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ast year was @ memorable period
for the videogames industry. Most
pertinently, it represented a major
leap for the development of the
videogame itself, and this month's feature
reveals ten of the very best — all released
duning the last 12 months.

The arrival of the Nintendo 64 played
no small part in this, with Super Mario 64,
PilotWings 64, WaveRace 64 and Mario
Kart 64 all living up to the 64bit promise
made by Nintendo. By contrast, the
company's secondparty ‘Dream Team'
policy has lost its direction, with the N&4's
onginal killer apps, Killer Instinct and
Cruis’n USA, now the victims of an ironic
twmaround. Fortunately, though, this
month's Turok: Dinosaur Hunter shows
that some developers are still keen — and
able — to push the envelope.

Despite the cument strength of the
console market, 1997 could well be the
year that the PC finally breaks into the
videogames mainstream. With MMX set to
become the standard, and 3D accelerators
finally gmving developers the power they
have long camoured for, this year will
hopefully bring the machine kicking and
screaming into the next generation.

Technology  progresses,  games
continue fo evolve — these are dearly
exating times for interactive entertainment.
Make sure you're plugged in

The future is almost here...

[ [Enter the future of interactive emtertainment
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THE LATEST NEWS FROM THE WORLD OF INTERACTIVE ENTERTAINMENT

UK softco leads charge
for M2 thirdparties

An unknown developer lays claim to the first UK-developed M2 game

RPG Power Crystal is one of the first games to be developed for the M2 outside of Japan. It features a fully realtime environment and a complex
landscape generated at 60fps. These mocked-up shots are rendered in a higher resolution than those in the game, but use no less geometric detail




The system'’s lighting and texturing features will be used to create
exceptional atmosphere, such as in this beautiful snowy village scene

instead of the dual configuration planned for
the final machine - the Perceptions team are
enthusiastic about the hardware. ‘M2 really is
the single finest piece of hardware that we
‘Its

software like a tidal wave and to call it a
quantum leap forward Is such a gross
understatement that it does it Injustice. its
texture-mapping power and brute processing
speed means that we can do 50 much more

than on other systems, and Power Crystal is
the game we've always wanted to build.'
Meanwhile on the M2 front in japan, all
has gone strangely quiet once more. Following
Edge's exclusive reports In E37 and E4Q,
Matsushita s refusing to talk further about its

to
Osaka offices (see page 44) Edge

n a prototype fighting game running
uhita’s hardware, while it is also
1 that a Konami M2 beat ‘em up has
been briefly spotted on test at an arcade site

In Kobe. No screenshots of either are currently

W
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WARP's D2 is one of the most advanced M2 titles in devel
even its creators are unsure what the future holds for the

t and clearly shows
atform. At least while it lies in the hands of Matsushita...

All in-game characters will be rendered with
Perceptions plans for

1 it isn't even known if the
companies 1 to unveil the games at the
gigantic AOU show in late February

Similarly, Japanese thirdparty development
i1 still largely in the hands of WARP and its D2
p , although Edge has also learned of one
other title - this one from Genkl, a team that
has worked 0 al titles for Sony Music
Entertainmeant (Beltogger 9 being its most
recent), The titie is rumoured to be a shoot
‘em up In the style of Panzer Dragoon although
no official comment has yet been made

1 seve

AP Lor T AR ER A BAL WAGE >

the
consumer
Su o will

ve, Until then, Edge will endeavour to
er more information and next month

it wall present an exclusive in-depth E

look at Power Crystal

-

ntial. Despite this,

news

Namco goes to
the movies

Nameo is launching a film
development company
with the intention of
creating a CG-based
movie better than Toy
Story’. The project, a joint
venture with Polygon
Pictures, is already
underway and expected
to premiere in the US
before the year 2000.
Namco, which also
bought bankrupt movie
company Nikkatsu
recently, has invested
¥6-7 billion in the
ambitious project.
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MMX technology hits
PC accelerator market

The PC gets another shot in the arm from American semiconductor giant Intel

Laboratory, A

\ currentiy€oliaborating

\ with Nifitendo on'the
‘dispihctive-looking Kishy 4

ntel has officially launched its

Pentium processor with MMX

technology chips, c
the most significant upgr
architecture since 1985, Alrea
production, Inted is offering it &t
200MHz for desktop systems and 150 and
166MHZ for mobile computers. Pricing
competitive, with the 200MHZ version ct
in at USS550 in 1K units, only US$49 above
converttional P200, and it is estimated that this
will lead to MMX-enabled machines hitting the
UK market at price points roughly £100 c
their conventional counterparts.

The new silicon features an expanded
on-chip cache, which has been doubled to
32K, and more efficient branch
prediction, but the key components
are intel’s 57 new Instructions to
the architecture and fts adoption of
highly paraliel operation via a
technigue known as single
n/multiple data (SIMD)
new instructions have bieen
ped specifically to boost
g 20 and audio
performance by enhancing t
of processing the compute
typically found in these appli
than changing the chip arc
opted to allow MMX-< instructions to
use the current Fioating t register which is
then reset after use. This, coupled with the
chip's ability to process data In ‘burst mode
leads to the hike in performance

Even without MMX-native software, Intel
claims that the new chipset gives a 10-20%
performance increase. With MMX code that
naturally rises, with the company claiming a 4x
increase in, for example, 20 graphics

The demonstrations laid on at MMX's
launch, held in January at Longon's Mayfair
Intercontinental Hotel, were certainly
Impressive enough — a complex Gouraud-
and Phong-shaded polygonal object being
displayed at 25fps using an MMX P200, as
opposed to the 15ips achieved with a
conventional P200

Audio capability is boosted too, Yamaha's
XG MIDI Synthesiser Engine giving software
performance that significantly improves on
current paradigms

Software on show Included Maris” highly
impressive Space Station Simulator and
UbiSoft's rather less spectacular racing game
Pod, with an enthusiastic UbiSoft spokesman
claiming, "You won't see this type of graphics
on elther the PlayStation or Nintendo 64,

According to Dave King, Intel's director of

ef

2 Spee

Nens

tecture, intel has

Maris’ Space Station Simulator
{above) and UbiSoft’s Pod (right)
are two of the first games set to
use intel's new MMX technology

sales for norther

MMX sh e the PC
| n s0les: lock at th
there are a lot of games which take ad
of the hardware features straight
Previously it would be about a (
zfore people would maobilise for it
Detalls of forthcoming software are
sketchy, but Intel forecast i
MMX-enhanced titles ac
year end and
lopers are v

oM, Sega, annc

mum of 100
categories by

that ‘hundreds’ of

ers. With
support and Intel releasing the Pentiu
Overdrive Processt IWINE customers t
update current Pentium chips later this
the ramp to MMX seems a smooth
n fantas says King
ve'd have 10 do'a big campaign
to bulld MMX up, but people wanted more
information faster than we actually had

it to give to them and were saying they E
want to write to it straight away.'

one

nnas

2 tNOugnt v

[ arrmme—— R sresa |

Further details...
More informabion regarding
MMX technalogy, including
speed compansons with
non-MMX processors, can be
found at Intel's website
(www.intelcom). The site
also lists the manufacturers
set to release PCs with MMX

technology buill in
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Chilean coders land
$200,000 Enix prize

Enix, the creator Dragon Quest, chooses a puzzle game as grand prize winner
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overall winner. Final Coastor (left) was a runner-up

Enix defects to
PlayStation

been deemed a resounding success. The of hobbyist programming in the Football It:hh:l Lo
: agg Ryutaro Kanno claim
ran L n impressiye S20 0es 1 A "ONSE
i s i St grand prize, an impressive §. goestoa was consp Sha flest rimmer-np
Soft in deserting the Ne4 Chilean outfit called The Crisis Group for its honour, Thera prize of $50,000

for the PlayStation. Its
Dragon Quest RPGs
achieved phenomenal
success in Japan, where

Estructura (above), from The Crisis Group, was the |

he winners of the Enix Intarmet
I Entertainment contest have been

announced, and the competition has

puzzie game, Estructura

The competition was the first of its kind
and was designed to help revitall he home
programming scene. The big surprise has to be
that a country with no reputation in game

hailing from two
Argentina and Russia
It is perhaps a sad reflection of the de

r unusual sources,

months aver the futu

programmer’, with the PG taking much of the
blame far being such ial minefield to
the budding game programmer

On the evidence of this competition, the

they're among the top development to speak of has won the grand PC, despite its man 5. has
five best-selling games prize. Evidently, game design Is no longer the taken the place of the Amiga
of all time. sole preserve of the US, Europe and Japan programmer's machine of ¢
Having said that, eight of the remaining twelve owth in Japan me
Nintendo had originally aweg =2t if; 'ﬂes L vz'qi\ E;Owtqem ri :_n;:| ea
FUNners-up were Japanese, w 1S 3ls0 00N see Nippon.
planned for a 64DD il P

version of the latest in
the series, Dragon Quest
Vi, which was also
originally the case with
Square's Final Fantasy
Vii. Now that have both
defected to the Sony
camp, the N64's RPG
line-up consists of only
three games - Zeldo 64,
Mother 3 and Erutel.
With DQVII now
confirmed as a PS rel

(and FFVII setting records
for the being the most
pre-ordered videogame
ever), the PlayStation
looks set to become the
machine of choice for the
millions of RPG fans in
Japan.

something of a surprise - PC games are still
running some way behind console tities in
terms of popularity in Japan.QOnly two runners
up were based in the US, the remaining two

Rt RN WAL T

to match the 3f CONSC

Enix plans to run th
this year. To register
contact www.marinet.or

jp/comyienix E

Some of the runners-up: Multiplexor, by Natori Takayasu (left) and Cosmic

Animals by Tomokazu Ito (ri

ght). The contest’s judges had a wild time (right)

after “Star
official we

5 the, nd

o the Net
Bs'. Its new
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Mario attacked by pirates

Nintendo feels the squeeze from pirates as N64 copiers filter into the Hong Kong market

ank 128Mbit N64 cart

/

Trainsputting’, based on

\

he Né4 has fallen foul of software

piracy technology after just seven

months on sale. Several cart coplers
(aka ‘back-up systems’) are now readily
available in Hong Kong and others will be
launched worldwide in the next few months

Most of the cOpyIng systems out now, or
on the way, are based around similar technical
principles. The forthcoming Cyclops 64 from
Triad Data, for example, comes with a blank
N&4 cartridge with 12BMbits of Flash RAM, a
PC-board expansion card, the Cyclops unit
itself and a cable to link the unit to the PC. To
employ the system, PC users simply plug an
N&4 game into the Cyclops cartridge port and
copy the information directly onto the PC hard
drive {each N&4 game |s expected to take up
petween four and 16 megabytes of space)
This data can then be downloadad into the
blank N&4 cart s0 that, to quote Triad's
website, "you can take the cart to a friend's
house and play just as if it were the original.’
The device will cost US$430.
The availability of ‘back-up’ systems is not

a new phenomenon. Companies like Triad
have been developing and releasing the
devices ever since cart machines such as the

Famicom and Master System first appeared
But with each stage in console technology,
copiers have become more sophisticated, and
appear earller in each console’s |ife

The plummeting cost of RAM may be one
factor that has aliowed companies to bring out
copiers for the N&4 so much earller. itisa
situation bound to aggravate Nintendo as the
potential for software piracy Is massive
However, it is doubtful whether the availability
of ‘back-up systems’ will cause the Japanese
giant to regret sticking with the cart format, as
the company would have lost millions more to

pirates had it gone for the more E

vulnerable CD-ROM option

Eidos signs John Romero

is...

the acclalingd novel by
Irvine Welsh*The website
(www.trg#ispoting co.uk)

includgs facts abobt the /

mydlong with » sm'all‘)l‘}iﬂ

gfusing photo fallery.

Eidos believes that new studio, lon Storm, will be the next id

idos Interactive has signed a ten-year
E publishing and distribution deal with

John Romero’s new studio, lon Storm
Romero left id Software last August,
determined to form his own development
team following a shift of emphasis at id from
game design to proprietary 30 technology.
judging by the line-up of talent, lon Storm is all
set to become the next id. Romero is joined by
Tom Hall, another ex-id creative also
responsibie for 30 Realms’ Rise of the Triad;
and Todd Porter, a 7th Level vetaran, Mike
Wilson has left id to join lon as chief executive
officer - Romero’s right-hand man.

Meanwhile, id Software is beginning to

look like a mere shadow of Its former self. Jay
wilbur, who helped transform the company
from shareware phenomenon to industry
giant, left last year. Of the original Coom team,
only programmers remain, with co-founder
John Carmack dedicating all his efforts to
producing increasingly advanced 30 engines
Relations between the two companies remain
strong, and Romero plans to license the Quake
technology for the first batch of lon Storm

titles, due out in the Autumn, Eidos’ recent
success with Tomb Raider has propell
company Into the premier division of software
publishing, and it will be counting on Romero
and his hand-picked group of gurus to

help sustain that momentum E

the

lohn Romero’s last project for id was the phenomenally successful
Quake, He'll license the engine for "action adventure and RPG’ titles
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Brussels sprouts
videogame workshop

The EC recently held a workshop dedicated to tackling key videogaming issues

n of European

] Its first

mes industry workshop late
Its aim was to learn from

rus »1:|'-

four area
and intellectus
was an overview of the
Sony's general man: of European

software development, Juan Montes, opened
by noting that the lifespan for a new platform

: S oW no
He believed
panent in any
he formula for a
nble, a mixture of

‘k-ﬁg 80%

that the ch

in making this happen
ront's Peter Ryce took the

stand t of tools in game

WITH THE SORT OF COMPONENT-BASED SY

SCRIBED, PRC

Millenium’s Anil Malhotra (above)
and Sony’s Juan Montes (right)
delivered addresses at the first
workshop, held in Brussels

JUCERS COULD CONSTANTI

Looking to the future he saw that
videogames would become com nent-based
r than app n-based and drew

r pertinent analogy. In urging the

ay from games with a short

described such games as aki
with a long development time,
al risks and a very small sales window.

opera production, releasing cheap pliot

STEM MILLENI_LJM S ANIL

TEST AND

\ DI
MODIFY GAMES RELEASING SMALL CHUNKS VIA THE INTERNET

creation and saw that develope

the

that he thought Europe lagged behind
he US in development, partly
ler team sizes - something

nt, Denis Fortier of
Millennium’s Anil Malhotra
views, Fortier shrewdly pointed
mmission had to realise that videogames

the only part of the new media Industry
d turn a real profit. He urge
n to financially support the

ames industry to help it compete with
American and Japan

oved to be the most eloguent

ed their

that the

episodes and finding loyal, long-term
audiences, With the sort of component-based
system he.d xd, he believed software
producers could constantly test and modify
Internet

and e
while th:
soncl
I"III'-=' tion fo
Many of the st
arising from the wi
Inevitably, burea

stions for action

re, perhaps
atic and re' d arouna
consuiant
associations, These have little 1
developers apart from an adde
if a framework can be arrived at
companies or simply survive then

Dmpet
~an only be good for the future of E
Ctive entertainment

news

Acquiring a report
The workshop's 70-page
report is free to interested
parties and copies can be
obtained fram lean-Yves

Roger of the European

Commissi

(telephone
+32 3 396 8162,

fax: +32 2 296 B387)
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REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY

Ithough they have flirted with each

other in the past, it was 1996 that
saw a full-blown love affair develop between
videogames and club cuiture. Psygnosis
prompted the dalliance by releasing the
soundtracks to Wipeout and Wipeout 2097,
and Sony hastily took up the match-making
batan, placing PlayStations in cubs up and
down the land.

Now, in order to keep the fires burning
other software companies have revealed their
intentions to sponsor themed nights at
various respected nightclubs. One of these is
Ocean, which gave its name to several drum
n' bass nights at Manchester's fashionable
Club Code venue last autumn. However
instead of just handing the dub’s owners a
fistful of cash to display the Ocean iogo in the
toilets, Ocean PR Manager Stephen Hey felt it
would be more interesting to give the

evenings a distinctive theme by basing t

around one game. 'Our philosophy is not to
throw money at a club hoping that the

but to

owners will give us lots of "shouts”,
actually contribute something to a night,
explains Hey. ‘People don't want to be sold
to when they go to clubs - they just

switch off. They're after a unique
entertainment expernence.

So, to stop clubbers from switching off,

QOcean came up with a series of Tunnel B1

nights featuring imagery from the game
projected on to club walls and plenty of

PlayStations running - yc

Tunne/ B1. Ocean also customised a

Volkswagen Beetle witt

unnel B1 images,

fitted it with a PlayStation and huge speakers
and then drove it into vanous clubs around
the north west. Clubbers were duly invited
to play Tunnel in between frenzied
dancing sessions.

The events were so successful that Ocean
went on to design the fiyers for a senes of
manga-themed nights at the legendary

Hacienda club, and is set to increase its club

presence throughout '97, This year we'll be

vorking some really exciting new talent
and some of the biggest DJs around, trying

some brand new ways to mix games and

clubs, Hey promises, "We will, of course, be

doing a lot of this in Manchester, but we also

plan to take these innovations on mini tours

throughout the UK’

Gremlin also targeted the club scene to

publicise its games at the 1 year

mpany ran a successful Actug Soccer

night at Islington’s Complex venue, where
club-goers participated in Actua Soccer
competitions and tournamenits far vanous
purses. "The serious clubs wanted to offer
their audiences an interactive experience,
Gremiin's George Georgiou told Edge.

Videogames were the obvious medium to do
this, and we saw a good opportunity to be
part of it." As with Ocean, Gremlin has used its

initial foray into clubs to foster further links
"We've established a close relationship with
Universe, organisers of Tribal Gathering and
Big Love, as well as The Complex. To take
the relationship one step further, we've
provided Universe with product range
brochures which are being sent out to
everyone on their substantial mailing list.” Like
Ocean, Gremlin has definite plans to expand
its club actwvities this year

It seemns, then, that the bond between
clubs and games is still going strong, and the
two look set to remain an item throughout
1997. Hey offers a rather unusual explanation
for the coupling: 'Our market research
showed definite parallels between the people
wha went to clubs and the people who
purchased games. Also, dancing provides
kinetic, aural and visual stimull that are very
similar to those that videogames supply. It
sounds strange but we have acres of research
that prove it... sort of.

That's that cleared up, then,
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he cult of the Japanese pop idol has
taken on a whole new interactive slant
courtesy of Sega arcade supremos AM2
Digital Dance Mix is the latest project from

model of Namie bopping along to her own
top-ten hits. Background sets can be altered,
the camera can be moved and zoomed
through 360 degrees and there's even an
option to change Namie's clothes to something
more to your liking.

Rumour has it that the temptation for AM2
to include a joypad-activated bonus kit-off
mode was almost too great to resist.

Yu Suzuki's team and features the talents of
one Namie Amuro — currently Japan's most
successful teen pop idol.

This curious budget release (¥2,800) on
the Saturn allows players to direct their own

L66L Kieniged aujzelew 30am

rompted by the successful release of the

Wipeout soundtracks, Team 17 has
produced a CD of music from its recent blaster,
X2. The CD, a collection of techno-tinged tracks
with some aggressive guitar riffs thrown in for
good measure, has been written and put
together entirely by in-house musician Bjorn
Lynne, working under the pseudonym Dr.
Awesome. Lynne claims there is no corporate
maarketing strategy behind the decision to
release the CD, seeing it as an advertisement
for in-game music rather than for X2: ‘Game
musicians work hard, but | don't think they get

‘pop wideos' featunng a smooth, hi-res, realtime

much recognition ~ | guess a lot of people
tend to take game music for granted.’

It's not the first ime western-produced
game music has been released in this form, of
course — Turrican's tunesmith Chns Hilsbeck
has released three CDs, one selling over
10,000 copies, while Tommy Tallarico released
a compilation of his work through Virgin in '94.

The X2 CD is available directly from Bjorn at
Team 17 (tel: 01924 267776) or from
http//cd store.co.uk. Edge readers can obtain
it for £10 instead of the usual £12.99.

Up, up, left, down, right:

alastad

sygnosis, already responsible

for kicking off the dub/game
crossover trend (see story,
opposite), has now tumed its head
toward the wvisual arts.

The Liverpoal-based softco is
sponsoring an exhibition entitied
Video Positive 97: Escaping Gravity,
which takes place in several
Liverpudlian and Mancunian venues
from April 11 to May 18

According to the event’s
organisers, the purpose of Video
Positive is to bang together the work
of various cyber artists in an
exploration of digital creativity.

Perhaps of most interest 10
Edge readers will be the
technology-inspired work of artists
such as Jane Prophet and Tony
Oursler (see pictures, left), as well
as the interactive exhibitions
presented at Manchester's
Comerhouse venue.

There will also be a screening of
the film ‘Fuzzy Logic 2' —an
intnguing piece which offers a rmix
between videogame graphics and
club culture.

As well as exhibitions,
screenings and performances by
established artists, there will also be
a student conference which is set to
include computer graphics
workshops and a Softimage
masterclass chaired by none other
than renowned ex-Psygnosis CGI
designer Jim Bowers.

As for the inevitable club
connection, the event is being
launched at Liverpoal's influental
Crearn, while the student
conterence includes a night at
Manchester's Hacienda.

For more information phone the
Foundation for Art & Creative
Technology on 0151 709 2663

4
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® THIS HBOGNTH..

@ CONSOLE HACKING
® ENIX AND SONY
® SEGA COIN-0PS

A magazine on a mission

Game obsession is nothing new in Japan. The otaku (game fan) culture has long been
associated with young Japanese who eat, sleep and think nothing but videogames. ‘Game
Labo’ ('Game Laboratory’) magazine takes this obsession a stage further, not with tips on how
to crack the games, but with advice on how to crack the consoles themselves. It's packed with
features describing how to get the most from the hardware, usually involving a lot of extra
wires, a screwdrniver and some obscure desire to mate one system with another, and it sells
over 70,000 copies on a bi-monthly basis. One of the most bizarre results is a head-mounted
display made from a disembowelled Virtual Boy and a handheld vid-cam, but other projects
include clocked-up Game Boys and NB64s and a hi-res version of the SNES, offering double
the standard number of lines on-screen.

Editor Suzuki Norimichi (below) is proud of his onginal and editonally independent
labour of love: ‘Our magazine does not include information from software companies. We
focus on the users, unlike most magazines in Japan, which are filled with advertising and
news from software companies. We publish ideas from our readers and we deal mainly with
how to modify hardware.” Not something that the likes of Sega and Nintendo would approve
of. Such companies regard interfering with the insides of their consoles as a cardinal sin, and
one that many Japanese games mags would avoid committing, lest they find their adverts
drying up and exclusives mysteriously vanishing. The chief reason for this anxiety stems from
the high incidence of hardware piracy in the region (it's believed that Nintendo lost millions in
1992 following the arrival of reverse-engineered Super Famicom systems and carts from
mainland China), Nevertheless, ‘Game Lobo' is undeterred.

‘If a project is feasible, then we publish it,” Norimichi-san proclaims. ‘We delve into the
underground culture. In Japan, there are many subjects which are taboo in games magazines,
such as piracy, copying hardware or modifying it. Magazines could not, for example, publish

an article about piracy, but in reality, there are lots of pirate CDs in Hong Kong. The very
existence of Datel's Action Replay system is denied by the major publishers. If it's a reality,
though, then we'll show it..."

Enix climbs into bed with Sony

Enix, the once-faithful Nintendo developer and maker of the popular Dragon Quest series,
has officially announced that it will be developing games for PlayStation. In 1996, it released
its first NGA RPC, Wonder Project 12, and development for the system is expected to
continue. The Enix announcement follows hot on the heels of Square's defection to Sony last
year, and leaves many confused Japanese RPG fans wondering which system to buy for the
eagerly awaited Dragon Quest Vil. Whichever console the game appears on, it can expect
handsome rewards ~ Dragon Quest il sold four million carttidges on the Super Farnicom..

Sega reveals latest to arcade trade
At a recent private show in Tokyo, largely for the benefit of the Japanese arcade trade, Sega
presented Scud Race and its cabinet for the first ime, along with the latest version of Sega
Ski Super G and, cuniously, a digital camera. The impressive Scud Race made by far the
biggest impact (see Edge's in-depth report on the game, which begins on page 50). Sega
uses a test site in Ikebukuro, Tokyo, for arcade games that are still in development, and
games recently spotted by Edge include Virtua Striker 2, runming on the Model 3 board, and
a new AM2-developed, Model 2-powered title, House of Dead - a Virtua Cop-style affair
which sees the player exploring a mansion and taking out zombies in all manner of
increasingly gory ways. The game clearly owes a lot to Resident Evil.

In issue 44, Edge will have reports from the Tokyo AOU arcade show, as well as
the UK's largest event of this kind - the ATEl E

Nothing 15 sate from the eagle-eyed 'Game Labo' editonal team. Within months of the amval of the
Nintendo 64, these young console surgeons had managed to up the dock speed, increasing performance

‘Game Labo' 1s packed with advice for the budding console tinkerer (above).
Sega's Super Ski G (nght) follows the likes of Alpine Racer into Japanese arcades




Modem life is rubbis

This month, Edge
looks at the
problems facing
Internet gaming
in 97 and asks if
the latest modem
technology is the
answer to Net
gamers’ prayers

Duke Nukem sessions
can be difficult over the
Net due to bandwidth
limitations. However,
Big Red Racing (above)
seems to encounter
fewer problems

caboodle slow down

1 Multiplayer games like Quake attract more people to the Internet, making the whole

considerably. Better modems could resolve the situation...

possibility, After the trend for games to support IPX for local multiplay and modem
head-to-head connection came the near requirement for them to support Intemet
play. As a consequence, the US saw multiplayer networks like DWANGO, TEN and Mplayer
spring up like mushrooms. It looked as though the Net gaming revolution was unstoppable.

However, the problem with the Net, and therefore Net gaming, is bandwidth. The advent
of the World Wide Web a few years ago made the Nt interesting, graphical and, frankly,
understandable to normal people, so the number of users swelled, The result of this popularity
— and the amount of bandwidth eaten up by graphical Wb sites — is that the Net has slowed
down. And the popularity of Net games isn't helping. Everyone playing Quake or something
similar over the Net is eating up bandwidth along with Web users

So it looks pretty gnm for Net gamers, then? Well, yes and no. Some games run reliably
and at a reasonable speed over the Net. Others don't fare so well. For example, there have
been reports of gamers having huge difficulties gathenng anything more than three players for
a KALI session of Duke Nukem, yet cult title Big Red Racing will happily pull together a full
roster of six players. What users need is a refiable method of speeding up Net access so that
all games can be played effectively. Fortunately, Intemet prowiders are busy investing millions
in telecommunications links and faster modems to solve the problem,

Of course, one way to get consistently better Net access is to use the fastest possible
connection. Most users should be running 28.8K modems now, and many can upgrade the
Flash ROMs inside to run at 33.3K, Furthermore, there are already a number of modem
manufacturers offering 56K modems, with US Robotics employing top Internet service
providers (AOL, Prodigy, CompuServe, IBM, MCl and others) to field test its products. Just as
users upgraded from 14.4K to 28.8K, so the industry expects the majority of people to
upgrade to 56K when it becomes widely available. However, there have been questions from
the telecoms industry about the viability of such speeds. There is a school of thought which
claims that 28.8K |s pretty much the fastest reliable transfer speed possible on today's phone
lines, and that 33.3K users will probably end up just communicating at 28.8k anyway.

