event, planned to be much bigger
and more memorable than the Spring 96 version. Contact
Blenheim Exhibitions, tel: +44 (0)181 742 2828

Dclober

World Gaming Congress — Oct 1-3, Convention Centre, Las
Vegas, USA. Game companies gather in the gambling

capital of the world. Contact: Gaming and Wagering Business,
tel +1-212-594-4120, fax +1-212-594-0514

Retro Gaming Exhibition — Oct 21-Nov 2, HMV Level One,
Oxford Street, London. Nostalgia-hungry visitors will be able to
play on a variety of old gaming platforms, such as the C64,
Vectrex and Colecovision. There will also be an auction of
classic hardware and software. For more info, phone HMV on
+44 (0)171 631 3423 and ask for Level One.

Show organisers: if your show isn't listed here, it's only because
you haven't told Edge about it. Do so on 01225 442244, or fax
us on 01225 732274, or send details 1o Datebook, Edge, 30

Monmouth Street, Bath, BA1 2BW. Email: edge@futurenet.co.uk

JUST DIE”

PC GAMER

OUT ON PC-CD ROM AUG 24

=20 news
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F'tst came VRML,
then Java. Now
T\IML romlses
to @ L ek
age &
theq:lI F into the
third dimension.
The difference
this time is that
the priority is
online gaming

The Chemical Brothers
used a great TVML
rollercoaster demo on
their web site

TVML's own games will
soon be released on

PC CD-ROM by a major
software publisher

eteran Net surfers will be pleased
m to note that, despite growing

commercialisation and a slow but
definite seepage into mass public
consciousness, the information
superhighway remains as confusing,
contradictory and complex as it has ever
been. At first, it looked as though VRML
might mutate into a language capable of
bringing 3D gaming to the Internet. Then
Java appeared, boasting a number of
attractive attributes. Now there's TYML.

TeleVisual Mark up Language is a 3D-
capable Internet programming language
which works alongside HTML to create a
complete online publishing system. In other
words, it's another contender in
the evergrowing rush to bring 3D
graphics to the Net. Developed
by newcomer TVML Ltd, the
technology was originally
designed for TV net surfing, via a
set-top box, but the company
sensibly decided to broaden its
remit to include the current
methods of Net access (PCs and
Macs, etc).

Importantly, TVML has been
designed specifically for online gaming.
Developers using the language will be able
to produce 2D and 3D single or multiplayer
games which can be played over the Net in
realtime. Up until now it was felt that data
transmission over the standard network
would be too slow to allow for realtime,
multiplayer 3D gaming. Therefore, complex
3D games have only previously been set up
aver commercial networks fike AOL, or over

separate games-specific networks like BT's - -

Wireplay. David Wainwright, managing
director of TVML Ltd, is aware of the
predicament. ‘Latency [slowdown due to
data transmission] is one of the biggest
problems facing Internet games designers.
The Internet is currently overloaded, but as
more professional Internet providers install
higher-spec equipment, the situation will
improve.’ Until then, how does TVML plan
to cope with latency? ‘We heavily compress
the 3D wireframes and transmit the textures
in advance. With a PC that has local storage,
we can improve this by downloading new

levels as the game plays. The demos on the

Web site come 100% across the line as the
user plays the game.'

The people behind TVYML are
themselves writing games using the system
(Wainwright has previously worked on
conversions of R-Type and Rampage), but
are also looking to lease out editor software
to interested thirdparty developers.

At the moment, the games available on
the TVML Web page are rather basic: a

Site: TVML

Address: http://www.tvml.co.uk

Format: Online 3D graphics language

Origin: Abingdon, England

TVML Ltd is working on its own games including RPG wood
(left), and global domination game, Absolute Power (main)

couple of 2D fillers and some quite
promising 3D demos.

However, the company is getting
together with a major publisher (which
cannot yet be named) to work on two
ambitious titles to appear in early 1997. 3D
D&D-style romp, Grymwood, and Risk-style
global domination game, Absolute Power,
will both be released as stand-alone
CD-ROMs with a built-in Internet multiplayer
option. Players will be able to master the
games alone and then go online to play
them. Interestingly, when Grymwood is
played over the Net, only the wireframe
graphics will actually be passed from player
to server to player - each player's own copy
of the game will provide the textures - a
novel way of getting around the slowdown
problems associated with sending lots of
data down the wire. Furthermore, TVML is
planning to use Microsoft's DirectDraw APls
in its next batch of in-house games for a
marked improvement in graphics.

Although designed for gaming, TVML
may have wider significance. The language
is, after all, an ‘online multimedia autharing
tool set’ so like Java or VRML, it could be
used by companies to create their own 3D
Web sites. Whatever the case, and
whichever 3D language eventually
succeeds, it seems the Internet's text- E
and photo-based days are over.

Net gaming
Ultima Online i

Origin is beta testing an online
version of its best selling fantasy
RPG, Ultima. Players can talk
and fight realtime with other
users and customnise the look of
their own characters.

Ultima Online, due out on
CD-ROM this winter, is described
by Origin as ‘an on-going, ever-
changing world of adventure,
complete with 3D terrain and
SYGA graphics’. 1,000 gamers
participated in the April test,
with 150 online simultaneously
at any one time. Apparently, the
company received very positive
feedback from participants.

Sim City 2000
Another title coming to the
Internet soon is Sim City 2000,
the strategy classic from Manis.
Players will be able to
collaborate realtime in the
construction of a city, holding
meetings and agreeing on
resource management. They will
also be competing for landspace
and the player who owns most
5C2000 will be available on
6.
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Being second in aw%ﬁ
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eas8y« Sega has'doné;hsr
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next genmeration
console market but

now it has Nintendo to
contend with. Edge
spokestioplom Kalinske
shortdy before he
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ega may still be the
underdog in the home
videogames arena. but
now its credibility 1s a lot
more intact than it was 12
months ago. It has proved
it can outperform Sony's PlayStation with
games such as VF2 [ many programmers
maintain this game would be an impossible
feat on the PlayStation ). It has shown it can
compete on price terms with its £200
Saturn. And it has even taken the online
initiative long before its rivals. Edge spoke
to the company’s bullish US president shortly
before he decided that Sega was no longer
for him (see news ). Bid a fond farewell to
SOA's king of hype. Tom Kalinske..

Edge What do you think led 1o Sony
dropping the PlayStation price to $1997?
TK I think theyre reacting to the Saturn
dropping to ¥19.900 (£120) in Japan.
which then started out-selling them even
more dramatically than it was at Christmas
time. [ was in Japan in April. and you
couldn’t find a Saturn on the shelf.

In Japan they're about to announce
the three milhionth Saturn sold through to
the consumers. I think Sony's probably done
just aver two million. That's a big
difference. It's something we don't see in
Europe and the US. but you can bet they
view this pretty damn seriously at Sony
headquarters in Japan.

Edge You think Sony's scared of the Saturn?
TK Absolutely. We've got great software. We
do. after all, have three 32bit processors in
the Saturn. which initially people had
problems with, but today I believe
developers are saying. You know what? We
can do more and more with this. We're
realising that we've only been utilising some
small percentage of the Saturn’s power.
whereas in the PlayStation, we're pretty well
maxxed out at 80% or so of the capacity.”

And then we've got the NetLink. This
thing 1s researched off the map. I mean,
I've seen a lot of research in my life. but..
people really want to connect to the
Internet, and a whole lot of them don't
have $2.000 to buy a PC. Interestingly. the
people who do have the money and have
spent it on the PC also want to connect via
their family room. because everybody sees
the added benefit of being able to share
what's on the Internet with a larger group
of people in front of the TV. And then. of
course. they are also able to play games
onlinewith groups and families in other
parts of the country. It's a very important.
very highly researched product.

So I think Sony said, ‘'Oh my God.
they've got a network link-up here; theyve
got an Internet peripheral: theyve got better
software: they're killing us in Japan, we'd
better do something.’

Edge Bur Sega’s peripherals have
traditionally been disasters. If you look at
the Menacer. or the Activator, or the Mega
(D. or the 32X..

What makes you think the NetLink will
be any different?

TK Historically. that would be correct. But
this is different - everybody knows that a
fast modem alone is around $200. So here
we're talking about a 28.8bps modem plus
special chip that allows it to do what it does
with the Saturn, and browser software - all
for just $200. I think everybody will
recognise the value in that.

Edge So you think the NetLink could make
the Saturn attractive to the people who
aren't interested in gaming but are
interested in getting on the Net for cheap?
TK Sure. We still believe the Saturn’'s the
more essential purchase, but there are folks
our there who believe that browsing the
Internet’s awfully important. So for $200

they may view this decision as. ‘Which is the
peripheral and which is the primary?’

Edge So you'll be marketing the Saturn with
the NetLink as a way of getting onto the
Internet for less than $5007

TK Yes. but it worries me a little to associate
our products with the word ‘computer’.
like the idea of positioning the Saturn as a
great games machine, with which you can
now access the Internet - which provides
entertainment, too.

Edge A lot of people say that Sony's decision
1o drop to $199 has a lot less to do with
Sega than it has to do with the N&4...

TK The whole deal with the Nintendo 64
depends on whether you really believe in
what Nintendo's doing. I suppose. If you're
Sony and you believe in it a lot, maybe you'd
be more inclined to react to it. From our
point of view, we still want to see it. we still
want to see if it's real. We've had three or
four announcements from Nintendo that
haven't been lived up to. And so [ don't
know what to think on this.

Edge After seeing 100 Nintendo 64's
running real software, it's probably safe to
say that it is real, Tom...

TK But it is still a cartridge system. and we
all know the problems with cartridges from
an inventory cost standpoint [cartridges
typically cost around $30 ro manufacture.
compared to $5 for CDs): from a retailer
standpoint [they have smaller profit
margins: from the thirdparty licensee
standpoint [who don't want to risk being
stuck with unsold games at $30 a gol: and
from the consumer’s standpoint.

Edge What's the problem with cartridges
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from the consumer’s standpoint?

TK Our research says that the consumers
who are already moving toward 32bit or
moving to the PC are looking at cartridges
and saying. ‘Whoops - that's old fashioned.
That's not what I want to do any more.’
Edge What's old fashioned about games
that don't take time to load up? And you
yourself managed a cartridge market very
well in the 16bit era and made a whole lot
of money. You could probably do it again. if
you had to. So why can't Nintendo?

TK The 16bit cartridges cost a lot less than
those for the N64. I understand that the
hard cost was going to be something like
$50. That's nuts! Who wants to take that
inventory risk?

Imagine you're launching a hit game.
So you're going to make one million of
game X, costing $50 each. before you sell
any. That's $50 million tied up in inventory
- you've got to be crazy to make that kind
of a decision. It's certainly crazy for the
retailers to go along with you because if the
product doesn't sell they suffer with all the
overstock and they've got to come back to
you for the mark-down money and it
messes up the market place.

But if it's a CD-based product. and you
made that same error, your mistake and
true cost is a lot less. So from a financial
point, cartridges don't make sense.

Edge Nintendo will counter this by saying
that because it's releasing only a small
amount of games. it can work only with
people who can afford to take this risk and
ensure all the games will sell well.

TK Never in the history of videogames has a
hardware manufacturer been successful
without widespread thirdparty support.

It didn’t happen with Atari. nor with
Intellivision - which was why these systems
failed. Thirdparty support was necessary for
Bbit and 16bit. So while it may be easy for
Nintendo to say these things. I think they
need thirdparty support. You need a broad
selection of product out there in order to
have the consumer pay this kind of money
for a system.

Edge Can NiGHTS do
for the Saturn what
Sonic the Hedgehog
did for the Mega Drive?

TK 1 believe it can. It's as different. When
Sonic came out it was seen as a totally
different type of play. primarily because of
the speed of the character. NiGHTS. too. is
similar in a different sense - it's the feel of
playing this product. Yes. it visually looks
great, but it's the feel that's so enjoyable.
You start playing it. and you can't put it
down. It really is compelling and addictive.
Edge Sega has AM2's Yu Suzuki and Senic
Team's Yuji Naka. Obviously. Nintendo has
Shigeru Miyamoto. Is it hurting Sony that
they don't have one star game developer?
TK Oh sure. You've got to have a thirdparty
line-up. but you also have to be able to do it
yourself. So. you know. I look at my two
competitors and I see Nintendo doesn't
have the thirdparty support. Sony has
thirdparty support but doesn't have the
internal development capability. Sega. has
both, so that's why again I have great hope
for the future.

Edge Despite how you carve up the market
share. speculators say that 32bit. as a whole.
just hasn't happened in the numbers people
were expecting. Is this true?

TK If you look back at late 1989 and 1990
when we were just starting 16bit with the
Mega Drive. we sold less than 400.000 the
first year in 1989, and then we sold about
450,000 in 1990. So. after a year and a
half we'd sold about a million units.

Now take a look at what's happened
today. Either us or Sony will sell far more
than that. By the end of 1996, the total
Sony-Sega sale combination will show an
adoption rate way ahead of 16bit.

Edge Have the high prices of next
generation systems (compared to 16bit)
affected things at all?

TK Interestingly, the pricing's kind of
comparable. If you took 1989 prices, the
MegaDrive was $199. Translate that to

today's prices, and it’s probably about $250.

So the 32bit adoption is far faster than
I think one of my friendly competitors -
whom [ won't mention - would have you
believe. You know. he said. ‘Oh, gee. 32bit
isn't happening.” purely because he has this
other large Japanese company breathing
down his neck. But it's simply not true. The
adoption rate is far faster on 32bit than it
was on 16bit,

Edge When you look at the Nintendo 64
software. do you see it as a leap over

and above either yours or Sony's current
32bit software?

TK I haven't had the time to really study it.
but I don't think it looks any better than
NiGHTS. I think NiGHTS looks - to me - to
be a superior game.

Edge SegaSoft makes sense in lots of ways
Sega makes great games. and it's good for
gamers on different platforms that they get
to play them. But if SegaSoft publishes a
game on the PlayStation. it has to hurt the
Saturn. right?

TK First of all, SegaSoft has not published a
game on the PlayStation yet. They're
publishing on the Saturn and PC through
this year. We're trying to set that company
up as an independent software publisher -
like Electronic Arts. for example. Therefore.
it really should be publishing on any viable
platform. Of course, I can quite easily say
that, but all the time I'll be thinking. T hope
that other viable platform 1s no threat to
the Saturn.’

I think if you want to set this up in a
way where it makes sense to the employees
in the company. you have to live with that
kind of conflict. Now. at the same time. I
think that Sega of America is going to prove
to SegaSoft that they should be sticking with
the Saturn and the PC as opposed fo E
our direct competitors.
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Blade

Just as the hype over id software’s Quake begins
to die down in the excitable world of PC gaming,
a new 3D title looks set to start the ball rolling again

Rebel's Diaz-Bustamante on what Blade has that Quake
doesn’t: ‘Li shades and shadows in realtime; high-
colour ics, a complex articulation system; realtime
skeletal deformation; realtime inverse kinematics...’

Rebel isn’t afraid of
clichés, as the presence
of this muscle-bound
hero amply illustrates

Formar:
Publisher:
Developer:

Release:

Ongin:

adrid is perhaps one of the last
m places one would look when
scanning the globe's videogame

development community for innovation,

but burgeoning outfit Rebel Act Studios is
crafting technology which looks set to put
the city it calls home on the map in style

Its new PC 3D engine, developed
specifically for firstperson-viewed combat
adventure, Blade, but due to appear in
three other titles in the future, looks like
giving Quake a run for its money with its
complexity. Capable of supporting display
formats from 320x200 with 256 colours
to 1024x768 with 16bit colour, it
generates true 3D environments which
can be enhanced with a expansive array
of spot special effects.

As well as featuring realtime, moving
light sources (capable of casting specular
light) visually the game offers what Rebel
call ‘dynamic lighting effects’ and
realtime shadow casting, along with fire
and water effects and scenery which
uses distance cueing.

The characters which populate this
world are all full polygon models,
produced with what Rebel calls a
‘skeletal deformation system’

essentially a method which gives a figure
more believable poise and movement.
Blade has an immediate edge over its
rivals by giving the player a choice of five
different characters to choose from
Though their behavioural aspects differ
slightly, each has a set number of actions

The game’s outdoor locations give it refreshing variety, while some of
its denizens, such as this example, haven’t yet been seen in the genre




While you can fight with swords (hence the game’s name), you'll also
be able to throw objects around - even severed heads, gruesomely

The staff behind, and
the cast of, Blade:
one big happy family

with which to navigate the game -
running, jJumping, crawling, swimming,
and even flying (though how the latter
option is going to be implemented within
gameplay is currently unclear)

Combat with Blade’s enemies — of
which there will be over 15 - will be
conducted with an astonishing 30
different weapons, from hand-wielded
varieties to ranged affairs. When involved
in melees (hand-to-hand exchanges),
detail even runs as far as leaving visible
wounds on your enemy — which will no
doubt do the game's genre little favours
in avoiding the harsh glare of the
videogames-are-bad-for-you brigade.

Over 20 different levels are promised
to make it into the final game and
Rebel's luan Diaz-Bustamante sees their
structure as one of the game's selling
points: ‘The levels are huge - bigger than
in any other game of this type. Each has
its own specific environment and story

Blade’s bad guys may look similar those of Quake, but they're made
up of mare polygons, and, Rebel claims, their animation is superior

prescreen

Blade’s atmospheric interior architecture is evocative of the middle
ages period in which the action is set. The moody lighting helps, too

which moves away from a shallow
arcade-type feel and helps give a feeling
a atmosphere — indoors and outdoors.’

Importantly for a PC release of this
nature, Blade will allow up to eight
players to take part simultaneously, either
via a local or modem network. Rebel
appears to have all bases covered with
the game in fact, going so far as to make
the game compatible with Virtual
I-Glasses and a number of the new
graphics-accelerator boards poised to
saturate the home market (the team is
impressed with the 3Dfx and Rendition
boards but feels that it's too early to
speculate about which is best).

Few could have expected a threat to
Quake to materialise so soon after its
arrival on the PC games scene, yet
Rebel's effort is set to raise the stakes in
a stroke. The fly in the ointment, as is
always the case with PC gaming, Is that
you'll need some seriously heavyweight
kit to truly appreciate Blade.

Start thinking about talking to E
your bank manager now.

Blade's realtime light
sourcing and shadows
are just two areas
where it excels (above)
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Formar:
Publisher

Developer:

Release:

Originc

espite what certain right-wing
m pressure groups would have you

believe, videogames are usually
a phenomena completely separate from
reality. Although strategy games will often
base themselves on historic conflicts, the
normal rule is this: games have no
influence on real life, and real life has no
influence on games. End of story. It is
certainly exceptionally rare for a game to

d fs‘l{"s%'{".}‘"é'éﬁ.
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be turned into a political gesture. But that
i5 exactly what EA has done with its latest
3D flight shoot 'em up.

