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32 6CSraliCa 
The evolutIOn of the PC adventure has often been h.ndered by 
techllOlogy. Not in this case, though. Edle meets the kmg 01 the 
elipSOId, Andrew Spencer, and gets the 1owdCM'n on £crtalKa 2 

:;2 nil: I'uture Souan of Game musIC 
Edle trads the development of 1mb betweeen the mUSIC 
industry and the games 1Odustry, lOOJSIf18 on !he most Important 
fusron to date PsygnoSIs' Kfpeour 2097 for !he PlayStabon 

( " 
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v ,iew 

Edge attends the'Tokyo ~e Show - one of the Iarge;st. 
videogames in the~d. Pfu, Nintendo encounters diffiwlties 
with rts 64bit console - Edge speaks exdusrvey to NONs 
chairman to get the pre-Us ~uJldll6wdown. Also, Edge attends 
the J,4MMA show and witnes~ Cl 2DviCleogaming revival 

14 J./lllul.1II 
Ex-Silicon Graphics man, George Zachary, debates how 
useful polygons are as a benchmali in modem videogming 

If 'I.FII8 

24 

Andrew Spencer is the man behind Ecstaticd. He is a 
developer who prefers to adopt unconventional techniques 
such as his company's pio~ng use of elipsoid technology 

Rn ,." .... wit" ... 
Trip Hawkins, unrivalled industry orator and creator of 
ElectronIC Arts and The 300 Company, speaks 10 Edge once 
more. This time, though, it seems he's learned from his mistakes 

82 'I.Bor88n 
Edge investigates previously unseen games sum as Ecstotlca 2, 
Mr Tank, Daytona US4 ChampIOnship Orcuit Edition, Nameo's 
newest radng game as well as the first look at Star Gladiator 

BB J"t8or88n 
Aghting Vipers finally ships in J<lpan <lOO proves that as far as 
tran~ahng its 0\Nr1 big name coin-ops, Sega has its finger on the 
pulse. Plus, Wipeout 2097, and something called Quake 

1B Bacll Issues 
12 IIU/8W 

Edge dissects the work. of companies designing cartoon studios 
for would-be movie makers IMth Cl linle time on their hands. Plus, 
Independence Day on CD-ROM, as well as books imd music 

., '1,,',uI8W 
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1D2 

1D6 

The racing game on water appears to be the next big thing as far 
as Japanese arcade companies are concerned. Edge takes a look 
at the second to appear, as......ell as Capcom's new- wave 

'''r,uI8W 
Ageing Japanese coin-ops often hold all the gameplay secrets, 
although dearfy not all are worthy of reviving for the 32bit 
generation. Nichitbutsu Alcade Clossics is a case in point.. 
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Edge attends Japan's biggest videogames exhibition and discovers a wealth of 32bit games as well as 
third party N64 games/ page 6 - Nintendo hits problems with its 64bit console - Howard Lincoln 
speaks exclusively to Edge / page 10 - The JAMMA show proves that 2D technology is not dead / page 13 

Tne latest nflws From ine worta of interacttue entertainment 

Tokyo Game Show '96: 
Japan's next-gen showdown 
The premier event for Japan's fervent videogaming industry 

The excitement shown on the faces of delegates wa5 clear - this was a 
show that few owners of next-Ien machines were prepared to min 

T 
he Tokyo Game Sh. ow look place 
recently In the new Big Sight 
suburb of The capital - an area 

reclaimed from rhE' sea and quickly 
developed by the space-hungry Japanese. 
The popularity of the ~ow was 
demonstrated by the facl thal there was a 
45 minute wan to buy tickeTs fo r the only 
Train line to Big Sight. The only alTernative 
was a very pncey 30 minute cab ride 
Through The Traffic-congested me{ropolis. On I 
arnva1. visitors had to suffer another lengthy 
delay as thousands queued 10 get in the 
venue. (Amongst Ihe-visito~ were over a 
thousand people dressed as game 

Queues for the show. 
which was open to the 
public. were hup. hours 
before the doors opened 
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Seaa's booth was unsurprlslntfy 
aowded with ,ames players ea,er to 
check out Satum titles such as Sltlnlng 
the Holy Ad (above and above ript) -
the latest RPCi In the popular series 

....,.. ... IISA 
Chtlmplonshlp Clt'(u/t 
fdltJon (top). Rlg/oNl 
SDp 2 (obove) 

parade run by the ~how'~ organl~ers I. 
What they all came to see were the lS0 

or so title~ pre~ented acro~~ ~even differem 
format~. The numbers tell the ~tory of the 
ltate of the play in the Japanese market 
~ith the PlayStal10n leading the way with 
\ 6. litles on ~how . The Saturn had 11 0. Ihe 
PC - l9.the Nimendo 6. - 1 • . the PC.fX -
10. Ihe Hacimo~h 9 W1th a single PC Engme 
Ill te making up the numbers. 

Namco made a much stronger ~howlng 

than 031 recem expo~. mtroducing two major 
new PlaySlallOn tllles - Soul Edge and an as 
yet unnamed racmg game. along with a SIX 
bUllon fighting StiCk. 

It wa~ no surprise that the conversion of 
Sou/ Edge differs hule from the Sys,tem 11 
arcade original and most people crowdmg 
around the big ~creens at the Namco stand 
were focused on the mys,terious racer. A 
completely redeSigned Ridge Racer follow­
up. It features a new Grand Prix mode 
where players earn money 10 buy upgrades 
for their cars. The basIC comrol~ are to 
remam the same but the dnvmg Will 
apparemly be more technical. W11h some 
shrewd gear-changing required on the 
undulallng circuII~. Namco Museum Volume 
-4 was also displayed - accordmg to the 
company. over 600.000 units of the 
Museum series had been sold m Japan to 
date. So. relrogaming pays,_. 

Sega showed off the Saturn version of 
Flghrmg V,pers 10 an eager aud ience. JUSt a 
week pnor to the game's Japanese launch 
bUI the big name 031 the booth was VIrtual­
On With liS speda! dual jO)'50llCk (which was 
remlniscem of Alarr~ old Balllezone ar(ade 
conlrols). The standard version of the robot 
combat game only offers a oneplayer 
malchup but X-Band subscnbers should be 

able 10 hook up for a TWoplayer baffle as 
X-Band suppliers Catapult are already al 
work on the proJeCT. Sega al~o unveiled 
Shining the Holy Ark. a 10 role-player In Ihe 1 
Shining series. and Dayrona USA 
Championship C,rCUIt EditIOn. a redeSign by 
Ihe Saturn Sega Rally team running at 
10 fps and offenng a split-screen rwoplayer 
mode. repla)'50 and a ghost car mode_ 
Elsewhere, the ImpresSive. adlon-packed 
Saturn Die Hard was up and runnrng and 

Capcom retumed with a vengeance - StQr c;/Qdltltor was popular on PlayStation but 
Its brief showin, of B/ohQztlNl 2 on video (top left) was torture for fans of the onelnal 

news 

Stick from Seg. 

The duel stick control 

method edopted by the 

arcade version of 

Virtuo/·On has prompted 

Sela to develop I version 

for the Saturn, ,ecently 

unveiled al the Tokyo 

Game Show (below). No 

news has been NluHd 

on a price or whelher il 

will 1Mb it to the UK. 

Who is it? ............. ............ ,~ .... 
a ........... "" ..... 
reMMII .. Ae."I ncndJ -...... ..-.. .... .................... ......... """'bI..,.. 



~ 
news 

I 
~ 

'~ f---------2'~ .. ~"~ .. "' .. 
~ 

Human's Formula One: 
the next generation 
(above) and SCE's 
Rorokenshln (top) 

It is ... 
MIIt.".1 ~ Jtff .... 
et T~ 1"0.l1li AIud 
.,.,.",.",C..mf ... . 
tMo ft atrrMdy .. rtl .... wn 
""'.-er IK"H 
M"'" .... "'" Aatn dI.,. 
DtO·'tIwy ............ r 

third party til les at the Sega booth included 
Heart Of Darkness. set for Cl December 
release. Dark Saviour. Riglord Saga 2 and 
Sakura Taisen. 

AI the Impressive Sony stand. SCE 
debuted Beldeselva and Rorokenshin. 
Beldeselva is a ai' combat game se! In a 
fantasy world where pilots fly a bizarre 
collectIOn of propeller-drIven aircraft. like 
Sega's Virtual-On. Cl special analogue double 
Joystick Will be released for the game. 
Rorokenshm is a sword-fighting game 
Sim ilar 10 Bush/do Blade bur. at thiS slage. 
nOI as Visually impressive as the Square lilte. 
PaRappa The Rapper was pos~lbly the 
~trange~t title on show - a children '~ game 
wllh a mam character de~lgned by cartoonist 
Rodney Greenblat. the player Simply has to 
copy the ever-more complex moves of on­
screen Sensei. Professor Omon. 

The other major title at the Sony stand 

was Zen's new-agey dolphin game. Depth. In 
11, the player steers a dolphin th rough a very 
pretty seascape collecting musical notes. 
composing his own soundtrack along the 
way. asslgmng the notes to any of eight 
track~. Filling Out the booth were the still to 
be released Ark The Lad 2 and Wild Arms. 
along with Total NBAwhich performed 
relatIVely successfully m Japan. 

Capcom did introduce Biohazard 2 at 
the show but remained cagey about the 
content of the game and only played the 
demo on two small screens at the back of Its 
booth. They were more upfront about Star 
Gladiator and Street FIghter Alpha 2. the 
two titles that dominated their stand. and 
which are both reviewed in thiS issue of 
Edge. The biggest attraction on Konamfs 
stand wa~ the 3D RPG. Vandal Heans. 
although the company continues to milk 
Parodius for all ils worth with two yanants 
presented - Sexy Parod/U$ and Oshaben 

Talto's stand allowed ,amers to ,et to ,rips 
with PlaySlatlon titles Ray Storm, Psychic 
Fone. Namco's PowervR Rave Racer (left) 

Square's Final Fantasy VII previews attraded hu,e crowds of 
expectant RPG fans. The company also premiered Bushido Blade 

Konarni RPCi 

Konami's Vandal Hearts 

(below) is destined for 

the PlaySlItion and 

features Tactics Ogre-

One of SCE's best titles was Be/dese/va - a fantasy air 
flight slm (Above, right), A special stick was shown (ri,ht) 



Parodius (Forever With Me) for both 
PlayStation and Saturn. T okimeki Memoria/ ­
a ti tle based on a 'sexy' young Manga Idol -
was also there. and has been a huge success 
on PlayStation. Saturn and Super FamlCom 
in Japan. 

Warp's decidedly un-Japanese way of 
doing thmgs agam provided welcome rehef 
from stand after stand of identikil dolly 
birds. Moments after the show opened. with 
just a handful of visitors at their booth. 
Warp ran a video showing boss Kenjl Eno 
and Warp staffers dancing and singing a 
song. The lyriCS translated roughly as 'EO IS a 
good game. Warp is a good company' and 
after the song. when Eno was handed a 
Sony·branded MuuMuu mascot doll. he 
immediately threw it to the floor. (Eno and 
Warp's very pubhc snubbing of Sony at a 
recent PlayStatlon Expo ruffled many 
feathers In stuffy corporaTe Japan. adding to 
Eno's reputaTion as something of a 
renegade J. Eno also appeared In person on 

the bOOTh throughout the show where he 
played a piano and mtroduced some of 
Warp's artisTS. 

Square gave more demos of the long­
awaited Fint3/ Ft3ntasy VII and gave away a 
CD·ROM graphics demo thaT was on show at 
Siggraph last year. OTher demos running on 
the Square stand were Fmal Fantasy Tactics. 
Bushido Blade and Saga Fromier. Takara 
showed the latest titles in the Toshinden 
series - Mtoushinden and Toshinden Ura ­
as well as Deep Sea Adventure. T aito had 
Ihe PlayStaTion version of their shoot 'em up 
Ray Storm demoing on a huge screen which 
dwarfed their other major demo - the 

Seta's ranee of new Nintendo 64 cames 
kept onlookers preoccupied. Rev Umh 
(top) was by fa r the most impressive 

Warp's extravacant stand for Its 
forthcomlnC EO (right) had de1ecates 
bemuHd. Kenji Eno (top rieht) 

promising 1D beat 'em up. Psychic Force ­
and a redeSigned and Improved PlayStation 
Ray Tracer. Elsewhere. BalJpresto had classic 
Toaplan shooT 'em up Batsugun on the 
Saturn and two PlaySlallon games - Zeraim 
Zone and 1D beat 'em up Shadow Struge/e. 
Other PlayStallOn IItles on display included a 
Formula One racer from OZ Club. although 
Human's Formula One: The Nex, Generation 
failed to appear as expected. Human did. 
however. present Tower (lock 2. a horror 
title for Sony's machine. 

There was no official Nlntendo presence 
at The show but some new N64 games were 
given public ainngs by third parties. Epoch's 
Doraemon demo betrayed the game's Mario 
64 influences with camera views. playmg 
techniques and a first boss stage that were 
very similar to the Miyamoto opus. Enix's 
N64 role-player. Wonder Project J2 . is a 
follow-up TO TlJe Super Famicom original. 
and folloM roughly the ~me format as the 
16biT game. Sela had no le~ Than three 
N64 games - combaT flight siry. Wild 
Choppers. racer Rev Limi, (looking 
extremely smooth and slick) and Ekoo-no­
Saint AndreINS. a golf sim set at the Scoltish 
'home' of golf and. surprISingly. designed 10 

work' with analogue controls. 
lastly. a special mention must go to a 

Seta's PlayStation action RPG. Bastard. It 
could be that Sela are innocently using The 
correct definition of the word bur perhaps 
someone have a word before they start 
planning an even worse-titled sequel? 

The number of videogames exhibitions 
being held is increasing at an alarming rate 
and only goes to show just how much 
activity the next generaTion market is 
commanding. With El Tokyo scheduled for 
early November and Shoshinkai £ 
follOWing. expect Edge to b,e busy... • 

A-, 
!Ill" 
Epoch made an 
appearance with its 
Mcrrlo-lIke Do,cremon 
,ame for the N64 

What is it? 

I 
~ 
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N64 hits rocky ground: 
Lincoln rebuts rumours 
NONs cliairman speaks out about recent allegations 

UK "unch fI.-c1 

As Ed.a went to PAlss. 

Nlnt.ndo's UK 

dlstributOf, THE GliIMS, 

confirmed that the PAl 

IIMIchine would be ... 

avallaW. In .... UK and 

the N.t of Europe. as 

pndlded, In Sprinl next 

y"' - not prior to 
Christ,..1 a. hIId bMft 

hopH previously. The 

lIiunch date M. bun Ht 

for Ihrch 1 with. price 

tal of 04' for the 

madlllMI wftIMMrt. ,.cII­
In same. Software titles 

a"ai"bl. at lIiundl wiU 

accordi .. to THE's pruI 

..... H. be priced in the 

£50-60 bracket 

What is it? 
TIlt o..Mt ,tN,......, ... _-,...., ......... .... 
1M'Ift'....., .... .tt. ''''-' 
tfWH ..... .-.... 

....... ~. o.. ... 
~f4H'""'_ 

+tIH-... .. .................. .. ..... L 

ID esp.le Ihe fact Ihat if finally 
launched liS 64bll machmE' and 
released whal mUSI rank as one of 

the fmest vldeogames ever made. I1 has 
been a trying summer for Nmlendo. The 
reason? Wlthm da~ of new.. leakmg out of 
a priCE' drop from 1249 10 $199 for Ihe US 
launch of Ihe N64. rhe Japanese financial 
daily Nlhon Keizal Shlmbun claimed Ihat 
Ihere was an acute slowdown in the demand 
for N64 con~ole~ and that many ~hop~ were 
overstocked. The Japanese Story caused such 
a panic on the T oyko and Osaka stock 
exchanges that Nmtendo's-shares were 
temporanly suspended. The company then 
called an emerllency press conference 10 
vehemently deny claims Ihal N6-4 !>ales 
weren't going to plan. statmg that profit 
largets would be mel. 

The US SIOry slaned off another round 
of Chmese whIspers as speculallon grew lhal 
Nmtendo was worned aboul compellllon 
from 50ny and Sella. Subsequent 
confIrmatIon of the pnce drop from 
Nmtendo and assurances from the fIrm that 
there would be more N6-4s for the US 
market than firsl beheved then led many to 
assume thIS was because of a downfall m 
demand m Japan. reasoning that overstock 

in Ihe Far East was now 10 be shipped over 
to the Stales and effecllvely dumped. 

A headline from Computer Trade 
Weekly aptly summed things up. although 
the truth behind Nintendo's performance in 
Japan and lIS plans for the US were 
drowned OUl by the rabId pres~ Edge's sIster 
magazine. Nrxt Generation. spoke to 
Nmtendo Of Amenca chamTlan Howard 
uncoln recently m a frank and forthneht 
Interview which sought to separale the fam 
from the fiction. 

NG Why Ihe sudden drop 10 Si 99? 
Hl Quite frankly. If I had" to do agam I 
Ihmk I probably would have handled It a 
UHle bil dtfferently. What aClually happened 
was that we made a decision in July. for a 
number of reasons that I'll mention in a 
second. to reduce the hardware price from 
S249 to S199. Our plan had been to make 
thIS announcement a linle bll later but 
before I knew it. word was out. We 
concluded that there was no way that we 
were_gonna be making the big 

Industry trade plIpef CTW recently reported on the sklwdown of NU 
Hies. the US price drop and p.nlc In the Jap.nese fin.ncIal markets 

announcement and so we simply confirmed 
the rumours thal were rampant OUI there. 

Havmg !>aid all of that. let me explain 
why we did what we dId. First of all. we dId 
it because we have been the leader In the 

videoeame busmess for many years m the 
US. despite the ups and downs of the 
market share of one platform or the other. 
We want to maintain that leadership. thiS IS 

a very competitive pncepomt and a point 
that we think that we would have ulllmately 
gone 10 anyway. 

Second. by gomg to the S 199 pme 
pOint now" really does enable more 
people to get mto the category. more 
people to play Super Mano 64 and. 
quite frank ly. that was in our 
thmkmg. I guess the fhpslde of that 
IS I just feel really uncomfonable 
about gougmg people. They pay a 
lot for a hardware system and the 
next day" starts 
dropping in price. 
You know. you 
leave a bad taste 
m consumers' 
mouth~ It's 
with that In 

mind that we 
made this 

The stitkes are hip 
for the NlntHdo 64 



US release da tes 
-~ 

Super Mario 64 w Sep 29 

P110tWmgs 6~ ~ Sep 29 

Wave R!I<e 6~ Nov ~ 

Cnus'n USA w Nov J8 

Killer In\tinCl Gold - Noy 2S 

Telns Sphere - Oec 2 

~ of the Emptrt · D« Z 

6laSl Corps ~ Dec 2 

Nlntendo of America chairman Howard 
Lincoln fiercely defends allegations 

decision. also at the same time. of cour!.e. 
changed the date from September 30th to 
September 29th when we realised that 
September 30th was. In fact. a Honday. We 
finally notified our retailer!. of the fact that 
we were gonna launch with two games, Pilar 
Wings 64 and Super Hario 64. and thaT by 
the end of the year we would have a Total of 
twelve games. eIght from NlnTendo ~ that 
includes Homo and PIlar Wmgs ~ and four 
from our third party publisher!.. 
NG Okay. you say that the deoslon to drop to 
S 199 was actually made In July by 
yourselves. But most people are speculating 
that the deciSion was aCTually'a reactIon TO 
what many people are calling dIsappointing 
sales in Japan. 
Hl There's just no basis for thaT, What 
happened in Japan. as you know. a 
Japanese newspaper, for reasons that are 
beyond me. wrote an article thal was 
flbsolutely false. They made it look more 
credIble by thrOWing in numbers thaT they 
pulled off the wall. They then published The 
article on the very day that they knew N(L 
was closed so we had to scramble around 
and deal with that story but, as you might 
expecT. a lot of damage was already done. 
NG But Howard. surely. these aren't sTupid 
people That we're talking about people on 
the stock exchange, Surely people will only 
believe an in(orrect story like that in .11 
climate in whICh if fits. And you have 0 

agree thaT there has been a lot of 
disappointment with N64 sales in Japan. 
Hl I don't agree wiTh thaT at all. I really 

don·t. I don't think there's any basis for 
sa)'lng that I can tell you that there is 
certainly some disappointment that there 
isn't a thIrd or a fourth or a fifth title but 
that is going 10 be changed within a matter 
of weeks. The faCT of the matter is that we 
are very. very pleased with what is going on 
in Japan, And when you can ship and sell a 
milhon hardware units in the middle of a 
heatwave in the summer in Japan in the 
space of five weeks. you gotta admit. that's 
not bad, 
NG And the slow down is no slower that you 
were antICipatmg? 
Hl No. no, absolutely not. And quite frankly. 
given that false article. we had an obligatIOn 
when we went mto the Stock Exchange. 
under the Stock Exchange rules. to ,ell the 
truth and the absolute truth as best we 
knew it, That's why Mr Imamshi said. These 
are the numbers these are our prOjections 
for mid·term and full year. These are The 
factS with respeCT to the sell-through, We 
are right on plan: 
NG There's been talk of potentIal shortages 
and there's been, certainly. the word around 
all the garners IS reserve your Nintendo 64 
because They're gOing to sell out, All of a 
sudden, if seems that there aren', going to 
be any shortages, And also. nem of a fifty 
dollar pnce drop, So what happened? 
Hl Well. I can 'ell you that we're gonna get a 
little bit more than a million hardware units 
between September 29th and March 31st. 
NG And that's as a result of increased 
manufacturing capabIlity? 
Hl That's as a result not only of increased 
manufacturing capability. but of our 
begging, screaming, and pleading. 
NG Howard, when you say that, does that 
mean that you've managed to change the 
ralio of allocation, Does That mean that, say, 
hypothetically. for every len thousand extra 
you've rpanaged 10 geT into the US, that's ten 
thousand less for Japan? 
Hl No. no. the amount of addi tional 
hardware that we're gonna be able to bring 
in is a pitlance. We're jU~T not talkmg about 
large number!., 
NG Okay. but previously it was understood 
that you'd be able to sell all the umts and 
there was certainly the a~sumption aT El ' hat 
you guys were gomg to face a ~ell 'out 

situation at 500 ,000 untts before Christmas 

Arp.bIy one of the mast eagerly awaited NCL titles is Maria Kart 64 (left), while 
Wave _ace 64 is the next I ..... aut in Japan (right) with if US relMH in November 
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More del_y. 

