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Artificial Life, for 50 lone the preserve of science fiction writers. Is emerging as a concept with 
tangible applications, and video ca mine Is where all the progress is being made. EdCe speaks to the 
proselytes and AI scientists behind the technoloCIJ that will chance the face of computing forever 
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46 Uigllal Raimalioas 
Take a Mndful of AJ experts once employed by the government, 
add a lust for videogames and simmer in Scotland for 18 months. 
The ,esult is S~ Legions, a PC strategy title with a difference 

:;2 8t1ga Rm RaatlH 
Detaching itself from Sega's eminent AM department, the IvItIe1. 
is led by Tttsuy. MlJ:upadII, producer of the ac:d&imed Sego 
Rally. NatlJraly, 1I new taeing game is in the pipeline .. 

:;8 RflIflelal Llftl 
Artificial inl@l~getU is a cornptJIIng and vid@ogames buUWOfd~ 
but artifici!1 /if@ is a tedl~ breathrough from a community 
tlying to make th@ir machines ~ like human beings 

= 
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I,., 
Matsushita speaks exclusively to E .... about M2, VF3 gets 
its first showing and Apple launches Cl gaming initiative 

,,,Fllu 
Juan MontH is general manager of software development at 
Sony's Loodon-based in-house development team 

Ex-Silicon Graphics man, GeorJe ZlKiwlry, debates the issues 
surrounding modem computing - more MIPS or more chips? 

Rufu'lIU1 
The Internet is sprawling with demos of the latest videogames -
Cl good idea for both developeB and consumers. Or is it! 

Rn 1I1f .. " Ullftl... 
EupM link, videogames guru aoo creator of seminal mega­
blast, Defender, arK! N64 homage to OUt Run, Cruis'n USA 

I'r,uoruun 
Ed .. visits Square Soft to examine its latest titles, pops into 
Sony's London office and tal~ to the creators of Dark Saviour 

B'DII/IISUBS 

1I.,t'mu/1'B 
Eda;. straps on Cl vibrating game 'enhancer', mixes some 
banging tunes and spanks some virgins. All in a days work ... 

TlltBoruun 
The accolade for best point-and-dick adventure crosses over the 
Atlantic to fall in the hands of Revolution's Broken SIWfd 

I:llu'uUl 
Square Soft's graphically inaedible Final Fantasy VII proves that 
the Japanese are finTIly at ~ leading edge of stylish CGI 

'r,,',u/uUl 
Sega once a~ain reinvents the arcade beat 'em up with Virtuo 
Ftgnter .3 , ... tllle AM I enters the popular jetski coil'KlP race 

•• tr.u/uw 
Sega gives Satum owners an old-fashioned thrill with its Ages 
titles. Plus, Acclaim reanimates Taito's Bubble Bobble series 

(lIltllr, 

OUBr ttrB B"I/II 
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Matsushita talks exclusively to Edge about its plans for M2 / page 6 - Virtua Fighter 3 is released in 
Japan/ page 9 - Nintendo details its US launch strategy/ page 10 - The 300 Company makes a profit 
and starts developing for the competition/ page 11 - Apple reveals its Mac gaming strategy/ page 11 

Wc latest aBWB from wc WOrlO of inferaotlUe enferfBinmenf 

to 

The Japanese giant breaks its silence~o:ve;'r~t~h:e:w:o~r~ld~'s~m~o~st~~S~~~~""";;';;;;]L-1 
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been speculation that Matsushita's 
may have been prompted by a 

get the machine finished qUickly. 
Controversy also surrounds another area 

the M2 architecture. namely the decision 
include a graphics chip capable of 

1 MPEGl images 

display polygons, In this way, you 
have an aeroplane flying in the MPEG 
half, which would turn into a polygon 
when flying into the lower half. On 

platforms CG scenes can only be 
as demos - on the M2 , the player 

be able to interact with them.' 
The question is. however. will this ability 

combine MPEGl with polygon images 
I prOvide a realistic and practical 

for game designers, or will it prove 
more than a hi-tech white 

but the danger, of course, could 
a slew of shallow movie conversions, 
In terms of its realtime abilities. M2's 

CPU power-up clearly has the 
lto provide mind blowing 3D. But 
powerful will it be? And how will . 

the current state-of-the-art in 
technology? '1 don't know the exact 

' p"c;f;c.lions of Model '3 but I base my 
the specs announced by Sega 

~o'nCE'rningthe number of polygons. Given 
i the capabilities of M2 and 
be considered approximately the 

told Edge. 'Considering 
- processing speed, number of 
- I think the M2 offers the 

i multimedia accessory. 'At the release. 
to market the M2 as a games 

" assured Sakai. 'but because of the 

Hlrvyuld 5.lk.I, 
softW .... development 
producer at Plnuonle 
Wondert.lnment 
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in other areas 
In the future. we definitely 

connect a DVe player and we are 
about working on a modem oplion 
The DVD attachment is likely 10 be 

the same technology as the 
IP.n,,",n,ie DVD player recenlly launchea at 

Windows Expo '96. 
Viei.o""n. support will be of 

Ip.",no"n. impo,""". now that il is dear 
inilially marketed as a eam~ 

A",ordin, 10 Sakai. (apcom and 
major Ninlendo cohorts -

''''~'"' on projects for the platform. and 

I~~~:,~:::~n~~ (Warp was the first public 
W developer ) are believed to 

up. As for Mario-beaTing launch 
. remains reticent. 'h is not 

. We can only say tha!. on the 
consumers will nOI be 

Idi'''PPoin",d by the number of lilies 
~v.il,.b"' .. There will be more available than 

for the launch of the N6-4: 

l.'UU.UUII' units in the first year - pemaps 
three million if the production­
will allow it, This is an 

I.n,ollllo,,, figure considering that only 
500,000 300 multiplayers were 

in its first year. 
On the subject of the ailing 300 

seems that Hatsushita is trying its 

i 
'cal"t,iliti". but at a higher level. Personally. 

that we can only consider these 
when designing games - gameplay is 

important to the player. Just 
leOl"id";,,pgraphical quality, though. 

H2 will fully satisfy players: 
If Hatsushita's machine finally lives up 

Sakafs rhetoric. the Nintendo 64 
soon be facing its first rival - a 

promises more than just three 
its launch and one that will 

I feature modem and Digital 



gives the Japanese its first chance to control the world's best realtime graphics 

I a private exhibition herd regularly 
for distributors ntar its Tokyo 
headquarters. Sella recently gave 

~::,~:I;~;;:':i~~'~:~, Japanese games 'c and seleCled dtl,i.oe,,1 
chance 10 play an 

of Virtua Fighter J. The \oo,i-., .. ".d l 
I to one of Japanese arcade­

cows was one of Ihree major 
,he,w ,';,h Sefd T ourini (ar 

~h.mp,onsl'ipand WayI!' Runner also on 

al the exhibilion. Seaa showed their 
mcod",.",\, pretty sports !ille. ()ynamitt 

which featurM a roSier of i 
~.\"'n ... teams. and Jale<o's Super GT 14 

). which has already de-bured in 
arcades. was also present. It 

once aaain Seea has ",.ffi.med 
as the world's prtmiere 

--"---- --



4: Nintendo draws 
S 199 'fine in sand· 

Nintendo of America prepares for a 64bit whitewash 
-----------------------

s.t.'s hr u.1t (left), its pI.ame baseclarouncl the , .. ous St 
Andrews COUrH, and MIkopter shoot ' .. up, WIld CJtoppetS (rtpt) 

1 

relallers ThaN, can supply enough uniTs 0 
sallsfy whaTever prelSCh reservallo 
demand eXISTS. 

Over in Japan. the numb ~r...9f planned 
rele s for The N64 continl;:lri"'t\iTOW. 
As Edee (Ported last lssue:'NCL's slaled 
releases fo'"r'the ~es, of he year include 
Wave Race 64. Cl ' IGm 64. Srar Fox 64 
and F-Zt!ro 64), ~en Ed,t has learned 
of more in the p l~me Including three 
eames - Wild CM pers. Rev LIl ' 
I see 40) and a golf ga - Ihat 
seeO)liiigly came from nowhere. 

NCL·.~ ...... 
Y_o-, _I0I0_ 
.,.... ............ .. 
_ .... l0iii ... ... 

-,.. ... -.-_. 
v .............. ----. -_ .. 
"->., .......... 
........ 11 • ., 
".-a. Now history Is 
-,,",_:ho ....... ........... .. _ ... ..,-
... ,......J 'R • ,.._ . ......, ................ ............... ............. ., .. .., .....,-,..­
"'_ .. 10 ... ----"" _ ............. -'---' Y-.M __ _ _ .............. --­............. 0.1 

...... SUWllon. 
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3D pursues new 
software stra 

The 300 records its first 

D~: .. '"on and IQe 
a similar vein. " 

"I,' ..... 't" .. 300 game~ on 

and announces a multiformat 

p:~;~~~~~;,;;~;:~~ Star Fighter. n. -wilh) he latter 

ine merger starts 
Net mi war 

services equals for the 

The new company will continue software 10 offer Quake. Calapuh is largely 
name of Hpalh Interaclive. alone in the console world, although it is 

powemouse company we are expeCled that both Sony and Ninlendo will 
will sel the agenda for the ~ match Sega s NefUnk initiaTIve and 

industry: said attempt to set up some form of 

P:;~~:'~:~~~:.'~~;;:'~ Grouer. propnetory gaming network 
(I . however. was Whether or nOl any full-scale 

'I have 10 assume multlplayer onhne gaming sel'V1(e 
in trouble or they ~ WIll be up and runnmg befo~ 1997 

done it: commented • IS stIli unclear but ThIS move 
f~:::~:::~.~ founder and Ill! has to be a step In the 2! 
le t.lhe..Iola .. ""_nghLdlreCIJono _____ ~_"' ... 



I Apple embarks on strategic 
JJl"'llmi initIative 

Edge talks to Apple's games evangelist, Mark Gavini, about the future of Mac gaming 

.. ,... ..... -.... ...... -... consu ..... jSoKo ..... 
Apple Europe has just 
launched .. "np of 
lUdMo.h '1IOIutioM" _ ........ -_br"'_ -­... _- ..... -_ ... ,.,........zn_ 
pwlue ...... _ 

Iat ,....InOd.L Top of 
tfM,.... istIM n.1" 
...... .,.... ... dlo 
with .. lOOMHz cpu, 
24Mb RAM. .. zAGb ....... 
drive. built in 1....,. _ .. .... 
~ ..... .... _."" .... , ... . 
"" ........ -- .......... ... ...,.. ............ . 
otherwiM know .s tha 
hmily Macintosh. Bued 
..... nd.lIOMHl 
PowerPC 103ft'.1t' • 
...... to .. 2OOMfb: 
.......... I.tGb -_._­....... _ ... 
........ 11 .... 

Y ifs own admlssio-n-Apple-gave 
serious consideration 10 Ihe games 
market very lale in the day . 
a laissez faire attitude thal for 

1""''''· , •• ". ~wgames software appearing 
platform in a haphazard. ;",,,",;,,,'"<1 

with a new range of PowerPC-
Macs aimed squarely at the domeslic 

the games kitchen development 
the onset of Pippin and the 

Id,,,'op,men, of its cross·platform Games 
of APh (seE' sidestory. righl ). 
is self-evidently laking Ihe 

1 

g~es are always on the 
wher~r thty are cross-

the best version is the one on 
M'o,:;nf<>sh: he says. 

a techmcal standpoi~. Gavini 
with the sheer horsePQwer of the 

CPU the job is Simple. and the Mac 
seen generally as having the 

I good' games platform, 
is overcoming the perception that 

(;non,:lol'y unviable to publish on Ihe Mac. 
can come back and show you figures 

will show the Macintosh games 

the PC title. So if the game is 
Idevelop"d. marketed and published on the 

that title to Macimosh is often a 
tv",,,nl,,lmol effort of converting it 10 run 

then tweaking it for our 
then adding the additional 

we can offer like speech 
1,,,:02nl'lon or things like thal: 

adds that it's less expensive 10 

a Mac title 100 - due mainly 10 il 
smaller market - by a faClor of up 

also very keen to nurlure the 

so keen to work with the 
[Eu,ol"on develop", to do European-native 

by Europeans that will hopefully 
the European market: 

of the reason for this Euro-centric 
probably down to the imminent 

I of Pippin. a platform that Gavini 
[In',,,''ln'oly speculates has more relevance 

European market than the American 
fits in actually a 101 more here 

because there's more of an 
the due to the 

. . . 
, I __ 

. II ," \\" i 
, ~ ..::::\,. . " ~HHHj ~ ~ ~ ~ ~~~~~! 

Freevene Softw.,.·s 
IIefIm De/un uses 
spooch .-..,lIIon 



_of ... ..,. .. .., 

fubn~of ..... ........ ,...,... .. ..... _­
de~lopln.nt APes. 'The 

.... tIaIni Is.bout 

....... -­__ of __ 

............... 
CCMI'IMeIIb GavlnL '0. is 

,11 the coolltufl ...... 

other 0 ... Is the .... 

ItUfI that 1IIouW ..... 

""tbM ........ 
.... Tltecool ...... 

includet~» 

RAW. .... SD~don _.0 
........ 

speec:h facapltloa ... 

thinp 'Ike tMt. T1M 
obvious thinp.re ... 
like .. sgndard way to 

(onned to • joystick, 

standItrd end .. sy w.lys 

of ' , S. ICNIIIIIo 

.......... --­--...... the ...... Nr IIftd stuff 

like tMt. Those tItInp 

should have bMn fixed a 

Ion, time .,0: 
Developed In 

a.tunctiollwllll lS vi 
............ 111, __ -......... -
Sprockets.nd .... 

development Idtchens in 

pIKe. Clivl"i is bullish 

.............. T ..... 

........ ...-.It ... 
but for 1", .. IlK 

....... m.lrIt .. in the fInt 

...,., ..... at Oftf 

~ ... tMn'or the 
NStof .... ,..... ...... 

...... th.Mndotn 

arowth at 10 to 10lMt per 

qu.lrtfl. I wouW upect 

.... t powth to contIIwiI -

that ..... ..... ...,...01 ........ .... 
u_ trowtIt ..... of .... _ ........ . 

dlfft're..,(~tn'he-number of-,ooo,ooll",-,n,-,--­
Ilhe home markeT here. In the US they've 
rTndof foppea oul. Wlfh a~.f')%Of 
rouse holds in the SIdles havmg personal 
compuTers In them. when'as here you 
don', find ThaI high percenlage. So. there's 
ruch more ime-resl In a deVice thallS 
f.0mputer-hke and has the promise of domg 
a lot more computer task~, but which falls in 

r
hat same price range: 

Gavmi also promISes there will be 'qutte 
a ftw' wles avallabl~ at launch, a mlxtur~ of 

[

,ppm-speOfiC soffWar~ and Mac ports. 
ppl~ has taken great care m making th~ 
uidehnes for Pippin development simple, 
nd thal. coupled WIth developers porting to 
hat em-ntially IS a known system (the 

l'1a(05) , WIll hopefully prevent lilies 
becoming bogged down at the beta stage, 

'Once you get past the rt'StriCllons on the 
tardware, such as the amount of memory 
.wadable and the faC! that It runs off a CO -
you can't have all this caching 10 the hard 

Mark Cavlnl, Apple's ,ames evancelllt. 
believes the Mac is In a very slron, 
position to attack the ,ames market dnve or whatever once you get past 

tharand-you'rr.lble 10 co"",,,..,,,,,,=,..J---'-~==------------I 
to look 

,;:;:s really no 

j~~~~~~~~~~~ . gelling your I1tl" 
establish a 1 thal 

easy, On~ 0 our 
r~,i~'.,,~.~ brought over a CD 

that he developed wnhou! haVIng a Plppm, 
because the gUldehnes were SO clear and 

n so easy to do, It booled up on 
Plppm fIrst "me: 

Apple has always been keen 10 
out that Plppm IS more than a 

machine, The problem IS that 
systems marketed along these 

as multimedia players, have 
fo:~,~"",ou,'y du~ 10 theIr 

does Gavin; feel ,ha"elppl;" 
pure hardware terms 
Pl.;!yStalion or Nmtendo 

"In terms of hardware caJ,.1,~nl" 
thmk ~ompetes very wel) Ihe 

PowerPC. microprocessor m Ihefe and the 
graphiCS capablhlles of the Pippin, Descent 

WIll be one IIIle that runs on the n 
PlaySlallon Mac and Plppm Anolher 
advantage of the Plppm IS that It has 
SVGA so you can hook It up to a 

I monnor and gel the b~lter 
"'01""00. We should be able,.Co do 

"'''''~'''' '" they only 
graphiCS 

,h.'uuMI,.<;jn because of 

I 

ri-
~ 

1 
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Peter Gabriel releases an ambitious 
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ack m 1994 Sony had few in-house 
software development resources. In 
Japan there were funded leams 

workIng under the ausplCe~ of SCE. whIle In rhe 
UK the siluallon was even less mspmng. But rhat 
was all abour to change. The creallon of TOfill 
NBA was the turnmg point Sony Computer 
Entertainment had been waiting for. 

Which is where Juan Mo",u came in. 
Given the title of general manager of software 
development. tl was Montes· role not only to set 
up a credible In-house team rn London but also 
to ensure the qualny of subsequent third party 
releases. HIs inlllal deCISIons must have caused a 
little worry withm Ihe company. FI!;I of all he 
chose to recrUlI recenr graduales for Ihe leam 
rather Ihan hardened vldE'ogame vetE'rilns. 
Second. Ihe fITst Iltle 10 be developed under him 
was a basketball game: his tOlally European 
learn actually had to be laughl the rules before 
they could begin work on I!. 

The risks. of course, paId off. Total NBA was 
massIve and the leam·s current developments. 
Porsche Challenge and RapId Racer (see page 
161 look set la follow H InIO Ihe PlayStatlOn 
hall of fame. Allhough much of rh IS su(ces, is 
down to the talents of the deSigners. part of It IS 
down 10 the atmosphere of creatIVe freedom 
which exists in the London office. an 
atmosphere precipllated by Mantes. 

: 1'0 - l1y 
JM I was brought mto Ihe company two years 
ago when It was stili called Sony Electromc 
Pubhshing. We had Psygnosls working closely 
With us and Phil Harrnon and other people 
were dOing all the evangehslng 10 rhe 
development communlly. trying to get people to 
be aware of Ihe PlayStallon and to sIgn up as 
developers. My role ar the rime was to get the 
PlayStation out to thIrd party developers and 
people withm the company. 

JM When It comE'S to approvals we {an look at 
products before they are flmshed and feU 

developers ·you nE'ed to do this and that" before 
it gets to the fmal date. The feedback I have 
had from third parties suggesrs we have done 
more Ihan JUSI a good Job In rhls area. Our 
approach 15.10 some extent. more fnendly- we 
work with them rather than against them. 