Sowviet Strike, the follow-up to Desert
Strike, Jungle Strike and Urban Strike is
based on a currently rather important
hypothetical question — what would
happen if the newly found democracy in
the former Soviet Union collapsed? In the
game, this terrifying situation has
happened and now it looks as though a
revisionist ex-leader, known only as ‘The
Shadowman’, may gain power and
restore Russia to its previous communist
status — an event cheerily referred to in
the game as ‘The Separatist Bloodbath'.

Electronic Arts updates its highly popular
16bit Strike series by introducing the player
to photorealistic, true {" 3D landscapes

Each of Soviet Strike’s levels has its own mission
strike force scours southern Russia's

helicopter n.ﬂ:fw
Russian submarines (main) and other targets to destroy (left

To prevent a full-scale war, the
government call in Strike, an
underground task force set up to prevent
wars before they happen. The player
assumes the role of a Strike member and
must fly a helicopter on a number of
covert missions against The Shadowman
and his forces to ensure this menace
NEVer gains power.

In terms of gameplay, then, it sounds
like standard flight shoot ‘em up fare:
blast enemy aircraft, blow up enemy

polygon landscape, providing breathtaking scenery to fly over

‘ Photorealistic textures are streamed off CD and mapped onto the




Soviet Strike’ designers in the
o-l'shgu.:f!.::chw

ground craft, destroy enemy buildings,
etc. As usual, players get to choose from
a vaniety of exotic weapons, including
Hydra and Hellfire missiles, and can also
select from a number of camera angles.
Interestingly, though, the game features
what EA refers to as 'a living battlefield’,
where enemy troops and convoys react
to each situation. This certainly makes a
change from objects on the land
conforming to preprogrammed routes
like brainless bullet fodder. It is the
flight model which is most important,
though, and at the moment, this is an
untested commodity.

Visually, the designers of Soviet Strike
are promising realistic 30 models based
on actual artillery and photorealistic
digitised terrain. The latter includes
‘entire landscapes’ of non-repeating
textures which will apparently be
streamed off CD. According to EA, this
interesting tactic will allow detailed
terrains to be rendered over a very large
playfield — obviously the intention being
to avoid drawing in scenery at the last
moment a la Thunderhawk 2. Hopefully,
it won't mean that the scenery falters
and shakes every few seconds while the
CD tries to keep up with the action.

This isn't Soviet Strike's only eccentric
innovation. To accentuate the game's
parallels with the real power struggle in
Russia, EA is actually preparing a
‘massive anti-war poster campaign’, the
centre piece of which will be a huge

The arctic Crimean

scenery reflects the bitter weather conditions
design, for the 32bit incarnations Electronic Arts has dismissed the isometric look of old and adopted a more attractive, true 3D,

The
with

poster featuring the slogan, 'stop the war
before it begins’ placed next to
McDonalds in Moscow. Whether or not
such political activity is a good idea,
Edge is uncertain: videogames tend to
receive negative press whenever they
invade the wider public consciousness,
so the posters will probably read as sick
exploitation rather than an attempt to
diffuse any violent situation (remember
what happened to Virgin's controversial
poster campaign for Command &
Conquer). Specious advertising
campaigns aside, though, Soviet Strike
will doubtlessly impress propeller E
heads throughout the world.

7

with icy terrains and bleak colours. Rather than following traditional Strike graphic
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inosaur Hunter

Interior sections are in stark contrast to the organic nature of Turok's
jungle. The enemies remain as dangerous to rumble with, of course

Turok's scenery is
romised to be ‘fully
nteractive’ - but how

far will that extend?

Formar:
Publisher:
Developer:

Release:

Orgine

s one of the Nintendo 64's first
ﬂ thirdparty games to get a visual

airing (albeit via a dodgy
QuickTime movie made available over
the Net), Turok: Dinosaur Hunter initially
looked like a typical me-too Doom clone
produced merely to fill a gap in the
N64's release schedule

Since then, however, Edge has been
able to experience the game in action,
and the evidence appears to give
credence to developer Iguana’s position
(via parent company Acclaim) as part of
the much-vaunted ‘Dream Team'

As David Dienstbier, the project
manager and lead designer behind the
game at lguana, reveals, this is not
simply another Doom-alike: ‘Our biggest
goal for Turok was to not only create a
world where every element was a 3D

With the 3D platform game genre sewn up thanks to
Super Mario 64, the N64 is now aiming at other areas.
Acclaim's Turok is the proposed Quake-beater

With Turok, Iguana’s Dienstbier
about to bust out of the 2D-3D shackles and enter a world of total 30’

mises that ‘the firstperson game is

object, but to make it seem alive. Our
jungles are very organic — the hills,
ridges, cliffs and caves are in stark
contrast to the lifeless quality that seems
to be a problem with many firstperson
games. The jungles are full of true 3D
plants and trees and our vines are real
3D objects. The finished environments
will be full of 3D animals such as
monkeys and birds, as well as evil
enemies such as dinosaurs. We set out
to not only create a 3D dinosaur, but to
set new precedents in terms of
animation quality and realism - and
we've applied this standard to every

The Iguana team are particularly enthusiastic about Turok's choice of weapons, which ranges from a simple bow and
arrow to a shot gun to a grenade launcher; weapons not true to the Turok comic-book universe were even brought in




absolute blast to get the grenade launcher or the quad-rocket launcher and spend a few

prescreen
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rounds bouncing enemies around their environments.’

single creature in the game. | firmly
believe Turok showcases some of the
bESl animation ever seen in a
videogame. And it's all in realtime.’

A firstperson shoot 'em up, the game
is based around characters and settings
from the Turok comic book, published by
Acclaim Comics. But Dienstbier's team is
eager to produce a game that's far from
the typically average quality of Acclaim’s
licensed titles, by presenting several new
twists on the now-established firstperson
shoot "em up: ‘Turok also features a
much larger degree of freedom than

Th'> Jung?ie s are full of true 3D
> “are real 3D objects’

David Diens

firstperson games such as Doom. Players
can swim in true 3D — we're not simply
producing a fudge of the above-ground
control mechanism — as well as climb
sheer surfaces. Exploring the maps
thoroughly is very important if players
want to discover all of the hidden areas
and items in the game, so giving the
player a larger degree of freedom is

very important.”

So what is the game's greatest
strength? ‘Turok's best quality, in terms of
what people who play the game react to,
is the level of realism that the characters
and creatures convey. I've watched a lot
of people play it, and the reactions that
they give when they see certain
animations, or blow enemies through the
air, has been great. It really makes all the
difference when you are trying to create

The N64's Silicon Graphics-derived power
remarkable explosion effects during gun battles (right)

allows for a host of

an immersive environment for the
players if they really get the sense that
the denizens of that world are alive.”

Shigeru Miyamoto's team has set a
high standard with Super Mario 64 -
how does Turok compare to its
greatness? ‘Wow. | don't think it's
possible to compare Turok directly to
Mario 64 - the two are polar opposites
Both games are doing a lot of really
impressive stuff, | can say that where
Mario 64 has set a new precedent in its
own right as far as recreating the cartoon-
style platform game, our ambition is that
Turok will set precedents for other games
in the firstperson genre.’

With Quake already impressing the
heck out of most who've seen it, Iguana
certainly has its work cut out. Turok
cannot compete with id's game at the
same level because it has no networking

abilities, leaving Iguana the task of

The game features
enemies including
dinosaurs, ‘bionosaurs’
and robot droids

crafting a strong solo experience.
The NE4's muscle should
make the job easier, at least
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Theme Hospital

Bullfrog, master of the simulation videogame,
arlier this year, when it looked as has directed its latest project toward
E if the entire software industry the struggling National Health Service
had become irreversibly

obsessed with 3D graphics, Civilization 2
came out, scored top marks everywhere
and proved that, yes, shock-horror, a
game doesn't have to be in 3D to be
brilliant. Now, just when it looks as
though the software industry had
forgotten this simple lesson, Theme
Hospital may just remind them.

Like its predecessor Theme Park,
Theme Hospital is a light-hearted
business-management game. Players
begin with a set amount of money and
with it they have to buy enough land,
doctors and equipment to set up a small
country hospital. This establishment must
then be run with profitability in mind: to
make more money, players
can try to find the cure to
major diseases (testing their
concoctions on unwitting
guinea pigs/patients) or
they can cut expenditure by
hiring student docs instead
of expenenced veterans —
both lines of action
potentially courting disaster,
of course. If by some
miracle any player manages
to turn their hospital into a money-
making machine, they are promoted and
g0 on to administrate for progressively
bigger infirmaries.

™~ like bloa Pﬂgﬁ"t‘ su{fe; !gs .otﬂ'"
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Running a hospital might not sound
like a laugh-a-minute activity, but Bullfrog,
with characteristic disregard for reality,
seems to have injected much humour
into the scenario. For example, there are
very few real ailments in the game (in
the interests of good taste, Edge
suspects), so patients suffer from things
like ‘bloaty head', ‘lack of fashion sense’ Bullfrog told Edge that, throughout the
and ‘hairyitis’, all of which are pretty game, it will be possible to refer highly
much self-explanatory. Watching these infectious patients to competitors’
poor unfortunate souls wandering around surgeries — the sort of underhand move
the gorgeous high-res hospital buildings which really makes these games worth

is most entertaining, and the fact that playing over a LAN.
there are over 1,000 different characters Previous evidence has shown that if
Format . in Theme Hospital should keep the any company can produce a marvellous
Publisher novelty aspect going well into the game. game from the least promising or
Developer The network option also looks difficult-looking materials, it's Bullfrog. Cartoony
Release promising, allowing four players to set up Hopefully, Theme Hospital will E scenes up the
Origin; rival hospitals in the same district. cement this reputation, but what is

doctor about to do?
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Assault Suits Leinos 2
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hose familiar with the Super
Nintendo's vast back catalogue

of software will no doubt fondly
recall a release from 1993 called Assault
Suits Valken (or Cybernator, as it was
known when it was released later in the
west), Packed with robots and combat
exoskeletons, it was the game that
introduced many UK gamers to classically
Japanese design values — not only
because it was a class title looks-wise but
also because it overflowed with action
and atmosphere.

It's little surprise that a successor
should turn up on Japan's favourite 32bit
console, Assault Suits Leinos 2 (in
actuality a sequel to the ancient Mega
Drive title, Assauilt Suits Leinos, another

A Y

NCS title) is presented in-a very similar
style to its forebears, with action viewed
strictly from the side.

Set on Earth in 2120, it presents the
struggle of a band of 12 teams of
ex-convicts as they battle with feuding
factions over a famine crisis. It's classic
left-to-right scrolling stuff, with raw shoot
‘em up action at the top of the agenda.

One of the best aspects of Valken
was its range of upgradeable weaponry,

Format

Publisher

Developer

Release

Origin

The evolutionary path of Japanese
sideways-scrolling shoot ‘em ups has led to an
update of a classic example for the Saturn

and this angle has been taken and
expanded upon in Leinos 2. Starting out
with three standard weapons — a
cannon, laser and missile - you'll get the
opportunity to use over 20 types as you
progress through the game. And it's the
use of these weapons that exploits the
game's biggest visual
difference to its
precursors — depending
on the range of your
elected mode of attack,
the screen scales to
frame the action
accordingly.

Along with a
choice of weapons,
players will be able to
select from a range of
armour styles, each type
suited to protection from
different forms of attack. Also, as you
progress, you'll get the opportunity to use
eight different types of assault vehicle.

Perhaps concerned that this level of

comprehensivity might daunt the shoot make cameo
"em up novice, NCS has included two appearances during the
modes of play: automatic targeting, missions (above)

which brings enemies into your sights
the moment they appear; and manual,
forcing you to do the legwork yourself,

The game also features a difficulty
level that adapts to the player's
performance — certain enemies will
simply not appear if you're doing poorly,
for example,

The Saturn is home to more
traditional 2D games than the
PlayStation, and the appearance of
Leinos 2 on the machine can only
reaffirm its place as the format of choice
for gamers wishing to experience
software that harks back to the E
glory days of 16bit.

Veterans of SNES Valken will already be familiar with NCS’ love of
juicy explosions - Leinos 2 features similarly effective varieties (left) 51%
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Spider

BOSS

GAME S5TUDIOS

nnovation often comes from the
n least likely sources. Tetrs, one of

the most compelling games ever,
was developed in the deeply paranoid
communist Russia of the mid eighties. I1d
was virtually unheard of until it released
the truly relovutionary Doom, and now a
young company from Redmond,
Washington, may just have found a new
slant, albeit a small one, on the much-
exploited, but not much improved,
platform game genre.

Becalﬁie dlhls is a cybernetic
spider, its Lan be
lppe with power-ups

Spider 1s a 3D platform adventure
The player takes on the role of a man
whose body has been stolen by baddies,
and whose mind has now unfortunately
been placed in control of a cybemetic
arachnid. To regain human form, the
player must crawl through all 30 levels of
the game, in this clunky spider form,
facing an array of 20 foes, ranging from
cyber insects to ‘mad machines’.

The fact that the player takes control
of a spider is not just a neat cosmetic
touch to make the game look a bit

Format:
Publisher:
Developer:

Release:
Origin:

Boss Game Studios offers a novel twist
on the platform genre by creating a main character
with eight legs rather than two

Spider's 30 levels feature locations such as sewers, science labs and city
streets. There's also an interesting bunch of enemies, including laser-
equipped scorpions, giant bats and wasps with machine gun tails (main)

different — the arachnoid idea actually
gives the platform theme a new slant
First of all, because the spider is
cybernetic its body can be equipped with
power-ups, discovered throughout the
game. These come in the form of ten
attachable legs, each equipped with a
different weapon. The spider can
accommodate four of these power-up
legs at a time (perhaps it needs to keep
four non-power-up legs for balance), and

And the moral of the story is, never drink a leaw liquid given
uj

to you by a strange-looking scientist - you cou p in a spider
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z:du features traditional elements of the platform genre - jumps, etc, although if the main character is a spider Edge can’t understand why
‘ creature doesn’t simply crawl up the walls of this section M‘ The spider launches a missile at a bat. Note the attractive light sourcing (right)

orryo jl.l ging

there are a further five different defence
power-ups to collect

The \|Jld- will also be able to climb
up walls and over ceilings - achieved by
rolling the joypad from right to up when
a vertical \Ncll is reached. It sounds
complicated, but Colin Gordon, vice

as devised for
removijn
istance in 3D

stem
alon

president of product development at
Boss, assures Edge it's an intu
method: ‘It feels natural, a
complaints at E* — even the mode
to work the booth found it easy to play.”
In line with the dark, cyberpunk

pl otline is a hard, realistic graphical style
choice when we started this

15 the look," explains Gordon,

d we felt that a ‘real’ look, such
as Doom's, would suit the spider better -

lired

after all, who wants a cartoony spider
with baseball boots and a beaniel’

Deciding on a look was not the only
predicament encountered in developing
the game - the freedom given to the
player caused problems for the
designers, who felt plawh could become
disorientated and confused by such
freedom. To counteract this, a pathway
system was devised for the player to
move along, so removing the worry of
judging distance in 3D and the ‘am |

. he right way?" quandary. Gordon

this is @ means of restricting the
The path can go anywhere
and can be branched and split, al
the player to explore the entire rid,
but without some of the problems that
free-form movement can present

Boss has made the subversive
decision not to offer the player a
multitude of selectable camera angles
such an approach confuses players
Instead, the camera automatically gives
the best view of the action. "We keep the
camera always on the spider, we just
rotate it around the focal point to bring in
a new view. We can also have the
ca 3 directly above, behind or even
beneath the spider, so don't think of this
game as a side scroller in 3D, because

you'd be dead WIong
Despite the game's look and feel,

ent on Spider's unigue

ole pDiI"T is to play a

Gordon 15 in
qualities. The w

new character v

character can run e.nd jump
2n the game starts, and at the end of
the game they can run and jump - so
we wanted more.” Boss has set out to
create a true 3D platformer — not one
which uses 3D merely as fancy clothing
to cover up the moth-eaten string vest
that is 2D scrolling gameplay. If it

1 Wit Rwhard
Edlund
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In Spider, the camera view pans above, beneath and around the
player in order to give the best view of the action. But will all these 3D
effects hide an essentially 2D game? Boss’s Colin Gordon thinks not

succeeds, the platform game will E
be a much richer genre.
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Little Big Adventure 2

Formar
Publisher:
Developer

Release

Orgin:

LBA became an overnight legend when it was released on
the PC a year ago. Can the sequel, which boasts beautiful new 3D graphics,
rekindle that Gallic magic?

‘ Through the use of texture-mapped polygons, Adeline has created a world of colourful and surreal charm. Although
each scene takes nearly a second to render, this is not an arcade game - players probably will not notice the wait

ﬂ t is very rare for a game to make
such an impression that it is still
referred to as a marvellous
achievement, even when technically well
out-of-date. LBA, with its isometric
backgrounds and Gouraud-shaded
characters is one of those games. A
beautiful, surreal adventure set in a
fictional world suddenly dominated by an
oppressive force (Dr Funrock and his
band of clones), LBA was a seminal PC
title. It was not only an engaging
adventure but also graphically stunning —
even now the clean locations impress.
For all these reasons, LBA2 is perhaps
the most desperately anticipated sequel
since Civ 2 — and Adeline obviously has
no intention of disappointing fans of
the oniginal.

The most striking thing about the new
title is its use of texture-mapped polygon

landscapes. When the player is outside
(internal locations are still viewed as
bitmapped isometric layouts), each
scene is rendered with complex textures
and up to 10,000 polygons - a far cry
from the Lego-block buildings and
scenery encountered in LBA. Of course,
this would be agonisingly slow if
rendered in realtime as the player
explores and the camera pans around, so

outside (right) all is 3D




Contrasting with the sunny exuberance evident in most scenes, some
sections of LBA2 look positively moody and menacing (above left)

Adeline has developed an innovative
control method. When Twinsen goes
outside, the landscape is rendered for
him in around a quarter of a second. He
can then wander around in this view until
he needs to switch camera angles (to
see around a building, for example). To
do so the player just positions Twinsen in
the relevant direction, hits a key, and the
new angle is drawn, again in a quarter of
a second. This method can also be used
to zoom into and out of the scene
(which inadentally causes no pixellation
- even on high magnification).