The best option for Net gamers at the moment is ISDN (Integrated Standard Digital
Netwaork), which provides the highest speed currently available — 128K. Unfortunately, that's
not usually a practical option due to the prohibitive (although falling) set-up costs. Alot of Net
users are certainly heading towards ISDN, though, and it does no harm that providers such as
Demon offer ISDN dial-up access for the same cost as a regular modem account

After 1997, things may get brighter. ADSL (Assymetric Digital Subscriber Line) is on the
way, as are cable modems, both of which should increase the amount of bandwidth available
to users. Increased bandwidth means less latency (the delay in data getting from one place to
another), so Net games will become more practical and interactive, and less jerky or prone to
termination through bad connections, However, the perennial problem with the Net is that as
it gets quicker, mare people throw more things at it, which eats up bandwidth, which
slows it down, which means that before you know it, you're back to square one again. £

E amers will remember 1996 as the year in which Internet gaming became a real

[ Rohotics

More Info

KALI

Despite KALI's problems
with Duke Nukem, it remains
one of the most popular
gaming protocols and allows
you to play pretty much any
IPX-capable game over the
Net. Fairly transparently to
the user, KAL works by
emulating an IPX network,
despite the fact that users
are connected to the Net
using TCP/IP, It's an
ingenious solution, and very
popular with gamers. A new
version of the KALI client is
now avallable, offering
compression (somewhat
akin to the compression
already used transparently
by modems) to help reduce
the bandwidth.

ADSL and Cable Modems
With an Assymetric Digital
Subscriber Line, people will
be able to send data at
44Kbits per second, and
recelve at speeds of
1.5Mbits to 6Mbits per
second. This will apparently
operate over normal copper
phone lines. Cable modems
will, of course, connect over
the cable Tv/phone system.

Hyperlink

US Robotics
« http://Awww.usr.com

Blg Red Software

« hittp:/Mww.worldserver.

= pipex.com/bigred/
(includes links to many of the
main Net gaming sites)

Quake
» hittp:/Mww.idsoftware.com

KALI
* hittp://www.kall.net

[-Robotics’

i
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Very few programmers write a first game so
good that they get to base their entire
career around it. Richard Garriot is one of
those few. Qver the last 17 years, Ultima
has sired eight sequels and transformed
from a primitive adventure written in BASIC
to an immense, true 3D epic.

But what does Garriot think about the
series that made him rich and famous, and
made his company, Origin, a videogame
giant? Edge travelled to Texas to ask him
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chard Garriat, head of
Origin and the man behind
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ma titles, IS
lding a castle. Not a
an SGI rendered castle

be positioned a f
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A real castle. It

mog

hundred vards away fr
h HQ in Austin
;ullis, draw bridge, secret
sageways and a dungean. If all goes to
plan, it will be ready to inhabit in five years
Garriot, you see, is a man obsessed
with British hustory and mythology. Fire-
breathing dragons, sword-wielding hero

ntures, and eacn
place in the

ving world of Britannia

ry pnase in
and the videogame
ppment. Now Origin
ple and Inhabits 81,000
ice space in Texas’' most
ty. It Is also respansible for
non-Ultima tities, Including the
immensely pop fing imander
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yad for a company
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2 much happier
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d man

ently kissed the
ritish winter goodbye and travelled
v AUStIN t0 meet him
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Richard Garriot: \Well,
Uit n developm

e third trilogy,

0 to speak, and it's also the big, final, epic,
climactic story of this trilogy of trilogies

50 working on Ultima Online which
dwide Internet original in the sense
that you cant play this solo at all. Although
sell the game at retall, It requires that
log on and be co d to our servers
here in Austin
Edge: \Wha
RG: Since it's the end of the trilogy of

ogies we wanted to make it the biggest

1all. So the way the storyline has

oived s, it ends the Wi, Vil and IX trilogy P
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<« which introduced this main ultimate evil

character we have called the Guardian. It's also
closing up storylines from (v, V and VI - the age
of the Avitars. That was the original design, but
we thought ‘Gee, we can't not go back and
touch the first few Uitimas,” so we included
characters, artifacts, symbols and story
glements that go way back to the beginning of
the game. So It truly is the epic conclusion of all
that has come before

As for some of the design goals of the game,
| like to use aspects of previous Ultimas as
touchstones, For example, | think Litima IV and
Ultima V had the best story concepts. That was
when we brought in the whole concept of virtue
which was a real turning point in the history of
Ultima, changing the series from generic hack
‘n’ slash to a series where the story was in the
forefront and had some depth and adult
meaning. Ultima IV is widely regarded as one of
the best ever because it was the first to have
that kind of depth. However, in my mind it was
very black and white, very simplistic, because
the story was actually quite repetitive; for eight
virtues you had to do eight quests and these
Involved long sequences of very similar
activities. To my mind Uitima V had a much
better toid story - it didn’t simply revolve
around bad guys and good guys, it had lots of
guys who would appear as good but were really
out to take advantage of you, and it also had
bad guys who you could change throughout the
game, teaching them the right way to go

In effect, we've tried to come up with a story
which has the meaningful impact of Ultima v
and V, but also combines this with one of my
favourite things about Ultima VI plot twists
Ultima Vi was subtitied "The False Prophet’ and,
at the outset of the game, you were set up to
believe that this other race called the Gargoyles
were evil and you were sent down & path of
genocide to wipe them out. You find out late in
the game, though, that the Gargoyles are in fact
a very viable race with a very reasonable hatred
toward you, and that, If you wipe them out,
that's the bad ending - it's the wrong way to g0
Uitima IX, then, is full of minor and major plot
twists that we think will be very compelling and
exceed the impact that Uitima V1 had

So those are the design goals. We're trying
to exceed each of our predecessars in whatever
It did best — which has taken a long time. This is
by far the most expensive Ultima ever and we're
taking the time with it, to make sure we give &
proper conclusion to the numerical series.
Edge: Mowing briefly onto Uitima Onlfine, what
excites you most about (e projecty
RG: it's on the Internet so that means it's
happening on a worldwide basis. And | think it's
going to be really cool when you meet new
people from all over the world - and even bump
Into an old friend that maybe you haven't heard
from in years.
Edge: Do you ¢

2IOW gl

repl 1on nn 1 it?

G: | think it will be quite some time - If ever —
before multiplayer gaming replaces solo gaming
When | describe the problems we have in telling

a grand epic story in UOL... salo games and
online games are very different in what they're
trying to do. Solo games are trying to be like a
novel or a movie in as much as you're given the
role of a main character, and you have the

EpIC journey — no one else does. But with an
online game, it's more of a huge, grand,
wonderful place to go on vacation, They are
two different experiences
Edge: Another difference be
games and Solo games is t
traditonal oneplayer games are

entertainment, online games fulfill other needs

MINE

as wel

RG: One of the unfortunate side effects of
computer gaming is that we have a whole
generation of kids who have no social graces
whatsoever, And this is exemplified in my mind
by how much | hate going online for
discussions, which I'm invited to do once a
month or s0. And | truly abhor going to do that
for a variety of reasons, one because it's such a
slow experience, but also, because everyone
has a level of anonymity behind their anline
persona, they lose their normal good and proper
etiquette. S0 you have people screaming over
each other to get their questions in, people
screaming expletives, people poppingintoa
chat room and making some dumb comment
and then popping out again - the kind of
behaviour that you would never get away with
in the real worid. So one of the things that I'm
really keen to introduce with UOL IS making
people responsibie for thelr actions, and this will
happen as people are recognised by their online
persona within the game

Edge: People talk a 10t about iatency and

35S models as being thomy problems, but
do you think g the
ution of online gaming?

RG: The problems are figuring out what types of
games are fun to play beyond the C&C, Duke
Nukem and fighting games, The biggest issue Is,
what can you do to keep them coming back,
and once they are there, how can you make
sure that the experience continues to be
rewarding? In a solo game you can orchestrate
thrills and coordinate the experience, but in a
game like this you just don't know, you have no
idea. The good news about this Is that, unlike.a
solo game, we can modify UOL ance it has
shipped. So, for example, if everyone Is sat
around In town B getting bored, then we can do
something to make life a little more Interesting
for them.

Every time you go in the game, things are
£0ing to be different. Time will continue
onwards, and it will never be the same game
experience twice.

Edge: Which Uitima do you think has been the
most rewarding in gameplay terms?

RG: Ultima VIl was my favourite because of the
Interactivity of the world — you could interact
with everything. You could actually go and
harvest crops, you could take them down to a
mill and grind them into flour, you could take
that fiour and mix it with water, you could take
that dough, you could throw it in the oven and
15 seconds later a little loaf of bread would pop
out and your could take that loaf and either eat
it or sell it, and that same level of detail was true
of the whole world. And so one of our goals for
LiEX was to exceed the world interactivity of
even Litima vil.

Edge: Ultima Vill was widely criticised for

e

are the real issues

TOVE TOWe

from the tradit
titles. What have you leamt from that game?
RG: One of my favourite aspects of Ultima Vill
was the visual detail and the animation - it was
by far the most beautiful of the Ultima series.
Also, the capabilities of the Avitar were far
greater than ever before - he could climb up
over walls and hang on to ledges and jump up
on to them. S0 with Uitima IX we're trying to
exceed the visual beauty we had In Uitima Vil
but we're aiso being careful to not make the
game arcade-like.

Edge: What specifically have you done to
improve the visuals?

RG: In terms of technology, the whole game is
in 3D. Everything from the characters to the
world is 3D, but it's a third-person camera
polygonal environment. The nice thing about
being polygonal is that you can always rotate
the camera - uniike with previous Ultimas when
things would get lost behind the walls, here you
can always turn the camera to fix that, Also
unlike most ‘30" games that have bitmapped
creatures in them, everything in Uitima 1X Is
polygonal. There are no 2D objects. When you
see a |og with an axe stuck in it, that's literally
an axe stuck literally into a log that's literally in
the ground. You can walk over and pull the axe
out of the log and wield it as a weapon, etc, so
all the level of detail you would expect from an
Ultima adventure is in here, but with a lot of
new advantages



Another thing that I'd like to point out about
Ultima IX Is the way we created it. In bitmap
games, when you bulld towns and suchlike out
of base shapes, its like building things out of
Lego: you have brick texture pieces and you add
them up to build @ house out of them. When we
went polygonal, we stopped bullding structures
in that way. Now, we actually just say to the
editor, ‘Go bulld a 3D object which is a house.’
Period. And that house exists in one case: there
are no generic bullding parts which get placed
into every building, so every building can be
constructed however you want. You don't even
need to have vertical walls - anything you can
visualise you can build If you want to. And so we
waorked very hard to make sure every
enviranment had its unigue look.

it grapnics, prerendered

N JHNTma 1A

RG: Although cinematics are kind of fun to spice
up a game with, they're not the core of any
great titie, However, we found some Interesting
ways to include them in this game. Plus, there's
one flick showing three people viewing the
approach of the end of the world, and their
maotions and expressions are just 50 good that |
feel we've really created the state of the art for
human figure creation, even compared to 'Toy
Story’, which is about as close to state of the art
as you get, in that film, though, they're doing it
with toys and the reason they chose toys Is
because its a lot easier to animate something
which is supposed to look like plastic. But if you
look at that Lord British face, every hair, every
whisker was individually modelied.
Edge Getting back to the series in ges

do yo link Uitima has lasted 50 long
RG: Well, here's what | think did it, and it's
something that started right back at the
beginning of the series. If you look at the very
first Ulitima, it was written in BASIC and it was a
good game, but, being written in BASIC, it was
pretty limited - it didn't have a very good
interface, or a good story. In fact, it was really
never written in order to be published, So with
Ultima Il, not only did | do things to improve the
interface and the story which was normal, but |
also rewrote the entire game in assembly
language. And when | say rewrite, | didn’t use
the first one as a model, | started all over again.
Ultima il then was much better than Ultima /
in terms of its physical capabilities, but it was

the very first assembly-language program | ever
wrote so it was really pretty clunky. When |
finished it | said, 'Boy, now that I've learned
assembly language | could really do a lot better
if | started over and rewrote it again from
scratch,” Uitima Wi, then, was entirely rewritten
and not simply based on Uitima Il

So with those games we started this pattern
of retooling every aspect of the technology to
make the maximum forward progress possible
Look at my earlier competitors like Wizardry,
Magic and Bard's Tale - the original Wizardry
was a great game and actually outsold Ultima I,
but once they had a success they said, ‘Ah well,
In that case all we need to do is put in some
new monsters and some new maps and we
come up with Wizardry 2." And S0 W2 was
technologically identical to W1 and therefore
appealed to a subset of W1 owners, Looking at
screenshots or reading text there was really
nothing measurably better about W2 over W1, at
least nothing that would be easy to extract and
market so to speak. On the other hand, Ulf was
a clearly a superior product to Ultima and Lill
was clearly a superior product to Uit
Consequently, Ultimas tend to always sell to a
larger and larger audience, whereas most of my
early competitors would sell to a subset to a

| audlience m

subset to a subset of their predecessors. After a
while a lot of people caught on to that, so
Wizardry Is still around, but only as a shadow of
its original self.

Edge: After nine incarnation

RG: People often say to me, 'How long Is this
going to go on?’ and, to be honest, | often ask
myself, why am | still doing Ultimas? I've bullt a
career out of one product line and that product
line goes back to the beginning of the industry
When | look at movies that are sequeled over
and over again | frankly get tired very quickly -
after two or three I'm thinking "Okay, I've got it,
y'know, give it a break.’ But | think that what's
largely different about this industry than, say,
the movie industry s the advancement of
technology. If | g0 and pull out an Ultima 1 and
an Ultima Vil or even a /l and a lll, there is so
much of an immeasurable difference between
them, the newer one will be a much cooler
game and have so many more features than its
predecessor. 50, yes, they're all fantasy games
and, yes, there are the same characters
throughout, but it's never a case of the same
games - it's never a rehash

In my mind, as long as the technology
continues to escalate at the rate it is currently
£oing, | anticipate that there will be opportunity
to continue creating vast medieval swords ‘n’
sorcery games like Ultima forever. It doesn't
mean we have to call them Ultima and it doesn't
mean they have to be in the same fiction, but
the point is, the high concept of having
interactive virtual worlds to explore is unlikely to
B0 away or ever to become old or ever to
become redundant for the foreseeable future,

ng

RG: I'm & big VR fan. Obviously it's a way
overused phrase and, quite frankly, VR
technology i1s pretty poor at the moment, but I'm
one of the first people who would just love to

have a really great VR headset you could just
strap on and then go and explore the world of
Britannia, for example. However, in my mind
there are two aspects of virtual reality: one of
which | call sensory, in the sense of how good
does It look, how good does [t sound, or, even
better, getting to feel it. The problem with that
is, it's not going to be here for some time. Well,

s
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< there’s also anoth

which is the inte 3l aspect in the ¢
how real Is the reality? How believable s this
place? You can make a pretty e
reality If your reality Is pretty
example a racketball court
racketball simulators that are pretty good, but

that's not a very sophisticated reality, obviously

As far as I'm concerned, the Uit
from the very beginning, an
most complete intellectua

i reanties in

existence, and | think they've gone a long way to

being there. | don't think there’s another
product that is even attempting, much less
coming close to achieving, a complete living
breathing world to the scale of an Ultima. And
50 that's where | think
heading - a virtual reality in the inteliectual
sense, and one day, when se
C up, 1 would like to be
be the very first ever
Edge tf

e Ultima series Is

ympletely virtual world

RG: Oh, definitely. The thing
memory and disc Sp

same rate, and

animation and getting data to the screen are
every bit as hard as they always have been -
there has been no real improvement in the

sense of animat
to be a very L.a=.|rnr:g, challen
Edge

formance, so it contir

RG: We're very excite hout 3D accelerator

cards, but there are two

camps within Origin &

~ there are high-end

tempt at being the

to which ones we're excited about. The Jane's
millitary sims team and the Wing Commander
bout all of them. And then

camp which is only excited

{eam are €

And the reason for this is

two different k

ds of cards: with most

you have to load the textures up Into

the RAM of Tlh':' card, 2 8 couple -
and there are future tec 5 Coming on
board - where you can drive the textures out of
main RAM. For an Uitima we have to have the

|é & world,

ter, because you can explore the &

0, 85 you move across it, there are new
textures coming in time. Unfortunately,
copying textures to the graphics card is one of
the slowest operations you can do, so, for
world-exploration games, the first type of card Is
not going to give us any speed advantage

Games which are mission-based like Doom,
where you have a level and as long as you're
playing on one level you're not changing texture
groupings, can load all those textures into the
card and run with that one level. But Ultima is
past those cards — it isn't even going to attempt
to support them and hopes they'll die a quick
death. Instead we're hoping for the next round
People having to buy RAM for video cards Is
bogus in my mind anyway, because RAM is very
expensive and you're having to duplicate it In
two different places and you're not usually using
them both at the same time. So, in my mind, the
proper architecture is that RAM should be RAM,
nd the processors and other components
should all be able to access it at high speed
That architecture is coming, but it's the next
generation past this first round of video cards




RG: If you look at the evolution of Uitima, the
first three Uitimas were ‘Richard Garriot learns
how to program’ and then there was Ultima IV.
Ulv was the first Ultima that really worked hard
to have a plotline - and not only a plot but a plot
which had some meaning and social
significance, or social commentary subtext to It
| was really worried when we did it that people
would think, ‘Uh oh, they‘ve gone way off the
deep end - moralistic and preachy and all that
sort of weird stuff,’” but much to my pleasant
surprise that didn’t happen.

So, though LAV It was not that much further
ahead than Uil technologically, it improved on
the plot and was the first ever number-one-
selling Uitima - It tripled the sales of its
predecessor, This taught me that, yes, the
stories are extremely important. If you analysed
an Ultima story, there’s the actual storylines,
events that happen, etc, and then there's the
subtext. | always wondered if people really got
the subtext, in the sense that UV was about
proving yourself to be a person of good virtue;
UV was about what happens when the
government gets involved and starts to legislate
on morality, UVl was about social tolerance...
anyway, you get the idea. So for every one of
them, I've got my little phrase as to what the
social subtext is to me, and | was very
pleasantly surprised to find that most people did
get it —and people who played it a lot
understood not only the big plot, but also the
message, and the message can often be a
contemporary issue so I'm very pleased with
that response and | think it’s very important to
the continuation Df 1he series
Edge

RG: | think they were fantastic. In fact, I'm
amazed they didn’t catch on more in the states.
It's interesting because Gary Smith plays all
those games and he's one of the chief designers
on the Ultima series, We are constantly debating
how much of that style to add to Uitima,
because we all like it and think it's an excellent
gaming paradigm. | even think we could have
the best of all worlds by taking complete
believable worlds like Ultima, but putting kind of
fanciful, fun interactions all over it. However, we
haven't moved too far in that direction, because

we really don't think that the PC-based market
Is really prepared for that style of gaming. |
really think that it should be, quite frankly.

| really don’t understand why titles like Zeida
haven't caught on and become more popular
here in he States, but 1hey really haven't

RG It appears the Iatter to me. it seems
Americans are |ooking more for 30 realism than
fanciful p}ayfulness 1 c0uldn t :e!l you why.
Edge: Have you Se
RG: Oh yean in fan:t |t 5 reaily funny because
when our marketing folks saw screenshots of it,
they were going, "Oh you've got to look at this,”
as is prone to happen whenever we see
competitive products in any of our genres, of
course - everyone gets all excited about it: 'Oh
we've got to g0 and check this out.” | think
Diablo is a very beautiful product - it's
fabulously beautiful, it has a really nice interface
and it has a lot of really cool features in it.
However, | don't really see it as a competitor to
Uitima, in the sense that Diablo is fantasy C&C -
it's not a role-playing game in the Uftima sense,
it's a role-playing game in the hack 'n’ slash
sense. It Is completely a combat game, it's not a
world-exploration game - you don't find lots of
artifacts and interact with things other than
fighting or magic. If anything, Diablo should help
Ultima. If people like Diablo, then it will help

| augience | = ===

bring more people over to the fantasy genre,
which will bring more attention to my products.
| expect I'll spend plenty of time playing Diablo
myself - we play a lot of C&C, Warcraft and
other action strategy games in my group
Edge u thi

h the

simp
audience or compiex
RG: Well, here’s what | find mterestrng | think
too many people, including a lot of people
within our organisation, fall prey to believing
that genres attract people instead of believing
that great games create genres. | am a believer
that great games create genres, and so, for
example, before Warcraft and C&C | don't think
it was the case that everybody wanted to play
those kinds of games, it's just that there weren't
any. | believe those games were really great
games, therefore people played them

inevitably, then, other people really want to milk
that by releasing games like Warcraft and C&C
and jumping on the bandwagon, so to speak.

It was the same thing with Doom. The high
concept of Doom has existed before in previous
games — it's not ke there was an audience of
people who just wanted to play fast-action
shoot ‘em ups in corridors. It was really that it
turned out to provide this really great gameplay
which just struck a chord with people so they
played a lot of it and will continue for as long as
great games are being made in that genre.

However, every now and then great genres
burn themselves out by lack of innovation, and
quite frankly | think that it's currently a great risk
with the 3D point-of-view combat game. | don't
think there will be enough innovation to sustain
it for that much longer, Quite frankly I'm amazed
how long it's been going on - karate games
have lasted way longer than | would of guessed,
in spite of the fact that they've had plenty of
innovation. I've been playing a 3D one in
someone else’s office down the hall, but it was
the first time 1'd looked at one for a few years
and | went, "‘Wow, this is really way better than a
few years ago.’ It was nicely motioned captured,
and it did lots of cool stuff for me on the screen
| didn’t know any of the moves, though, and was
Just jiggling around most of the time!

What | do find amazing in certain genres is
how littie innovation it takes to continue to bulld
your audience. One area that baffles me is
sports games. With the sports properties, they
come up with a new title every year and every
year they have new features and every year it's
absolutely better than the year before. But these
are often micro steps. It seems the same with
Doom games — with these small steps forward
people go, ‘Wow, instead of 16 monsters, there
are 32 monsters!’, but I'm going "So what! So
what if there are twice as many monsters, |
want something profoundly new and different!’
| don’t want five more moves and three
monsters, | want something unique about this
gaming experience! | don't want one improved
feature, | want every feature to be better and |
want a lot of features!’ Apparently for certain
genres it's not necessary, but I'm very devoted
to maximizing forward progress, It just
might be why we've survived so long... E

RPG game
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ey Pratchen is indacently good at his job

Cood enough, in fact, to have made millions

from it, and to be unnersally acknowdedged
as one of the warld's best. Given that he's a novelist,
if's rather surprising that he i5n't & household name.

Perhaps the reason for this s that he treats
writing novels as a job, prefemng to knock out at least
a couple of books a year rather than do the hot-air-
fuelled rounds of the talkshow circuit. And anyway, he
doesn't seem to need publicity. His distinclive comic
fantasy adventure books, miostly set on Disoworld (2
flat planet which ndes on the back of four elephants
which, in tum, stand on an enormous turtle) have
sold so phenomenally well that Pratchett has long
since lost count. "It's almost impossible to calculate,”
he says. “The books have been translated mto more
than 20 languages and more than 10 million have
been sold worldwide. about 8 million by Corgl slone
He has so far wiitten over 20 books, including two —
The Hoglather' and Feet of Tay’ - last year. Jeffrey
Archer is a small fry by comparison.

In the flesh, Pratchent seems endeanngly
avuncular, although a neatly timmed expanse of
greying facial hair and an ever-present felt hat lend
him a rakish air. He s unassuming about his methods:
I wite and | answer the mail.’ He has also been a
videogamer since the days of the BBC model A when
ASCHcharacter graphics forced games 1o depend on
imeresting plots rather than wsual tickery.

As a result, of rourse, adventure games
profilerated like rabbns. Pratchett's novels, already
generating a cult following, were ideal subject matter
and & Discworld-based game called The Calowr of
Magic duly arived. Pratchett doesn't seem toa
enamaured of it The game was line for its time, but
it wasn't marketed well’ Generally suspiooius of
llogging Discworld licences — he has resolutely
avoided the lure of Hollywood's lucre — he waited
until 95 to get involved in a second game project.

Thiat was Disoworkd. developed by Teeny Weany
Gamnes and published by Psygnosis. A pretty standard,
though polished, pont-and-click adventure using the
voxal talents of, among others, Enc Idle and Jon
Permwee. in which you pley Rincewind, an
mcompetent and cowardly wazard, it can't have done
too badly — Psygnasis has just released a follow-up.

Discworkdl gidrpsss somep

but easier

Oseworkd Il s very much a sequel - again you
control Rincewind and agam he bungles his way
through a mission. "Discworld I addresses some
problems in the first title, says Pratchett it's harder
than the first game but easier to solve — there are
maore cues. You had to make occasional leaps of logic
in Disoworkd. But there are more ways ol doing things
in Discworid I, For example, if you need something
swveet, you might be able 1o use cake, honey of suga
We've made an effort to avoud the situation where
you have to get A and B belore you get C

Eric Idie's voiceover role has also been expanded
Developer Perfect Entertainment got him to record
over 2,000 phrases related to most concevable
scenanos. Such as? 'Phrases like: "Only a complete
pervert would think of doing that with a fish.™ recalls
Pratchett. "We've tried to make it mare human.' And
in general, it's been o success. The gameplay & no
ditterent to that of many other point-and-click efforts,
bt o's packed with random gags. puns and diversions
= much like Pratchett's books. If you get stuck, you
can at least find something to chortie at.

novelist

As for future game treatments of Discworld,
Pratchett says: ‘i thene was ever a third Disoworfd
game, I'm quite certam ¢ wouldn't be like either of the
first two, becauss techriology s moving on” Roughly
translated, this means that one sequel is enough. And
Pratchett, as a fairly committed gamer, s up to speed
on the debate about the prevalence of sequels and
the current lack of anginality shown by developers

Mot that he necessarily thinks this is the
developers' fault: 'l wonder right now where the
scope for orignality in games lies, | recently finished
Tomb Raider, thinking, "Wow, dogsn't she move
wellT But another part ol me says, *Yes, but it's a 5D
Prince of Persio, or Doorn with more puzries ™ All
games, by their natute, could be broken down into
text puzzles, with extra sound and graphics

‘One game that | did enyoy for introducing a new
perspective was Wing Commonder IV, in which the
moral decisions you make during the course of the
game affect the outcome’ Pratchett obviously
sympathises with games developers’ increasingly futile
search for ongginality, and draws & parallel with wnting
novels: "It may be that we have reached the Bmit of
wdeogames. But also, the basic stories that peaple tell
don't change. There was a market for murder-
mystenes in the 1920s. And there still is; although the
nature of the detectives and the muiders change.'