E "hat 
(le, -'l!d~ o:10rers ul 

JM We havE' a small group of people who I call 
game analysts: they evaluate every product 
proposal dnd every final product that comes to 
us. They don·t accept or reject games or give 
them marks out of ten. what they do IS spend 
plenty of nme on the games trymg 10 
understand how Innovallve they are gomg 10 be 
when they"Te dE'veloped. how do Ihey compare 
WIth other games on the markel. how do Ihey 
take advantage of the platform are they 10. 
are they realtlme. ere. 
:d/:lt' WI- f 011 ~ ·n IT b" 'TO 

JM One of them is spE'nding more time now In 

general manager of software development, Sony Computer Entertainment Europe 

,mernal development so he·s moving mto the 
role of producer. one has been Wrlllng revie~ 
for magazines for a number of years. another 
one works for one of Ihe big reI all chainS buymg 
products and dealing with publishers. I think 
haVing a buyer and game reviewer IS a good 
mJ)(fure: the reTailer WIll have to deCide on 
money and shelf space. the reviewer IS only 
InterestE'd If Ihe game is any good. 

JM Mast developers think that what they dre 
submllllng IS an "A" product· how they react 10 
cnl1mm very much depends on who you're 
talking 10. If you talk to the development 
manager. Ihen Ihey may not take the b<ld news 
that well. very often because they are under 

with Ihe hmitanons of each game when you·re 
frying 10 combine more Ihan one genre. 

JM BecausE' we concentrale solely on rhe 
PlaySlation It IS eaSier for us to achieve (E'rtaln 
thmgs. For most olher developers. OIl the tIme 
they are deSigning the product and wTltlng the 
code. they also have to think about wrltmg 
Ulllille5 to move graphics from one platform to 
another. In our case Ifs all pretty much focused 
- we know what we can get OUI of the 
PlaySlallOn: we may not know alllhe tricks. but 
we 'un achieve a much higher level of reahsm. 

Furthermore. something we·vE' Irted to do IS 
gel a mIxture of styles. most of our ream are 

Juan Montes development team at Sony has two games in the pipeline - Rapid Racer 
(left), a water~based racing came and POfsche Challenge, based on the sports car (right) 

pressure to get the producl out. We try to gel 
people 10 InvolvE' us Ideally Iwelve months 
before release so thal we have a chance to 
comment. Ar Ihe end of thE' day. though. Ihey 
can do what they want. Ifs their money, it"s their 
funding. It"S theIr prOJect. All we can do is give 
them the benefit of our experience, , 

, " 

JM Yes. I gel them Involved In both the 
diSCUSSIons and the n.'v\ews. I set up a dISCUSSion 
on the flrsr Friday of every month. and at those 
meellngs you can tell Just by watching peoples· 
body language If. when an Idea comes up. Ihey 
don·1 like 11. or arE' rndlfierent. or eXCIted. If 
there·s no Interest. you soon know because the 
dISCUSSion ends. However. often ideas come up 
which prompt people 10 say. · ... oh yes and 
wouldn·t it be great if..: If thal happens a lot, I 
ask the two people who are mosI exCIted by Ihe 
Idea 10 go away and expand on 11. perhaps come 
up WIth character de~lgns . .so the next time we 
have more 10 show. This IS where II·S valuable 10 
have the games analysIS present: somE'one may 
say fhal Idea was USE'd m a game m 1989 If·S 

old har. As an example. IWO or three people 
tned to come up wah ReSIdent EI'II mixed wnh 
Doom Ihe ultimate game. with a good script. 
ett. But you have ro put It to the lesl and ask. 
how WIll thE' camera work. how will you (ope 

young and from Ihe UK. but some come from 
Norway. Frilnce. S{otl'Jnd. Italy. We·ve managed 
10 employ a Wide spread of dIfferent people 
who have a ddferen! approach. different ways 
01 thmklng and this reflects in their work. 

~f -,~ per veJr 

'0, 
JM We·rE' workmg closely wilh some external 
developers to comphment our m·house work. 
Right now we have three companies for whom 
we have funded pro)E'crs: we wanllO gel 
developers who Ihink along Ine same hnes as us. 
and. m many cases. who haven·t made a big 
impact in the marker yel. Through provldmg 
Iho,1' developers with resources. equipment. 
plenty of productIOn lime and developer 
support. we·re frymg 10 raise Ihe level of the 
content Ihey are developmg. so thE'Y can produce 
games WIth a Similar Impact as our own. 

,h' 
JM We·re trymg to employ people who challenge 
each other and who challenge me. We have 10ls 
of people from different backgrounds. and I 
think that·s healthy - all rhe game Ideas thal we 
have In development or thal we·re looking ar for 
the nexl set of products (I always like to have at 
least thrE'e Ideas on the table at anyone time 1 
come from Ihe people we have here Internally. 
There·s nOlhmg within Sony which sayo; Ihar the 
senior management In Japan or anywhere elsE' 
can reil us we have 10 do a game m thIS genre 
or by thIS qU\lTler. Sony"s a huge company that 
prOVides all the funding. bur the rest IS up to the 
people here if you produce the goods. 
people leave you alone. 





CUBBr SllarBWarB 
With a Web site. 
a potential 
audience of 
millions can be 
reached. 24 
hours a day. with 
veryf_ 
overheads. For 
game companies. 
then. providing 
free previews of 
games on the Net 
must be the 
perfect 
advertising tool. 
Or is it? 

Edge looks at 
the down side of 
downloading 

I] ver since the flashy WINW portion 
of the Internet became available. 
companies have predictably 

viewed the sefVice as a massive, transglobal 
advertising opportunity. For software houses, 
providing downloadable demos on their 
Web sites has proved a maJOf pdrt of this 
opportunity. The benefrts are, of course, 
Immediately obvtous. For a start. the game 
rtself getS promoted - as CoIin Gordon of 
Boss Game Studios points out: 'It depends 
on the game, but if you have a cool idea 
that's hard to get across, then the Web 
demo works. If the game is well received, 
then a lot of people WIll get to hear about it 
and play it' A downloadable demo, then, 
can show things about a new game, and 
capture a potential buyer's lmagmation, in a 
way that words alone cannel 

Induding downloadable elements on a 
Web page also attracts people to it After all, 
most videogame sites are little more than 
glorified advertisements, packed with new 
release info - hardly particularly rewarding 
content However, put a demo on the site 
and you're giving Net users something in 
return for their attention - it's like bait, used 
to reel in unwary consumers. Better still, if 
new demos pop up frequently, visitors have 
to keep visiting the site, so exposing 
themselves to the company's merciless, 
inexpensive advertising on a regular basis. 

But the recent experiences 01 two 
companies have pointed out the hidden 
dangers of this Speciously foolproof 
gimmid. To start with, giving away too 
much of a game can have a disastrous 
effect. Eidos Interactive, for example - the 
company which recently bought Core, E"tdos 
and Big Red Software - blames the poor 
sales of PC title Big Red Roong on 'Internet 
overexposure'. A demo of the game was 
available from Eidos' Web site months 
before the official release and the decision 
to include a fun multlplayer option was 
perhaps integral in both the demo's 
popularity and the full game's disappointing 
sales. Big Red Racing was, after all, most 
fun when played against other people - as 
this element was provided free, incentive to 
buy the finished prodUd was minimal. Yes. 
the buyer would get extra tracks, bul when 
you're racing against friends, you don't really 
care that much about the scenery. As Paul 
FOI of Eidos points out, 'Although the Net 
can be great for promotIOns, if you give 
away too much loo soon it can be a 
problem. The 8'9 Red Roong demo was an 
experiment, and, in hindsight, grving away 
the multlptayer element was a mistake: 

Sceptics could accuse Elelos of using the 
Web demo as a scapegoat: perhaps Big Red 
Racing didn't sell because of other non-Net-
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related reasons. However, Stephen Hey of 
Ocean agrees that demos can harm rather 
than help a game's sales: 'A few months 
ago Ocean undertook an extensive research 
campaIgn where we interviewed hundreds 
of people, gamers, non-gamers, parents, etc. 
One of the 'types' of people we discovered 
lived off demos from cover COs and the 
Internet If they really liked a game, they 
would wail for the budget release and buy It 

then. This type of consumer is worrymg and 
dents the potential sales of a title.' 
Furthermore, users can often beheve they 
have experienced a game to the full after 
seeing lust a couple of levels. As Colm 
Gordon concedes, 'I for one got enough 
from the demo versions of Duke 3D, Quake 
and Descent, and have never bought them.' 

One company which has, in the past, 
not suffered at all by providing multi player 
demo versions of its games over the Net is 
id. Atthough shareware versions of both 
Doom and Quake are freely available and 
have been distributed to millIOnS of users, 
the company still ~ Doom top the charts 
for months and Quoke will no doubt do the 
same. This may be because id has enjoyed 
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a rather unique relationshIp With Net users. 
Shareware versions of Doom and Doom 2 
were engineered to be easily hackable. 
allCl'Ning fans to create editors and build 
their own maps, and businesses have been 
set up to sell Doom WADs with no money 
going to the game's originators. 

However, that relationship turned sour 
recently when a hacker managed to access 
id's internal network through the company's 
Internet connection. Hours later an 
uoauthorised beta version of Quake was on 
the web and id's previously benign stance 
on the freedom of the Internet and the easy 
accessibility of their code disappeared. 
ihese guys are supposedly fans of ours, 
then they steal from US like petty losers: 
fumed id's Mike Wilson to Next 
Generation, 'They are just maggots on the 
mucilaginous dung pile of hfe.' Perhaps one 
of the dangers of offering so much for free 
is that people will take that philanthropy to 
mean everything is free. Could demos be 
breeding an underdass of 'petty losers'? 
INhatever the case, id's experience goes to 
show that even a company which has made 
free demos an integral part of its success is 
not immune to demo exploitation. 

The Big Red Racing and Quake 
incidents highlight just t\oVo nightmare demo 
scenarios - there are others. Putting out a 
poor-quality earty demo, for instance, may 
actualty prejudice users against the product. 
No matter tlO'N often developers may point 
out 'this is an earty demo' potential buyers 
will still have had their vision of the game 
tainted - the damage has been done. As for 
the 'downloadable demos are cheap 
publicity' myth, even that doesn't hold up to 
scrutiny. As Psygnosis' Jim Drewry says. 
'One of the ma;or disadvantages is support. 
With industry analysts telling us it costs us 
SS per support phone call, a popular demo 
can cost much more than anticipated.' 

Steve Leich at Gremlin also points out 
that 'free demos' are not exactly as free as 

'" n. 

they sound, 'Du< demos wm be flagged with 
warnings for people with slow modems that 
lhey could be in for a shock when they get 
their next phone billf 

There are alternatives to downloadable 
demos as a means of attracting garners to 
web sites. Gremlin indudes a number of 
downloadable 'patches' on its site which 
add to already released games (owners of 
Euro 96, for example, can download the 
latest team line-ups and new commentary 
to go with them). Bullfrog is also looking in 
to providing a similar service. With 
Syndicate Wars we are hoping to put extra 
game levels on our site' says Peter 
MoIyMu. 'and with Dungeon Keeper the 
plan IS to put new levels and different 
characters up there. Hopefully this will both 
please existing players and encourage other 
people to purchase the full games: 

Gremlin, though, has gone further in the 
quest to provide non-demo doINnloadable 
content Its site boasts a screen saver based 
on Normality, and, as leigh points out, 
'We've got a 'retrogames' page that contains 
selections from our bad catalogue that run 
with Spectrum emulatOl'S. The first game we 
used was Bounder and this got a great 
response: Fuelling the CURent trend for 
game nostalgia is a smart idea - just as 
likely to attract users to the site, but with 
none of the risk associated with demos. 

HQVoIeVer attractive the altematives 
seem, It IS not in the videogame Industry'S 
nature to retreat On the contrary, it is likely 
that over the next few years downloadable 
content will increase dramatically. Colin 
Gardon preadles caution: 'I think everyone 
is getting really excited about the possibility 
of actually selling over the Internet - no 
packaging, no stock. no customs, all ~ 
- it sounds really good. The problem is. the 
people who best know the Net are the 
same ~ who had rode. Giving thIS 
kind of person access to your product £ 
online is just asIOng for trouble .. : 
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There are few designers 

who made waves during 

videogaming's golden era in 

the early eighties and can 

still be found working on 

high-profile releases today. 

Midway's Eugene Jarvis, 

the face behind 1980's 

seminal shoot 'em up 

Defender and 1995's 

premier 'Nintendo 64' title 

Cruis'n USA, is one such 

rare individual. 

Edge tracked down 

the elusive veteran at 

Midway's Chicago HQ to 

talk oldies, goldies and the 

future of videogaming 
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s retrogaming becomes a 
greater force in modem A. videogame culture. Edge 
(onstanlly finds itself 
comparing new games to 
old. Cerrainly. such 

pioneering classics as Defender. Galaxian. 
Pae-Man. Robotron. Asteroids.. and Space 
Inyaders were great fun al the time. and 
deserve massive credit for breaking new 
gaming ground. But compared 10 1996's 
state-ol-the-art. do they still really cut 
the mustard? 

Naturally, the conclusion is that some 
still do. and some don ' I. But the debate is 
only destined to increase in vehemence as 
the retrogaming cult gathers more and 
more momentum. 

One man who's had a videogame­
insider's perspective from the very 
beginning to the present day is the 
out5poken Eugene Jams. Jarvis' Defender 
and Robotron are undisputed classics ( he's 
even got his own fan page - take a peek at 
http://www.cs..uregina.ca/-bakay/ jarvis/ ja 
rvis.html) . while his Cruis'n USA is one of 
Nintendo's key titles in the launch of the 
Nintendo 64 in the United States.. 

Ed~e met wHh Jarvis at Midway's 
Chicago headquarters to talk about da~c 
games. old and new. 

Edge Do you th ink that the old arcade 
games regarded as 'claSSICS' ha .... e rea lly 
survived the test of time? Or are we just 
looking through the rose·tlnted spectacles 
of nostalgia? 
EJ No. some of those old games really still 
are a lot of fun. 

I'm kind of biased. but I still play 
Robotron two or three times every day. 
Some of the newer game designers who I 
work with - kids who are just 20 or 21 
years old - are getting into Robotron for the 
first time. They are almost surprised to 
discover that it's got some great action, 
great play mechaniCs. and, perhaps most 
important of all, I think. great tension. 

The essence of the videogame is 
survival of the fiuest. When playing a game, 
it's the game versus just you and your 
survival instinct and that's the most 
powerful instinct a human being has.. The 
will to live overrides everything. 

So. in my opinion. the essence of a 
great videogame is to exploit that instinct, to 
really get the player's adrenaline going. 
Edge Is thiS what makes 50 many of the old 
clasSICS so exciting to play? 
El Yeah. If you look at some of the classic 
games - Asteroids. Space Invaders. Defender 

from that era of the early eighties and late 
seventies, they really exploited that survival 
instinct in a very simple and primal way. 
They were tapping directly into your brain. 
Edge Do you thmk today's vldeogames tap 
Into thiS sUTVlval msllnct as well as the old 
claSSICS did? 
El Well, in a symbolic way, 'death' is present 
in all games. in the sense that you can't 
continue playing, But maybe it's done in a 
less direct way, In Cruisn USA. if you win the 
race you get to continue racing so you are 
driving as fast as you can to s'ay 'alive', 

But when you win the race in a lot of 
driving games. then a big screen just comes 
up and says 'Congratula,ions! Game oven So 
that does kind of change the player's 
motive, Now you're after a score more than 
sheer survival. 
Edge Many people beheve that today's 
games aren', any more fun '0 play than the 
classICS from the late 19705 and the early 
19805. These people argue that. certainly, 
today's games look better, but they aren't 
any more fun to play. 

Do you beheve ,hiS? And If so, 
shouldn', we have moved forward? 
EJ Well. I think there were some damned 
good games back at the start, but I'd have 
to say that games like Street Fighter 11. 
Mortal Kombat and Killer Instinct are pretty 
damned good, too. So I don't believe that 
all modem games are rubbish, 
Edle But would you agree that modern. 
glossy games aren't necessanly any belfer 
'han old ones? 
EJ What you have to remember is that 
when games like Space Invaders.. Karate 

Champ, Pole Position, and Defender were 
first created, 'hey were the very first games 
in that style. Nothing like them had ever 
appeared before. We went from a blank 
screen to a game, 

Now, Daytona USA's leap from Pole 
Position isn't as big as Pole Position's leap 
frQm nothing at all, So, perhaps it's 
inevitable that even though Da)1ona USA is 
a superior game. people aren't as excited by 
it as when Pole Position first appeared. 

The late seventies and early eighties 
was a time when a lot of these genres and 
game styles were formulated, It was like 
being the first EMs. the first 'rock and roll 
guy', or The Beatles. We had an open field. 
and the most obviously powerful concepts 
were soon exploited. 

Since then, game designers have had 
little choice but to bUild on existing 
concepts as most of the choice virgin real 
estate was gobbled up years ago. 
Edge But that doesn't mean that the 
gameplay has to stay stagnant. 
EJ Sure. Da)1ona USA is essentially Pole 
Position with better graphics. We're not 
progressing on the game side, we're 
progressing with the simulation, we're 
progressing with rendering accuracy. But the 
game side is not really going anywhere. 
Edge Another fac tor may be that. certamly 
With arcade games. It'S important that 
people should Immediately understand 
what a game's goals are and how they play 
11. With thiS In mind. 11 makes sense to 
make games Similar to titles With which 
players are already familiar. 
EJ Absolutely. In the arcades you need 
something that is very transparent. and 
something that novice players can pick up in 
ten seconds or less. So all this work's going 
into doing the same games better and 
better, while such great frontiers as. say. 
crearing a game in which you can have a 
real conversation with a computer player, 
are left untouched. 
Edge So where is the real mnovatlon gOing 
to come from? 
El That's a huge, huge question. And most 



of the effort seems to be focused on just 
faster and faster hardware and more and 
more polygons. I think 5GI basically 
designed themselves out of business with 
the Nintendo 6 ... I mean. who's gonna buy 
a $50,000 box when they've shown you can 
do it for 250 bucks? (laughs]. It's a great 
engineering triumph, but maybe the end of 
their company. And all the while I sit 
here saying. What does that mean for 
game design?' 

Another big problem we face is that 
because videogames have become such a 
big business. a lot of people are putting out 
'product', and not games. Games are 
designed by marketing suin. not designe~ 
Ifs just about marketing, It's about. 'Get a 
big license, then hype it', We're spoiled by 
having the most ignorant consumers in the 
world - parents who are buying things for 
their kids - so many people in the business 
believe that all you have to do is bullshit a 
parent who doesn't know crap about games 
into buying your box. and then you move on 
to another money-spinner. 
Edge So where do you see hope? 
El I look at Doom. Quake. Descent and 
Duke Nuke 'em 10 - games where we're 
gelling into network play and the Intemet. 
And eventually the Internet will be good 
enough that you can have some fun with 
huge. huge multiplayer environments. 

But even this is retro. It's almost like 
we've become disenchanted with computer 
artificial intelligence and we've gone back 
to human opponents. which was actually the 
way videogaming started with Pong and 
Space War. It's like we've come full circle, 
and are again saying Wow, human 
opponents are really cool!' 
Edge in additIOn to human opponents. do 
you think we Will see a return to 'back-to­
baSICS' game deSign? 

El Probably. Certainly. I think there's a lot of 
disenchantment right now with 10. At first 
it's like 'Oh wow, this is really cool! I'm in a 
car and there are lots of polygons!' But a lot 
of games end up being just infrastructures. 
they're just environments and not really 
games at all. 