Rumours h"yt! been 

circullltinl thlt 

LucasArts' Shadows Of 

The Empire (.bove) has 

been delayed while 

further work is done on 

the title - meaning tt 
looks likely it will miss .. 

pre-Chrlstmas release. 

This news coincides with 

In .nnouncement from 

WiIIilms concerning 

Doom 6 .. - which will 

now not be ready until 

I.te SprinC - allegedly 

because Id software were 

unhappy with some of 

the level desips. A 

version r.cently shown 

to Edle behind dosed 

doors at £CTS was less 

than brilliant with none 

of the visual dexterity of 

Quake .nd, despite some 

decent lighting and 

det.lled sprites, it wu 

.'ready looki", dated ... 

'rhe .. ame's boss sections 
now U5e potnons but are 
presented In the same style 

Non-Japanese NU titles scheduled to appear elltter before or shortly after Chrlltmu Induct. (from left to rIJht) 
Rare's Blast Corps, DAtA's Body H.rvest. Anpl Studios' Buggle Boog/e and, out of the blue. H20'1 T.trls SfJhre 

at S250, Now, all of a ~udden you're saYIng 
that there was gomg to be a negligible 
mcrease over and above that and yet you sl1l1 
say if 'S e~sentlal to drop down to S 199_ 
somethmg's happened m the mtenm to gIVe 
you less confidence m Nmtendo 64, 
Hl No, I don'tthmk that's the case at all, I 
thmk we could sell 500,000 or whatever 
the number IS that we bnng into the US 
between now and Chnstmas and we could 
sell If at S 300 a crack, I don't thmk there's 
any question about that, But I don't thmk 
that doing somethmg like that IS m our best 
mterest or treats consumer in a very credible 
way. We dropped that pnce because, we 
know that uhimately, that \249 pT1Ce is 
gomg to come down, and I don't feel 
comfortable wllh the Idea of gougmg the 
fu'st 500,000 or so gamers and then saYIng 
Well. we made all thiS money, now we're 
g011l€ to drop It down to another pnce.' and 
play thal kmd of game, I understand what 
you're saYIng and I understand what the 
speculation IS and the only thmg that I can 
really say IS. when the product IS launched. 
and we look at the sell·through for the wuk 
of the 29th. we're gonna know. 
NG Just 10 play devil 's advocate a hllle, It 
would be very easy to look at the whole 
Nintendo 64 prOject as a disaster m many 
respects, let's look at what happened, It 's 
over a year late. Ihere's turmOil in Japan, 
what many are descnbmg as apathetIC sales, 
a last mmute pnce drop. and stili only two 
games. It's not perhaps what you'd have 
hoped for. three or four years ago. when this 
was first bemg planned. 
Hl Well. I guess you can read it however you 
want to read It. let me put It this way. If 
you had to paml the bleakest picture you 
could. that would be 11, And then I'd look al 

you With a big smile. and I'd say three 
words. Super Mano 64. 
NG In the end It does all come down to 
Super Mimo 64 , BUI IllS only one game and 
cenalnly. after alllhls I1me. launching just 
two games has to be a terrible blow. What's 
happened Howard? Where are all the other 
games thal were proml~ed? 
Hl Hr Yamauchl made a deliberate deCISion 
after El. on full games that he was planntng 
on launching in July. August and early 
September. because he put hIS money where 
hIS mouth was. and said I'm senous about 
thIS quallry Issue. let's take the time. just a 
few weeks or few months here and there. to 
make certain that these other launch litles 
are as good as they possibly can be, and as 
close to Super Mano 64 as they pOSSibly can 
be. He certainly was aware that If he dId thIS 
he would be subjected 10 a greaT deal of 
crmmm, bUI he IS gambling. and I thmk It'S 
a gamble well worth taking, 
NG And you're willing to accepl the factthal 
for every extra month m development these 
N64 games are. PlayStallon and Saturn 
development are also takmg leaps and 
advances of Ihelr own. You're slIlI confIdent 
thal when your rypical consumer walks InIO 
the malllhis Christmas. the N64 hneup will 
be more ImpreSSiVe Ihan the eqUIValent on 
PlayStallon or Saturn. 
Hl J don', beheve Ihat 11 IS posSible to make 
quahry games when you're releaSing 127 
games on PlaySlal10n ~ you and your third 
parlies ~ between July and December. And 
that is what IS happenmg. No one can tell 
me, and I've been in the VIdeo game 
busmess a 101l€ lime, thal you can make 
1 27 quahry games. That's Just Simply nOI 
pOSSIble, £ 
NG Thank you Howard, 

Konami's Gonbore Goemon 5 de.rly INYs homale to Morlo 64 with tb camera anlies 
and beautiful rendereel scenery. Whether It will cross the Pacific Is another .... tt.r .. , 

Ko"ami's other 
"Intendo " titles In 1 
dev.Jopntent Include 
Powerlul Pro /hIs.boll .. 
(the latest In the ....... 
that p'.ced the Super 
F .... koM and SFC I, 
}.'eogue PeMd strlIt.r 
(abovel, .nd MIIh·.ona: 



similarities ahoy: 
Konami's Jet Wove 
(top) and Sexa's 
Model 1 Wove Runner 

nevv's 

JAMMA 96: Konami and 
Capcom regain ground 
Japanese arcade industry veterans battle it out at arcade show 

N
o real surprises occurred dUring this 
year's JAMMA show. which took 
place In mid September. Namco's 

System Z1 failed to show despite its main 
mal Sega having already kick-started the 
future of realtime "30 with its third 
lncarnal10n of Virtua Fighter "3 hogging most 
of the allention on the show floor. 

Konami and Capcom fared beller than 
usual with demonstrations of games of all 
genres and some progression made with 
technology. too. One of the best games of 
the show was Konaml's GT, Club Cote D"Azur 
running on new "30 technology (the 
company ha~ developed a new board titled 
Cobra. in cooperation With IBM). This linked 
racing game has superb graphICS. unusual 
camera angles. and features cars such as 
Mints and Renault 5s careenng around 
Southern France. Konami"s other 
showstopper was Solar Assault - the latest 
installment of Its Gradius series. but this time 
rendered In glonous 10 and even housed in 
its Speed Kmg cabinet as well as in 
conventional stand-up COin-ops. 

Of course. Virtua -Fighter J was the 
fighting game of the show and is 
about to be released in Japan. Completed 
versions of Wave Runnerand Sega Tourmg 

Car were also presented on the booth. As far 
as brand new games. though.. only was 
shown - Super Giant Slalom developed by 
AM 1. This IS an obVIOUS competitor to 
Namco's Alpine Racer 2 which also debuted 
at the event. Sega's game features 
outstanding graphics. particularly In the 
night time stages on Illuminated plstes. 

Whtle System 11 has pOSSibly been 
delayed until the AOU early next year. 
Namco seemed short of new games. 

"­
R07 ... 

Aqua Jet (left. above) was Namco's latest 
Xame to use its System 11 technology 

Apart from Its wonderful Tokyo War (now 
playable in linked fo rm) and Alpme Racer 2 
(also hnked) . Namco presented AquaJet for 
the first time. with graphics Similar to the 
other )etskl games on show from Sega and 

Konami but with some allraClive ClrCUIlS and 
more of an empham on Jumping. 

But It was Capcom that. In some respects. 
held all the cards - at least In terms of low· 
end. bur popular fighting games. Warzard 
(running on Its new CPSIII board) and X­
Hen vs Street FIghter both proved there is 
still progress to be made in the ZO arena. 
while its Tekken Z-llke Street Fighter EX was 
in direct contrast 10 Slreet Fighter III £ 
seen running bnefly on Video. In ZO ... 

Capcom's CP System 111 
board will offer untold 
10 power. Its flrst game 
will be Warzard (top) 

3D titles such as Sega's Super (i;ant Slalom jostled for position with the Inventive and hugely Impressive (iT; Club 
Cote D'Azur (centre), Capcom's Stre.t Flght.r EX (see pal) was a surprise showing given its ambivalence towards 3D 







CE's Japanese president rarely gives 
one-on-one interviews but on a recent 
lrip to Japan Ed,e was fortunale 

enough 10 ae! some lime with him. WlIh 
PlayStalion currently neck-and-neck with Sega's 
Saturn in Japan, and a new nval ln Nlntendo 
now being taken senously. JUSI how confident is 
Sony feelina about ifs two-year-old console? 

I I:JI: ~"'1I1l" n. U ., .~ " "~l ..... , " 'Y u '" 

m ~t. ~u lch 11 j~ w h n~ic-). ')e,; 

-: ;'e'S.: u 101g le ml/g Jrv' n Jr': 

le IICJ~ hi. waSlouh 1< 
TOIi: T\ 3tth.~.t,~ ... I. w<r~ u 

• ~U~'~~A_ ~u ~~~til" I'" .... r 

TT I don't know. I am not an engineer, bUl l 
think this argument is misleading. The potential 
level of the products IS a funcllon of Ihe basIC 
architecture and capabilities of Ihe formal. and 
In Ihal respect, I Ihink no one WI ll argue thal 
the PlaySlation has less power than Ihe Saturn. 

Much of the power of the PlaySlalion's 
software comes from the libraries, and these are 
constantlY being updaled and have grown more 
and more sophisticated. We started Wilh "00 
libraries. now we have In excess of 1.500, This 
has been achieved in less Ihan two years, and as 
a resull il is very easy 10 produce beller and 
better software for Ihe PlayStaflOn. 

TT Choosing CD-ROM 15 one of the most 
important decisions that we made. k, I'm sure 
you understand. the PlaySlation could JUSI as 
easily have used masked ROM [cartndges]. The 
3D engine and evel)'thlnlil - the whole 
PlayStation format - is independent of the 
media. But for various reasons (lncludlnlil 
consumer economics. the ease of Ihe 
manufactunng. Inventory control for the Irade. 
and also the software publishers) - we 

deduced Ihat CD-ROM would be the best media. 
As a result, in Japan we have been able to 

successfully reduce the software pTlCe very 
substantially. compared to the cart ridge days. SO 
II was very attractIVe for consumers who are 
used to purchasing SI 00 software, to all of a 
sudden ha-ve a 40% reduction. 

Also. In Japan we established our own 
distribution network With the concept of direct 
sales to Ihe retailer. This was necessary la 
maximize the economic advanlage of CD-ROM. It 
also helps us control our products belter and 
helps us get information from the retailers. All 
of Ihls wasn't pOSSible in the tradit ional 
Japanese game software distribution system. 

TT [PauseJ. No, I don't think so. (Smiles]. 

President, Sony Computer Entertainment, Japan 

h 

TT [Pause)' I don't know. [Smiles]. But all of 
these changes are to ensure our basic 
PlayStatlon Slrategy is exerCised in all of Ihe 
importanl markels. 

In Japan we make very quick and 
~metlmes very drastiC deciSions as 10 how we 
wanllO do bUSiness. And we expect a Similar 
deCISion turnaround In olher markets. I think 
Ihal the new management team in the US will 
be best suited for Ihls purpose. 

TT Our sales have actually Increased since the 
introduction of the N6-4 . so In some ways 11 can 

TT I don'tlhink so. We certainly started With a 
higher demographic aboul one and a half years 
ago. but we are seeing a continuous declme m 
Ihe age of our customers. 

TT Yes. but 1 follow the Japanese statistICS most 
closely. When we changed the price to ¥H.800 
(£1 SS) we saw a dramatIC change in the 
demographic. So maybe the reason thal we 
started off WI th an older audience was because 
of price. And we have been telling our licensees 
that we are seemg a very dramatIC change In 

our cuSlomers. Now. the software companies are 
developing the sort of games that are acceptable 
to a younger audIence, and we are certainly 
trying to creale these type of games ourselves . 

Our currenl price IS ¥19,800 (£1251 and 

Softy Computer Entertainment's offices.re looted In OtH..-Ku. Tokyo. Adomlnc the 
com,.ny's reception.re Plliystation C ..... mascots (MuuMuus from Jumplnc FI.sh,left) 

be seen as helping us! Maybe I1 was because of 
the Increased total amount of marketing effort. 
so people who have not seen the vldeogame 
market for a long lime are now coming again 
and many of them are chOOSing Ihe PlaySlation. 

o {wee <11 b":ler,~lVe I" rary Q grl'"cH g me~ 
ve"'JiUS "'timC I),. withOJtd)u t agrea C n>f 
Do .IOu see 11 thiS w, ( 

TT In terms of the number of software tllles. 
Tekken 1 m Japan has exceeded one mllhon 
units m Japan already. and there are many wles 
that have exceeded 500.000 unus. I don't know 
how many unus Ninlendo has sold of Mano 64. 
bUI we have a large vanety of software products 
that are selling very well. 

1 thi nk haVing a broad range of games is 
very Important. From the Simple consumer 
standpOint. when bUYing a vldeogame system 
they want 10 play good games, and they want a 
good variety of games. ThiS is the mam reason 
they purchase the system the Play5tallon's 
broad library has to be a big advantage. 

I-'v n meal n [3~me 1".[ ~10J J4 
cc li 1U 10 -~...;e to tl::h iO 1,) I~ en 19" 
at!.. n thegall m)rkltWll'b~~pilb)"lg 

v . h 50'l g. 1_ I< 19 It e )I(ler l-JnlC 
aliNlI~e,d) aKm "tck=:" 

thiS makes us even more allTactlVe to younger 
people. We want the PlayStation to be enjoyed 
by everybody. young or old. This is my dream, 
E fg~ ~o Will fi h 

y •. w. n • 

TT No. I'm not confining ourselves to one 
particular market. 

nJmb 
TT I am testing theones every day. with my wlfel 
E 'f· 
TT There seem to be some dIfferences between 
what she and I hke. and what my son and 
daughter like. Maybe there should be more 
women deSigners creallng games. 

TT No. Psygnosls WIll continue to develop good 
PlayStatlOn games. I don', know whal quantities 
they are selling on Saturn, but I saw the Salurn 
verSIOn of WIpe-our - and it was okay. but even I 
could tell Ihe difference between I1 and the 
PlaySlatlOn version [Smlles1. 

TT Maybe Ihere are some times when one pulls 
ahead. but Ilhink statistics are quite similar. 
Smce the launch of the N6 .. , though, we have 
been outselling Sega by a large margln - and 
hopefully thiS will continue. 

TT 1 don't thmk so. And Ihey haven'l askedt ~ 



he concept 01 the Jdol ;5 a uniquely JapaneSf one. Yount drNm,.m. tnnoctnI 
hving dolls wiThout a hlnl of smut. 'manufactured' by mlAl( Indushy mtrkedne 
men and servt'd '" 10 an eager army of fanatical consumer... 

MUSIC company Hohpre}tas (",lIed Idols briort'. propflhne models 10 pop 1t.wt. 
dom In Japan. but !(yoko _ K dlfferenl . she's a VIrtual Idol. A$ manaa~ of the 
Dlalt Kids proJect. Yoshdlb Hon 15 5~artwadina Holipro's aHfmpt 10 brtak Into Iht 
mul1(irtledla market. 'USt", cotnpUlfr graphlCi. ~ wanted 10 '!'HIe a ~rwn .ble to 
pert as a real arm,: ht fMPlalrt$. 

T staff worktd on the deIaen of Kyoko's fau. E.tch WM ~5,ble for a spKiflC 
fealurw deCIded how'. I)hould look (t(CordlrWIO lhe.r p~nal la51~ Hot-on 