Having said that, Pratchert, displaying his
hyperactive sense of humotr, chooses to reveal his
vision of & truly onginal game: 'I'd quite fike to see
what a real outer space shoot "'em up would be like.
Inone of my kids’ books, | wrote 8 realtime game
called Woyage to Alpha Centoun. 1t starts off as a do
on the middle of your screen, and if you can keep
your machine on for the next 150,000 years; it gets
bigger. | don't think a realtime outerspace adventure
woukl be very playable’

Pratchett comes up with an interesting take on
the ‘violence in games” debate: ‘A friend of mine ance
made-a movie set in a woous world in which lads
walked around carrymg weapons. But they also had
computer games winch imvolved walking along the
street, saying heflo to petple. This tumed them into
polite kids, which their parents couldn't stand” His
paint, which seems entirely plausible, is that whatever
the circumstances, Lids will derive dispropartionate

rob
re are more

emoyment from doing things which annoy their
parents. This is an argument which the games
industry would do well to take heed of,

Another thing Pratchett likes in games is the
unexpected: ‘A key thing with all these games is how
they deal wath the suiprsing. For example, 1 played
Privateer and made a point of exploting every system
But | ended up getting quite annoyed after trying
unsuccesstully 1o find additiona! planets which had
been deliberately leh off the chans. Because of its
vector graphics, | couldn't get to the edge of the
urverse, but | thought r'd go as far as | coild to see
what would happen. And there wasn't amything

Whether you like his books of not, Tenry Pratchett
is one of the UK's leading novelists and something of
an unsung national treasure. He must also be one of
the orly novelists with an intimate knowledge of
games. It would be interesting to see him team up
with a game developer and indulge some of tis more
expenmental gaming urges, something that could well
ignite the spark of onginality he believes is
missing from contemporary videogames, E
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biSoft, responsible for last year's Micro

Machines-inspired Street Racer, has now

graduated to 3D arcade-style racing with Pod,
due for release on the PC in the Spring. The game, which at
this point could be loosely described as Wipeout with cars
instead of hovering spacecraft, Is set on a dying planet
where racers are competing for the last seat on a space
shuttle bound for greener pastures (tenuous, yes, but at
least it's original). The player can choose from eight
futuristic vehicles and compete on 12 circuits, although
more will be avallable for download from Ubi's website.

At the moment, the game is perhaps most notable for
its early implementation of Intel’s MMX technology
(although a standard Pentium version will also be available,
with an extra four tracks). This has allowed programmers to
tease an impressive 30 fps frame rate out of a P120 - and
that's at 640x480. Screenshots show plenty of lush visual
detail and there look to be some excellent atmospheric
lighting effects. Combine all this with a plethora of

muiltiplayer options and Pod could turn out to be one of the
most accomplished PC-only racers the format has seen.

PilotwWings 64 co-developer Paradigm Simulation is
continuing its commitment to the Nintendo &4 with a game
for Japanese publisher Video System. Sonic Wings Assault
(below) originates from an unmemorable vertical shoot ‘em
up series on the Neo-Geo, but this new version s an
entirely different affair, more in the mould of Namco's
coin-op and PlayStation title Air Combat.

After a period of silence, Bullfrog is finally nearing the
completion of a couple of its much publicised PC titles.
As well as the hugely delayed Dungeon Keeper, which
Molyneux assures Edge Is virtually complete (that'll be six
maore months, then), the eagerly awaited Creation is
currently undergoing last-minute nips and tucks, and
should be out on the PC by June (September?) with
the PlayStation version due in September (December),
Plot-wise, It's a kind of futuristic sci-fl adventure. Mankind
has completely irradiated the oceans, killing off all life

>
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Paradigm's recently formed videogame division is putting together N&4
title Sonic Wings Assault (above) for Japanese publisher Video System

Bullfrog's Creation (above), like many in its current roster of games, has been
in development for ages. The company is now claiming a PC release in June

Eidos' stunning 3Dfx-powered
Team Apache (left) makes
possibly the best use yet of the

PC 3D accelerator. Expect a
more detailed look in issue 43 469,
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Pod (above) from UbiSoft, 1s a futunistic
racing game which uses MMX technology

In Japan the Neo-Geo isn't
dead just yet, New armivals
include Neo Bomberman,
Samurai Showdown IV
(nght) and Fatal Fury 5
(far right). A"Saturn version
of the cutesy Metal Slug is
also on the way, 100

B> 0200 »
2)+ 00" 64
3. 00°32
4)+ 00" 24

therein, except for a few lucky specimens which have
been transported to a healthy ocean planet called
Creation. Here, the player, as a kind of sub-aqua game
keeper, must protect the various dolphins and whales
from a dangerous narcotic fungi spreading across the sea
fioor. unfortunately, any creature that ingests the
substance becomes totally psychotic and will kill amything
In the way of its next fungal fix. The ultimate aim s to
destroy the fungl and help the undersea drug addicts.

Hedlrocer, from Virgin developer intersection, is a racing game with a free-form 3D landscape,
with no set roads or pathways — it's up to the player to find the fastest route to the finish

Taito's Ray Storm features some of the
best visuals yet seen on Sony's machine

Typically for Bullfrog, Creation represents a rich
combination of game genres. Mostly, its a kind of
underwater strategy title; but there's a hint of shoot ‘em
up in there as well. During the game, drug dealers from
Earth turn up to harvest the fungi and the player (who sits
in a multi-purpose mini-sub throughout the game)
apparently has to repel them

Along with the interesting plot, Creation also boasts
some beautiful undersea graphics as well as new light
sourcing techniques and ‘realistic fish movement’

Development house King of the Jungle (the team
comprising the creators of the original SNES Street Racer;
Stavros Fasoulas, the programmer of polished Cé4 titles

Norwegian development team Innerloop has created a revolutionary 3D
landscape engine for the PC (left, below). A full report follows next month
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The Satum version of Monx TT (below) has finally been unveiled by Sega
and looks like a promising conversion. Whether the intended 60fps frame
rate will hold true isn't known but whatever happens its arcade notoriety
should ensure it a rapturous reception on a similar scale 1o Sega Rolly

King of the Jungle's platformer
Agent Armstrong looks explosive

322790

such as Delta; and one-time ZX Spectrum coding maestro
Raffaele Cecco), is currently putting the finishing touches
1o its own 3D action/adventure title, Agent Armstrong, for
the PC and 32bit consoles. The game takes Its visual cues
from the 1930s and the graphics — a mixture of
prerendered, 30-modelled and traditional hand-drawn
locations - certainly look interesting, Plus, the PlayStation
version should make full use of transparency and fog
effects, and the console’s powerful polygon handling will
allow for entire buildings to sink into the ground when

destroyed - all running at a smooth &0fps (50fps in PAL)
The developer is also working on a rally game for both PC
and PlaysStation, due for a late Summer release, but no
screenshots are currently avallable

Meanwhile, Rage Software, responsible for the Striker
games on the SNES and PlayStation, is working on a
number of multi-platform titles. Striker "98 s due out by the
end of the year on the Né4, and a Wipeout-style futuristic
racing game entitied Hellracer |s also on the cards for the
Playstation. The similarity to Wipeout may not be
coincidental — pregrammers and an artist from the original
Wipeout team are working on the game. Unlike Psygnosis’
game, Hellracer features freeform landscapes rather than
confined tracks, forcing the player to seek out the fastest
route to the finish line

Tobal 2 (left) from Square features
hi-res graphics and a better quest
mode. Climax's Runabout (below)
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L] Rage Is obviously in the mood for some healthy
competition at the moment. The company IS also

producing an underwater Sub game
which will be going up against Bullf
Criterion's Sub Culture (and, If it eve

ed Unaer Pressure,

s, Scavenger's

Scuba) in the burgeoning ‘aquatic a re. Due to

appear in the autumn, the game will be r

experience than a straight simul

t0 don Scuba gear and explore (

doomed nuclear subs,

Climax, having just finishec

version of its unusual action RPG, aviour (review

Old shooters never die

Konami's much-delayed Drocuia X

for the PlayStation (nght) features
more role-playing elements than
previous Costlevarnia games and
will be released in Japan in March

Maxis has added another sports title to its range with Anco's Kick (

next issue), is now turning its hand to the racing game that
its director Shinya Nishigaki hinted at back in E37

Developed in cooperation with Japanese thirdparty

developer Yanoman Games, Runabout (see screenshot,
page 25) is the company’s first PlayStation game. It

Teature

sehicles in the form of both cars and, humorously,
mopeds, and should hopefully inject a bit of originality into

a rapidly

tagnating genre

Finally, just as Edge closed the doors on issue 42,

Eidos Interactive demonstrated a brace of 3Dfx-powered

titles, Terracide and Team Apa

I 2. Needless to say,
both look stunning. More next month E

97 for

the PC (above). An in-depth prescreen will appear in Edge next month




of Zefda, Mother 3 and Yt
as Edge went to press. Yoshi 64
=mphasis on stunning pseudo-3D graphics - it currently has a
look not too far away from Sega's shallow but beautiful Clockwork Knight
but expect Miyamoto to creste gameplay on a par with, or perhaps e
surpassing, the original landmark SNES title. Mother 3 (above) is another
sequel to a popular Japanese SNES senes (Mother 2 was released in the
S as Earthbound) and developer APE has obviously been keen to make
much of the N64's hardware — these early shots show evidence of it
being as far removed from the onginal senes as Zelda 64 is from Zelda If

sland 64 were released by
) has been created

en
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Nintenda's latest set of
screenshots from its

forthcoming it epic

Legend da 64
reveals further
environmental detail to

whet the appetites of
fans everywhere. Link
himself is modelled in

spectacular detail
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Following hot on the heels of Lara Croft comes another female adventurer,
on a quest to recover the legendary sword of the game's title.

S
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/
-

Will Telstar's ambitious 3D adventure have the legs of Core’s standard-bearer?

IﬂPﬂdeﬂpﬂtﬂurlqudﬂnﬂ!bﬂbﬂnmmh
because each into lots of We'
700/000 fully it Gouraud texture-mapped polys per second. Fuaning at 2 constant 25-301ps’

ce at Telstar's latest

average 32bit console owner -

e will leave the
who hasn't spent the last six months
asleep — thinking one thing: Tomb Raider

'It's quite different,’ counters Bill
Pullan, managing director of Tempest, a
Leeds-based development outfit whose
previous game, Lone Soldser, hinted at its
expertise in 3D (some members of the
team once worked at Viektor Grafix on
games such as Killing Cloud)

'Tomb Raider Is basically Prince of

The environments in the game vary wildly throughout the game, and each entire level is held in RAM, meaning no
tedious loading. "At times | thought we were never going to fit each one into just 2Mb,’ says Pullan, ‘but we did it’

Persia in 3D, whereas Excalibur 2555A0 is
more like Zelda," Pullan continues. ‘If you
know these classic games, you'll know the
difference. Okay, both Tomb Raider and
Excalibur have a female lead character,
and they're both third-person adventure
games. But the similarity ends there.’

Excalibur tells the tale of a female
adventurer from the mythical age of
Arthur and the Knights of the Round Table
when the legendary sword Excalibur is
stolen by warriors sent back in time from
the far-flung future, she is projected
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As well as confronting enemies in hand-to-hand combat (left and above), the player will
have to learn how to use magic (above right). By combining different items from the
game world, new spells can be created to offer a broad range of magical goings-on

from lcal excesses forward into their time by her father, the
the r 0 ame a S magician Merlin, to retrieve
|e ‘é eer aﬂety ? ofters ‘Before we started the gd."l‘ll'_-‘ there

were all these fast action PlayStation
games like Ridge Racer, Wipeout, and
Tekken but not really many thinking man’s
games,’ says Pullan. ‘There were lots of
people crying out for a good, atmospheric
adventure game like Alone in the Dark or
Zelda, so we set about writing one, But
one that had adventure elements as well
as action, one that lets you interact with
many different characters and gives the
player a feeling of not just completing the
arious levels of the game, but of
avelling a story.’
The Alone in the Dark analog
good one wi
the level of presen

itation.
nowadays obviously need to look g[)ott.'
believes Pullan. ‘'They need to catch the
r's eye and make him want to see
we decided right from the start
dynamic camera system that
odd positions and
angles to give that cinematic look. We
wanted to use lighting to

{0 Nave

m

Ved and Zoomed t

creepy corridors and to ad ara Excalibur works on one
And to have many different characters horizontal e,

that you can talk to —we ended up "Mwﬂ"
creating over 100 of them.’ s adventure

ealtime 3D
an be viewed from
haracter (which
end itself to clarity of ac
D nirgdperson, agent Ev
s (which proves more atmosphe
from graphical excesses, the real
beauty of the game appears to lie in the
sheer variety it offers: "The designers
worked separately so there was no
crossing over of ideas which gives the
levels a unigueness without losing the
flow. The number of different characters
you meet contributes to this, as does the
variation of the puzzies.’
with realtime lip-synching covering

over 65Mb of speech, a clever spell
system and an extravagant 3D engine,
Excalibur 2555A0D could well do for 3D
Excalibur’s stunning lighting routines constantly drench the action action adventures what Tomb E
with subtle hues and tones, whether it's flaming torches lighting the Raider did for 3D platform games
way (top), or more artificial sources of illumination at (above) 69

This ’TluHITt:"\I‘- na
environme

tion),
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Embryonic software developer 3mckdraw is currently finishing a mix of
Mario Kart and Ridge Racer that could give PC and PlayStation owners
a taste of what the formats have so far been Iadung

oo : ‘4:08

Wreckin’ Crew is far from being a serious racing game, mmmmwuu&mua-mn:hm
hslﬂsmhumspednlmr-mh-ud:bu-sWMWMMWH:MMMWM{W I

ust outside of Wimbledon, a small,
J but perfectly formed, codeshop 15

working on a labour of love, a
game that could bring together the
playability nuances of the original Mario
Kart with a cutting-edge 3D graphical
quality to rival anything seen to date

The team, Quickdraw Developments,
was formed in 1995 and boasts a
combined industry experience of over 60
years, with members culled from the likes
of Sega, Psygnosis and Electronic Arts,
among others.

‘With Wreckin® Crew we want to create
something that introduces 32bit power to
the gameplay styie, originality and
longevity seen in classics like Mario Kart,’
says Steve Pearce, chief coder on
Wreckin® Crew and one half of

\-- ¢el|iw

Quickdraw’'s management partnership.
‘It's not Just a case of aiming to produce a
version of a 16bit classic on a new
machine, simply because having so much
more power at your disposal should after
the original design. Mario Kart worked so
well because it managed to get the
balance between "easy to play” and "hard
to master” just right. In taking just this
aspect you have a great starting point
from which you can use modern
technology to expand upon all areas of
gameplay - the driving model can have
more subtleties that are only discovered
after time; the game environments can be
made more detailed; and the opposition Al
can become more sophisticated.”

One of Wreckin' Crew’s chief strengths
IS the complexity of its level construction

One of Quickdraw’s most notable achievements with Wreckin’ Crew’s 3D ne is

realtime animation. This fairground pirate ship (left) is one of many moving res




Quickdraw’s Lloyd Baker is confident that Wreckin’ Crew’s
of the racing worlds is made up of roughly 500,000 polygons

is one of its strengths: ‘The sheer size is Each
mm:mwmm |

A SR

centre of
'We've designed it so that each level has
multiple routes contained within it,’
explains Pearce. 'if you look at any other
track-based driving game, the most you'll
see is a forked split in the road which Joins
up a short distance later. In our New York
level there are roundabouts with five-lane
turnoffs, each of which leads to further
forks and T-junctions. A race on that level
is actually the eguivalent of driving round
the centre of London at 100mpht*

This king of detall clearly reguires an
extremely powerful 30 engine. ‘We're able
to generate around 2,500-3,000 polygons
on-screen at any one time at 30fps on the
PlayStation,’ reveals Pearce, ‘and at up to
60fps+ on a high-end Pentium. The floor
alone requires up to 1,000 polygons per
frame. Compare this to a linear racer such
as Wipeout or Ridge Racer, where you
merely see the track coming towards you,
not roads and buildings leading off in all
directions, and you'll see what we've
achieved with our game worids.”

oo . 26:0'?

The cars themselves are all accurate
representations of genuine Hot Rods,
some dating back as far as the "30s. Lioyd
Baker, the other half of Quickdraw’s
visionary duo, is the man behind their
look: 'Hot Rods have smooth, curved lines
and body panelling, and to do them justice
in a reaitime 30 model would require a
huge amount of polygons - it's easy to
represent an Escort with polys, but a 1957
Chevrolet is a different kettle of fish.' Thus,
like Mario Kart 64, Wreckin' Crew uses
prerendered sprites on realtime 30
backdrops to maintain a rapid frame rate,

Upon these solid foundations, the
team has bullt countless extra features
The way the worlds have been designed
allows us to include many hidden
features,' says Pearce. 'These range from
secret routes and short cuts to teleports,
level-specific power-ups, sub-maps and
even subgames. We're particularly proud
of this kind of attention to detail -
something that's only usually seen in
Japanese games.'

With its distinctive look and feel and
link-up options for multiplayer gaming,
Wreckin® Crew could push 32bit E
racers In a welcome new direction
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Having carried out the legwork for DMA's Lemmings sequel, i
Clockwork has turned toward a familiar genre for its
latest game: an imaginative 3D racing romp

ith Micro machines 3, Manx TT
i !i ! i and Touring Car all due out this
year and all poised to spawn
copycat titles, the racing genre s set to be
Just as crowded in '97 as it was in '96.
However, not all interesting racers will be
from established names.
Speedster, for example, is the
forthcoming title from Clockwork Games,

a realistic slant on the usually 2D-
generated, overhead racing genre

uses true 3D visuals to give ‘

previously known only for 30 Lemmings.
Due to the game’s employment of a third-
person viewpoint, it will probably get
thrust Into the comic book Micromachines
category, despite the fact that, unlike
other titles in this sub-genre, Speedster is
true 3D. The camera angle is adjustable
allowing players to view the game from
many angles, and scenic objects are
rounded rather than being merely textures
slung onto single polygons.

The use of true 3D graphics has also
given the designers room to experiment
with interesting course elements like
Jumps, banked comners and raised
roadways. There are some clever lighting
effects, too: on the night city track, for
example, vehicles light up when they drive
under lampposts, providing a sense of
interaction between car and scenery.

To add variety to the standard racing
formula, Clockwork has included a wide
selection of vehicles. Players will be able
to choose anything from racers like the
Ferrari and Buggati, to heavy vehicles like
a dune buggy, jeep and pick-up.

Overall, Speedster looks very
promising, Its track designs are neat and
interesting, and plenty of thought appears
to have gone into gameplay. With a split-
screen mode completing the game's
interesting list of attributes, Clockwork
could soon find itself becoming famous
for something other than E
pretending to be DMA.
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Seta is claiming that it will take around three hours to master piloting Wild
Choppers’ helicopter. Foregoing the infinite ammo situation alent in most
console air-combat games, it presents a complex game of heli-based action

eta has gone for a deep take on when considering the time and ammo
B helicopter combat with Wild constraints which will force players to fly
Choppers. The action will be and fight economically.
varied as the player takes on a terrorist Progress to the next stage is
army in three missions, each divided into dependent on the player gaining enough
Formar: three further stages. experience in the current mission - a
Publisher: The mixture of tasks in each mission — further indication of Seta’s stated, and
Developer: destroying radar sites, rescuing hostages, welcome, intention of favouring
u(-h-I: : etc - I1s very reminiscent of EA's Strike interesting, strategic gameplay E Though "“I" ""'I . lly
series, and the comparison s stranger still rather than all-out destruction. mm “;
Choppers looks tasty

he J-League’s success has
' transformed football's image in
Japan so much so that it now

rivals baseball as the country’s favourite
sport, meaning that football games are
essential titles for cutting-edge consoles.

Imagineer's J-League Dynamite Soccer
&4 will arrive on Nintendo’s machine in the
wake of the superlative J-League Perfect
Striker from Konami. Like Konami's game,
DSé4 will use motion-captured players and
3D presentation with a fluid camera. And,
similarly, the J-League license lets
Imagineer use all of the league’s data to
portray players, teams and stadiums.

Other less than unique features
include variable weather conditions,
different modes of play (Championship.
Cup, Friendlies, etc) and a commentator.
However, on the evidence so far, DSé4 has
less detailed graphics than Perfect Striker
and it will certainly have to be something
special to match the quality gameplay on
offer in Konami's groundbreaking title.

With Electronic Arts' ongoing FIFA
series also due to appear on the Né4,
Imagineer will have some stiff competition
when it hits Japanese game stores’ E
shelves this month

Dynamite Soccer's game camera offers varied views of the action, and
benefits from a smooth update. Will it match Konami's effort?
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Howewes, it's soon evident that there's more

gong on here than onginally meets the eye. The

design team humbly refer to Unreal as The

Quake Killer’, and they may well be ng
As revealed in Edge 41, the game 15 based
ne of the fastest, most flexble and

tied 30D engines ever desipgned, running
plution in 16bit color. It boasts

s, multicoloured, dynamic multiple light
sourcing and sports a huge number of of the
shly detailed textute maps Edge has yet

SEET N 2 game
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Even with the new technology, however, the

prisoner who, while being

crash-lands on an

net. A war b

etveen

es has been
raging on the planet for years and,

two senhent rac

thanks to the fact that the planet’s core is
made up of an element called Turtium, other




as well as a multiplayer

look like I ahead of but the influences are clear to The key for
mmmmn;ww Quake, designer’s are see. key

which Quake failed to do

Coloured which in featu for , is used exte Unreal. The
lighting, was initially a nmmlud Quake nsively throughout |

water effects, such as coloured

equally hostile alien races have been crashing
there with appalling regularity as well. The player
is stuck in the middle of «, struggling for surwal
and trying 1o escape

A temale hero was ongmally planned for the
game. However, according to co-designer CHlff
Bleszinski, ‘Although when we started, we
thought having a female character would be
revolutionary, now everyone's doing it, so we're
going 1o have a male and a female, and maybe
get a kind of "X-Files’ thing gong on - except |
think the guy's gong to be bald and the woman
will have tattoos.”

The sheer speed

and beauty of the

game’s engine has been enhanced by intel's
new MMX processor instruction set. While this
doesn't speed up the rendening directly, it does
add to the game's detail and realism in starthng
ways. Bleszinski explains: 'For one thing, MMX
enables us to mix coloured lights, So if you have
a toom litn orange torchhght, with a blue hight

coming through the door, and you shoot a green
fireball, it waill all blend parectly. The coloured
lights stll work on a regular Pentium, but it's
going lo be more sector-based and doesn't
shade over quite the same.”

Marketing director Mark Reldm adds: “All you
have to do is look at how much better the
textures look m 1 6bit and 24bit colowr, look at
the water and at how much better the
transpatency is — that's a lot of what we use
MMX for. It you don't have an MMX machne,
you wor't know you're rmissing something, but if
you do have MMX, it sure looks nice.”

MMX instructions also help smoath and filter
the game's numerois, detailed textures, of
which the team 5 pstifiably proud. ‘A lot of them
are 128x128, Sweeney says, 'but some are as
much as 512x51 2 for textures that align and
repest. Some specal ones are even bigger.

Lead designes James Schmalv adds: ‘In
fact, while we were testing how different things
alfected the frame rate, | thought, "Okay, let's try
Quake-sired texiures,” which are more modestly

of Intel’s enhanced MMX chip instruction
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The texture incredibly detailed and transform the relatively simple
highly Mem;‘ﬂmmtmd&athmmuhmuﬂznn pixels

o sized, just to see il it made Unreal any laster Instead, the game s more like a 3D Metroid in

Tums out there's a whole 3% speed increase, structure, with special objects that have 1o be

but we higured, “Well, at least our way we've got found belore you an progress 1o new areas
four trmes the detall™ A different set of levels is designed for

Thanks to the lage number of different alien multiplayer combat. ‘Designing a level that works
space wrecks, each of the game’s planned 30 for both multiplayer and singleplayer is like
singleplayer levels has a wide variety ol looks building a car that goes an the water,' Bleszinski
And, thanks to the 16bit colour palette, they're cracks. 'It's just stumd.’

not just different shades of grey and brown (a
cniticism levelled at Quake) but feature lots of

Most exciting

colourful (if still fairy subdued and moody) i a feature that Epic

comdors and rooms. Outdoar scenes link the MegaGames wants to rel » 1o the pubhc the
levels, so prc s 15 seamlbess, with no breaks in team's own leve tor. Remn explains. What we
the game’s considerable action hope to do & include an unsupportied, featune
That acton 15, however, set olf by a senes of limited version af the leved editor. Cut out all the
puzzies and other tasks that neatly avoid the dangerous stufl — hke what's still buggy at the
‘button-door” atfairs common n the genre hme of release or needs to be smplified — but

give sormething with the game 1o spark interest

Late N release 3 standalone version with a

really fat manual and a lot of prebult brushes
and textures and sound effects. We'll
“product-ze” it and make it easy 1o Use, because

le o use this and not

we want people to be 2

have 1 be rocket soentists

The: team hope the editor will take the level
hacking that began with Doorm into a new realm,

giving thousands ol Unreal tans the chance lo
design their own worlds. it 15 sophisticated
enough to enable almost anyone to import

theit own textures and balld practically any
structure and mcludes a sorpting
language for making puzzles

I Linreal accomplishes nothing
mote than putting game design mio
the hands of the publc, it will have made
its mark. And it Epic, with the
DA Design, ca
temm ‘Quake Killer may prove 10 be more E
The monsters are vastly superior in detail to those in Quake, but how than an idle boast
many will appear onscreen at once, without slowdown, is debatable

d of partners

et the gameplay nght, the
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ucked away in a nondescript office complex in Rockville, Maryland
. on the 2ast coast of the United States s the office of Epic

MegaGames, the company responsible for Unreal, Edge dropped
in 0N the Unreal team - marketing director Mark Rein, lead designer
James Schmalv, co-designer Cliff Bleszinski and lead programmer Tim
Sweeney - (0 probe the design process behind the game.