Sure, there are a lot of interesting 
graphics. there are 28 different ways to play 
the game, you can play if without traffic, 
driving backward. with a camera coming 
out of your exhaust pipe. All this stuff, and 
all these options. but it kind of all disguises 
the fact thatthere's really nothing_ there's 
no game there. I call it 'geekware'_ 

It's the reason why you get so many 
options to design your own coune. or fiddle 
with the game world. It's because the guy 
who was designing the game couldn't ever 
figure out anything tha' was cool, so he's 

having you decide it for him, instead_ 
Edge SO, IS too much freedom a bad thing? 
El Yeah. We forget that games are about 
limitations. Umilations are what really 
make games. Take the game of chess -
possibly the greatest game of all. You're on 
this stupid board and you've got 6 .. squares. 
you can't move in three dimensions. you 
can't move off the board, and the pieces 
only move in certain. really horrible ways 
that are totally stifling to your creativily. Yet. 
here is this incredibly rich game. 
Edge So should thiS same philosophy of 
SlnCl hrnllatlons be apphed to Vldeogarnes? 
EJ A lot of videogame design is about the 
limitations. it's not about simulating the 
freedom of realiry. I think we're seduced by 
simulation. And, why are people playing 
games? Because realily sucks. That's why 
they're sitting in front of their computer and 
playing games. The real world is exactly 
what garners don't want - they want 
something cooler than the real world. 

Game designers have to deCide what 
the hell it is that they're designing and what 
their game is. Many designers try to design 
an entire universe and end up with 
something very wide, but very shallow. But 
in truth, the games that are really successful 
are those that are very narrow, yet very 
deep. Games like Tetris. or Street Fighter 11 
- which isn't really even two dimensional. let 
alone 3D. Both players simply walk up and 
down just the one line. And yet this is an 
extremely powerful concept, because once 
you limit the guy to that line. you make him 
face the enemy at all times. There's no 
getting away. And then. of coune. coders 
can devote all their programming effort to 
all 'he cool nuances and all the myriad 
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things you can do on that stupid one line. 

But if I were to propose this game 
idea - Street Fighter 11. remember - to 
some marketing guy - the guy who makes 
'he decisions about whether the game gets 
made or not - and explained this concept 
in which players move in one dimension 
along a line. frankly he'd say This is the 
biggest pile of shit I've ever heard of. What 
the f"k are you talking about?' 
Edge $0 you're sa)'lng that 30 games are 
fundamentally flawed? 
EJ No. it's just that it's very. veT)' difficult to 
do them well. One example that worked 
well was Descent. which I truly believe is a 
mind-expanding game. 
Edge Here's a theory: do you thmk Ifs 
possible that In the same way limItatIons 
and not freedoms make a great game 
deSign. it was rechnologlCallimltallOnS that 
forced yourself and other game desIgners of 
the claSSIC era to dIg deeper mto gameplay 
ISSUes? Could It be that m the same way too 
much freedom in a game detracts from the 
gameplay. game deSIgners of today are 
spOIled by hardware that enables them to 
create whatever world they choose? As 
opposed to havmg to work WIth just 20. 16 
colours. and SImple environments? 
EJ That is a very. very good point. With a 
game like. say. Doom. there are only roughly 
two or maybe three 'threats' onscreen at any 
one time. With Space Invaders or Asteroids 
there are 20 or 10 simultaneously. And 
Robotron carried this to the final extreme of 
putting 150 'threats' out there, converging 
on you from all sides. And with the 
limitations of the hardware. if we wanted to 
have 150 enemies. we had to stick to just a 
single screen game. 

But that confinement turned out 10 be 
the essence of the whole play. You were 
trapped. you couldn', run away. You were 
there, they were coming. so make some shit 
happen or diel And by forcing you in that 
room. it really concentrates the game, 

It's not that I'm down on exploration. 
but a lot of games today are all about 
exploration - discovering the cool graphics. 
mainly. And the result is that the game itself 
is diluted. 
Edge What role do you thmk plot or 
storyllne plays In a successful videogame? 
EJ I think it is important to have a story. But 
it doesn't have to be a Hollywood script. You 
really just need a story that is simple. 
something that tells you why you're there 
and what you're doing. 

The danger for designers is that they 
get hooked into their SIOry, and they forget 
that storytelling is a linear, narrative type of 

thing. And the more you flesh out the story. 
the more you remove the interactivily. and 
the more you remove the player from the 
game. Ifs kind of like 'Oh, the outcome 
has already been determined, So what's 
the point?' 

Stories should be regarded in the same 
way as soundtracks and sound effects. They 
support the game, enhancing the reality and 
the feeling. 
Edge What IS the one pIece of adVice that 
you'd offer new game desIgners? 
EJ It's kind of what I said earlier. Designers 
shouldn't create an infrastructure, they 
should create a game, and work on the 
action. People spend so much time on the 
attract mode, and the title screen. and the 
FMV and all that shit. but instead they 
should spend time on the game itself. 

The prime thing is the playing of the 
game, Make that cool. Put your work into 
making a rich. interactive, deep 
environment that the player can affect 
ralher than alllhis packaging that just 
cloaks the product. 

And figure out what the hell your 
game is. So often. we designers become too 
enraptured with simulation. We want to do 
so much. We want to offer this incredibly 
free world in which you can do this, and 
you do that. and you have this world and 
that world, and you can climb into the tank 
if you want to, and then you can become 
the prime minister and control the 
economy, and do all this shit. 

But you only have so much time to 
design something, and so at some time 
point you have to decide if you're making 
17 bad subgames or one really good game. 
Edge 00 you think that anyone other than a 
hard-{Ore gamer can really deSign games? 
EJ A lot of squares gel really excited about 
videogame design when they hear that 
there are wheelbarrows of cash involved. 
But the bottom line is. if you're in it for 
money, your game is going to suck big time_ 
To be a designer you've got to play games 
until your social life vanishes. You should 

live games. dream games. and die games in 
an all--consuming obsession. If you want to 
make cash. get into real estate, or pose in a 
suit from nine to five in some bloated 
'corpocracy·. Videogames are way too 
much work_ 

If I'm interviewing an artist or coder 
and they ask about the retirement plan, I 
know they'll never make it. Their priority is 
a house in the suburbs, not game design, 
Basically. the Midway design studios are a 
high-tech dump. It's a warehouse converted 
into offices and cubicles. Nobody gets a 
window. cause there aren't any. The 
philosophy is if you want something cool to 
look at. make something happen on your 
computer screen. 
Edge Who WIll desIgn the next great game? 
EJ The beauty of ,his business is that as a 
programmer. you're only as good as your 
last line of code. Right now, somewhere. 
there are these new guys in their garages. 
and they're just gonna totally blow away 
allthest big. bloated corporations. £ It's great! 

I , 
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Final FaJJtasy VII h~, in 
ElV'oj)e, never beer( mOle than a cult 

anrerest among grey Import gamers 

Mb for FFVIf, and we're already 
squeezing it into two disks. 
maybe even three. So obviously it 
would be pretty impossible for us 
to do this for the Nintendo 64, 
even with the 640D ... We did 
very, very carefully research 
which platform was most 
viable for our purposes, 
including the N64 and Saturn, but 
we decided that the Playstation was 
most suitable: 

Final Fantasy VII 
has, in Europe, never been more 
than a cult interest among grey 
import garners. In Japan, the popularity of 
Square's roleplaying series is such that 
it's conceivable some garners have 
bought Tobal No.! solely for the chance 
to experience the introductory scene of 
FFVII that accompanies it. 

The playable demo gives just one 
mission, in which the player guides the 
'Avalanche' resistance fighters to 
sabotage a power plant in Matsukushi as 
part of a plan to defeat their mysterious 
enemy called Makulo. The finished 
version will apparently include a wide 
range of manipulable camera angles with 
which to view the battles (those in the 
demo are predetermined). 

It's now clear that the QuickTime 
demo which became widely available 
after last year's Siggraph convention was 
nothing more than a PR tool, as it bears 
little resemblance to this preview offering. 
Nevertheless, Square's reputation for 
stunning visuals hasn't been diminished 
by the move to unfamiliar hardware. 



Unlike ResideJlt Eyifs clflustt9Phobic 
camerawork the VIeWpoint ot;t~n 

retreats to give ~ stunning vista 

Reassuringly, producer Hironobu 
Sakaguchi's desire to create a game that 
looks like a movie has meant the 
application of cinematic scripting and 
direction rather than FMV and thirdrate 
adors. The technique uses Gouraud­
shaded polygon charaders in a 
scrolling prerendered environment, 
though unlike Resident Evifs 
claustrophobic camerawork the 
viewpoint often retreats 
dramatically to give a stunning 
vista of streets and buildings. 
Every backdrop is also 'live' 
in some respect, boasting 
details such as neon 
billboards, churning ventilator fans and 
hissing steam pipes. When the action 
shifts locations or reaches a 

memory cards plugged in 
simultaneously, or a new card with a 
greater memory capacity. 

FFVII retains the 'Active Time Battle' 
concept All combat is menu-driven but a 
time gauge for each character indicates 
whether they are busy or can be 

assigned new- orders. The enemy 
will continue to attack. in 
realtime whether you act or not, 
so quick decision-making is 
rew-arded. The only obvious 
new feature is the limit gauge, 
which increases every round 
and allows a special ability to 
be invoked when full. In all 

other respects, the interlace has 
changed little since the FF games 

on the NES. Even quirky old­
fashioned RPG conventions -
sudden random monster 
encounters, for instance, and 

one character graphic representing the 
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whole party outside of battle - have 
survived the move to the PlayStation. 

Because of the Japanese pre­
occupation with such minutiae, character 
rosters are normally revealed in Square's 
initial press releases. Yet even at this late 
stage, they've failed to announce more 
than three playable characters. It could 
be that technical limitations have forced 
a compromise, but if this is the case then 
many fans will be truly disappointed. Its 
predecessor boasted a line-up of no less 
than 14, induding two secret characters, 
all of whom had histories and side­
stories for the player to explore and 
extrapolate. What's more, the depth of 
the battle strategies was in no small way 
a consequence of being able to choose 
whether your adventuring party 
contained thieves, knights, healers or 
mages. Given the repetitive nature of the 
combat sequences - admittedly an 

FFV/fs starkmVirid renderin~and en ne rche a sco e ese t 
g ~ar/er rea IStlC efge~Can e' ore 

acquired taste - the potential reduction 
in complexity may prove detrimental. 

It's also hard to deny that the series 
has exchanged a little of its charm for 3D 
slickness. FFVlfs starkly vivid rendering 
and genuine orchestral score present a 

harder realistic edge that's a far cry from 
the endearingly blocky sprites and 
chip-generated music of the SNES. 
Previous games had also utilised the 
illustrative talents of anime artist 
Yoshitaka Amano, but his 

flamboyant portraits weren't 
considered appropriate for the 
necessary simplicity of current 
polygon-based characters. This 

isn't likely to bother 
newcomers to the series, 

however, and even the most 
stubborn of followers will have to 

admit that the sheer power of 
FFVlfs imagery more than amends 

for this small sacrifice. Mr 

• 

Sakaguchi doesn't believe anybody will 
be disappointed by the final result We're 
not kissing up to the mass market in any 
way. In Japan, our last title sold 
something like two million units, so 
we've got a mass market right there. We 
endeavour to create the highest quality 



games possible, and as a result we 
believe we'll be able to involve larger 
quantities of players without 
disappointing the original garners: 

Given the resources being invested 
it's evident that Square considers FFVJf its 
most important project to date. 
Nevertheless, it will be the enticement of 
the storyline and the depth of the laaies 
that ultimately determines its status. As 
long as the narrative is able to match the 
intrigue, humour, tragedy and 
melodrama of jts forerunners then fans 
can only look forward to a translation as 
soon as possible. 

In terms of fighting games, 
Square already has robel No. 1 under its 
belt Second in the line-up is Bushido 
Blade, in many respects marking a radical 
break with the recent tradition of fighting 
games. Centring around sword~based 
combat, the notion of energy bars has 
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BHshido El/ode boasts jI vast 
spraw mg enV'fonlQent and rrants d 

the reedom to run aroun 

been abandoned - a full contact strike 
with the blade almost always means 
instant death for the victim. The 
emphasis thus shifts to a strategy of 
parrying. feinting. counter-attacking. or 
simply biding your time to wait and 
watch for a gap ~ real or faked - in the 
enemy's defence. 

Another genre cliche relegated to the 
wastebin is the tournament, a format that 
has surreptitiously laden every fighting 
game with the same conceptual 
baggage. Most obvious is the absence of 
a timer, limiting the length of a bout, but 
there are further ramifications. Whereas 
other games present a fairly restricted 
gladiatorial arena within which their 
fighters must remain or suffer a penalty. 
Bushido Blade boasts a vast sprawling 
environment and grants the freedom to 
run around, circle the enemy, even lure 

Sulurals do battle In IIfIshldo 
_ (Ieft).- ID ..... iI 
IovtnatY co ........... <do Period 

them into an advantageous position 
before settling on the exact point of 
engagement 

Combat can take place anywhere 
within the walls and grounds of an 
ancient and exquisitely detailed Japanese 
castle. Torii gates, lanterns, bamboo 
thickets and paper partitions constitute 
the authentic decor, but many features 
are also obstacles that can inhibit the 
player or be exploited to effect within the 
game. A choice of \Neapons results in 
different fighting styles, thus ensuring 
that its depth isn't limited by the number 
of characters on offer. 

Because of its audacity and ambition 
it's hard to predict how well the game 
might play. Historical accuracy can hold 
some appeal in its own right but Bushido 
Blade's success or failure will rest solely 
on the integrity of its battle system, and 
its developers have to tread a very fine 
line in establishing its level of 
sophistication. Make it too complex and 
you deter all but devoted fans from 
learning the skill of swordsmanship; too 
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accessible and you end up with a 
version of scissors-paper-stone. 

When Japanese 
softco Quest fina"y released its 
Tactics Ogre earlier this year after 
interminable delays, it rapidly 
became a Super Famicom best-seller. 
Wrth no small amount of perspicacity, 
Square immediately commissioned the 
game's developers to create a similar 
strategy RPG set in its own Final 
Fantasy multiverse. 

On first appearances, it's actually 
difficult to tell the two games apart 
Akihiko Yoshida's character designs 
have appropriated familiar FF archetypes 
in the distinctive Ogre style, the turn­
based combat being played out with 
detailed sprites rather than true 3D 
models.. Only the ability to rotate the 
isometric battlefield and view it from 
many angles gives any indication of the 
32bit hardware involved. 

Although the emphasis is firmly on 
skirmish wargaming. a roleplaying 
element exists in guiding the career 
paths of the characters: this 'job making' 
feature allows the player to allocate 
special skills from a choice of over 400. 
Square insists the difficult and tedious 
aspects of strategy gaming have been 
eliminated from FF Tactics, though it's 
unclear if this refers to the difficulty grade 
or simply a more ergonomic interface. 

Square's final new PlayStation title 
SaGA Frontier is based on a lesser 
known RPG series that first appeared on 
the Game Boy. Only one SaGo game 
(confusingly translated as Final Fantasy 
Legends) has ever been released in the 
west: although it bears superficial 
similarities to the FF line, it's generally 
believed that the greater complexity of 
SaGo's 'Free Scenario System' would 
make it less accessible. SaGa Frontier 
continues this tradition with a plotline 
that's subtly influenced by every choice 

the player makes. Rather than 
'levelling up' automatically, 

characters must be raised 
and nurtured, teaching 
their skills to others as well 

as learning new ones. 
At this stage, Frontier is 

dearly less complete than its 
FF stablemate - extensive 
scaling and rotation 
techniques witnessed in the 
demo give rise to some 
occasional blockiness, while 

Sq.Gp Frontier CIJntinue!l!he SaG" 
traditiCU1 with ~ plothne t ay's subtly 

Influenced Dy every C olce made 
the prerendered environments, though 
impressive, demonstrate little progress 
beyond Square's adlievements in 16bft 
But Kenji Ito's score conveys the 
appropriate sense of depth and grandeur 
befitting the style of Frontier's gameplay, 
and without serious competition this 
could become the second best £ 
RPG on the PlayStation. 

11touth cruteclht the u.e fashloft. s.GG' FroatleI's puwwkNCI 
--. adopt ...... -... pIoyfu~ _ D1CCstyte 



-
Cbmpu~~. Ente~ctainment 

can the team responsible for Total NBA repeat its initial success or was it 
just a case of beginner's luck? 

Edge investigates the efforts of Sony's London-based team of internal developers 

T
he best thing about releasing a near perfect first game is that 
you instantly cement a reputation for quality. The worst thing is 
having to live up to il That is the challenge now facing Sony's 

in-house development team - a group of 30 programmers, anists and 
designers, based in london's notorious den of iniquity. Soho. The team 
currently have two projects well into development - Porsche Challenge, 
a racing game based around Porsche's forthcoming Boxster sports car; 
and Rapid Racer, another racing game, this time set on water. The 'near 
perfect first game' these titles must live up to is of course Total NBA, a 
masterful videogame interpretation of basketball and one of the best 
PlayStation games to date. Not a bad effort for a group who had never 
work.ed on anything together before and which, at the time, consisted 
mostly of recent graduates. 

But Sony must have had a lot of faith in the group. After all, the 
company's aim in setting up an in·house team was to produce showcase 
software for the PlayStation - it must have seemed strange to give this 

General manager of software deveIopmenl. Juan Montes (lop), rendered shots from Rapid 
Racer (lop left) and Porsche Challenge (top righl), ser10f producer,.IOOn Robefts (above) 
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responsibility to a bunch of students fresh out of uni. Furthermore, the 
in-house team have been given a lot of creative freedom. With it, they 
evolved a very specific philosophy toward game development 'In Total 

NBA we established a style and a vision of the type of games we'd like to 
develop internally', explains Juan Montes, general manager of software 
development, 'and that's a mixture of trying to aim for a very high level 
of realism and using the PlayStation to the maximum.' Along with 
technical innovation, though, Mantes is keen to stress the importance of 
playability in any game concept discussed by the team. 'You cannot 
forget gameplay, because as soon as you lose that you end up with 
nothing but lots of nice pictures.' 

The philosophy does not restrict itself to the type of games 
developed, but also takes in how they should be developed and who 
gets a say in the process. As Mantes points out, 'Anyone can come up 
with the next 11it game- so I arrange a discussion on the first Friday of 
every month and in that discussion we usually have between 12 and 1 5 
people. Everyone is invited to attend, it's not restricted to game designers 
or producers - it's a lot more open. We have someone who works in the 
print department who plays a lot of games and has a lot of ideas - he 

usually comes along. You should not inhibit the natural creative process 
that exists within the industry.' In other words, Mantes believes in 
recruiting people who may not necessarily be the most experienced or 
the most expensive - he recruits people who have a passion for games 
and a few good ideas. It's also a very communal way of working - the 
last thing you'd expect from an in-house team within one of the biggest 

'You cannQt forget ~mePI"Y - as 
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corporations in the world. 'It's very important to build up strong and 
compact teams where everyone counts and responsibilities are clear: 
points out Mantes, 'No overheads or indirect management Everyone is a 
team player.' Is this communism infecting Sony's capitalist behemoth? Of 
course not, the atmosphere of the community is geared toward financial 
success and product perfection. tt is a task which the group has taken 
seriously ever since the first few of them assembled around the time of 
the Autumn EGS in 1994. 