Due to the new method of displaying
external locations, coupled with the
improved use of textures, the scenery in
LBA2 looks staggering. The game still
employs LBA's stylised simplicity, but
now the basic shapes have been
embellished with much greater realism -
tree bark has texture, walls are
realistically mottled — making for a
compelling, clean and artistic world.

New additions also include Twinsen's
ability to drive vehicles around, an

Everything in the game seems to exude playful innocence - the
simplicity of the landscapes, the cute characters - all very fantastical

prescreen

element which Adeline’s Frederic
Raynal claims makes up an important
element of the story. There will also be
much more freedom for exploration,

As well as adding new touches,
mistakes made in LBA have been
rectified. The save-game option has been
changed so that players can now save
whenever they like (in LBA the game
saved automatically at certain points,
which many players found restrictive),
and Twinsen no longer loses energy
when he accidentally runs into walls
Brought over from the first game is
Twinsen's four modes of movement —
‘discreet’ (for creeping about), ‘agile’ (for
running), ‘aggressive’ (for fisticuffs) and
‘normal’ (for walking) — although he can
jump regardless of which mode he's in.

Although Time Commando tumned
out to be a disappointment, it is difficult
to conceive of LBA2 doing anything
except charm the pants of anyone who
looks at it. Adeline seem to have
invested much character and humour
into Twinsen and his world — just as
Miyamoto does with Mario. It is no
wonder Nintendo's premiere designer
keeps trying to get Adeline on board the
N64 express — as they always say in The
X-Files, keep your friends close, E
but your rivals closer...

It looks as though there
is a vast, diverse world
to explore in LBA2, but
Adeline remains firmly
tight-lipped about the

finer plot details

umrwmr‘ I
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Starcraft

In Starcraft you get to build an army and then guide it into space
battle with two other alien races. Combat takes place over a number
of different planetary and outer-space scenarios, all finely rendered

he realtime military strategy
game has proved to be a popular
iccessful genre for the PC
e D use it
(tactics) and D
(slaugh

n fans

ter) \.-.rhr.mr having to resort to
tlashy g ics (somethin
still struggles with). In a now ¢
marketplace there are two titles that
stand out, Command and Conguer and
Warcraft 2. However, not content to

e Pl

waed

In singl Ia e mod u
E’?gﬁ P N .fgons

all linked totdggenerlc campaign

s with Virgin, the

f the latter, Blizzard
tainment, 1s about to overshadow
bath titles with a new spin-off from the
Warcraft senes

Starcraft is a strategy game set in
Acting as 1 y leaders, players
yse from one of three

Terran, Protoss of

s of history and
S '.u_r-tJ - .end then build up the

chosen species’ army so it can engage in
bloody interstellar conflict, After gathering

train and

.e-'I'..[}e

Farmar.
Publisher:
Developer:

Release:

Orgin:

T»..H' with objectives being eithe
freedom from 'I‘U”\r" more oppressive
race or galactic domination

What looks

et to Impress is the

Can the makers of seminal strategy game,
Warcrafft, repeat its success with a new
space-based combat simulation?

sheer range of the game. In singleplayer
u have to fight through 40
15 all linked to a generic campaign,
the difficulty of whi 18 upon
the player's performa
Furthermore, there's an exhat
cluding moden
and eightplayer network play

Currently setting the PC gaming
ty alight with anticipation, Starcraft
to provide furth i

tive range
Internet

of opltions,

y not
lie with predictable

onsole-esque 3D graphics

In space, no-one can hear cy':m say, ‘isn't it about time designers

stopped expending so much effort on prerendered sequences?




Blue Ice

prescreen

Formarn:
Publisher:
Developer:
Release:

Origin:

SYgnosis is @ name more
E commonly associated with flashy
3D romps than obscure puzzle
games, but Blue ice definitely looks as
though it will fall into the latter category.
At the moment the game is a bit of
an enigma, its press release seeming to
be more concerned with Tolkien-esque
mysticism than game explanation. ‘See
through her eyes cascading colour
illuminating the bleak existence of a
forsaken nation,’ is how one of the
in-game characters is described in it,
perhaps perfectly illustrating why so few
public relations executives go on to
become poet laureates.
Garbled prose aside, it appears that
the game is set in a surreal world called

A surreal puzzle game is the last thing you'd
expect from the company that brought you Wipeout.
But Blue Ice is just that...

Icia, where players, with the help of two
characters, Hope and Edward, must work
their way through 30 levels of weird
puzzles. Psygnosis promises a ‘unique
surreal graphical style coupled with a
beautiful, atmospheric story’ and it looks
as though, when the puzzle section is
over, the player progresses to an
adventure section — again, however,
details are cloudy.

Blue Ice certainly looks rather
interesting, but the question is, will it turn
out to be a secondary project for
Psygnosis? The company has, after all,
made a strong 32bit reputation with titles
like Wipeout and Destruction Derby ~
what place is there in its A-list for a E
PC/Macintosh puzzler?
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Taroo Maru

aroo Maru is set in the Japanese
. Edo period (1603-1868) and

presents two characters for
selection: a child, the Taroo Maru of the
title, and a Buddhist monk named Enkai
Both are curse killers, warriors in
possession of psychic powers which
allow them to attack enemies by the

Time Wamer's use of power of telepathy.
textum; L‘Ykl"ﬂ“‘:’ Despite its cosmetic resemblance to
f::k'::."mm;:u Shinobi, the game is shaping up to be

quite different to play: rather than slicing
your opponents with katana or
puncturing them with shuriken, you target
them from afar, attacking using one of
five types of psychological weapon.
Targeting is automatically controlled by
the game engine, the enemy nearest the
player being the default recipient of a
mind-frazzle, though enemies beyond
that also being free to select instead.

Format: All those disappointed at Sega's own Huge boss characters are an
Publisher: failed effort at producing a 32bit Shinobi essential element and Taroo
Developer: game worthy of the series’ name will no Maru obliges (top and left)

Release: doubt be enticed by the prospect
Origin: of Time Warner's stab.

€ntertainment Online

The game site to die for

Visit the E-On site and you enter utopia.

Check out the classic download titles - a stunning
collection of Top Ten games available for an
unbelievably low monthly price.

Or plug into a true multiplayer experience -
exclusive games running on our servers and no
software purchase required. Just check in, sign on
and prepare for the challenge.

And if the going gets tough, go shopping in a
digital store that enables you to demo and
preview the latest CD-ROM titles before you buy.

There’s even an online magazine.

What do you pay for this nirvana? To begin
with just pay us a visit at:

http://www.e-on.com
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[op Gear Rally
,; or those wishing to make a

comparison between the power
W of the N&4 and its stablemates,
the Saturn and PlayStation, a driving
game in the style of Ridge Racer or Sega
Rally would appear to be a fair litmus
test. Top Gear Rally, the first of two N&4
titles on their way from Japanese
publisher Kemco, is thus poised to be
the recipient of an awful lot of attention.
The game is still in very early in
development — indeed, these shots are
from an SGI version runining under
emulation — but Kemco's influences are
already clear, with rally-like environs that,
on the surface, ape Sega's popular title Fogging effects are bﬁﬁ'{ used to combat “E'- but their
There are presently two vehicles to appearance will also enhance the game's clever ght routines
choose from — a Porsche and a

nondescript off-road truck — but Kemco
aims to include a broad selection of
selectable modes of transport.

To avoid scenery ‘pop-up’, Rally's
developers are implementing fogging on
the tracks (of which there are sandy,
snowy and night-based variations) taianl

A rally theme will obviously appeal to
Nintendo's younger target audience than
a straight-laced F1 sim, and if its coding

Tow Conr Rall baasdan R, e equals its looks Rally could serve a E G
ﬂp r uses courses 5ed on hel'l'lH a8 am r al J |E‘ : A's i :
seasoned driving game fans, with sand- and snow-drenched levels | Vakitipaome W iR ok s 3neup

long with Creator, the ‘life
a e a n a rmﬁ% simulator’ to be published
through Nintendo, UK developers

Software Creations is known to be
working on at least another two N64
titles, the first being Blade and Barrel.

The player must fly copters or drive
tanks in a combat sim taking place over a
variety of terrain including deserts, factory
sites and towns, and features a host of
enemies, both of this world and alien.

BAB is an out-and-out action title, Set
over more than 20 levels, the objective is
one of destruction — a simplistic scenario
enhanced by the presence of numerous
power-ups (missiles, shield upgrades,
repairs and speed-ups) and a focus upon
multiplayer gaming.

Making use of the N64's unique input
capacity, it allows up to four players to
take part simultaneously, the screen
being divided as appropriate. With more
than two players it won't be possible to
control an individual vehicle, however —
one player will steer and the other fire.

Only 40% complete, Blade and

Fublisher
Developer

Release:

=

L 2 L 3 F T

-

L O O e o R
L R e o

FEREEL S ES e e

The finished game will
feature two s of both
helicopter and tank

t-screen mode will
Formar: Barrel currently lacks the visual flair of l"ﬂ",‘;w force a trade
Publisher: PW&4. But Kemco promises the finished off in the level of detail

Developer:
Release:

version will be more attractive, and the
multiplayer capability alone should
ensure it avid interest.

Ornigin:
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here's a current trend in
videogaming for commercial
conglomerates to attach the
tagline "intera , ‘new media’ or “-sof
to their name and 'get into’ videogames
and multimedia, treating electronic

entertainment as just another commodity
and bringing neither in
to their new disc

When asked to
research and deve ent
Lau-Kee, then a staff man at Canon
Research, created Criterion Software, of
which he is now managing director. The
route from designing technology through
to graphics engines and then games is
best explained by Lau-Kee: ‘The work |
was doing involved interactive 2D image

image proc
out-and-out 3
5. The long-term view for
velop multimedia to

technological bas

build up a
software side that would

A

games thing
Canon thing. As w
individuals at Crite
the leading edge i
the best use
processing, s !
games. And if you want to be ahead in
ten years time, then you've got to be up
on games.’

Criterion Software first launched its
development tool, RenderWare, in 1993
A C library offering fast 3D texture
mapped graphics and slick realtime
rendering, it's used by over 800

teresting us as
games are where
L. It you want to see
3D, image

then it's all in

ure-

ce of

almost complete do C
aunch, Criterio

CAD market. At |
produced a prototype demo of its
technology, called CyberStreet. Light on
playability, it offered a tantalising glimpse
of what could be done with its software,
with a realistic 3D world with high-quality
perspective texturing and complete
freedom of viewpoint. The other ‘flagship’
releases were developed by 47Tek and

66! 1squadag suizelol HECTS
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Sub Culture, announced on

months before

completion, looks set to look and play better than
Bullfrog's long-awaited sub-aqua adventure, Creation

were, sadly, pretty diabolical. The efforts
of 47Tek to create true 3D fighting
games in the form of Sento and Creep
Clash showed everything that was wrong
with rendered graphics two years ago.
Smooth, shiny forms in which you could
count the shapes went through a pitiful
series of moves with fantastically
disappointing results,

There's something about developing
your own proprietary set of 3D routines.
You put them on a pedestal. You admire
them. You make money from them. But
it's never really enough. Engine designers
watch developers and can't help but feel
they could do a better job. Argonaut
couldn't resist designing a game or two
to showcase its BRender libraries, turning
out the entertaining FX Fighter and the
poor Alien Odyssey. Criterion Software
felt much the same way. In short

Criterion’s Sub Culture development team, here seen taking their

;/_\ propensity for water-based action perhaps just a little bit too far...

Criterion needed something more
impressive to put its name to.

That's why, in January 1996, the
Guildford-based tools house launched
Criterion Studios. Already employing
some 35 peaple the studio has three
projects lined up for this year alone,
offering something that just a
graphics engine never could — playability
and a compelling storyline. Scorched

Planet, Sub Culture and AquaTak
are coming.

Scorched Planet is looking strongest
in the Criterion crop — a game which, for
all its fancy 3D trappings, has its feet
firmly rooted in the Williams coin-op
classic, Defender, The similarities
between the two are clear, as Lau-Kee
reveals: ‘The ancestry owes a great deal
to Defender - in terms of some of the
emotions we were trying to drag out of
players.’ The game puts you in the
cockpit of a morphing vehicle on a
rescue mission to save the last human
colony from alien attack. The planet in
question goes by the name of Dator 5 -
a planet which, unfortunately, has found
itself in the migration path of an alien
race called the Voraxians. Swooping from
a mothership and plucking unlucky
humans into the sky, your mission is to
recover the little bods and carry them to
a teleport gateway for escape offworld.

The vehicle you get to pilot in
Scorched Planet has two very distinct
modes, Airbome, you're in control of a
nippy, weapon-packed, highly

If you want to see _the_best_ use
sound, then it’s afl in games

Vam
Criterion
Studios

Criterion, formed in
December 1993, is a

whnllx owned
subsidiary of Canon




These wireframe
models are for actual
in-game objects, not
prerendered scenes

manoeuvrable fighter. Weaponry on offer
includes lasers, sonic blasts, proximity
mines, homing missiles and scatter
lasers. The problem with the fighter,
however, is that it's heavy on fuel — you!'ll
be needing something else to get
around. Run out of fuel in the air and,
after a last-minute verbal warning, your
ship will marph into a tank and do a
comic tumble from the sky with top-
notch dynamics. Levelling up you find

Scorched Planet puts you into the skies in a mission, based upon
Williams arcade’s classic Defender, to protect these fleeing citizens

prescreen

mmmwmnummwmm.mme&u
lesser than the most modern PCs will be able to
Iwulh amount of detail is certainly open to

speculation. The creatures’ shadows are especially impressive

yourself at the wheel of an armour-plated
tank. Although it moves slower, the tank
banks and tilts as it roams the planet's
varied surface and, of course, you get to
fool with a more tank-like selection of
weapans, including cannons, grenade
launchers and machine guns.

So while most of the time you'll want
to be zipping across the planet surface in
the jet you'll instead find yourself
trundling along the ground angling your

h
they could do a better job

cannons sky-ward. ‘Originally the game
design involved just the plane,’ explains
Lau-Kee. ‘But then we found that you
needed a slower craft when you were
going through the cities. We tried to slow
the plane down, but didn't like the way it
handled - this led us to the tank
concept. Being able to morph the vehicle
mid-game makes the whole thing much
more transparent in terms of playing it
and operating it." One control capability is
the snap 180-degree turm you can pull

e e W SR sustieses oot poge [ o
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by tapping the reverse key — not in there
to enhance realism but a gameplay
touch borrowed from vintage Defender.
Predictably there are both flying and
ground-based enemies to take out. The
designers have gone for an organic,
animal style for all but the mothership,
which has echoes of the massive flagship
from the movie, Independence Day —
quite a daunting prospect for first-time
players. Best to take out the swarms of
pterodactyls who, one-by-one, swoop to
pick up humans. The other skyborne
enemies, including wasps, bats,

is th

One control ca?ablht
- ame

B0 dercree tu

Ja
‘touch borrowed frof Defen

er

mosquitoes, hawks and dragons, are all
out there to attack cities and you. The
ground-based enemies will have a bigger
variety of movement and attack habits,
For example, the spiders cocoon
humans, turning them into zombies after
15 seconds. These green zombies then
run around infecting other humnans,
forcing you to find some anti-venom to
cure them. Then there are lizards and
newts who simply can't wait to devour
your humans, and snowball-hurling yetis.
On the ground there's even a breed of
human, the soldier, who fights back
against the aliens,

Set across six different game worlds,
including volcanic, ice and agricultural
varieties, and offering fully texture-
mapped terrain with undulating water,
enormous depth of field (eschewing the
usual mist effects on the horizon) and

Some of the fire effects are quite spectacular
(volcanic eruption, right). Clever texture ma

ensures the alien atmosphere of the planet is
realistically portrayed as the craft flies above

T )

3/

the ability to be played in SVGA
640x480 mode, Scorched Planet
is looking pretty decent.

Criterion Studios’ second
original game, Sub Culture
(formerly Dive! in the US), casts
the player as a quarter-inch-tall
character who lives beneath the
sea, out to save two fighting
races, who share your size, from
each other, and then from the
human race. I's earth-dwellers
who are firmly cast as the bad
guys — wanton polluters wiping
out marine life, creating strange mutated
fish and choking the water-people’s food
chain with toxins.

A free agent with affiliations, though
no loyalty to either tiny clan, you're
expected to enact missions for both
sides, trying to bring peace and alert the
human race of their shabby conduct.

Piloting a mini-sub complete with
spotlights, you start out exploring the sea
base, stuffed with landmarks, rock

One neat twist to Scorch

ed Planet's gam is the

to convert
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formations, caves, abysses and, of Th e b urn l n ues t] ons

course, loads of rubbish. The realtime g q .

rendering of the underwater world is very Edge asked David Lau-Kee to reveal a few more facts about
impressive, with the aqua-marine lighting RenderWare, 3D accelerators and Intel's MMX plans...

stretching RenderWare's abilities —
Gouraud alpha channel rendering is used
for the light cones of spotlights and
transparency effects for just about
everything else. Added to that is the
trauma of simulating shoals of fish and
marine life in general — large quantities
of independently moving objects.

The third game Criterion Studios is
offering could still go through some
major changes before its release — while
slated for the end of the year, it'll be a
small miracle if Criterion gets Aqua Tak

We started Cﬂtenon Studlos

do w ith Ren are Since
we've sta_rte \ game opment

ds‘ueib[’)ef.feed ack JI helping

drive futy techno 11}\\, a n"f‘("".-

finished in time. Putting you in the seat
of a futuristic, tooled-up power boat in a
race-with-guns across rivers and lakes,
Aqua'Tak's power-up and racing structure
will inevitably bring comparisons with
Wipeout, but the recently enabled wave
effects, with wakes behind boats that'll
cause your boat to list and lurch, suggest
that Nintendo's imminent Wave Race 64
is & better example for companson.

Critenon Studios is an organisation to
watch. Canon hasn't just gone through
the motions of setting up an interactive
division, but instead designed
groundbreaking technology first, and then
staffed a development arm with die-hard
game addicts. A philosophy which Edge
strongly endorses.

Scorched Planet, Sub Culture and
Aqua'Tak are all scheduled for release
before Christmas 1996 and will be E
published by Virgin Interactive.