Edge: Unreal has been in development for three years. How did it start?
James Schmalv: | made the terrain first. A Magic Carpet-type terrain
Mark Rein: Oh yeah! This is funny. The first thing we ever had was the
outdoor terrain, and we haven't had it since! [Laughs.| But it is going back
in the game. DMA, is going to use one of Its 5GI terrain editors to design it
J5: | was experimenting with a cavern-set, robot-type game, and |
progressed to the continuous mesh technigue that we have now, sa |
changed it from caverns to outdoors, By then | had these polygon
creatures, like this-dragon flying around — that was the first good polygon
creature we made up. From there we added buildings, and Tim got into
making this editar for doing the buildings. After that, it took off and just
became, obviously, incredible. [Laughs.] So | started focusing on the
creatures and the artwork, and Tim took over the engine, Because the
editor was making it so easy to put together the structures, we had the
tools to make the indoor areas, so there was less focus on the outdoor

“We could do Unreal as a

but we don‘t want to,
We want to keep the levels intact’

stuff. But like Mark said, we'll add that later
Edge: Why a firstperson shooter?
JS: well, it's changed a lot over the years. Once the editor started looking
good, we knew we were going to set it mostly indoors, because it was so
easy 1o make the indoor stulf look good..
MR: well, the thing is, the indoor stuff is actually harder to do.
Edge: Why?
MR: Just because you see so much more detail. The engine has to move
really fast, and you need detailed textures because you can get really close
to stulf indoors. Dutdoors, Stuff Is generally farther away

On the othier hand, there’s a lot of limitations doing outdoor stuff that
you just can'l get around. indoors, there’s lots of ways to trick the user's
eye. I's raally amazing, but some of the most detailed scenes in Unreal,
you're only looking at 50 to 80 polygons — the details are in the textures
and the lighting. we're trying to get more and more polygons in there, but
the details are really in the lighting

lo do Unreal’s lighting on a machine like the Nintendo 64 would require

cartridge,

prescreen

™~

way more polygons, because a lot of these 3D accelerators light whole
polygons, they don't light regions. What Tim does with these little 8x8 areas
of the scraen.., | mean, each individual area of the screen that you can
assign how much light there is, they're only eight pixels by eight pixels
That's really small, which is why the lighting is so smooth, because you
can't really see the gradations in it. There’s raally only 64 levels of light
Edge: Moving to the Nintendo 64 version

MR: We still have to get Nintendo’s approval on everything, but we're
warking on it, We're aiready coding the engine

Edge: Given that you have a very large number of high-resolution textures
in the game, will fitting them all into a cartridge be a problem?

MR: Well, we'll have ta reduce the dimensions of the textures, so they'll be
scaled down quite a bit, but with the bl-linear filtering, you can get away
with much lower-resolution textures and it will look just as good. Plus,
you're aiso playing at a much lower screen resolution. With the Nintendo
64 and other systems that have only a few megs of RAM, we'll praobably
have to make some compromises — limit the number of unique textures per
level, maybe cut the levels up a bit - bul for the most part | think folks waill
be surprised at how good Unreal looks on that system: The Nintendo 64's a
heck of a powerful system, and since wa're hoping to do unreal for the
&4DD drive, storage hopefully won't be a problem. We're going 1o have,
well, | don’t know exactly with compression, but many, many megs

Edge: S0 Unreal's not an Néd can?

MR: | think we could do Unreal as a cart, but | don’t
think we want to do Unreal as a can, becapse we
want 1o keep the amount of detail. We want to keep
the levels intact. There's a limit even with the disk,
because you load each level's textures as you load
the level, but we don’t want to have the same ook
over and over again, and that's the problem with a cart. LucasArs can do
Shadows Of The Empireé now and sort of get away with it because there are
very few games now, but later on when there’s lols of games, you won't be
able 1o,

Edge: Getling back to the PC, when did you first get excited about MMX?
MR: It's kind of funny. Intel had heard about Unreal, and they invited us to
Portiand to show it — like Microsoft, they suppor developers really well

and we showed It to their engineers and OEM people and marketing
people...

JS: Back then the game consisted of just the outdoor terrain and the
dragon

MR: After the meeting, the Intel people came back in with a

stack of non-

disclosure agreements about MMX. They told us about it, because | dan’t
I think they've been working on il
bt

think they actually had chips at the ime
for about six years, so It's not something they just threw together
they toid us about It, and Tim was really excited because he knew
immediately what it could go, and they Seemed to feel
that Tim was the kind of guy who could really make it
shine, 5o before they even had a working version,
they came and taught us what the Instruction sets
do. Tim picked that up right away. He wrote the
code on paper the night after they came and had a
fully working MMX version of the rendering code
before we even had the chip! Several months later
they sent us an emulator, which enabled a Pentium to
run MMX code - speed-wise it wasn't frames pet
second, it was seconds per frame, but it 1et us test the code
—and it worked. His code actually worked first ime!
But MMX is serious technology. Intel told us right
from the word go that every one of their chips is
going to have MMX, and that's what really pigued our
interast. See, that's the problem with, say, 3D
accelerator cards, Direct3D isn't ready enough for prime time that you can
Just genencaily support it and everybody's card works well. But with MMX,
there's no question about supporting It, because in five years, everyone
wha's got an Intel processor In their computer will have these instructions

Ao !
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TS: Well, D3D does the job. You know, some of these different cards have a
bunch of cool features that D3D just doesn’t access. It's a problem because
what really counts is what people have, and unfortunately that's not cleat
But at least D3D is good because It sets a standard
1S: Maybe supporting some of them directly might be the thing to do...
MR: Il the card vendors want to give us money Lo support them! |Laughs,
leans into microphone.] IF they want direct support and they want (o pay lor
it, they can call me direct: Mark Rein, that's R-E-1-N!
Edge: Obviously, Unreal Is going to be compared to Quake. What are you
doing to beat it?
Cliff Bleszinski: | think if you think of Quake as a car, it's like & really good
base model that runs really fast. With Unreal, we're hoping to give you air
canditioning. power brakes, power steering, and a real sense of style that's
lacking in some of those other games.
TS: We've got to come up with a game that's better and different. If people
ook at it and go, ‘Hey, it's 20% better than Quake,” then we've failed to do
anything significant. We ve got to do things that distinguish Unreal. We've
added morphing characters - imagine changing Into some giant creature
with lots of power, like a dragon. That adds a lot to gameplay

Also, we're making the level editor avaliable to the public, and it's very
user-friendly. | think the one goal | have Is to bring level editing into the
mainstream. 1d started the trend with Doorm and Quake by making them
hackable to the point where people could create their own editors, but
they're not very easy to use. With Unreal, we could wind up selling half as
many copies of the editor as of the game. That becomes especially
impaortant with internet play, where people can create their own levels,
write their own scripts for the puzzies, and create their own new, cool
stuff. Seeing what other people can do is incredibly fun for a game
developer
Edge: Given that you're bringing level editing into the mainstream, with
10,000 monkeys hammering at 10,000 keyboards, aren't you worried that
by the time you're working on a sequel, you'll have aiready been outdone?
TS: If the community Is outdoing what we're doing, our sequel won't do
that well, but we'll be selling so many editors and making so much money,
we won't carg!
JS: And if somebody’s that good, we'll probably just hire them anyway!
Some sections (top) look disturbingly similar to Raven's forthcoming MR: The other thing is, for the sequel, we'll certainly have new
Hexen 2. These winged creatures (above) aren’t short of detail either technologies, the next rev of the engine, a whole bunch of new features
that can't be addeo through an editor for Unreal 1. But that's the challenge:
create, something new that people will want to play, and then create new

Edge: How has 3D-card support been, then? stuff based on that technology.

MR: At the eénd of last summer, we got a first-generation 3D card - and | Edge: 50 you see the sequel to Unreal differently to the way id saw Doom
don't want to.name the vendor because It was first-gen and that’s not Il or Heretic Il - that 1s, not roughly the same engine with just new levels
really fair = but Tim coded a patch for it, just played around because he and new enemies?

was intrigued by it and in.about egnt hours he got Unreal to run on it. it CB: | think with this genre of game, in order for it to advance, you need to

had bi-linear filtering, so it Ipoked good, and it ran at
a constant 351ps, which was great until you added

the lighting. The trouble was that in order to get the "We've ftot to have a game that’s If people
lighting to work the way we do it, you had to run look at it and go, then we've
every frame twice. Since the frame rate was failed to do anything significant’

constant, that means we were getting 17 frames per
second. Wnich, you know, we just weren't going to

let happen. take a few risks, We're going to have fast, hot, 30 action, but we're g0ing to
Edge: Why draw it twice? have lots ol people siow the game down and find ways to kill people in a
Tim Sweeney: Well, every light can be dynamiic, S0 you can have wild creative way

lights turning on and off or pulsing or whatever, And to get shadows, you JS: Look at how we use moving 3D brushes, for example. You can just

have to draw it once for the textures and twice to get the lighting effects imagine the different ways designers will come up with to manipulate

over it If you compare it 1o Quake, It's a lot more sophisticated. You get a “ those. Quake doesn't even have them, and that really gives a different

shignt performance hit, but we made a conscious decision to do it that
way because you gel so much more detail. And the process
warks well in software, but when you run that through
hardware, it just renders the whole thing again. By the
ume Unreal ships, | think there will be some really
capable cards that might be fast enough, but right
now it's not an issue

JS: Yeah, because we're supporting Direct3D [D3D]

at least, so if you have a card it will run on it. Really it's
just a question of how much better that will run over
software only.

feel to our game
Edge: How does the gore level compare?
CB: We're going to have a |ot of blood
MR: Gee, | don't know... [Laughs.] How much does everyone
think GT waill allow?
JS: Some shocking stuff is in the game.
=~ And when the player dies we're going to
Bt have these Virtua Fighter-like spinning pans,
watch them twitching and bleeding to death..
CB: We'd like to have a lot of blood fiying everywhere,
MR: Something for the whole family.. E
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NEW GENERAITION

t is six years since Street Fighter il
first appeared, and in that time it
has been subject to a barrage of
improvements, conversions and updates,
not to mention some extensive and quite
blatant regurgitation. it is with open arms,
therefare, that the games industry finally
welcomes a true successor, Street Fighter il
On a recent trip to Japan, Edge found
itself in the privileged position of being one
of the first non-Japanese magazines Invited
to play the near-complete game. And 50,
one fresh moming in December after taking
the legendary bullet train from Tokyo to
Osaka (a three-hour journey that hits the
wallet to the tune of £200) and then making
several shorter hops on the Osaka metro,
two members of the Edge team, plus
photographer, arrived at Capcom’s hi-tech
offices rather later than expected. Two
hours later to be precise
As luck would have it, the beat "em up
scientists were fully prepared for the
fallibility of clueless westerners negotiating
the lapanese rall networks, and had already
condensed its scheduled three-hour agenda
into a single hour - all that was available
before Edge’s booked returmn dash to Tokyo
And, despite having violated the unspoken
laws of Japanese business etiguette, Edge
did manage to get to see what it had come
for. And a lot more besides, as it turned out
Unusually for a Japanese videogame
company, Capcom has its coin-op and
consumer development departments
crammed together over two of its office
block floors. Inside, there's a rough-and-
ready sense of everyone sharing and feeding
off each other’'s ideas, and no one seems to
mind that a bunch of inquisitive journalists
are wandering around pointing cameras at
anytning that moves on a screen. ACross
much of the floor space are Street Fighter Iil
machines getting the final approval from
game testers and designers, and strewn
across the rows of cluttered desks are
pre-production PCBS running newer games
such as Star Gladiator 2
At one point Edge is treated to a
ghimpse of an early fighting game running on
Matsushita's M2 hardware - though there’s
not much to see at this stage, the hi-res
display, running at 60fps, is promising. At an
adjacent desk an engrossed employee Is
playing a 3D incarnation of Ghosts ‘n’
Goblins on a Nintendo 64 dev kit. This looks
like the fruit of just a few weeks’ work, with
basic scenery and little in the way of
gameplay, but it will be enough to drive the
diehard Capcom fan over the edge
Before Edge gets too carried away it is
quickly reminded of the games it has
specifically come to see - Street Fighter il
and Resident Evil 2. The former represents
the continuation of an unprecedented 2D




Street

r Il features ten characters in total: Ken, Ryu, Alex, Yun, Yang, Ibuki, Necro, Elena, Oro and Sean. They
are a typically diverse bunch - for example, Ibuki is a young high-school student, while Oro is a 140-year-old hermit

prescreen I:“I:"":::

Capcom's development HQ
sees game testers working on
SFiil (above) lumped together
with programmers, designers
and artists in one melting pot

fighting game lineage while the latter sees
Capcom steamrolling a path for itself in a
bold new direction. Poles apart they may
be, but they are unified by the traits that
make Capcom games special — strong
characters, instant playability and
uncompromising but rewarding gameplay.
For some, the company’s decision to
keep the all-new Street Fighter in two
dimensions will come as a disappointment
After all, the genesis of the 3D fighting
game is already in its twilight period -
especially now that third-generation
polygon heavyweights Virtua Fighter 3 and
Tekken 3 are commanding players’

Fans of

us SF games will be pleased to see the most familiar
element of the series - the Dragon Punch - retained in part three

attention. But despite the success and
innovations made in the 3D realm there are
many fighting-game loyalists who maintain
that the 2D fighter will always have the
upper hand, And Noritaka Funamizu is
one of them

Funamizu-san is the general producer
within Capcom'’s development division, and
staunchly defends the company’s decision
to keep the SF series true Its original form:
"We wanted to create a game that people
will feel is an actual continuation of Street
Fighter Il, and In some ways we still feel
that 3D is not really that suitable for head-
to-head fighting games. To be frank with
you, we don't really have the expertise here
to display very high quality graphics in 3D
but we do have the expertise to display

L G
not try to replicate real lite

probably some of the best graphics you'll
ever see in 2D.'

Despite this, Capcom must prepare
itself for when Street Fighter lll finally hits
the streets. Given the success of the VF
series, Tekken and the numerous 3D clones
that have appeared in the last few years,
there's an accepted, albeit unproven,
wisdom in arcades that 3D is better than
2D. In fact, it's an argument that can be
paralieled to the recurrent CD-versus-vinyl
war in the music industry. In this case,
while most people think that CD is better,
music purists still champion the use of vinyl

B
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Cramped, close-knit

' working conditions at
Capcom HQ - a situation
that will be familiar to
developers worldwide

Alex (above), a character from the US, is strong with both punching and throwing techniques. Graphically, SFilf
needs to be examined in detail for its enhancements to be apprediated. A 256-colour palette is most noticeable |

« Decause it can deliver a richer sound when

played with the right kit. The analogy rings
true when considering the extra immediacy
and depth that a 2D fighter has over a
tn.]Ul-'le"‘.. traits that purists will
t lies at the heart of both
ear of the obsolete, and a

1 that newer should mean
that many now
regard 23 as ulu hat, ‘}rutl It's an obstacle
that Capcom must be prepared for

‘We don't think 2D is becoming old

fashioned,' says Funamizu-san. 'Even
though our competitors use 3D, and even
though they use motion capture to provide
what they think are more human-like
movas, we don't really know if striving for
realism is what players want. By using 2D
it’s possible to display what people think of
as movement as in a game - not try and
replicate what you'd see in normal,
everyday life. Besides, in 2D, we can do

]

Funamizu-san on 3D graphics: ‘We'll try to be at the same level but

{} won't try to beat Namco and Sega because we don't really need to”

movements within the game that are cool
and are nat really possible in 3D

AS previously reported, Street Fighter il
is the second game to run on the
company’s latest 2D board, the CPSII

(WarZard was the first title to use t). This

32bit board uses both CD-ROM and ROM

cartridges to store data, but its biggest Capcom’s 3D spin-off,
advantage over CPSil is its ability to display Street Fighter EX, will
256 colours per sprite cell, compared to just hit UK arcades soon

16 colours in the previous hardware, giving
a noticeably higher level of detail in the
characters and parallax backdrops. CPSII|
also includes a chip to handle the
compression of data (thus saving on ROM
costs) — an important point in SFIII, whose
animation data stacks up to be roughly four
ti the size of that of the Street Fighter
Zero games
To the discerning eye, Street Fighter Il

(subtitied The New Generation) is likely to
leave even the most devout Street Fighter
fan a little disappointed. The most
immediate graphical improvement Is an
increase in character detail, although only a
minor progression from the Street Fighter
Zero series. Backgrounds are improved, but
still rely on steadfastly 2D layers of parallax
rather than 3D effects, and even the
animation, though advanced from Street
Fighter Zero, falls a little short of naturally
high expectations

Only two of SFiI's original characters,
Ken and Ryu, appear in SFill, the other eight
having been created specially for the game
Urilike the most advanced fighting systems
of the SF legend, Street Fighter Zero, SFill /
includes a fighting selection system entitied
"Super Arts’ as well as advanced biocking
techniques. Super Arts effectively allows
the selection of a choice of three special
attacks that replace the Super Combo from
previous games. Super Arts are selected
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after choosing a character and before
engaging in combat, and have more
devastating effects on the enemy. Blocking
also differs from previous SF games in that
any type of strike can be blocked, although
It’s a risky business that requires split-
second timing

in gameplay terms there has never been
any doubt that Capcom is a mas
designer. Its techniques and styles haven't
SO much been adapted Dy ItS nUMEerous
rivals as biatantly copied, and while the vast
number of beat ‘'em ups that have
swamped the market in recent years has no

Every monster in Biohazard 2 lprrun to be beefed up, and it's now a
common instance to find yourself attacked by more than one enemy

prescreen COI‘IH!‘II.IE(I

doubt diluted what was once a potent
formula, few have ever attained the degree
of control and depth of play as Capcom’s
titles. Funamizu-san reflects upon this:
‘Basically, even though everyone else
copied the Street Fighter series they didnt
copy the gameplay perfectly. They copied
actual movements, that's all. They haven't
copied the actual concept well at all and
that's something we think about every day
here, | think this is what players will be
most reminded of when they play Street
Fighter lii.” However, when quizzed over the
potential for Street Fighter il to be as big as
its precursar, he Is understandably modest
‘No, it's not going to be as big as Street
Fighter Il. The games market had real power
at that time, it's flat now by comparison,’

Having so many resources

invested in the development of fighting
games is a situation Capcom has found
itself in mostly out of economic necessity -
in the fickle arcade market it's simply too
risky to develop games in genres that are
less than sure-fire bets. Which is a shame
given just how distinctive some of
Capcom’s earlier efforts were. To
Funamizu-san this can be summed up by
one thing: money. To create new games
we need a lot of development resources
and fighting games are probably the easiest
way to make a lot of money, Action games
|such as Strider and Ghouls ‘n’ Ghosts] take
a long time to make and when their
popularity started to wane a few years back

Biohazard 2 offers two
characters for selection
= Leon Scoftt Kennedy
and Elsa Walker, a pair
of young, wet-behind-
the-ears S.T.A.R. recruits
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Though it’s possible to change into other items of
game, a

dlothing throughout the
jacket isn't going to prove much help at times like this

« we ended up losing money. In the next
two or three years we will probably go
back to developing more of these kind of
games, though.'

One kind of game Capcom has no plans
to abandon, thou 5 the arcade
adventure, and the nomenal succass of

" » Resident Evil 2 (or Biohazard, as it is known
. e N in Japan) will be a comforting reminder to
y 8 the company that risks do pay off. Shinji
Y . % Mikami is the man behind the highly
] anticipated sequel and he proudly

Introduces the game to Edge just as one of
the its designers Is dealing with a rather
angry crocodile in a murky sewer. This is
just one of a multitude of stunning set
pieces that Capcom has engineered into a
game that has a playing area 50% larger
than the original and replete with some
amazing enhancements. The game system
i$ basically going to remain the same,’
explains Mikami-san, ‘but there are now
more zombies on-screen at once and some
have very nasty moves. We're also trying
hard to accent s that will scare
players, such as when the dog jumped
through the window In the first game.'

The PlayStation is not the only platform
suited to such gruesome gaming, though. A
Saturn conversion of the original is well into
development (and unsurprisingly looks
Identical to its forefather) but it is perhaps

Saturn Biohazard (above),
PowerVR version (right)

R

N
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Weapons have increased in number since the first game - a
necessity because different enemies have different weaknesses

the imminent PC version that will attract the
most attention. Running on VideoLogic’'s
PowervR chipset (and supposedly being an
‘extreme’ conversion using all the features
of the 3D accelerator), PC Resident Evil
features hi-res characters sporting an
incredible level of detail and, despite some
rough backdrops, has some minor
improvements such as new weapons, a
maodified scenario and a full-colour intro.

While rather shorter that it would have
liked, Edge’s brief rendezvous with
Capcom was an eye-opener in many
respects, revealing an open and diverse
approach to videogame development,
surprisingly unfettered by the traditional
cloaked levels of Japanese secrecy, As the
&0 minutes draws to a close there is just
time to nab a guick go on the San Francisco
Rush coin-op that occupies the main
reception area, while Edge’s photographer
coaxes a perturbed SFill producer into
"‘punching’ the camera for visual effect
'‘Come on, son, give it loads... No, not like
that, like this... And try and look hard...’, at
which point a taxi pulls up, farewells are
exchanged, and a group of dishevelied
journalists dive in, leaving one distressed
game developer breathing a well- E
deserved sigh of relief...
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| here's nothing like a bit of internal rivairy to help fuel the creative
fires, Sega's elite AM2 division, responsible for both Daytona USA
! and the Virtua Fighter serias, Is currently leading stablemates AM
Annex In the dash to create the next generation of racing games based on the
powerful Model 3 arcade board. As hinted in E37, Tetsuya Mizuguchi’s AM
Annex division, creators of the recent Sega Touring Car Championship, IS
currently waorking on a Model 3-powered follow-up to coin-op classic, Sega
Rally, But it will be AMZ2's incredible looking Scud Race that will be first out of
the blocks, expected to appear in Japanese arcades by the time you read this
Toshihiro Nagoshi and his team started work on the project 12 months
ago and Scud Race was due to be the first Model 3 game to showcase the new
board, ahead of even Virtua Fighter 3. Market forces (ie, the phenomenal
success of VFZ) conspired against them, and only now has the project seen
the light of day. When the team was Initially announced, It was assumed that
what has turned out to be Scud Race was originally intended to be Daytona 2.
Nagoshi-san is keen to clear the air: "Scud Race is not Daytona 2. The
development team is the same, and so many believed that we would
automatically be doing the sequel to Daytona. We wanted to change the team
in order to ensure a different kind of game, but we never did. In the end, we
needn't have worried, because we've succeeded In producing something with
a completely different jook.

'DAYTONA WAS BASED ON ANS
AMERCIAN SPORT. | WANTED
MIAKE A GAME THAT WOULD BES

ACCEPTED WORLDWIDE!

That new look owes much to the advanced capabilities of the Model 3
technology, which boasts two Lockheed Martin R3D/Pro-1000 custom graphics
chips, each capable of rendering over 750,000 polygons per second
Consequently, Model 3 is at least three times as powerful as Model 2 and adds
Gouraud shading, giving the graphics a smoother, less angular appearance. |
can't tell you how many polygons we've used for each of the cars,’ says
Nagoshi-san, 'but suffice it to say that if we made, say, the Ferrari from Scud
Race on the Model 1 board (used for Virtua Racing), we would use about half
the entire capacity of the board. If we dispiayed two Scud Race cars, we'd
have no more polygons left.’

A bit of maths reveals a startling transformation; the Scud Race car models
consist of roughly 3,000 polygons each (Sega’s Model 1 board was capable of
180,000 polygons per second), which is well over three times the number used
the cars in the original Daytona USA. Reflections roll across windscreens
and sunlight glints off paint work. The wheels on the cars are almost perfectly
round, and the glass in the windows Is fully transparent, revealing the drivers
within, The hardware advantages of the board are plain to see, but new
software developments incorporating tricks gleaned from the creation of VF3
have also played a significant role in the final, astonishingly fast, appearance
of Scud Race. With as many as 40 cars on the track, the team has had to
mprove the 30 engine that powers the game, Nagoshi-san believes
experience 1s the key: ‘There are about three times more cars on the track

in
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than Daytona. The hardware is, of course, important, but equally important is
the software — what is behind the palygons. For example, in order to avoid
drawing excess geometry, we have streamlined our software. Sega’s
programmers acquired a lot of know-how with the previous CG boards. |
believe that software 15 as important as hardware for the speed of the game.

Scud Race is different to Daytona In almost every respect. Nagoshi-san Is
keen to stress that, from the outset, his vision for the first Model 3 racing
game was a global one, inspired by the supercars of the world, such as the
Ferrari FAQ, the Maclaren F1 and the Dodge Viper. ‘Daytona was based on an
American sport, with American cars. | wanted to make a game that would be
accepted warldwide,' explains Nagoshi-san. ‘| needed some cars, therefore,
that everyone would know: Porsche, Ferrarri, etc, but it was hard work. | went
to Italy to the Ferrari factory in Modena to see the real cars and to deal

&
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directly with the manufacturers, but that didn’t work out as well as | had
d. Getting the approval of such huge manufacturers was difficult.’

One would guess that Sega's considerable financial resources clinched the
deal. Whatever went on behind the scenes, the end mare than justifies the
means. Daytona's cars all handled the same way. and with Scud Race, Sega is
putting the emphasis on the driving experience, not just the race. Again,
moving away from the confines of Daytona was an important issue. ‘| didn‘t
want Scud Race to be a circuit game, as | feel that they are visually boring

'| wanted to make a game that was visually attractive and | felt that we
needed to ourses that would have character and be easily
igentified by the public aveid over-complicating things. For exampie, we
decided to make a course influenced by the ‘Indiana Jones' movies -
something that can be identified immediately by the player, with relatively
simple imagery ‘<|[“|:uln ideas associated with the high-end Modei 3 board are
the basics of Scud Race

aKe some

Simple s not a word you'd immediately associate with such an advance
piece of programming, but Nagoshi-san is keen to ensure that the technical
marvels afforded by the Model 3 board do not overcome his basic princ ICllF' to
create an accessible game. ‘The feeling of actually driving Is very str
Insists. 'l didn't want to make a difficult racing game. It may sound \'m.|ge L-ut
I'm very bad at playing games. | used to spend a lot of money in arcadges, ust
o see 'ht end-game sequences and | know how bad players can feel if the
)0 hard, too early. So when | came to design Scud Rac

e, | kept this in

il SUZUKI RECOMMENDED THAR
PO SOME SOUND SAMPLING O

E FUJI FREEWAY, WHICH | DIB &
HE'S VERY SUPPORTIVE'

mind and tried to make a game that could be enjoyed by beginners
Experienced gamers shouldn't lose out, hawever, it AM2's previous efforts are
anything to go by. Virtua Fighter was instantly accessible, requiring only a few
moves to progress through the initial stages, but weeks of constant playing to
master. Scud Race, for all its initial simplicity, will no doubt turn out to be as
rich a driving experience as the original Daytona USA, which many regarded as
superior to Rigge Racer thanks to its extended learning curve. Scud Race
features four differant courses, two beginner (day and night}, one intermediate
and an expert course. Realistic handling will be crucial to the game's suct
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and for that, Nagoshi-san had a few tips from Yu Suzuki. ‘When | joined Sega,
Yu Suzuki had made some outstanding racing games,' says Nagoshi-san. 'He
made the Virtua Fighter serles a success, but he still prefers making racing
games, We are different, our interests and views are different, but | had some
advice from Yu Suzuki on the drift handling. For Daytona, the handling was a
bit heavy. With Scud Race, when you turn, the handling becomes steadily
heavier, but smoothly. When entering a drift, the tall will slide slowly and you'll
feel the power of the engine. He also recommended that | do some sampling
on the Fuji freeway, which | did. He's very supportive.”