Both Porsche Challenge and Rapid Racer have been in development 
for months, even though the games are far from complete - the concem 
in the initial R&D stages was to explore the advanced technical aspects of 
the titles fully so that drastic changes would not have to be made at a 
later date. It is this attention to detail and concern with pushing back the 
boundaries of the PlayStation which marks Sony's team out as a seminal 
development group and has led to their success. But can the present 
projects possibly live up to the standards set by Total NBA? Sony thinks 
so, and the company's rhetoric, as always, is highly persuasive. 

Although Total NBA is undeniably the best 
basketball sim on the PlayStation, the game's success must have been at 
least partially due to the fad that it was also the first. Porsche Challenge 
has been preceded by dozens of racing titles - so can it make the same 
impact? Sony clearly thinks so. 'It's a good example of a radng game: 
points out Mantes, 'the design includes interactive music. interactive 
tracks, realtime lighting for the highest level of realism and excellent - --
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-driving control. It's also fun to play and has endless appeal. Technically, 
we started R&D very earty in development and reached all our targets. 
We didn't make any concessions on quality.' 

Of course the main coup for Mantes and his team was to secure an 
official license from Porsche. Through the agreement. the game's 
designers were able to work. closely with the influential sports car 
manufacturer to create an accurate representation of the Boxster, both in 
terms of look and performance. The result is an incredibly detailed 
in-game model \Nhich not only resembles the real thing but also looks 
good enough to appear in a prerendered sequence (producer Pascal 
Jarry was rather furtive, but claimed that between 400 to 500 Gouraud~ 
shaded, textured polys are used). But will such graphical luxury slow the 
game down? Apparently nol The designers are aiming for a 30fps frame 
rate and the engine was smooth in the early incarnation Ede. saw. 

However, there was very little landscape detail on 
show in this version, a situation \Nhich the artists 
insist is temporary. A question .mark. then, still 
remains over the final frame rate. 

Away from speed concerns, attention to detail 
has opened a few stylistic doors for the designers. 
One of the most noticeable elements of the 
Boxster is the fact that it is a convertible, and the 
Sony team have capitalised on this by giving the 
player a choice of six different characters to sit behind the \Nheel, i\ la 
Power Drift. Each of these characters has actually been motion captured 

Spny wer~rJvv to mllilteral p rSche \IIfor IOn, IRe udin fhe 
31menslons 0 Its comp ex te' t track 

and they all have their own distinctive movements during play. It's a 
superficial detail, but may give the game a more leisurely look. providing 
a distinct aesthetic contrast to the overabundance of more serious 
sporting racing games already available. 

The realism evldent so far in the project doesn't stop at the Boxster 
itself. Sony were privy to collateral Porsche information, including the 
dimensions of the company's famously complex test track in Stuttgart. 
As a fesult, the track is included in the game along with 24 other circuits, 
split into five different courses. As for gameplay, the title is at such an 
early period of development this is still an unknown factor. Sony has 

__ : 11'5 w.y _pootMI '" boIId .. *-1 .... _ 
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confirmed that there will be a split-screen twoplayer option, \Nhich 
should add much to the game's appeal. and the interactive circuit feature 
sounds interesting - fast drivers are rewarded with hidden short cuts and 
bonuses, but other racers will be able to find other short cuts to catch 
up. The designers also claim that there are myriad other secrets and 
cheat modes within the circuits for players to discover. 

There are further features \Nhich mark out the title. For example, 
Porsche Challenge features an 'intelligent' catch-up feature \Nhich allow.; 

players \Nho are straggling behind to make more 
mistakes and to have a higher top speed. 
Impressively, the leader cannot lose his position 
because of the catch-up system - he'll only lose 
it through his own bad driving. This AI 
achievement is a significant advance. In most 
games you can stay behind the leader until the 
very last second and then use the catch~up to 



zoom past and over the finish line, hence eliminating any competitive 
spirit. 

It is clear, then, that the team are not relying solely on the Porsche 
license to attrad gamers. Although this has of course been well 
exploited, many small refinements to the racing genre are being made 
within the game - the company's sights are thankfully set on higher 
things than making an easy buck. Having said that, Sony seriously knows 
how to milk a money-winning formula. It is, for example, running an in­
game 'win a Porsche Boxster' competition - probably the best way of 
marketing a game to 18 to 30 year old males apart from offering them 
the chance to sleep with Claudia Schiffer. 

Whereas Porsche Challenge has a ready-made audience of fast car 
lovers, Rapid Racer will have a lot to prove when it is released next year. 
Water racing games seem to be a new-found game genre, and with 
NCl's imminent Wave Race 64 and a slew of jetskiing coin-ops 
appearing soon, comparisons will be inevitable. It's a challenge which has 
been taken seriously by Sony. As Mantes explains, 'With Rapid Racer we 
spent six months modelling the water, hQIN' it moves, ete, to try and 
make it as realistic as possible. Consequently the water is not just made 
out of sprites that always move in the same direction whenever you go 
to the same place. We studied how 
immersed objects affect water and how 
they affect things around the water like 
rocks, etc. We also looked at how spray 
is produced when you have something 
touching the water. 
We tried ways of capturing water 
movement that were very effective, but 
took up too many cycles for the 

The Sony tea.·s offkes located In do."town Soho. .-..y fond it 
difficult to KCept that rotol NU _lIS .... In LoIIdon ROt the US 

machine, so we then looked at other ways where you could still have a 
similar level of realism but with more optimised code.' 

The result of all this experimentation is an incredibly complex series 
of water courses, each alive with complicated liquid currents and swells. 
Elements such as spray, wakes and waterfalls are also included and all of 
these affect the handling of the player's boat as it competes. Smashing 
though a wave, for example, will slow the boat down, as will getting 
caught in the turbulence of another boat's wake. It's an attempt to 
provide a real watersports experience, rather than just having a blue road 
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and hoping no-one notices it doesn't move. 
To accompany the advanced water physics, Rapid Racer offers a 

similar list of attributes to Porsche Challenge. The vehicles are detailed, 
texture-mapped models and the circuits (there are 18 placed over six 
courses) all feature hidden shortcuts and cheat modes to add to the 
longevity. As with Porsche Challenge, the courses are at a very early 
stage so it is difficult to assess the game graphically. The interadive water 
does look rather strange at the moment - although it is clear that there 

are currents moving independently of each 
other, the water still looks flat, like some 
kind of trippy texture effect. Have Sony been 
forced to sacrifice aesthetic concerns in 
favour of realism? later versions are oound 
to provide an answer. 

Almost inevitably, despite Sony's new 
interest in the racing genre, Total NBA has 
not been laid to rest. Total NBA '97 is 
currently also in development and Mantes 
promises improved motion capturing and 
new moves based on those performed by 
real basketball players. Edge saw an early 

. d 'Total NBA was our fir$.t 
pro ud ana we want ev,,~ title 

to get tlie accla.!m..!!. !!.!! .. I:!!J! 
video of the title in action and it looked astonishing - importantly, the 
players in the game now resemble their real counterparts, a huge step 
forward in the team's quest to bring as much realism as possible to their 
products. 

So it looks like Sony's gamble - to employ a youn& inexperienced 
team and give them total creative freedom - has paid off incredibly well. 
Total NBA was a triumph and if only half the realism and technical 
audacity on display in that game finds its way into Porsche Challenge 
and Rapid Racer, they should both be exceptional titles. This seems likely 
- as John Roberts, senior producer, points out, 'I'm quite fortunate. We 
don't have as much pressure as ,'ve had with other publishers to get the 
games finished and released. We can spend a lot of time and cost to get 
them right and we won't release them unless they're right because our 
reputation will suffer. We need to build on it - Total NBA was our first 
produd and we want every title to get the acdaim it has had: 

While SCE Japan has enjoyed mixed success with technically astute 
but flawed titles such as the Jumping Flash and Motor Toon GP series, 
the London team's efforts, combined with those of developers such as 
Psygnosis and Neon, should continue to acknowledge Europe as a major 
centre for imaginative innovation and technical knowhow. Which 
can only be good news for the PlayStation and Sony. 
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in the us. upc::om unveils its inmtMIle sequeL. 

P 
ieking up where the original 
Biohazard left off, the action of 
the sequel is set in lacoon City. 

where us medical corporation, Umbrella. 
is making some dubious experiments on 
humans. It's 1998 and the arrest of 
several umbrella execs has coincided 
with a series of serial killings. It all results 
in a plague of zombies, again, this time 
overrunning the city and police HQ. 

The story may be all Dawn of the 
Dead meets Assault on Precinct 13 but 
the game follows the same winning 
format as the first Biohazard - Alone in 
the Dark derived 3D 'scenes' and plenty 
of guns and guts. New features include 
the ability to change the clothes of your 
charaders opting. for instance, for a 
police uniform with bullet-proof vest. 

Biohazard 2 has more locations, 
more weapons, more zombies 
and more gore. With the success £ 
of the original how can it fail .. 
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l
ooking some.vhat like an N64 
Ridge Racer, Sera's Rev Umit 
appears to place as much of an 

emphasis on driving as it does on racing 
- each car has different weight and tyres, 
affecting ground friction and handling. 

Contact with other cars results in 
realistic damage rather than some wildly 
outrageous spin or crash, followed by the 
return of your car to the track completely 
unharmed, as is the norm. It looks as if 
some genuine race tactics will be called 
for in Rev Umit. rather than the abstract 
gaming skills demanded by typical racers. 

The game offers three different 
modes of play. The sprint race option 
offers races of between three and ten 
laps. whilst long distance races run 
between 20 and 50 laps with pit stops. 
The third mode gives the player a 

As upected. the visuals in Rer 
U .. ;, demonstrate the NU's 
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straight road to drive down to test racing 
and close-quarters handling up £ 
against other cars. 
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Nintevdo's IimiSed-l>.flI-high-quality N64 release policy has. oddly. 
endorsea two helicopter games. Hopefullythi .... ·, ... 

start of 64bit apatt,y fOf tbe prHIiere videos:- dft'eloper ... 

~ 
ifd Choppers is the second N64 
'copter game, along with 
Kemco's Blade 'n' Barrel. Which 

is the better game, only time will tell. 
There are three missions here, each split 
into three stages and all involving 
standard whirlybird tomfoolery -
destroying radars, rescuing hostages, etc. 

Graphically. it's similar to EA's 
textured Soviet Strike (E36) with the 
undulating 3D landscapes peppered with 
enemy installations, a variety of 
annoured vehicles and dinky little 
soldiers. Seta has also imbued the 
gameplay with a certain level of tactical 
complexity. limited munitions and a 
strict time limit force the player to 
complete missions efficiently. Rather 
than a straight shoot 'em up, it seems 
Seta is going for a slightly more involved 
game, although from the look of these 
screenshots it's hardly threatening £ 
to be a simulation. 

Entertainment Online 

The game site to die for 
Visit the &'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 onllne 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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SohImoge-fendefed CGI (below, 
right) adorns Dark Saviours lavish 
intro allCl cut-scenes. The game's 
director Shiny_ Nishit_kl (bottom) 
Icx:*.s out of the oompany's cramped 
offices high up in a giant skyscraper 
in he<.1ic Shinjuku (below right) 

A tilY develo~ent team linked to Seca in Japan and responsible for some landmark software. 
Climax hos built a reRutatiol\ or qu Itv. qot quantity" h f h"" "b" 

Edge meets me smal tln1e ~ heroes on t e verge 0 Ittlng It Ig 

( 
limax is one of Japan's unsung development heroes. Occupying 
an office block near the infamous Shinjuki train station (lNhich 
frequently loses bevvildered tourists in its labyrinthine corridors) 

the company accommodates approximately 20 staff and, so far, has 
developed just three games. In 1993 Sega published Climax's seminal 
Mega Drive adion RPG Landstalker to a rapturous reception - despite 
the small market Sega's 16bit machine commanded in Japan. This was 
Sega's answer to Nintendo's Zelda on the Super Famicom and proved to 
be a Mega Drive title that consumed the lives of Japan's RPG 
cognoscenti. This was later followed by Ladystalker, the curious SNES 
equivalent designed with female garners in mind - but, perhaps for 
those reasons, this failed to live up to the standards set by its 
predecessor. Now the company has returned to Sega's hardware for its 
latest and greatest project, Dark Saviour. 

Kan Naito, president of Climax and director of Dark Saviour, 
previously worked at Enix on the all-conquering Dragon Quest series (by 
far the most successful series of RPGs in Japan) and so understands the 
nuances of the Japanese RPG market He admits that his path into the 
games industry wasn't conventional, having often played truant while at 



oarlr SItriout' indudes IIMH'e .... SOD ...,... •• nndereclln ruhi ... n.e 
C .... e.1so hIIs the benefit of three Independent storytlnes that Clbau's 
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school to the detriment of his education. " missed out on so much that I 
had to buy school books in order to catch up on things like maths and 
geometry - skills' later found 1 needed.' This, he concedes, was the 
hardest aspect of starting to develop for a 3D machine such as the 
Saturn. Instead of being able to draw upon skills assimilated from a wide 
portfolio of games, Climax had experience of just two very similar games 
before work. started on Dark Saviour, and its 20 heritage meant the 
Saturn title required starting from scratch. 

'To be honest, we weren't at all familiar with the Saturn when we 
started, and that's been one of the reasons this project has taken so 
long' adds Naito. 'Both Landslalker and Dragon Quest INere essentially 
very flat worlds so we had to learn how to handle 3D camera work. etc.' 
Other problems encountered during the early stages of development 
were thrown up by the Saturn's specifications, despite Sega's technical 
support teams assisting them well. When the project began two years 
ago, the Saturn was perceived by the Japanese development community 
as the underdog to the PlayStation. In Naito's words, 'compared to the 
PlayStation, the Saturn is not very good at managing polygons and 
textures. Initially we had some difficulties to make the game work at a 
good speed. However, we finally succeeded.' 

Despite this, however, Naito is enthusiastic about the Saturn and its 
reputation for bein& when pushed, a far more versatile machine. The 
team has coded Dark Saviour completely in assembler, which it 
maintains was the only way to keep things moving at speed. 'The 

In a sl .. ilar, albeit less diverse. fashion to $MU, DGrlt. SawlGu, alows 
the ,aIM ca..era to be ... Ipulated for the best view of the action 

PlayStation may be better at managing polygons,' continues Naito, 'but 
you can't write in assembler, you can only use C and we just don't know 
if Dark Saviour could be done in C. The PlayStation's polygons become 
easily distorted, too - especially when big polygons come close to the 
camera. So, in fact, we don't know if the game could be done on Sony's 
console and what it would look like if we did.' Still, that's little for Naito to 
lose sleep about since Dark Saviour will only be appearing on the Saturn 
- a valuable advantage for Sega in the next generation software stakes. 

But coding in assembler has its problems and, particularly on the 
Saturn, there will always be the headache of juggling two CPUs. Climax's 
director concedes that handling 3D graphics with two CPUs is no easy 
job, despite the results that Sega's internal teams have delivered with 
Virtua Fighter 2, Sega Rally, and the hotly tipped revamped version of 
Doytona, soon to be unveiled. 'Even if you have two CPUs it is difficult to 
use 100% of the hardware specifications because data ha~ to be shared 
between them and the probability of them interfering with each other 
becomes higher. One CPU has to wait for the other to finish and it's a 

The PlayStation ~ay.be better jlt 
lDbut ]lOO CiIjI t write IlJ laS5~mbler 
... and the pOlygons !~.Y~!~~!?!!,_", 
very complex process,' Naito explains. 'We do not exploit the twin CPUs 
100% but we succeeded to use them at a very efficient way.' 

The inspiration for Dark Saviour naturally comes from Landstalker, 
itself a project derived from what the company's director describes as his 
own childhood fascination with miniature toys such as plastic models, 
trains and action men type figures. Naito had experimented with radio­
controlled toy figures and had then run tests on his personal computer 
which gave him a basis from which to start developing games. Dark 
Soviour was the logical progression once 32bit technology arrived. 
The game's producer, Shinya Nishigaki, admits the game has some 
parts in common with Londstolker but the company had wanted it to 
look more like a movie than its 1 6bit effort. 'We pioneered the quarter 
view in Londstalker and decided this should become our speciality. As 
soon as the Saturn was released we decided to use the machine's 3D 
abilities to include a camera with complete freedom of movement. Our 
main desire was also to make a style of game that nobody had done 
before. So, we decided to use a 3D world with a parallel story.' 

The implementation of this proved to be a lot more work than the 
team bargained for. Starting work on the project in December 1994, the 
game was forecast to be released in May this year, but the team hit 
problems due to the sheer size of the title. Now far bigger than _ .... -
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previously planned, Dark Saviour is due to hit Japanese streets at the 
end of August (the UK version will be released later in the year). Shinya 
Nishigaki puts the delays down to the game environments requiring 
modelling in polygons, while rendering and applying textures to these 
has taken longer than expected. 'We also spent lots of time making the 
main camera system. We've called this system -Hyperion Perspective­
and our director took no less than six months to make it! After this, we 
had to make more than 300 maps - all in 3D.' 

To help get things up to speed, Climax has relied upon freelance 
graphic designers, music composers, voice actresses and scenario 
writers. The team also drafted a famous Japanese TV script writer to pen 
the scenario for Dark Saviour. However, the team has had technical 
disadvantages when compared to high-powered rivals such as Square 
Soft and Enix. Currently, Climax doesn't rely on a huge network of Silicon 
Graphics machines equipped with Softlmage. Instead, it uses a less well­
known 3D software package called Cyclone and its own tools, although it 
did employ a freelance Softlmage artist (Masayuki Hasegawa, who 
designed the stunning intra sequence for sega's Clockwork Knight) to 
design the intra and cut-scenes. 'This time we didn't have the money to 

Climax esthnates thatto 
complete the whple ~ame \'lLl1I h 

take In eXcess of 30 ours 

afford such development luxuries, adds Nishigaki. Our next game will be 
designed using Softlmage, though.' 

One of Dark Saviour's most interesting features signposts the 
differences in videogame culture between Japan and the rest of the 
world. In a similar way to Landstalker, Climax has designed its first Saturn 
game to have three parallel stories. 'People who play a game a second 
time are numerous in Japan but it's not interesting to play a game twice 
if the story is the same. So, for Dark Saviour we've included a practice 
story, a main story and the third more action-orientated stage: The first 
part of Dark Saviour includes either six or seven stages and takes about 
eight hours to complete. The second story includes ten stages and will 
be a romantic action story in which a heroine will appear. .. a little like 
Romeo and Juliet according to Nishigaki. Even though the third story is 
shorter with only three or four stages, it is tough and Climax estimates 
that to complete the whole game will take in excess of 30 hours. 

When pressed for future plans the company's director stressed to 
Edge that he doesn't want to continue making just RPGs. 'I have to 
admit, Dark Saviour was a difficult game to make and at the moment all 
we can think about is getting it completed. I'd really like to do a racing 
game on the Saturn or Playstation because 1 really like cars, and 1 think 
we could make some genuine innovations, too.' Hopefully Climax's 
commitment to this most uncharacteristic Japanese trait will seNe £ 
them well in the congested 32bit market place. 
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Multiplayer gaming 
over a PC network 

is fast becoming 
the medium for 

designers to create 
immersive and 

intelligent game 
environments. 

A Scottish company 
with a background 

in classified work 
for the American 

space programme 
and the MOD 

prepares for lift-off 
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has the potential to become 
famous in the annals of corn uter 
gaming hist!"Y' And ilthe 
programm IJaphic artists, 
market""" aIdiIecIs ....... 
the staff of ~ AnimIIions set 
their way,S T211 Wu wiI beaJme 
required reijding for aM PaIa's 01 
their games! 