~~i:a~~:':h:;'~~"iU:"~d:~~'O , fann ~ *15 of the animanon. Ho~. the r~1t5 were as 'she' still the expreS51Yt quahty they wanlfli. So they spt'nI' SIX 

~~~:t;::;:a5 'surgIcal op~ahon' on l(yoIco's face, 
.1.: Kyoko to the Japanrse pubhc. We wanl her 10 

:=:~~~~~Z we don', know whelher thiS IS possIble: So. 
In December, WIth a real per10n 
PlayStallon or Saturn, Ihouah. 

even the best 8Mnft 
~ch nl c al1y posstblt: 

~oko Date 
Virtu.lldol 

• 







rip Hawklns remains one of 
the games Industry's brightesl 
sparks, He's an iIluminatmg 
ViSionary, a bnl1iant maric:eter, 
a shrewd busmessman. and a 
complete pain in the arse ! as 

far as Sega and Sony are concerned, an)"Nay I, 
Why? Because he's telling everyone who'IIIiSlen 
that Ihe 32 bit generation is dead in the water. 
And now, riding high wiTh \70 million in the 
bank and a sweet deal with Malsushlla (the 
biggest consumer electronics company m the 
world) , he intends to prOve it With M2 and a 
whole new range of 6-4blt games. 

Desplle never supponine The 300 
Company's original J2bn games plaTform (il was 
never going 10 take on PlaySlation and survive I. 
Edge has alwa~ admired and respected Trip 
Hawklns. The games industry needs him. And the 
follOWing interview offers a piercmg look mto his 
unique (and. 10 many. exceedingly controversial) 
pOint of VIew: 

Winner or loser? 
Edge Mosl people probably still thmk of The 300 
Company as a casualty of the hardware wars. and 
as a very troubled company. How dose IS thiS to 
Ihe reality of rhe situation? 
Trip Wel1. al the end of laST week we had more 
than \70 million in cash in rhe bank, so we're 
aClually one of Ihe besl financed companies in the 
eames indUSTry, Bul ifs true Ihat a lot of people 
probably don'l realise what eood shape we're in, 
or what changes have been made at 300, It's 
been a very Significant transformaTion. 
Edee So what kmd of company were you before 
IhlS transformation. and how IS 11 different now? 
Trip If you look at what we were dome before, 
we were In whal we call the 'Field of Dreams'. 
wllh the Idea bemg, 'If you build It, ,hey WIll 
come." Well. Ihe flaw in that type of busmess 
model IS 'hat you spend a 101 of money burlding 
'the Dream' and Ihen you're dependmg on 
someone else TO manufaClure Ihe hardware, 
manufacture the software. and eet It all sold - and 
then you're going to sort of rip off The royalties. 
And that gives you two problems: one. you've got 
all your egg\ In one baskel: two, you don', have 
control of fhe baskel. So 11 doesn'l really work, 
Even .f you're very lucky, II'S still not a safe way 10 

run a busmess, 
The olher thing we figured OUl about the 

whole 3 2bll generation was that there Wa$n't 
really any way you could do it right,It will never 
be mainstream, Coming off of the success of the 
16bit market and coinciding WIth the changes 
taking place in the PC markel. I think whalthe 
consumer will ultimately prove is that 32blt wasn't 
different enough, wasn't beller enough and wasn't 
cheap enough 10 be a big produCl calegory all by 
itself. This sounds sIrange. but Ifs nothing 
uncommon 10 The PC market. where cerlain 
generations of processors have been skipped. like 

terview 

the 286 pro<es~r. which was never a big deal. 
Edet So whafs wrong Wllh 12bn? 

Trip The feedback we've received through focus 
groups wnh consumers who have deCIded not IQ 
buy any 12bir s~lems indicates Iha! they don', 
recognise a dramatIC difference in the quality of 

the graphics over IGbi! systems. And I thmk the 
reason for Ihat is that. in terms of 20 graphics. 
Ihere Isn', a dramatic difference. and In terms of 
10. Ubil machines aren't good enough 10 do the 
job properly. 

When you stan moving Ihe camera 

pel"!lpewve In a 10 game on a Ubil system. you 
don', have- Ihe feaTures you need - like Mlp· 
mappmg. filleTing and transparency - and so. as 
you Iilel closer 10 the images. the pixels gel big and 
blocky. there are problems WiTh crossing pixel 
boundanes. elc. If you compare Super Mano 64 

10 Sonic Extreme on Sa,urn, you can really see rhe 
difference, So over rhe neXl few years, 6-4bll Will 
really be a disllngUlshable leap forward for 
COMumers. they'll feel Immersed m a 30 world 
which Ihey could never gel from U -bn, 

And although we were Ihe firsl people in the 
Ubil markel and Ihe firsl people OUI, It doesn't 
maller because Ihe problems are generiC and 
every smgle company - be il Panasonic, or Sega, or 
Sony - thal has manufactured and sold a J2bil 
format , has losl money on it, 
Ed,e Bul you're lalkmg about ~ga's and Sony's 
32blt efforts In the pasl lense, Surely that's a 
touch premature? 
Trip Well, they can keep Irying 10 sell them, but 
consumers are becommg aware of this Ihme 
called 6-4bil, Certainly, Nintendo's gomg to drive 
that awareness, then Malsushita's gOing to help 
dnve il, The consumer's also becommg aware of 
lechnologies like OVO and They're aware of the 
Internet, If you look al consumer mferesl m Ihose 
Ihree thmgs and then you look at Ubll products 
Ihat don', dehver Ihem, It means In alllikehhood 
Ihat thiS year will be The peak for 32blt and then 
iT Will decline fairly qUickly, 
Edge You're saymg that the lure of even beller 
technologies IS keeping J2biT down? 
Trip The fear of obsolescence has alwa~ been a 
major faclor m consumer electronics, But wnh The 
Bbn and 16blt consoles. wiTh pnces at SlOO or 
so. The consumer dldn'l have such a problem With 
It. Besides. Seea Introduced Ihe Mega Orne in 
Japan in 1988 and I1 wasn't unlll 300's product 
announcement m 1993 that anyone even Talked 
about J2biT anythmg. So there was about a five­
year perrod where the consumer didn't have any 
fear of obsolescence, They could spend therr 
SlOO and feel ~fe. But then, even before the first 
shipment of any 32bil machines, Nintendo was 
already tal king abouI 115 6-4bll product, It 
announced it three years before n shipped. 

The industry climate has changed 
conSiderably now, COMumers are now aware of 
new lechnoloeies and new machines a long way 
ahead of lime. So if you lalk abOUT prices of 

........ -------.!!!!~~H_ 



interview 

more than $ i 00, they Slarl 10 gel really nervous 
about the Investment. 

ThIs IS a market calegory where Ihe 
consumer wants 10 feel cool. but II 'S also cl market 
where parentS who are buymg somethmg for 
their kids don', wan! to waste their money. 

Technology In some ways is moving 100 quickly 
for Ihe consumer and they're kind of angry about 
11. so They've maybe ShUT down theIr Interest in 
purchasing cl little. 
Edge So how can rhe industry cha"Rt' IhIS? Surely, 
you're nOI Sc1)'1ng rhat It would be beller If 
Ie<hnologlcal d~elopmen' slowed down? 
Trip No. I think thal what will start 10 pull us OUI 
of that as an Industry is when you harness 
together 6-4b,! computing. DVD and Ihe Imernel 

In one producl. ThaI's cl product 'ha! a much. 
much larger audIence will be Inlerested m. It's a 
product that also transcends thiS Issue of 
obsolescence because nobody thmks of the 
Internet as bemg obsolete overnight - quite the 
Opposite, Nobody thinks of OVD as being obsolete: 
they think of it as being a movie format they'll 
watch for the reSI of their hves. The game format 
Within the equation, even at 6-4bll, is still 
somewhat exposed to that Issue, bUI if it's just a 
feature of somethmg a consumer IS gomg to buy 
for other reasons, Ihen they're not as concerned 
about It. 
Edge And you don't see IhlS technology bemg 
Immechately superseded by 12 Sbll? 
Trip If's gomg to be a while before you hear 
anybody talk about 12Sbll processors be<ause 
there's no compelling reason 10 go 10 12Sbit. So 
even Intelln Ihe PC markel Will be using 
6-4bil processors for Ihe foreseeable future. 

What went wrong? 
Edge That all sounds very senSible and well 
Ihought out. So why did you launch a 32bll 
machme m the fn'st place? 
Tri p Simple, We know thiS now, bUI we didn't 
know 11 then, If you go back to 1990, that's when 
I cuI the big pubhshing deal for Electronic Arls 
wllh Sega. I knew Ihal deal would put EA in good 
shape for the rest of the 16b,1 generalion, but I 
was actually really concerned about where the 
industry was going 10 go after Ihat, 

I looked allhe market and thought. 'Gee, 
the PC IS not going anywhere' - because at The 
lime, nobody was talkmg abOUT audiO/ Video 
features on the pc, it had very poor processor 
performance, and poor graphics, It dIdn't have 
the nght sound capabIlities and 11 dIdn't have 
mull1·user capablhtlts. There was no Internet. The 
pc market generally looked prelty sleepy, 

In the console market there were these 
machines that ran very expenSIVe cartTldges. had 
very little capacity. couldn't really do very much 
and were also lumbered wiTh very Draconian 
business models, So It seemed like a good time to 
try and do somelhing aboutlhat, 
Edge So what went wrong? 
Trip I think what 300 overestimated - what I 
overestimated - was how good 32blt technology 
would be, how easily consumers would dIgest the 
value of 11, how easy 11 would be 10 develop for. 
and how much you could get out of CO·ROM 
technology and dlgllal video. You Just go right 
down the line. I overestimated It all - and I have 
10 say that Sega and Sony blundered nght into the 
same mlslakes a year or so later. 

Then what we got was a lot of savage 
cnl1mm of CD·RC4H for bemg a slow and inept 
technology. developers complammg aboul how 

What I overestimated was how good 32bit 
technology would be ... I overestimated it all 

much more II cost 10 write for, Ihe video quality 
not being good enough, consumers bemoaning 
too much emphaSIS on video and not enough on 
gameplay, Bul I don'l think these thmgs were 

speCifically 300'5 problems: I thmk everybody fell 
mTO Ihe same boar. 

Then If you go back to when Nmtendo 
announced that Ultra 6-4 would be prICed at 
\250 - that was the fall of 1993 - they were 

assummg thal all th~ 32 bll machmes would be 
$500 and sure enough. when Sega and Sony 
mtroduced m 199-4. they mtroduced at \500. 
Now. here we are less Ihan two years later. and 
they're at \199. Well. the reason Ihey're at Sl99 
IS not because of producl1on economies: the 
reason they're at S199 IS because they can't sell 
them at a higher pricepoint. 
Edge But sales have pICked up smce the pTlce 
drops by Sega and Sony to \ 199. 
Trip Even at \ 199, everyone has found thaT Ihe 

volume Just Isn'T what they hoped It would be. In 
terms of what the tethnology can do. you would 
expeCT that 32blf at SI 99 would be domg about 
the same numbers as 16blt was domg at $1-49 or 
\ 129, bUI It'S nOI even remotely close. AI thiS 
slage. the 16bn market was doing about 20 
million Units a year and was well on liS way 10 
achieving an mstalled base of SO 10 60 million. 
32b,tlsn't even close. 
Edge Nevertheless, Sega and Sony do seem to 
have made a beller go of 32bllthan 300 dId. 
Tri p It depends how you wanl to define beller. 
Sega lost $600 million laST year. 
Edge Okay. m terms of unlfs sold they've bolh 
done Significantly beller. 

Tri p Sony had Ihe be-nefll of commg In lasl. so 
they could see all the mIstakes thal Sega and 
ourselves had made. They also came up wllh a 
ve-ry nICe- product. but the-n If you come m later 
you can use later te-chnotogy. so the-y were able to 
utilise a RISC prOces~Or Ihal was further Into 
evolution than anythmg we'd used. 

I thmk you have to look al Sony's overall 
execution and say Ihey did a prelly good job all 
across the board. They were ce-rtamty bener al 
marketing the produCT than Panasonlc were with 
300. but There again they had the monolithiC 
model. They were able to control all the factors 
Within one- company. HaVing said That. Sony has 
losl money. They've losl a 101 of money. 
Edge- What about Sega? 
Trip Se-ga had Ihe- advantage of having a very 
strong brand - arguably Ihe btsl Vldeogames 
brand m the world. They've- managed 10 screw 
thaT up now. but it was. at one stage. an 
advantage. They also had some very strong 
com-op propertIes. 
Edge 300 never had strong software. did 1I? 
Trip 300 was a start·up company. so we- started 
out at ground zero and came- up with a different 
concepl aboul how 10 do this business, one which 
was certainly novel and which a lot of people 



were very Intrigued by. Tha(~ why a lot of 

companies signed up to support It. But I think. m 

retrospect, it doesn't work very well if you have a 

sort of patchwork quill with the~e guys doing the 

hardware, and these guys domg the software, and 

these guys managmg the hcensing program. It just 

doesn't work. 
Edge So what's the right way to do II? 

Trip What you need IS a company That's a drlvmg 

force: a company that makes, markets, and sells 

the product. and also supplies enough of the key 
software to really get the format going untUlhe 

thlrdparties come in. We've learned that lesson, 

Hatsushlta's leamed that lesson, and that's why 

the busmess model for H2 is much more along 

those lines, 
Edge Do you thmk that Sega and Sony have done 

as well as pOSSible With J2bll, gIVen your behef 

thal 32 bll IS fundamentally flawed? 
Tri p POSSibly. I guess what I'm Irymg to say is rhal 

If 300, Panasonic, and Goldstar had wanted to 

lose as much money as Sega and Sony have losl. 

we could have sold more machmes. 

Edie Would more hardware hcensees have 

helped the 300 cause? 
Trip We were certamly hoping for that. In 

retrospect, the timing of how we did rhe whole 

thing was off course. We put the hardware in the 
market prematurely, before there was enough 

software ready. The reason that happened IS that 

we were way loO dependent on thlrdpany titles 

and the Ihirdparlies were lale. So once we got 

that out of kilter, Panasonic wanted 10 launch the 
hardware anyway, the software companies didn't 

care if they d id or If Ihey didn't, so everything was 

out of sync. 
I think that's why you now see formal 

companIeS much more focused on launchmg 

platforms without depending on th,rdparties, 

You have Sega, Sony, Matsushita, and Nintendo, 

BaSically, these four companies are all pretty 

strong and pretty self-suffiCIent - they don't really 
need Ihirdpartles, partICularly If you lie Sony and 

Hatsushita up with DVO, where they have a 101 of 

movie software, Then, in terms of having a killer 

app. you have a lot of movies available and Ihat 

lakes pressure off games. 
Edge Sony wasn't known as a game maker when 

It flrsl launched PlayStatlOn. 

Tri p I think whal Sony initially did was to try and 

do whal 300 did. which was sign up Ions and 

Ions of companies and Ions of product. Now 
they're beginning to realise that it's not a 

particularly good strategy, Generally, thirdparties' 

schedules are unrehable and their quahty is also 

very unpredictable. 
Sony knows now thal by allowmg so many 

products to get started m development ,everyone's 

going to lose more money and have more 
resentment about paying licence fees to them. At 

El, the'flJmour was that Sony was gomg around 

telling licensees that although there are 350 
products in development, they're only going to 

approve 150 of them for the US market, They 
might find they're a lillle bit late trymg to control 

the situation. 

Edge When did you arnve a' Ihe reahsatlon Ihat 
the ongmal 300 machme and busmess model 

were nOI gomg to work? 

Trip Things were difficult from day one because 
The launch IImmg was messed up. Throughout 

199-4 we weren', spendmg a great deal on 11 -

and neither was Panasontc - bUT we were slIlI 

trytng to be resourceful to try and get It going, In 
early 1995, we realised thalthere was no way we 

were going to make it work and Ihat I1 was beller 

to withdraw. 

Edge Do you thmk you got enough support from 

Malsushlla, Sanyo, GoldsTar, and the rest of your 

hardware hcensees? 
Trip I think everybody gave It theIr besl effort, 

The problem IS that If the structure IS fragmented. 

interview 

It's like a lot of engmeenng. You have a new 
Idea, you bUIld It for the fir)t lime and in the 

process you rethink things, fine tune things. untn 

eventually you have to throw il all away and start 

all over agam. Ilhmk that 's what the mdustry's 

just gone through with 12·blt. 
Now we're looking aT OVO vs CD-ROM, MPEG 

2 vs HPEG , 6-4 -blt vs J2 'blt, It's like we had the 

nght core Ideas bUT they weren't executed 

perfectly. ThiS lime around I thmk you're gomg to 
see things done nght and you're gomg to have far 

greater mass-market pOlentlaL 

Buckets of cash 
Edgt GOing back to your opemng comment. how 

did you land S70 mllhon In the bank? 
Tri p We ~topped spending money on the J2blt 

market a year and a half ago, so that helped, But 

Then, two yeal1 ago. we started working on M2 , so 

We've J:ot $70 million cash in the bank, so we're 
actually one of the best financed companies 

everyone's wailing for everyone else to do 11. Ir"~ 

hard to work as a federallon, 

Edge So If you could go back to Ihe mceptlon of 

the J2-blt proJect. would you do things 
differently? Or would you nOI do It at all? 

Tri p WIth hmdsight. what I would have done is 
shifted emphaSIS over TO PC software, and then 

tried 10 take the high ground by pushing for 

sound and graphics on pc, 
lf you look al a company like Ongm 

Systems, they were relatively small and theIr 

strategy was to support real high-end PCs, and 
what happened was that the market grew up 10 

their level and they expanded tremendously, Thai 

would have been I~e right thing for me 10 do -
Just nOT worry about the console market for a 

while. lelthe technologies mature a lillle bit. 

we were runmng up a prelly good expense for 
that. but we weren'l gelling any revenue out of 11, 

Once we realised we didn't want the 'FIeld 

of Orearm' model. we deCided we had to do a 

couple of things. Fu'St, any market we're in, ler's 

have a revenue-dnven approach to it - let's find a 
customer who wants to pay cash, Second, let's not 

put all our eggs In one basket. Let's make sure 

that when we deSign a technology we can 

leverage 11 across more Than one markel, 
So we started 10 see That ThiS 6-4bil 

technology that we were developmg was In sync 

WIth where console gamrng was gOing. with 

where OVO was gomg to go, WIth where Internet 

boxes would go, where the PC was gomg. and that 

all four sectol'$ could mclude products using the 
same core technology, 

We went to Matsushita and said, 'Here's how 

we want 10 change our approach to the bUSiness: 

and we sort of did a trade wilh them. If you look 
at the 12bit model we had wllh them, we 

essentIally gave them the hardware technology 

bUI we kepI the softwarl" hcenslng program. That 

drove them crazy, and it didn'l work for us. So 
what we've done with 6-4b1l1S say TO Them: 'How 

about if we gIVe you control of how you bnng the 

I«hnology 10 market. and let you run the 

software licenSing program, but we keep the 
righls to the hardwarer 

The $1 00 milhon deal that we struck With 

them means That even if we had no rights 10 do 

anything else, H2 would slll1 have been very 

profitable for us. But the key IS That H2 IS a 

compatibility format. so if I take a disc and slick it 
1010 a player and il plays. that means it's M2 

compatible. In the consumer game market. only 
Hatsushita has the rights 10 that API. 

They have no rights, however, to any 

derivative works, So what thal means is that we 
CfttIf.1I MIll fII06 



".11 .... 
could go in and fiddle with a few bits. make 

something M2 prime. and we would have the 

rights to that. So in terms of deriving an Internet 

box or a PC chip or a downstream next­

generation version of M2. we own all the rights 

and they don't_ 

Edge- It sounds like a great deal for you. How d id 

you get Matsushlta to agree to it? 

Tri p Well. they don'T really undersTand how to 

deliver this kind of technology on Their own. so 

They depend on a company like us. And they also 

had to make a deciSion on whether to be partners 

with us or to try and find someone else_ 

We were The best choice m terms of our 

abiliTY 10 execute the technology and the kind of 

financial deal They could make with us. They got 

whaT they wanted_ they gotlhe lechnology they 

wanted. and Ihey gOT control over the parts of the 

business They wanted. Plus they're a very. very 

large company. so for Them to make this kmd of 

investment is not a big deal for them_ 

What we do from Ihis pomt on is Treat This 

We are way down the line on [Ml software]. 
Some Ml titles are now good enough to show 
deal as the anchor for the hardware busmess and 

we start doing OTher things like PC chip deals and 

spinning off OTher bUSinesses like MPEG encoders 

and arcade boards. 

Edge- Has the Si 00 mllhon deal Wiped out the 

losses you made on the ongmal "32bn proJect? 

Trip No. from 1991 TO 1995 we 1051 a 101 of 

money. well over $100 million. so we have what 

is called an NOl [net operating loss] carried 

forward. It means that we weren -t clever. we lost 

a lOT of money. but it also means that we have a 

big tax benefit if we ever make any money. so we 

won'T be paying any taxes 10 speak of for The 

foreseeable future. 

Games for all platforms? 
Edge What strategy do you have m terms of 

selectmg whICh formaTs 10 publish on? 

Trip We'lI publish on any format that we think 

will have a meaningful installed base and holds 

some synergy for us - and if we're not going 10 

publish our games ourselves. ,hen we'lI licence on 

The rights to some other publisher. We recently 

did a deal with Acclaim and they're going to 

publish three of our litles on the PlayStation and 

The Saturn. 

Edge Why not publish yourselves on PlayStaTlOn? 

Ifs surely the next-generation market leaderw_ 

Trip Put it this way, if I thought thalthe 

PlayStation was going to be a really large market 

and I Thought it was going 10 extend far enough 

into the future. then we would publish for it 

ourselves. I don't believe thal. so rm happy to let 

somebody else have the rights and we'll just gel 

some money out of iT, We'd raTher concentrate 

our resources on platforms that have a greaTer 

long-term value_ We're using Ihe M2 as a sort of 

launching pad for our 6 4-blt pubhshing. Ifs 

obviously a Technology That we know qune well 

and, as a publisher. we have a unique hcence wnh 

Matsushita - we're not subject 10 Ihe same kmds 

of controls thaT everyone else is subject to_ 

So. should Matsushila be able to make a 

good market for M2, it would be a Tremendous 

advantage for us, On the other hand. if they don'T 

make a big market out of it. then we'lI still have 

used il as a springboard 10 develop 64bit 

properties which we could Ihen Take 10 whichever 

platform the customer chooses. ThaI could be a 

PC using a 64bit graphics chip. or a 64blt 50ny 

machine. or Ihe Ninlendo 64. or whatever else. 

Edge- How far advanced has your game 

development reached for MU 

Trip We're way down the line on it. Some of the 

liTles are good enough to show publicly now, 

although we haven't chosen to do that yet. 

Edge- And so fa r. your only de-fmite publishing 

plans are on the PC and M2 . IS that nghl? 

Trip Ye-s, we- II . those are- the- only one-s we've 

announced. I would also consider The Internet as 

a platform in itS own right. and we're certainly 