Supportive, but not actually on the Scud Race team, which will come as &
surprise to many. It's too early to speculate, but Suzuki may well be in the
advanced stages of creating Daytona 2, again for the Model 3 board. Nagoshi-
san is tight-lipped about that, eager instead to focus attention instead on the
innovative cabinet design, courtesy of Sega's AM4 division. The hydraulics give
the seat a life of its awn, recreating the feel of power-sliding around corners,
vibrating when the car hits the curb (or a competitor), and featuring a bass-
speaker system to simulate the feeling of sitting right on top of a 300bhp
engine. At the moment, there are only plans for twoplayer and fourplayer
link-ups, such is the cost of combining such an advanced cabinet with the
expensive Model 3 board. The code Is there, however, and it would be
possible to link eight cabinets, but the cost of such a system would make it a
rare sight indeed In all but the major theme parks.
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By now, Toshihiro Nagoshi and his team could well have started work on
Its next project, perhaps helping Yu Suzuki with Daytona 2 or designing
characters for the next incarnation of Virtua Fighter, as Nagoshi-san did with
the original - such is the spirit of co-operation at AM2. Nagoshi-san may well
oversee the Saturn conversion of Scud Race (which is likely to use the Saturn
upgrade cartridge planned for VF3). There are limits, though. When asked who
his team regards as their biggest competitor, he replies, smiling, 'AM Annex.'

It is perhaps a testament to Sega’s coin-op supremacy that the only
competition the teams worry about is that from each other — a friendly rivalry
that has kept AM2 at the pinnacle of coin-op design since It made its first leap
ahead of the competition with the seminal Out Run in 1986.

With Scud Race the team has raised the bar once again, stealing a march
not only on its stabiemates, but arch rivals Namco, which may find itself in
the unenviable position of runner-up in the race for the next generation E
of driving games.
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As 1997 continues apace,

Edge reflects on the year that saw videogaming come of age,
and looks forward to 12 months
that will see it mature beyond recognition
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hough there is rarely a quiet year in the
videogame industry, 1996 was hectic by
any stangards. The PlayStation and
Saturn continued their 320it attle, the N4 finally
ncad In June, and Matsushita started to taik
ot M2 - 50 far the only threat to
Nintendo's dominance of the high-end sector

In terms of software, virtually every machine
boasted a wealth of guality titles to entice

it §Hans

T

contributed eque he PC’s growing stature as
a games machine and PlayStation titles Resident
Eviland Tomb Raider both surprised gamers with
their depth and sheer excellence

Sega, meanwhile, continued to deliver
axcellent conversions from its AM departments,
culminating in Virtua Cog 2. The game
unfortunately coincided with gun control debates
n the British press and, subsequently, parliament.
Videogames ance more came under the beady eye
of right-wing politiclans and, though a full-scaie
public outcry failed to materialise, the issue of
game violence continued to bubble under other
parliamentary concerns

As Edge pushes further into 1997, it ponders
12 past months of exhilirating and sometimes
tumultuous happenings in the videogames world..
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NINTENDO
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elays and ab:

N gt

1sole finally

breaking 6404t

received its Japanese [Aunch onthe
Juri@ 23, 1996, Ong Io0K at Super
Mario 44 confirmed the hopes of

wor dwide - this was a
Iy revolutionary piece of
are copable of jolting the
custry from its seemingly
inewvitabi = rmove toward CD-based
technology  Although shops did not
: Fantuan queues

s

@550 1 with the launch of the
SNES, 250,000 N&4s were s0id on
tha first day of release. it has since

made simiiar-waves in the US.

The world was certainly kept
walting | enough for the
machine fumours of its existence

first | ¢irculating amongst
Japanese mags In 1993, and an
official announcement soon

followed. ves, a console was in
development and, yes, it would be
1996 in view...

employing Silicon Graphics
hardware, From this point on,
Nintendn played an extremaly
lengthy game of cat and mouse with
the world's videogaming press,
announcing launch dates, cancelling
them and rescheduling time and
time again. Throughout this period,
technical specifications and
glimpses of software trickled out.
but Nintendo was resolutely giving
very little away.

This is probably just as well
considering the unreliability of the
Information that did surface
Comically, the coin-op incarnations
of Killer instinct and Cruis'n LSA
were originally held up as examples
of what the Né4 was capable of,
Both titles have, of course, been
converted to the console and have
failed to impress gamers

Even the name of the machine
went through several changes
Nintendo started off with Project
Reality, flirted for a while with Ultra

&4 and finally settled on the simple
Né&4 monicker,

Predictably, the press reacted
with cynicism to this policy of
silence interspersed with
misinformation, There were
concerns about the limited storage
capacity of cartridges, about

competition from well-established
32bit consoles, about Nintendo
chairman Hiroshi Yamauchi's
‘Dream Team' philcsophy, and the
time it seemed to be taking to get
games up to alpha stage. All these
worries came to a head at
Shoshinkal *95 where ten playable

demos were withdrawn from the
show at the last minute. Only one
and 3 half games were made
available to play: Mario &4 and Kirby
Bow! &4 Had Nintendo lost its way?
The world held its breath...

A year-and-a-half later the

cynicism has all but dissipated. The
Né&4 has sold-amazingly well in both
iapan and the US, despite the strong
user base of 32bit consoles, and
launch software has been
impressive, to say the |east. What
became abundantly clear during
1996 was that the Né4 boasts the
perfect combination of two essential
factors: technological supremacy
and brilliant game design talent. Of
course, Its future s far from certain:
thirdparty games have so far proved
lacklustre, and there are still worries

that the proposed 440D and RAM
cart peripherals may dilute the
strength of the base uriit

However, with titles like Zelda
&4 and Star Fox &4 on the way, 1997
Is set to be another astounding year
for Nintendo - a company that will
be expecting the attention...

abounded in lanuary of a possible link between
2 the 3D0-developed M2 technology and Sega. The
ators reasoned that, with the Satum underperforming
outside Japan and Model 3 arcade board development proving

troublesome Sega would ditch its own hardware development,
adopt M2 and be free to concentrate on software.
The drip-tced of information on the Nintendo 64's bulky

drive, the 400, continued with NCL revealing a few more
nuggels al o developer's conference in Kyoto. And, just as one
console developer's star rose even higher, another's fell even
lower as nevas came to light revealing the impending implosion
of Atari. Its US president Ted Hoff resigned, Jeff Minter cut his
links with the company and thirdparty developers reported a

breakdown in communications. Worse news was to follow for
the fallen giant

Falmury saw s.‘. lording it at the Arcade

Operator's Union show in Tokyo when AM2 introduced demos
the Model 3 board, which promised three times the polygons
of its predecessor, in the form of Virtua Fighter 3. Four lucky
lapanese gamers were allowed to try the two-character
playable demo — everyone else had to make do with watching
4 tolling demo, which drew an enormous crowd.

Nintendo rumour of the month — and of every month, it
seemed - was of mare delays in the launch of the N64 due to
a shortege of semiconductors from suppliers NEC. More leaks




ideogaming’s perennial

scandal - that it features

too much sex and viclence
- took a different spin this year,
Instead of the Mary wnitehouse
brigade triggering a tabloid-
tormenting moral panic, it was the
industry itself that took the moral
high ground, Several magazine
publishers, most notably Edge’s
own Future Pubiishing, refused to
print game ads that it deemed
offensive. Gametek's Battlecruiser
3000 was perhaps the most
notorious, featuring a scantily-clad
Joanne Guest using a box to cover
her dignity. (if indeed that's the
correct term 10 use In this context,)

Hasbro's ‘Fascism rules’ tag line

in its ad for Risk was another
offender, as was Virgin's Command
& Conquer: Red Alert ‘Germans’ ad,
which followed in the footstaps of a
couple of the Dally Mirror's cover
pages during Euro ‘96, The prize for
poorest taste ad must go to Studio
3D0, though, whose astonishingly
tacky campaign featured
photography of a bull's knackers
Studio 3D0's parent company, The
3D0O Company, also deserves a prize

for the most ili-co

campaign. its feather-s g
‘Bon't buy @ Dodo, buy 300" ad had

Bublisher

Ragrg

precisely the opposite effect to
what was intended as it served only
to highlight the soon-to-be exting
nature of Trips ugly duckling

A couple of major rifts
threatened some key alliances
between software creators and
hardware manufacturers in '96. The
confusion between Psygnosis and
Sony - first the Liverpool-based
devejoper was for sale, citing
musical differences, then it wasn't -
was dwarfed by Sguare’s defection
from Nintendo to Sony. The Nad will
surely miss the millions of Final
Fantasy fans in Japan and the loss
of Square again raises guestions
over Nintendo's relationships with
thirdparty outfits.

Cther lesser ripples in the
videogaming world included a spate
of supergroup-like tiffs and splits
from some of the leading creatives
In the business. Sid Meler left
MicroProse, the company he co-
founded in 1982, Peter Molyneux
said he'd be leaving Bullfrog, Doom
designer John Romero quit id and
Wing Commander creator Chrls
Raberts walked out of Origin
Whether it was a case of too much
porates or

you don’'t have to try so hard!

‘Shock’ ads (above) and major
fike Sid Meier (left)
their old companies hit

the press headlines

from NCL's Kyoto HQ spoke of plans for a pocket-sized Game
9d Boy, and two colour portables, one 16bit and one 32bit

And NEC and Videologic showed the way forward for PCs
when they unveiled their PowerVR 30 accelerator which ran a
specially created 6A0x480 demo of Rave Racer at 30 fps.

Though both Sega

came to light in March that the arcade king took delivery of
M2 protatypes and was impressed with the 1echnology, But not
that impressed. And Matsushita wasn't impressed when Sega
revealed that it wanted to be the sole M2 brand. Their secret
talks collapsed
It was & case of lies, damn lies and stabistics from Sony and

and Matsushita denied it, it

Best games of '96:

WoveRare 64 seems to be
weldad to my cartridge siot
Tekken 2 cost me & joypad. FI
was cool oo,

Highlight of the year:

When | gave my speech at the
Develop conference and everyone
was still awake when the lights
came back on, Plus, when | flew 4
helicopter between the skyscrapers
in downtown LA and didn't get
shot down

The low point:

Due 1o a clerical ermor of
something, it seems that Santa lost
my Christmas list

Best movies and albums of
the year:

'ID& had the beet hype The Rock’
had the best action. Alanis
Marrissette and The Jerky Boys get
played bhack to back

Game that has most
spectacularty failed to live up
to its hype:

Crues n USA on the N4 sucks,
Arcade machine my ass!

Biggest surprise of '96:
Nintendo shipping Cruis’n LISA
Also that www shiny.com is almost
finished and that Edge hasn’y
done an MOK cover yet!

Winners of the year:

Trip Hawkins for the M2 cash. The
beers are on him

Losers:

The dying away of Martal Kombat
has nppad the haart out of
Acclaim’s stock price. They've lost
over $200m dollam. | think we
should all help to look for it,
Predictions for the biggest
event in 1997:

For our team it will be glonous
sleep after working so hard for so
long on MOK.

Plans for "97:

lanuary — give away a free teaser
to MDK on the Net, March/Apnl —
MUK released. Summer - Wild 95
TV show and toyline. The rest Is
Secret

Favourite Spice Girl:

Princess Diana

the spokesman,
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Best games of ‘96:

C&EC (in multiplayer mode) and
Tetris Attock.

Highlight of the year:

The release of the N&4,

The low point:

Na win by DMA Design's Lottery
syndicate.

Best movies and albums of
the year:

'Seven’, The Rock', 'Jagged Little
Pl and ‘Hits of the 80s'.
Game that most spectacularly
failed to live up to its hype:
Z

Biggest surprise of '96:

The DMA and Epic Megagames
Partnership.

Winners of the year:

Damon Hill and Eddie (zzard.
Losers:

Hugh Grant.

Predictions for the biggest
event in 1997:

Crand [heft Auto, Releaseof
Banming Of. Burming Of. Coun
case(s) peraining 1o,

Plans for '97:

Global domination and cash,
Favourite Spice Girl:

Victona,

DMA's irrepressible writer and
PR manager, Brian Baglow, felt
compelled to answer the

Highlight of the year:

Chatting up one of the Lara Croft
modeis at ECTS.

The low point:

Being arrested for stalking Lara
Croft model at ECTS.

Game that most spectacularly
failed to live up to its hype:
Broken Sword (1 fell asleep and
drooled into my keyboard).
Biggest surprise of '96:

Guest starring on the The X-Files'
when | happened to be in
Vancouver on a strictly routine
business trip.

Winners of the year:

DMA Deesign’s strategic alliance
with the CIA

Sega as both companies made inflated claims about their sales
In just about every territory. it still seemed that the PlayStation

was outselling the Sega's machine, but not by as much as

was thought. For precise figures it was a case of pin the tail on

No rumoeurs of Nintendo delays this manth. Instead, NCL

announced there would be a 'slight delay” as it waited for more
chips to arive and for Miyamolo-san to fine-tune his games
The launch troubles only compounded the worries of gamers
who feared the N64 would deliver too little, too late. ..

Consoles took a back seat in April as PC
developments made all the news. Intel's MMX was hailed as

L6661 Aienigad aujzedew 30am
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grenter sales than s nvalls whather thirdparty software can
although just how many the two match t ity of Nintendo's
manuf 1sresiy in-nouse

Claar The

Py inciuded B

actuz which came Id an 1 Ia'.] a
of m major critical a

figtires Succ '

Daught which prc ] tNerg was

ife aftar 2D with Resident Evil, and
ed an impressive roster ol
tles towards the year's end,

nev

al of the

in the way of & highly successiul
favourite 32bit w

Sony did not let its relative ence in the videogame market
mmmamﬁﬁmmum. world’s most

»ortant chip upgrade since the 80386, The
Pentium MMX and Pentium Pro MMX chips promised
uctions, allowing for markedly more efficient code

Nirtendo held a press conterence where
Miyamoto demanstrated Super Mario 6
who saw what ranks as one of |

5 fines

M, at
¢ the industry standard §
S bowed out with a wt as everyons sav
‘ar B3, and only Sony made any real effon

| fanc

12 and Rendition all

e level Sory, le .sw 18

1o the sar io with the most

EIJ"BEF‘d to beat N
= only quantity in
tendo's -qunehl‘_r

softw

their bang

a modest Shigeru
which astounded all
ations to date

ractive released its impressive 30 card, anly to find Sony attempted to dampen Nintenda's fireworks when it
seven ather companies vying for a chunk of the announced a PlayStation p to 5200 — undercutting t!
~ graphics acceleration market. Videologic, 3D Labs ‘s price tag by $49. Sega 'he‘n cut the price of the Satum

shed

Best game of "96:

‘_:.__ :f 9' e OoL.
Highlight of the year:
The possibility of the Bos
reachin Bar
I’ht low point:
The Bitish govemment messing
up the N. Ireland peace process
Best movie and album of ‘96:
Executive Decision’; Tverything
A by the Manics

Biggest surprise of '96:

That peaple though! Kula Shaley
wWeren ste
Winners:
Steven Redgrave

Losers:

Bad Inflgence”

Biggest event of '97:

My stomach, if it keeps growing
the way il is at the moment
Plans for ‘97:

Geting mamed. Unfodunately, |
@an'l see a life beyond that
Favourite Spice Girl:

The sporty ong lor having the
to be ugly

nian

1 end

Lt muzak!
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The failure of Nintenda’s Virtual Boy symbolised a continuing public
indifference to VR technology. The VB's creator has since resigned

Meanwhile, huge statf

en told 1o vacate is
v, the whaole farcical

continued witt

g an impressive-looking g

ennanced L

Of the big .

Show, held in early June with

Natlink mo
network games

And 5o to the fourth Sunday in th

yvear wnen Sam Tramiel spent his
infamodus $50m buying intg

1w harddr

Y gamMe giants

Atus does not

Nintendo. Its doomed Vir
project was finally given
an Gumpel Yok
company to set
However, Edge
que tall trom ce s & ong way
'or Yamauchi and co

reason? Nintend

than the Akihb
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1996/1997

Best games of '96:

The best g r at least the
games | played maost last year
were Civ 2, Red Alerr and Bust-A-
Move 2 in that orcer
Highlight of the year:
The launch of the Néa.
The low point:

The realisation that it still takes
vears to produce good software. |
#m of course refemng to Dungeon
Keeper, although happily it's now

days from completion

Best movies and albums of
the year:

Bravehear; ‘Childten' by

Robert Miles

Biggest surprise of '96:

The continuing turbulence of the
market, The facl
like Acclaim can sin

311 TVEVET TEal O YO 1aLitels

Winners of the year:
. m, tar restating how
d it is with Tomib Rurder, and

up o its pre-publicity. it looks
good, plays well and has some
Supert games

Losers:

Acclaim and Sega who failed
disappointingly, to live up to the
chalienge of Nintendo and Sony
Predictions for the biggest
event of '97:

The European launch of the N&4
and, for PC gamers, the wonderful
further enhancement of Direct3D.
This is a huge bonus for the PC -
hopsiully Microsoft will continue to
suppon it
Plans for "97:

geon Keeper
| will be reviewing rmy situation at
EA/Bullfrog. What | really crave is
1o work with a small team and
tecreate a friendly tamily
envitonment dedicated to making
original games

Favourite Spice Girl:

Genl

m that the Super Famicom did five years previously

the Satum and PlayStation. The
e NG4 in a wider network of stores

ectronics district (the usual launchpad for

new consoles), and had already allowed for a huge number of

pre-reiease

the 300.00

wis part

ungs. The result? Nintendo sold 250,000 of
5 shipped on day one, with sveryone buying
Mario 64 and 60% going for PilotWings 64 as well

Videogaming's traditional

summer slump

offset in July by the continuing success of the
NE4 m Japan, However, less than a month after it was
1 Hong Kong-based firm began hawking an N4

L6l Aieniged aujzeSew 30am
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] i Worrying
trend amangst vigeogame
davelopers: slavishly adhering ta

well-warn genres. Countless beat
'Bm ups rs'and platform tities
Stumbie anto the shelves all

thro ‘-1""-- vEar | |
ew Ot vaguely interesting

excel in the genres they inhabl (Reg
Alert, Tekken 2, Quake) or refuse to
be categotised (Tomd Raider, Civ 2,

Syndicate wars). The one thing that

Iinks them alljis brilllant, addictive

gameplay — somathing that can e

overiooked i this 6Ee Of StagRenng

3D graphics »
2 OBV OUS

Super Matio 64 was
g fily chid it r
chnicat innQyaticns,

id f playing

choice
oreathtak
But it alsc

tirrie antl a surprise 1 avery
platform. It was the first gameé Edge
awarded full n ch turned
tit 1o De a controversial movertt Capcom surprised everyone with Twenty-five brilliantly designed
that the this deaply tnsetifing. hut high characters, dozens of breath-taking

enjoyable horror

ant

Apreiet

Miyamoto
the con

onte agaln proves himself
mate game dasigner

Mano 64 = |iterally bursting at the of the best games on the PC - Red
seams with incredibie features, and Alert 1s a masterpiece of varied
the N&4 could not have hoped for a stimulating gameplay. Other action

litle. Staggering

copying devi
as every Nintando cntic — and any Sony or Sega employee -
would be only yoo quick to point out..

Quake, 100, suffered at the hands of pirates as the beta
version of 1the full game appeared on the Intemet just hours
after a shareware version of the game was released

As S_llll'll'llﬁl‘ lingered on, so too did doubts about the
NE4 i1 Amgust. With even Hiroshi Yamauchi admitting that
Nintendo would be lucky if three of out the next 20 N64 titles
matched the gquality of Mario, others were quick to criticise.
Was the machine's lapanese success overrated? Did Nintendo
give a tass about Europe or about jts third party developers?

Not that there were many NE4 games 1o copy,

Complex, addictive and diffsrent

itering every timea it is played, Civ 2
redefines the term 'depth’ in relation

to videogames. The attention given

-y to every minute detall is simply art form and not ane other first-
n ¥o. unsurpassed. A true classic person blaster could get close
red hera either

Boasting dozens of improvements
over the ariginal C&C - already one

strategies fall flat in comparison

Despite criticisms of the oneplayer
mode, Quake remains 2 singular
gaming experience. Id has turned
the blaod-bath shoot "em up Imo an

moves and some of the best 3D
uals to date on the PS. Tekken 2

it seemed to come out of nowhere

Caore, rellable but workmaniike

mixad gernres, ideas and great 3D

d and graphics together and came up with
this heady cocktail of agame. A

GOk in the best sense of the word

Would the US launch price fall from 5243 to §1997

Things came to a head in mid-August when a Japanese
financial daily reportad that there was an acute drop-off in
demand for the NG64, A panic ensued on the Tokyo and Osaka
stock exchanges and Nintendo shares were temporarily
suspended. A frustrated NOA called a press conference to deny
any problems.

While the muttenngs concerming Nintendo continued, Sony
and Sega took stock and made some serious corparate
reshuffles. It was annouriced that Tom Kalinske would leave
Sega of America after six years, along with two other senior
execs, The same week, Sony also ousted two senior members
of ts American management team, including lim Whims, the

1996 was not the best year for
Bulifrog, but it still managed to do
what most developers merely dream
of: to produce a vast, violent and
believable world and then give the
player the firepower to destroy it all.

Some believe this dazzling and
Inventive showcase for the Saturn’s
oft-derided 3D abllities was the
finast game of "96, It's certainly a
reminder that Sega's ¢ O"SCFE i‘as

Overlooked in the wake of Mario &4,
Piiobwings has plenty to offer on its
own terms. Never before has the
sensation of flight been so well
simulated. The great missions and
visuals were icing on the cake




The also rans...

Of course, these weren't the only
excellent games of "96. There was a
whole host of other tities which
gathered on the threshald of the top
ten, but didn't quite qualify to enter
The adrenaling rush that was
Wipeout 2097, for example, proved
that not all decent arcade-style
racers come from the east, while
F1GP2 took gamers as close to
driving In a real Formula One race as
they're ever likely to get.

As for other sport sims, Total
NBA provided an astonishing
showcase for the PlayStation’s
visual capabilities and was a great
game to boot. It will be interesting to
see how its sequel fares next year
against Konam|'s in the Zone 2. The
latter company's excellent joypad
wrecker, Track and Fleld, brought
the Edge office to a standstill over
the summer - an event which was
only matched by the arrival of a
certain itallan plumber

Other notable titles included
capcom's excellent beat ‘em'up
Street Fighter Zero 2, The Darkening,
Fighting Vipers, Wave Race 64 and

PC adventure, Broken Sword

Best game of "96:

Marnio 64

Best movie and album of *96:
‘Hunchback of Notre Dame' and
K" by Kula Shaker

Winners:

Steven Redgrave and Damon Hill
Losers:

UK Olympics team and that
mouthy sod fram Oasis

Biggest event of ‘97!

Sensible Soccer 2000 on the PC.
Plans for '97:

To finish our games so we can
ll‘l’"il’la Mf}.‘t]f\t‘ i\r_lw |dt‘ we are,
Favourite Spice Girl:

A tie between the redhead and
Posh Spice

tis Important to point out

that the following titles

wera by no means the
worst games of ‘96 - they are merely
the ones which peapie haa hign
expectations of. Expectations which
were not met, to varying degrees

Shadows of the Empire had
everything in its favour: the immense
pawer of the Né4, the whole “Star
Wars' universe to plunder, the
creative input of Lucasarts, It stil
managed to be mediocre. Similarly
Time Commando and Ricige Racer
Revoiution had everything in their
favour, yet falled to deliver the
required goods
All the developers responsible

here have the creative abilities to
rectify their errors. No doubt they
will do that in the coming months

The first big let down of the s4bit
age. The marriage of Nintendo and
LucasArts should have been a
defining moment. It wasn't. The
resultant game was not even as

go0d as some Lucasarts 16bi titles

A frustratingly lacklustre attempt to
improve upon a key 32bit arcade
CONVErsion. In many respects it 1s
virtually indistinguishable from its
admittedly brilliant predecessar
Expectations were perhaps too high

public face of SCEA who had told Sega and Nintendo 1o ‘go big
or go home' at E3. A man of his word, then
Both companies maintained that the tming of the
departures was coincidental. And nothing to do with the fact
that the N64 was coming to the L

As the nights

n less than a month.

drew in, 50 the videogames world
snapped back into action in September a5 it began to gear up
for the big Christmas market. Autumn ECTS found European
developers in bullish form, with the 32bits holding the fort for
what could have been the last time before the advent of 64bit
gaming. Command & Conquer: Red Alert, Tomb Roider and
Wipeout 2097 were the stendout titles, Disappointingly, the

It was marketed as the PlayStation’s
Super Mario ¢4 and
gamers were promised a 30
platform experiance. In reality Crash
was a 20-style platformer spruced
up with polygonal frills

After the undoubtedly fabuious Lithe
Big Adventure, Edge was expecting
much from Adeline’s foray into the
action genre_ It was ciear from this
awkward affair, though, that Raynal

ang-co-weare way ou

Although Crufs’'n USA was a worse
game than Shadows of the Empire, it
wasn't as disappainting bacause no
one was really expecting much. As
Dave Parry has said, the only
surprise is that Nintendo shipped it.

1996/19%7

Best game of '96:

Wipeout was the only game |
played to death, | know i's an old
game, but | only got a PlayStation
last year,

Highlight of the year:

Finishing Realms of the Haunting
It wias the biggest game l've ever
written - not in gameplay terms,
though that was large, but in data
I've never seen so much data
The low point:

Nat 1o many Iows this year. My
tooth chipped and that did hurt. |
caught chicken pox from my
daughter which wmed into
thingles, That was fun

Best movies of the year:

‘ID4’ ~ it just reminded me of the
Star Wars' days, “The Rock' was
Game that mosl spectacularly

failed to live up to its hype:

miorE NypE-you
Sales you galn, 5o 1d doesn’s
usuathy fail

Biggest surprise of “96:

| was going to say the N64, but
L At Surg e, Finding out
I'd never had chicken pox before.
Winners of the year:

Gremlin, for helping me to develop
Realms of the Hounting.