Those Iamiar will! £liIIiIaI 
Animations WI ave one 0 

its £50,()()(}-plus 3D-animated 
corporate videos extolling the virtue 
of this mega-rorporation or that 
new worId-saving widget 
AltematNely, the names Stew 
DoyIe (electronic engineer), JllmIe 

~E=. 
now """" will!. 
'Amid the tlJrmoiI and tumult 

of botde. there may be seeming 
disorder and yet no real dis<xder at 
011.' amid confusion and chaos. )/OUr 

n.. ... ....... 1. _ ............ IIIeIy .. .. ,.... PC --. ........... 
·,....... .... ben In the ..... _Nl ...... fat neon .pIiatII. -..s ....... 
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array may be without head or tall. 
yet it will be proof against defeat' 

(atriona not only convinced 
them they could write the kind of 
stunning games they'd always 
wanted to play but had never found 
on the shelves of their local 
computer store, but she also 
envisaged creating the greatest 
online game yet And not only the 
greatest, but one that would ship on 
time. When it was sUpjX>Sed to. 
Because on the shelves 01 Digital 
Animations' modem business pari< 
office deep in suburban Glasgow is 
a rather unusual piece of software. 
Next to the iafge boxes of VISUOI 
C++ and Doom is a blue box 
labelled Microsoft Project. And not 
only has the box been opened. but 
the pages 01 the instruction manual 
are .....t~thumbed. Most impressive 
of all. dominating one entire wall 01 
the DA office is a giant Project 
printout of the progress of Sree/ 
Legions to mar1<et. tt comes to a 
oondusive, single bIad ine finale in 
NoYember 1996. This is not a target 
date. This is when the game will be 
on the shelves. Eidos. the 
company .mo, along with venture 
capitalists 3i, is doing an the 
funding. financ:ial derring-do, bean­
counting and box-printing for Sree/ 
Legions, has proof of this every 
Monday morning when it gets it 
weekly - weekly - updates, code 
samples, graphic highlights and 
progress reports from (atriona. 

• 



'When in diffICUlt rountJy, do 
not encamp. In country where high 
roods intersect. join hands with your 
allies. Do not linger in dangerously 
isolated positions.' 

Digital Animations isn't stupid. 
Being aware that no pre-launch 
hype can ever save a dismal 
videogame, the company is taking a 
different approach. Because the 
three whose this is aren't 

11Ie pIIot ____ ,..,... __ Il00 

...... of .... ' 1 of plots (lop,..... ......... of 
pIx_ ..... '-.............. -. ... I ..... 1 

siC<lllv-,trail1ed fine artist So 
, the guy who's designing the 

of faces which will appear 
in Steel Legions, is 

artist 'I'd never 
'11 started 

Vv'Oo::ing here,' i confesses. 
'I was absolutely to see that 
the skin tone of most characters in 
computer games is completely 
constant' While skin tone may figure 

CoIIo -(Ioft), .... _ _ IrIII4_of..,.', __ EIpod 
steel LegIMs ID..,., .. 1Ite sWf .. fls ' ... ,.., • .-....:....., 

low on the wish list of the average 
strategy gamer, when people see 
how a character's face changes 
when an explosion is reflected 
across his helmet visor - then 
perhaps they will care, 

Digital Animations has been 
keeping details about the game 
itself dose to its chest A networt< 
battle strategy game along the lines 
of Mechworrior, Steel Legions' 
strengths could -well lie in its 
unusual use of AI for governing the 
battle scenarios (see page 63 for 
more information). Edge was 
shown about eight minutes of the 
prerendered footage before 
witnessing some of the game's 
realtime features. 'Look. at this,' says 
Steve, plumping down at a terminal. 
We're not suPJX)Sed to be using 
any of our terminals at the moment 
- the graphics guys have got them 

resilience and virtual memory 
capabilities of ~n95, 'A month ago 
we had a bug in the code which 
leaked about haW a megabyte of 
memory for every frame we 
rendered, and it's a testament to 
Wfndow.; 95 that even with CHef 

100 megabytes of memory 
allocated the game was still 
running.' Steve grins. 'SICM'fy, mind 
you, but still running. You couldn't 
do that on a P1ayStation: 

'Kf)en ;-ou come to a hill or a 
bon~ occupy the sunny side, with 
the slope on your right rear. Thus 
you will at once act for the benefit 
01 your soldiers and utilise the 
natural advantages 01 the ground' 

Sun Tzu Wu is Jim's favourite -
wen, favourite after running 
marathons and playing chess, that 
is. He left NEL a year or so ago 
when they offered him 



them bad orders, they'll try to frag 
you. That sort of thing. They'll talk 
about you behind your back.. 

'One of the highlights for me is 
that the AIs in our games aren't 
designed to work at their very 
maximum capability all the time,' 
says Jim. 'Rather, they're designed 
to emulate as dosely as possible 
the characters they represent We've 
had a number of arguments in the 
development - you can have a 
situation where the AI can work flat 
out. but its main mode is to 
represent ordinary humans as 
acruratefy as possible.' 

Behind their AI characters is 
neural net technology to cope with 
the huge inputs of whidh the game 
is capable. Neural networks, once 
they've finished their learning stage, 
are inherently quid and use much 

i--_.J'~U!J~= Ij lba 
0Iher poc: " 'One 0I1he first 
IIsb I had was 10 delve quiIe 
deeply into m1iIary ladies and 
SIriIIeSY,Iooking at 1he .... 
Ieodeos 0I1he past.' says Jim, 'as far 
back as Sun TlU Wu - that flit was 
farJIasIic, 1he 1hings he was 5Iplg 

2.500 ~ ago ale $111 BI," able 
today: They P"8'ii,.,e:I Wu's 
rules - and those 01 ............ 
like Napoleon - into 1heir ....... 
and disaM!red that ~ oouId cxxne 
up will> ladies and sir ... "" 
siIuaIions they'd """'" directly 
pmpnmed into it 

Steel Legions can he pIojed at 
ITIIInY ditIerent levels. depeo do '8 on 
how you !eel. You can be 1he 
general at 1he 1Ilp, taIOng • straIe!lit 
1Iiew 0I1he ""I' f.eld and ~ 
1he big pidure. You can be a .... 
hunIoeIed down in a 
oomer oIa ruined semi­
detached house. 

wondering where your next tin of 
cold (-rations are coming from. Or 
you can be anyone in between. 

With the Inteme~s bandwidth 
being too narrow to accommodate 
a fast-paced game, for now Digital 
Animations roncedes that local 
nelWOrl<. play will be the only 
feasible environment for Steel 
Legions, although it hopes to have 
the game running on srs Wireplay 
service and possibly even Owango. 
Then you'll never know, nor need to 
know who you're playing against 

'In Steel Legions the human 
player is a guest.' adds Jim. 'It's 
basically a game of Als and you 
come in and replace one of the Als, 
so ifS always fully-populated.' DA 
are already planning interlocking 

company 

games which will play .n 
the Steel Legions unr;erse and, for 
example, allow for greater gamepiay 
diversity. We've spent a lot of tune 
on the badground, the physics and 
politics of our universe which, 
although we may not be able to 
exploit them in this game, they will 
appear in future games,' says Steve. 
We call it SPICE, the SPace 
Integrated Combat Environment' 
But Us another story .. 

'n is the business of a general 
to be quiet and thus ensure 
secrecy; upright and lust. and thus 
mmntaU1 order ... He must be 
able to mystify his offlCefS and 
men by false repotls and 
appearances, and thus k_ £ 
them in total ignorance.' 
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The atmosphere within SeCa's annexed collHp desll" dep.lrbftHt Is yery reined. with the 
emphasis on credvtty and Innovation. Flnt prolect. SegG Touring CGr ClHtmplonlltlp (left) 

rlmarlly we want to produce very powerful games, using strong colours and graphics that are 
very realistic. Also, It's very Important that we work on games that we really want to do - we don't 
want to only make competitive game., we want to make captivating game. based on new 

concepts. games that are really challenging. 
These are the words of Tetsuya Mizuguchi, the Sega producer who's broken away from the strict confines 

of the company's AM divisions and hand-picked a team that he hopes will be able to replicate the success of 
Sega Rally, the smash hit whose development he oversaw while working as a producer within AM3. 

'We wanted good working conditions and our new department is small,' he explains. 'From a creativity point 
of view, big teams have advantages and disadvantages. We certainly don't believe that it's bad to be separated 
from AM3. Before creating the department, I explained the concept to AM3's manager and then 10 Hlgashl 

Sega AM Annex 

Tetsuya MIz.UIUchl's ambition Is to produce Cames with 
unrivalled realism for both coln-op and console markets 

Suzukl , the head of amusement machine development at Sega. 
Together we all agreed that creating a new department, separate from 
AM3, would be a good thing. 

'Initially, we started with only six or seven people - Sega Rally's 
programmer and some designers. Then we took on board more staff. 
We're currently only working on Sega Touring Car Championship, but 
we're aiming at making about two-and-a-half games a year. This year 
we might even begin work on Sega 
Rally 2 ... but the game is only 
running in our heads at the 
moment! We are now really 
impatient to start working 

We are now 
really impafiepf 
f'b1\auow,~ on Model 3.' 

Sega Touring Car 
Championship is the logical 
progression from Rally. Presently 
only 60% complete, the finished game will simulate the touring car racing 
scene that's enjoyed a surge in popularity in Europe in recent years. 

'It's essentially a competition game playable with linked cabinets,' 
explains Kenll Sasakl , the director of the project. 'Beginners will be able to 
play it and take advantage of the gradually increasing difficulty level. As in 
Out Run you'll have to reach a goal in order to get to the next level. 
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But advanced players 
will also be able to enjoy 

its time-attack mode,' 
The team behind the 

game has pedigree, though 
not all of the Annex group 

has worked on racing titles 
before. 'Only a few of the staff that worked on 5ega 

Rally are working within what's now known as AM Annex' says 
Mizuguchi. 'We brought in some members from outside, and some have been 
transferred from other departments within Saga. We've now got about 15 people in 
Saga Annex - as I said. we didn't want to have a big team. Our chief goal was to get 
respected creators working together.' 

Touring Cars programmers are striving to make it an even more exciting experience 
than its previous efforts. ' In Sega Rally the player was principally driving alone - it was 
kind of like the player performing in a competition against himself,' adds Mizuguchi. 'This 
time there'U be many cars appearing during a race: cars will bump into each other and 
generally get in each others' way. The competitive aspect will be really improved.' 

The rough-and-tumble angle is one that graphic designer Kumlko IhloJI is 
especially keen to bring to the fore: 'We want the player to be impressed by the game at 
the first moment they took at it. When cars bump into each other we're aiming to get very 

'We want the player to be impressed by the 
,,«,me atl~e fi.r~t ~~ffJlJrhe looles at i/c. 

ge ii"JMP'Pe'S.l.ftftitJl"!I.,~lif aIming 0 

impressive effects. We really want to avoid having cheap-looking graphics. ' 
Sega is respected for researching its driving games meticulously, and this attention to 

detail is in no small part responsible for the success of games such as Daytona USA and, more 
recently , Manx TT, whose development saw its designers visiting the Isle of Man to get firsthand 
experience of the sport. AM Annex has approached the Touring Car project in a similar vein. 
'We thought that a competition covering cars from all over the world would be interesting,' says 
Mizuguchi. 'We had the opportunity to see touring cars running up close, some of us had the 
chance to drive real racing cars, and we also met some pro drivers, After this, everyone here was 
excited by the prospect of making a game based around touring lcars.' 

Kumiko Shioji has designed the game's cars and backgrounds, having visited numerous 
locations around the world to acquire the flavour of real tournaments. ' I went to Finland and t took 
some photographs in order to recreate backgrounds in the game. I look at real life backgrounds 
with my own eyes and try to recreate the same atmosphere on the computer screen. As you'd 
expect, the main problem I have is trying to keep everything as close to reality as possible.' 

The team has only been working on the game since April but plans to have it finished by 
September in time for its debut at the JAMMA show. By that time it will have four cars to choose from 

-"""" 



- an AMG Mercedes, an Opel Calibra V6, an Alfa Romeo 155 V6 TI and a Toyota Supra GT, all of 
which have been designed with cooperation from their manufacturers, and thrown around on 
screen using Sega's well-established Model 2b technology, 

Miziguchi's Rallywas lauded not only for its visuals but also its feel. a factor that made it the 
coin-op with the closest-ta-reality feel ever seen in the arcade. Naturally, Mizuguchi is aiming 
for similarly impressive results in Touring Car. 'We wanted to make a game with lots of "gravity". 
The weight of graphics could be the keyword in describing the game - we've been saying that 
a lot recently. We wanted to make a game graphically very "heavy". Sound-wise we're aiming 
for really impressive effects and music. We've sampled the engines of real cars and we'll be 
putting speakers in the seat to give a realistic feel. We've also included techno music.' 

Mizuguchi's fondness of the dance music scene is manifesting in a way that mirrors what 
has been happening in the Western videogames industry, which has seen collaborations 
between the likes of Psygnosis and techno bands such as Orbital and Leftfield. 'Some of the 
music has been done by dance artists, and we've also got some work from AVEX-TAAX [a 
leading Japanese record label specialising in techno],' confirms Mizuguchi. 'The concept 

was to make BGM (background music) which fitted with the acceleration you feel in the 
game, so we decided to use techno music. We've used musicians from Japan. of 
course, but we're also using an artist from Belgium and one from Italy. We're writing a 
specific theme song for the game and, as we did for Sega Rally Championship, we're 
going to be putting out a race remix CD.' 

Sega Touring Car Championship is likely to mark Sega Annex's first and last 
dalliance with Model 2 hardware. The team plans next to work with its esteemed 
Model 3 board and whenever it's name is mentioned Mizuguchi's eyes sparkle and a 

broad grin extends across his face with anticipation. 
Sasaki-san is equally optimistic about the possibilities 
afforded by Sega's newest technology: 'Until now we 
haven't been able to make stages using rain or snow. 
Also we couldn't really do night stages - I don't mean 
completely dark stages, but stages with medium lighting 
and nice lighting effects. With a Model 3 board we'd be 
able to do these sorts of things. We've tried to make 
snow stages [with Model 2] but we gave up because the 
general look was too crude'. We'd be able to express 
ourselves more efficiently with Model 3.' 

'When a designer is working within the confines of 
Model 2 the work is very difficult,' claims Mizuguchi. 
'Because the texturing is monochrome, designers have 
to gather diHerent colours on polygons to get a good 
effect. This work is very fastidious and time consuming -
with Model 3, and in the future, Model 4, the designer 
will be free to concentrate on other work.' 

Despite his track record, Mizuguchi isn't in love with 
the idea of producing more racing games for the sake of 
it. 'My prime concern is making games that are lively - I 
want to work on at least one per year and gradually 
improve their quality,' he says. 'But I also want to explore 
new concepts - our new department has some very 
strong skills. Personally, I want to make new games that 
are based on dreams. I'm not saying rally games aren't 
my dreams, I simply would like to make games related to 
fantasy - I want to create new worlds. I would also like to 
try, at least once, developing a console game.' 

Naturally, AM Annex's creative vision will continue to 
be at the mercy of market trends and what games are 
generating the highest revenues. However, with some 
ambitious plans for videogames and the world's most 
powerful realtime hardware soon to be at the disposal of 
his team, expect some exciting and dynamic £ 

As In Sega Rfllly. $lee cives the games to surface in the near future. 
player a choice of different cars. 
DI_r Kenjl S.sakl ( fir ript) 

• 
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Kumlko ShloJI (top) works on the tr.ck dellps for the Clme tryInc to 
attain. hlCh level of IUllsm while MIIUluchl·sln oversees the project 

WIth its now customary ,GIps update and hi-res display. SegG Touring CQr Championship looks destined to become nother radn, etlS.le In 
Tetsuya MlJ:uCUchl's subl. th.t Indudes Sega Rtllly Championship. and more recently. the excellent Manx TT. Expect It to .ppear In the Autumn 
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I manner of ~ryday objects. such as. say. super efflclenl traflK control 

systems. Intelhgent Web browsers or Intelhgenl telephone roullne s)"Yerm. 

AnifiClal hfe. despite haVIng only reached the Infancy stage of ItS hfe.-cycle. 

has without doubt become o~ of the mosl closely 5crullmsed new 

technologies In eXistence. And. faKinatlngly. the pioneering Or 

Frankenstelns allempllng 10 loll thiS exciting new technology Into dlgllal 

consciousness are neither masSIve global corporations nor shady 

10vemmeOf research establishments but. Instead. gamts developers - Wllh 

a 101 of help from the academiC fraterOlty. 

AI the forefront IS Cambndge based MIllenmum InteraCllve. whose 

soon-to-be-rf'leased (r~aturtS lame for the PC will be the first readily 

available. tangible mamfestatlon of anlflC1al hfe. Following closely IS 

Wilh~m L.th~m·s (omputer Anworks. busily engaged on turmng ItS 

ge~l1cally modelled Mutator engine Into the baSIS of a computer game. 

Tiny Scolllsh developer Digital AnlmaflOns IS turning Ihe experllse learned 

by many of Its staff at a now-pnvatlsed space/ weapons research 

laboratory Inlo a new super AMlflClallnlelhgence engine which Will be 

used as the baSIS of a genre-busllng game. Sreel LegIons (see box out. 

p6) and feature. p46). The games world. previously home to all that IS 

fnvolous and Justified by nothing more sophistICated Ihan pure. 

. The ~ames world 

metVIOUS~l ome~to all ' a IS J!I 0 OUS, as 
roue" L ma e .ah 

eVOIUl1anarv lumo Into 
a sClentltlc test-lJea 
unadulterated eOfenalnment value. has. through anlflClal hfe. made an 

evolutionary Jump Into a SCientific test-bed_ 

ThiS scenano IS not as unlikely as It may sound. The seeds of anlflclal 

life were sown when proarammel'1 rf'allH'd Ihat they could Induce 

surpnsmely oreanlC-hke behaVIour In compute~ the pnme example 

bemg a program called Ll'e. developed m the 1970s by an academiC 

rtsearcher called John (onw~y. Llfe chops the computer screen IOta a 

gnd and apphes very Simple rules 10 dots or cells on the screen - cenalO 

arrangements of cells breed new cells. and certalO other arrangements 

cause eXlsllng cells 10 die. Although very Simple. populating the IOllIal 

screen With certalO pallerns can eve(ltually breed a state of eqUlllbnum m 

whICh the resulting cell population seems to be self-sustalnlOg. and the 

resulting pattern often mImiCS one of the recumng patterns seen in 

natural hfe. 

M,Uenmunls Inferest In arnfkillltft erfW from a ..... project. 



n. cute .... m .... Cl'NfuteS leam from experlmentln, wtth their 
enYlronmmt .... then pass on those 'cenes' to pneratlons of oHsprlnc 

of some sort of financIal rerurn. so 11 look the obvIous step. as a games 

developer. of turnmg rhe rechnology inlO a (ompuler game. If (reatures 

hl!s. this will payoff. According 10 H,lIennium's Michael Hayward, The 

next stage IS to develop partnerships. whIch would enable us to exploll 

the underlYIng te<hnology of Creatures before anyone else does. But so 

much atlentlon has surrounded rhe game. and mdeed. rhe game Itself (In 

the final 51ages of debuggmg as Edge went 10 press I IS looking so 

compelling that il may be some lIme before Mlllenmum 15 able 10 explore 

the possibilities of 115 artIfiCial hfe engine. 