developing Wle-s that are specific TO that. 

Edge How big a noise do you think you can make 

In the highly compe-tltlve PC game- arena? 

Trip I think we know how 10 make good PC 

software and to bolster that, we've bought New 

World Computing. the company be-hind Might and 
Magic and Heroes of Might and Magic. So I Think 

we have some cachet in the market and we're 

making some stuff that is pretty good, 

At the same time, we regard the PC market 

as a kind of tactical manoeuvre fo r us. It certainly 

doesn'l make sense to me for us to show up in 

1996 and say. ·Okay. we're here to make games 

for the PC: and the-n just SOrt of march in and 

push all the other people- out of the way, I don't 

see that as the right approach at all. I JUSI see it as 

one of the many arrows in Ihe quiver_ 

In The Art of War. what Sun Tzu says is thaT 

if an enemy's army is at the top of a hill, you 

should never go and allack thaT hill. Instead you 

should go to the lOp of another hill and try and 

convince him to attack you. 

The PC market is a fairly good hill. Ifs a 

nice-sized hill. but ifs saturated with competition. 

The Ubit hill has turned out 10 be nowhere near 

as big as everyone hoped and, 10 compound that. 

Ifs also preTty saturated. The 64bll hill is way off 

In the distance - nobody's really focused on it yet. 

And, although it may look small. as you get closer 

JI turns OUI TO be really. really big, We want to be 

one of the first on That hill. We have the money. 

the technology. the Talent. and the time. So we 

have a good shot at it. 

EdgE' How easy was it to explain to your 

shareholders Ihat you'd attacked the wrong hill 

and lost a load of money. bUT that you n?w know 

whICh hill you want and could they bear with you 

while you go and attack that? 

Trip Well. of course. The make-up of the 

shareholders has changed over the years. Now The 

two largest shareholders in 100 are Matsushila 

and me_ I've put more money into 100 than 

anybody else. Generally. I would say that Ihere 

was a lot of disappointment because we went out 

and said. 'Hey, we're going to try and set a 

standard wiTh this Thing and we're going 10 try 

and humanise many of the more unhelpful 

aspects of thiS industry." and a lot of people 



Ihoughllhal was great, buIlt just wasn'110 be, So 
there was a lot of di!>appointment about Ihat and 
it caused a lot of people to jump off the 
bandwagon, 

Frankly, at thIs pOint, I don', expect a lot of 
people 10 jump back on because I don'l expe<t a 
lot of people 10 understand what we'rt dOing, so 
wt'lI just have to go out and prove it, 
Ed,t In Iht gaming market as It tXISIS today, how 
do you think 100 ranks against other pubhshers? 
Trip If you look 031 a tradillonal game company 
like Electronic Arts. they're obViously much more 
malure Ihan we are so they have tremendous 
brand strength, whIch we don't have, and 
tremendous distnbution power, wt'llch we don't 
have, But on the development Side, I hon~lly 
think we are comparable in terms of our ability 10 
make stalt'of,the'an games. The reason I say thal 
is lhat although Eletlromc Ans probably has 
around 800 people in development and we have 
just less than 100, all of ours are focused on next' 
generation products and platforms, EA probably 
has a lot of their people doing clean'up duty on 
older generatiOns. So, m terms of looking 
forward, we're about as big as anyone out there, 

BUI then again, software is just one 
component for us, On the hardware side, we're 
going 10 continue to search for more and more 
ways to use our technology to leverage special, 
Mraltgic relationships wllh manufacturers, 

Frankly, over the next fIve to 10 years, I 
really don't look 031 Sony and Hatsushlta that 
differently, They're bOlh huge compames and 
Ihey're both gOing 10 be major factors In Ihe 
market and I'd like 10 have a good relallonshlp 
with them both, 

Haybe the way I get a good relallonshlp 
with Sony is by makmg a bunch of Internet sluff 
thal they want to have run on their consol~, and 
maybe Ihat's a way for me to convince them 10 lel 
me have a beHer hcenslng rate, But I cenainly 

every home that has an offICe worker has a PC 
and Ihe households thal don', have office workers 
don'l have any interest In PCs because Ihey're 
expensive, they're hard 10 use, and they're mainly 
for bUSiness apphcatlOns, 

What those households are Interested in IS 
entertainment, But amaZingly, they're also 
interested in the Internet because every time they 
see an ad now there's a Web address on It and 
they're beginning 10 feel that they're miSSing out, 
Butlhey sllll don't want 10 spend Ihe money or 
deal with the compleXIty Ihal comes wllh a pc, 
That's why I think the next really bIg growth place 
for thIS market IS when you can hook these three 
things - OVO, 64blt games and the Internet -
together, And, by the way, there's no reason why 
IhlS can't be a $299 product In two or Ihree 
years' time, 
EdIt' So "how far away are we from an Inll~'grated 
product boasllng OVD, 6-4bll gaming and Inlernel 
access al \299? 
Tri p Not far at all, If you look al OVD, It'S coming 
oUllate this year or early next year and Ihe 

Well you know ... in the long run I don't think 
the PC market is a massmarket proposition 

don't wanl to be just another thlrdpany publisher, 
Edge DespIte your obVIOUS deSIre for dramatIC 
dlverslflCallon, is It safe 10 assume that 
straightforward retail sales of PC games WIll be 
the blggtst part of your bUSiness for at leasl tht 
nexl year? 
Trip Yeah, definitely, 
Edgt' But that's not a situatIOn you Stt as long 
term for The 100 Company? 
Trip Well, you know, wt'lI lake the )'Ield from 
whaltver piece of tht market offers 11, BUI in Ihe 
long run, I don'llhink that the PC IS a 
mass market proposition, 

Evtn the most re<tnt research wgg~ts that 
there are a lot more households that don't wanl a 
PC than there are that do, and we're slarting 10 
gel to a point in the United Stales where almost 

Introductory pnces are gOing to be as low as 
\ 19910 \-499 , We al!tO hear from Japan that the 
price will come down byaboul $100 a year, so 
that means you're qUICkly down 10 \299 or less, 

If you then want 10 add a game formal. 
Ihen even though 11 bOOSTS the manufactunng 
cost. you're also adding a royalty-bearing feature 
to offset that. so if you want. you can keep Ihe 
pnce of the hardware the same, 

So, by 1998, if this 5~lem has a higher 
price than \299, 11 will only be because the 
manufacturer wants 10 make more profil, It won'T 
be a cost issue, 
Edgt' If we look around at the current games 
market contenders. Sony, Sega, Hatwshlla, and 
Nmlendo, would you agree that Sony and 
Hatsushlla - by virtue of the fact Ihal they are 

both bIg consumer~lectrOnlCS companies and not 
JUSt game companies - are the two that are besl 
placed 10 dehver somelhmg hke the 
DVO/ games/ Internel box thal you've been 
refernng lO? 
Trip They're Ihe only two, I thmk, realistically, 
Matsushila's real ~t becoming a slrong 
supplier of a game format depends on how well 
they can integrate DVO technology wllh H2 , 
Edgt' They don't seem m any rush 10 launch Ml, 
or even talk about 11, 
Tri p That'~ true and let me tell you why that IS, 
Over Ihe last five years, everyone Ihat has brought 
a new formaT to markel has lost money - in mO$t 
cases a helluva lot of money, So, whereas the rule 
used 10 be that If you have a new technology you 
should rush 11 out. now everybody realises Ihat 
doesn't work, Matsushila reahses that It'S nOl the 
tlmmg but the quality of the launch Ihat counts. 
You have to offer Ihe nght performance at Ihe 
right pncepOlnt, and you have to have Ihe righl 
markel1ng and the right software from day one, 
And if you don'l. you're better off wailing unlll 
you do, 

Also, as a consequence of Mal~shila 
waiting, they have been able to work WiTh us to 
improve the product, so that relative 10 what the 
hardware spe< was a year ago, it's now a very 
dlfft'rt'nl machme, offenng a much improved 
level of performance, And 10 us 11 sounds as If 
they're being very aggressive wllh their plans for 
pnclng, their plans 10 move to OVO, and their 
mterest m the Interne' - so they're thmking aboUT 
all tht pIeces already, 
Edle What do you think are The chanc~ of a 
1996 Chnstmas launch? 
Tnp Again, there's nothing official as yel, 

Thf'OrelICallY, lI could be shipped Ihis year, but 
thtrt wouldn', be enough software to make I1 a 
really good launch, There will be enough by, !>ay, 
spring next year, 
Edit' And IS there any chance that I1 would be a 
DVDbased box straIght away? 
Trip No, in ThaI Ilmeframe you'd have to go wllh 
a quad-<;peed CD'ROM drive because the precise 
DVO spec was only finalised very recently - There 
was a bunch of copy protection issues that had to 
get sorted out. Anybody trying 10 launch a DVO 
game s~tem would be looking al probably early 
1998 as a reasonable launch dale, 
Edit' So the Ml machIne that emerges next year 
Will be a CD-based platform gomg head to head 
WIth Nmtendo 64 , 
Trip That's a reasonable way of looking al it, 
Another way of looking at it is 10 say thal i' isn't 
gOing head to head with anything, Ihallr's a 
proving ground In whICh you bUild up your 
software base, and you work out some of the 
kinks in manufacturing in preparallon for Ihe 
launch of a DVO version, whICh IS your real shol at 
Ihe big lime, 
Edge Apart from 100, where wllllhe slrong early 
IItles for Ml come from? 



interviev~ 
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T tip Well. Hafsusnita has cl deal wnn Wilhams. 
They can do basICally whatever they wan! with the 
W,lIiams product hne on M2 . They're also workmg 
with olher cOin-op compames In Japan. They're 
doing some stuff wlIh Konam1. 'hey're dOing some 
stuff with Capcom. 

Their strategy is 10 focus on com'op litles 
and I think that belween what we're doing and 
what they're doing - plus the movie component 
Ihat Will be<ome releva", wllh DVD - that's a 101 
of software. There are additional thirdpar1le5 
above and beyond thal. but that program hasn't 

really got into top gear. 
Edge So Ihe more Iradlllonal game pubhsher!.. the 
ElectrOnic Arts and Acclaims. aren't really on 
board yet? 
Trip They're nOI all on board and they're certainly 
nOI an running al full speed. but a few are doing 
some development, 

Edt~ After heanng qUlle a lot about M1 from The 
'300 Company a year or so ago, we're now m a 
period when It seems to have fallen off everyone'~ 

agenda, When are you or Mafsushlla gOing to Start 
makmg some nOise again? 
Trip Well it's funny because from our pOint of 
view you have to remember that there was a lime 
when we were spending money developing this 
thing called M2 , but we weren't making any 
money from it. so we were out promotmg it hke 
crazy and looking for a customer, Once we had a 
customer and S100 million m the bank. we 
thought: 'Great. we can shut up now: 

Plus there are now some hmltanons on what 
we can say, It's nOI our privilege to go out talking 
about the details of the product any more 
because it's their product, So, for Instance, the 
changes that I mentioned that have been made to 
the spec in the last 11 months, it's up to them to 
talk about them in any detatl. 

Also, hke I said, they're In no rush, They'd 

hke 10 know more about Sony's 6<tbil plans, 
Ihey'd like to know more aboul where OVO's 
going and they'd like to digest Ihe whole of the 
Nmtendo 6<t launch a bIt more, Meanwhile, 
Ihey're keeping Iheir powder dry, 

From our poml of VIeW, 11 would be great if 
M1 is a big success for them, but on the other 
hand, even if ifs not. we wtll sltll have made a 
huge profit on It anyway and we're diversifying 
our software bus mess no maller what happens, 
Edle What would you do If you were running 
Sony nght now? 
Trip Where Ihey really stand to make a lot of 
money is in the same place as Matsushila - on a 
OVO productlhat has 6<tbit gammg and Internel 
capabilities, So what Sony ought 10 be domg is 
trymg to gel that producl 10 market as soon they 
possibly can, 

They should be bUilding up an Internet 
software franchIse and a 6<tb.t optical dISC 
business Ihat's muhlformat, not lied to theIr own 
machines, They're doing elements of all those 

things, but I don', think they're m as big a hurry to 
get 10 the 6<tbit OVD STage as they should be, 

lOO and Sega? 
Edgt' Wouldn't M1 sell a lot better as a game 
machme If It had a bIg Sega badge slapped on It? 
Tri p Wellthafs an interesltng quesllon for Sega 
because they're literally haemorrhaging money at 
the moment And because of all their problems 
they've eIther shut down or restructured almost all 
of their internatIOnal operations, And I thmk 
you've now got to question whether or not Sega 
still has the abiliry 10 be a major supplier of a 
new formal, 

Personally, I find it shocking that Sony 
outperformed Sega as much as 11 did, In the US, 
those two companies have had Virtually the same 
pnce pOint, the same product features, and 
Similarly attractive software Ilbranes. Sega even 
had a Slx·month head start, Yet Sony outsold them 
by a rallo of about '5 10 I, 

I think that what happened was a lot of 
consumers got fed up with Sega pulling the rug 
out from under their hardware so many tImes, 
You know, they were told, 'Buy Ihe 16·bil, now 
the Sega CD, now the nx, and now we want you 
to buy the Saturn: And everyone fmally ended up 
saYIng, 'Screw You, Sega!' 

It's gomg 10 be tough for Sega from here on 
in, partIcularly as they're not proving 10 be very 
good 031 designing their own hardware, 
Edee So why doesn't Sega dIp out of making 
game boxes and hcense theIr brand to Malsushlla 
for MU Doesn't that make sense for Ihem? 
Trip 11 makes sense 10 me, Ihat's why we lried to 
do 111 For most of last year Sega was mterested in 
domg Ihal, but at the end of the day I think Sega's 
corporate ego IS still too big to allow them to 
partner Wllh anyone. But I don't thmk that means 
Ihey wan', do It m Ihe future. 

I t~\lnk a lot depends on how they perform 
financially over the next year and then do they 
have the nerve to Introduce their own format 
again? They like conlrolling theIr own business, 
They don't hke the idea of haVing 10 be partners. 

It's the same thing with Nlntendo, although 

Nlntendo IS In a much stronger finanCial pOSition 
than Sega, Plus, Nmtendo instinctively wants to 
hve at the bottom end of the market. that's one of 
the reasons they've stayed away from an optical 
dISC. Even now they have a fairly negallve allitude 
aboUT CO'ROM and DVD because Ihey don't think 
they can control it, They've got the patent on Iheir 
securlly chip, but unless the software's delivered 
on a medium that connects through an edge 
connector - where you can use that chip - they 
get warned about somebody messing WIth their 
hcenslng program. 

They're also not that worried about any 
thlrd'parry software market, They want to make a 
really great children's toy, and they want 10 sell a 
bunch of their own software for it, You have to 
reSPect the purity of that model. 

Sega IS a very autocrallC company. It's really 
driven by (HayaoJ Nakayama and whaltvtr ht 
wants to do. but I think there's a pretry good 
cha!l(e rhat in the next couple of years he'll finally 
throw in the towel and say. 'Screw it. let's JUSt be a 
really great software company: Then they'll decide 
who they want to partner wilh in hardware and 
make sure they ger a good deal for the use of 
their brand, In many ways Ihe Matsushlla and 
Sega relallonshlp would have made a 101 of sense 
because you would have had Sega's markellng 
acumen and software plus the manufacluring 
power and rechnology of Matsushlla backing it up, 
Edgt How far dId negotIations get? 
Trip The deal was Virtually done, It only fell apart 
at the last minute, 
Edge Why? 
Trip Ego - and nOI just Sega's, 
Edge Is thEn any chance of tht deal bemg 
resurrected at all? 
Trip I don't think these sorts of thmgs are ever 
dead - partICularly wilh Japanese firms. You JUSt 
have to sil back for a whIle and see how the 
marketplace develops, how il falls mto place. 

Sesa has a lot of interest m OVO, but some 
of the research we've done suggests that If a 
consumer goes oul ro buy a DVD player with 
gaming capablhties. this person IS gomg to focus 
on the OVO brand, and not the gammg brand, I've 
heard many consumers say thal they wouldn'l 
dare buy a Sega- or Nintendo·branded OVO 
player. They thmk that the movie quahry would be 
lousy, And while that may not be the ca!t(', It'S 
cerlamly the perception, 

And If OVO does turn OUI 10 be the Trojan 
Horse Ihal dnves the game business forward, 11 
benefits Sony and Malsushlta enormously and i' 
becomes a questIon of how Sega and £ NmTendo fit m. 



Andrew Spencer Studios uses ellipsoids rather than poiycons for .!I the "aphla In EcsttJtIctI .2. The resutt Is some amnlncfy IHellke characters (left) 
and lots of strance 3D 'textures' (ript). ,.rtancles tend to make robot-Iooklnc ftp,.:explalns 5petKer. 'Ellipsoids are More human' 

Andrew Spencer: 'OUr 
aim Is to combine hip­
quality "aptdes with 
stronccameplay' 

Ba 2 
If you thought polycops ~ere the pnly choice for 3D graphics, 

In In K again. Wrew Spencer Studios, workinS on the JeCtlleI to innovame PC acmnture Ecstatica , 

has different Ideas. Edp meets the london-used team to find out the truth about ellipsoids 

I
t's ironic that a game with the 
title Ecstatica 2 should come out 
of one of the scruffiest, most 

charmless parts of London: a city 
positively littered with scruffy, charmless 
parts. But here, in an unfashionable 
stretch of fashionable Islington, 
sandwiched between two prisons, is 
Andrew Spencer Studios: a highly 
innovative development team obviously 
completely unperturbed by their less­
than-glamorous surroundings. 

Although it's a small set-up at the 
moment - with only five in-house 
employees - things started even smaller. 
Spencer spent years working single­
handedly on the engine behind the 
original Ecstatica (see E13), and when 
the actual game was ready to go into 
development, he recruited just one 
helper: film animation expert Alain 
Maindron. Together they created what 
was at the time a visually stunning and 
complex: game - an Alone in the Dark­
style arcade adventure with dozens of 
locations, dynamic camera angles and 
beautifully animated characters. 

Although it has aged somewhat 
ungracefully, Ecstatica had one facet 
which is still notable: its use of ellipsoids 
to create characters and backgrounds, 
rather than polygons. Polygons are, of 

• 

The And .... SpetKOl' Studios ..... (fro .. left to ri .... l: Nool Petty, 
Andrew Speftcer, M_reus W_pnfuhr. Ken Doyle and One Lowry 

course, constructed from triangles, so 
games featuring them always look 
angular (unless you use thousands, 
impractical in any game where frame 
rate is a concern, or use plenty of 
Gouraud shading). Ellipsoids, on the 
other hand, are, by definition, circular 
rather than pointed. 

But what are the advantages of using 
such a unique method? 'Its the question 
I always get asked,' sighs an introspective 
Andrew Spencer. 'The main advantage 



is the organic-looking characters. 
Triangles tend to make hard, robotic­
looking figures, whereas ellipsoids can be 
used to create rounded, more human 
alternatives. Ellipsoids can also be more 
efficient because you can make a much 
better-looking character out of fewer 
shapes: 

The artists working at Spencer's 
studio also point out that ellipsoids are 
easier to animate smoothly, giving 
characters grace and deportment missing 
from their polygon equivalents. 

Because of these benefits, polygons 
have been shunned again, ~nd the 
whole ellipsoid engine is now being 
improved for the much more graphically 
impressive, hi-res sequel. Ecstatica 2, like 
its predecessor, is an RPG-style arcade 
adventure. The object is to kill the 
demonic sorcerer and his army 1Nh0 have 
overtaken your castle, and then free your 
betrothed from their satanic clutches. 

E~slati(tl2 ~oasts a hero who 
can fight wlltth fiSts or ~ VIleapoJ1!J a!i 

wel as Jump, dUCk a'hd uodge 
On the way, you also have to find and 
put together pieces of the Elder Sign, a 
powerful talisman that has been 
smashed by the evil gang. 

In terms of genre, the closest modern 
reference points are probably Time Gate 
and Time Commando - all three games 
feature pre-rendered backgrounds, 

Th. combat system Is more comprehensive In fottlfleD 2 than In mlny 
other PC Ircade Idventures. Consequently. flpts are more tactical 

prescreen 

Andrew Spencer Studios is 
Ktualty a rather s ... all offlee 
In downtown IslI_pn. Not 
the Most pleasant area ... 

dramatic camera angles, and a 
combination of adventure gaming and 
arcade elements. Like Time Commando, 
Ecstatica 2 also boasts a hero who can 
fight with fists or a weapon, as well as 
jump, duck, and dodge. However, it looks 
as though the player in E2 will have 
much more flexibility during combat than 
in Time Commando. Holding down Alt or 
CTRL in conjunction with the arrow keys 
provides a huge range of defence and 
attack moves, whereas in Adeline's effort, 
fighting was just a case of standing there 
and repeatedly hitting people - not 
particularly engaging. 

Of course, what separates Ecstatica 2 
from its contemporaries, and makes it 
visually unique in today's market. is again 
that innovative use of ellipsoids for all 
characters, backgrounds and objects. It's 
a method that has forced the artists to 
be much more creative, and has given 
the title a truly individual balance, style 
and twisted realism. It will come as a 
shock to polygon worshippers 
everywhere, but ellipsoids are capable of 
creating a much greater degree of 3D 
realism, especially when it comes to 
scenery. Much of the action takes place 
in a huge castle and instead of using flat 
textures with the appearance of stone for 
the wall and floor surfaces, the artists 
have used small ellipsoids to create a 
convincing cobbled look with a real 
appearance of depth. 

Spencer is cagey about exactly how 
ellipsoid graphics are created, but he 
refers to his proprietary editor, which 
uses fractal algorithms to generate 
images. 'All the objects are algorithmic, 
which means there's a little bit of 
programming in each one: he explains. 
'Trees and plants, for example, are 
fractals with a bit of randomness built in 
and a few rules to follow. Ferns are told 
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to get lighter toward the end, plants are 
told to develop stalks and then sprout 
into flowers. In a sense, the program, 
written in C, grows the object rather than 
builds it: The resulting foliage is not Qnly 
very three-dimensional but also 
peculiarly organic and extraordinarily 
beautiful. Lifelike and complex, it's a·look 
that belongs on the front cover of a 
Future Sound of London CD. 

Improvements over the original 
Ecstatim are not just confined to 
graphics. The first game contained 
around 80 rooms or locations; EcstaticQ 
2 has nearly a thousand, some with two 
or three camera angles, making for an 

The ori~inal Ecstati.ca had 
arounaBO ro mSi EC$.tatlca 2d 

has a OUt a thousan 

impressively diverse range of scenery. 