Losers:

Watcom, for theit supposedly bug-
free development kit I've spent so
much time finding ways lo get my
product bug-free.

Predictions for the biggest
event of '97:

This s the first time in my life 1'l|
be developing for a console
machine, the PlayStation

Plans for "97:

My aim is to write the best ever
game on the PlayStation, Do | ever
sel my goals high

Favourite Spice Girl:

Pon’t know their names, and can
only describe them by hair colour
If 1 hiad to pick one, I'd go for the
ane with long, dark hair. Just don't
tell my wife

only N&4 presence was Acclaim's Turok! Dinosaur Hunter

Japan's annual arcade showcase, JAMMA, saw Sega and

Namco locked together in a bitter fight, both companies
bringing similar titles to the market Sega had yet another
version of Virtug Fighter 2, this time in an almost complete

form, as was Sega Touring Car Championship. Namco failed to

show its System 33 board, and the rest of its roster proved
uninspiring ¥onami's form picked up with the innovative racing
game GTi Club (Céte D'Azur), while Sega soldiered on with no
less than three Street Fighter games.

Matsushita broke the silence about its M2 project when it
spoke 1o Edge about the 54kt machine, The company
confirmed that it is using twin CPUs based on PowerPC 602

)
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BRuAT
glings, but
galed tn a
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the former reglly

3y Gnly

chips. Clain

i
Finaly, the

By the start ; october, all 350,000 n6as intially
r the US market had sald out, helped by a $50
inge the system’ ad campaign. With these figures
simead it could sell 1.5 million before the year's Ne
Wo weeks later, NOA anno
0 mote units for the US market

dllocared

ng a perormance of around one million poiygons
snd more titles at launch than N64, Matsushita had
d some of Trip Hawkins' hyping skills as par of
{=al, although the company were understandably
tself from the failed 32bit format

5t US NE4s went on sale on September 29

only far thair stili-strong use
However, attention will
turn (oward es ‘ sequal
during the latter haif of the year as
specs and screenshots siowily ieak
out through the gaming pr
Rumours about the machinas have
alreatly surfaced (see E41), but
there will be much Insccurste
speculation and wishful thinking

oughout the year
AS for thie N&d, the m: 5
thoraugh ctable n

the States and lapan
2 Over poor sal

UK o e

47 games

shown In playable
Jar
v and

f start to appear

Nintegndo ¢

i — U

d that it had

Chairman Firvally

S In the summer

0 well regret its highly

Showcasing a stag
PlayStation and 5a

nco. Otherwise the event was merely
ptaky

1996 ended with three contenders in the console market: the N64, the
PlayStation and the Saturn. There was also one would-be contender in
the shape of Matsushita’s M2 (above right). Can ‘97 support all four?

1 EES D ear L 5
WaveRace 64, Mario Kart &4, Pilot

ing

Station

previously Uninspinng companias

¥ mew in

e mlgek e mf . =

Tt
IgNt problems facing Nintendo. For
tart, the company will have 1o
how that it nas a few new ideas up

Jid be a little tricky - 320it

les have a massive following

here and carts are fikely to retail at

the extremely unpalatable £60-70

k. Mowaver, as has been proved
ain In the p the

S

a
-

s

O 10F relea
Early Info revealed 5
Edge |n October ninted towards the
consoie 'wmg £ Ixtraniginanly

Nng speed on par with Sega’s

joard, this

I

mat to watch In "9
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ed Tokyo In 1996, Them was a
ets to the Tokyo Game Show

1 lull costume as their

m — the major

'

S O\ anotnes decent game 1o
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47 B ey
axing predictionsis a
A | precaridlis busingss. No
. B m how much the odds
@ra stacked in a game's favout
(original plot, good graphics,

previously successful d
SOmetimes things |ust g
wrong. Shedows of the
example, was widely t
of the games 1o ook f
the beginning of Jast ye

alpper),
tarribly
nipire. fot
ad as one
ard to at

DUt

Getting Square SOt to sign up as a
PiayStation developer was a major
coup for Sony. Final Fantasy Vif will
show why, Hopefully, Square will
retain much of the series’ identity
.m':,te ‘.reatm" new visual standards.

With a near-miracle of a 3D engine
and some amazingly atmospheric
locations, Unreal could well turn out
to be the game that out-Quakes
Quake. It could also herald a new
generation for PC action games.

almost everyone h
disappainted \with the endresult
With ‘slight trépidation, then,
Edge offers tan games to look
forward to in the coming months. A
few of these are sure fire winners: it

135 Deen

Ishard to pictura AM2 fumbling the
conversion of WiTua Fightar 3, just
as it is binir Resigent
Evil 2 wi it great,
terrifying Jrerraur'ner Given the
success of NCL's previous:Néd titles;
Itis alsp c

conter

ant 2 were, w

tontne

startling ret
meanwhile,
when v
Otr
DMA's palit
Auto, AM:

iZing, but

hine

appear?
k out for are
1 Theit

pating G

tive-take onthe
or, an

tike, due Oul
ater this yeal

on the Ned

i’ - o1 ke

The original was one of the most
compelling apventure tities of the
last five years. The saquel boasts a
greater v ; of puzzies, baddies
Bnd weapons, and it's one-and-a
hatf times bigger. Edge cannot wait.

brace of new chal

It°s unclear how accurate the Satum
version of this masterful beat ‘em up
will be, In visual terms. Saturmn
owners will no doubt revel in the

interactive arenas, regardiess

arcade tities, The pravicus titles were among the
hett ever games 0 prace the BC I
Monkey Island 3 can match them for

wit, style-and bizarre |arera| puzzies

Satumn. The iack of

deterpurists, but

eed and realism

Promising to bulld substantially on
the strong foundations of the SNES
original, Star Fox 64 may well turn
out 1o be the most visually stunning
and addictive shoot 'em up of the
year. Angther gem from Nintendo

racters, moves and

With the exception of the Mario
titles, no other game defined the
SNES like Zelda /I did. Now it's the
N&4's turn. Just Imagine those vast.
detailed and intricate worlds
transposed into glorigus 30...

This true 3D sequel to WARP'S FMV
adventure, O, boasts amazingly
detaiied textures, briliiant lighting
effects and a story apparentiy tilled
w=th suscﬂnse andintrigue-Likely to

d on Matsushita’s format

Konami continuas its return to form
Wit this modestly innovative driving
game. Setin a series of French
towns, it offers completely navigable
roadways and ILish, detailed visuals
Copycat titles are ingvitable

1= ‘\'r{(‘“

S R

people bought computers n order to play games an them
A fairly substantial and worthwhile realisation, then.

The year Gﬂdﬁd with a major new product from

Sony, the Mel Yaroze PlayStation package, demonstrated to
Edge in December. which features a programmable PS
together with a library of programming libraries, 2 C compiler
and other toals. An enthusiast’s machine with a hefty E550
pricé tag. Yaroze looked nonetheless like a brave and
commendable step forward, Adding a fourth colour 1o the
PlayStation palette, Sony also announced a white PlayStation
for the Far East which will come with the added ability to play
MPEG movies |

The yearcame 1o a
about powerful new farmats playing on the minds of those
making purchases in the festive seasgn

3Dix revealed its new 3D accelerator for the PC, the

Obsidian XS-100, claiming it can match the performance of an

SCi impact for only a tenth of the price. I's w
mind that that's still $5000, however

Finally, Satutn 2 and PlayStation 2 specifications were
mooted, offering a DVD-playing, backwards-compatible 64bit
PlayStation 2 and a Saturn 2 boasting an 8-speed CD-ROM
drive and modem as standard,

There will be more stories concerming these and other

orth bearing in

developments during 1997, And Edge will be breaking them...

close, as most do, with more speculation




As with every tompany, though,
Matsushita zu.l not have an entirely
de In "97. Mast importantiy,
ompany simply does not have
the videogame heritage of Sega or
Nirtendo - a factor \..lrll-'_‘il may not
have hampered Sony, tiut which
definitely a nall in the 3D0's coffin
And, on the subject of 3DO, M2 may
also suffer from being linked with a
lg that falled in last year's
Matsushita 1s L]C,-(‘,g its
pest to sever ail ties with the past
but gamers don't forget second-rate
hardwara in a hurry

in the end, iLis software that will
decide the success of the machine
and the stunning early screenshots
of D2 (E39) together with @ promised
ten launch games from Panasonic
Wondertainment, will probably be
enough to make garners forget both
Ma

320t war

lack of ayner|

this industry and M2's ties with 3D
However, with apparently limited
thirdparty development support (the
only big names signed so far are
Konami, warp and Capcom), the M2
Is still very much the underdog

a in

With so many

nsurprisingly, 1997 will se

the minimum requirement

1o run mo
jump dramatically
could get away with
majoarity of nay
with 16 megs of memaory. Pé0s
aren’t even being manufaciurad any
more, By the mic W next yiear
,mu'll ﬂearj at ta P66 with 24
mory. Wnat's
more, it's ne £ that game
developers will end 1997 aiming,
with sadistic disregard for
everybody else’s bank balances, at

e P200 and Dc-'»,rorla Cn top of

that, gamers will be expected (o
have one or more of the following
1. A decent 3D accelerator card.
The PC I5 going 10 need all the help
it can gat if developers continue to
produce fast 3D games in an

FHtammt 10 comnete wAth o

tities. Quake macde it abur
clear that spead and i-re
graphics are not comfortable bed
fellows as far as the un,

PC |5 concerned

Although m

Are sl unprap:

support 1o one spedilic atceleration

tecnnolngy everyone is keen (o

SCrapping it out for the lor

of the healthy 3201t market, but a
naw 64bit battie will soon Degin
between the M2 and No4. The
interesting thing 15, noné of the folr
machines look particularly weak at
present, and all boast atiractive
software line-ups. Nevertheless, it

mac!
50, the gue
company will be following Atari's

difficult 1c
Y drifting

im and

o015, WEHCH

example next ye
Imaging Sega or
the picture: the S
PlayStation sequels will keep falthiul
users of the original machines in
tow. Furthermaore, It's unlikely that
the Néd with its library of
astounding in-house games will losa
aut in the coming wars. The M2,
'Wwith no histary in the industry and
small-scale thirdparty interest, 15
perhaps on the shakiest ground
Matsushita’s markéting clout
combined with the unit's raw power
will be Its saving graces, if any

worth Lmsluenng On that nota,
Microsoft's graphicsiinitintive. glong
Wwith ail tha other Dirsotx
components, will be going througn
some serioys Changas next year
Edge will be covenng D3D's new
featuras in coming Issies

2. An Intel MMX chip.

Throughout 1997, Intal s going 10
slowly phase MMX technology into
Its Pentium processor chipsets,
MMX features a set of specific
multimedia instructions capable of
Hherthings, speeaing o
by 10 5%, Sea this Issue’s
T story for more detalls

Bmongst
e
MMX 1
3. A modem.

Bre currently

f includir

bt

example ugam It's Obviaus that

mustorthe spastcular revisiws e
game receved 1ast year were based
on piaying frenzieq multiplayer frag
Tessions rathar than the slightly

mare sedate oneplayer game. MOt
PC gwners dan't have the luxury of

play. Mare than decent. in fact, as WaveRace 64 proved one
again that when Il comes to de
can match Nint
Mano at

iver
endo Sony was trying

per fun, no company
match Nintendo, or Yos
gast, with the release of its own 2D platformer,
Bandicoot. The game proved to be anather typlcal platlarm
game, though, relying more on spangly graphics and a
desperate-to-be-hip character than innovative gameplay
November 22-24 saw Nintendo disappoint at the
eighth annual S"w- ‘.nkcz- Show - 'l'.:\l"u.' because there was no
1 64, But thers was

g B4

palygon woi

17 8

e form of

evang
Apple had finally rezlised that quite

L T F VO3 Fr

an office full of networked high-ena
PCs, so playing games like Quake
over the internet Is the only
frultiplayer option

However, Net gamingis stk a
tiny phenamenon n this country
and it couid take maore than a year
for peaple to get online and start
plgying. Huge phone bills and
unreliable or slow connections are
still making the whole concepl
unattractive to a vast majerity of PC
garners. 5ee Netview this month for
3 atinternet gaming prospects
hils year

Is business as usual for
PC. New technology will reach
its sell-by Cate every Six montt
Microsoit will strengthen its grasp
on all areas of the Ingustry and will
fiffic it

even cantinue or
mission to be considerad a quality
game developar INEA Fulf Court
Prass, anyone?). Parents will
continue buying liiternat starter kits
1or theiwr chidren, Nopng that
yrilimrant 3rress ta e information

scChool, but o discover nundreas of
gicts Iraked Swedish-women

And finally, the money you are

axpecied 0 Spend 10 get a macming
whith runs the igtest gamaes will
increase astronomically. Edge
wouldn't have it any other way

g

o

B |

|

penpheral. Playable varsions of Mano Kart 64 and
Starfox 64 were on show and impressed all who saw them.
Island 2 and Morher 3 were also present tut only on
video - as was Jeldo 64, which looked very promising with a
Id similar to that of Super Mario E4. Of the

ftware at Shoshinkal, Konami's J-League Perfect
woeman 64 stood out, along with Enix’s old-
ectacular platformer, Gol
ypened up 1o Edge about its plans tor an assault on
arket Atter creating the royalty-free Game
vare \]e\ml\}pr'wn kit an d appointing a4 game

Go! Trouble Makers.

as though

a substantial number of

£661 Aienigad sujzeivw 30as
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THE NEWS_

A meeting point for media capitalising
on the digital entertainment revolution

ast month saw the fictinious birihdate of HAL, the Intalligent, self-
aware and uitmataly psychotic computer féstuied i Arthur C Cla
semina sci-fi novel, "2001: A Space Odyssey”. Ciarve wrote that Dook In
the Sixties - when 1597 was 8 lang. long way off. Strangsly, though. the wond hs
miust Have Imagint HAL was DS Nt & not that Meamiiar from woay's resiity
Tha cinar divide Detwean Numan:and maching wuly is Diurrng
Hence thff""! Shali's u't'e'm' b'.' m_;gr" r-:muh-sg teagn 15 WnEt Complte

EI'PI'EEF-CL‘ = i1 1y treshassing on areas (
placa 1o move WiIthin Me ©
ine halimarks of comp
Faopla po 10 shabs 1o gat camata lim developed. DIgital camaras are irtandsd
A 3109 10 1t People real magazines. CO-AOMs want 10 replace tham
: UmMents. 1S elecironic music. of more.specihcally
1 8t risk 007
It e ady 10 dismiiss SUCh rguments as eChing parannia, ut bear i
mind that early Victorians beliaved that travalling over 30mph would kill 8 man
ard that proposed forms of alreratt would never even got off the ground. Ona of
mos: axciting things about teehnology & that you never know whera
foing 10 lead you. Ultimataly, It's probably best just 1o enjoy the trip.

roaching stear ]||‘,| into all fz

£
SFX 2 (D-ROM

resching to the convertsd may
E be a waste of time for the
religious, but it's cbviously &

sate road to success for the makers of
spin-off CD-ROM magazines

Hence, 5FX the CD ROM is arranged
simikarly to SFX the magaane, with
contant separated into sections like
reatures, Reviews and News so that
readers of the prnted version will feal at
home. Also, like the mag, aimost every
SECUON Nas something to resommend it
One of the featuras, for example, takes
an Intaresting lopk at @ company which
designs fake computer Interfaces for
Hollywood filrms, while Jurassic Park 2
is discussed in the News saction and
actually made 1o sound inarestmg
Furthanmiore, "X Flies’ info 1= splatterad
throlghout twhich will be enough to
Euarantae the product’s sticcess and
everything 15 well cross-refarenced ang
presented. Plus, of course, all anticles
are wnitten in the witty, authorltative
mannér sci-l fans have come 10 expect
from the magszine

While S5FX Z could have bengefitted
with being a Iitle mare brash and
inncvative, mest sci-fi fans will fing
informative and interesting.

Digital camera

1you want to send some

noliday snaps to your great

aunt Edith in Oz, you've got
the hassle of getting 3 print made,
foriing out for the postage, and then
probabily having them all confiscated by
Australian customs officials.

Ricoh's DC-2V brings photo taking
Bang Up 1o date. Not only i5 it a fully
featured digtal camera fwith two levels
of resolution; date marking and 50 on)
It can alsa record sound along with
Images, and send the whaie ot down a
normal phone ine. All you nesd 1 3
modem-and someons 3t the other end
who's actually vaguely interested in

‘what you did on haliday,

DCY Rerh, twl 01782 7170

£

: I( ";e Humnn ﬁnlimnl
@
s"U iKODEN

Sutkoden Demon Century

e major recurming theme of
T Anime movies Is mass

gevastation - whether
precipitatad by nuclésr war or natural
tisaster It crops Uk in dozens of works
(inctuding ‘Akira’, possibly the most
wall-known anime feature in the west),
Bnd ) provides the backdrop to
“Sulkoden Demon Century’

Herg, a Tokyo of the future nas been
torn'apart by a massive earthauake and
it the crumibiling city is ruled by
various Mafigso-style cruns gangs. Into
s dystopia walks Takatery Suga
whose sister has been kidnapped by the
[argest gang. WIS mission; to assemble a
t=am of helpers and get her back

‘Sulkoden’ is standard anime fodder
pienty ot styised gory violence, a few
mystical overtones, and a suitably nasty
viliain, all handled with panache and
gnthusiasm, Where it stores most
ghly, though, is In its wealth of weird
charactess, including 8 cross-dressing
fighter andd a ninja nun. The orily let
e s that tha characters arg giver
only 45 minutes to flesh out their roles
Later instalments will no doubt al
greater character development and
more convoluted piots.
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12-speed CD-ROM drive DLP projector =
3
udtiophiles Were quite happy “Exas Instruments (previusly .
with COs spirning around at a T famed for its T199/44 and s
relaxad 500rpm, but once Spaak and Spell) has 2
compuiter Boffing were gt loose on the teveloped an entirely new projecticn ]
littie silver discs nothing would be the techiology salied DLP (nignal light o
same again: Before the ink was even processing), that uses hundrads of -]
dry on the bitienrints of CO-ROM, thousands of tiny mirrors 1o bulld up an ~
double-speed dives were popping up Incredibity sharp, bright Imags, The
all over tha place, and Nowadays you mitrors, only 16 microns square, Mp up
£3N't move far shk- o sight-speed units, and down on microscople hinges
Even they pale in comparison thousands of times a second - and,

agalnst Aztech's mighty 12-speed
CO-ROM drive. For & mera £130 you
can own a machine that will happily
spin a tiny piastic disc at speeds of up
10 6,000rpm, transfemng nearly
2,000kD every second. Abthat rate, the

remarkably, hardly ever break.

INFOcEuS is the first comparny to get a
DLP product onto the streets, in the
form of the £9,500 LitePra 420 projector,
Intended primarty fof big business
multimedia presentations, the LitePro

Zita 12¥ can piay an entire auslio CO In 420 will norstheless make 3 very
the time it takes a regular GO player impressive addition to any milllonaite’s
Warmup _ home CiNema System
CO-ROM Arsach, el 01734 520840 LitePro 620 Projector nfocus PO el D181 56322232
y - .
[ ecserterarsa e Silicon Snake 0il
\ Youmg Gods’ ‘Ditly Heaver! atburn, s
/ — Intefesting sioe project fram band member n-1854, Menry Thoreau wrote, "Our
. Franz uses samples and themes fom those Inveritions are want to te pretry toys
sEsAi0s 88 fhe basis fora far mare witich gistract our attertion from serlous
+ Btventums album As thatad on atmosphetic things. They are but improved means to an
: f I aydes o stusture and melody, s f cry unimproveed end. We are In graat naste 1
{16 the seanIg. muscutar works of 1ne Gods EOrstruct 8 Magnetic telezrapt from Maine
While tha epatimentation with Nomes and 1 Texas bt Mane and Texas, it may be.
pure sETe Woes (& inbiguing, 1's the mone have nothing impanant o communicate "
coheran, 1ecrno-Dased ITCks winen Dowst Now. the magneti weiegraph nas svolved
the altimi making it 3 fastinating and worthy ety the interngl, BUY, Srgues Stoll, Thomau's
Eonpan pEoE 0 she frsts of Frang's more =onment i 3 potant and mievant iy as
MBMSEam KOs It SvET WAk,
Stoll, suthayr of rasi-ile cyber thilsr
“Thie Cuckoo's Nest', 5 one of a growg
Oliow Thi MUSICH Dattem se1 Dy the nuMmbET of Ghe-HiMe COMpULE! BvenERists
ey Ram by ety show of e sarme name. undiergaing 5 radical charige of héan
a RAMpINgG's SEc0nd OOutie.mix set places the Whese onTe e imagined EwWonS DHNgING
b fiousa on the ‘Giitterhall Moc CO and the unaty, empowenment and democrzcy, he
‘2)” e tracks on th'Spacey Trance Mi' £ now suSpects Hiat “thoy leolate us from
t's the iatter which COntSing the mosL gems, one another and chaspen the meahing of
Kb N the Giterball selsction sufferng from the BCtus! expenence They Won agains!
cumrent troughl of meTiomble Heuse iracks lleracy and creativty, Thay will indarcut
The tachno set kicks of with Leftfieid s Soace o SChOoIS and linrafies.” The reasons for
Shinity’ bafor vivitring it ees {amiliar his concams are oeliverea N what ne
TEAITONY, IMErspersing the lkes of Fever and terms 'free-form meditatiuns’ which range
The: Brain” with ciassics from Umon Jack” and from sungng and persuasive atacks on the
‘Al OF Tranca’. Flash frilking iyt really the “aicity of comouter cultuire” 1o slightly
sun hore. IS Simpty & Dg=name compiaton SUSDECT Dasket-weaving-s-best old
fogaytam. All \n all, however. Tis stark
aszartion Wt Tie in the real world S far
urveyors of Garmah techno Autechire morg intaresting. far more imponant, far
COMENE N DhsESSIOnN With beaitiful ncher than anything you'll ever find on the
rechine mumt on "Chastic Slide’ - anothae well’ cames imesistable weight
amatgam of purety dtal Dests, quersy effects
A - anil iaan patiernd Inal veer batweer the
r plaintivis and plam funky
Tre: fames Brown-meats-tan macrme
& - whirt of Nugne embodies i sourkd

pertectly, seerningly forriiess yet densely
Struttured, Line Aot Tvar, nere's 4 marmage
ietween meohimic Beats and emotve
melodies. But Autechie’s crestions are carker
affairs; Excallent, but unismibar termory,
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Mario Kart 64

Though Mario Karf's courses are varied,

some, such as Donkey Kong’s stage

(above), are much more interesting than
others. Get golds in all cups and you get

the chance to race in a mirror

The racers’ behaviour doesn’t differ
much, but they're excellently rendered

A
#

It's obvious that the design of some courses was laboured over. Yoshi's track (above right) is a
particularly good example, offering many different routes, as can be seen from the on-screen map

our and a half years ago, Super Mario Kart
revolutionised the racing game, Eschewing
the desperately hip supercars and global

tourist sites then in vogue, It was Instead set in the
familiar environs of the Mario universe with its own
unigue brand of cartoon cheeriness, The resultant
racing was way ahead of any of its 16bit rivals. in short
It was classic Nintendo, classic Miyamoto.

In 1997 the story is a similar one. Mario Kart 64
takes the essence of the original, exploits the power of

the Né&4 and brings fun back to racing. Much Is familiar
here - all eight of the drivers are Mario regulars, seven
transferred straight from Super Mario Kart with Wario
replacing the once-popular Koopa Trooper

Driving Is basic, throwing out rev counters and
gear changes in favour of simple press ‘n’ go
acceleration. The simple accelerator and brake
controls can be combined to perform a handbrake
turn, while the joypad’s trigger executes power-ups
and its shoulder button skip-like jumps

The power-ups are a mix of old and new. Green
and red shells work as they did in the first, but are aiso
joined by multiple options, which spin around your
character to provide a shield before they're launched.
Standard red mushrooms, offering a turbo-like boost,
can also be collected in groups of three, while orange
mushrooms can be used repeatedly for a limited
period. Banana skins also appear in singular and
multiple varieties, the latter seeing a stream tagging
along behind your kart. The lightning bolt, star and
ghost power-ups also make the journey from 16bit and
perform exactly as they did in the original. The only
all-new weapons are a spiky blue shell, which homes
in on the race leader, and 8 dummy power-up crystal,



| testscreen m

The Mushroom (Kinokio) Cup eases the player into action, with quite plain courses. The standout track is probably the third, Noko Noko Beach,
which features a short cut through rock and waves lapping upon the shoreline. Track four, Kara Kara Desert, includes a steam train as a hazard J

In lower

positions often find yourself collecting
]uldumys:-ﬁuﬁshmdrinﬂndﬂlnmf

which Is Intended to fool other drivers into attempting
to pick it up - whereupon they'll crash

in terms of course design, the undulating
landscapes are remarkably open, allowing you to
drive outside of the tracks' confines, up roadside
banks and over the surrounding terrain. Their variation
is also worth noting - each one uses a different style
of graphics, ranging from Daytona-esque roadway to
stadium-based dirt track to snow-flanked icy path
Some courses are beautifully designed constructions
with tunnels, caverns, huge jumps and sheer edged
drop-offs all adding to the enjoyment. Tracks also
features animated peripheral detalls such as a paddie
steamer and a Wild West steam train, and, as you'd
expect, all the courses - from Dackground scenery to
in-game music to little clips of character speech -
carry the hallmark of the Mario universe, a reassuring
familiarity that oozes quality

Tactically, the game relies primarily on adept use
of the different power-ups available and on mastery of
the Né4's analogue control stick. The karts are fairly

Drivers come up against moving traffic on Kinopio Highway, the first of the Flower Cup’s tracks. its second level, Frappe Snowland, features a giant
Mario ‘statue’, seemingly made of ice. Track three, Choco Mountain, is one of the fastest - little surprise considering its basic nature and fogging

Drivers need only three laps per

TME 03°03” 39

race rather than the original four, which is a
good thing ng the size of some of them. Wario Stadium is absolutely enormous

forgiving and can really be thrown into corners without
fear of losing control. However, by gently easing the
stick around instead slamming it from side to side -
which will be most players” approach during their first
hour or two of play - it's possible to gain much more
control over your vehicle

Which is a definite requirement, especially in the
oneplayer Grand Prix mode, where the CPU
competition cheats in order to keep up with your kart
No matter how clean a race you drive and no matter
how many power-ups you use to your advantage, the
other racers are always right on your tall. It's possible

661 Aieniged aujzelew 3oas
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enemy. None of the tracks are as simplistic as
on Star Cup’s second track, the icy Sherbet Land

Even when playing with three or four
players, the game retains speed.
There is a trade-off, though - a
complete lack of CPU opponents

The super-fast Donkg"m'lt Park
most complex level.

opens the Special
llhbnllud.shﬂl‘lmhmm

to drive a perfect race then slip up close to the finish
only to see two or three other karts streak by. It's
rather a shame that Nintendo should elect to use such
‘cheap’ opposition Al, but some would no doubt argue
that it maintains a decent level of difficulty. And, after
all, Super Mario Kart veterans will be all too familiar
with CPU-controlled drivers that cheat.