8uI. on paper. these pOSSibilitIes are aSloundmg. By dIgitally modelling 

orgamc hfe processes. such as a genome sel (which. hke all sets of genes 

can handle a level of mutation) which governs dlgllally modelled versions 

of the chemICal reaCllons which lake place in the bodies of hVlng 

organisms. and a bram whose synapses connect accordmg 10 external 

stlmuh much as In a hVUlg organIsm. MIllennIum beheves It has created a 

system which. 10 Mlchael Hayward's words. 'IS like a heTerogeneous neural 

network that modIfies Itself. WIthout anyone haVing to say yes or no to I'.' 

In other words. it's a self teachlOg neural network. MIllennium IS hopmg 

rNt. when applied 10 III dllual Norm (Ih~ life-forms from Creatures I It 

_"""',Tl ,~~~ ........ * """"'" 101' ",mvol and .. If-

• f e 

Norns WIth mterestmg behaVIOural pa"~rm: 'One of the Noms worked OUI 

all by 'tself that If 11 picked up eggs and threw them m Ihe Incubator. out 

would pop a fnend. So 11 spenl a lot of tIme scounng Its habitat for ~ggs. 

ThiS was unbeknown 10 my colleague on whose computer thiS was takmg 

place. He went to lunch and got back to find a room fuH of Norm 

squabbling WIth each other. and he couldn't work out where Ihey came 

from until the first Norn brought another egg mto the room.' 

HIIS mlrTOrs a major anlflclal life expenment conducted by Tom fQJ. 

a US based research SCientist. Called Tlerra. the expenment's purpose 15 10 

determme whether sustamable dIgital life can be created on the Interne!. 

Ray has taken what IS essentially the code eovemmg computer V1ru~ and 

Millennium has 
created- a §.~stem wnlch 
IS liKe a n~tnr~~~~~.us 
R~EWfl \R~hi'e1 wo?a~~n~s t 
a se'l-teach lng neurctl ne 
doctored I1 to remove all traces of the unpleasant effects normally 

aSSOCiated WIth such programs. He IS concerned WIth studytrlg how these 

digital organisms cope With different computtng environments (can they 

eXlsl on the choppy waters of Internet servers as well as calm lagoons like 

home PCs? I and whether they can develop the ability to form colonies 

and so on. The organisms themselves are nowhere near as sophistICated 

as (reature's Noms. but are a huge evolutIOnary rung up from the simple 

dots m Lde. They are not designed to be able 10 do anyrhmi as complex 

as thmk. or even make deCISions. Rather. they are deSigned to achieve an 

InstlnCllve level of survival. Allhls pOIOI. Ihlngs become a tad scary. If Ihey 

do survive. Will they be able to evolve 10 a more senllent level? Ray has 

bUilt 10 plenty of self-destNct mechanisms. and Intends 10 keep Ihe 

expenment's conditions as much hke a laboratory 'as poSSible, 

(,,,'u,." omphasls ~ 'mY d,ff...., .. Tho Noms wilL 01 .-.e. be 

u 
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whether they can merely survive but In seeing how they can develop by 

learning from visual and tactile stImuli (coming from bOTh objects found 

and humans playing the game 1. how groups of Norns can learn to 

Interact with each other and. most important of all. how that mteractlon 

alters down generatIons of Noms. No! even Millenmum knows what is 

going 10 happen in any of these respects. so everyone who becomes an 

early Creatures adopter will be engaging in a fascinating experiment in 

digital genetics. There 15 a danger. of course. rhat Millennium mIght nol 

have got Its routmes qUIte right. so this experiment may prove a huge 

flop. AI leas! Norns only have a life-span of roughly 40 hours. so it will 

lake much less lIme for [reatures adherents to see the effects of 

evolUl1On than It does In the nalural world. 

But if. as in the egg-hatching example given above. Norns can learn 10. 

effectively. learn. and then pass what Ihey have learned to future 

If the creatur.es 

~
an learnl to, ettectlvlely, 

earn, MU enmum Will 
ave a gotent . 
ecnnol glcal engine 

remember is supposedly able to teach melf 10 take decisions that eXISls 

WIthin Creatures and embed I1 in some surpmmg places. 

The company's Michael Hayward is brimming with examples: 'What It 

WIll be good at IS bUilding a knowledge base with no preconceptions. For 

example. il could be used In Internet search engines. where It could learn 

the SOrt of things you like and go and find them. Or 11 could cope With 

3D database analysis. in which a company like Barclaycard could use if to 

monitor buying patterns and look for weird sluff. likewise. If could be 

used 10 make slock market predICtiOns. Because It has no preconcepllons. 

Millennium's Creatures (left) is the first videoeame to Incorporate artifldalllfe technology, meanlne eameplay developments cannot be predicted. 
Dlcftal Animations Sleel Legions (right) uses complex artlfldallntelll,ence routines to individualise the ,ame's soldiers. See pale 46 for more 

generations. thereby becommg more Intelhgent as lime passes. then it won't know anything at the slart. Bur il could monitor the stock market 

Millennium WIll find that 11 has a porent technological engine. which could over a period of lime and on Ihe baSIS of that predict fUlure trends. Or it 

possibly be employed in a number of real·life Sllualions. In practice. the could be used on massIVe phone networks to predIct call surges: 

generaflonal aspect of passing information to offspring WIll be nigh-on Tl-tese are all areas in whIch neural networks have been used to offer 

ImpoSSJble fO apply 10 the sort of everyday objects into which Millennium oracular cn"dICtions with mIxed .... U«E'·ss .... 0 il would appear that In the 
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WlYlam Lath,m', company. Computer Artworks, uses 
.rtlfldlilllfe routines In Ib Mutmor Engine (top "cM). 
Gen.tlc modellln,a11Ol'Ithms .re incorporated In the 
&gIne code to provide the SD models with o .... nlc 
ch8racterlstks. The COIIIpany's .ttempts at breedln, 
artlfklll Rfefof'M' are extremely Interesti", to observe 
(breedl,., Mutation. above) ani resemble the o,.anie 
.~ Of AlIen deslper. HR GI~r. tb Organic Art 
",""Nvet 1Ilut.tes and 'breeds In rultlme (f., "pt) 

artificial life systems. which have an in·built element of unpred,ctability. 

whiCh comes from the genetIc engine. 

Hayward gives more examples of how this unpredictabihty - which. 

paradoxically. glVes the system (at least in theory) some form of learning 

rudimentary, automatically generated traffiC flow data. learn how la keep 

traffiC flOWing as qUIckly as possible. 

Other applications of AL include teleVIsions which learn what sort of 

programmes you watch, and intelligent miuowaves which automatically 

ability - can be harnessed: Take formula one cars, Companies can't afford cook, say, a Pizza for the nght length of time, One wonders whether, as 

to do much testing because it costs so much to hire circuits and drivers, computers acqUire the ability (thanks to genetic modelhng) la indulge in 

and buy fuel and so on, plus there are massive time constrainTS, You some form of thought the human race will have become so lazy that 

might wanl to know what effect moving the engine forward by a few evoluTion dictates that cenain paris of us bodies are no longer required, 

millimetres has on the car's handling, Teams have traditional computer Although theoretically possible, it looks as though It will be some time 

models which attempt to determine this. but the drivers often report the before artifiCIal hfe technology makes an Impact on everyday life in such 

opposite result to what was predicted when they actually get in the car.' 

Hayward contends that artificial hfe engines could prOVIde a VIrtual 
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wan. In rhe meantime. you WlII have 10 make do WIth AL computer like 'he AL engine behind (r?atures. Computer Artworks' Mutator 

gam~ and Net-based Al experiments. But already Millennium IS not Engme can be used for finanCIal analYSIS but Latham. who IS essentially an 

workl"i In a vacuum. Wllham Latham's marryln' of computer technology anls!. IS more concerned with uSIne: It for exerCIws such as prrdictme the 

and genetICs has been extensively covered In previOUS ISSUes of Edct and shape of the house of the future. so It IS likely that any eame based on Ihe 

according to Latham hiS Compuler Artworks. "Can now be thouiht of as a Mutator Engine will be anelrd more lowards cre-alml slranee. futumtlC 

games developer: rather than Just a producer of pretly digital an. Latham worlds rather than creatures which SOCIally Interact. AI the hme of wntlne. 

and his coHeques are currently erapphng Wlth the IntncaCles of creating Computer Artworks has embarkrd on a pilot scheme for the lame, whlCh 

a full ·blown Al videoiame. based on Computer Anworks' Mutator Enime. was ongmally due 10 be completed late thiS year. It now looks as thouah 

which uses genetic modelhne nOI to create semi sentient digital oreamsms thiS pilot scheme WlII be ready for delivery next Harch. by which time 

but to create new shapes and forms WIth an oddly organIC look to them. Latham hopes that tile interest shown by lames publishers such as BHG 

Creatures' ar~'val 
a s amers will e 

has not wantd. At least CrMlUm' Imminent alTiYal means that IIf'IWS 

enthuslam WIll be able 10 exPfl'lence the new-found SymbiOSis between 

computer technology and genetICs before iIInyone else, BUI who Cilln ~1e3D ~[ler~nce e 
ul SIS' De een , ~J'~n~o_gy an aenetlcs 

oe'fdre anyone elSe 

prrdlC! how iIInlflClal hfe • whICh eXIsts as nothUlI more IiII"ilble than a 

stream of notional 1 s and Os. yet behaves 10 an organic manner - will 

affeC! our hv~ In the future? £ 
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i A meetin, point for metlia ca,italisi.., 
on the di,ital entertainment revelutien 

M uhllnedil CI>ROMS 1ft often Ioobd - - lit ......... 
""" ............ IImittd ..... . 0'." lhis_' ......... 
indudInI .. - iTIIIdnI- -" .......... ID .. Ift,.... I'yrhon, Holy GraiI. ___ ....... _ AIIo. _ -41," 

W'p<OuI209T. pIent1fuI __ ......... CD ..... ....... 
mort rtl~anf than eft!' • musk: ts ~. ~'S ,r 5 ... at 
ea"'" and any of .... tracks ,-..cl ""'..- ..... 1nl thoIr_1nIa 
furure rtlta~ AI~ comma uncifl' fheo ,.,HedtI spodIeht tn "* .... is 
rhe Sharp VlewCam and the Htwlen Packard palmtop computer: 
a eadae. whIch WIll. If nol Improve your hfe. rhftl certainly make 
" mort InlfffShrte for ~ple 511111'1 next to you on rht fraiL 

,- CB-ROm 

Essential Mix 1 
• London Recorca 
·P(C(}JI()M 

• E19.99 

H 
andbate hou5f (Oh ~1 I ..... 10 .................... OWl" 
h .. h ..... 1OCOOd ~1tId ..... ....-",_~_ ..... ..... 

tnan amP't )UStlf1CahOn for ....... 'IIIY edIIIrU. Bur London 
Re<ord~ ~ IOnt 10 artat Iqrhs to ens.n ....... EaIfIIIIl HIlt 1 cornpIIInon 
stands OUI from tht lactim crowd. Ahhouth nonnIIIJ on two COs. a Itmned amount 
will be sold wtlh a bonu~ (D-ROH. In .1ImtIar I"I\IMIf' 10 Sounds 01"" City. 
~. thiS (().R()H ~ a st" ,. """"I .. 'IirIUII DJ, booth. lhIr*fuII:r, IS 
~uttOn IS W*I ahNd of thal of sorc: 1VnthftIfr. 

fa<. v ........ &wo"", "'" 1 (0 ROM .... no _ ........ _ dips. 
It Jl6I hr.. OM SCrHn - a nKt. dtan ~ of MD decks ... from abo¥t, 
wttf'l a miXft' bttwHn tnd .. mord box abcM. It's pretf1ft11f" we .... flip 
thl'OUlh .... _ box with ... II1OOM. soI«I _ ..... ond" _ on _ -. 
AJ rhlS poInt.)IOU find IhaIIht dfdcs snll don', work IIkt ............ of 
T e<hnlC1. d«ks. 8uf ariHsI )IOU can cut Ihtm up 10 a certaAn tIdehL • the IUrIIIIbIft 
are sphl InlO ptf1oh.tptd StIfIWI'W\. ifPieSli"H'I dtfftftl'lt seatoIII of .... tMdL 
Btcaust syncmne IS done> aulOn'lltklltJ by Iht~.,. CIIljd ..... "* ~ 1Nl 
you can also rtCord )'IM' efforts. 10 Ihrf hard disk.. 

Tho on. plOblom .1fIoI ............... 1OCOOd box __ .. T .. ~ 
vitcflon. so. With !he f'XC$ftOn of UnderworkI's 'Born SlIppy' twhlch eat Into the 
charts a)'Hr.tter me. rhINu to Tq',ob5fsIM; canIr'W of It), only 
c.......,.,..." WlIlItnd ............. IhIr·d __ ............ Tho_CDs 
also whoH ~""'Iy. _ ~ 5Nmon and Judp JuIos .. _ .... ck""' ..... 
commemof tnO<Ift I Juin. .. _W .... do __ I, WdoIy ChcIp_ 

klfla Otmck Cartft',.. tn to ~ tht diy, MItt.1Iowt5h set which "*" 
Improbably klHCh ¥OCIIs WIth I~ ~ Imb6enct to CI'NIIt .. bIsIard son 

" musIc 

Alex Reece Distance to 601 .. 
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Mrs Wood & Blu Peter 
Bilt T red 

Ferox 
Advnrr,T oul .... .... 

hert'a~ hou~ collfitlons often 
'all foul of exc~lVe 
handbaggery, The scourSt' of 

h~ (omPllatlOn lakts FtrOx 
out of tht' undtfJrOUnd" and I~ 
eood tnoulh fO proptl It mto 

the '«hnc mIX se! IS lack of pace. l(s 
,ust !oUch an absence of any real hIghs 
or loW5 In ener&Y I~els tha! Turns mIKh 
of the fl~' half of 'Blttff 4 TWJSII!'G mro 
an exercise In hard-nosed rt~hOn 
rather than Impassioned fTante'. The 
SKOnd CO, one rht comically named 
Blu PeTer prtsumably made earll~. IS 
far mort SCIfISfYIIlI. Unafraid 10 edit 
toward mass dancefloor a~1 than 
dive inTO speClacular aCId squiggling 
efforts from Mark NRG. L5G and Kool 
World display a colourfulness and sense 
of fun ThaI much of the fin! CD lacks. 

tht hlTlfhlhl. Tht sound ~ a dlSllnctlVt 
crou ~ funky t«hno and d~ 
houw. and Iht pnmf txamplts a~ Too 
Funk's Venus Fly Trap' WIth dH'p 
houw nwwah DfTnck (antr on knob 
twlddhna dUllts.. "~tsSlOn"s 
SandColSllt"; dttp hoUSE' allts most 
mmlmal and tt'lClUred: SynchroJack"$ 
~hlmmenne "End of tht Road". and two 
tropICal lechno tracks from Ru~~ Gabntl 
hImself. Ihe se<ond of whICh beneflls 
from a rtmtl( by what somt would 
rtlard as Iht nand of God - aka ttchno 
plonttr (art (ra.,. 

M 
• 71h levtl 
o PC (DRDM 
o £'0 

O"Rot1s that take films as Ihelr startine POlO' usually tum ou, to be as 
ppeahne olS a bath full of dOl turds. Thank the Lord, then. for 7th ~1. 

Which hM ndden In like a kntehl In !ohinlne armour or al leaY" the latt 
great Graham Chapman cb the hapless KlIlg 
Anhur and hIS truSly coconut-shtll steed and 
somehow redeemed Ihe eam«f iM-ftlm 
~nre. If you eel past Iht hilanous parody of a 
CD"ROM rtelSlrallOn form. you11 fll'ld younetf 
in a proper lnteraClTve ~on of lhe him. With 
added dlg1lal f')thootSms. and a ioJmt''» 

Anhur pass~ through each locahon. The 
games aTt exactly what you'd expecl the 
Python ~ 10 comt up WIth If Ihey turned a 
hand 10 gamts developmenl and bear in 
mtnd that Enc Idle executive-produced Ihls 
tHon. and T trrys Jones and Gllham weTt also 
Involvtcl" The gamts have IIllts hkt Spank the 
Vi'fln and Carch the Cow" and there"s a 
dehehlful vmion of T ems Wlm dtad bodIes 
instead of bnch Even cheekIer ~ Kn"hrs In 
Combat, a dthctous spoof of Mortal KomNt 
whIch. naturally. 10v0lvn rtclucto& tht 81a<:k Kn.,hIIO a IImb·less 1000" Make 11 10 Ihe 
end and you"lI find the 10ne"\osl Ktne Bnan sketch which apptared In thE' offICIal 
S(npt but nOI the film I~f - with accompal1)'lne GlIham aOlrTlahoo. JUS! hke 
Ihe rtst of 'he CD-ROM, ,h~ IS a Ttal trtal. RemMlbtr, klm: JUSI Say "NII' 

Metalheadz presents 
Platinum Breakz 

oIdI~'5 HttalhHdz label " 
~b~forll'l'tfltf1nl 
drum & bas.s as. we know It. 

No surpnw" then. that ttlt artnts on 
th~ lone"awalted doub~D rNd lik~ 
a drum & b.m Who"s Who. Peshay's 
"P\)'Chosr\"" J Hallk"s Your Sound", 
Photek's "(OOSC1OUmt'SS" and Alvc 
Re«e's "Pulp FIction" are all Iracks 
which have achIeved legendary status. 
The flTSt dl~ kIcks oH WIth VIP Rldt~ 
Ghost" from Goldle"s Ruflit (ru 
projeCl" whIle Ihe second stans Wllh a 
fnghtentng (oncoctlon of keyboards 
and shrapntl beats and camts on in a 
moTt ~mental vtlO" 

The Aloof 
onkonll 

€.'SI\',It'st 

he !>Ombre. hltlng and 
occasionally crashmg lones of 
The A.loof go hand In hand 

with a dtstrted ~1ne and Ihundenng 
rain. Clearly. The Aloof art' from 
~Iy ctly and With lhe haunllng 
sm. rtYtrtHne YOCak and fuzzy 
bNB fuml!>hed WITh bnef traces of 
IKhno. 'Smkmg" (UI~ IlSt'lf free from 
mu~1C pigeonholing and lu~t Impr~ses 
WIth II~ nchn~~ and vaneI)'. Hardly onE' 
to SlICk on to liven up a parry. r even 
thE' "ComE' on OVE'r here and have somE' 
fun" rE'fram In "Stuck on the shelf" I~ 
deltverE'd WIth depressmg morbidity I 
bUT ;1~ smkmg feelings go" I(S (enamly 
mort E'nJorable than mOSI" 

_ of tile funniest __ of .... _Is tile _11_ 
rIp.oft.1CJJ/gItts In _ (top .... ___ you _lISt hock 

~ your •• , a ............... Thfs WIll 110 doubt pe the 
......... OftMt...,..... but· .. up HIla a few unsavoury ideas 

I 
I 
I 
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Sharp VL H420H 
ViewCam 
DtTtlo~ Sharp 
R,I,.~: Oul now 

Pnu: £1.200 

complicalrd Ihm8!>. Wa'I Oul of Ihe 
techmcal reach of moo.I buddm£ 
amaTeur film maktf\. The Sharp 
ranee of V1NiCams I~ a ble ~Iep 
forward btCdU!>e. frankly_ any fool 
can use one. While you record. The 
obiter of your altentlon~ 1~ ~hown on 
a full (olour LCO ~ret'n whIch I~ also 
u~ lor playback. Simple. 