Away from the main castle setting there 
are catacombs, dungeons, gardens, even 
villages, all explorable by the player. 

There are also around 35 charaders, 
from barbarians and wizards to ores and 
giant spiders - all of which have their 
'own skills and individual strengths. Some 
are difficult to kill but don't inflid much 
damage on the player; others are more 
lethal but will die after just two hits. 
Furthermore, the differences between 
the enemies are not just based on which 
type they are; according to Dave LOwry 
and Ken Doyle, who designed the 
characters, no two individuals have quite 
the same stats. It's a pretty sensible 
attempt to make the fighting in Ecstotica 
2 more realistic than it has been in many 
other PC arcade adventures. 

Cinematic camera angles and dramatic animated sequences give 
Ecstaiico 2 plenty of filmic atmosphere. A good example Is this Image 
of the hero getting chucked off a high battlement by two orres 

• 

Forests are filled with beautiful plants and Inaedlbly realistic ferns. 
The flowers are randomly generated from a menu of attributes 

What the team have to get right, 
though, is the balance between 
adventure and fighting. Little actual 
gameplay was on show when Edge 
visited the design studio, but Spencer 
promises an array of logic problems and 
puzzles to keep the player entertained. 
These will have to be plentiful if the 
game is to succeed: Adeline discovered 
to its cost with Time Commando that 
relying too heavily on fighting is not a 
good idea in a game genre which can't 
offer the visceral combat found in Quake 
or Tekken. It's clear that Ecstatica 2 will 
have more depth than Time Commando 
- the adventure element sounds more 
complex and players can pick up an array 
of objects (some of which are needed to 
solve puzzles), not just weapons. 
However, it is also clear that the team 
are not aiming for a totally RPG-like 
experience (there is, for example, no 
inventory, so the lead character can only 
hold one object at a time). Hopefully the 
gameplay won't be compromised to 
please all comers. 

Another potential problem stems 
from the ellipsoid-based system itself. 
Although the PC is comfortable with it, 
later platforms might not be so 
amenable. 'The PlayStation is going to be 
particularly difficult,' admits Spencer. 'The 
hardware is geared toward triangles, not 
ellipsoids. Furthermore, ellipsoids are 
mostly software driven, which the 
Playstation doesn't really like. Ellipsoids 
and the PlayStation don't go together: 

Despite these concerns, Andrew 
Spencer Studios is a team to watch. It's 
very rare that in the middle of a huge 
videogames movement (in this case, 
polygon mania), one company should go 
off on its own path and create something 
visually at odds with everything else 
around. Although at first glance Ecstatica 
2 doesn't look that different, it's a game 
which has developed in isolation from 
current trends. There's no 3D Studio, no 
Softlmage, no FMV - everything you see 
onscreen has been developed in-house. 
If the gameplay matches this individuality 
and spirit of innovation, Ecstatico 2 could 
well be the product to bring credibility 
back to the PC arcade adventure. £ 
It's been a long time coming .. 

. . ~ ... ~ . ... 
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Many new Ideas for 
Ecstotk" 1 were no 
doubt born during 
extended pool sessions 
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Gladiator. Whereas Toshinden's motley 
crew fitted into the standard Street 
Fighter II-derived quota of karate kids, 
little girls and stereotyped foreigners, Star 
Gladiata/s roster is far more inventive. 

For a start, there's Saturn, a 
coneheaded green alien with some 
vicious bladed yo-yos, Gamof, a 
Chewbacca-like creature with a huge 

The h(mb~ril12 V,-dor. h~S " real 
m~cl\anl~alteer. Ithhls od a 

spinning InClepenJently 0 ea:J. ~tr,t:r 

'.\thlt and wupon slash In St., CiItHIkIIot' Is .aa.,.1IIed by • 
bri ft.shl .... oploslon or a specUcular bluntnc speed .... 11.rchl'" 
In wake of the Iaser.-edpcl blade.. with sound 4rtfects to .atc:h 

laser-edged axe, and Vector, a gun-toting 
bayonet-slashing robot soldier. But it's 
not the original design of the characters 
that impresses, it's the way their 
characteristics have been translated into 
gameplay elements. The lumbering 
Vector has a real mechanical feel, with 
his body parts spinning independently of 
each other and, for once, there some 
gunplay in a beat 'em up, as (by 
executing a 'fireball' special move) he'll 
level his gun and fire off a round. Vector 
also has possibly the funniest special 
move in the game - he lifts the other 
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Two of the larpr 
characters In sta, 
Gladklto" Vector (top) 
and Gamof (above) 

( 
apeem's conversion of their own 
System 1 1 coin-op may not be 
the next great PlayStation beat 

'em up, but it could just be the next best 
thing. For cl start. it's the only forthcoming 
beat 'em up aside from Nameo's Soul 
Edge, to be based around swordplay 
rather than the traditional handbags-at­
ten-paces martial arts disciplines. For Star 
Gladiator, read Jedi Knights - the 
weapons here are ethereal 'force' 
weapons much more akin to Star Wars 
lightsabres than conventional cutlery. 

Like Toshinden , the sword-based 
fighting is at a noticeably slower tempo 
than the swifter Tekken (3Ofps instead of 
6Ofps) and comparable titles, with the 
range of the weapons compensating 
somewhat for the relative lack of rapid, 
dose-in fighting. Controlled mostly by the 
four thumb buttons, there are two 
separate sword moves: a quick 
stab/slash and a more weighty, 
damaging two-handed swing - with 
different strokes triggered by the 
usual mix of D-pad presses and 
special move sequences. 

The other thumb buttons give various 
blocks and kicks; multiple-key presses 
bring up a kind of glowing shield-state, 
and the shoulder buttons have 
Toshinden-style sidesteps and rolls as 
well as duplicate block buttons. All the 
similarities to the Takara game end when 
you take a look at the characters in Star 

• 
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fighter by the proverbials, throws them 
high in the air and shoots them 
mercilessly as they fall back down. 

( :~) ~ 

Rimga!, a man-size dinosaur 
reminiscent of the ones in Atari's Primal 
Rage beat 'em up, has an awkward two­
legged gait which makes him one of the 
less agile characters in Star Gladiator. 
That's compensated by some quick tail ~ , , . .. 

*1I ... A.i. 

Sur Gladiator's weapon 
bllSed comlNt makes 
for some shatterine 
Impacts as hits connect 

flicks which put an opponent on the 
deck, some fire-breathing and an evil 
special move where he grips the other 
fighter's head between 
his teeth and swings 
them around. 

Zelkin, a giant bird-of­
prey, carries a twin­
bladed sword but is just 
as effective with his 
talons. A special move 
lets him take briefly to 
the air before swooping 
in and launching another 
attack. The last 'weird' 
character is Gore, who has a large brain 
instead of a head, and who breathes 
toxic green bubbles. The remaining 
characters are far more conventional and, 
it would seem, far better suited to 
general play. 

Hayato is your standard Oriental 
bloke with sword, the default all-rounder 
that every single beat 'em up seems to 
include as a matter of course. June easily 
fills the cute girl role and comes 
complete with high-pitched giggly voice 
and a deadly electro-frisbee in each 
hand. Finally, there's Gerelt, a European 
fencer in a hefty suit of armour who 
sports a decidedly Teutonic duelling scar 
and moustache combination. 

Star Gladiators arenas look less 
impressive than its colourful fighters, but 
each one has at least one or two bits of 

animation, from flocks of birds and 
rotating radar dishes to hazy r---- mist streaming across the 

surface of the arena. 
However, it's the well-designed 
characters and their wealth of spectacular 
moves that distinguish Star Gladiator 
from other PlayStation's beat 'em ups. 

Supplementing the usual (arcade and 
Vs modes) play options is a Group Battle 
mode which pitches a randomly-selected 

. _ _ e screen 

The unfortunatety-named Satum and the fire~breathine dinosaur 
Rlmeal (above) are two of the more unusual charaden in the game 

set of fighters against each other in a 
'winner stays on' process. It's hardly a 
ground-breaking feature, as SNK's stable 
of Neo Geo beat 'em ups (like the King 
Of Fighters series) did this sort of thing 
years ago, but it can only help increase 
the game's lifespan. 

Perhaps a little too similar to 
T oshinden for its own good, Star 
Gladiator should at least have enough of 
interest to tempt, if not actually 
convince, anyone hankering for 
something different after they've £ 
exhausted Tekken 2. 

stQ; GIGdlllfor's ,ame camera moves smoothty between sUndard wide and dose 
views, with the occaslonlll hleh ... ncled shot to spice things up a little. The above 
level takes place on an elevator pllitform that rushes upwards as the flght goes on 



Explosions .,. often 
hup and IMpressive. 
enlutflnc whole 
sections of the .re ... 

Rebellion abandons the dodo-like laguar and turns its attentions 
to the PC with an unusual-looking tank lame. 

Rejectinc slm authenticity for arcade·style cameplay. it could be the Nineties answer to Satt/e Zone 

S
ometimes it pays not to be too 
serious. Micro Machines, for 
example, is one of the most 

addictive racing games ever created, yet 
it has none of the complexity of, say, 
Geoff Crammond's CP2. Tank games, 
though, are usually taken seriously by 
developers. Armoured Fist, Tank Platoon 
and M 1 A2 Abroms are all serious 
simulations with real vehicles and real 
weapons. Only Big Red Software's Tank 
Commander tried to inject any humour 
into the genre, with sheep you could run 
over and levels given titles such as 
'Frosty's Arctic Hellhole'. 

No gap in any market remains for 
long, though, and Rebellion, responsible 
for Aliens Vs Predator on the now 
moribund Jaguar, is in the process of 
developing a light-hearted tank battle 
game, curiously named Mr Tank. Here, 
instead of having to drive a Chieftain 

across the Gulf sands, 
you choose a fictitious 
tank from several 
available and drive it 
around an arena, 
blowing up other 
players. There's a wide 
selection of weapons 
and plenty of pick-ups 
littered around. What 
there isn't - and this is 
typical for a videogame 
early in development -
is a storyline. Paul 
Topping. Rebellion's 
marketing manager, 

told Edge: 'We're considering a futuristic 
sports setting. At the moment, though, 
we're working on gameplay. Which is 
more importan~ of course.' 

In terms of gameplay, then, Mr Tank 
looks like a '90s version of Battle Zone, 
with the emphasis placed very much on 
the multiplayer mode. Qv.Iners of a four­
plug joystick interface can make use of 
the quad-screen display, wh+ch allows 
four players to take part on one Pc. 
Furthermore, the game will cater for 
eight players over a LAN. There's also the 
opportunity to team up against computer 
tanks or just fight each other. 

Despite the multiplayer emphasis, 
there is a single-player mod'e: bere, you 
get a set amount of time to destroy a 
given number of computer-oontrolled 
tanks. On later levels, enemi~8etmore 
.intel1ige,nt, and therefore harder to tracK. 
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M, rOftlt's b.lqrouncls are ,arish. .. MY the "sL It certainly ... kes 
a chanp from all those BhHh RuaMr-f..plrecl scl-fl settlftCS 

Gfap/lically, the designe~s have 
sought to emphasise Mr Tank's non­
serious arcade feel by painting the game 
in a \last array of gaudy colours. The only 
arena Edge has seen in detail, 
proviSionally titled 'The ShoePing MaW, IS 
basicany a maze oJ. multi-coloured shops 
and stores, aH W0rting beau.tiful1y 
designed names and ads. This exten~ive 
use of primary colours, plus the 
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In multlplayer mode, plilyen can either form teams to compete against computer-controlled O~fteftts. or just lanl ur. on other human 
competitors. Each player's t.1nk has. totalty different look: these ranle from the tradar-lIke (left) to the mare HG Wel s-Insplred (rleht) 

The novel quad-screen 
display allows four 

r.layers to take part on 
ust one PC 

abundance of icons, grafini and tawdry 
humour (very unappetising ads for things 
like 'Cheesy Beef, for example, which 
stress, in graphic detail, the complete 
inedibility of the product), give the level 
an interesting 200QAD look, further 
distancing Mr Tank from realistic sims. 

Also interesting is the use of sprites 
rather than polygons for the backgrounds 
and vehicles. Topping points out that this 
is to keep the speed of the game as high 
as possible (again emphasising that this r;;.) J • The lC!n2Ji;!a~~~::;;i;;~;:;a'ion 

~ I'. optao~ SiCUT, ~y~ 
~.6 eat matC'i'le), bu~:ri'~:I~~I~W 'he use of /7 more colours. So that accounts for the 

J 
rainbow-esque nature of the settings. 

As for speed, the game runs at over 
20 frames a second on a lowly 486, 

but this is in the visually 
underwhelming low-res mode. 

~ However, players with decent 
Pentiums and good graphics 
cards can expect a similar 

I 
performance in hi-res. 

Along with The Shopping 
,..-"l Mall, Mr Tank will include 

another five to seven different 
. arenas. Designers are toying with 

) 

the idea of a tube stage, where 
competitors slug it out in a futuristic 

underground transport system, and a 
park area,.with trees andJlills. Suburb, 
farm and ghetto arenas are also planned. 
Although these concepts sound strangely 
pedestrian, they wi1La.o doubt be 
exploited for any possible twisted 

- humour content. Anyway, they're.a 

'" ",.." ~ .. 
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change from space stations and the 
cliched dark sci-fi city setting. 

Importantly, the game's use of cool 
comic-book graphics and unusual 
settings gives it an individuality which is 
lacking in most PC software at the 
moment. Furthermore, the list of multi­
player options should keep deathmatch 
fans happy. However, Rebellion has a lot 
of work to do. Battle Zone was a long 
time ago, and modern players expect a 
little more to a game than driving around 
shooting at things. Not much more, just a 
little. Plentiful power-ups, traps and 
secret areas will probably be enough to 
supplement the rather simplistic 
gameplay. But no doubt RebEjllion £ 
has already thought of all that. .. 

For visual diversity, the lame Indudes rural as well as urban settings. 
Rural arenas will feature hills and suitably weird foliale (above) 
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Taito brought a much-~dedl.~a dj,rnensiq,n to the beat 'em 'le 
wltn tillS singular arcade title . • _ ........... __ ..... 

11te nocturnal urNn Nckpvunds an "" r..lnlscent of thoH In 
AMl's Last BfOIIJl. but Psydlk Force tutu ... tr.d ..... I ....... too 

~ 
hen Taito revealed the arcade 
version of 3D beat 'em up 
Psychic Force at JAMMA last 

February, it turned a few heads, despite 
the unveiling of VF3 at the same event 
That could have been because at the 
time Taito was in serious decline and the 
crowds were merely vultures Circling 
above the potential corpse of a once 
great company. Alternatively, it ~as 

11ortantlY, the 360-dt!Erel! 
areoa a ear tb be ore than ~t f. 

glm Irk. plenty ormoves exJrolt It 

.. . 
'(?) . .. ,t .. -

The c ..... tutu,.. 
01"" I"'pIolcally 
dlvetseti ....... 
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because Psychic Force was a distinctly 
promising beat 'em up, offering 
something new to the genre: fighters 
suspended in the air! 

It isn't an entirely new idea. Sega's 
Dragon 8011 Z experimented with a 
similar concept, but Psychic Force is a 
thorough update with some great, 
atmospheric urban backgrounds and 
eight new, varied characters. Interestingly, 
Psychic Force combines its urban themes 
with traditional oriental and RPG motifs -
Samurai-like characters fight winged 
warriors and modem wrestlers, and 
backgrounds include misty hills and 
pagodas as well as buildings. 

Importantly, the 36o-degree aspect 
appears to be more than just a gimmick: 
there are moves which exploit the free­
playing area. For example, players can 
defend against 100% damage blows 
with the barrier guard feature, executed 
with a full circle rotation on the joypad, 
so the player performs a full backflip. 

As tradition dictates, PlayStation 
Psychic Force comes with extra options 
including Vs, Training and Street modes. 
Apparently, it also includes some features 

only consoli'" dM: riM of tfM HI:HMpH but 'ent up 

I The '-. fIchton· .................... 1n _ ..... calls for 
pIayen to ...... full n.,. at up/doWn. ...... _ rIpt/Ieft. .... 

taken from the recently released arcade 
update, Psychic Force EX. Full details, 
though, have not been released. 

It won't be new features which the 
conversion gets judged on, though, but 
the game itself. If the console title . 
replicates the original well, this should be 
a worthy PlayStation beat 'em up. At least 
the new 'floating fighters' approach will 
provide gamers with a fresh repertoire of 
moves to learn. A little variation is 
something that this achingly tired £ 
genre is desperately calling out for. 



e screen i 
III 

-
Affiliated EA developer, De~tination Design, I~ap, 

mto potentia Iy hazardous gaming waters 
with. projed based .round rock Gods Queen. Fortunately though. it looks like benefiting from I unique artistic vision 

S 
orne readers will no doubt be 
sceptical about Edge's argument 
in this month's issue that the 

worlds of videogaming and music are 
coming together. This title, a Queen­
inspired PC arcade adventure, could 
quite easily be presented as 'exhibit A', 

Queen - The Eye is set in an 
apocalyptic future where, according to 
EA's press release, 'the economies of the 
world have collapsed into a brutal global 
recession', A bit like the present, then. In 
this weird dystopia, all remaining 
survivors are ruled by a self-replicating 
bio-technology called the Eye which is, 
and this may sound unnervingly familiar, 
seeking to eradicate all creative individual 
thought from the human race. It is the 
player's role - as the game's hero, 
Dubroc - to journey through five domains 
and eventually destroy the Eye so that 
mankind can, once again, be free. As 
with most arcade adventures, the game 
is apparently full of cryptic puzzles, traps 
and secrets, and also includes over thirty 
motion-captured, polygon charaders. 

Surprisingly, Queen - The Eye looks 
gorgeous (the music/videogame 
crossover isn't usually the most 
promising of genres), with some 
astoundingly detailed and atmospheric 
pre-rendered backgrounds. The 
charaders are also remarkably well 
drawn, featuring real-time, facial 
animation to give them a healthy 

Using some exquisite prerendered backdrops and 
realtime polygon characters. Queen looks quite beautiful 

believability. Not so surprisingly, the 
influence of Queen is visible throughout. 
For example, each of the five zones - The 
Arena, The Works, The Theatre, The 
Innuendo and The Final Domain - is 
modelled around imagery and artwork 
associated with the band - so excerpts 
from album artwork often pop up in the 
background, giving the title a close 
affinity with its inspiration. The five CD 
ROM set also features an hour and a half 
of Queen's best known tracks. 

As great as this game looks, it's 
debatable just how many prog-rockers 
are buying videogames. Consequently, 
Queen the Eye, which is full of 
references to the band, will probably 
need to prove itself almost indispensable 
in order to attrad non-Queen fans. 
Judging by the fad that dance, and 
occasionally, indie acts are becoming 
more prevalent on game soundtracks, 
there may be quite a stigma attached to 
buying a title which features music by 
your mum's favourite group. On the 
other hand, the PC does tend to attract 
more mature gamers and, no doubt, 
some of these will be cloth-ea red 
dinosaurs who will revel in its glam rock 
pretensions - for them, this homage to 
the ultimate MOR rock band may be just 
the ticket. Mercifully though, the artists at 
Destination Design have stopped short of 
including a motion-captured Brian £ 
May. Not recommended, that. 
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DDytona Is still one of 
AMl's finest moments. 
Hopefully. this new 
version will push the 
Saturn even further 

CHamPlon8HiP Ci?6tii~ balcloh 
Recognising that its ageing Daytona I/SJ! converfl"on, • 

tell wel short of expectations, 
Sega appeases fans with a reprogrammed and redesigned conversion of its supreme racing game 

The new SD eneine moves more like Sego 
R",1y and has less scenery 'pop-up' 

I
t is 1 8 months since the Saturn 
conversion of Daytona USA was 
released, and while few could 

pick faults with its playability and handling, 
it was found wanting (in technical terms, 
at least) compared to the next-generation 
standard-bearer that was PlayStation Ridge 
Racer. It's been a long time coming. but 
Sega has finally decided to settle an old 
score by producing Daytona: 
Championship Circuit Edition. 

Sega is keen to stress that Daytono 
CCE is more than just a 'remix'. For a start, 
the graphics have been completely 
overhauled, with courses, vehicles and 
textures receiving comprehensive 
redeSigns. Furthermore, these 
improvements have been made with no 
loss of frame rate. Sega assured Edge that 
Daytona CCE will run in fullscreen at 
30fps on NTSC machines, and, with luck, 
the PAL conversion will be as good as that 
of Sega Rally. 

On top of the visual improvements, 
gameplay extensions have been made. 
There are two new tracks - Desert City 
and National Park Speedway - and some 
new cars, but further details about these 
are currently unavailable. Players will also 
be able to use Sega's new analogue pad 
and the established racing controller. 

Interestingly, several members of the 
Saturn Sega Rally team, including the 
game's producer, are working on the new 
Daytona projed. Their influence on the 

• 

content can perhaps most clearly be 
found in the inclusion of a ghost mode. 
identical to Rally's, which allolNS players to 
race against their own previous best times. 
There's also a splitscreen mode. which will 
finally give fans the twopJayer option 
they've been waiting for. 

There'~ npw "~htCreen lJIode 
which wi!l21ve fa 5 e b. 'oPl~er f 

opbdh the ve een ""~IIIUng or 

Imbuing Daytona with the attributes of 
Sega Rally and then improving on both 
games is bound to be a massively popular 
move with Saturn owners. Sega needs a 
title that is strong enough to attrad new 
garners to the Saturn and which will stand 
alongside Virtua Cop 2 and Fighting 
Vipers in the continued battle £ 
against the PlayStation. 

While Dayto,." CCl's cars look similar to the original C ... e's, the level 
of detail in the backcrounds has increased, as has the visible distance 
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AM3's robot bailie ~ame was, hit in the arcades, 

but can tne Saturn's inferior hardware cope with 

Virtual-On features a 
true liD arena - is this 
the future of 