Ultimately, Mario Kart 64 isn't quite the game that
was hoped for, its main fault is that is has only a
handful of genuinely Interesting tracks. It would seem
that its designers spent longer working on some
courses than they did others, the disappointing ones
seem almost unfinished and quite dull by comparison

Also, the difference in performance between the
characters isn't as marked as it was in the SNES game,
which means that there's actually less ‘learning’ to do
when trying your hand with the full range.

Cup and features some

ultiple-shell power-ups
with items, which acts as a temporary shield (left)

T™E i 34 711}

surround your kart

it WOUIg have been good, too, 1o see Some more
new power-ups rather than so many of the old ones
return, The banana skins and green shells won't win
many fans this time around, such is their weak nature
in comparison to some of the other power-ups

The muitiplayer modes work a treat, though, and
make It a must-have title for N&64 owners who have
access to plenty of joypads and friends. Plus, there are
some gameplay skills that will take a while to master,
ensuring the game a long lifespan

Though the game is something of a missed

scenery. Yoshi Valley follows it and proves to be the game’s
the strongest, but turns out to be a dreadfully boring experience

opportunity at heart, its muitiplayer modes, addictive
battie game, wonderful sound effects and E
charming visuals will ensure it hit status
Edge rating:

Eight out of ten

& R

+

Publisher Nintendo

Format. Nintendo 64
Developer. In-house [

Price: ¥9,800 (£50)

Release: Out now (Japan)
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Turo

K: Dinosaur Hunter

Even the lesser adversaries really are
something to behold, with incredibly
detailed textures and smooth animation

Most of the monsters are based on those of the real-life Jurassic era, with some
cybernetically enhanced form. This triceratops is one of the game’s most distinctive varieties of foe

appearing in

eveloped by Iguana, Turok is a title that
m NG4 owners will point to in defence of

the claim that only Nintendo can write
quality games for its console. Here is an
independent game that is leaps and bounds
ahead of thirdparty turkeys such as Cruis’'n USA.

As Turok, you must track down the

component parts of a magical device called the
‘Chronosphere’ before your adversary, ‘The
Campaigner', can use it to bridge an inter-
dimensional gap between his realm and Earth.
This boils down to a first-person shoot 'em up
spread over eight huge levels featuring
marshes, rivers, caves, temples and sprawling
‘Jurassic Park'-style exteriors filled with gulleys,
valleys, mountains and scattered settlements.

Turok has fallen foul of the censors in Europe. To say that it's bloody at times would be an
derstatement

- graphic sequences such as these might not make it into the UK version

From the moment you step Into the world of
Turok, it feels spectacular, with solid, varied
and, above all, vast environments.

The levels impress in two ways: first,
Iguana’s 3D engine uses every special effect
imaginable to create the impression of a living,
breathing environment. Pools of water are
transparent, allowing you to see prehistoric fish
lurking just beneath the surface; sunlight blinds
you if you stare up at the sky, courtesy of a
perfectly executed lens flare effect; and many of
the vine-covered ledges can be climbed. In most
Doom-style games, you're forever nudging up
against the confines of the engine - able to look
through a window, but not climb out, able to
jump, but not cling to a ledge. Turok's world is




4

Turok's “‘hﬁ:’
into stark relief and making extensive use of the
Nintendo 64's impressive transparency facilities

effects are first class, throwing enemies

»
w
"
o
-
®
L]
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about as interactive as you could wish it to be,
and rarely do you feel constrained.

Secondly, the levels are incredibly complex.
Though level one is, naturally, fairly
straightforward, channelling your progress with
steep ravines and straightforward goals, as you
step out into the blazing sunlight of the second
level, you're free to roam at your leisure. This
could have been disastrous — there are few
things worse than spending an hour wandering
aimlessly around a sprawling play area — but
lguana has worked hard to turn mere wandering
into exploration, judiciously including clues and
pointers to keep you on the right track. Just as
you think you've reached an impasse, you
discover a hidden cave, a discreetly placed wall
of vines to climb or, peering over the edge of a
drop, spy a rope bridge, barely visible in the
mists below, and you're up and running again.
Turok’s structure smacks of a game that's been
play-tested to death at every stage, so tight are
the level designs that these exteriors are as
intuitive and as perfectly paced as the mazes in
the original Doom.

The eight levels progress from the jungle to
labyrinthine temples and castles to weird
science-fantasy futuristic compounds filled with
giant robots and devious traps.

The only possible fly in the cintment is the

The lens flare adds an extra dimension to the
outdoor levels. The world feels incredibly real

This weapon freezes your enemies, and then shatters them in a blast of blue light. Turok
has an amazing arsenal at his disposal, including a nuclear rifle and a rocket launcher

game's use of fogging. It doesn't seem all that
long ago Nintendo was promising 3D games free
of pop-up or the need for strange mists to
obscure horizons. Its internal development team
achieved this goal with Mario 64, but that
game's exteriors aren't as extensive as those
found in Turok. It's disappointing that, having

This smacks of a game that's been play-tested to death at
every level, so tight are the level designs that they are as
intuitive and perfectly paced as those of the original Doom

gotten to grips with just about every other
aspect of the console, |guana has had to
compromise the view in order to maintain frame
rate. In its defence, considering the complexity
of some of its monsters, the speed and
smoothness of the game is no mean feat.

Fans of ‘Jurassic Park’ will no doubt be »>

L66L Aienigad sujzeiew Ioas
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One of the end-of-level bosses, the
T-Rex, hunts the player, casting a
beady laser eye across the arena.
-\ Its size and detail Is astonishing

R

/

4 impressed by the variety and detail of the

dinosaurs that inhabit the game world. The early
levels ease you in with cannon-fodder raptors,
the odd gnarly fish, and henchmen who routinely
bring a knife to a gunfight, flailing, coughing and
spluttering to a bloody end as you ventilate
them with your .45, As the game progresses,
the henchmen begin to attack in groups and use
increasingly powerful weapons, which spawn
ever more iImpressive special effects (the Magi
throw rivers of green energy at you — a great
showcase of the N64's transparency effects).
But it is the range of big dinosaurs that will
leave players gaping in disbelief at the screen.
PlayStation owners will already be familiar
with the kind of detail seen here. The Sony
demo-disc T-Rex, which could never appear in a
game engine without it grinding to a halt, would
be perfectly at home in Turok. One of the four
boss stages features a huge bionic T-Rex with
lasers for eyes, It's absolutely huge, but even it
pales in comparison with the brachiosaur, As
the mists part to reveal a deep ravine, this
monster looms towards you, Its head alone

Game environments vary from jungle exteriors to
temples, caves and atmospheric dungeons

being bigger than the raptors. As you peer over
the ledge, you can just make out its body in the
mist, some 50ft below. It's impossible not to
gasp in amazement at a level of realism that
was the sole preserve of the prerendered intro
only 12 months ago.

Turok Juggles the vital areas of level design,
speed, complexity and longevity with ease, and,
though there are only eight levels, compared to,
say, Tomb Raiders 15, there's so much to see
and do in each one that the figure is academic.
Thoughtfully placed save points, which often
appear just as you're beginning to lose hope,
and various energy-bolstering pick-ups gleaned
from kills conspire to make the negotiation of
the game all the more satisfying.

With Turok, |guana exploits the N64 to
create a believable, stunningly detailed
environment that's second to none, convincingly
vindicating its membership, through E
Acclaim, of the so-called ‘Dream Team'.

Edge rating:

Nine out of ten

“The Campaigner’ (above), Turok's

mortal enemy. The Mantis (left) is

an end-of-level boss that walks on
walls and ceilings and spits acid

Nintendo 64 |

Iguana

| Release; March
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J-League Perfect Striker
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Sliding tackles (above) are also

where the
to clear

ame excels. It's possible
while on the ground

onami’s recent track record with football
games has been the envy of every other
soccer sim producer. The outstanding

international Superstar Soccer and its sequel, both on
the SNES, were the first lapanese-developed footy

games to rival thelr European counterparts. Previously,

iapanese soccer tities had been woefully inadeguate,
being shallow and awkward by comparison

The team behind /55 has mastered all the key
areas of sport sim design in J-League Perfect Striker,
giving players a simple set of basic controls, a wealth
of technigues and extra tricks to be learned, and the
not unimportant matter of a decent view of the action.
The game is bedecked with a huge number of play
options, from standard league. cup and exhibition
modes to more unusual treats such as 14 scenarios
recreating climaxes of landmark J-League games

It's clear that Striker has baen designed with the
football fanatic In mind. The game abounds with
delightful littie touches that will coax much billing and
cooing from players and spectators alike. From the
finely tuned controls to the amazing motion-captured
animation, nothing disappoints.

Players are controlled with the analogue stick for
movemeant, with practically every joypad button used
in some way or other for the various kicks, tackles,
volleys and headers available in the game. Practically
every new release vindicates Nintendo's decision to
implement an analogue control system in its &4bit
console, and Striker is no exception. The players
respond to spins and twists of the stick by shimmying,

turning and checking their stride, something that has
mare than just pose value,

One major problem with many soccer sims is the
fact that if you run into a defender the basic Al and
similarly basic controls severely limit your options -
pass or be tackled, but none of that fancy beating wo
or three men and scoring business. Except, you can in
Striker. with a flick of the stick you can feint one way,
make the defender commit, then turn back the other
way and run past him. Once again the subtiety of the
Né&d's analogue controls shiries through

The array of moves avallable on the many buttons
used in the game Is pretty bewiidering at first,but it's
perfectly feasible to play with just two. The main Né4

The game camera naturally pulls to mlﬂu
behind the goalkeeper du Even
incidental animation mdlﬂ;' Is
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A and B buttons control passing, shooting, pushing =
step-in tacklies and headers, The yellow C buttons next ‘3
to them offer more sophistication, bringing siiding 2
tacklies, volleys. sprints and tricky one-twis into play ~
Wwhat impresses most about Striker is not simply
the variety of moves available but just how smoothly
they segue from one another. It's easy to put rapid,
flowing attacks together and it's all the more enjoyable
If you can finish with some of the more impressive
tricks such as bicycle kicks. But, like all the best sparts
sims, Striker doesn't dictate the way you should play. e ; € BT T
You can opt for a measured passing game, 1 [ .
building slowly from the back and teasing an opening Kicks in i - bis
out of the opposition, or you can take route one and """ Striker "wz striker moves his on-screen cursor
muscle your way to goal. This variety means that - | In blue) as he prepares to shoot, while the goalkeeper attempts to match it with red)
uniike far too many other football sims - there’s no
single way of scoring goals and, similarly, no single
smgt that always guarantees a mark on the scoresheet, ’TAH un predictahle human Opponent is pmferable to
The flowing play Isn't hindered by the unrivalled CPU opponents, but they l)rovide enough meat to force
motion-capture animation, either - rather than you to learn to play the game to its fullest degree
execute all the frames of a move, the game simply
cuts to the start of the next one so there’s no Irritating
lag between key press and on-screéen action. The camera that can be moved through 360°, zoomed in
attention to detail in the animation further enhances close or far out above the pitch. Manic Japanese
the game, displaying moves that range from Cantona- commentary runs throughout, with some Brazilian-
esque shrugs and struts to little tumns of the head as influenced screams of ‘Gooooal!’ and namechecks on
players keep an eye on the defender pursuing them, players, including imported stars like Dunga, Scillacci
All this detail isn't merely cosmetic, though, and Jorghinio
Controlling players after sliding tackles while they're A fallible, unpredictable human opponeant is
lying on the turf adds to the gameplay, allowing you to obviously preferable to the CPU opponents, but they
flap a leg out and get the ball away to a teammate. provide enough meat to force you to learn to play the
Back heels are simple to pull off as are swift give 'n’ go game to ts fullest degree. The game gets a little
moves - just keep tapping the pass button and players confusing with three or four players, especially if
will automatically 1av_the ball off _lo the next man they're all on the same side, but with one or two When full-time arrives, the game
Cosmetically, Striker has a fairly limited game players, J-League Perfect Striker is a joy to play. In fact, camera pans out to an
camera which has three levels of zoom and three it's the most versatile and entertaining football game overview of the pitch
angles of height — the widest and highast being by far seen on any platform, and forms a strong E
the most playable. Replays offer more scope with a addition to Nintendo’s 44bit portfollo
Ed ge rati ng:
Nine out of ten
The mode (above and lm is hugely
flexible, a g you to view the action from Free kicks are controlled in the same fashion as all spot kicks: the player holds down the
various different angles and speed of ‘footage’ shoot button to fill up the on-pitch arrow with colour in correspo with elected power K‘E
Format: Nintendo 64 Publisher: Konami
Developer._In-house Price: ¥9,800 (£50) | Release. Out now (Japan)
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Though impressive, Soul Edge’s rtoire
of throws and floor moves is also limited.
You'll have seen almost all within a week

PUSH 2P START
. —]

T

nterest and int

Its siblings, comparisons are inevitable
supra-historical premise draws armoured

This has spawned traditional but engaging
character des haka-twirling LI Long
to the classic ronin Mitsurugi. If their polygon

reprasentatic inest ever seen, they do at
east boast a fluidity and r
Ca m’s highly der j

ns, from the nur

course, it's take ch a long time for S
to make the transition from coin-op to console that
Star Glagiator has actually beaten it to the shelves. It's
easy to see why the delays occurred. More than a
straight conversion, Soul Edge Inciudes all of Tekken
2's home options (Arcade, Survival, Time Attack, Team
Battle and Practice) and improves upon them, The
most praiseworthy innovation - though hardly enough
(o] lise a tired genre, admittedly — is the Edge
Master Mode. It's essentially a thoughtful reworking of
the unfashionable 'Story Mode’, once de rigeur for
every self-respecting beat 'em up conversion, While
£n with one particular character, your

M stage to stage becomes an heroic
through the device of an lllustrated
storybook. However, ea Isode has different
conditions for winning and presents a varigty of
challenges. Some opponents are invulnerable to

e ' < e 2

The conversion actually blends elements of the
version | & Il arcade boards, adding a few
generic moves such as the upward blade sweep

everything but air juggles, for instance

must be beaten with a Ring Out. Ad

@ your character with scan
aht have to

ctory, or you mi

ar. In reward,

armoury of specialist



A raft adrift on a river ca

adds incentive for a
movie’ swordplay, greatly increases the satisfaction

Out on Li
Soul Edge’s simplistic c

(e many g

y makes

It IS OCCca
attack with a simult:
often results

then engage

eapons carry their owr
ch as range, fighting

a home audience merts adm

A genuine difference
onally possible 10 d

Joth fighters locking swords: play
n uvr nu- button hammering

n, leay fINE Y
and thro
turtling). The c
ISA'S SNES tit
ctional blocking to interrupt an Pr*rnl?-lng
d If you finish your opponent with a spec
auto ¢ rnrmt then a Killer Instinct "Ultra'-style fatality

together
on, although it
engines
rombos or

and where

doesn’t make for the deepest nf gﬂm:
There's little freedom to o /
tagging attacks, limiting it
Tekken 2's reversals eventually m
speed of attacks in Soul
Once again, CD ac
to Intelligent design as mi
(why reload data if the pla
same stage?) and exploits the medium to good effect
The two-minute prerenderad Intro even surpasses
Namco's previous efforts, although the largely
‘orgettable soundtrack of orchestral themes, soft rock
1 jazz fusion Is uniikely to win fans outside of Japan
Somec OMpromi 1smatic bac ‘gr ounds

are most pro

bvious glitching occurs
an unintelligibie {?H)SF?-illl
long term, Soul Edge Is unlikely to find as

1. Its strait-laced
come humour and
while the VF-style

intuitive

considerable Ius“ e to a decent
aficionados should find very appealing

Edge rating:

Eight out of ten |

Format  PlayStation

Namco

oper Inchouse

. ¥5,800 (£30) |

Out now (Japan) E]
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Rage Racer

Several touches highlight the game's
Ridge Racer lineage (from top): a
scantily clad bimbo on the starting
grid; a tunnel illuminated by orange
lights; a mountain pass; a rear-view
mirror (first seen in Revolution)

1'50"8 8
P'1'9536

£0°35"9

TIME LIMIY A i \!'._ 1030w o
534" — -

Namco's powerful 3D engine allows the player to see remarkably far into the distance. Here, the course in |
play asks drivers to take a diversion onto one of many steep, San Fransisco-esque stretches of roadway

DOOK DY awarding winnings for races whnicn can then

1°34%2%1
11477944

J0 18530

15ing the "C

h faster, high-perfo

FiMAE L iaALY
616"

A tumbling waterfall is in stark contrast to the
city environs that make up much of the scenery




TIMELIMIT
644"

More lush scenery beckons as the player
approaches a harbour (above). It's not all tarmac -
this section sees drivers facing cobblestone-like
surfaces (top right). The game’s replay mode (right)

1,400 units of currency for a tt

variation on the pick-up truck the

cand it w
e Buta
5 all the

1, which has more
iacer, featuring
‘Itallart Job'-style

ter dips, Namco has

Jen

pallic scheme |5

a rather drab, grubby

jing It a feel that's about

om the likes of Mario Kart 64 as could

0 the whole experie

wm the all-out actior

' Where Rage Racer scores most highly is in creating a true

Graphically, the only criticism that could fairly be

or merel 50

particularly noticeable durin

Instant gameplay gratificati
challenge. Its incredible speed and stylish presentation

amco Is in a league of its own when it comes E
to squeezing the most out of the PlayStation

Edge rating:

{
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sense of speed. Not even Wipeout 2097 can match the sheer
exhilaration of driving the ‘Team Assoluto Ghepardo’ car

5 that some of its car models

sic. Whether this factor is a result of

itrating more on the tracks themselves
e of ork is unclear, but it's

min

S acombin

of flashy
on and long-t

head of the original Rigge Racer and at least on
Sega Rall iampionship

f etoth

1, Rage Racer proy

appointing
again, that

Eight ou ten

The ‘paintshop’ option (above left)

Format: PlayStation

Publisher Namco

allows you to customise each car :_”:;5

per. In-house Price. ¥5,800 (£30)

Out now (Japan) lis
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Diablo

t's @ strange facet of multiplayer games
designed for the Internet that
to have a very str

HET

they are likely

theme

deduced from these three
have something else In commaon
upon very tried and teste

The Realm
a bit of a face-lift, b

Ultima O

given

quer with orcs -
ing more exciting than

ivered here, although in a

sent

thrills and spills to Internet ga
The basis of Diablo is a single dungeon th
oeneatn The village 2

repair and information services 1or your on-screen

1all village

soha to u eated and named your owr

erer, Warrior or Rog t
N with abandon - and up to th
re and killing

2 for trea

v ¥
mixture of exploratio
The di

1en a few tncks from 3

One of the most su

el ga

ware it

undertake all the other usual town activities seen in games of Diablo’s genre at this point

The central village, where your character can return at any point to trade, heal, repair and |

spell is in operation (top).

mnmn effects are particularly beautiful
na
‘ Burning crosses guarantee notoriety (above)

extraordinarily basi

what Diablo

), the game

creates it fror
And It creates

atmospheric, arcr

t dungeons too, The setting is

xcture is eminently bellevable and

te. Diablo |s

presgntation immacus cellently

s !

As you delve deeper into the dungeons, the
levels’ textures and feel change substantially
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The minor character animations are
one of the strong graphical aspects

S e S W

Wlndlnf up for a bi lglﬂ‘nlng spell. The large variety of spells and magic items ensures that nge
playability is one of the game’s strongest points - you're not going to see them all during your first game |

animated and real

lecting even maor

rings and

many [ e as It enchants. it

2 lIke, and the tantasy sett

) complement its unt
lick, clever games

sed. with some of the mos

of which adds

Blizzard

ear to have the creative flair a

Whethe

N¥ENE

% @%EBEW@ W

The spell hotlist is a quick
choosing your magic capabil
L

IH!:S

vill annoy . as

It's a shame that Blizzard doesn't appear to have the
creative flair and imagination to complement its
unquestionable talent for producing slick, clever games

quantity off gamers w p
much, both online and otherwise

Edge rating:

Seven out of ten

is one of the ways of learning new
spells (top). Missed... (above)

‘ The book resting upon the pedestal

FOrm 'i-ln I-JC T

Publisher: Zablac

Developer. Blizzard Ent.

Price: £50 Release Out now EJ
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Not simply a hybrid, Fighters Megamix
is a superb tribute to the art of the
beat ‘em up as practised by
development team AM2. Graphically
sharper than Vipers, the VF and VF2
characters have never looked better

this range of fighters and arenas ate a variety of
playing modes including a time-limited survival mode,
a team battle mode and a training mode where you

square up to a CP
Fighters Mega

tes the best features of
des some gameplay
The X, Y and

better than any of the individual titles concerned. Roll

n VF3 E

Edge rating:

Eight out of ten

mbat of Vipers \

precarious Ring Duts of the VF games. Complementing

A full-on Fighting Vipers clash (above) sits comfortably with a useful
training mode (top right) and even the VF Kids characters (right)

I Format: Saturn Publisher: Sega
Price. ¥5,800 (£30) | Release Out now (Japan)
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Cool Boarders

Though its graphics
are not the most

s TRE
220¥ e %
WK

ven the rising popularity of the sport, a 32bit
snowboarding simulation was nevitable. It
perhaps also a sure thing that the first
d be intrin | d - if only because

|}
ctured, and
lentum you
experience as your boarder swoops down the
sometimes almost vertical slopes Is surprisingly
intense, Furthermore, although the scenery on each
course Is simplistic, there are some Impressive
sections; the Advanced course, for example, features a
great tunnel section, while the incredibly difficult
Expert course has a hair-raising chasm Jump and a
selection of wickedly banked corners

On top of this sim realismisad
comt

= exciting and well str
d gut-churning mo

nt attempt to
ne all the facets of snowboarding into one game.
Players race each course against the clock, but
can also perform tricks at certain stages to
peints. Effectively, then, both freestyle and racing
boarders are catered for. However, because players
can race only against a constantly tickin
for example, times set by other piayers, the
Jerience is a rather solitary o
No doubt better snowboarding sims will arrive in
the future (Namco's Alpine Surfer coin-op is in line for
a conversion to the PlayStation), but until then, Cool

Boarde f well appease the more obsessive E

of the sport’s afficianados
Six ten

Edge rating:

I testscreen _

Reloaded

hen Gremilin first released Loaded, it seemed

that Its top-down perspective was borne

more from a desire to be different from the
welter of Doom clones rather than any practical
reasoning, Yet after a couple minutes of corridor
wandering, gamers were soon marvelling at the
spectacular pyrotechnics, dazzling neon lights and
xplosions. Essentially, the gaming perspective
he rediscovery of an old style, harking back to the
Bitmap Brothers' splendid Chaos

m o

Again the protago
2000AD-style char
characters are Identical to t
Purple frock-wearing Butch returns, t
the ready, as do Mamma and Cap'n Hands. The
problem here, though, Is that the sprites are relatively
small and It's difficult to feel any degree of empathy
with a small man in a ripped dress

The visual polychromy of the original has been
enhanced further, with both use of colour and quality
of texture mapping outstanding - but then visuals were
always one of Loaded's Strong points

In terms of gameplay, Reloaded differs little from
Its predecessaor, You hawk around the levels, shooting
everything in sight and gathering power-ups before
making for S and teleports are
introduced s and Gremlin has introduced
missions this time around. The “pu
consequently

1 later level

r. While it offers

kioad, there will toubtless
P experience
ip with more depth and finesse

35 wrap|

Edge rating:

Five out of ten

Reloaded takes the basic visual style of its predecessor, but improves
on the texture muplu; and intense lighting effects. Hence, gunfire

appears as ami loured onslaught of laser blasts and fireballs

Format PlayStation | Publisher. SCEE

Format PlayStation | Publisher Gremlin

per. UEP-Systems

Fl
! Price. £45 ]

ase. Out now

Developer: In-house
Price £40 | Release’ Out now

2661 Rienigad sujzedew 3oas
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NBA In the Zone 2
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e AT T s et

t's always refreshing when a sports sim
“ comes along that is equally capable of
indulging obsesslve fans and those who |ust

want a laugh. In the Zone 2 15 one such game

For the layman, it offers incredibly fast, addictive
gameplay and beautifully smooth player movement
Learning how s no time at all. There are
three buttons: shoot, | nd action - the latter
allowing an array of dut shimmies and dummy
passes depending on what the situation calls for. And
that's it. Amazingly, from this small selection of
controls, it's possible to put together some Incradible
maoves and even & few tactical plays. The novice can
just hammer buttons and hope, and In the Zone still
manages to be a compulsive and addictive experience

For the basketball junkie, the game offers a wide
range of pre-match options (including the chance to
design a player and/or construct 2 dream team of NBA
stars) and a of post-match stats so comprehensive
that It's possible to analyse a team’s performance
right down to the slightest move. Add the abllity to
change team-wide tactics throughout the game and a
great stamina feature which tires your players just
when you nead them the most, and you have a
comprehensive basket ball sim

It is clear that Konami's sports game division has
learnt a lot since the first in The Zone game, which
was far too easy and not at all addictive. This seguel
retains a certain immediacy of play, but has E
plenty of depth to back it up. Solid stuff

Edge rating:

Seven out of ten

mira UK - Phone (1-484) 510250 - Faz (1-494) 5100 70 - Internet: hitp.//www. miro.com/

Format. PlayStation | Publisher: Konami
I Devaloper In-house
Price. £45 | Release. Out now
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testscreen _

Tetris Plus Saturn Amok Saturn Crusader: No Remorse  FlayStation
Publisher Jaleco Publisher Sega ___EA/Origin
Retease Out now Release Out now Out now
Price =t _-EdD Price = __f40 _E40

ow ironic it is that, at a time when it should be

refinforcing its worth as a polygon-pushing
powerhouse, the Satum is getting what amounts to
litle mora than a conversion of a game that even the
Game Boy can handle with ease.

The Plus’ part of the deal is a story mode and a
twoplayer split-screen option. It's also possible for
players to create their own level designs, which is
something never before seen in a version of Alexey
Pajitnov’s classic test of logic and dexterity.