Of (ou~. apart from ea!>e of 
use. ont of the bnlltUngs aboull~ 
V.twCarn ts the fatl thal The lem and 
Kmn rolale mdtptndf-nlly. whICh 

~a", lhal you can film from all 
s.om of stranct ane1t\ withouT IOSlni 
slahl of whotYH or whal~ n. 
aCluaUy ~ne rtcordfd. Sharp 
SU~IS lha! thIS feafur!' IS Vt'ry 

ROod for filmIng over the heads of 
crowds 011 SportlOg ('vents. although 

I TIHt ___ _ .... ~ ...... ... ,..,.... .... ..., 
liberal mmdtd rHders could 
probably ttnnk of Cl ff'W shahtb mort' 

~hne ahm\ltrvr... 
To iKCompany fht y~ 

ra~. rhe~ 1$ aka a Iarat wIKnon 
of acCnsonH. If1(ludtna • TV T unrr 

pac:k l tne VlH460 un M'I'I be' uwcI 
.n Cl VIMo r«ordtr I and a vtdeo 
pnnt" which un run off 
1 06x18nvn.1S6 colour pnfll$ 
dl~1y from your can"ltfa. Tht 
possIbdlflt\ tust Ifl mort and 
mort' 1n1tmhna ... 

(' CH-ROm conlinucO 

• Hlxman Ifihnoloi1t\ / lmax 

• PCCOROH 
• ~lS hmponl 

I "' alwa)'\ rrirntllOi 10 ~f C[}RDMs being u!.ed In a totally MW and 
InnovatM' WIlY. and lha,~ txactly whaT Spm Conrrol d~ . rhf wcond co. 
ROM rh" month 10 tum t~ PC IntO an InteraCTIve moo", d«k. 

U~,nR 111~ mnarkably stmJMe. Flr.,r of all. buddlllg OJs have 10 wlKt • dInce 
tune 10 moc Iht'~ art ttaht US uncfto'lrotmd tracks to choo~ from. IrK. dub/hOlM 
works by Ba~s Kltltns and Dtlw«. Ntxr. u~ eo to tht mIXIng dt(k whtrt the sone 
IS stparattd InlO 16 tracks b.»s 11I'It. hlN!. pmussion fills. tIC. To play a rrJdc.)IOU 
click on t~ rtlevant pOint on one of tM rtcon:k. or use the correspond,,. key on 
tht kE"Yboard. Other tracks can then be- sel off loo. and all can tit her bt locktd on or 
controlled manually (so thal. when you t~ your hnttr off tht rtlE'Yam kt)'. the 
track stops) . By dOlne this. It IS pOSSlblt 10 aradually build up and record a 
completely indIVIdual mIX. us'ne the bart componen~ from the Ol'lglnallune. 

There are a couple of other tncks availab&t (an echo ~ tfft(!. for tQmpw. 
whICh makts each track sound ,)\ Ihoueh I1 was rtcordtd In a WInd !\Inotl). but 

that"s b.wcally 11 yes. I1 s.ouncb 
bonne and Ilmlltd. bul the end 
mull\ art usu.lly JnfIY 
I~ and lIS Vft)' tasy 10 

sptnd 11ft happaly constnKTlne 
cornplel: runn. In «PI taW. rht 
ct..,..... .............. 
~mpIt on purposr. the product 
IS am\td at anyonf CMr' 1 Z. 

""'- SpIn C __ 1d 

btntfll from a ftw mort 

featuff'S. but M an Imroductton 
to moona. thiS IS aood f 
thow who art 'up for 
I( 

(' Gaogcts ana Gcar 

-......-p­_Outnow 
__ £440 I J Hb I. £550 12Mb I 

wparare thtmstMs from thftr ... 
PIIfr\. mobttt phone$. car 'axft,. tip lop 
_-thek.,. 
_ .. phmeof 

the .... ", be In 

the office. ewn when 
)IOU're nor In tht 
officI', "fret ttmt", 

rMn.",an~ 

..... """­P«kard ~'1 hrIpInc 

rNItm by comtnc up 
wtrh such .nracfM -....... """'"' the decay. -.. .. "", 
16x8.64x1.S4cm and 

wtfth1ne 111 enomoc ')00 1"arM. me HP 
lOOLX" I portablt PC that', 50 stNIllht 
..... lop ........... doesn't sufftcr. •• 

tn f«11 'palmtop", Despltt the chrrnnutM 
~. fhouch. Htwien P.xk.lrch 
rNChIM ~ up 102Mb of RAM and a 
number of totrwar.lPPhc.hC»m sudI as 
HS-DOS. Lotus J ·1·), .,,0' Ittnfnt BooIc. __ o.r.s..."",,_r...,.-
.1 but't 1010 ROM. 

Importantly, the HP ZOOtx can also 
bt hnked up WIth the offlet PC and will 
quI~ happily wnd or rHfflt 'IMII. So 
)IOU I'If\'ft' ha¥, to be aw~ from 
wortc .... Scary 'I'!ouah,. 

I TIHt .. 2IILXPC .. _ ...... ............ "_ ...... 
...... r • ..., ....... 

...... ............. pe. 0990 474747 



Escape Velocity 

• Mark Dery 
• £5.99 
• Vintage 
• I5BN 0·09·959<31·5 

t is time to 
question 
whether a 

blpedal. breathing body 
WIth binocular VISion and 
a 1.400cc brain IS an 
adequate biological 
form. So muses Stehos 
Arcadlou. high-priest of 
CybemetlC body art. and 
one of a burgeOning 
communlly of souls looking. as we 
hurtle towards Ihe millennium. to 
achieve escape veloCity: to weld 'the 
transcendentalist Impul!teS of the 
1960s' to the ',echnophllla of the 
1990s' and in dOing so, escape 
from the Imminent obsolescence of 
the flesh towards a future where 
man and machine Will be united 
in cyberspace. 

Dery's superb exploration of 
cyberculture's horror and resentment 

'(competitiOn 

of the body (the 'drag coefficient' in 
any technological enVlronmtnt) lakes 
to figureheads as diverse as Oavid 
Cronenberg. JG Ballard. and Trent 
Rnnor of Nine Inch Nails. as well as 
evtry conceiyable outpost of cybena. 

from Neo-PaganlIDl to the 

Neuromantlcs" proslhel1cs 
10 the Prodigy. Teooo: Iron 
Man 10 Transhumanlsm­
and, of course. the sad 
nameless musician who 
fornicates WIth hiS Mac. 
Refreshingly, DeT)' has hllle 
lime for the vague l'IIgn' 
sounding pontificcltlons of 
Mondo 1000 editor. 
RU Sinus. and hiS Ilk. and 15 

far more concerned wllh the 
dlstr~ine levels of pt'l'Sonal and 
woal alienatIOn tharlurks behrnd all 
thiS 'digital myst1Clsm', 

It may be true now that 'those 
who cannot control machines are. 
more and more. controlled by those 
who can' but Wilh human-level 
machine intelligence predicted 10 I'l1t 
by 2020 that hierarchy may be about 
to change. Edit readers 
bew'are. 

Aura Interactor (om etition 

s covered In last month's Ed&e. Ihe Aura InferaClor IS a new deVIce which 
you strap to your back and then plug Into Ihe audiO socket on your TV. 
Console or PC. When SWItched on. the Interactor Vibrates in response to 

bass emanal1ng from the sound source. so plunging the player/ Viewer into the on­
screen action. That IS, as long as Ihe on-screen action happens to Include low 
rumbhng nOises. 

EcIte has now had chance to test one of these devices and IllS Indeed a very 
strange experience. To beRIn With the Vibrations are a bit shocking and off pulling 
- few players. after all. WIll be used to the sensallon of geltlng rattled from behind 
while playing Ridge Racer. However. pick the right game and the Interactor does 
add a certain visceral element to the proceechnes. Eqt suspects racing titles Will 
benefit most from the contraption. although playina Quake becomes a whole lot 
more scary with one of these things buffeting your back bone everytime the 
onscreen charaCler IS even approached by a proJ«tile. 

The trend for Input/ output peripherals is a burit'Onlng area (a Joystick which 
Vibrates in response to bass sounds IS due out soon), but. given Ihe average 
garners obsesSion Wllh 1mmersion. coupled WIth Ihe quality of penpherals !!Uch as 
the InteraClor (although the device comes WIth several cords and sockets. It is very 
easy to sel up and feels reasonably sturdy). It WIll probably develop into a key area 
of Vldeogamlng. Stranger things have happened. 

In assoCiation with Aura. Ed~ has SIX lnleractor units to Rlve awf1Y. so that 
readers can find out for them~lves how being shaken Vigorously can improve 
the gaming experience. To stand a chance of Winning one Just answer the 
follOWing question: 

Q: Earth tremors an meilsurtd on the Ri(hter sUlle. What is the hIChnt number 
on rhilt s(il1e1 

Please send your answer on a postcard or the back of an envelope to InleraClor 
competition. Edit MagaZine. '30 Monmouth Street. Balh. Somerset. BAl 2BW. All 
enmes muSI be in by Fnday. 20 September. 

Note: Edge binS multiple enlnes Wlthoul remorse 

The Multimedia 
Yearbook 

• G Pascal Zachary 
• £8.99 
• TfPL and Macmlllan 
• I5BN 0311 662 561 

here are plllfully few books 
In Ihls field dtseTVIng of the 
accolade 'lndlspensable but 

for anyone even remotely connected 
Wllh the computer industry thiS IS 
wrely one of them. The Multimedia 
Yearbook is a truly compendiOUS 
volume. expertly deslgnecl and 
rammed to the gills With pertinent 
informallon. AttractIVely and logically 
arranged. it boam comprehenSive 
hstlngs for 10,000 companies aClive 
In games and mull1medla worldWIde 
(names and addresses. hardware and 
sohwa~ Involved. platforms 
!!Upported. lhe list eoes on ... 1 as well a 
glossary of te<hnlcalterm$.. a 
conference calendar and a range of 
edltonal sections covenng markets 
(facts and figures! . Intemews 
(Nathan Hyhrvold from Microsoft. 
Chns Deenng from Sony. and the 

Muvi~w 

hkEd national profiles. and 
pubhshlng Issues. 

IneVItably. In such a volallle 
market. some of the edllonal content 
IS out of -date even as It goes to press 
but nevertheless Ihere IS much WI!>dom 
contained herein: The enllre 32bll 
market IS a footnote In history' Bob 
Faber t '3 00 Europe I. Above all. 
however. ' he Yearbook IS a line 
resource tool. ExpenSive? Maybe. BUI 

whoever said the best things In 

life are free? 
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test screen 

BrollBR Bworll ffi881180DWDfm8T8mll18ffl 
lucasArts IS regarded worldwide as the premiere designer of 

cartoon adventures All that 15 about to change 

As the came opMl. AMerIcan GeotJe Stobbard Is .......... , tro. wttnessinC the destn.ction 
of a Parts bistro. It's not lone before his mW .... IOIHIIIInCIess threatenlnc to focus on 

T 
ne myth,c nvalT)' berween UK and US 
developers has never been more obvIOus than 
the genre of the graphic adventures. The 

Bntish have spent The lasT few years playing a game of 
catch-up. m particular aTTempting TO emulate the 
careful narratives and classy presentallon value of 
Luca$Arts' effons. WITh Broken 5word tne tables have 
allast been turned. For With this. its third allempr aT a 
point-and-click adventure game. York-bawd 
Revolution Software has finally escaped Ihe 
snadow of Honkey Island el al and Taken 
Ihe graphic adventure to new levels, in 
terms of both story and spectacle. 

In buildina il$ trans·European 
plot around the leeends of Ihe 
Kmghts T emplar. Brok~n 5word 
succeeds 10 appearing we-tghty 
and complex wllhoul ever losing 
lIS sense of pace. The 
undiscovered treasure of this 
(rusade$.-era order of monks acts 
as the McGuffin. but arourd this 
portentous starting pOint a comedlc 
seritS of episodes have been crafted. 
enabline the game to focus on a large 
amount of character interactIOn and 
numerous aClion-move situations. Many of which 
wou ld fit well in an Indiana Jones flick. In fact. 

The mixture of legend and modern day Inlngue 
I~'t the only mteresllng plot device used here. for 
RevolUlion has also sellled on American George 
Stobbard as Ihe cenlral protagonist · Cl move which 
makes sound commercial sense and also introduces a 

stranger m a Strange land elemen!. Indeed. you are 
left In no doubt that the hero has a chip on his 
shoulder abOUT hrs Ireatment from Europeans. and as 
the advenlure progresses many sllualions and 
conversaTIons ans.e which play on thiS suspicion. 

Talona 10 lo<atlons as dIVerse as Pans. Syna and 
Ireland. much work has been done to toy wllh 
arTlUSlng stereotype\. whIle al the same lime evoke a 
flavour of tne vanous locales. Hence the French pollct 

exhlbll Clouseau levels of madness and lake lime 
OUI to ndlcule BelgIans. while an Insh pub 

is aUlhentic naht down to Ihe cask 
~l1ar. In~d. perhaps Tht grealtst 

SlretliTh or BrokM 5word IS Ihe 
attenllon 10 such delalls. ensurmg 
thal every VOice. every sound. 
and every VIsual element IS 
polished to the 'nlh' degree. 

AnimaTed canoons have been 
used as the graphIcal reference 

pOint. with an ex-Don Blulh 
Sludios/Cosgrove Hall animaror 
umbering amongst the many 

artists """"'0 have worked 10 creale 
what mUSI be Ihe most lively game 

ij)Tife5 ever. What's more. Ihey VISibly interact 
with on-screen defail and usable obJe<ls - a genuine 
rarify. Whereas previous LucasAns efforts such as The 
Dig suffered 011 the hands of low resolution pixellalion. 
the clean SVGA. images of Broken Sword possess grear 
fluidity and style. wilh ketn use of sound effects and 
voice treatments furthering the film iC level of quality. 
Husic also plays a large parI in mood erthancement 

...... ..,.. .. , .... .. 



The care taken to animate the various characters wtth u Individual style is most ewld .. t --=.::z illlerc with the Kenery. Here the hero 
prepares to hld.In.lde the museullll mum.., until ..... falls (left). The SVGA ar'lworll by fir e s the COIIIp«tIIon ... Ca_ of this pnre 

with around three houl"$ of 22 KHz-sampled. contexT­
sensitive music from professional composer and 
conductor Barringt." Phfloung. whose preVIous 
credits include the soundtracks for several movies. as 

.~ way beyond tllles such as The Dif. whKh betray 
their computer garmnt'!>$ 'WIth lacklustre VIsuals and 
cliched puzzles. Certainly, the attempts to ~ply 
comedy 10 whaT IS essenttally a delecrtve'cum'action 

It ~ th~ ~r.;ooth contJO, l.rt~l,a.c" and. _atl_. ll't. 
scenano ;sn't always a successful 
affair . .And. With if5 reliance on 
accepted control systems aoo 
command styles. Broken Sword 
represents a distillation of 

' .. 

well as the Inspector Horse TV sent'!>. It's beaUTIfully 
orchestrated and adds immeasurable annosphel'f'. 

ThiS aspmatlOn to real moVIes also stretches to lhe 
inclusion of several fully animated cut·scenes whkh. 
through their placHnfnt between episodes and their 
exciting content. ~er Interrupt the game flow. W 
because of the darzhnairaphlCal quahty of the main 
game spntes and *kerounds. such Interludes are 
styhstically appropriate. A rare feaT Indeed. 

Undoubtedly however. Ifs Ihe smooth control 
interface and satkfyine Knptwork which consolidate 
Broken Swords position as a new mllestont' In 
adventure gamine~ The former bUilds upon <Kce~ted 
point·and-thck ~Ona.M. .... further refines the 
u~ bY switchin, me malO CUMr to a talk 

Icon-. exit icon, collect or use ICon as appropnate. 
Obje-ct manipulation is achieved using cameos of the 
various.items in Stobbard's inventory - a standard 
practice for graphic adventures. BUI Broken Sword 
also extends this idea to the conversation system. 
providing players with a row of subject Icons when 
communicating with other characters. Hence. a 
character can be questioned about a miSSing briefcase­
or strip of cloth simply by clicking on its cameo. It·s 
sometimes pOSSible to gain useful information by 
continuing TO ask about the same item. and 
conversations can raise new subjects which add further 
topic kons 10 The Ii~. makina the- Simple an af 
cOnvel"$aliop .... very rich ~ e~mt!nl. Weed. f"luch 
progress ." t~mt ~5 b.sed around asking the righl 
people aOOulthe rigbt t~ rather tha!lstmply taking 
obte<t A 10 loca~n' •• r'ld .I~ on Item '- - a (rick 
which helps mask, m.~arilY of some paS6age5.. 

While BrWcen s...t tn !let-way brdks from the 
ilcce,Pltd bo~arieS of lhe fnMIIional form of ,raphtc 
adw.u~ .• remH'l$ a tnump~ of invellfiw. Witty 

\;;'~~r'" . scnH~tand nearfauldessl'tewntat;on tectlnlques. 
(IO~ understanding of I~ (U1ematl(' style. both in 

errns of audio and video. means that 8rok~n S'fIIOrd 

standard practICes more Ih., a new' breed of" 
adventure game. Nevertheless. RevolutIOn's latest 
ments the accolade of best eraphlc adventure to date 
and proves There are few things more sallsfying 
than a good Story wellT!;)Id . 

" .. fBllno: 

ay "I"e .-de fun It ev.y utI.aRty­
hicladt .. tIio '.111.11. .. depl"",, by tIoh 
tIts.d lady - Rev .... on ha .. ade Broken 
Swon/ sOlludtlln. of. CQIIIedy of IIIanners 



1;est scree~ 

runn,' BI 

Who needs haUudnolenlc love drup when you'ye pt Tu,.".1 .,:" veritable head trip of 
fluorescent attack vehldes. brash Uplift' and visually stun"I", technkolour explosions 

On some .blCes, the tunnels S".1le 
to the surface reveallnc " dark. 
smom sky and loom I", bulldlnp 

~ 
hen EdIt visited Neon laSI year. il was clear 
Ihat even Ihough Tunnel 81 was in the early 
stages of development it was going 10 be an 

Important game. Much press due-nlion later. it has 
become one of the most excitedly awaited games nOf 

to come OUI of Japan. Well. Ihe wait is over and. as 
the dust selfles. il is obVIOUS Ihal Tunnel has fulfilled 
its early promise In many areas. In olhe~. it has nOI. 

Whatever the, cast'. ifs one hell of a ride. 
Conveniently. the common Descent-meeTs-Wipeout 

analogr is remarkably accurate. In Tunnel 81, The 

player has 10 speed through a number of Tunnel 
complexes in a set amount of lime. carrying OUl many 
different objectives (from Simply e~apLng 10 blowing 
up power generators. etc). This is where Ihe Desct'nt 
comparison rings True. On top of that. the player has 
to navigale the labyrinlhs tn a hovering crah which 
reaCTS Violently to Ihe ~lighle~, twilch on the pad and 
which moves so fasl the player suffers continuously 
from a malevolent strain of motion sickness. Wipeout. 
then. to a T. 