videogame combat? 

A
s the gap between high-end 
arcade technology and the 32bit 
consoles widens, it's clear that 

more and more compromises will have to 
be made in order to create conversions. 
AM2's Virtua Fighter 3 will clearly be an 
impossibility on the Saturn; AM3's Virtual­
On, a similarly high-end title, may only just 
make the mark. 

The premise doesn't sound that 
technically challenging: Virtuol.()n is an 
arena based shoot 'em up where the 
player, controlling one of eight selectable 
robots, has to do battle against another 
robot with missiles, lasers and all manner 
of heavy weaponry. It's really a cross 
between Virtua Fighter (one-on-one 
combat) and Cyber Sfed (arena-based 
warfare), but what really impressed arcade 
gamers were the beautifully designed 
robots - created by Gundam artist 
Hajime Katorki. 

The problem with the conversion is 
that the arenas are so large, Sega's 
console cannot fall back on the bitmap 
scaling which made Virtua Fighter 2 
possible. Everything has to be done in 
true 3D - making the game considerably 
slower than the original (at least, judging 
by the early version Edge saw). 

Another problem is graphical detail. 
The robots in the arcade version were 
intricate and visually stunning. In the early 
Saturn version, they've lost a lot of their 

• 

such mech·obse5sed visual flamboyance? 

VlrtUtll-On's &ended arena-INsect .ction 
went down well In the .rcades, but will 
the ,ame Impress console ,.mers? A 
I.ck of depth m.y deter VF f.ns 

crisp definition and now look rather 
ragged. Compromise, once again, seems 
to have reared its ugly head. 

The big question is gameplay. Will 
running around shooting at another robot 
in various different arenas hold the home 
player's attention? In some ways, the 
game has more depth than beat 'em ups 
because it takes place in a true 3D arena 
and not on a 2D plane. However, it could 

There .re elpt robots 
to choose from In the 
arcade version, e.ch 
with its own we. pons 

Wi.~unn·~2 Clroun4 shooting 
at anot er.rp eft 11) varlOUS difffl'ent 
arenas 0 d t e player"s attention'? 

be that, without the majestic graphics, the 
smooth animation and the arcade 
version's twin 29-inch monitors, Virtual-On 
will be incredibly limited. 

It is early days yet, though. Twoplayer 
splitscreen and link-up modes will no 
doubt boost the game's playability, and a 
dual joystick controller for the Saturn was 
recently revealed at the Tokyo game show 
- so the original arcade control method 
will be available to the home player. 
Furthermore, if plentiful weapons and 
more tactical scope are added, the game 
could still work on the Satum. Otherwise 
the chances are that it will be the 
videogames equivalent of watching 
Independence Day on a small 
black-and-white portable. £ 

Despite losln, some 
definition In the 
conversion process, the 
robots .re stili stylish 

J 
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m trJ3tn6d T?abe (untitled.) 
Th. pr.mi.r Japan.~.st.v.lop.r s.affir ...... i,ts P01ition.at th.dal!.X 'If PlayStation d.v,lopm.nt, 

with anotner title aestme to Keep arcaae 
fans flocking to 50n(5 console. But is it another clse of Ridge Rocer remind, or a whole new start? 

Judging by the Tokyo 
Game show version. 
NameD has made progress 
with Its PlayStatlon 3D 

~ 
ith Psygnosis, Konami and 
Capcom all producing quality 
PlayStation games recently, it 

looked as though Namco was losing 
some of its kudos as the premiere 
developer for Sony's machine. However, 
the recent Tokyo Game Show (see 
news) saw Namco introducing an as yet 
untitled racing game - intended as a big 
step beyond Ridge Racer. 

Despite being only 20% 

hDes!t·t~ beil1~f,n~ 200~ cOl1\Plete ten tafle 11 s mjlZln with. 
some eautafu y es,gne8 rocabons 

complete the new racing title looks 
amazing with some beautifully designed 
locations and typically powerful looking 
vehicles. The backdrops give a real sense 
of 3 D with well textured rockfaces jutting 
out beside the track and dozens of 
different buildings lining the road. There 
also seems to be more of an attempt to 
place the action in a real world context 
than there was in Ridge Racer. Tourist 
attractions like the Arc de Triomphe and 
the Acropolis crop up on certain £ 
circuits and there IS a real 

• 

Featuring I] different cars. Namco's new game includes controls 
similar to Ridge RQce"s, but with more importance placed on gears 



ComlN'N: the ruttlftle 
visuals (top) with the 
5GI renders (aboye) 

Form'" 
Pubh~hi'T 

Ot"'i'loptr: 

Rt'lr.J\(' 

Orl~m 

Qld sch~ol Japanese de"eloper Hudson Soft lands. 
the first blow In tne 3D Deat 'em up 

scuffle th.t looks set to ensue for Nintendo's fltdsli"l 64bit box 

H
udson Soft's Bombermon was a 
quintessential title on many 
formats - it proved, along with 

Street Fighter ff, that third party software 
is an important part of any console's 
existence. With worries about N64 third 
party support still rife, news of Hudson's 
involvement with the platform couldn't 
have come at a more important jundure. 

Dual Heroes is still early in 
development, but already the title 
promises much. Graphically, things are a 
little sparse at the moment. In terms of 
fLghters, only two have been revealed: 
Gai, who looks rather like a Power 
Ranger, and Zen, sporting blue, ice-like 
armour. But they do not disappoint -
both are incredibly intricate, resembling 
pre-rendered CG characters rather than 
ingame combatants. 

One of the most interesting 
elements of the game is its 'Virtual 
Gamer concept. Basically the player will 
be able to choose from a selection of 
virtual opponents: computer-controlled 
garners who have their own techniques 
and favourite fighters. tn effect it will be 
rather like competing against a second 
player. With Bomberman 64 also in 
development, Hudson are a Japanese 
company sure to forge a strong £ 
line-up for the Nintendo 64. 

The hi-res ch.r.ders .re 
outstlndinlin DuQ/ H~roes. 
Qutte how fut they'll be is 
.nother m.tter, of course 

I 
I 
~ 
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When it COMes to interactive entertain.ent, 
lusic industry is an antiquated beast. Howev r 
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attitudes are changing. And~~~~nn~hnnr.ro~--~~~~~~~-+­
how digital technology is uniting the interests 

of both lusicians and gale designers +i!D 1 
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" ",:g.;m.iaj;a'm'''''1 have now 0 ICla11y mel. $haken .. b c;;;;r;r.:or.;""--j--------t-------+----1f1ii---t--

= ;-each other. Thl~ I~ eoad ","'fo,' ",m", a!>. po~t· W,pt>OUf. ; 
reah!>ed that proper mu~1C can be u!>ed;:;f'''''''-''''-''''''''''''--t--------f--------:::::=i:::--t!t---+_ 

evidence for thiS IS: W,peour wuhlu'''''"I'',,,'bl, m' 
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hopeftor this - according to the company's Glen 

last time. Ihe album was Cl bit di!.aPPointin8. 

we think it stands up in its own nghl: 

must go to Virgin. P5ygnosis' new musical partner. 

WipeOUT albu~ I'> ut togeTher by Sony Music and 

PSygnosis' period as Cl tiny wing of Ihe mighty Son}' <"~",,,,,,.h;,{ 

brought if untold riche!>. ils collaboration WiTh Sony Music as nOT 
r 

particularly happy. O'Connell san. 'I don', Think Sony knew what 

they had - TheJ JUST look old tracks f~m their archives. It was an 

"P"'"'' we'~"4""IY I,,,,,d +m: To b, fa', 10 Soo, m,,'<. 
it must be pointed OUI Ihal the fil'5t WipeoUT compilation j as 

advent'lyaffected by time pressures. But Ihe Wipeout 209( 

comel1affii n album IS an altogether T ore credible affair. As proof 

of rhls. 11 WIll even spawn an associated single release: . 

ratner excellent Atom Bomb. 

Psygnosl;1,vil so bacJ("ij"j)WlPeour 1"" 7'CI,,,",'h-;;,,f,,,-­

club tour. This will be a joint effort with noT 00', I" "'m",,', b" 
a150 Red Bull. the energy drink manufacturer. in 

I 
promotion. brand association·style. Die-hard 

1--~=:;.!i!!'~~!:~J!l'=::---'o thinort of thmg by"now"and:-as tongo s 

evening's enlertavl~n , 

as though the club tour should 

\~-;;;:;;:t;=:;;::;;::;;:::;;:'-:;*==o-;;;;;;;;;;;;;:'r>.A""'d''''' to O'(onnell. 'It will 

) 

'"' Future Sound of 
Londor (right) 
both contribute 
well to lIIip~out 
eO.,? (abo .... e) 

""., jfn,m the obvious Cho~es in London 

mOTt' sUitable for playing live -

pof~ a~'''';' like The 
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Wi eout 2097: the album 

tleastd In late 

Stpttmbtt n WIpfout 

109': the album. vq.n 
Rt(orck' p1U)'bac~ina 

compllanon of ff"atks from 

the ,ame. EWce: ~ in for 

Irack-byir. runlowt-

Old skool,tnfluenc . "her 
fW\ky effort with mor. than a 

hint of the Chemical Brolhe~ 
about it and KraflWt'rk~ryle 

vocoder voceh. A 'mY aood 
Irack ind«d. if not quite fast 

enoueh to provide aood 
bac:k1na wh'e rtwnderine 

alone Talonls RNCh. Bodts 

F$Ol's eaatr!y- · 

and exptnstvt I Loops of Fury 

EP. And it'~ nOI ~ tht bfosl 

track from that EP. 

A fMt. uncomphcated trancer 

With a hlnl of Rn and some 

""",I eo ....... UodtrNQrld 

deraIl woric. Stems a bu 

aMnJmous at first. tJQt WI1f 

lrow after rtpeated IlUenina. 

APParently. Pere TOI'II K 

Phot k:: The ThIrd Sequence 

!"Men' lay-off. Thj~ lI''lSane ,..___ 't 

~rkine of tht optm~' 
rrack SOlI1ds lib a 10 tap 

show thfme crashl,. I , I 
stack of drum machina. '-........ 

AnnoytneIY sfop~tart at hmt$. 

but" sounds like The 
Chemical Brothtn minus the 
!'Rord campa", pt'flSUrt 10 

make their wff sound 

commtroal. Had. 

.. '. 
Take one smash hll40na 

wh"h "._~. .nI. 
rtrT'lOVt the (ra 

annoyina) vocal 

hey presto. you n 

about ,eltl"' 1 track 

on your com~l...,e; 1 
Pbo ........ ~ PO"' .... -.orl.., ~ 
f45t bKom1na I~ nm . ---by just one thin,: It" 

,~~ 

Trademark Pholek stuff: bil 

..craby be," .... ucb IOUACi 

rathtr like dustbin hds and 

mt1a1lk efff'm combine to 

CTN~ " ct.rk soura whKh 

could 0_ hR"bWn umfd 
by Hr Parkts. To Eqe's tars. 

Ihou&ft. I1 sounds like 11 was 

aan:"ofJ) 
tm"'i J . , , 

Ahanpm~~.~ 
Wlpaxn'. thIS o~ 
I.me track has ICt ~alfd 
Irs true coloun ~Ibly the 

am:t SIJ OJJ~ basrdlm mr 
id" of a ferocious __ ,,,,,/, 
chara<t~ who wanfld IQ take 

...over- ae wodd.-Jhe .tracks o~ 

the album are clasSiC Fluke. 

We ttPd to wnte at two 

tempOs . Bull~ was wntten at 

t l~b'm and we halYtd It to 
62.S ,lIthe tnd of rtit album. 

added mort words and !, 
mutattd mlo a new trac~. 
This • IS wnnen at 100 

and 1 ,Obpm. A!~ff' ~ J 
me;r Ihts record. Wf"U lhavt 

a hal..". and think at>o+r 
wnnne: MW stuff. We tJwe no 

problem WIth VllJln dOi~ 

OdiC whatever we want. We ern 10 

.and work. under otherjl.nti 
!.Qon: 

Darren Erntrwn J, Tin 

: 'I(s Wt'Y Simple: I~S 

mOd tl ........... nol/Nd. 
for dub. It's some1h1nC thal 

~ U ••• Mbt -.. "'''' .bou, as. 1..1 
- .... -~~~e. Just so finished 11 pff 

for the lame'~I~~I~: 

,..i .. 
also )fts likely to alr~ own 

IbM Loops of Fury. 

I Httd Kilhna I 
~ would dtflnitetr!llke 

some of what FSOl. ~ 
_ ............... ,j... 

Fluke In upbeat r'I\,ode: a ( 

rather Irancry effo. With 
typically slinky be_ and 

Human LNeut. Oaftlndftd. 

but endeanna. Been SHn 

befOrt - on the Source Lab 2 
compllatton. for ~mple. 

Dark. fldittY drum and bass. 
Eschews SII1np rn favour of 

ledlno-stYIe tfffCf$. Would 

make a aood accompaniment 

to a moody film scene In 

Med of~. Net GM 

murnbo1umbo her Wil$ lhalll had 10 . 

~rellC. Did ny ~nyou rt drlYt rea 
manIiIt 10 sell COplts fast}'CILI need 

"-_rio~_;:;:pllatlon? -.-asr~ And we kept 

...... od .. :;~~~ 
Ihouahl' 
a sinale. &rftW1II. Ir came OUI 

of the whoft IIvt Ihlne • in 

I~ last couple..of.~w 

been wn~ in a mort 

live wIlY. The track slarted off 

bawd on crap 10s SPits and 

stuff kke that. BuIItt. T05h 

r 



D1."hl,. Ii.m" of !>Ome- ""''"Ie.m" - we wanl 

branded wllherap 

he'P1"0,,,h laken for IhlS i similar 10 Ihal '''''"FJVl:'\ 

o "1~'I!!~n'm In/O danc 

mixes performe by Suburban B.1;..,.j .... ""'" 

'.,'a~""'"' now. has done- cl 

fo"",,In""eame 

.~"",""I 1n,""""" 

. \ 

o 

o 1 

o 
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Zion Train: oolin sounds 
ub COUMI ..... lion Train art nof. on me fact of 11. thf WIn 
of IJOUP yOy"d flq)t(t 10 be IKhnolOl)' WlUnt~ Th~ are 
notable for adophna ill pollhc.' uance. dilMmmallntl 

ettt1'f'OP toMfl'fIIl'II tM ~ of tM p/eMt. !Mo ~I!'ftnt" 
If(! exc~ of Iht i 9~Os and any (urb1nJ of the nehl 10 tiff 
spHCh. They are sworn f'IlrrnR!. of The major ra~1s of the I't'cord 
Indu5lry. Ytt wMnlf COft'lft to tKhncHoiY. IMyn banc up to 
.:I.1lt. WI yta,"\ Homtll'O'Wfl Fantasy put\ ,11 the mu~ (0 
RO~ trHIt'd with ,.sr hNp$ of ""10" "Ht ~ 10 sMmf. 
their Web Sltt. Iht' Wobbly WriI. tw. Mcomf itM' maIn forum 
for diswmlNtton of Ihftr ideM. And Wl"" tM Soundpool 
fhtJr I.te!ol tKhnolotkal pro)eCt tMy btIirtt IMy h~ hll on 
an Idfe whICh could wnousiy harm the bINtfd infl'ash\lclUrt 
of the mort! IndU~1f)' and ~ In • new era ot tl'NlM' 

collabora'Ion bftwHn mwcaIamm. 
The concept ~tllnd the- Soundpooi" deId Simple. 

lion Tr.,n and anyonr else.,. up to if aft lift 10 uw any 
of the -ldN\. wmplH. c~tIOM end ~tIon$' 
conlallwd In the SoundpOol Wtmoul m~ 10 ~ 
publ"ntn or olhtt' -1nWCaI bustnessnwn" I1 S. "'"'" of 
collaborah"l 'Muh all zr S InUSlUI pHf\ which.. btcau" I1 mtkes 
hta¥)' use of the Intton'Irt cfw&n",,...we phyvcal P(alamMY. 

Thf lWJe of copyt'1fht.,m.n OM' armt sampl'18noth~·~ 
worit" ptrhaps!tlt motf VfJIId In rht n"IUSI( Indusfl)'. (Q1ln from 
bon Train (who hkH 10 bto known oH .nl (od). i~ ful of 
exam~ of (OCtYn,.II ma~ iMrf.·s a IUY called Jotln O&wald 
who 1rrm\1~ what he called f'I ... ndtrphomc~ He "'awd on LP 
ca~ Dab wtlh a plC of Mleh.t J"dcson olllht (Oftr, In whKh 
each track W.1$ a ~ctunnc of othtr propie-', malrnal Dab t$. 

of courw. Bad biKk'''If'ut:k. Hr pmse-d 1.000 up WIth"" own 
mont')'. but \1111 was fot'tfd to take- Ihe-Ih all back aftrr IreaI 
aCf\On. WEA Ihrn hlre-d mm 10 do. ~e-brallon of Ihrlr "Om 
al1nl'lfl1l" In Ihr muSIC bw~ and .... r Gratdul Orad hlre-d hIm 
to take- pr{Obably tMlr mOSt famous sore. DarIt: Star. Thry pw 
hIm 1)1 chhHe-ntll¥t m~ ot m. ~,.normecI-.w..n 
1961 and 199"_ and he- crtate-d a 2 hour'~eu USlna all o(thrm 

somf'hmts lit 10 stConcl btu.. some-tll"e-s In 'k«0fId bufSlS. It 
e-ndrd up ,IS a tonl1nucM flow. "~l1lne forward "'" b.1Ickw.d 
In hme-. In In a/rla!tI1lJIKe-: .\, 

Proof thal \ampler.. can br IBf'd al1lShcally 15 ~ mort 
abundant than SlO~ l!:)PUt majOr labe-ls SUlna IM.Jws oH 
JWOplr uSlne unauthon\f'/1 wmplH. bon Tr .. n ~ to 
circuITIYe-nr thIS WIth the- Soun4poolldN. The- bMd 15 not 
propoSlne that the- Sounclpool bKome- I wortdwtdt wmple- bank. 
as .nt (od POints our. Thr ~na Souncr,ooI w. our 
Sounclpool. for thr Grow T otftMr album for our next LP M 11 "".'E' 1"'""'$W~d lIkt 10 see other peopIr srMTIna Ihttr Soun4:xtol. _ .re .,.,.. I, arnsI$ IS whrn. sa,. 
you rt "aboUI on __ Md,. .. somethIna rtIU 

wnd It IOU!. atId'Wl''U play iI tmacIHut.-l ups ~h do .. n. Only 
pe-oplr WlNI ~ •• dn,..r.tely .... onto whal th.jYw eot: 

Thr ardIaK lqal SltUCturt of copynaht and pu~lIstllne 
v.nch In Ihr way of an and musac. But now lhe-rt ca,,! br a 
compIeft wortcIwIde- chelt.l communtly: Fatr e-nouah. but how do 
lion T,.., propow to ovrrthrow tttr majOrs WIth thrlf 
Irdtnolottc.1 SIW)'? The, rhlnk 1Nl minas lIb IM So~ndpool WIll 
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T
he constantly evolvmg nature of the beat 'em 
up makes It J demandmg genre for 
developers. Fighting games are. It seems. hke 

sharks - they've got to keep movmg forward or they'll 
die. 'Innovate or be damned' should be the motto of 
every beat 'em up developer, and you can almost 
picture it mscribed on the top of every workstalion at 
Sega's prodigious AH 2 R&D department. Its V' rrua 
Fighter series com pletely revolutionised the genre and 
Fighting V,pers - a departure 

Action from Fighting Vipers: part of the multi­
angle in-game replay of armour-busting (left) 

all you can do I~ frenetically ~tab the punch button in 
an effort to keep your opponent at bay, And. as with 
~o many bE'at 'em up~ . It"~ E'a~y E'nough to romp 
through thE' oneplayer game by Just usmg the basic 
punches and kicks. along with the occasional block or 
two. In no lime at all. you can see every level. defeat 
all the characters. dispatch thE' fmal boss and pE'ruse 
the soothingly relaxed end credits. But, of course, 
you'd only see a fraCllon of the whole game - thaI's 
just the awkward mtroductlons over with. The real 
meat of any beat 'em up IS its rwoplayer combat. 

The popularity of Fighrlng V,pers in Japan derived 

from the VFlineage - went down !~~~i~~'~ia!~~iliiliiEii~i~~"~~~~'~"~~~~'~~'~ a storm in the arcades in Japan .t J I 
when it was released last year. 

What ~tnkes you Immediately 
when you play Fighting V,pers is its speed, The pace at 
which a typical bout moves IS phenomenal. and at first 

The hidden bear charader. Kumachan. has no 
animation whatsoever and is .. . a bit odd. adually 

from lIS introduction of subtle twists on conventional 
beat 'em up gameplay. and the wealth of speCial 
moves available for each charaCfE'r (and naturally. thE' 
faCl Ihat It comes from the same stable as the V,rfua 
FighlenenE's didn' t do any harm either!. 

In an attempt 10 break away from the standard 
beat 'em up energy bar. the charaClers in Fighting 
V,pers sport body armour. which IS momtored by a 
small body·shaped icon next to the players energy 
meter. If a part of the armour take~ enough h1l$ m 
anyone bout. 11 flies off. leaving the player much 
more vulnerable - any hits that conneCl with the 
unarmoured area are far more damaging. 

Armour can only be damaged by certam 'crashmg' 
moves. which take a second or two to charge up. 
When unleashed. they always floor the opponent and. 
If sufficient hits have been clocked up. destroy the 
other fighters armour - not just destroy but 
speClaculariy annihilate. The opponent is sent flying 



Corporate sponsorship 01-10-10 with Pepsiman (top 
rilht). Jane throws Toklo to the floor (right) 

acro~s the arena as the armour fhes off their body. and 
then - In best John Woo actIon flick style - the game 
replays the move instantly from three dIfferent angles. 
one after the other. The 'crashlng' moves can also be 
u~ed to power through certam counterallacks that can 
be launched by players moves whICh guard agamst 
hIgh and mid a"ack~ and then sneak m a punch or 
kICk. 

The other unique selhng pOint of Fighting VrpeTlls 
liS arenas - they'Tt· walled. Solid bnck and concrete 

I r ...... 

End a fllht with one of the 'crashing' moves 
and your foe goes flying out of the arena 

barners. glass panels or wIre fences surround each 
arena. and Ihey form an integral P<1rt of the fighflng. 
Force an opponent back agamst a wall and Instead of 
fallmg to the ground after a sU$lained barrage of hits. 
they stay on theIr feet. allOWing you to let np wllh 
another barrage of punches or kICks. 

Each character also has a number of throws whICh 
make use of thIS feature. These conSIst of eIther 
launching an opponent toward~ the walls. or grabbing 
him and slamming hIm phYSICally against them. And 

there's one last. Immensely 
satisfYIng. aspect: finISh off an 
opponent wllh a 'crashmg' move 
and they go straight through the 
wall. shallerlng 11 InlO little pIeces, 

Hore fyplcal carrots to reward longterm players 
Include hidden characters - gIant teddy bear 
Kumachan and TZ 'ahke walking advert Pepslman ­
whch means there's a huge vanefy of moves to 
discover. 

So much for the novel ties: whal of the basic 
gameplay? Anyone who trIes and falls to execute 
speCIal moves will. perhaps a lit!le 100 harshly, be 
pUnished by simpler punches and kICks. but aside 
from that crlllClSm. Ihe game performs wel l. The th ree· 
bUllon control system replicates the V,rtua Fighter 
block / punch/kick arrangement. and the game as a 
whole has a ~im llar feel. which was undoubtt>dly a 
factor In lIS Japanese success, The characters move 
flUIdly. the speCIal moves are inventive wlthoul relying 
on the 'outrageousness' thal some pretender beat 'em 
ups resort 10. and liS longterm le<1rnmg curve IS sohd. 

Fighting Vipers only really suffers In companson 
wllh those tWin beat 'em up pinnacles. Tekken 1 and 
Vlrfua Fighter 1. and that's a hardly a seriOUS problem. 
Yes. the low·res graphICS are somethmg of a 
dlsappomtment I desplle runmng at 60fps). and yes. 
11 doesn', have qUlle the hn('$se or. let's be honest, the 
clou' of the Tekkens or VFs of ,hiS world. but It'S a 
more than playable game and anOlher quality 
nOTCh In AM, 's heaVIly marked bedpost. 

BI,. raIlOO: 

£ 
611111' out of ten 

Heavy-metaUer Raxel uses his cuitar 
to poleaxe opponents. Before 
(top) ... and after (above) 

One of the unique features of the 
lame Is the way the charaders use 
the walls to damale oth. r players 
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Wipeout i more of a 

'special edition' than a completely new game. YtIr!!\ llawdoestt.1MmI stack ~lnst more recent 

arrivals on the PlayStation nd 'spec"" Is it compIt'Id to III tnIIbIazlng predecessor? 

WIpeout 1097 has the same level of ambition as the orialnal. twlnnlnc breathtaklnc scenery 
with a crimlnlllty fut race came. but adds new weaponry. new tracks and Improved handling 

I
t's hard 10 beheve that O~trucflOn Derby 
outsold WIpeout 10 become the beni elhng 
PlaySlanon game m Europe. A slraightfolWard. 

If accomphshed. drlvmg game ve~us a breathtakmgly 
fast fUlunsllC racer. a truly VISionary synergy of 
outlandish (ourses. wuh Designers' Republic branding 
and greaT Bntish mUSIC. BUI. predICtably. the 
conventional outsold the unconventional. The 
mamstream beal the avant-garde. even though 
W,peout secured thE' PlaySlallon more 'cred' Ihrough 
Ihe fashion and music press Ihan any gam~ console 

Checkpoints are strateclally 
placed around eac:h level. 
making you maintain a c:ertllln 
pac:e (above left). Klnder 
handlinf lets you sc:rapt: the 
edges 0 barriers (above) and 
the new blue vapour trail Is a 
nlc:e visual treat (right) 

had pr£'V1ously achieved. A year on. Wipeout 2097 IS 

nOI so much a sequel as a subslanl1al revamp of Ihe 
Psygnosls launch game. wllh Sllghl tweaks 10 Ihe 
gameplay and. pnmanly. a new selection of Iracks. 

Wipeout 2097 retains all the elemenls that made 
the firsl game such a landmark !IIle. The conlrol 
expenence - With the racecraft delicately hovering 
above the surface of the track. bobbing over bumps 
and powerslidmg through corners - has. If anylhing. 
been improved. In the original. any contact with Ihe 
barriers at the side of the tracks would result m your 



Tou~est of the tracks is the Rapler-class Odessa Keys. which 
has Jumps. tipt corners and misspelled references to movies 

ship being flipped over. dlsonenratmg the player and 
promoting a fairly conservative racmg hne. In Wipeout 
2091. you can now scrape along the barriers. which 
throws up a Xltisfying cloud of sparks and gives the 
game a more exciting. roughhouse style of raCing. 

• • • , ." cra • • hi 

Also new for Wipeout 2091 are the plllanes. 
Running parallel to the start / finISh grid. these red and 
black stripes top up your energy meter as you flyover 
them. Theire not really much use on the first two. 