The water in Scorched Planet all has a realistic undulating texture.
The bridge’s realtime shadows are reasonably impressive, too

966! Jaqwadag svielolw OIS
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documents the history of data
storage, finds out why
console manufacturers are
cheating gamesplayers, and
predicts future developments

57 "

SRR Rsadaa st nty
TR EREENIERY] SRR E

i

nu 1; ni!}‘|[am

J1 23 1

td{u
g

- (T
~

A N i

\&h%z‘@at ure
& «.‘IT » elele,




wars launched by
Clive Sinclair tn 1979, the promotional
material surrounding It suggested It was
50 powerful it could run a nuciear
power station. [t contained just LK of
RAM and used standard audio cassetre
tape for auxiliary storage. Apple’s
Pippin. recently launched in Japan. will
have bMb RAM and utilise now
commonplace CD-ROMs containing up 1o
650Mb a disc lor auxiliary storage.
The Nintendo 64. meanwhile. is
capable of shunting over S00Mb of
data around its system per second and
will have a read/writable magneto
optical drive, while in the PC marker
gigabyte hard drives are fast becoming
the norm,

However. none of these orders of
magnitude improvements have ye!
managed to narrow the inpul/ outpur
|1/0) gap. a discrepancy resulting
from storage technology improving at &
slower rate than that of
microprocessors. The computer industry
is essentially engaged in a race between
two axtoms: Moore's Law and

Parkinson's Law of Data Storage

In the early 1960s. Gordon Mpare first
noticed a trend that stll holds: the
amount of informarion siorable on a
given amount of silicon has roughly
doubled every year since the technology
was invented. Parkinson's Law
meanwhile. states that Data expands 1o
fill the space available for storage.
Fortunately. the Latter tends to double
every 1B months the former every 1 2.
That it will connnue that way
indefinnely. though. i lughly unlikely.
In the games indusiry the
problem is compounded by a volatile
market demanding everincreasing
realism. The escalated use of 30

graphics has made bandwidth a real

tssue along with RAM size and the
capatity of auxiliary srorage. The
difficulty comes in desigming future
platforms and. while the PCs

architecture is largely | though messily |

The Satum’s

slot enables future

expansion games
extra ROM. So far, SNK is the only company to take advantage of this

upgradeable. dedicared hardware

manufacturers are really struggling.
Sega has already upgraded the

Suturn’s memory capabiiity for specific

games with 2 ROM expansion cariridge

that plugs into the dot on top of the
console. Nintendo. meanwhile. would
probably like to have delayed news of
the DD64 magneio-aptical drive and

certainly news of its RAM expansion

Deubling pracessar powes eorrs year

! Deuliling neermary demuy rvery nes yrany \

\_

Daublisrg diih capatiry every theee prary

This graph shows the hypothetical effects of dissimilar doubling rates
over a decade. Clearly. advances in processor speeds exceed all others

packs as long as possible.

Thas 15 probably the biggest
problem for a hardware manufacturer
a5 programmers are impossible 1o

please. reckons Shiny Entertainment’s

Dave Perry. 'So they make a stab in the
dark hoping that they supply just
enaugh RAM 1o get the job done - this
keeps the price a4 low as possible, The
prablem is that RAM upgrades offered
down the road rarely work. We cannot
rely on everyone buying them unless
they are titted as standard from the

beginmng. There are exceptions 1o 1his
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rule, like the L6K RAM Pack far the
IXB 1. the release of the 48K Spectrum.
and the slow move from 512K 1o IMb
on the Amiga 500. But. basically, to
really succeed a RAM expansion reguires
‘must-have’ killer games that make
everyone buy the RAM to play the game.
That's why it's safer just to put the RAM
in {rom scrarch,

But RAM costs | DRAM 15 currently
around US$30/Mb) and the price 14

notariously volatile and almost

impossible to predict given the lengthy
time for hardware development.
Manufacturers have 1o try and anticipate
the silicon market. nding a fine line
between price and capability. And the
amount of RAM can be the difference
between a machine entering the market
af an atiractive price paint or not.

Toby Fervand is in charge of M2's

development in the USand has definite,

though perhaps slightly blased. opinions
on the subject, ‘RAM size is of growing
importance because users expectations
for quality. interactiviry and gameplay
complexity are increasing rapidly. The
Sany PlaySration has 3.5Mb of memary
and the Sega Saturn has 4.5Mb. For
these machines: the limited amount of
memary 15 definitely a key consrraint for
title development, Since these machines
aren’t true 30 machines - rhey lack
zhutfering, MIP-Mapping and hardware
Gouraud shading - their memary is
really sized 10 provide for adequare 2D
perfarmance, While Marsushits has nar
srated publicly how much memaory. 15
M2, suffice 1t to say that It will he

adequate for both 2D and 3D games.

Exnpecr that to be 4Mb,an

important figure when considering ports

fram the PC. Developers aiming for the

Matsushita’s M2 has a unified memory system. Once
been finished, the memory used by that can be freed for later use

PC market can pretty much assume the
machine will have 4Mb RAM, and
probably now 8Mb. mainly becavise
Microsoft has those requirements for
Windows and Windows 5. Developers
- who en masse are capable of exerting
fremendeous influence an a platfarm's
ultimare specification - always push for
as much RAM and VRAM as they can get
{'A gas will always expand to fill a
roam, Programs will always expand to
fill the RAM.' comments Perry }.

While the stanistics may point to a

vast increase in RAM over the past 15

years, Bullfrog s Peter Molyneux argues
that in real terms levels have remained

almost static. ‘As a games developer the

actual amount of RAM available hasn't
really changed that much since the early
days of the NES or Master System, since
30 much more memory is needed for
graphics and sound effects which seem
ta just gobble it up. So, at first, when
you hear about a new corsole. you
think, "0h wow. how amazing ™ but
once you take away all the memory
you're going to need for thase great
graphics and fabulous sound effects. the
net gain in memaory is relatively small.
Molymeux {llustrates this by
painting out thatiin Populous a
character took up 48 bytes while the
characters in Dungeon Keeper require
2K To keep up with these (ncreasing
demands for memory. the trick from
the hardware side 15 to keep as much of
the architecture as scalable as possible,
allowing commitment to a final spec
very late in the day, as was Ihe case with
baoth the PlayStation and the Saturn.
According to some, though, Nintendo's
volteface with the DD64 (s an
illustranion af how badly it can all go
wrong. One Industry saurce, who wishes

to remain anomynous, said: The drive is



mainly necessary because Nintendo was
let down by technology. It gambled in
the design stages that the slow, high-

density ROM needed far carrs would be

cheap enough by the time it launched.
For various reasons the marker didn't

g0 as well as it expected.”

drive unit 1s
currently at the hub of speculation and
rumours that it won't be a standard
magneto-optical drive. but rather some
obscure hybrid of read-only and
magnetic-writable media, Certainly,
Nintendo underestimated the switch to
CD-ROM within the development
community and thus the need for more
storage. but - apart from in its case -

storage isn't really an issue any more.

Both capacity and atcess time
have increased drastically since the days
of magnetic tape. handicapped as It was
by having to search for data blocks
sequentially. In the PC marker the
steady diffusion of floating-head
magnetic disk drives | often referred to
by their informal generic name.
Winchester | in which the read-write
head planes over the disk surface on an
air cushion, has raken access rime down
to 28 milliseconds and vastly bumped
up domestic capacity. For games
specifically. both 1.4Mb diskettes and

ROM carts have found themselves being

Fe

Muhmm?ummmmmhplﬂihud
sound, so gameplay still has to be squeezed into a small memory area

superseded by CD-ROM, which easily
accommodates most data requirements
at present. It's a frend sel ro cantinue
with the imminent onset of DYD and its
4.7Gb capacity looming on the horizon.
Naturally, there is a potential fly in the
eintment, however.

DVD's passage from concept to
standard hasn't been a parricularly
smooth one and rhe larest twist involves
the Hollywood faction's insistence on
regional coding. Hollywood can. at

present, regulate the release of films on

Digital Video Disc, while still seeking a final standard specification,
offers a 4.7 gigabyte storage capacity on each disc. More FMV, then?

wideo in different rerritories indirectly
via the NTSC/PAL standards. and its
current push is to extend 1hat conirol
with the creation of eight distiner
territories for DVD. While ininially this
might seem to oply affecr the DVD video
marlket. the same discs are designed to
play on DVD-ROM with MPEG2 decoding,
meaning @ knock-on effect is inevitable,
While massmarket DVD Is some
distance away yet, and read/writable
OVD even further in the future. MO
drives have recently begun dropping
drasrically in price and are rapidly
approaching hard disk performance.
A plastic or plass disc 1s coated with &
compound [often ThFeCo - 8

combination of terbium. iran and

cobalt | and s written by using a high
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" intioduced and DRAM's dominance

Though the giant EMAC built'at Yhe University of Pennsylvania, using 18,000
vacuum tobes and covenng 1,800

to be the, st moderm computer, it wasn't until the theones of Hungarian

mathermaticiar John Von Neumann were implemented that computers became

isable in o mbdlén context Von Neamann architecture proposed that

rograms and data should be stored in a slow acc wrage mediim and
worked on in a fast access, volatile medhum. Thus, the concept of |

The first computer based pd this architecture was EDVACH (Elestionic
Discrete Vanable Autormatic Computer) and] unlike ENIAC, retumed 1o t
of binary notation that the pre-electrome cemputers had used. This enabled them
1o use mercury celay lines, a memony.system based on simple on/off switches
An electronic pulse was trapped’ in 3 I@t‘ of mercury and could therafoy
retreved at will. Typically, a sensed pulse vielded a'0’ and na pusk

The second genemtion tomputers inoved on to using fermite ¢

pstem using magnetic loop toroids first pr by Jay Forrester i 1950,/

30 amray of toroids was constructed with each row andicofurmn h
Is centre. When data fom & certa fress wa

wire runming throu,

at the Intersection df honzohtal dod verticalwires current would pass a thre

level and remenance (the residual magnetic flux) would be switched. This would

ected cha 1l in nse line and, dépending on the
polanty of the ariginat magnetic field,  °0" or a°)’ detected. However, even
though it was non-volatile and the toroids would stay magnetised tmtil read, it had

structive readout and th minry cell had 1o be

J =4
Il being used inthe eary seventies but the

gy made trapidly ol { The lirst
s memoty (DRAM) chip, the Itel 110373
rapidly established.

Coupling low ptiduction cost asmallmemon cell and low! powet

e dynarmic

imphon, DRAM still has a commanding cubiment RAM m
pred in the ¢

for 1" and zemn volis for 'C
charge is mggered by accessing the ransistor al the memory address.

ally five vol ich can be read when

Agnin this is a destructive process and theldata has 1o be rewrittér, but DRAM is
i

additionally handicapped by leakage from the itor, Thesetore all i

16 be periadically read, sensed and rewnitt ost DRAMS since 1970
refreshing 4 single 1ow avery 15625 mic
With density quadrupling -_-ﬁ'-ry th

rear genarat cture of the

anemery cell itselfhas |wruj unchamged There are many different vaneties,

wigh, which have moditied the way RAM
F-T_)()-IR.E\M. effectivedn systems such = Pemium, leads o g 200
|n.r_re:aasf-.. and Vitleo RAM, ﬂﬂ}.- ah addifien ».ﬂl Ir_ung.-shiﬁ register, allows o

sration with tfie farmal ir nd the

Static RAM (SRAMY, Which overcomes the capacitiie leakage problem by

using cross-coupled Invertérs, s still volatile, but has that the lack of
a refresh oy
n cycle ime. The

Sity for maore corr 14 tugher costand a

quadnupled size of cell, both of which have limited SRAM usage 1o small ar

where their speed Is wital, such as on-chip caches

intensity laser to heat up the compound
to its Cune point. allowing irs magnetic
polanty 1o be alrered and “frozen as i
cools. Reading s done by a low intensity
laser loriginally infrared. now moving
to sharter wavelengths allowing greater
data density) with the polarnisation of
the reflected light depending on the
original polarity of the data bit,
Laboratory projecnons esnmate thar
densities of 45 gigabits per square inch
are theoretically possible. Oddly enough
though. their greatest asset. writability
which is expected to be used extensively
by Nintendo - might rumn out to be its
biggest drawback

They certamly look good.

although I suspect that the console boys

will stay away from writable drives due
to the piracy problem. etc. says Chris
Hinshey of Taos (see E9 )and
Prjamarama fame

While Hinsley's commenis
concerning MO drives are terse, his
views on bandwidth are voluble.
Memaory bandwidth 15 the only real
problem in the games conscles 1oday.
Alter you have a good RISC CPU and
some fancy graphics-drawing chips rthe
real problem 15 how fast can you shift
memary around. Solutions are better
taches. faster RAM. paged RAM. new

RAM rechnologies - banked split access

The Nintendo 64, shifting over 500Mb of data per second, doesn’t
segment RAM, meaning memory restrictions are less of a problem




RAMs and so forth. Most game’s
programmers will just live with what
theyre given and find the best way to
take advantage of each console’s
memory system. Personally. [ think 3

unified large-cache RAMBLS-siyle

approach 18 the best. All this mucking
about with separate areas of memory
for the sprite screen, background
screen. textures, game code, efc. i just a
pain in the arse.

In designing the hardware
architecture, there are twa basic routes
that can be followed in an attempt ta
solve the bandwidth problem. The first
and most popular amongst the current
crop of consoles iy 1o dedicate multiple
slow memories o specific tasks. This 15
not anly easy to design but also can be
implemented with older. proven RAM
technologies. Ay Hinsley points our
though. it can have disadvantages.

Toby Ferrand: There are several

disadvantages. First, a distributed

memory archirecture is not very flexible.

1f a halt-megabyte of memory 15
dedicated to audio. for example. and I

a title doesn't actually need that much

memary for audio. then efiectively the
machine has less useful memaory than
the specifications would imply. A second
problem is that as DRAM densities
increase. the distributed memory

architecture can't take advantage of the

latest. cheapest memory.

Today the cheapest memory
comes i § GMb chips. If you have a
half-megabyte of memory dedicated to
audio. that memory must always be
implemented with the less dense. more

expensive memaory, Finally, there are

occasions where one process or another,

3D graphics for example. could benelit

from the maximum possible memory

10

1990

bandwidth. If the aggregate memory
bandwidth of o system like the
PlayStation s say. 100ME/sec but a

substantial portion of that bandwidih 1

dedicated 10 audio and another portion

to the CPU, then at any one time the
graphics rendening engine might be
limired 10 no maore than a few tens of

megabytes per second. This inherently

becomes the bortleneck for the system,
The current teend naw. with bath
the M2 and NB4. 18 back rowards a
unified memory system., M2's unified
memaory usey | BMbit SDRAM chips
which: according to Ferrand. gives the
miachine an aggregate bandwidrh of
over 300Mb “sec. meaning that if the
software running suddenly needs

memory for a cerrain subroutine it

000

A comparison of RAM technology and disk technology. By the year
2003, RAM will be a more efficient method of storage than hard disks

should be there. Conversely, memaory
doesn’t have to be left idle,

It a rle needs 2Mb for audio. it
can have it or if none is needed then
the memary i completely freed up for
ather tasks ai the discrenion of the title
programmer. says Ferrand, 'When
MPEG 1§ being decompréssed in M2,
then a few hundred kilobytes of
memary are allocated. When the MPEG
sequence finishes the memoary 15 freed
up and con be used for textures or
anything else the programmer wanfs.
Such an architecture enables the use of
the cheapest memory. provides the besr
memory bandwidth, and 15 the most
flexible for the developer 10 use.

Molyneux also argues the case for
unified memaory: 'Potentially we don't
have 1o warry about different areas of
memory running at different speeds
and rheoretically if we needed mare
memory for sound than graphics we
could da it As developers it means we
are less consfrained by the architecrure.

Chris Hinsley: Separate areas are

Just-a bloody pain, You can have mare
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textures. double-buffered screen
building and loads more besides if you
have a single main RAM area. and the
custom graphics chips can access all of
it, both for screen. drawing and data
storage functions. Just have a single

area of generalpurpose RAM and sick a

sodding great cachie on all the chips that

read from it - lovely.

machiries are

going to rectify the problem in the

console market, for the PCir's a
difterent marrer. Video bandwidth has
been a huge drawback and while video
tards eased the problem somewhat, the
arrval of 3D-accelerared consoles has
resurrected 1t again for anyone
designing cross-platform software,

Peter Molyneux: The bandwidth
consiraints presented by the PC are both

good and bad. As PC architecture has

. evolved over the past 15 years it is very.

wvery familiar. but chips manufactured

for the base architecture must be
conservative - hardware and graphics
accelerators all have different ways of

aptimising access and so must be dealr

with by us, Win95 has tried to establish

an interface standard with DirectFlay.
DirectDraw. etc.. but it's a Herculean
task and will rake time 1o perfect.
Dave Perry Is less understanding:
The PC is really messy inside. Hopefully

when Microsoft controls the planet it

will release a new PC with a new. ‘clean’

architecture. This will dramatically drop
the price of all of the fixes that

companies are having 1o create to keep

moving forward.”

Until then, though fixes will be
what 15 required. and the latest of them
1o excite interest 1s NEC and
Videologic’s PowerVR chipset, Targeted
from the beginning ar reducing both
memory requirement and memory
bandwidth requirement, it dispenses
with conventional z-buffering and
handles hidden surface removal
through its own !mg_e Synthesis
Processar (ISP). It also contains an
integral rexture and shading processor
that only deals with visible pixels.
reducing memory traffic. so Videologic
claims. by between three and 1en nmes.

The drawbacks are that it relies

on the host CPU as a geometry
transformation engine (GTE) and it will
thus only realistically achieve improved
performance on a P150 upwards. Also.
the ISP chips are expensive.

Chrs Hinsley, in parnicular. 1s
sceptical: T don't believe that boards
like the VideoLogic or others really help.

other than to allow acceleration of

g polygons. Pr 1g. that s, you
have enough texture RAM on the
graphics card. Again I don't like this
approach of having a separate area of
memory faor the textures and so on. |
believe Apple has got it right with i1s
QuickDraw 30 Accelerator Card. It can
have the screen and textures in main
PCI memory and can freely draw from
and to any address region. and about
blcody time.

According 1o a NASA research
document on storage technology in the
2 Lst century. there are three important
trends to consider in the future
development of the field. The first is the
negative effect the 170 gap has had on
computer evolution. Anather is that
magnetic storage has. despite
predictions to the contrary. been able to
keep pace with optical storage. The
third is that solid-state storage media
are approaching the density and even
the cost of the magnetic ones.

It's highly likely that the future of

storage lies in RAM. with a price and




capacity similar to current hard discs.
though with the advantage of a much
faster access time. Current projections
estimate that | Gb RAM chips wall be a
realiry by the start of the next century.
but the immediate future. however
and this 14 assuming the compurer
landscape doesn’t change frrevocably
over the next two or three years - 1§
likcely to be one of incremental
improvements 1o both the standard PC
specitication and the next couple of
generations of consoles.