The basic Tetris engine here plays solidly enough,
and there may be a number of Saturmn owners who
hanker after every conversion of every arcade and
popular game since the dawn of silicon, but the
release of a tweaked version of something that
nowadays amounts to little more than a PC or Mac
desktop add-on seems to be stretching the E
boundaries of belief that little bit too far.

Edge rating:

c onsidering how long Amok has been in
development at Scavenger (Edge obtained a
playable dema just before Christmas "95), its eventual
release has proved something of a disappointment,
A Doom clone at heart, it sees the player piloting an
amphibious robotic craft over land and underwater in
search of enemies to kill and missions to complete.
While its graphics are accomplished (eliminating
pop-up by fading scenery in from the gloom), the use
of sprites for enemies and some less-than-convincing
penpheral detail are disappointments. The major
problem with the game, though, Is its size — there are
only nine compact levels. As a consequence, to
prevent players from finishing it at their first sitting,
Amok's difficulty level has been set frustratingly high.
A year ago Amok looked like the way forward for
the Saturn. Now, however, it looks like it's just E
missed the boat.

Edga rating:

t may have been around on the PC for a year
n now — in fact a sequel entitied No Regret has
recently emerged — but Crusader: No Remorse s just
as engrossing in its new PlayStation clothes

Your bright red sprite scuttles around the enemy
bases cal
to run about on fire screaming until they die, and
scenery to crumple. The puzzles are never taxing,
exactly, mostly being simply a case of finding key
cards to open doors, but the urge to keep exploring
and get to the next level is considerable.

While the explosions are jolly impressive,
Crusader generally looks more like a 16bit game than
a new PlayStation title. it doesn't even scroll And its
controls are a real handful, with no amount of flicking
between the rotational and absolute options ever
miaking it feel entirely comfortable. Above E
average, then, but definitely no landmark

ising fuel drums to erupt in flames, enemies

Edge rating

Six out of ten

NBA Jam Extreme PlaysStation Tempest X PlayStation
Publisher Acclaim Publisher Interplay
Release Out now Release __ Outnow
Price £40 Price £45

seven ou ten

Flying Corps PC
Publisher _____Empire
Release Out now
Price £45

BA Jam presents the two-on-two style of

basketball, only it panders not to realistic
simulation, instead offenng the gamer a plethora of
special moves — players can somersault high toward
the arena ceiling before dunking in spectacular
fashion, flames trailing from their shoes (whereupon
the enthusiatic commentators are wont to shout ')
smell smoke’). The original PlayStation Jam,
Tournament Edition, was essentially a no-frills
conversion of the SNES game, but for the sequel
Acclaim has gone the 3D route & la Tota/ NBA. The
game itself is virtually identical bar a few extra moves
and new statistics, with codes giving access to a host
of extra features, such as giving players huge heads

Jam is the most accessible and addictive form of

console basketball — the relative simplicity of the
g=meplsy makes it so — and Extreme is the E
iopcal step forward.

Eage rating

1T hen Tempest 2000 was first released on the
L‘J Atari Jaguar it was acclaimed by many as one of
the finest shoot ‘em ups ever. Indeed, a great many
Jaguar owners were persuaded to buy the machine
on the strength of the title alone

Tempest X is essentially the same game as 2000,
anly it packs a lot more beef, with extra levels (128 in
total), more foes, deaner visuals and a more
accompli

Though Tempest has been around for some 15
years, the original concept still holds true. Parked at
the extreme of a grid, the player twizzles while
splattening the oncoming alien craft and collecting
power-Ups. The gameplay, although repetitive, is
incredibly frantic and while doyens of Doom and its
ik may find it a little unsophisticated, Tempest X
remains a blast to the senses and a fine
space-based shoot 'em up. E

shed soundtrack

Edge rating:

hile the world of flight sims has been absorbed
by the clinical drudgery of modem warfare (get
within 25 miles of the target using autopilot, fire a
homing missile, autopilot home), Rowan has
continued in a traditional vein in c ng a WW1 sim
With a choice of six aircraft, all of which handle
not only distinctly but like metal baths fired from a
cannon, Flying Corps is an incredible challe
first week of play will be spent just gradually tuming
off the vanous options to make your flight more
realistic, but you'll still get shat down the first time you
encounter an enemy squadron
You play over four historically accurate campaigns
as either the good or the bad guys, while attempting
to manage the morale of your Jasta. This is an
immense, intense, involving and playable experience
which proves once again that Rowan is the E
king of the histoncal fight sim
Edge rating

nge. The

Seven out of ten

Eight out of ten

COLLECY FOueEnRurs

Eight out of ten

*
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nyone who has indulged

flamco Mygsgum. lalmeg.,

ng__
m memory lane countesy of

Namico's Museum series will have
no doubt noticed the single letter
which adorns the packaging of
each volume. When the set is
complete, the five CDs will make
up the word ‘Nameo', Given that
the '0' volume effectively
concludes the series, questions
have already been raised
conceming the company'’s plans to
adapt any more of its treasured
back catalogue for Sony's machine.
Optimists will no doubt consider
the fact that the most recent game
on this latest compilation
(Pacmania) is still a harowing nine
years old — could this mean that
the company has plans to convert
less antiquated titles for future
compilations? Perhaps.

Volume 5 contains a selection
of coin-ops from the mid-to-late
Eighties, only one or two titles of
which will be lost on westemn
audiences. With the possible
exception of Pacmania, which
embodies a timeless appeal, most
are titles that will only entestain
awid fans of the oniginal coin-ops.
As usual the museum section of
the package has been further
improved and prerendered
sequences illustrating each game
have been added.

Metrocross

Metrocross is a side-scrolling affair
that was originally released in
Japan in the summer of 1985, its
popularity peaking in the home
when it was converted to the 8bit
Famicom. Featuring a character
sprinting through underground
passages, the gameplay was a
simple affair of avoiding numerous
obstacles and completing courses
within a set time limit. Eight stages,
each divided into four rounds, gave
the player the chance to use the
occasional skateboard and collect
vanous bonuses as he progressed.

(N

<7

Arguably the most enjoyable game
of the package is Pacmania (above
and below), while trusty vertical
shooter Dragon Spirit (top) plays
tightly, if a little on the slow side

CREDIT ©
namco




Dragon Spirit

Considering that 1987 was the
year when Namco pioneered
developments in 2D graphics
(games such as Assault, Ordyne
and Metal Hawk impressed with
their use of sprite and screen
rotation), Dragon Spuit bears all
the hallmarks of a game using
coin-op technology at the end of its
lifespan. Despite its rather rough
appearance, Dragon Spirit
possessed sound playability and
wowed fans when it made the
conversion to the PC Engine the
following year.

Pacmania

At a time when macho slash ‘em
ups and shoat ‘em ups were the
order of the day in most arcades,
Pacmania's success was by no
means guaranteed when it
surfaced in late 1987, Curiously,
though, female players loved it and
to be fair it was an exceptionally
entertaining eversion of Pac-Man,
the 1isometric viewpoint and ability
to jump over ghosts adding
considerably to the simplistic but
hendish core gameplay.
Asthetically, Pacrmania still holds up
well even nine years on.

Baraduke

Bearing similarities to Section Z and
the Speccy dassic Cybernoid,
Baraduke was a rare coin-op from
mid 1985 than even Edge fails to
recall. The player navigates a police
space ship through 48 different
levels of enemy-strewn temtory
and, between each floor, indulges
in a game of roulette in order to try
and increase his shield gauge.

Legend of the Valkyrie

Only PC Engine owners may
remember this odd but well-loved
adventure that bears a
resemblance to the equally
obscure SNES action adventure
Drocula Kid as well as sharing
similarities with Nintendo’s Zelda.
Featuring two main characters,
Valkyne (a female equivalent of
Link from Zelda) and Xandra (a
cute green blob), the gameplay
essentially consists of wandering
up a scrolling screen attacking
enemies with weapons and magic.
But what really makes it is the
bizarre collection of events that
occur along the way in a similar
fashion to Kanami SNES

classic Goemon. Great

music, too. E

retroview

Dragon Spirit (above and top),
Metrocross (top right) and
Baraduke (right) all share the
distinct look of mid-'80s games
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Legend of the Valkyrie (top row) is perhaps the most obscure game in the
collection because it only ever reached Japanese audiences. PC Engine
owners will remember it as a classic, though. Whether the simplistic
shooting nature of Baraduke (above) will entertain in 1997 is debatable
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ince time immemorial your

fine magazine has often
been criticised for supposed
partiality for whatever was the
cutting-edge game platform of the
day. Whatever the truth of the
situation, it wasn't something that
bothered me - until the arrival of
the Nintendo 64, with your
'support’ being, at times, rather
blatant. Can it be that you want us
all to buy one?

I've no doubt that the N64 is a

technically excellent machine and

However, with the games being
likely to cost us both arms and
legs, that doesn’t really sound the
stuff that mass markets are made
of, despite your statements to the
contrary. It's really a machine
designed for Americans or
Japanese with more money than
sense, and | don't think that the
feeble 60Mb bulky drive will be

has some undeniably great games.

the answer to us impoverished
Europeans - this is Nintendo
we're talking about, and it'll be
taking us for every penny. Since
when has it not?

I also think that you are
putting too much faith into
Nintendo's so-called ‘quality
assurance’ which, to me, seems
like the infamous ‘Seal of Quality'
on the SNES. What's the betting it
will be the first thing to go? Also,
I'm surprised you haven't picked
up on another nasty side effect of
cartridges, in that those few
companies that decide to support
the N64 are going to have to
make heavy financial
commitments in terms of cost and
inventory, and the implication
there for us gamers is that we're
going to get an awful lot of fairly
safe and generic software
designed to sell big to the lowest
comman denominator, like the 50

-
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Jaimie McLean accuses Ed
‘\\ thanks to the limitations

of bias towards the Nintendo 64. The machine is
its storage medium and an impending downturn i

-5

million beat ‘'em ups and
platformers that graced the SNES,
and all the cool thirdparty stuff
that might or might not sell, like
Enix RPGs and Konami's Mystical
Ninja sernies, will be enjoyed only
by the Japanese. If you seriously
believe it can't happen to the N64,
then think about the SNES, and
remember how the market was
soon flooded with clones and that,
for every one great game, we got
at least ten that weren't. There's
absolutely no reason for anyone to
assume that the N64 is going to
be any different, great initial
games not withstanding.

This isn't what we expect to
see in Edge, which is supposed to
be an impartial multiformat
magazine, not some plugging
organisation for Hiroshi Yamauchi.
What happened to impartiality?

Jaimie McLean,
address witheld
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Edge can't help calling it how it
sees it — when Ridge Racer and
Virtua Fighter appeared for the
PlayStation and Saturn
respectively, they raised the
benchmark and were
acknowledged for doing so. Super
Mario 64 did the same, and there
can be few gamers who could
fairly argue otherwise. This isn't
bias, merely honest, open opinion.

Edge is very aware of the fears
some have concerning carts and
has tackled the issues mentioned
in your penultimate paragraph in
previous issues (see E35 for a
balanced appraisal of the
Nintendo 64)

You have a valid point in
saying that the European market
will never enjoy the same breadth
of software choice as native
Japanese. In the past, companies
like Konami have brought ‘quirky’
games to these shores and seen
them sell poorly in comparison to
more middle-of-the-road product.
Which, sadly, would appear to be .
a case of the consumer making
the decision on its behalf, not
Konami itself.

It's still too early to tell how
the N64 software sitution pans
out, but the signs so far, at least

from looking at the games

was pleasantly surprised to '
see my letter regarding
retrogaming and nostalgia printed
in Edge 38. (Look mum, I'm in
print!) Since then | have had the
opportunity to reflect on my 1
words, which were perhaps a
touch rash.
Recently | came across a
Nintendo trailer giving
demonstrations of N64 software,
and | had the good luck to play
Mario 64, PilotWings 64 and
WaveRace 64. After reading

reviewed this month, look
far from bleak.




Edge’s review of Mario 64, | was
expecting nothing less than the
astounding, And it's a testament to
Nintendo that, despite the shots
and glowing reviews | had seen, |
was still completely surprised by
the game. What has been seen in
magazines does it no justice, It has
to actually be seen in motion.

Although | had no real
problem with the 10/10 mark
Mario 64 received, | was sceptical
that an almost perfect game had
been achieved. But Edge has
vindicated itself, even though it
must be said that PilotWings has
more immediate impact, with a
breathtaking feeling of freedom.
Nintendo must be doing
something right if a busy shopping
mall can fade away in the
background as you swoop over
Mount Rushmore.

Of course, this isn't simply a
gushing pro-Nintendo letter, as |
still have my doubts over cartridge
technology, and the limited
thirdparty support. And March ‘97
is still a long way off in gaming
terms, But Mario and PilotWings
are the most innovative and
graphically impressive games |
have seen in a long time, and that
bodes well for the future.

Also, after reading the music
feature in E38, | bought Wipeout
2097: The Soundtrack, to gain my
first insight into British house/
underground music, although my
taste in music does not normally
lie in this direction. Thankfully, |
can say it was worth it.

lan Roney,
address witheld

. he prediction is that the
64bit level is where the
technology race will pause for a
few years, 128bit being some way
off yet. Trip Hawkins agrees that
the Net will be important, but
Sega, its big move being with
Saturn Netlink, has set it up on a
platform that's about to fall away
from under it. At £200 (in Japan),
it is a high price for consumers
because it doesn't bring any
hardware upgrade as far as
gaming is concerned.

Sony's PlayStation is the most
successful next-gen console, but to
me its situation is still uninspiring.
Yaroze gives an indication of how
Sony is building for the future,
and, although commendable, it

Christopher Ward bemoans the lack of
board scene. Manufacturers should

in the PC 3D accelerator
benchmarks, he says

gives me no confidence in it as a
videogame company, Essentially
it's looking for other people's
ideas rather than using its own.

Nintendo did well to go to
64bit straight off and make a
machine good enough to do 3D
properly. However, the 64DD
seems to undermine its spanking
new platform by being needed so
soon after launch. Is it just an
expensive patch on the N64's
memory problem.

Maybe not. From what
Miyamoto-san said at Shoshinkai,
it seems his company has a much
more inspiring vision of the future
than its nivals. ‘We are trying to go
where no game designer has gone
before,” he declares concerning
the writeable aspect of the 64DD,
and it's good to hear a top
designer saying he doesn't just
want ‘more gorgeous titles with
the same themes, but... many
other applications.’ He's right
when he talks about him and
them (his competitors) aiming in
different directions, and | know
who | want to follow. Look at
Nintendo's first four titles - it
makes the finest games in the
world. Its innovation - the N64's
controller and its four controller
ports, for example — proves that it
is the best at what it does. Sony
could never have done these
things on the PlayStation because
it doesn't know enough about
videogames yet; about how
games are played. It's no

wonder that its vision is limited.
Harry Combe,
address witheld
Nintendo's continued success can
be attributed to many tactors, but
innovation is certainly among the
strongest, It's only too aware of
how tired game concepts can stifle

console gaming, and it's an
attitude that many softcos E
would do well to adopt.
have to commend you for
grappling manfully with the
topic of PC 3D cards in E40.

While it is clear that 3D
graphics cannot carry on being
generated solely by the CPU (no
matter how big a Pentium you've
got strapped to your machine),
you were right to point out that
the main problem with the new
dedicated graphics architectures is
that absolutely nobody can
understand which is ‘the best bet’,
as it were.

To a certain extent this
situation occurs every time a
hardware company throws its hat
into the arena (even now, the
PlayStation/Satum debacle
rumbles inexorably onwards), but
in this case there are a number of
extra factors that will have to be
satisfied before punters will start
fishing for their wallets.

The first of these concerns
performance. No matter how
vehemently it is denied, PC
owners have never enjoyed
playing second fiddle to the latest

consoles. People will be far more
inclined to pay £150 (not
including VAT) for a board offering
demonstrable power over that of
the PlayStation or Nintendo 64,
Also, the confusing benchmarks
supplied by manufacturers must
be standardised in some way to
allow potential consumers to
compare cards’ performance.

A big badge on the box
containingthe words ‘Microsoft
Compatible’ is usually a good
sales booster as well, for a good
number of PC owners are also
technophobic parents to whom
‘Microsoft’ is an assurance of the
‘safety’ of the product. The board
offering the best compatibility with
Direct3D will also get the most
future suppon, as it is inevitable
that games programmers will cater
for the lowest possible
denominator (i.e. Microsoft's set of
APIs) to sell more game and make
more money,

The third, and possibly most
important, factor is the support the
card will receive from developers.
In this respect, the ease with
which existing code can be ported
to the 3Dfx chip places it in a
better position than the arguably
superior PowerVR, because
publishers always adopt a format
maore quickly if less effort is
involved. This was the case with
the PlayStation, its comparitively
open architecture allowing
developers to publish a greater
amount of games for the launch of
the machine than for the more
complex Saturn, leading to Sony's
dominant position.

The amount of speculation
generated about PC 30 hardware
over the past few months proves
there is a willingness in the PC
fraternity to adopt custom
graphics hardware. The process
was just as difficult years ago
when the PC first needed 2D
graphics acceleration; perhaps it is
now time for the PC to make its
first real steps into a three-
dimensional world.

Christopher Ward,

Nottingham

The three factors you mention are
indeed of upmost importance to
3D card credibility and will play an
important role in determining
which of the accelerator boards
will be successful as the year
progresses, and which won't.
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However, the armival of Intel's
MMX technology (see News) may
well provide another hurdle for 3D
card manufaturers in the coming
months. Although Intel’s
technology is still in its infancy in
terms of developer support, it is
already providing some
astonishing results. Epic’s Unreal,
for example, employs the
technology to create some
beautiful lighting effects, while
Ubisoft's MMX-compatible version
of Pod apparently achieves a 30fps
frame rate at a resolution of
640x480 - exactly the sort of
performance graphics cards were
promising last year.

With Intel planning to phase
MMX technology into its PCs
throughout this year, graphics card
manufacturers have two choices:
they can either concentrate their
efforts on attracting non-MMX PC
owners only (admittedly a
substantial figure), or they'll have
to convince consumers with
brand-new MMX machines that
they'll also need a graphics card. it

won't be an easy job if MMX

performs as well as early
indications suggest.

efore Doom arrived on the

videogame scene, the idea
of a truly scary game seemed
ridiculous. Now, though, it seems
to me that it is interactive
entertainment that is providing the
real scary experience. Bio-Hazard
proved a genuinely creepy
experience last year, and ['ve
recently played the T-Rex scene in
Tomb Raider, where 1 was termified

With 3D games such as Sega's Virtua Fighter 3 taking the beat ‘em up concept into new territory, is there still room for 2D exponents of the
genre, m‘c‘:lmu Cnpmn’ssl.‘mhenl Stru*tﬁgﬂirl‘m? Sinn:n Wyndham lrgl:les th;“r!ll examples are more popular and that the two can co-exist

to emerge from the safety of the
caves in the cliffs - and when the
ground started shaking with the
sound of its foot steps, well, the
experience was nerve-wracking.

Games scare me in a way that
films and books cannot, and the
elements that must be responsible
for this are the interactivity
coupled with the more realistic
environments of modern games,
But the visuals in TR cannot
compete with ‘Jurassic Park’ the
film, so obviously the quality of
graphics is not the overriding
factor here.

The point I'm getting at is that
it is currently possible to recreate
that TR T-Rex scene with Model 2-
quality graphics or above and a VR
headset. It wouldn't be
economically viable but technically
we could do it. That means that at
some point in the near future this
will become a reality, first in the
arcades then in the home. And in
such a scenario though the player
would intellectually know he was
just playing a game, the quantity
and quality of environmental clues
would be sufficient to tnck his
senses that the expenence was
real. The effect is likely to be
terrifying, exhilarating, and if the
player has a heart condition, quite
possibly fatal.

I'm not suggesting such
experiences would be undesirable,
but the industry should probably
be investigating what the effects of
such an immersive experience
would be.

Gary Moran,
Birmingham

This is an interesting point, but
one that can only fan the Hlames
of the ‘videogames are bad for
you' argument in the favour of
its supparters.

Edge would be interested in
hearing from any other readers
concerning this topic. Do games
evoke the senses much more than
movies? And how has the growth

in graphical realism in recent

years changed their effects
on the player?

‘m sorry but | completely fail

to see the significance of
Net Yaroze. You seem to expec
games enthusiasts who would like
to do a little developing
themselves to shell out £550 for
the ‘black PlayStation’. You won't
even be able to sell your own
games to ordinary PSX owners!
Plus they have to fit in 2Mb
system RAM, so no data streams.
The Yaroze seems targeted at the
game-playing PC owner. Now, £70
for a € compiler and another £40
for a games programming book -
bringing together all the code
needed to write advanced games
including video, 3D, CD-quality
sound, etc - is just one fifth of that
price. And, you can distribute your
games freely over the Intemet and
charge for them too. And you have
the same options of sending
games to publishers for the more
popular PC platform. Your
argument against this will be: the
massive size of games created is
useless for 3.25in disks and the
Net. Look, | bet the average Yaroze
user will be programming simple

Pac-Man clones. You could always
spend the left over £440 on a
writeable CD drive.

Tom Grek,

via e-mail
Two of the key benefits of getting
into game development via Net
Yaroze are the fact that it's a 32bit
console environment with many
existing standard libraries and
easier accessibility than the PC,
and that by adopting the system
you immediately become part of a
club-like user environment that is
going to be heavily supported by
Sany in Europe, especially where
Internet communication IS
concerned. No one expects it to
replace the PC as an enthusiast’s
game-development environment,
instead it's likely to appeal to
users whose expertise doesn't run
to that of hardcore PC users’.

The project is admittedly a

brave one, but Edge has no
reservation in giving it its
full support. E
aving read Edge 40 with
interest | naticed that you
questioned the ability of the
forthcoming Street Fighter Il to
pull in the punters. In the arcades |
have been in recently it seems to
be X-Men vs Streel Fighter that is
attracting the crowds. Some of
these places have a Virtua Fighter
3 machine sat right next to it. |
think that maybe people are
wanting more of the
extravagance that 2D games offer.
Up until now 3D fighters have

lacked the following that made
the likes of Semurai Shodown and
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With the existence of the PC as a gam
users, Tom Grek cannot see the point behind Sony’s Net Yaroze

[ gQanda

ent tool for home

the Street Fighter series a
success. Firstly, humility. They
were never too serious. Secondly,
the sheer speed of play. Sure,
Tekken 2 was fast, but not in the
same responsive way that Street
Fighter is. Thirdly, extravagance.
Although Tekken 2 does have
some nice pyrotechnics, it does
not quite have them in the same
vein as the likes of X-Men, for
instance, where the entire screen
can become engulfed in laser fire
and explosions. Also, 3D games
lack the same kind of combo
construction. Tekken 2, while
good at this, still really limited the
player to preset combos.

My last point is that, apart
from maore realistic animation, 3D
fighters do not really offer
anything more than nice-looking
visuals over a 2D game (which
also has nice-looking visuals
anyway). A true 3D control
system will be way too
cumbersome for the average
player to want to get to grips
with, and even then people
cannot generally react quick
enough to the opponent’s
movements to get out of the way
in that sense, Forthcoming real
3D fighting adventures on the
PlayStation and Saturn look
promising, but will have too
much depth of play to be
included in any arcade. So, all in
all, 1 do not think that there is
much point in saying that 2D
fighters are outdated and
obsolete, Both types of fighting
game seem to offer different

types of play to different people
Baoth are equally as good.
Simon Wyndham,
via e-mail
There is, and probably always will
be, a hardcore sector of fighting
game fans that will gravitate
towards 2D examples, hence the
development of games such as
Fatal Fury 5, Samurai Shodown 4
and, indeed, Street Fighter Il
In an arcade environment,

amersr

though, where coin-ops g
much of their turnover from less
dedicated visitors who are lured
by flash visuals and even flashier
cabinets, it will be machines such
as Virtua Fighter 3 that grab the
lion's share of coins

Yes, it's true that 3D beat ‘em
ups do not offer much beyond 20
examples in gameplay terms, but
it will be interesting to see how
the genre develops over the
coming years. The nature of their

presentation opens up many new
avenues, and progression doesn’t

3

. am very disappointed that
you have again ignored a
superb RPG, King's Field I,
Considering its US-oriented,
English-text nature, | wonder why

necessarily have to mean a
spate of games that prove
‘'way too cumbersome’,

you didn’t consider reviewing it
Matarrese Francesco,
Taranto, Italy

Edge’s reviews section is in the
process of growing, which should
make room for such E

games in the future

g

Rely on Edge to cut through the technobabble. Write
to Q&A, Edge, 30 Monmouth Street, Bath, BA1 2BW

as in a few
lative will be going to

and | was thinking of

ably
problem is, my TV
ompatible, so my only
ying it would be by
B SCART lead.

hips for the PS allow
1 in their
intended full-screen, full-speed
form via
3. And what result

from using the R

ould | get
ead supplied
with the consc
William Anderson,
via e-mail

A 1. No, but US machines can
% be internally modified to be
RGB compatible in the same way
Japanese models can.
2. Yes, but modifying PlayStations
in this fashion allows the running
of illegal pirated CDs and Sony is
currently in the process of suing
outlets advertising them
3. If you were trying to run an
NTSC game, you would get
a black-and-white picture.

is Matsushita doir

chine was

ygons per second or

sing all available
effects. This was a master selling
point of the machine - it was

be comparable to

NS per se

ts on? | thought that

3. Will M2 ha

you can link

e a senal port so
y machines and
play games head-to-head?
Trevor,
Angus, Scotland

A 1. Forecasting polygons-per-
second counts is a
notoriously difficult - and some
would say ultimately pointless -
exercise. Originally, M2 hype was
generated by The 3D0 Company
and, despite the fact that the
machine has undergone a
performance boost while under
Matsushita’s control, figures
previously touted by Trip Hawkins
should be taken lightly.
2. Because, like Nintendo,
Matsushita has commitments to
its home market, Japan, to fulfill
before it's able to launch a full-
scale manufacturing and
marketing assault in non-native
territories such as the UK.
3, Matsushita has yet to
confirm precise details
such as this.

h allows a

play US games.

185 on it so the text is
in English
Richard Morris,

via e-mail

The process is fraught with

patential hazards, and Edge
obviously cannot take
respansibility for any damage
caused to your machine should
you go ahead and attempt doing
it at home, but the process
involves removing the two plastic
moulded blocks - which exist
simply to obstiuct the insertion of
foreign cartridges - that appear
just behind the N64's cartridge
port edge connector

Edge has heard of users

doing this with scissors, soldering
irans and even heated knife
blades. Most N4 importers
perform the service — by actually
opening the machine's casing to
get to the blocks ~ and this
is the safer option,
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