Vector-class. cirCUits. as races only last two laps and It 

err ara all 
b.rewa u. • aa :l-af n& olau.{ . t apar e aDC .at •• • 

takes a special kmd of 
incompetence 10 destroy your 
racecraft m that short a space of 
time. On the later. longer and r • 

Serious impacts with the barriers will still bring you to 
a halt but. thankfully. that confusing flipping has now 
been reserved for severe crashes and weapon hns. 

There are other Simple. seemingly minor. changes 
to Wipeout 2091 that enhance the game play no 
end. The on-track power-ups - the speed·up 
chevrons and one-shot weapons - have been 
overhauled and a new energy meter keeps 
track of how much damage you've taken. 
New weapons mclude an automatic pilot 
and a new type of shockwave. 

The autopilot is almosl as much 
trouble as n's worth. gOldmg you along at 
top speed for around three seconds but then 
disengaging and makmg it hard to regain control 
- more often than not you'lI end up tangling wnh the 
barriers. The new shockwave. however. IS awesome. 
Hit the fire bUllon and you'lltrigger a mini-earthquake 
which ripples down the track before you. knockmg 
other racecraft temporarily out of the running. 

more difficult circuits. it's much 
harder 10 survive the three-lap race distance Without 
pa}'1ng at least one vis1I to the pitS. It·s a small add1ll0n 
to the basic gameplay but it punishes careless dnvers 
and mtroduces an element of strategy. 

Probably the biggest drawback in the first 
Wipeout was Its pacmg and game struClure. 

While the tracks themselves hardly lacked 
ambillon - many were Simply stunnmg and 
some more stylishly textured than those m 
2091 - their rollercoaster-like deSigns. 
packed With tunnels. canyons. huge drop­

ofh and mammoth leaps over gaping 
chasms. all took their toll in gameplay 

terms. Because of this. the original game was 
tortuously difficult and extremely 

uncomprommng. Winning was essentially a case of 
spending a great deal of lime learning both the layOOl 
of the cirCUits and the correct racing line for each one. 
There wasn't so much a diffICulty grading as a 
diffICulty leap. from the relatively easy opemng pair of 

The second Vedor-dass track is the snowbound Sagarmatha. set in a Tibetan mountain range. The ice 
textures disappoint In places. but there's an excellent snowfall effect as flakes streak across the saeen 

phenma Par1c:. a German city drcult. 
will be the first serious test of your 
braking and comering ability 

You can select any of the music 
tracks or go for a random sampling 

I 
I 
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The .n-new pits In WIpeout 2097 
run paralhl to the home stralpts 
(top), and ftyinc down the red and 
black sbiped lanes replenishes your 
,acecraft's energy meter at the cost 
of .. sliptly slower lap time 

~,~ 
,r ,-- 2"l- i;: "-.\;' 

O:20~.., ~ \'. 

As before. only two views are 
offered in play. but the came um Is 
much. more dynamic in demo mode 

•• 

The bleak. urban (i.re d'Europa track is the first Rapler-dass 
circuit. set on a disused French Metro line. Ifs maybe too dark and 
moody for its own good, as corners are often difficult to pick out 

CIrcuits to rhe frumaringly hard later ones. And With 
such litrle margm for error. progress was tough. 

With Wipeout 2091. Psygnosls has clearly tried 10 
make amends by mtroducmg three different classes of 
mcuit. Each class has two Tracks. one slightly Tougher 
than the other. The VeCTor-class tracks are 
srrdightforward and you can rake Them al lOp speed 
wnhou! hfflng off The accelerator once. Venom-class 
tracks have two or three bends which require deft use 
of the alrbrakes. operated. as before. by the shoulder 
bunons. The Rapier-class tracks are monstrous 
constructions but Ihe subtler gradmg of W,peour 

.. 
2097 should make them feel more approachable by 
the time you've exhausted the prevIous four. 

The new tracks also greatly improve the twoplayer 
linkup game. The first two are ideal for linkup play as 
they're Wide enough for passing and simple enough to 
enable combat tactics to be used. The fact that you 
can now knock Into opponents without ruining your 
chances and use your weapons 
much more tactically makes for far 
more exCIting races. Att these 
seemingly insubstantial alterations 
count for a 101 and make Wipeout 
2097the best hnkup game 
available for the PlayStation. 

One of the unique setting 
points of the original Wipeout has 
also been revamped in 2097 - the 
soundtrack. Psygnosis must have 
spent as much money on 
schmoozing as on programming. as some big-name 
music acts can be found supplYing the sounds in 
Wipeouf l097. Biggest scalp of att has to be The 
Prodigy. with their InstTtlmental ve~ion of 'FITI~starter' 
the pick of the new tunes. Other bands Include The 
Chemical Brothe~. Future Sounds of London. Orbital. 
Underground and Leftfield. 

Wipeout l097 looks slicker. too. ReplaCing the 
small jet behind each racecraft is a mesmerISing blue 
trail. complete with starlighr-fiitered flare. ExplOSions 

are now (lrcular whlle shockwaves. and the cockpit 
vOICe now so\Jnds hke the computer In Wargames. 

Like all the 'changes' In the game. these are not 
major shifts. but cumulatively they make Wipeout 
l097 more pohshed and more entertaining than its 
predecessor. The tracks are more playable but 
arguably less attractIVe and less spectacular - a 
Judgement that could sum up thiS welcome but hardly 
essential fottow-up. Bul for newcome~. thafs not a 
senous complain!. ThIS 'speclal edlllOn' dehvers more 
than many sequels do and cements Psygnosis' £ 
place at the vanguard of Bnmh game design. 

'''1111 fBf/no: 
elllIJr out of ten 

First of the Venom-class tracks is the 
Amalonian rainforest experience of Valparaiso. 
which features jungle fauna and Mayan temples 
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saying fot the last year 11 

The "ahtnlnllun wasn't available 
In the shareware version but was 
definitely worth waltlnc for (top) 

s t really ust Oft speed? 

T
he only downside ID the oTherwIse pragmallC 
and honourable praCl1ce of The shareware 
strategy 15 that ,I produces a nasty case of 

premature ejaculation among reviewers. Admllledly. 
10 many Instances ,I doesn't really maller (shil doesn't 
smell a whole 101 beller however long you hang 
around I but 10 The case of Quake ,(s like returnmg a 
Verdl(/ on The WImbledon fmal afrer one set, llke 'I 
or loaThe 11. Quake 15 a cultural even! of global 
proportions: a game Ihal Will nOI merely frag Its way 
1n10 The hves of mIllions (many more. 10 all 
likelihood. Ihan even The mIghty 
Mano 64) bUllS desTined 10 shape ... the way a good many games W111 be 
In the foreseeable future, We've 
had the Qtesr. two shareware 

uel JII 

ver!.lons and a leaked Beta, Now we have the real 
rhmg, There was never any doubt that I1 would be 
good, The question was how good? 

Famlhar!. of the shareware ver!.ion WIll know 
somethmg of the game slructure already, Transported 
mto the start area, the player is offered three hallways 
which determine the game's difficulty, Once that 
choice IS made, entrance IS granted to a further room, 
from which the four epIsodes are accessed: DImenSIOn 
of the Doomed (Ihe shareware episode) , Realm of 
Black MagIC, Netherworld, and Elder World, 
Conlrary 10 expe<IaIIOns. the episodes do nOI 
have 10 be compleled in order, bUI SInce 
Ihey get progressively tougher, ifs besl 10 

comply wllh Ihe natural sequence, AI 
the end of each epIsode you collen a 

• 

id 

h I 

rune: collect all four and you get to confront your 
nemesIS, Shub-mggurath, in his laIr, 

Depending on what sort of ng you're packrng, 
Quake's graphics WIll either have you agape rn 
astonrshment. or posllng 'Ouke Nukem rules' messages 
on the Net, Powenng what IS arguably the world's 
mosr advanced '30 engrne, complele wIth z~orted 
rextures. per!.pectlVe-correcllOn, dynamIC hghtsourcing, 
and polygonal enemies. is not a job for a 486, Id 
claims thar any Pentlum-class machrne wllh 8Mb RAM 
IS sufhclenlto run Quake in its default ('320x200) 

" •• 'Y. • • 
•• • • 
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Even next-Ieneration lemepley stili 
hes to rely on old-fashioned bosses 
to try end stop the player flnishin, 
... quickly. Althoup. odmlttedly. 1ft. 
Quake bosses mey be the first to 
actually fri,hten the player or make 
them jump - even Bowser In 5MB6f 
never meneled that You'll need 
more than "ebblne tails end 
splnnln, to dispose of these freaks 



mode but frankly. in low-res Quake is a mess of 
chunks. A Pt 00 wIth 16Mb is probably the acceptable 
minimum. However. if you've got the kit. Quake is 
probably the most vIsually impressive game you'll have 
ever seen. The levels. whIch range from brulalistic 
mlhtary zones. to gangrenous medieval dungeons. to 
intricate neo-GothlC fantasias. are awesomely realised. 
Even If bereft of foes. Quake's worlds would make 
splendid tourist atlractions - juSt wander aboUl 
marvelling at the play of hght and shadow. the 
lallicewoncs of sIone. the stamed-glass domes.... 

ThIs luxunous veneer may mspire the appropriate 
dread and reverence. but it's what lies beneath - the 
phYSICal arrangement of the levels - that really counts. 
and It'S here that the full '30 makes its impact. 
Although the essence of the gameplay has remained 
fundamentally unchanged since the ancestral 
escutcheon was forged by Doom (kill. survIve. 
dIscover I. the quality and variety of the experience has 

• •• .. '11.. • .. re 

Even In extreme dose-up, the polYlons don't 
plIellate. Be. , In mind that H you do .et this dose, 
de.th will nonn. 11y follow pretty quickly 

been greatly enriched. Quake is definitely not a 
corridor game. These levels are a veritable imbroglio 
of bndges. galleries. gangways. lifts. moving platforms. 
teleporters. concerlina stairways and watery labynnths. 
Not 10 mention the fIendIsh traps (crushing celhngs. 
trapdoon. lunging spIkes and the hke) which besel 
your every step. One paMlcularly spectacular stage. The 
Wind Tunnels. haS you sucked through a maze of giant 
ducts and belched. totally dIsoriented. InIO cavernous 
ct\amben. Another has you trapped In a grinding 
medIeval elevalor shaft plunging downwards as 
zombies drop on you from above. If's not just that the 
gameplay IS more involVing than preVIous efforts In the 
genre: 11 also requires a good deal more skill. 
Jumping. falling. SWlmmmg. and shooting up and 
down on the move are integral 10 your negotiation of 
the terrain. SIX degrees of freedom has its price. 
though. Keyboarders beware: this game is for mice 
and men only. 

Unlike Duke Nub .. lD, you won't be 
.We to ftnlsh Qucrb without ",.kln, 
use of the new k»ok up/ k»ok down 
future I.bove) 
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In Deathmatch mode it's often best to let a rocket launcher and 
make for the hip lround. This Is level one, stale two 

The lame Is only just out and 
already there are patches on the 
Intemet .'Iowtnl you to chanle It 

u. ear • • • • 1;he 
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Many of The monsters have been detailed in Edgf' 
before, but The full version introduces a few new faces 
to whal was already the most fearsome rabble of 
nasnes In videogame history. Grunts are joined by 
Enforcers (bigger gun, smaller brain) , the waters are 
now patrolled by gnashing Rotflsh. Death KnighTS 
dwarf their shareware breThren, and Spawn ooze OUT 
of the floor, But worst by far are the Vore: grotesque 
hybrids of man and spider which hurl heaT-seeklng 
balls of spikes. JUST hean ng Their distant baleful 
shrieks IS enough TO have you spunking every round 
you've gOT into an empTy room, As for the weapons, 
the only new addnion is the very TaSTy Thunderbolt 
(Quake's BFG) whICh discharges a Jagged knife of 
lightning thaT doesn'T STOp until It STrikes a solid obJeo. 
Since flesh doesn't count as a solid objeCt. you can 

Imagine what carnage It inflictS 
on a queue of Ogres, 

The one completely new 
feature is the Inclusion of musIC -
Trent Reznor and Nine Inch Nails 
provide a bnlhant ambient 
Industrial soundtrack that weaves 
perfectly behind the crackle of 
torches and the blaZing nOise of 
the hardware, 

So what does 11 all add up 
to? Well. If you're after an RPG, 
you're knocking on the wrong 
door, Quake IS an aOlon game, 
Pure bUT not Simple, Ded icated to 
The produolon of fun and fear, 
That's whaT Id do belfer than 
anyone else, Much better, 

It's hard 10 believe how good The full version gets, 
If you didn't know where Quake could go after the 
hrst episode, then JUSt think bigger, badder, more 
beautiful, Id has beneflled greatly from bnnglng two 
further deSigners Into Their Texan cabal. and the 
2 S-odd levels (excluding The SIX special DeaThmaTch 
arenas I display an amazing depTh and diversity of 
Ideas, You'll play ThiS lOT a mllhon limes over. and the 
only reason Quake can'T be awarded a perfect 10 IS 
thaT Id owes so much TO anOTher game. Dne of ItS 
own, as It happens, You know the one. It'll be on your 
hard dnve somewhere for sure, Unless you've £ 
deleted 11 to make room for Quake .. , 

BdD' rallno: 
atOB out Of tqn 

"",ere's even a patch th.t lets you persuade all the monsters to join you so that whenever you're 
attacked they will have a go at the a"ressor. This also works in Deathmatch mode against other players 
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S 30-0bsessed mer? Joini the old school of ite.hea Neo-Geo mes 

comes Metal Slug, a home version of the NK coin sttoot em u 

Metal Slug's six missions take in rivers. canyons, jungles and rope bridges, lending great graphical 
diversity to the adion. Ifs a pity the game Is so easy to finish. even with just four continues 

T
he Elghl1es: a lime when true 3D graphlCs 
were the stuff of dreams. when polygons 
were JUSI thmgs your maths teacher talked 

about and when Ihe 2D horizontal shoot "em up was 
firmly in 115 heyday. Now. thanks to SNK's trusty six' 
year-old trusty spTlte-shuntmg technology and 
Ihlrdparly developer Nazed. Melal Slug IS here. 
boasting six stages of relro shoot "em up chaos and a 
host of amusmg touches. 

In fact. Metal Slug is an addIctive and tOlally hectic 
game which. WIth every scroll of the screen. brings m 
some new enemy or graphical set'piece to keep the 
player plugging away. In terms of staple shoot 
'em up features. Slug has the mevltable list 
of weapon power-ups. includmg a heavy 

End-ot-Ievel baddles range trom sunburnt 
Rambos (inset top) to huge gunships (above) 

machine gun. a rocket launcher and a great flame' 
thrower. There's also a healthy arsenal of different 
enemies: soldiers. tanks. motorcyclists. helicopters. and 
even bIplanes and frogmen. 

A few nice touches have been carefully nicked 
from other games and then expanded !>n. The player 
has to free hostages as in Commando. the dIfference 
being that here they give you weapons. You can also 
get m a tank. a la Jkan Warriors, bu t this one can 
jump and has power·ups (incidentally. the twoplayer 
option m MeMI Slug is also a tremendous laugh - as it 
was in lW). Finally. and most SIgnificantly. Metal Slug 

has much in the way of humour. For example. 
enemy soldiers often sit around talking or 

cooking. but when they Spot the player. they 
leap up. scream. and run away. It's a great 
touch whIch ensures that you're always 
checking new scenes for comic moments. 

As IS often the case with Neo·Geo games. 
though. Melal Slug ultimately suffers from its 

com-op ongtns in tha t 11 only takes a few hours 
to complete. This is a shame. as there are plenty of 

great Ideas and some beautIful scenery m the game. 
UltImately, though. Meral Slug is an imaginative. 
humorous and enjoyable step back Into the past - a 
bnef glimpse at the way things used to be. £ 
Brief. unfortunately. being the operallve word. 

BD,. rallno: 
SIH out Of ten 

I 

The game includes some great 
visual sequences. Here, the plillyers 
are blown off a bridle onto ill boat 



A meeting point for media capitalising 
on the digital entertainment revolution 

Ideogames are obViously the most Immediate pOint of caU for 
many. but for those With a more edeCltc interactive entertamment 
dIet. there is a burgeOning range of CD-ROMs now offenng 

Interestmg alternatIves. InteractIve cartoons are hugely enjoyable and thiS 
month's The Srmpsons Gmoon StudIO entertamed the Edgf' team Just as 
much as any of the latest games I well. If was a close)" Plus. Edge dIgests 
more manga. a French CGI canoon and a CD-ROM dedIcated to ID .. fans. 

Any self respecllng technohle should not dIsregard Edge's selecll0n of 
mUSIc' either. For those stuck In the gUllar based groove. fearful of 
mUSical evolullon beyond of the rock dinosaur count on Edge la 
prOVide a range of dynamiC. progressive and emotive music only 
made pOSSible by dTgllaltechnology pioneers. 

reli-Rom 
Batman Cartoon MakerlSim sons Cartoon StudIO 

• Random Hou~/Fox Interactive 
• Both: Mac/PC (0 ROM 
• BoTh: £20 

The Blltmdn CGnoon 
Moke, is sbictty for kids 

he 'd!'~lgn your own mOVie' Idea Isn't a new one. A plefhora of aOlmallon 
lilies eXl5ted on the An-Ilea and ST ba~1( affairs allOWing you to draw your 
own sel~ and characters and then create him!.. The laTest batch. on PC are a 

lot more promISIng. 
BOlh cartoon makers. based on The Adventures of Batman and Robin' and The 

Slmpsons' sene5. come With a huge !Oventory of ~cenes. objects and ready 10 ammate 
charaClers to make the whole thing a 101 more userfnendly. In mlllllTes )'ou'lI have 
pICked a scene. filled 11 WITh background props and placM your characters on lOp. 
eellllllil alllhe banng detnr~ of ammalton out of the way. Actually maklne the 
cartopns move I~ equally Simple as Ihe characters follow the mouse In their own way. 

Both of !he tItles come With a baSIC edlllng suite so Tha! cartoons can be cut and 
scenes changed: you can even have opemng and clOSing credIts. Some may find the 

n u", . ..-
Burn UP. W 

• (fOrt is 
• A.D. V,slon ! 10 mm I 
• Release: 11 Aue 

he 'gIrls With guns and 
prominent cleavages" Iheme 
has been explored pretly 

comprehenSively In Japanese Clmme 
bUT Ihe producen of new senl"S Burn 
Up W dearly think there's more 
mileage In the Iilenre. 

Here. the Iillrh. who Talk hke a 
bunch of alrhead Hllilh School girls and 

""m 
Incapable of 
clothing 
themselv~ 

properly. are 
members of 
an ehte SWAT 
team In a kmd 
of 0.1.' Hard 
meets 
Ba~atch 

meets Cluel~s. 
ploThne. 

AnimaTiOn IS annOYingly kepT TO a 
mlnlrnum but the charaClers are well 
drawn and funny. and the scnp! IS tIght. 
bUT whether ThIS WIll develop mTO 
anythlOi more than a 
voyeun~lIc appreCIatIOn of the 
female form IS debatable. 

Insektors 

• C~rt U 
• Channel Four Video 191 mlrn) 

• Release: 21 Sepr/£9.99 

beat (OmpUTer animated cartoon sent's 
from France. Thr- story revolves around 
Ihe Veelireeni. an e<o-fntndly bunch 
of InSt(IS who unfortunately have 10 

shart- ,heir home world. Black PI\lnel, 
WIth a eroup of mise-Table eco-naSllts 
called The Kruds. 

The CGI. although slightly dolled 
now. sun manage 10 Imprtss WITh some 
marvellously hfehke cnaraclen and 
strange. alien landscapes. but Ihe 
SCollO]Oi1ca1 humour Ihat might put 
some off when chIldren hn. 
see IhIS. a fffl awkward 
quesl10ns may bE' raIsed. 

Now you too can become a budding Matt Croenlng courtesy of flJe 
Slmpsons "'noon studio CD-ROM. All the ch.raden are Included 

Batman CD a 111111.' too baSIC. Though. ObVIOusly aImed a! chIldren. many of the 
feaTures present In The Slmpsons hke the pOSSIbility of haVIng two characters 
mOVIng aT once - are nOI available here, Also There are no sound Illes In the Batman 
product. If you want the characters to speak. you have to prOVIde rhelr VOICes With a 
mICrophone or wnte out ~eech bubbles.. The S,mpsons. on the other hand has a 
huge ranee of words and phra~ from all the characlers. 

Oesplte their slmphClty. bOTh produCTS are erea! fun and. at roughly half 
the pnce of most Vldeogames. good value. A BeaVIS and BUllhead version 
t that doesn'T 'suck" naturally) would make a ereat follow up. 



( Bangets ana Bear 
Nikon Digital Camera 

M;)nuf,nturt'r: Nlkon 
R~luse: TBA 
Pn (e:£HO (lHb),£'i50 (2Mb) 

produCIng 
... __ " "Igh-end 
digital cameras smce 
February 1995, but 
recently the number of 
non professionals 
Inlemled In the 
technology has grown. 
Accordmgly, Ihe company 
has developed TWO 

Simpler. more Sfy!l5h 
models for people who 
aren't pholographel"5. bur 
aTt' mterested In vlewmg 

thelT photos on a Pc. 
The Muh. mput 

model 15 the beller of the 
two. No! only can 11 !>end 
photos 10 your PC VIa a 
SCSI cable. but 11 al!.O 
com~ Wllh lIs own 
2. 'itneh colour screen !>Cl 

you can VIew rhe lmagf$ 
when ever you hke 11 . 

Beller STilI. the cameTa has an audio 
recordmg funCll0n and a memo pad 50 

each of The 125 Images that 11 15 
capable of 510nng. can be accompamed 

by wntt~n and spoken comm~ntary. The 
PC Card model IS shghtly Simpler. Wlth 
fewer fealures.. but you can plug It Into 
an Internal PC card dnv~ and download 
photos almosllMlantly. Ideal In faCl. 

for those !cm minute Vld~ogame 
$how r~pOr1s lhal Eq.. 
!>Om~tlmes (Tams In 
Without TIme 10 dev~lop 

tradlllonallllm_ 
Both models 

Include a range 01 

I~alures like aulo·flash. 
self'lImer and macro 
lens. and according to 
Nlkon. 'featur~ a 
vertical onenlallon 
design', E. 15 nOI 

qUlle wre what rh15 
mean~ but <lppar~ntly 
11 'faclhtles ~a~y pock~t 
portablhty·. If you feel 
templed. though. do 
m<lk~ ~re you're 
weanng the baagles to 
prevent the Inevitable 
Ar~ you pl~ase-d 10 se-e 
me or IS lhal a Nlkon 
Dlenal SLR In 
your pock~t?" 

Nlkon',dlpul 
u.er.s .,. COftIpKt MId one 
IIIOdeIlndudes .n LCD ICneft 

Inside Independence Day -The Making of ID;;" .......... 
• Fox Int~ractJv~ 
of'( 
• CKlober. £20 

efs eet rhlS straliht. rndependenc~ Day IS not 'a Slar Wars for the mnelles' as 
the press are wont to hall 11. Ir"s a good film. funny In parrs Ilf you can 

... _--' ,to013ch Yanky. gung ho camarad~ne). suspenseful In others. butlT's nOI an 
classIC. There's something miSSing. And the ~me could b~ said aboulthls CD·ROM. 

To be fair. all Ihe IngredientS are here: InleMews With Ih~ (ast and (rew. onset 
photos. produ(tion notes.. draWlngs. s~1 designs.. pages of text about UFO!. and the 
history of the film. However. despite Ihe obVIOUS aTtempt al deplh. The Making of 1004 
looks like a Web Slle and why should you pay 20 qUid for !>Omelhlng which you 
could VIew on the net for I~ COSI of a phone call? 

P~map5 the problem lS I~ lacklum~ presentaTIon.. There"s a Slalt( main menu 
screen WI!h lots of tOP" opllOn Icons f rather like a Web 5Ife). You chck on one. read 

Sodly, the quellty of .... ....-_ 
f.us •• y short of the Holywood fll .. 

the leXI. look al Ihe plClures.. maybe 

follow up Ihe tOpiC by clicking an 
Icon whICh links you 10 Informallon 
held In another sub·menu. then you 
go back 10 Ihe main SCreen again. 
Not exaCfly a thnlhng InTeraCllve 
gUide to the moVl~. Furthermore. 
homble taclcy eolden fonlS ar~ used 
throughout. Which IS vlMually 
unforglvabl~ In E.·s book. 

S"'fl buffs Will no doubl pour 
a"~ntTV~ly over the b~hlnd Ih~ scenes 
sluff I including ~m~ gr~at plans of 
the mothershlp and Area 51 labs). 