DVD. despite its current
difficulties. iv a certainty. 'DVD will be
the next big step.’ says Perry. Mass

storage on a CD-ROM which 1s already

"user fnendly” and accepted cannot fail,

Elsewhere. simply extrapolating from

current trends leads to the conclusion
that more RAM. improved 30 graphics
tards for the PC will soon become the
narm. Peter Molyneux points out thar, at
currgnt rates. by the year 2000 the
basespec RAM for the PC will be 32Mb,
and Hinsley predicts an industry-wide
move fo a single RAM area. Meanwhile.
RAMBUSes. a3 implemented in the NB4
which interface RAM direcily 1o 1the CPU
and eliminate the need for caches, show
much promise.

While the 1/0 gap s expected 10
shrink rapidly. the technology s
developing fast. Indeed. in the area of
memory that development it
probably accelerating, the unfortunare
corallary s that redundancy is. too
"Faster. more bits. all that good stufi..
Perry forecasts. ' more excuses to
feel bad about your purchase six

months later.’ €

A comparison of secondary storage
memory can store the most data and Is also the quickest to access

Note how holographic |

Future developments

The fiture of mesnory stomge beyond the 1 Yeats 15 4 Conidly one

the: proposed ntroduction of hard discs Nt magneto-restistanc
end of the century might take data density from the current maximum of
75Mb/squarecentimete to 1500 /square
that solicd state memaorny techrology will eventually, star to take over from the
e tradibonal mowng .nu:'\'lnl

RAM stor: ity averages a 600 improvernent each year and while
that paralliels the growth in density of CPUS, the speed has lagged way behind,
The: fastest RAM chips, SRAM, have anly improved at 4009 per year while
note widespread DRAM chips have im) at an even slower rate. Main
memory perormance, in fact, has only been able to keep in sight of
development due to the use of SRAM cache memory operating as a temporary
highespeed buffée in frant of a larger but sldwer DRAM atray.

However, FAM is still much taster than any cument moving media and the
6 atiide senioonduct

develop

berate f lempetatures than cument DR

Capacion

replaced with a lealquool ol lirminating sed fora

rycle.
Awary froni FAM there is & bewildenng amay of different technologies
dirveloped as lutwe storage media ranging from molecular biological devic
(where the swit peeds for molecular gates are in the: region of three
picoseconds) and spectral haole buming (which produces tell-1al tures n the
fluorescence specira of & storage media) 1o the use ol scanning, unnelling
Ancroscopes 1o pit 3 conducting media with pit spo I T d on the
atorme cale and therefore providing bh extremely tugh sturage density
Holographic memaory, though, whese information is stored by recording

e interference pattems, 15 the technology wath probably the most imimecdiate
e Two separately focused laser beams d within o storage
miedia with the firsd be contaming the: mage. The second beam produces an
interference patten which is recorded by the media and shining this reference
beam a data from that location. It's advamtages are speed,

and the facility fur both-parallad searth 4nd retrieval £

By the year 2000 the density of dynamic RAM (DRAM) should be
around the 1Gb mark. Which can only be good news for gamers
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Pl has become

part of videogaming folklore. But can the boys who cut their teeth on §

deliver the goods on the PC? |3

Z contains many innovative new ideas
but still cannot compete with C&C.

though, and are well designed (see E31)

' The cutscenes (above) are amusing,

Formar:

Publisher:
Developer:
Price;

Release:

ust about every game suffers some release
- date delays but few can boast a record

comparable to Z's. For the past four ECTSes Z
has been a regular attendee and even when PC
brothers in arms like Inferno and Grand Prix 2 have
deserted it by finally making it onto the shelf, Z has
remained a reliable development anecdote.

So it's come to pass after four years. Z is complete.
Unfortunately it has suffered with the passage of time
and, compared to some of the extravaganzas that
have emerged both on the PC and consoles since, it
looks positively prehistoric. Alongside even other 2D
wargames [ which don't exactly have a reputation for
pushing the boundaries of gameplay forward | 2
initially seems 1o take a step back.

This 18 in some ways inaccurate, though. The
Bitmaps made a calculated decision years ago to
produce a pure action wargame and dispense with
the resource-management component that ts now
ubiquitous in PC strategy wargames. Instead. Z 15 time-
based - all actions take a set number of real seconds
to complete and the game revolves around this. The
approach has led to a very distinct game but one that
ultimately does not have the depth or longewty of its
Command & Conquer or Warcraft II rivals.

Zs 20 singleplayer levels are all subdivided into
various territories that may be captured by turning a
central flag your colour. Occupying areas has the dual
effect of bringing the military installations wathin them
under your control and speeds up production of your
units across the board. The more of the map you
control the faster your sci-fi tanks. robots and guns
pop out of the factories. The factories produce units

regardless of which player is controlling them and this
leads to the novel tactic of launching precisely timed
raids to take a terntory you know you have no hope
of holding in the longer term just to capture the unit
that is about to emerge.

On the whole. however. the timing approach leads
fo a slower game. Units seem to take an age to cross
the map so responding quickly to attacks is virtually
impossible. Also strange 15 Zs failure 1o use hidden
units. By constantly showing the entire screen the tense
element of fogging is removed. There seem to be no
positive benefits to be gained from this but many
negative ones. The experience is diminished but it
does enhance other aspects of the game. By viewing
the entire map from the start, longerterm strategies
can be determined and implemented. and enemy
movements tracked. However, the feeling that you
haven't earned this free ‘eye in the sky is a little
unsettling ar rimes.

Each factory can manufacture certain vehicles
depending on its construction rating




The attention to detail throughout Z is remarkable. Vehicles leave tracks, the music speeds up
when victory is near and the falling debris from explosions causes secondary impacts

Zs greatest asset is its artificial intelligence. It was
one of the major reasons for the release delays but in
this case it was well worth it. The computer rivals the
best non-human opponents strategy games have ever
seen and this is the root of the enjoyment Z offers.
From the very first mission you're up against it, but the
fight never seems unfair in the same way as it does

occasionally in Command & Conquer. A fair and
intelligent opponent 15 crucial to a game of this kind
and you'll find one of the best right here. The Al is
sadly let down by the basic premises of the game
however. By linking unit production so closely to the
amount of territory a player possesses it becomes
almost impossible 1o récover from a series of defears.
In the best of these games it's entirely feasible to fall
back to a completely defensive position and snll
recover and win. Z offers no such redemption. The
entire game hangs on a knife edge and frequently
losing one flag results in the certain capitulation of all
your forces. Being continually over-defensive minimises
this risk greatly but it shouldn't be necessary to have to
play this way to win on the harder. later levels.

Z could be applauded for ditching the resource
management side of its character but it just doesn't
lead to as lasting an experience. Warcraft IT 1s the
supreme example of what adding just three simple
commodities [ gold. lumber and oil| can do for
gameplay. Building your empire on hard work is
simply more sansfying than being given it. This added
strategy element does slow the game down slightly at
first and is a matter for personal taste, but the rewards
generally outweigh the drawbacks.

Z is a straightforward game that will appeal to
many but it's let down slightly by its lack of depth.
Given that the maps (and this stands true despite their
consistently excellent design) are essentially very
similar it does seem to require something else to hold
the interest. It's hugely enjoyable for what it 15 but
could have been so much more. As Quake is
discovering. prolonged
anticipation is all too hard to live
up to. but in light of Mario 64. it
is clearly possible.

Although Z 1s well-designed
and enjoyable, its general failing is that it 1s still very
much rooted in the Bitmaps golden Amiga age. The
graphical style, the objectives. the whole feel of the
game 15 reminiscent of the L6bit days. While this is not
a handicap in itself. the competition that has arrived
from the US in the meantime has shown that 2D
strategy games have evolved faster than the E
Bitmaps gambled for.

Elght oul of [en

Boge raling

testscreen
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A red tank force advances on a blue
enemy (left). Troops fighting over
control of a flag (above)
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MIGHTS into bresms

With mm(lng over the game playing world, Sega has once again employed the services

| Gillwing is one of the earlier bosses and is fairly

of via about six or

seven punches to the nose (left). Some scenery is highly reminiscent of Sonic (right)

Puffy is another boss (top). NIGHTS
smwiel pick foor G Sk Hrtour e
through a series of walls

Formar:
Publisher:

Developer:
Price:
Release:

onic the Hedgehog sold the Mega Drive to a
whole generation of gamers. However lucky

Sega was to break into a freshly dormant
European videogames market. its mascot character
helped lodge the company in the public
consciousness and personified the blue half of the
battle against Nintendo.

Sonic Twosday is now but a memory. though. With
the Saturn. Sega has been fighting the new enemy,
Sony. and up until now the battle has been notable by
the absence of mascots. NIGHTS may be an attempt to
bolster the public perception of its new(ish) machine,
and provide a firm selling handle for the console in its
continuing struggle against the PlayStation.
Addimionally (in Europe at least). Sega has nine
maonths before Nintendo re-enters the fray. An older.

NiGHTS features numerous secret levels - here
you can enter one through the stone door

established user-base was the advantage Sega held in
the days of Sonic. and it's what it really has got to aim
for now.

But is MIGHTS a good enough game to accomplish
all that Sega hopes to achieve with it? The answer is.
unsurprisingly. not a simple one. There can be no
doubt that the game is easily the most original and
[ with the possible exception of VFZ and Sega Rally)
visually dazzling title seen on the Saturn to date. Set in
a selection of ‘dream worlds' the player can either
walk ground-based characters around with complete
freedom or fly with impressive speed over four set
routes per level. The combination of low-clipping 3D
terrain (all impressively texture mapped ). speed
lunrivalled in a platform game on any of the next
generation consoles) and some almost drug-induced
moments, has the heads of even the most cynical
turning to have a look.

The story behind the game is intrinsic to the
structure of the title. Two children. Elhot Edwards and
Claris Sinclair are having nightmares, In their dreams
they get transported to worlds, partly created by them,
to have their wisdom, hope, intelligence. and purity
stolen by the head of the evil world, Wizeman. With
the help of NiGHTS (one of Wizeman's rebellious
evil spirits) they must get these four attribures back.
travel through the dream worlds and finally
defeat Wizeman.

The basic idea of play is to collect the blue Ideya
balls scattered throughout the level and return them
to Ideya collection points. This is mainly achieved by



using the NiGHTS character to fly around the four set
routes on each level. Freedom of movement is
restricted to two dimensions when flying - NiGHTS can
backtrack and fly up and down within the route. but
he can't fly ‘into’ the level {although the game is
displayed in such a way as to fool casual observers into
believing this is possible ). If his time runs out. NiGHTS
will fall to earth and resume the identity of one of the
children (the one that the player opted to play at the
beginning of the game ). On the ground. the children
have complete freedom of movement but are
vulnerable to attack by a floating alarm clock.
something which ends the game.

Although NiGHTS has superficially simple
‘collecting things’ gameplay. in reality it's more
complicated. Each child has only four dream worlds to
complete, with a boss at the end and Wizeman as the
finale to the fourth. At the end of each stage. the
player s given a grade from A 1o F. a score dependant
upon a number of factors including the time taken to
complete the level, the number of extra Ideya balls
collected and. most impaortantly, links’. A link occurs
when NIGHTS flies over or loops around a consecutive
series of game objects. These include floating rings.
stars and Ideya balls. Completing levels with an
average mark below C (including the grade for
defeating the boss| will not allow the next level to be
played immediately - the player can access it but must
restart the game from that point to play.

It does not take long to get access to all areas in
what in all honesty must be called a fairly small game.

However, Edge has had difficulty in consistently earning
scores above (. suggesting strong replay value. The
game also bears repetition because the player rarely
feels that he has conquered any particular part of it -
partly because the levels move so fast and partly
because of the number of sub-levels and secret areas.
NiGHTS also boasts an A-life system that is supposed to
evolve the levels in subtle ways, although Edge has
seen little sign of this. Strong Internet rumours persist
that the game has a twoplayer split-screen option
hidden towards the end although again no proof has
been seen.

Sega's analogue pad makes a debut with NiGHTS
and, although the game doesn't really need analogue
control. the pad is an excellent addition to the Saturn's
range of peripherals. Although not as striking as the
N64’s, the design is reasonably comfortable and easy
to use. It is also compatible with existing sofrware,
adding a new dimension to games such as Sega Rally.

NIGHTS is a disappointment in some respects.
however. The two children, whose complete freedom
of ground movement was so vaunted by Sega. appear
to take little real part in the game [if NiGHTS runs out
of time and falls to earth as one of the children, the
grade for that stage is automatically given as F).
making comparisons with Mario 64. in effect. rather
spurious. Similarly. although the seven levels [the
children share the same fourth level ) are well
designed and graphically unrivalled. it does seem a
rather low number to include on a system supposedly
unencumbered by storage space problems | Mario 64
boasts 15 levels with a vast amount of extras).

Sonic was a very focused game with a clear aim,
making it easy to pick up and play. By contrast, a lot of

testsereen

The perspective in which you view NIGHTS' flying can
alter several times within a stage, causing confusion

the time NiGHTS feels as if its gameplay has been
made to fit within a set of technological displays of
competence, with good 3D, excellent texture mapping.
total freedom of movement for characters, fast
polygon movement - selling points
for the Saturn around which a
game has been fitted. NiGHTS 1s
an enigmatic game that the public
might take to their hearts or
might reject out of hand. Either way. it's not E

quite enough 10 be an all-ime classic.
Bopge rating:
BIght out oF Ten
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Die Harder is a V-Cop-style shoot out in Dulles airport (middle). Die Hard with o Vengeance

the movie's frantic car chase epi

Die Hard Trilogy is just that - the game of the first movie is a roaming shoot 'em up progressing through the levels of Nakatomi “msnw&ghﬂ ‘
(

Yy imWiows

Die Hard doesn’t particularly follow
the movie's ‘plot’, but it's an
enjoyable blast nevertheless

Publisher:
Developer:

Release:

ovie conversions have lost a certain amount
m of favour over the last few years - their place

in the ‘'make an easy buck’ department taken
by that 32bit favourite, the coin-op conversion.

But this could all change. Mission: Impossible is
due to make an appearance on the N64. The City of
Lost Children may well prove to be next year's
Resident Evil. and Probe has now completed Die Hard
Trilogy - the company’s second shot at bringing a top
action film trilogy to the game player.

Like Alien Trilogy. Die Hard is an attempt to
capture the atmosphere of the films while cashing in
on hip videogame genres. Perhaps sensibly, the former
title stuck with a first-person shoot ‘'em up style for all
three chapters, but in Die Hard the designers have
sought to emphasise the individuality of the three
films by giving them a genre each. The question is, are
the separate elements any good?

The first in the trilogy, Die Hard, is initially
disappointing. Tenuously linked to the film's plot.
McClaine has to progress upward through the terrorist-
filled Nakatomi building. picking off the bad guys and
disarming bombs along the way (a feature borrowed
from the third movie. Die Hard with a Vengeance. it
appears ). Although the level is certainly action packed
| the terrorists are numerous and willingly line up for
the slaughter ), the animation on McClaine (who is
viewed from 45 degrees above and behind ) 15 quite
dreadful. He trots around. turning uncomfortably as
he searches for hostages | when they are found. the
voice actor screams ‘Get the hell outta herel in a
less-than-believable Bruce Willis accent) and his
jumping amimation is quite laughable.

Nevertheless. the onslaught of baddies soon causes
these minor, initial irritations to wane as you become
more accustomed to controlling McClaine. finding new
weapons and obliterating the enemy. Additional
graphical comfort comes from the impressive
transparent effect employed to enable McClaine 1o see
hostages, etc in rooms adjacent to his current position.

The see-through effect of the first game is very
impressive, and prevents camera restrictions

and the extravagant explosions that accompany the
destruction of cars and bombs. However, alone, Die
Hard is the least impressive of the three.

Die Harder. which takes the form of a Virtua Cop-
style on-rails shoot ‘em up. is better, although highly
derivative. As with AM2's coin-op. the player has to
guide cross-hair sights around the screen blasting
baddies and picking up new weapaons by shooting the
relevant icons. The action is made slightly more
interesting by the inclusion of innocent but idiotic
civilians who run around getting in the way. but again
this feature has appeared in every other V-Cop title,

Visually, Die Harder is so similar to V-Cop you'd
think it was designed by the same team - the
oversized sights. the arcadestyle fonts, the chunky
characters - it's all here. Yes, following the examples
set by previous. successful games is pretty much the
norm these days. but surely the on-rails shoot ‘em up
is in danger of burning up as a genre, unless it widens
to embrace new ideas and new features.



lnsllla Dulles lll'%lll't. the Die &wﬂr o -
irtua Cop. section can pcmruly entertaining,
espedl s;‘I:un dvllinnl are accidentally toasted (above right)

game follows the guidelines laid

Nevertheless, Die Harder 15 proficiently designed,
exciting and fun. The airport setting, exploited so well
in the film. is equally well employed here with each
level of the game using a new location within the
Dulles complex. The large airport foyer stage, for
example, packs in loads of detail (vending machines.
check-in desks with air stewards cowering behind
them) and later the game broadens to take in the
tunnels running beneath the airport. The graphics
aren't as sharp and well-defined as V-Cop's and the
textures look a little ragged at times but. importantly,
almost everything in the game can be destroyed - glass
smashes, Coke machines explode, bullet holes riddle
walls - giving a marvellous feeling of immersion.

Unlike Die Harder. Die Hard 3 could not be
described as derivative. combining elements of

Once Manhattan has been cleared of bombs,
enter Central Park for more chase mayhem

Destruction Derby and Ridge Racer in an interesting
‘race against the clock’ thriller. To begin with you must
drive a yellow cab through various areas of New York.
trying to prevent a series of bombs from going off (if
you get to the bomb before it explodes you're given
the location of the next and so on . A radar display at
the top of the screen reveals the direction to travel -
all the player has to do is get there.

Of course this 1sn't as easy as it sounds - there are
pedestrians and other cars everywhere and the radar
only shows the general direction of the bomb.
disregarding the maze-like streets you have to
navigate. Driving itself 15 a challenge - the car is
incredibly difficult to contrel and it'll be a long time
before you'll handle corners without killing passers by.

In some ways it's a shame this section didn't get a
release by itself. The concept behind it is good and. to
begin with. careering round the streets of Manhattan.
crushing people. is a great laugh. However. the
gameplay lacks vaniety, and although later levels do
provide variations on the theme - chasing the car
across New York’s central park and through the
subways - essentially ir's all the same.