Tunnt'lwiU al!oO draw compari!oOns with th~ 
Psygnosis racer in terms of graphics - both ar~ visually 
~tunning and marv~llously stylish. Howev~r. wh~r~as 
Wipeout was a swish introduction to th~ Play$tation. 
Tunnel 81 is a two-fing~red gesture to those who ar~ 
currently dismi~ing Sony's machin~. Th~ b~auliful 
lighting. the smooth ~ngin~. th~ brilliantly drawn 
backgrounds - it's simply awesom~ to look at. N~on 
may hav~ cheated by s~lIing th~ir game in confined 
locations (meaning th~r~'s no distanc~ clipping. no 
~enery pop-up. elc) but it works. ~ who car~s? 

The similarilies with D~ent 
and Wipt!Out don't stop al plot 
and aeslh~tics. Both w~re very 
difficul1 games which called for 
speed. agility. and th~ total 

mastering of complex controls. Tunnel 81. a bleak 
and uncompromising game. matches Ih~m on all 
counts. There is nothing h~r~ 10 ~ase th~ player slowly 
in. there is rarely any room for ~rror. and th~r~ are no 
concessions made for those who ar~ unused to the 
PlayStalion's joypad. Ev~ry button is used. and primary 
and secondary weapons systems. boost~r. accelerator. 
deceleralor. strafe function. spe~d lock on/ off all have 
10 be mastered quickly if progress is 10 be made. Your 
fingers ache unbearably after just a few hours of play. 



"-y <nlt .... __ hI.".. ...... nd "'-,_ 11oIkop!or. (rIsht) ... lIo. _It cIeocIly-
they CM .... too h .... for pIepn to .tt.ck wttII CDnftntloul...,..... Heat seeken .,. mIIed for 

The facl Ihal each tunnel is a treacherous and 
unpredictable ttrrain doesn't help. The floors are 
littered with crat tS. barrels full of flammable liquids. 
road blocks and energy-zapping mines which all have 
to be- a .... oided Swiftly or blown oul of the pl~r'5 palh. 
As well 015 these docile objects. pla)'t1'S also have 10 bt' 
aware of senlly IUns firing bullets. lase~ erenadti. 
elc, and enemy craft that patrol Ihe corridors looking 
for fighls 10 gel into. On the plus side. some objects 
yield ammo and weapons if desnoyed. but thiS means 

the way ahead. just won', explode no matter how 
many times i"s hil. Furthermore. there is a lack of 
diversity in the gameplay: going from one tunnel 10 the 
next and blowing Ihings up can gel a lillle repetitive. 
despite the proliferation of targets and weapon$. It is 
thiS combination of frustration and repelilion that 
wea~ down the desire to make progress and ensures 
that the game isn't quile a~ compelling as it could be. 

Despne thiS. Tunnel 81 is hard to leave alone. 
Never before ha~ a game thrust such a nauseatingly 

.. Or.ll0r.l.atl0n~ ill 1>00;:;. ~Ol G!' .. truc t lv!' {'upnOll8 

fast and smooth engine onto the 
PlayStation and very rarely before 
hM the experience of hurtling 
though a dlgitalland$Cape been 
so vivid. so believable and so 

that in order to get through each level and get 0111 the 
secrets. you have to annihilate almost everything. 

Ginn the proliferation of destructible items. 
coupled with the large array of weapons open to the 
player (machine guns. mines. rockets. guided missiles. 
etc). it will come as no surprise that Tunnel 81 is a 
pyromaniac's wet dream. Charging through each stage. 
machine guns blazing. watching the whole lot explode 
in front of you is an experience to rival the best 
demon confrontations in Doom for destructive 
euphoria. The downside of all this pyrotechnics. 
though, is that it can be hard to pick out important 
targets in all the smoke and confusion. Often. you'll 
think YQu've destroyed a gun emplacement only 10 find 
it still shooting at you when the flames die down. 

This is not the only frustration. Tunnel 81 can 
seem unfairly difficult at limes. especially when the 
seconds are licking away and the gun In front, barring 

exhilarating. Adding to this is the simply brilliant 
orchestral soundtrack 4 an atmospheric Hollywood 
action movie $Core equal to Carpenter's or Horner's 
finest. If you can stand the often Uniform gameplay. 
this is an overwhelming experience. 

But Tunnel 81 will not appeal to everybody: il is a 
tM gamer's game. at once agonisingly frustrating and 
fiendishly addictive. For that minority of gamers who 
found Wip~ur a merely adequate challenge. T unneJ 
81 is praclicaJly an essential purchase. despite the lack 
of drversity. For everyone else, it IS still an influenlial 
title. but. in those terrible moments when you have just 
1 5 seconds '0 complete the level and your craft hi's a 
seemingly impaSSible barrier. don', be surprised £ 
if your sanity s'arts to slowly drip away_ 
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108., no.1 
Square Soft's 

to showcase the Japane,e company', PlayStallon prow€'<'<' But can the designers 

of Final Fantasy compete in the Segil/Namco dominated arena? 

Toool doesn't boast the quantlty.of 
special moves as Teltken 2 or l'f2, 
but there are some nice touches 

S quare Soft's pre-eminence in the RPG market 
in Japan is undoubted but Ifs hard to see 
Tobal No.l handing it a similar lead in the 

Sega/ Nameo dominated beat 'em up arena. IT hasn't 
done things by halves. though. as it bankrolled the 
setup of Seiichi bhifs Dream Factory speCifically so 
that he could creale Tobal No. 1 for them. Ishii's track 
re<:ord - he worked on the development of both 
Vir1ua Fighrer and Tekken - promised much. but sadly 
for Square the results. whilst nOI disastrous. aTe far 
from spe<:tacular. 

Unlike many of its rivals. Tobal No.i do~ not use 
extensive texture-mapping, instead opting for the 
Play$tation's hi-res graphics mode (at 60fps land 
Gouraud shading for each fighter. It's one of the first 
times this mode has been used in-game rather than 
just for prerendered intro screens and it gives both the 
characters and backgrounds an impressive sheen. 
However, the characters in Tobal No.i, in common 
with many beat 'em ups. are highly derivative. 

The game has the usual Japanese miXTure of 
martial arts experts. cuTesy little folk and over-the-top 
monsters. All are well designed and animaTed yet lack 
any imaginative flourishes or real innovation. For 
instance, there's Fei. a cackling old man who's very 
reminiscent of Wang (Tekkenl and Fo Fai 
( Toshindenl, and then there's Chuji, a mohican­
sporting Guile (SRIl and would-be Jacky ( Virtua 
Fighrer) _ Only Mary seems to be a bit of a departure -
a bUlCh female bodybuilder who wouldn't look out of 
place in Flex magazine. 

Tobal No.n gameplay is essentially derived from 
Vinua Fighrer. although Ishii's team have attempted to 
break away from The 'fight-along-the-ZD-axis' feel 

Tbe hi· .... , Gounud·shlded 
chlnder5 and anl...ted backcrounds .... r_, No.' • distinctive look 

from which most 3D beat 'em ups suffer. A key part 
of This are The moves triggered by the Play$tation 
controller's shoulder buttons which allow you to move 
around your opponent and attack them from the sides 
or back, In theory, it's a revolutionary concept and, 
ultimately, the next logical progression for the beat 
'em up. In practice. it just doesn't work. 

The side-steps taken by a fighter trying to attack 
via the 'back door' are not only sluggish but pretty 
small. too. In the time it takes to move around your 
opponent enough so that they can't attack you. they've 
rumbled your intentions and either kicked and 
punched you all the way around and probably killed 
you. or jumped back and shihed around themselves. 
Ifs totally impractical in the heat of a fight and. as the 
camera position moves as you do, the key pushes to 
execute this 'shimmy' keep changing. making it an 
even less attractive option. 

The robotic Ham thrusts the demonic III skyw_nt. 
Moves of this complexity _re nrely required 



So ... of the later boues occupy • hilt alllCHlftt of 
the .... with their bulk ahNM,. 11My .re JtIII falrty _,to d ...... Il10 ....... _ ....... 'hord' ....... 

However, this isn't the end of Dream Factory's 
efforts to move the beat 'em up genre forwards. The 
orher major break from mould is the 'quest' mode 
which. unlike the 'slory' modes in certain beat 'em ups. 
isn't merely a few non-interactive words 'n' pictures 

screens delivering a none'Too-interesting plot. It's a 
fully 3D. third person perspe<:tive advenTure which puts 
you. as anyone of the eight main characters. into an 
ambiTious blend of exploration. agility and fightini. 

Instead of beirli confined to a small ring you have 
a series of dungeons to navigate. A few new moves are 
available - you can run and leap. useful for crossing 
chasms and jumping across the rolling boulders and 
logs which liller the levels. As you make your way 
around The dungeons there are monsters TO fight. 
objects TO collect and exiTS TO find. 

Again, iT all sounds very promising but in reality iT 
simply doesn't work. The 3D camera routines just can't 
cope with life in the confines of a dungeon. When 
you're navigating the maze·like levels. you've no idea 
what's going on behind you and can easily get bowled 
over by logs or STep off the precipitous edges of the 
dungeon. Conversely, the camera swoops around so 
wildly in fights that walls obscure your view or your 
controls flip around confusingly. 

As for the quest. there's just no depth here 
whatsoever. All you have to do is trawl around the 
levels. fight everything you come across. collect 
everything apart from the poisons and eventually you'll 

reach Ihe exil. It would make the average text-only 
adventure look like a masterpiece in ingenious 
conSlruClion. This leaves you with the central beat 'em 
up which is playable enough but still can', hold a 
candle 10 VF2. Tekken or ils stellar sequel. 

TobaJ No. 1 is a competently 
deSigned. perieClly adequate beat 
'em up with alt the standard 
requirements of hidden moves. 
secrtt charaClers and multiple hil 

(ombos. But what was once revolutionary is now 
merely commonplace. making Tobal No.llillle more 
than average, Ironically, only the included demo of 
Final Fantasy VII can begin TO save it from beat £ 
'em up indifference. 
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ThIN are three hidden characten, 
found at the end of the oneplayer 
, ..... and also withIn the dunpons 
of the beat'em up adventure 

The quest element of the lame Is a 
fun addition. but nothIn, special 
(left). Expect to see this end s~uence 
(above) on the first day of playSnl 
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fun you can have without using a network, so aiiiillll ••••••• 
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I 
r"s changed little since ils inceplion on 
Ninlendo's Famicom system way back in 
1985. and for Hudson's ~minal Bomber Man 

series Ihe saying 'if il ain', broke. don', fix i" is still a 
rule rhe,company follows 10 the lellef. 

Uke its SNES. PC Engine and Game Boy 
predecessors. Sarum Bomber Man makes no attempt 
10 dazzle with graphical frills. preferring 10 rely on its 
Intd-and-tesled gameplay 10 cany Ihe day. Despite Ihe 
more powerful hardware. however. 11 does seem 10 be 
a more restrained eame - even WIth a roller-skale 
speed power-up the characters seem 10 be moving 
around in quicksand. There art no touches Ihal 
haven', seen Ihe light of day in other versions and 
many of the mu1tlplayer arenas merely confuse m 
their complexity. For those without any friends to 
hand, the usual oneplayer stol'}'+driven game is 

ben wtth • new I1In .. of crMtuns to hinder 
BoIIIIber MaIn's procress, the pine Is •• sy 

available, although Without real compel1t1on liS rather 
ploddy gameplay soon makes it a chore rather than a 
pleasure to play, Any challenge II may have offered is 
totally destroyed by mfinlle contmues and even a ~ve­
eame feature. There's also a 'masTer' game whIch has 
a more puzzll"'Onentated slant but both singleplayer 
options only reveal just how much less fun the whole 
Bomber Man concept is when playine on your own. 

What rescues Saturn Bomber Man is. like every 
Bomber Man eame, its muhiplayer option and. for this 
versIon in particular. the inclusion of Hudson's 
previously exhibition-only tenplayer extravaganza · Hi· 
Ten Bomber Man · an inclusion justifying the purchase 
alone. Of course the only problem IS that H,-Ten was 
originally a CUSTom setup designed to be played on a 
large widescreen TV and even by emplOYIng the 
Saturn's hi-res mode the proceedlnes are desperately 
hard to fo llow on anything less than a home-cinema 
monster. Fortunately Hudson has WIsely made each 
onscreen participant a completely different character 
raTher than just a differently coloured Bomberman. 
making it easier to keep track of your player. 

It's a shame Bomber Man's designers have put 
more effort into the oneplayer mode than making 
genuine innovations where it counts. An enhanced 10 
mode would have shown they'd tried. even if everyone 
merely ended up playing the orieina1. but it seems Ihat 
particular route will be left for the recently £ 
announced Ninlendo 64 version. 

"" fBlInu: 
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of 32blt vldeogaming, yet software companies 11 

erlshln, temporarily diHbIes tIM 
CO" ,other ..... des"",.., H (top). 
The debris effect Is attractive 

Rather tlNn concentratl"l on OM pricua., drtYlnc,.. .... AIHItwftI hdng ~ 
both stock ur radna: an Indy car ...... ,. WIth 11 tncIu: to chooH fro. _ • split. 
scnen twopl.yer mode, the result should keep speed fruits MtIsfIecI for alenJlhy tI ... 

~ 
hen confronted with Ihe 'what sort of racing 
title shall we develop?' dilemma. sofrware 
companies usually choose one genre. be il 

Daytona clone. serious racing sim or Micro Machmes­
esque cartoon romp. Few seek 10 cover their bets by 
providing more than one senre in one produCl -
perhaps acknowledging the fact that it is quality and 
nOI quantity that aUrae!s puntel"!o. 

Unperturbed by this.. EA has decided 10 offer both 
stock car racing and indy car racing in Andretri. 
Fortunately, the game suffe~ linle as a result. Players 
can choose from single race. complete tournament 
and rwoplayer options. and can alter physical aspects 
of each car. regardless of which racing style is being 
auempted. Sim heads will be disappointed that there 
are only two cars to choose from - one for each racing 
style - and you can't fiddle with quite as many aspects 
of the vehkle-s as you can in F 1. but everyone else WIll 
probably be relieved - this is Simply a game. after all. 

In contrast to the lack of cars. there are 18 
different circuits (shared by both racing options) 
ranging from the blindingly easy Thunderdome to the 
outrageously complex Grand Rapids. The laller has 
some quite ridiculously tight corners 10 navigate and. 
annoyingly. although the player has 10 slow down 10 a 
snail's pace to gel by. the computer1:onlrolled cars fly 
past without a care In the world. Will game de-signers 
ever realise thal the key to convincing AI is creatmg 
imperfection rather than faultle-ssnt'SS? 

Graphically. the game IS adequate if not 
spellbmdlngly beautiful. Some of its texture-s are a 
liule tatry and there's none of Wipeou(s visual oomph. 
but the engine is impressively slick and it suffers no 
slowdown. even when the screen is full of cars. 

Despite sharing the same tracks. the indy car and 
stock car options naturally provide different racing 
experiences. In the former. the car reacts with vicious 
rapidiry to featherlite touches of the pad. whereas in 
the latter the car controls are sluggish and heavy. In 
many ways the stock car is more fun - it's easy to 

• 

control. you can power slide round corners with 
Starsk}' and Hutch-like abandon. and shunting other 
cars off the track IS a legItimate tactic. In comparison. 
mdy car raCIng IS rather more staid and cerebral. 

The split-screen twoplayer option is one of the 
finest available - it's great fun. you can knock your 
opponent off the road. and the catch"1.Jp system is well 
toned and fair. 

Andrt'tri is a title that auempts to prOvide a £ 
bit of everything. and succeeds on many counts. 

",. fBlInQ: 
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Andrettr, twoplay ... mode I1 OH of the best 
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m 1 w,n a Japan~e No" 
work In colour at full 
speed using a full screen 

On my televlSlon? I have a !cmly 
new I about a year old) Sanyo 2 I" 
Nlcam TV. I know it can accept an 
S·Vldeo or RGB sIgnal VIa lIS Scart 
socht. and I was also lold It can', 
dfi:ode an !'ITS( signal but n can 
,mep! a modlfl~ NTSC -4.0 SigMI 
wch as one from a VCR. 
'I What type of NTSC sllIna] does 
the 1'1604 output? 
1 o~ RGB mode slow the piClure 
down 10 SOHz or does il remain ,)I 

60Hz tven though my TV IS PAL? 
" When I u!>f'd an RF cable the 
pICTure was black and whlle • why? 
'i Alw. I have a composite Scart 
lead t Ihe one all UK SNES 
machine!> come bundled WITh) and 
was wondenng whelhu I would 
gel a fulh<reen colour pICture 
uSing U WIth the 1'164 or WIn It JUSt 
be In black and whue or WIll" JUST 
1'101 work 011 all? 
6 What aTe the disadvantages 01 
iletl lnll an NTSC-ro·PAL convener 
box over getl1ng an RGB conver..lon 
job done? 
7 You said that manuiaClurer.. 
would !oOon be m<lklng RGB Se<l" 
le<ld~ for Ihe N64. Oo~ thl~ me<ln a 
'ull"\(reel"l. full-spf"ed colour 
pIClure? If!oO. how much do you 

m J 00 you know If N<lmco 
ha~ <ll"l)' plaM 'or a 
conversion of R<lV~ R<lc~r 

on the PlayStalion? 
2 When is Soul Edi~ (omlne out on 
the PS In Japan? 

m J When WIn N<lmco be 
meahna II~ System 21 
leehnololY talked aboul 

In Edee? Whallechl'lCllolIY is thi1 
ba!oed around Md WIn il be more 
powerful rhan See<l·~ Model1? 
2 How does M2 fealu re In Konami"s 
arcade plans? Is 11 hkely that this 
technolollY WIll be more powerful 
thM M2ISystem 23? 







_ ...... ". ... -


	Scan 00
	Scan 01
	Scan 02
	Scan 03
	Scan 04
	Scan 05
	Scan 06
	Scan 07
	Scan 08
	Scan 09
	Scan 10
	Scan 11
	Scan 12
	Scan 13
	Scan 14
	Scan 15
	Scan 16
	Scan 17
	Scan 18
	Scan 19
	Scan 20
	Scan 21
	Scan 22
	Scan 23
	Scan 24
	Scan 25
	Scan 26
	Scan 27
	Scan 28
	Scan 29
	Scan 30
	Scan 31
	Scan 32
	Scan 33
	Scan 34
	Scan 35
	Scan 36
	Scan 37
	Scan 38
	Scan 39
	Scan 40
	Scan 41
	Scan 42
	Scan 43
	Scan 44
	Scan 45
	Scan 46
	Scan 47
	Scan 48
	Scan 49
	Scan 50
	Scan 51
	Scan 52
	Scan 53
	Scan 54
	Scan 55
	Scan 56
	Scan 57
	Scan 58
	Scan 59
	Scan 60
	Scan 61
	Scan 62
	Scan 63
	Scan 64
	Scan 65
	Scan 66
	Scan 67
	Scan 68
	Scan 69
	Scan 70
	Scan 71
	Scan 72
	Scan 73
	Scan 74
	Scan 75
	Scan 76
	Scan 77
	Scan 78
	Scan 79
	Scan 80
	Scan 81
	Scan 82
	Scan 83