~~~f'~:~ !;';cf;°:ii:°===-
R~le,ne: Avallabl~ now 
Pn(e: £2 70 

ver since the amval of t~ 
(D. hi fl sYSJems have b~en 
&filing small~r and smaller 

freed from Ihe restrlCIIon of haVIng ro 
Include a tomparalTVely large record 
turntable. The latest NC midi system 
may Just hav~ faken IhlS obsesSion 
With (ompaClness 10 Its obVIOUS 
conclUSIon. The UX·I000. which was 
r~c~ntly awardt'd 'European Compact 
System of lhe year 1996/9] by EISA 
measures Just SIX and 
a quaner inChes m 
h~lghl and fTVe and a 
half Inches In Wldrh. 

Importantly 
though. N( IS 
adamant that Ihe 
system's diminutive 
stature has no effe<:t 
00 sound quahty. 
The UJ( 1000 
f~a l ures N("s Acllv~ 
HyperBass "Super' 
Pro ~und system 
Hyper Neo OI!'ln 
cones and ball 

.... 

refl ect speakers all ensunng Ihal very 
loud IhlngS can com~ from small 
boxes. The sYSlem also Includes AUX 

nuvi 

Input/UNE output terminals and a 
on~ bit PEM DD converter CD which 
mayor may nOI be Imporlant 
d~pendmg on how much 01 an audiO 
techle you are. 

For those who·s lives are nOI 
radICally affecled by the pre'>t'nc~ of 
UNE output teTTnloals.. the UX 1000 
al!>O mcludes an FM/MW/LW radiO 
Wllh a J 5 preset tuner. and. best of all. 
though. a remote COOlrol. WtllCh 
means. m order to use Ihls mcredlble 
tiny system. you don'l have 10 cry and 
remember where you putu. But don', 
foreet where you leave the 
remole control. 

111. M4MJng oIllH provklu • COIIIprehenslve, if rather poorly 
presented. lnsltbt Into the blockbuster. Independen(e Day. From 
storybo,lrds (left. top .nd .bowe). throuch photo stills of the movie 
Itself. to aNllments from the Ktors, this Is sd·fl mut and pot.toes 

but there's not much here whICh couldn't be found m a book of Ihe same title. 
Then ar~ !>Ome QUick Time moVl~ InteMews. bUl these are very shon and look as 
though Ihey've been taken from a lV programme. In fa(1. Ihroughour the diSC. 
you never really gel the fe-ehng you're being I~t 1010 exclUSive secrets abouf the film. 

In terms of CD ROM pncmgs.. however. £20 represeots a good buy for 
obsesSive fans of the film. Desplle the boring presentation and 
dlsappomtlng Intemews. there IS a reasonable amount of information here 
10 explore. 
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e-mail: a.love.story 

• Strphame 0 FleICher 

• £6 
• Headline 
• ISBN 0-74125'114-21246 paee~ 

apparenTly' well. according to Ihe 
pubhmen anyway I. It's a romance 
stt on rhe Ntl. Pr~nted In the form 
of ~mad exchane~ It's Pamela for 
The nlnelie!J How W111y of Ihe ~llo 
choo!>e this. And how cl"er 01 you to 

et,. readm who 
haYe at any POint 

In thelT educal10n e-mail: 
have wld your soul 
to him. 

If~ a ~tOI)' 
about a woman 
called Katle who loes 
on to a BBS one day 
and. before she can 
hit Al,-F·., falls m 
loye Wllh a kmky 
cardloloilsl and a 
Texan cowboy-pott. 
What IS she 10 do? 
She must wnle 

bten compelled 10 dlltS! 

rhe gareanluan slab of 
enstle That IS 'Pamela'. 
Samuel RlChard!>On"s 
~mlnal tlghrunlh century 
epmolary novel W11l 
remember how tht')' 
beeeed the Lord for mercy 
and bareamed !helT W)Uis 
Wllh Salan. Take me. oh 
Pnnce of Darkn~s. I would rather do 
anything Ihan Tt-ad anOlher paae of 
,I'IIS book: 

'Anyrtune! sa)'!> Ihe Oark One. 
Very welL He reacoo behind hIm 
and products a shm paperback. 
Then you shall read rhls mSll!'ad: You 
eaaerly seIZe Ihe book and ,(s called 
E.mall: / / aJove.srory/ t . The novel 
'kill's rakmi Amenca by Slonn 

{ music 

Rebirth of Cool 6 
Various -'­IlY CO whICh pitches Lamb's 

Jumpy drum n' bass 
(onCOCllon "COIIon woor 

aaamsl Alex Re«e·s smooth BJork-ts,que 
F«I The Sunshine 11 'NOrthy of some 
allen'lon, Rebirth of Cool 6 does Just 
Ihat. Indeed. the besl Ihlng aboul 'hIS 
compllallon IS lha'the Iracks have little 
in common except coolness: If you had 
heard Honzons by LTJ. BukM' and 
~J. Pulse's S,r«1 Player !teparately. 
you'd n"er place Ihem on the same CO 
- luckily someone did. For ex-mdle kld~ 
Rebirth would make a grear 
mlroductlOn to Infinitely more Yaned 
formS 01 aural pleasure, 

11 ..... sUil ll 

Ihmes hke '1 have 
used my ~xual"y and I have u!>ed 
you. John. 10 II)' and fill the gapmg 
hole mfhcled by my self-loathing: 

You force yourself to read on. 
But )'Ou can·t. Ifs 100 bad_ 100 Inle, 
contnved. faCile. mawkish. dull. 
smui_ ·Pamelal" you Cl)'. 'all IS 
forirtenl" Bul as Satan's lauihter nnes 
around you. you know It'S too ~ 
lale. Oon-' "en Ihmk aboullI. i-=' 

_ _ 410 _ 

win 

f • \ . 

Winx 
Left Above The Clouds 

or those famlilarWlth Jesh 
W,n"·s chart SIormer. Higher 
Srale Of ConSClousnes~ would 

probably expett the dreadsler's debul 
album to be a lull-on acid tnp 01 
unmatched InlensJly, In lact Ifs not, It's 
lar beller than thar. AT 28 trach 
thoueh. thiS IS no bnel excursion., 

Interspersed With spoken dialogue 
that occaSIonally veers towards The !>elf­
InduleenT. Wlnk·s ambient ranee of 
techno,trance does have ItS own unrque 
flavour Ihat gradually hooks. Combined 
Wllh the spooky cackllna samples on 
Don'ILauih and some trademark 101 
Insamty. thIS IS dream-like bul inTense. 

The Fugitive Game 

• Jonathan lmman 
• £18 
• 1..1II1e Brown 
• ISBN 0'116-')2858-7 / 181 pages 

arrested last year after 
fInding hiS wltf InIO dozens 
01 claSSIfied Goyernment 
computer systems). The 
Fug1f1ye Game will be 
conluslng. The book recounts 
the telephone conyersallons 
lhat LlIIman had WIth Ihe hacker. poor 
to hiS apprehensJon. so readlni about 
that apprehenSion m the book 
Takedown (s« £15) would probably 
be a WIse move. 

In facf. readl"i IhI! IWO ba<k to 
back gIVes you the best Idea about Ihe 
playeB Hwolyed and you can make up 
your own mind aboUT Ihe inconsistenCIes 
thal anse In their respKllye accounts. 
More than anyrhlna else. The FugitIVe 

Earthtrance 
Vanous~========~~~ 

lbums created by mUSICians 
donanng tracks free of 
charie. rarely work. This 

compllallOn, how"er. IS dIfferent. 
Produced ·m aid of the world·s 
endaneered 10reSlS', 11 bnnes toeelher 
conventional techno ploneeB (Speedy 
J. The Source Expenence. elC) WIth 
Goaheads such as HaltuClnoien and 
Man Wllh No Name (who contnbutes 
a srunmna track. OsmOSI1). And Ifs the 
Koloelcaltheme that IS the common 
ground here. After all. to Iho~e artIsts 
who are no stra"ie~ 10 partytne In 
'orests to banel"i trance, the planet 
mus, seem tT\l1y worth SCIVI"i, 

Game prOVIdes the "~t real profIle of 
wno Mllntck really IS - hIS mOl1yallons. 
hiS expert Vlew$ on our WIred SOCiety. He 
clearly doesn·, fll the stereotyped lmaee 
hackers have m the press (Junk food 
eall"i. Oyerwelihf. elC), It alw allows 

M"ntck 10 speak for himself. 
l"tman recounts almost 
yerbatlm what was saId 
dunna rhose prp'arrest chat~ 
and MltnlCk comes oyer more 
as an ordinary Joe than the 
Isolated nerd from T akedown. 
He has a Job. fnends and 
relallOnshlps. But he was also 
wanted by the FBI. These 
contradictory elements make 
him a multl'faceled 
personahty and not Ihe 

anarchist the press make out, 
But Ihen rhe perpetuallon of lhat 

myth may JUSI have been engineered by 
M"mck's enemies. II what I..mman 
touches on IS 10 be beh"ed. Shortly after 
lhe hacker·s arrest. Tsutomu Shlmomura 
and John Harkoff secured a fIlm deal 
for T akedown worth m excess of 
S6,)0.000. Would Ihat have happened 
If the case hadn·t b«n w 
(In'famous? 

Archive 
Londiniu m 

he number of mp-hop 
anlsts Jumping on rhe 
POrTIshead bandwagon must 

o concern to Archive. for thar"s 
undoubtedly one of Ihe reference 
pOints thal they'll have to lIye With. 
How"er. unlike mOST dubby. 
beat combos. Archlye have an ear for 
a iood melody. and londlnlUm IS a 
~tormlngly iood debul album. 

Perhaps Ihe most oUIStandlni 
element IS the layer 01 nch stnna-Ied 
orchestration that underpinS the 
melodies and mtllow rapping. Try 
and Ilnd a filler on here youl1 be 
wasting your tIme, Simply beaullfut. 
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~ SlrBBlPIOnlBrmm2 
While ... waits Inxlousiy: for the IItUdHtted Street Fighter 3, 

a~'s devel99.m: are ~ to km the 20 Street Fighterseries going with this 

latest coin-op conversion for the P~Statlon 

Ken gets the upper hand with a 
fireball to get the first attack bonus 
- not that points ever mattered in SF 

A
nd so the Street Fighter story goes on and on, 
While every other gaming company 
producing beal 'em ups concentrales on 

polygon-packed 3D games, (apcom seems keen to 
adhere 10 lIS 'If it am't bUSl, don'l fix it' 
Slralegy, If it wasn't for rhe faC! thal 
everyone knows Street FIghter III IS m 
production deep in the company's 
hallowed halls rhls would be an mdication 
that il was m deep crealive trouble. 

But as this month signals, Street 
Fighter III is indeed on the way - and rhis is 
jusl another case of Capcom proving that Ihere's 
more life in Ihe 20 flghtmg genre Ihat has seemingly 
been abandoned by just aboul every Olher company, 

First. there are new characters - arguably the most 
important ingred ient of any fighting game sequel. 
Initially the Street Fighter legend revolved around a 

paltry eight characters - now there are an 
overwhelmmg 18 would-be opponents In all 10 

choose from. with all the old Street Fighter 
Zero characters jomed by Dhalslm from 
Street Fighter Il. Gen from the original 
Street Fighter (remember the punchable 
buttons?). Sakura. Cl comedy version of Ryu. 

RolenlO from the ancienl but 51111 very 
playable Final FiCh! and the mighty Zangief 

from Street FIghter 1I. 
While it's mitially di!oappoinfing nOllo see any 

Original characte~ from Capcom, the developers have 
done a lot of work on these new 

~~~'~~"i'~~'~'§'~"i'~.'i .. ~ .. ~~~~.~r~.~.~.~~~ .. ~~~~~~~ ones 10 make sure they fit into • the game perlectly. As an added 

ee ore. Ye rtt1 • bonus, Ihere's no longer any need 
10 perlorm thal bUllon·breakmg 

cheat 10 access Akuma, Bison and Dan: Iheire now all Everyone else may have run OUI of ideas when 11 
comes 10 .120 carloon fighllng game, but Capcom has 
come up with a few brilliant new ones. plus the fmal 
tweak to ,heir basic Street FIghter engine 10 produce 
what is certain to be seen by all as the finest Slreet 
F,ghter game to dale, 

Chun Li adopts a new more politically 
[orred dress sense In this came. Gone are 
the skimpy skirts and klnC exposed lecs 
as In the other street Fighter cames. To 
the ridlt here. Gen looks like he may have 
been borrowed from VirtutJ Fighter 2. 
Now H only he was portrayed as a drunk. 
then SeCa could sue ... 

mSlantly selectable. 
As well as Ihe charaCler redesigns, the 

backgrounds have been overhauled, so Ihere's more 
colour and a lot more going on - parallax effects are 
particularly ImpressiVe, And if all this falls 10 impress 



To uoid any confusion in same 
charader-versus-charader flrhts. each 
firhter now hu four colour schemes. In 
another new twist this Is one of the 
first times that a charader has a 
wupon thitl he can use In lNttIe (right) 

you. the fights taking place In a manky pubhc toilet 
complete WIth 'actlve' onlookers almost cenamly W Ill-. 

The cham combos. which proved fairly unpopular 
and confusing in Street Fighter Zero. have thankfully 
been ditched. with the exception of one Guy's four-h it 
one. To replace them. though. you can now pull off 
new devastating super combos. There are three stages 
of super combo that can be executed when you 
manage to max-out your ~uper meter. a control that IS 
affected by your flghllng performance, The later stages 
need more complicated bUllon combinatIOns. but 
they're stili a lot easier 10 reach than the earlier chain 
combos ever were. 

The backrrounds In Street Fighter Zero 1 are 
wonderfully reaUsed. This grubby public lavatory 
Is one of the most Imagtnatlve In the game 

The more speCial moves and combos you do, the 
fa~ter your meter mcreases - all standard beat 'em up 
fare. The super combos can also be put mlO a normal 
combo for that final devastating touch Ihat wlllleave 
almost any opponent reeling. 

As with just about every Street Fighter game m Ihe 
senes. SFZ2 IS fas ter than lIS predecessor. The lowest 
speed ~e ltmg makes the game the eqUIValent of the 
ongmal Street F,ghter Zero. while the eXlra turbo 
mode takes 11 mlO a completely new dimenSion of fast 
flghtmg. Somehow, Ihough. i' stili doesn', detract from 
the power of the onglnal game. 

In relrospect. 11 would have bef'n very easy for thiS 
to have been Ihe final nelll m the coffm for the Street 
Fighlersent'S. After so many mstalments. anythmg less 
than near-perfe<lIon would have been considered 
dlsappomtlngly second-rate. It was Imperative that 
Capcom's development leam look care to aVOid bemg 
accused of Just cashmg m on a popular series wllh as 
hllle work as pOSSible. 

As Edge expected. though. they have pulled 11 off 
With ease. The alten110n to detail m the gameplay is as 
good as ever - It always leads 10 eXClfing fights 
between expenenced players who access all the 
combos and super combos. and know Just when to use 
them in battles. ThaI said. I1 can be all a little 
intimidating for inexperienced fighters who Will have 
to learn the moves qUICkly - or be left in a quivering 
heap on the loser's screen. 

With all the new features and the tweaks to the 
basIC Street Fighterengme, (apcom have come up 
with the goods once more. and wllh a game that is 
supenor to all that have gone before - from (apcom 
at least, Takmg into accounlthe limitations of the 10 
fight1ng genre. I(S hard to see just what else (apcom 
could do to make a beller 10 flghllng game. 

Still. this is possibly an ideal time to let the Street 
FIghter 11 series rest once and for all. This lalest 
version IS eaSily the best one yel and pOlenlla! buyers 
Will be hoping that an update won', follow hOI on ils 
heels in a few months lime 10 render 11 prematurely 
obsolele. If Ihal happens. of course. there's £ 
always Street Fighter 1II to look forward 10'H 

BS,. rBllng: 

Blalll out of ten 

test screen 

With all the new moves and combos 
there are still times when only an 
old-fashioned Dragon Punch will do 

. . 
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st screen 

III 

i l,alliOSl' Wars 
In tbtse Is are wned_ the original hits the shelves. So it's refreshing 

[::::::::::::::::::::::t:o:~:e::a:te:a:m~t~a~k~e~a~~]w~ye~a~r[s i~~~~~~udpho. 
to one Of tbe most ,able and vfoIent vames all time 

follow 

BI, explosions. Tbat's what some of the levels in Syndlcatr Wars are .n.bout. Huce. skyscraper-flattening.. innocent-d"man-Iaceratln, explosions 
th. un Ilteralty flatten entire city blocks. Even If they aren't part of the mission, there' s .. sick f.scinatlon cleaned from trfnerinl them anyway 

The seedy city streets of .. syndicate 
Wats level. Soon to be made more 
colourful with blood and corpses 

rJ od about time 100. Ifs been an absolute age 
• since anything has come oul of lOp Brit 

develope~ Bullfrog .. apart from the deluge 
of excuses for Dungeon Keeper being so delayed. But 
at least They've come back with a bang. quite hterally. 
wllh 5ynd,care Wars. 

The original IS still rated as ont' of the finest 
games ever, wiTh bOTh The Amlga and PC versions 
selling In huge numbers, It eventually went on TO be 
convened TO JUSI about every machine imagmable, 
excepT the PlayStallOn and 
SaTUrn. but They're gefling 
someThmg much bIgger and 
beller, Bullfrog has 
obVIOusly Taken heed of The 
'If iT am'T broke don'T fix It' 
adage when u came TO The 
gameplay in Synd,cate Wars. 
It's baSically The same as The 
anginal WiTh The lime really 
being Taken on the weapon 
desIgn and general 
graphical look. 

In SVGA. providing you have PI n or preferably 
higher. the game keeps The dean. cnsp look of The 
original - bUT moves )he camera angle in slightly to 
make everythmg bIgger and more detailed, WhIle thIS 
does cause slow-down on a low-end Penllum, It makes 
The game run at about the speed of the original. so iT 
STili proves eXTremely playable. 

Bizarrely enoulilh though, it's in VGA mode That 

• 

Synd,cate Wars really comes mto its own. Here the 
graphics really create the dark and seedy look and 
feel of the Synd,cate world. It spawns a murky 
atmosphere that makes the game more enjoyable. 
The video screens sllll work properly and the 
explosions are Just as outrageous as m The SVGA 
mode, bUIThe whole look IS Just That bit seedier, 

The miSSions m SyndICate Wars would be nOlhmg 
wiThout their weaponry, and Bullfrog have really gone 
la town here, The weapons range from the barbarIC 

(explosIVe razor wire) to the JUST 
plonn ndlCulous (like the 
cataclysm That can bnng down 
entIre skyscrapers wllh one blasT -
and you should see what they do 
TO people), But Syndicate Wars 

A new feature with the Persuadatron Is that not 
everyone will fan for It. Some dtb:ens will run 
away screaming for help when you approach 



-

Now you see it. Now you don't. The only way to deal with that Inner dty slum Is to Insert a few -cents 
armed with cataclysmic weapons and sk back and watch as they have the desired effect (rtchl) 

offers so much more than just a ruthless shoot 'em up. 
though. EveI)' mission you undertake will have 10 be 
meticulously planned oul (which route 10 take to your 
obje<:llve. whether to persuade people with your 
persuadalrons or nol. which vehicle to take. how to get 
into the cities. elC I . Then there's all the research you 
have to do to acquire new weapons - a much 
overlooked. but still essential part of the game. 

With all this taken Into account, the gameplay In 
5ynd;care Wars IS almost unbeatable. Controlling your 
team of cyborgs couldn't be easier, and all the 

in. all guns blazing. when your opponent has rigged up 
razor wire at the end of the alleY'Nay you're running 
down. Unless of course you had the foresight 10 send 
someone around Ihe back armed With enough 
exploslv~ 10 levellhe cif}, block. and anyone in It. 

Syndicate Wars brmgs Bullfrog right back 10 the 
forefront of the development (ommunily. Ifs a rare 
treal for a game 10 look this good In either VGA or 
SVGA mode. yel still retain a level of playab,lny that 
Will keep anyone hooked for week~ maybe even 
longer. The mission structure is perf~' and the 

;~~~~5~g~i~=~~i~~~~~~~~~~~~~ weapons are alway5 enlenaining 
1 , in their own nghl. •. 11. . &1 a While the waIt for Dungeon 

-e • • are' Kuper go~ on. It looks as though 

missions are fairly free-form. so as long as you achieve 
your objective, it dOl"$n't maller how you go about it. 
You could go on a murderous rampage. wiping out all 
potential opposition, and then go for your main target 
or you could plan it OUI. persuade dozens of innocent 
people to join your qu~' and then go for the larget. 

The network play is also something different 10 
other games. Toohng your team up and selling traps 
and ambush~ for other players raises this above mOSt 
other multi-player games, You can't jusl rush straIght 

this thinking man's shoot 'em up 
will be more than up to the task of keeping PC 
gameplayers glued to theIr monnors. This is arguably 
one of the bl"$t sequels ever created and If Bullfrog's 
claims of indentical PlayStallon and Saturn versions 
hold true (due early next year according to current 
plans I. then that Will be another first for the £ 
distinguished Guildford team_ 

"" f8r1no: 
mall our of ron 

As before. the tactic of persuadlnl people to ad as CIInnon fodder serves you well in most missions. It 
makes the job easier when you don't have to worry about belnl shot yourself - Just let those suckers die 

The equipment research doesn't 
play such a vital ro~ In this new 
version. You un even set It on auto 

The Syndkate train service doesn't 
suff., from strikes, but It will 
occasionally live In to explosives 

















Rely on Edge to cut through the technobabble. Write 

to Q&A.. Edge, ]0 Monmouth Street. Bath, BA 1 2BW 

m last y~ar I saw Rld,~ 
Rac~r R~lu"on for PSX 
in an NTSC version. It 

looked grei'1I becau~ 11 ran at 60 
frameslsec. h was also Int~r1ac~d. 
W<lS v~ry d lsappolnt~d wh~n I saw 
th~ PAL version ~ 11 W<lS only gOing 
2 S frames/ sec. and as far as I 
could see. was non-Interlaced. How 
Call thal hap~n? Do NTSC PSJt 
games conv~r1~d 10 PAllo~ a lot 
of speed? Or IS 1\ because the PSX 
processor works fast~r In NTSC? 
What about the PAL version of 
Tekken 2. WIll It al!tO run at a lower 
framerate tha t the NTSC v~rsion? 

Hu~um coll~won. so I was happy 
wh~n I h~ard lhat an updated 
version of Track & Fldd was being 
r~leas~d. All arllde-s I hav~ seen say 
11 Will involve hecllc bUllon pressing 
as In the COIn 'OP v~rslons. My 
queSllon IS can you u~ a 10YSllck 
like th~ As.clIware PlaySlallon one 10 
do rh~ runnlni ev~",s as In th~ 
corn-op version? 

m L WhICh of th~ three 
temto Tl~ (UK. USA and 
Japan) WIll N64 carts be 

compati ble between? 
2.1 read In TOfdll rhatthe Import~d 
N64'S sienal output is only In 
composite and S·Video I rlO RG81 
and th<lt the Scan l~ads IIV~ a 
poor~r quality plClure as a resul t 
Is thiS true and If !to. what can be 

3. My TV can acc~pt NTSC Inputs VIa 
I h~ Scan socket WllI lhis be enough 
10 run an Imponed N6 4 ? 
4. Will Monkey Island 1 or any 
oth~ r d«ent Ihe adv~nt ur~ b~ 

coming our for the N6 4? 
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