Like Alien Trilogy before it. Die Hard is an
admirable artempt to turn a series of seminal films
into one videogame. Here, though. the designers
perhaps have stretched themselves too far. All of the
sections have many positive attributes | which is more
than can be said for most single game releases |, yet it
seems that they have all been compromised in order
to share the CD with each other - a shame since Probe
seems to have a keen eye for the movie conversion,
Perhaps Fergus McGovern's team should E

atternpt just the one film next time.
Bdge raling:
Seven oul of len
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Probe seems to have mastered
explosion effects in its PlayStation
3D engine - they really impress

Driving through the busy streets of Manhattan in Die Hard with a Vengeance is a
tormenting experience - expect to destroy most of the obstacles rather than avoid them
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Decathiete

ega’s Model 2 and Model 3 arcade boards
are expensive pieces of equipment. Mindful

of the costly conversion process between
arcade and home versions of games (and that many
new arcade games do not fully exploit the Model 2
and 3 technology ). Sega’s STV system has therefore
been seen as something of a boon to its not
insubstantial development capacity.

Games programmed specifically for the STV
board can be almost simultaneously released as a
home version. and Decathlete is the second product
out of the starting blocks following the appearance of
Golden Axe: The Duel. .

Based on the ten events of the Olympic
Decathlon, Decarhlete is AM3's update of
the traditional button-hammering frenzy
of Track & Field games of old. Like
Konami's recent PlayStation sport sim,
International Track & Field. Decathlete
opts for fully rextured. motion-captured.
polygon figures in a kind of virtual
stadium. With the exception of Sega Rally
and Virtua Fighter 2. it displays some of the
most vibrant visuals yet seen on the Saturn -
bur from one of Sega’s most respected development
teams. no less is expected.

The game concentrates on immediate accessibility
rather than factual accuracy. Gone are the multiple
ranks of statistics and international athletes. replaced
here by eight firmly tongue-in-cheek superstars.
Whether it's, the amazing afro of the British athlete.
Jef Jansens. the ndiculous posing of the German star.
Karl Vain, or the Afro-Caribbean victory dance of Femi
Kadiena. any similarity to athletes living or dead is
purely coincidental.

Nine of the ten events work superbly well (the
1500m is a lirtle disappointing ). with the athletes
responding convincingly to the player's commands.

0:01.37s

~ Format.

Publisher:

Developer:
Price:

Release:

2!’1‘1 26 cm

The game has an option to display a short demo
detailing how each of the ten events is performed
before the player attempts them. and it's a mark of
the freshness of Decarhlere’s arcade conversion that
the controls depicted in these demos appear to those
fitted to coin-op cabinets.

In fact, it's the faithfulness of Decathlete's
conversion that lets the game down. On looks and
function of the ten events. Decathlete is hard to fault -
it's probably the best track-and-field simulator on a
32bit console, For some, however, it may lack the
depth to be a really successful consumer game. For

instance. there’s no option to play field events
correctly (ie how they are actually organised
in real competition) - the high jump
event’s 'three failures at one height
equals disqualification’ would not suit
the high-speed environment of the
arcade. for example. but would have
been most welcome on a home
version. Similarly. the game could have
included support for more than two
players and realistic computer drones used
to make up the numbers in track events.

As it stands, Decathlete is an excellent arcade
game but a slightly flawed console game. Superb
graphics, animation, sound and event simulation make
it hard to beat in playability terms and it's certainly a
lot more fun than its admittedly worthy competition.

It makes no attempt to be a serious simulator or
even pretend to be more than a piece of kickabout
fun. but Sega has reflected these facrors in giving it a
£40 price point in Europe - which must surely make it
the steal of the summer season for Saturn- E

owning sports fans.
Boge raling:
Blght out of ten
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Brushing aside

From the prehistoric g Ninja-infested orient (middle), to the dark and bre middle right), Time C: indo pits the
‘ player against a ud:. omm;lept opponents. The cn{:-ane's fighting n::n: :::tnv:, m-l.::n{m tI,ily :I':wou‘::;wll.m irritating

The main problem with Time Commando isits
agonisingly frustrating control method. Adeline has
boasted about its new smooth animation. and Stanley’s
movements are indeed polished and reasonably
realistic. but everything is grindingly slow - much.
much too slow for an action game. Walking around
the landscape (using the cursor keys a la Alone in the
Dark) is bearable, but when you want to search an
object or area for concealed chips. weapons, etc, the
search function | activated by pressing space) has such
a pointlessly long animation
sequence you get to the point
where you simply can't be
bothered to seek out elusive
secrefs any more - you also run
the danger of being clobbered by a passing baddie
while you're stuck in this animation.

Fighting is equally frustrating. Because of the
speed of the character, and his dulled responses, you

hey say a change is as good as a rest. but
Adeline really should have ignored them.

Okay. so Time Commando was meant to be a
quick filler - a fun action game intended ro pass time
before LBAZ2. However. it turned into a much bigger
project. took a lot more time than planned. and now
it's here. Edge has to wonder why Fredenc Raynal and
co put in so much extra effort.

The player controls Stanley. a mechanic responsible

for looking after a computer so powerful its CPU is

the tardiness ol the

suspended in another dimension. Unfortunately. the
computer malfunctions and somehow Stanley is
sucked into a series of historical alternate realities. In
short, Time Commando i1s an action adventure in

which you have to travel through
eight history zones | medieval
Japan, the Wild West. Roman ltaly,
etc) killing people and collecting

never really feel in control during
scraps - most fights are merely
reduced to repeatedly slashing
blindly at opponents - acceptable

computer chips. in an RPG that has a bit of fighting
in it. but not acceptable in an
action game whose central theme
is fighting.

On the positive side. the game
is reasonably compulsive due to
the huge number of baddies.
locations and weapons. and many
of the backgrounds and enemies -
especially ammals - are beautifully drawn. Maybe if the
focus had been switched from fighting to exploring,
this could have been vintage Adeline. but the
company's mission was of course to try something new.

A cautionary message for software companies.
famous for one type of game, who want 1o
attempt another: don’t underestimate the task.

Goge raling:

8in out of ten

Time Commando’s scenery is impressive stuff

Streaming the prerendered backgrounds off CD,
Release:
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The pitstop section is well laid out,
but can be frustratingly slow to use

Publisher:
Developer:

Release:

Many still see Wipeout as the SESE

F1 copes easily with

uﬁ'mdhwhm
mode. Cars in the distance use less graphical detail, but the effect isn’t

down to
o the player

i_.

oming up with a successful, well-réspected
wideogame is never easy of course. but

Bizarre Creations undertook an especially
difficult-task with F1. First of all. that other Psygnasis
racing game. Wipeout.is still ane of the best
PlayStation games available. so living up 1o it was
always poing ta be tough. Secondly. many would argue
that complex simulations belong on the PC. not an a

“console - and that there is no way-a console title could

compete anyway, Before seeing the game. therefore,
Edge was concerned thar a serious conceptual blunder
had taken place, Fortunately, Bizarre knew exactly
what they were doing: A

F1 fulfils the demands.of‘all comers. For those
who want realism. 3l the drivers and construciors
from the 1995 season are represented and although
it’s difficult to test Psygnosis’ claims that FI's designers
have instilled each computer competitor with the
charactenistics of a real driver. there are defimtely
differences in the way opponents compete. When
players try to overtake. for example, some drivers will
swerve dangerously in front, determined not to let
anything pass. some will stick to a safe route. while
athers will move'in to accommaodate. In effect. every
time you overtake it's difficult to predict what will
happen - far more satisfying than whizzing past
several drivers all following the same path.

Importantly. F1's realism extends to car handling.
Selecting the Grand Prix rather than Arcade option

means accepting all the 'realworld:physics’ of Fl
racing, In this mode, merely touching the rough
ground skirting each track can cause the player's car
1o spin totally out of control. And there are no quick
recoveries: just as.in the real FL, when a driver
misjudges a bend and ends up on the grass verge: his
race 15 very probably over. Because the way each
vehicle behaves seems believable, however. this never
becomes frustrating - if the player keeps spinning off
the track. the fault is with their driving and not the
game's designers.

The arcade option does away with the punishing
realities of high-speed racing and gives the player
pretty much what the title suggests: an arcade-style
racing game. You can glide happily over grass verges.
zip in between other vehicles. collide happily with
barriers and keep on racing. It's great fun and a
marvellous way of getting to grips with racing before
attempting the ‘proper’ Grand Prix mode.

Most impressive. though. is the fact that both these
options are gradeable so that players can define the
level of reality they're prepared to expose themselves
to. Car damage. tyre wear, etc. can all be switched on
or off regardless of which of the rwo basic options is
chosen. No-one can complain that FI is too easy. or
too hard - Psygnosis has given everybody the tools to
define their own game.

Of course, what really matters is playing the game,
and. away from the comprehensive list of simulation



FI tries to capture the feeling and atmosphere of
each circuit with copious amounts of track detail

options. Fl provides an absorbing: believable and
thrilling ride. When the player's.car i§ accelérating past
100 miles per hour, it actually feels as though the car
is travelling at that speed. Plus. at.all times, the
handling is perfectly simulated - like Sega Rally on 'the
Safurn. this fifle impeccably captures that Teeling of
momentum whith is so elusive, but so important to
racing games.

In terms of graphics, F1 isn't quite the miracle
worker the gaming press was led 1o believe. True. ifs
engine can cope with a great amount of cars on screen
without slow down, and. yes. the authenticity and
detail on show in the backgrounds is amazing. But
there are down-sides, The peripheral scenery has a
tendency to block in rather late-which can be
disorientating. Furthermore. on most of the selectable
views. it's very difficult 1o tell when a corner is
approaching and which way it goes. This could well be
a real hazard of FI racing. but Edge suspects there
would be many more accidents if it were really this
difficult to tell what's happening 100 yards ahead.

In the end, FI is a definite success, The designers
have taken what many would describe as the least

THIS LAP
AWILLIAMS REMAULT 212

W TAG HEUER Official Timing

testscreen

likeable and least exciting racing game sub genre (the
ultra-realistic Indycar 2 was desperately dull) and
created an addictive and immensely playable product.
The sheer number of different circuits | every one in
the 1995 season) alone marks this out as a
prominent title. but when you consider its great car
handling and singular authenticity as well. it becomes
a veritable benchmark. Racing sims have always been
an acquired taste. but now if looks as though E
they are a taste warth acquiring.

Bdge raling

Elght out gf ten

complex, as this wireframe shows

1 The polygon cars in F1 are fairly

In FI, the race can be viewed from several angles. Those which take in the action from a low viewpoint
(left) can make anticipating bends a problem. Racing is much easier in the higher-angied view (right)

9661 19QWS1098 5UIZ6051 O




EDGE mogoing Geptembar 1998

nuview

A meeting point for media capitalising on the digital
entertainment revolution. books, CD-ROMs, and more...

his month, a computer system goes mad and kills people, Mulder
and Scully face the paranormal in comic form and Peter Gabriel

treates a strange CD-ROM in which you get fo control a ‘sperm
cursor, Summer 15 in full swing, Ibiza beckons and Baleanic (D
compilations flood the market. while Virtual 10's pseudo VR headset
finally gets the Edge treatment [ Anadin not supplied ).

Gridiron

» Philip Kerr

« £5.99

» Vintage

« ISBN 0-09-959431-5

he Gridiron of the

nitle s the latest

in fully
automared office buildings
Controlled by a central
super computer: there are
more than 2 few parallels
with the maniacal HAL
trom Arthur T Clarke's
2001; A Spate Qcyssey.
Kerr however, gives this
robotic character depth
and real gnpping menace. as il stolks
its hapless prey

Kerr plays on the Frankenstein

Complex - the trrational fear that some
peaple have ol machines especially
those that gither have a human torm.

X-Files Comic

« Manga
»£1.25

or exhibil human characterstics.
Ishmael 15 the stalking monster that
the defenceless humans must autwit if
they are 1o survive and reach the finale.
Fortunately. technology doesnl
overshadow the human charagters in
this navel, They are all well
defined. and demand
great empathy, Kerr cralts
the interplay between his
players with care. and the
slow build of tension. 1o i1s
nerve janghng end.
Gndiron is another
testament that Kerr is one
of Britain's bestselling
thriller writers and his
label as England'’s answer
1o Michael Crichion s well
deverved, 11 you're loaking for techno
fiction that has cutting-edge technology
muxed with well-defined characters in
2 page-turming story. you
will not be disappomted
with Gridiron,

ost of the X-Files related mags siufled into the scifi section ot WH Smiths

Showstopper!

+ b Pascal Zachary

+£8.99

« Warner Books ( Little, Brown and
Company)

« [SBN 0-7515-1629-5

achary's flyonthe

wall account of the

development of
Windows NT pushes the
techmeal detail to the
background, concentrating
Instead on the personalities
that made up the
programming team. The
portraits that Zachary
sketches are vivid, and draw
the reader into their lves as
they battle to complete the PC
operanng sysiem.

Written with a seamiless, flowing

shyle. we meet team leader David N
Cutler. a technological Moses leading

{0WSTOPPER

his flock. You will read about his
missionary zeal and unbelievable
temper and attitude towards his
colleagues. His team’s personal
triumphs and disappointment all follow
in the unfolding drama, Like some hi-
tech soap opera, we find curseives
enthralled by the
personalines that Zachary
describes.

On Monday 26 July
1997, after five years of
feverish work. NT was hnally
released, The effort and cost
described here may never be
seen again. Showstopper!
gives the reader an Inside
view of what could become
a story of folklore in the
computer industry. With
Zathary's effortless style, well-rounded
character skerches and antention to
detail, Showstopper! will
doubtless achieve classic status.

Highly recommended.

In terms of wisuals. there have been some
complaints that the Mulder and Scully drawn in the
comics bear little resemblance to their TV
counterparts. but this isn't really important. The art
i actually passable. if no1 amazing. and some
Interesting experimental elements are creeping In.

are invariably poorly put 1egether trash, thiust out on to the market by
shoddy pubhshing compames seeking 1o explon a healthy TV phenomena,
Fortunately, the X-Files comic is an excephion to the rule.

For a start; the stories featured so far have been intelligently writien - each one
more or less capruring the narrative siyle and consistent themes of the TV show, The
recent two-parter. Hallow Eve’, lor example, was an interesting and eerie exploration
of the African Eve theory, and this monih's One Player Only’ features a computer.

E‘E pragrammer possessed by some Al code he med to store in his mind.

The covers are gorgeous. foo.

There's also an informative news section which
should be growing in the next few months. and a
series gude. covering two 1o three shows per issue,
Altogether. a reasonably good read that
would benefit from a few more pages of
features and perhaps longer stories.




Launch

« 2 Way Media, inc
« Macintash
* Price $10

D-ROM magazines are usually aver

expersve. imited affairs which

seek 1o combine yoof TV shows
and Iifestyle mags into one interactive
package. Of course. they usually fail
miserably - often due to the fact that they're
poorly put rogether and way, way 100
short. Which 15 what makes Launch a
refreshing change.

Split into several sections. Launch
attempts to cover a whole gamul of
interests from music and hilm. fo
amimation and wideogames. while still
instilling each element with plenty of detall,

All the sections have their own novelty
graphical interface: music reviews and videos.
are accessed from The Hang. a screen
looking like some slacker bachelor pad.
Clicking on objects accesses videos. album

nuview

Presentation is as hnpnain content. The main selection
mumamuh&emvﬂm

LY
reviews and music retrospectives. all of tent of L
which are interesting. Yoo mdm":hgm:d‘
{top) to ﬁl- previews (above)
Eve
« Real World/Star Wave
» PC/Mac

+ Electronic Arts

he initial task you are given in Eve, Peter Gabriel's latest CD-ROM

expenment, 5 1o create life by fertilising an egg with a sperm cursor’. A

good indication that this soonto-be released followup to the singer’s
Explora { disc will not fallow the usual unimaginative music CO-ROM recipe.

Yes. instead of bunging in a few music tracks. sprinkling on some biography, and
adding a complete discography just for good measure, Gabriel has decided 1o change
the plot aitogether and come up with something totally bizarre and off the wall,

Eve is a kind of avantgarde musical adventure in which the player must guide
Peter Gabriel (Adam ) through & series of surreal worlds in order to find Eve and go
back to paradise. Gabrel bills the disc as an exploration of human relationships
through the context of the first human relationship and, indeed. during the
adventure you discover plenty of characters who utter various wise comments on
male/female relahonships | 'all men are parasites on women™ being one of Edge’s
particular favourites |

The worlds you must explore vary greatly, moving from a desolate muddy
landscape through an indusinal dystopia to the garden of Eden. and all are filled
with interactive elements for the player to fiddle with. Dne screen allows the player
to control a puppet Peter Gabriel, which 14 hilarious: he may be a touch pretentious.
but at least he still has a sense of humour.

Interestingly. throughout the game. you also have to collect musical samples from
four of Gabriel's songs. At the end of the adventure, you can mix these fracks and
create accompanying videos. It definitely sounds like a novel concept. and if
constructed well, could rake Eve way beyond the usual music CD fare, Pefer Gabriel is
very concerned about the creative elements of the product. When an armist touches
something real. they have created a tool. Multimedia 5 a wonderful place for
investigating arr as a 1ol kit and thal's the direction 1 want to see CO-ROMs go:
encouraging people to take the role of artists themselves and to involve themselves
directly in the decision-making process’, At the moment, Eve looks like an interesting

The mowvie section comains previews of twa fiims - The Trigger Elfect and Las
Man Standing - and these work lilce the preview secrions in Film 98, with clips af
the movie intercut with voice-overs trom a reporter and Interviews with the stars
Again. if's professionally put together and interesting. if rather shart.

There are a few addifions to the standard (D-ROM mag expenence: the
animation section presents two shart and odd cartaons, and there's alio a game
preview section. The only problem s a lot of the content n onerdated towards
America. You'd be hard pushed 1a find anyone in the UK who cares that much about
pseudo-REM, rock ourlits like The Gin Blossoms ar Cracker, both heavily featured

Edge 15 s1ill unsure whether CO-ROM mags. even those of the quality represonted
here. are a pood Idea. Why not watch Film 96, then The White Room, then read
FHM? Launch is good. but still rather limited in its range and depth. Also. because the
mag 1s bi-monthly. the info contained within may become dated rather quickly.

Suatiand and pogn f/
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Eve features the work of Helen Chadwick, Yayoi Kusama, Cathy de Monchaux
to the visual/thematic content of the disc. ‘These are all artists | know and love,’ explains Gabriel, ‘so working with

T

and Nils-Udo - ﬂﬁﬂhﬁg

if rather grandiloquent idea, Each of the many locations is well put together.
graphically adequate {the visuals have been created by four ‘famous artists) and
compulsive in a sirange kind of way. But who exactly are the makers aiming this ai?

Electronic

Raise the Pressure
Fartuphione

eemingly oblivious to the changes that have

atfected dance

music since their
excellent last album, Sumner
and Marr have released
another. that's the same.
Except worse.

Sumner’s voice, a drone

160 say the least. needs strong
songs to support i, and the
songs on Ratse the Pressure jJust arent strong enough.
Forbidden City 15 the standout track. reminiscent of
Electronic’s best, but the rest blend in 3 manner not
dissimilar to a Stars on 45 single. Not that
Edge listens to those, of course.

The Egg

Albumen
Ingnctung
ometimes you can get too much of a good
thing. As with Robert Miles debut album
| which essentially covers a load of tuneful,
sacchannyweet reworkings
of rhe pleasant chart hit
‘Children’ ). this first etfort .
from Oxford band, The Egg.
also recycles a successful
formula throughout, And
suffers for it just as badly,
Irinally, Albumen's jazz
Infused psychedelia hooks
well. Wah-wah guitars. planos and flutes twast and turn
over a rich background of sirings prowiding the kind of
sound that you'd expec! to hear accompanying a
sevenries road mowe. It's funky. groovy and very
listenable, but after four or five tracks you
begin to crave something else.

Gabriel fans? Art lovers? Gamers? The question has 1o be. is there a market
for expensive. arty music COROMs. and 1f so, will there be enough here 1o
keep everybody enteriained?

¢ Music

Cafe Del Mar Volumen Tres

Various
Rt

he Cafe Del Mar series offer a blissed-out

1aste of the more

relaxed end of the “
Ibiza scene. unafraid to
place straight flamenco
nexi to emolive techno,
Recognisable names are
thin an the ground. though
Ibrza stalwart Jose Padilla
onte again comes up
trumps. Elsewhere the tracks mine the rich seam of
uplifting trance. taking time out for acoutsic land.
courtesy of Pas Metheny. It1| be anathema
to the nosebleed techno freaks. but summer
vibes don't come miuch mellower than this.

Spiritually Ibiza 2
Various
R

aleanc compilations wsually mean one

thing - anything goes as long as it's mellow.

And this is true of all the tracks here,
including Art Of Nowse's
dream-like Moments In
Love', the tuneful simplicity
of Ir's Immaterial's Driving
Away From Home' and
Paul Oakenfold's mix of
“Solid Gold Easy Amex’s
Enjoy - a tune so
unassuming fhat it could
easily be the end-sequence music to & Japanese
shoot ‘em up—

Despite some nostalgic moments. Spintually
Ibrza 11 is just another retrospective of ‘pice’ tunes
If you find yoursell lying on a beach in Ibiza
waltching the sun rise, these will do nicely.

Ridge Racer

Various
M

his 15 the second in JVU's senes of (Ds based
around Namco game
rmusic and i1's
tely more 18 than
the Tekken etfort Edge looked
at in E34. Here, all the Ridge
Facer tunes have been totally
remixed | instead of just the
one as in the Tekken (D) and
the artists responsible have opted for many ditferent
genres, Hence ‘Ardge Racer Jazz step mix' 15 a weird
drum n bass./jazz cross over. Win Win Win' s &
garbiled indusinial noise and ‘Rare Hero power
mix' 15 a kind of late-eighties acid house fest,
Cheesy, pointiess. bur definitely enterraining.

=

Volume 16

Various
Vohsme
ndie collecrions are usually grim affairs,
compiled. it seems. by clueless record execs
who still think Sit Down' by James is a
‘happening frack. In contrast,
the Volume compilations have ,........
comistently represented both
value for money and, more
importantly. decent music.
Volume 16 delivers the
usual mix of rare and
exclusive tracks. this nme
mcluding greal contnbunions
from Beck and The Afghan Whigs. and surprisingly
good stufl from Dubstar | usually rather ordinary) and
ald but lovable gorhs The Cure.
The compilation also comes with (0-ROM material
an accurrence which will no doubt become
commuonplace over the next few manths.
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7 Gadgets and Gear

backs and then plug in 10-any console or

Interactor P( via the headphone or audio-outpul Virtual l-ﬁhsses
socket. When switched on. the device

Developer: Aura reacts to bass sound waves emitted from Developer: Virtual 10

Release: September any game. and josties and bumps the Release: Out now

Price: £70 player accordingly - giving a kind of Price: $599 to $799

gog1 1eqwaidsg ou000W DA

illed a5 a wirtual-reality
backpack. the Aura Interactor 15
& cushion-like strap-on

peripheral which players atach to their

immersive. Tm really there. man’ effect.

The Interactor was, bazarrely enough,
created by a team of Amencan defence
scientists who used 16 work on Ronald
Reagan’s strategic defence initiative
project (ar least that's what ifs press
release claims ). Even more bizarre is the
fact that the rechnology the device is
based on - named the ‘actuator’ - was
allegedly designed 1o combar vibration
when the space shuttle lifts off.

Edge un't sure which is stranger. the
fact that people actually have the desire
1o be pulsated while playing wdeogames.
or the fact that it took a team of NASA
scientists to come up with the technology
1o indulge this desire for game related
wibrations. Apparently. the device. which
has already been bought by 1.4m
people in the US. also works with TV:

he Virtual +Glasses by

Virtual 10 rechnologies

represent a slight advance
in the HMD market, Similar to the
Cybermax headset released last
year, the wearer sees two small LD
screent but the brain interprets

Cybermanoe though, the screens
don't have to be viewed through
eye-poking profruding lenses - the
image Tioats” before your eyes.
The glasses are also compatible
with any games console. TV and. if
you purchase the relevant adaptor.
your PC {although the glasses are
not yer compatible with SYGA ). The
glasses will work with almost any
game but they will only produce a

The comfortable and sturdy
i-Glasses headset comes
with stereo headphones

Heretic - an impressive list. With the
rest you're looking at a 20 display
which just happens to be very close
and looks very big | t's suppased to
resemble an 80 nch screen ),

The -Glasses' resalution is a bit
low, so games semehimes look
rather blurry and badly coloured.
and it's also possible 1o see all the
RGB points. rather like purting your
face right up to the TV screen - not
so good for your eyesight.

1f you have the cash and don’t
mind looking like a goon in

Mary Whitehouse might have
hing to say about that.

Auvra Intaractor - £55 » Comac tel G161 973 0504

1D ‘offset’ image with compatible & helmet. the Glasses are a
titles such as Descent. Hexen and fun introduction to HMDs.

Virtual |-Classes - €793 or £595 withou! PC compatibility = Contact PSA Systerm, tolfax 01245 237965

¢ Competition

WII'I a Hl(rﬂSOﬁ' For those who have installed understands the PC. Explorer has a 50 you can get the written information
Internet Staﬂer Kit Windows 25, Microsolt’s Internet number of ather key atnbutes. It you need straight away.
Starter Kit s one of the best opfions. supports all the new HTML extensions In association with Microsofi, Edge
The kit comprises the latest version of such as scrolling marquees. inline AVI has 25 Starter Kits 1o give away, To
or something suppased 10 Explorer. Microsolt's Net navigator. 3 files and background sounds. and can stand a chance of winning one. just

be used 1o view 3D pages created answer the following question:
using VRML. Furthermore. the software
includes several features to make
surfing the Net less arduous and
expensive - the HTTP KeepAlive
protocol enhancement improves
downloading speed. and Fast Text
makes sure thal text downloads first
and slowloading graphics afterwards,

set of demonstration files which
contain versions of top Web pages for
you to look af before connecting to the
Internet, and 30 days free unlimited
heurs on the info superhighway | if
you choase The Microsofr Network
online service as your access provider ).

Apart from being developed by
the company which perhaps best

revolutionise everybody's lives

in the coming years. the
Internet i still increchbly difficulr to
get onto. There 15 a huge choice of Net
navigators and providers out there,
each promising the lastest, cheapest,
beste. moyt reliable acees 1o
oyberspace. that you can possibly get
hold of. Ir's a tough choice.

Q What British newspaper did
Microsoft pay 10 be distributed free on
the day Windows 95 was launched?

Flages vomd pow summss o 4 puvsiind o the hack ol on revviags
% Marnsats Lamprtnen. Lige 18 Medempmih e
Wi, WAL O (bonang s | ok Sepormsiees | 190

=0 T TRa TR R ) T o
R i e — e ' B e ] w—— e DS
With the Explorer Internet Starter Kit, Microsoft makes getting on the elusive information superhighway much easier for beginners. The service

has a number of atiractive features including ‘fast text’ and the HTTP KeepAlive protocol enhancement which improves speeds
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£




arcadeview

Taito resurrects its most famous double act, Bub and Bob, and
follows a more traditional path with Ray Storm. And Sega brings the
scrolling beat 'em up to the third dimension with Dynamite Keiji...

ay Storm

EDGE magarne seplember 1998

e bl niginally unveiled at February's = a2
; Al m AOUI show, Ray Storm is a ;;” :
: ? TR continuation of Taito's ageing Ray -

¥ » o, Force series. 1

L oG Like Namco's update of Xevious,

PORDSW  Xewious 3D/G, Ray Storm takes old
e themes and gwes them a lick of polygon

paint to achieve depth in'its playfields.

Mixing scalable sprite-based and
polygon-generated enemies, the game
presents classic vertically scrolling shooting
action over eight levels of
A% varied scenanos including
. 0 r deep space and planet-

= based encounters,
With such powerful Two types of ship are
weaponry, the action in available, the first

(R-Gray ) offering eight-
way lock-on firepower, the
second (R-Gray 2,
predictably) offering an
unmatched 16-way
version, each type being
avallable in automatic or
manual selection mode, and joned by
other weapons including standard <hots,
laser beams and bombs.

Taito's custom hardware appears to be
more powerful than Namco's off-the-shelf
Systern 11 counterpart, with the obvious
upshot baing that it's a visually more
striking game ~ it's faster, its special

Ray Storm's level of detail Is Impressive - this
complex textures.

Ray Storm’s backdrops are detailed and

MMW&E{M
and inset) are almost overwhelming

effects are more impressive, and its detail
level is generally higher.

Though hardly laudable for originality,
Ray Storm's super-intense action and
unrivalled firepower should ensure it
wrests attention from Namca's higher-
profile release when the two E
square up on LK soil soon.

Your craft approaches a fleet of alien ships in deep space (inset)




famifiar Bubble
ghty form {above left)

Those all-new big bubbles in action (main).
Bobble faces return - albeit in a rather more

another beat ‘em
and some h moves

AM1’s efforts to make Keiji more than
up are realised with gunplay (above

ega's ST-V development is slowly

picking up momentum, with

scrolling combat game Dynamite
Keii following Decathlete first in to
arcades and then on to the Saturn,

A one or twoplayer simultaneous affair,
Kejit takes inspiration from the likes of
Double Dragon, allowing players to collect
extra weapons throughout, as well as
being able to fight with more traditional
punching and kicking techniques. The
range on offer is comprehensive, from the
prirnitive (axes) to the more effective (six-

arcadeview

__Bubble Memories

ub and Bab are the closest things

Taito has to company mascots in

the style of Mario and Sonic - a
fact indicated by the cute dinosaurs’
constant invasion of the gaming
community’s consciousness.

After debuting in 1987's Bubble
Bobble, and appearing in its two pseudo-
sequels (albeit in human form), Rainbow
Isfands (1989) and Parasol Stars (1991),
then in 1995's proper follow-up, Bubble
Symphony, (not to mention the two
popular Puzzle spin-offs) the duo return to
the coin-op scene in Bubble Memories, a
game which expounds on the simplistic
capture-enemies-in-bubbles theme.

Now able to blow variably sized
bubbles depending on the time the fire
button is depressed (enemies have to be
captured by the biggest variety), Bub and
Bob can also swim — a selection of water-
filled levels make this feature a necessity.

But it's old-school Bubble Bobble
playability that's at Memories” core, and
the eagle-eyed will spy many original
enemies popping up in remixed garb.
With new instalments of this quality

twirning up, the seres cartainly
deserves to be around for a while.

_____Dynamite Keiji

shot pistals) to the
downright over-the-top
(missile launchers).

Capable of moving
in eight directions
throughout the 3D
environment, you also
have special
techniques (spinning
throws, etc) which,
while not exactly
equalling those seen
in fully fledged beat
‘em ups such as VF2,
add a much-needed diversity to the genre.

Sega’s AM1 team (previously
responsible for coin-ops such as indy
500) has squeezed enticing visuals out of
the ST-V board, crafting convincingly
texture-mapped polygon characters with
detailed backdrops moving at speed.

Despite — or perhaps because of —
their generally shaliow nature, scrolling
beat 'em ups are idesl arcade fodder, and
Keiji's novel graphical approach and

gameplay twists bode well for its
coin-gobbling potential.

g661 1aqualdag auielel R
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retreview

(IAMGO m

till showang no signs of
S running out of classic
games to resurrect. with

Museumn Volume 3 Namco brings
eager retrofans some of the most
evocative memory lane trips yet. If
you're anywhere around your mid
20s. the elecironic reveille that
greets the start of Galaxian, speedily
followed by the low, mean revving
of the formation of alien space
bees. will have you choking back
the tears in seconds. You might be
pleasantly surprised immediarely
afterwards. too. as the game has
stood the test of me betrer than
Edge might have imagined - it's still
a challenging and 1ense shoot ‘em
up. even after all these years and
glhtzy sequels. It's probably not the
best game on offer here. though
1asteless underground inflate em
up Dig Dug is a superintense pure
arcade game. where. win or lose
every level 15 over in 30 seconds.
The rest of the pack 15 less
interesting ( boasting as it does two
sequels to earher Museum mles and
two ultra obscure coin ops from the
early eighties ). but no less
entertaining. Pole Fosimon I adds
three new tracks 1o the onginal’s
and ramps up the difficulty to such
an alarming degree that all but the
maost dedicated and persistent will
be left whimpening in a corner ol

Qir

avs I}
E&amcoﬁ(‘;us o;f'; the %Jh&ji:s s Peanimates six

more classics. Hold back the tears as you realise
where all those 10 pence pieces of your youth went

l“ﬁ HIGH ’grl

RN N

Ms PacMan (above) was a cash-in .
title. The museum itself (right) ."

the room. Ms PacMan s PacMan, but
with a girl in it and Phozon 1s an
impossibly strange game involving
the player steering an atomic

end up taking up a quarter of the
entire playing area, and few games
since Roborron have required the
player 1o keep an eye on as many

nucleus around and fusing 1 with
other floanng nuclet to form preset
shapes. while avoiding deadly
spinming atoms. Your ship can soon

things at once.

The black sheep of the pack 15
Tower Of Druaga. a wildly tedious
and snail paced maze pame which

*
-

(3R
1Ty

L LR S

= =
» -
-

-

ﬁ e

353

TFap

Galaxian (above) has stood the
test of time exceptionally well.
Dig-Dug (right) is still fun, too

——
1

was apparently a huge smash on
the Famicom in Japan many years
ago. Edge has no idea why.

The user interface on Volume 3
has also been improved. and
difficulty settings. vertical full screen
modes and 50 on can now be easily
accessed from a series of drop
down menus. written in English.
while the games are actually
running. which more or less
eliminates the last reasan you could
possibly have for waiting for Sony
and Namco to finally get thewr
hingers out and release the Museum
packs in Europe [although.
collectors note - apparently the
US/European versions of Vol 2 will
feature Super PacMan in place of
Cutie-Q). Ger down to your
importer now

this 15 snll the E
finest retro money can buy.




ebelstar began hfe in 1984
m as a twoplayer-only, single

screen Spectrum skirmish
wargame called Rebelstar Raiders.
It was published by the longsince
defunct Red Shift at full-price and
sold less than some’.

A couple of years later the
game's author, Julian Gellop.
| after a brief fhrtanon with a
Speccy game called Chaos) added
more features to the game | each
playing area became several screens
in size ), gave it a oneplayer option.
dropped the Raders and placed it
with Firebird.

Firebird looked at Rebelstar.
saw a simple 2D wargame which
understandably meant niche market
and pumped it out in 1986 at a
very reasonable £1.99. whereupon
it promptly sold thousands.

Rebelstar introduced the
concept of sugarcoated wargames.
where a strategy game with
sufficient dressing up would appeal
to the middle-of the road consumer.
It also introduced two | including
line of sight. amongst others |, then-
revolutionary concepts in turn based

Back in 1986. if you were looking for a Spectrum
killer app, the last place you'd look would be in the
wargaming genre. Even Firebird missed this ‘sleeper’

gameplay: action points and
opportunity fire. Your little party of
Raiders including droids with
cutters to gef you through airlocks |
each had a set number of points to
be used during their turn, Points
were expended by moving. readying
weapons and the like and once a
character had expended all thewr
points their turn was complete.
Thus planning a character's actions
became vital to success.

Part of the planming was
deliberately not using up all your
character's action points during a
turn to allow them the chance for
‘opportunity fire’. This meant that
when the computer was moving its
forces around and one of them
stumbled into the line of sight of
one of your men who had APs left.
your Raider would open fire
across several screens sometimes
n an attempt to hit the enemy. If
successful. the Spectrum’s graphics
and sound hardware would be put
into overdrive - the hit enemy
would flash to the accompaniment
of a repetitive. dull noise. But in
those days graphics meant httle
compared with the gameplay.

Rebelstar was a true gaming
expenence. The computer opponent
was vicious. yet with luck and a
good tail-wind could actually be
defeated. The game was easy 10
play since it didn’t swamp you in

retreview

ReDelstar

—

loads of unnecessary info.
something wargames stll do. and
the challenge was so strong it kept
you playing for weeks. It was nat
out of the ordinary for players who
lost a favourite Raider to simply pull
the plug. make a cup of tea and
wait the tive or so minutes for the
game to load back in.

Firebird released a sequel in
1988, which didn't perform as well.
After parting Firebird’s company.
Gollop created Laser Squad i
1989 and UFO - Enemy Unknown
in 1992, After UFO came X COM
Terror of the Deep.

Gollop's company, Mythos
Games. 15 currently working on X
(OM - The Apocalypse. on PC
for MicroProse.

Ghase B0 colleclion

aita's once-popular driving
n’ coin-ops, Chase HQ and

S.CI (Special Criminal

), are ¢ ntly in the

process of being translated h:l the
Saturn in the form of a two-in-one
package, due for release in Japan
on August 9,

same theme: chasing and capturing

il

appeared in 1988) forcing you to
ram them with your vehicle; the
second (from 1990) also giving you
the luxury of a handgun.

both coin-ops attracted

o

appearance on the Satum is further

Both games revolve around the

minals, the first (which originally

Though hardly groundbreaking,

nsiderable audiences, and their

g0 1eqwaydag suize0ol O

evidence that it's the favoured
format of Japanese softcos eager to
excavate the contents of

their ample back catalogues.
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The second game, 5.C.1,

==

hiding in long grass. It's not a tactic that'll save you for long, though

Even out in the open you can improve your chances of survival by |
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viewpoint

Express yourself in Edge. Write to: Edge letters, 30 Monmouth Street, Bath, Avon BAl 2BW

| had to laugh when I
read your description of
Nintendo as ‘the king of

the jungle in terms of defining
what videogaming is all about’
(page 10.E34). While Nintendo
can take some credit for its
original ideas, bear in mind that
it is entering a game where all
the rules and conditions have
been defined by Sony and Sega.
You forget ground-breaking
games like Virtua Fighter and
Ridge Racer or the fact that, while
Nintendo was talking about
setting new standards. others
were doing it. It is going out to
meet its competitors head-on, not
on a different level. Although
introducing some new ideas, is ifs
hardware and software really
going to be that innovative? 1
seriously doubt it. There is no
‘one’ king of the jungle. I'd have
to refer you back to Edge’s top
50 (E30) to find a good
selection of people who
collectively define videogaming.
Andre Nieuwenhuize
andre@southern.co.nz

Andre

Forget the N64,
Nieuwenhuize, 32bit has been
breaking ground for some time

N

/

Have you really not taken in
what's been said about
Nintendo's 64bit hardware? Has
Edge been wasting its time
extolling the virtues of Super
Mario 647 Of course Nintendo 15
taking on its competitors on a
ditferent level - its hardware and
some of its software represent a
marked shilt onward from
existing 32bir systems.
Many of the best console
games of the last ten
years have been
produced by
MNintendo. and
this fact alone s
what's put the
company in
the position it
finds itself.
No, there is no
one company
upon which to
place the mantle
of sole pioneer
only one company
that deserves
recognition for doing
more than the rest i
and that's Nintendo, '——

= think Nintendo knows

.+ best why it opted not to
i go for (D-based games.
although their potential is not
being exploited thoroughly. Living
in this corner of the world can
make the reason very clear, In my
opinion, (D-based games are
prone to piracy. You can get a

pirated Tekken 2 for as little as
B$30 (£13). Piracy is big
business around this region since
we don't have a clear-cut
copyright law.

Pirated software is easy to
obtain and cheaper compared to
the genuine article, with the only
indication of a pirated game
being the non-black base of the

CD. So.

piracy
demic. See
letter from Haji Sulaiman

Nintendo’s decision to go for a
cartridge-based system is wise
hopefully the pirates will be set
back a few years for the N64.
Haji Sulaiman
Negara Brunei Darussalam

Nintendo has probably been
stung by piracy more than any
other videogame company, and
it’s likely that this was a
consideration when it opted to
pursue cartridge technology.
Despite Sony's efforts to make its
system's games non-piratable,
copied PlayStation | and Saturn
software 15 rife - and growing.
While there are gamers
willing to take a cheaper option
software piracy will not go away
and cartridges are not the answer

hating it - pirated silicon is
still a

the Far East.

Fmoney industry in |

# hat an ugly phenomenon
| the home success of the

%

Sl PC is. Yes. there will

always be a place for machines
that let a home user run
complicated games that need a
keyboard and mouse as well as
simpler console stuff. and do
proper computer things { word
processing. programming, comms,
etc) as well, but as a computer to
fill the role the PC is miles away
from being an ideal package. It's
oversized, underpowered, badly
designed. difficult to use, lacks a
standard specification and.
particularly considering a large
proportion of potential computer
users are children living off their
parents, hugely overpriced.

In an ideal world. there
would presently be a compact
machine with similar chips to



those of the PlayStation. maybe,
but with more memory and a
keyboard. mouse, disk drives and
monitor compatibility that would
make it a proper computer that
could outperform a £1,500 PC
for multimedia purposes but
retail at half the price. It wouldn't
be as good as a PC for ‘serious’
software, but you hardly need to
be able to run £300 word
processors and spreadsheets if
you merely want to write the
occasional letter and keep track
of your home accounts.

Of course, if a machine was to
take over from the PC as the
home computer of choice it
would take time. Without a large
user base, the only way for a
computer to get the software it
desperately needs is to take the
route of the Commodore 64,
which. by bringing advanced
graphics capabilities [ this was the
early eighties. remember) to the
home, was so appealing to
developers that they developed
software for it even though there
was hardly anyone to sell it to.
Consoles such as the PlayStation
and N64 are ro polygon graphics
roughly what 8bit machines like
the (64 and NES were to 2D. so
a new machine should aim to
take this to a higher level, with
much more convincing graphics.
I've not seen Sega's Model 3. but
a home computer with similar
power could do the trick.

The only real possibility for
someone making such a machine
in these unadventurous times lies
with the Amiga brand: it's still a
living format. and an all-new
machine is apparently in
development. If you would like
future games computers o be

For home computing to rival
the consoles, the Amiga is the
answer, says Grant Sutcliffe

machines actually designed for
the purpose, you'll hope that
theyll make something great.
Grant Sutcliffe,
Rossendale, Lancashire

Your dream pames-onented
computer sounds an attractive
proposition. and, theoretically, a
hungry market exists for a true
successor to the Amiga.

But the home computer boom
has boomed, and 1t's likely that
any manufacturer contemplating
a new home computer system
whose focus 15 garming, would
surely be apprehensive in the face
of established console systems
and. especially. the support they
receive from the world's best
software developers.

Establishing a new format is
certainly the biggest obstacle. In
the eighties. markets for new
machines could be fed more
easily than those of today - filling
48K with code and graphics is a
breeze compared with the
prospect of a 650-megabyte (D
[ Shiny Entertainment’s Dave
Perry famously bashed out an
Bbit release in merely a few
days) - and shelves could be
filled with new products on an
almost daily basis during the
peak of computer gaming

Incidentally. if you find PCs
too expensive, you'd probably
keel over and die at the price tag
which would accompany the
Model 3 powered home ﬁE’

computer you long for..

t seems worrying that
after the release of the
Saturn and PlayStation
and with the arrival of the
Nintendo 64 imminent.
retrogaming is so popular.
Obviously. people have been less
than thrilled with the gameplay
behind the flashy 3D graphics. A
few noticeable exceptions. such as
Mario 64 and NiGHTS look set to
break new ground, but in general
there is a continual onslaught of
beat 'em ups and driving games,
competing through technical
specs rather than originality.

It's not surprising that gamers
are looking for different types of
games but does anyone really
want to play the eighties ‘arcade
perfect’ shoot 'em ups which are

Why hasn’t Geoff Crammond's The Sentinel been upgraded to 32bit,
asks Brian Smith - even today it's better than most ‘next gen’ games

on offer? Arcade games were
then, and still are, mostly driven
by advances in technology. not
radically new game formats. It
was the 8bit and 16bit home
computer market that produced
the newest game genres during
the eighties. and the PC continues
to fulfil that role.

If the ‘next gen’ machines are
to use old game formats then
they should at least choose those
worthy of reviving. The back
catalogue of 8 and 16bit
computer games offers a wealth
of innovative games that could be
updated to the Saturn. PlayStation
and Nintendo 64. As
programmers tend to push the
limits of the available rechnology.
reinterpreting their work on
higher spec machines would
allow breathing space to flesh out
the graphics and increase the
frame rate. etc. As an added
bonus most of the companies that
released them have disappeared
so the licensing would be cheap
or nonexistent.

My personal vote for a game
to receive the ‘next gen treatment
goes to The Sentinel by Geoff
Crammond. A 60 frames per
second screen refresh rate,
texture mapped scenery and an
ambient soundtrack would spice
it up nicely. And because its levels
are fractally generated even the
Nintendo 64's carts would be
able to hold itl

Brian Smith
Nettleham, Lincoln

Although the tocus in
retrogaming of late has moved

towards reviving the coin-op
scene, old computer games
continue to be updated - witness
the likes of LucasArts’ Ballblazer
Champions. But you're right. there
is a goldmine of aged titles
waiting to be dusted down
spruced up. and delivered to a
nineties audience starved of
quality software. Edge’s own list
would have 1o comprise The
Sentinel toa. along with Elite,
Stunt Car Racer. Paradroid,
Thrust. Virus. Unidium. and  ——
Exile. among many others. 1=

was very interested to
read of David Nunn's
disillusionment with Sega
(E34, letters), as it struck a
chord, though my grievances are
instead with Nintendo.

L. and I'm sure there are
many others. remain very
sceptical of Nintendo. Despite
excited reports that Nintendo
stole the show at E’. I'm still
largely unconvinced that there is
a product really worth waiting
for, E' was a two-game show for
Nintendo and everything else.
particularly thirdparty software,
looked positively atrocious. and
certainly wasn't showing any
graphical or gameplay advances
to warrant a threeyear
development period.

Maybe it's the waiting that's
made it such a disappointing
anticlimax? Launch date after
launch date has slipped. promises
and excuses in their place. Now
it's here, other than SM64, it just

Goatlaugd nan! pegs /
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doesn't live up to the promise. So
where now?

For me, especially after the
showing at E'. the Saturn has the
most promise. Bizarrely, although
it was an excellent all round
lineup. it was the one machine
Edge chose to ignore, instead
concentrating on lacklustre
PlayStation stuff. A shame. when
NIGHTS. Sonic and Manx TT etc
had been updated for E. Perhaps
even stranger to note, though. is
the fact that Sega are pretty much
number two in the US and
Europe. after being top dog for
so long. Nintendo was in this
unenviable position five years ago
with the SNES. where it remained
for its entire lifespan. Bur the
software seldom disappointed
and was always ‘'stretching the
machine to its limits. Sega is
finding itself in a similar situation
with the Saturn now. Coders such
as Dave Perry talk of the Saturn’s
hidden power, and as developers.
including Sega. spend some time
and work on the hardware. I'm
sure we'll be seeing some
amazing steps forward in its
performance in the years to
come. Hopefully Edge will be
there to witness it.

Mark Storey
Norwood, Sheffield

It's difficult 10 criticise Nintendo
for holding back the N64's
release. because the decision was
made ultimately 1o please the
videogame buying public. Edge
has a simple suggestion for N64
doubters: see it in action. Even
the most anti-Nintendo gamer
cannot fail 1o be charmed by the
delights of 5M64 and recognise
its value in the development of
videogames in the nineties.

Sega Is in a stronger position
now than it has been for a while

in terms of intellectual
properties. at least. The Sega
brand may not carry the weight it
once did, but its ability to deliver
quality coin-ops is unparalleled.
and it's the Saturn versions of
these, not original titles. thar will
decide the machine’s fate.

To reiterate. for what seems
like'the millionth time: Edge 15
not here to support one machine
over another, As far as Edge's E'

32

Mark Storey believes s coverage of Sega’s E' presence was rather
| m.m&m*fﬁuqmmm‘w

coverage goes. equal space was

given to Sony and Sega, with the
Saturn actually faring =
better in Edge’s report. 1=

sn't it nice to see that
n everyone is back to the
Amiga/Atari ST days of

piracy. Saturn and PlayStation
software is all now readily
available in pirated form for a
fraction of the cost of the genuine
article. I hope it all makes a
massive dent in Sega’s and Sony's
profits, for they have treated we
gamers with overwhelming
contempt. Besides the vast
majority of games on the so
called 'next gen’ machines being
insulting in their nature of being
pure crap. we Europeans have to
tolerate delays, borders and
reduction in game speed. Playing
NTSC versions is a breath of fresh
air in comparison. The very least
companies should do is supply
50Hz and 60Hz code on the
same disc. then at least we can
aspire to the same technical level
as our foreign friends.

Another thing I must get off
my chest is that PCs are utter crap
and have no right to be in the
position they are. Never have |
had the misfortune to use such
abysmal computers. Their
popularity is no measure of their
quality. Yes. some software is
good. but most is nddled with
bugs and discrepancies. and the
basic architecture is so outdated it
has no place in our society.

We need a revolution in home
computing. one which does not
involve the expensive,
unuserfriendly PC. If only the
Macintosh had become the global
standard. or at an even longer
shot. Acorn’s brilliantly designed.
though admittedly not hugely
successful, Archimedes. I can but
pray that the whole thing comes
to a head in a few years time. Ah
yes - Microsoft loses $100 billion
through PC crash. It's not envy.
but why the hell is Bill Gates the
richest man in the world?
Microsoft is. like the PC. a pile of
crap. especially when you
compare its feeble attempts at a
GUI ( Windows/ Windows 95)
products to those of other
machines. What we all need is a
fresh start, with an affordable-to-

all. intelligently designed, easyto-
use home machine. Keep the PC
in the office by all means. if
companies want to make life
hard for themselves by
supporting this machine with its
badly designed. overpriced
software. But we home users
need and deserve better. Come
back Clive Sinclair, all is forgiven.
William Matrix Dark
address withheld

ear with me. Have you

seen The Ten

Commandments’ with
Charlton Heston? You know that
bit when Moses comes down
from the mountain clutching rwo
stone tablets and announces, ‘God
has given me these ten
commandments by which we are
to live. and goes on to tell his
people that they must not commit
adultery, steal and so on? Where's
the bit when Moses says. Thou
shalt not produce any 2D games
on any next generation console?

It seems that all companies

are falling over themselves in a
rush to produce another 3D
fighting game. a 1D platform
game and so on. Why. in the
space of a year or so, have 2D
games become a faboo? Just
because developers have these
powerful new machines it does
not mean that everything has to
be in three dimensions in order
to utilise their full processing
power. Why not simply have a 2D
platform that is massive and
visually stunning? Imagine a




Ben Franklin thinks the perennial

and choice of “silicon over
64

optical’ have blown it for Nintendo. Even if it does have Mario 64...

Sonic game in the Saturn 50
times the size of the original
1 6bit title. Or a Sonic All-Stars
game with every single one of the
original Mega Drive. Master
System. Game Gear. Mega (D and
32X titles on one CD. It could be
just the thing Sega needs to give
it a boost in these times of
nostalgia surrounding the likes of
Namco's Museum collection.
James Franas,
Rhondda, Mid Glamorgan

&5 cannot be knocked
pths of the
hem. If 2D

alent style

pames were the pre
Ld_':l_' is certain that it would be

receiving letters in support of the

Nintendo. whose

the strongest exampl

make a 3D game. 15 known to be

working on a 2D N64 game

teaturn shi. and games such

indicoot stay firmly

e puidelines set down by

D plattormers of the

nted in a

?0
2D titles such as Yoshi's Island

beat 3D games hollow, so why
bother, argues James Francis

based on developers belief that
3

g

bit owners only want arcade
conversions. Not surprisingly, it
looks as though Nintendo is set to
break the mould with a batch of

ve product for s B4bit

system. If only Sega and =

ny would follow suit 1

admire Nintendo for
© trying to get its machine

perfect, but all the delays
will have put off many potennal
64bit convertees, Unless Nintendo
can secure a pre-Christmas
release date its console 15
practically doomed in Europe.

The cartnidge decision is not a
wise move. either. 've heard
Nintendo’s cartridge based games
will cost up to a whopping £80.
Is Nintendo money crazy?

With the Nintendo 64
probably due for a Spring '97
launch in the UK 1 think most
games players will make the
same decision as [ - buy Sony.

Ben Franklin,
Kings Lynn, Norfolk

True. Nintendo's delays have

consistently disappointed. and the
distant European launch s likely
to send many potential buyers
into the arms of Sega and Sony.
However. those that understand
what makes Nintendo games
special will wait | or at least buy
an imported machine ) so that

they can play Super Mario 64

the most visually stunning and
enjoyable game Edge has ever
played. Incidentally. PAL software
s more likely to be prniced =

at around E60-70

qs8

Q8A

Rely on Edge to cut through the technobabble. Write
to Q&A, Edge, 30 Monmouth Street, Bath, BA1 2BW,
or preferably, email queries to: edge@futurenet.co.uk
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o buy an |1'|'}|'.I:_'.|rh'-|'|

with the

A

Matthew Fleetwood.,
Lymm, Cheshire

market, all with
s and all

ditterent

Graham Hall
ha4gha@sunderland.ac.uk
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wimeaine®  (Game tribes gather in Le Mans... and Luton

EDGE magorine September 1008

This month, Edge made it to the famous 24-hour race in i
Le Mans courtesy of Electronic Arts. Hiring an executive suite

overlooking the pitlane for the duration of the event, adoming

Mario Andretti in EA Sports insignia and ensuring that 25

joumalists had a good time was the objective. And, as you'd
exped, the latter was a feat easily accomplished. Watching
a crowd of deranged motor-racing fans almost kill each other
while fighting over free shirts being lobbed from the pitlane suite
(bottom nght) was a sight to behold And you thought
videogaming had its fair share of casualties

- Closer to home, the PlayStation-
f = sponsored Tribal Gathenng in Luton took

several days out of Edge's hectic

. —

schedule as 20 hours of the world's

greatest dance artists and DJs took its toll.
Edge paid respect to The Chemical

Brothers, Paul Oakenfold, Leftfield and

some brilliant psychedelic trance in the

Tnbal Temple from Green Nuns Of The
Revolution (s all in the name, you
understand) and Halluanogen (soon to
grace the soundtrack to SCI's SWIV, in fact)
Not forgetting the hyperactive brilhance of Brain Transeau (aka BT). Oh, and some

PlayStations were there for those retaining some hand-eye coordination.

To get back in the swing of things, Mario 64 proved the ideal antidote. As the
magazine dosed a reader informed the team that by collecting 120 stars a specal
cannon is revealed winch lets Mano rescue Yoshi from the top of the castle. And

anyone who has spotted the spooky Turin Shroud-like rock face in ane of the caves in

Pilotwings 64 will no doubt be wonderning if
Texan co-developers Paradigm are, in fact, on a
mission all of their own..
Finally, Edge would like to bid a fond
farewell to its production editor, Nick Harper,
about to defect to work for Psygnosis as a g .
games designer. This leaves a gaping hole in
Edge’s editorial team, and it welcomes
applications from expenenced writers with a
lust to be reporting from the cutting edge of
interactive entertainment. Interested parties
should send a CV and a work sample to: Wy

The Editor, Edge maganne, E
30 Monmouth St, Bath, BA1 2BW.

Issue thirty-seye

{_} : on sale 30 August 1996







Hypemeister:
Tom Kalinske

Edge testdrives
Psygnosis' F1
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