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THE LATEST NEWS FROM THE WORLD OF INTERACTIVE ENTERTAINMENT 

Sega joins Bandai 
in mammoth merger 

Sega coin-op classics could reach non-Sega consoles as Japanese giants form all iance 

Success for 
Saturn in States 

The Saturn may be 

consolidating its position 

in the US, desprte 

pressure from the N64. 

IH Hoff, vice president 

of Sel8 of America. 

claims that sales targets 

have been reached and 

that he is more than 

satisfied with the Saturn's 

insbllled user base. 

This announcement 

was prompted by the 

results of the recent TRST 

survey which showed the 

Saturn's share of the 

industry double from 

10% in November '96 to 

11 .1CIII in December. The 

success was put down to 

• new Saturn bundle 

whith includes the 

console and Virtutl 

Fighter 2, VirtuQ Cop and 

Daytono USA. 

Segll's Ja,.nese HQ, whose Inhabitants 
will no doubt be contempl.tlnc profits 
from a number of lucrative licenses 

S 
ega Enterprises Ltd has announced 
a surprise plan to merge with toy 
manufacturer SandaL The two 

entertainment giants, set to join forces on 
October 1, 1997, will form a new company 
called sega Bandai Ltd, with assets in the 
region of V588bn. Although both companies 
have cited other benefits, the most exciting 
consequence of the merger, as revealed by a 
sega spokesperson in a recent speeCh, is that 
Sega titles like Virtua Fighter and sega Rally 
can now be licensed for development on 
other formats. 

Reaction to the plan, however, has been 
mixed. sega's own press release covering the 
merger is characteristically upbeat, pointing 
out the strengths of both companies and how 
the two might be combined to advantage in 
the future: 'sega will provide leading-edge 
entertainment technologies, including digital 
content, virtual reality and computer graphics, 
while Sandai will contribute its expertise in 
character development, merchandising and 
visual/music technologies.' 

However, despite Sega's positive tone, 

• 

financial commentators have suggested that 
weaknesses may have played a bigger part in 
the merger than strengths. Although Sandai 
made a profit in the fiscal year up to March 
'96, the company is expected to post a ¥9bn 
loss for the period between March '96 and 
March '97. The company's Mac-based Pippin 
console has sold badly, and the Mighty 
Morphin' POY/er Rangers are currently mightily 
morphin' imo a dead loss as fickle children 
turn to newer heroes. 

Furthermore, sega is facing falling profits 
due to competition from sony and Nintendo: it 
has forecast a net income of ¥5.3bn, but this is 
dO'Nn 0f1 an original forecast of V10bn. Some 
question what the videogame company can 
accomplish from the merger. As sega's 
president. Hayao Nakayami, stated, 'sega's 
main customers are high school and college 
students. sandai's users are younger children.' 
He prObably meant to accentuate how the 
companies could help each other, but in effect 
actually highlighted the fact that they are 
two very different companies 
manufacturing very different goods. 
The merger, then, could well be a 
desperate move by bOth 
companies to stay afloat rather 
than the powerful alliance to 
strengthen dominant positions 
suggested by the press release. 

As for possible fruits of the coalition, 
nothing has been officially announced, but it is 
believed that sandai licenses such as the 
Power Rangers may well find their way into 
forthcoming videogames. The Guardian (Jan 
24) recently ran a report suggesting that 
sandai also has links with Disney and Mattel, 
and that Sega is hoping to use these in 
forthcoming proJects. However, as the report 
kicked off with the rather misguided words 
'The violent world of Super Mario,' Edge 
cannot vouch for the overall accuracy £ 
of the rest of the piece. 
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BandaYs Pippin (top), 
and perhaps Its 
stroneest assets, the 
Power Raneers (above) 



ShGdotflls of th~ Empire, 
Super Moria'" aM 
PIIotWlngs '" will 
.caun ... ny the N64's 
UK .... nch on March 1 

Nintendo 64 poised to 
storm Europe 

After success in Japan and, especially, the US, the N64 is about to hit UK shores 

Ont\' 10,000 UK NU machines will be 
.v.llable for parchase at launch •• nd 
many of those have been pre-booked 

rn intendo is on a roll, and, judging by 
the reactioos of US consumers to the 
company's 64b1t console. Is set to 

seriously endanger the European dominance 
currently enjoyed by sooy. 

According to the latest TRST (Toy Retail 
survey Tracking System) report in the US, 
Nintendo captured 50% of the entire next· 
generation console market in the last three 
months of '96. The TRST also calculated that 
Yamauchi's company had gained 44% of all 
Industry revenue during last year, compared to 
28% for Sony and 26% for Sega. The survey's 
findings back up a recent press release from 
Nintendo claiming that 4 million N64s have 
been sold to date. The indications, then, are 
for a massively successful European launch, 
completing a global triangle of ascendancy. 

Nintendo is certainly taking the Euro 
market more seriously in the run up to the 
March 1 launch. Last year's dismal 'You can't 
buy this' adverts probably did more harm tnan 
good for the console. espeCially considering 
SOny's outlandish, eye-grabbing advertiSing 
antics. No'N, however, excluSive UK distnbutor 
THE Games is running a rTlOfe subtle 'Believe 
the hype' campaign, and there's barely a 
premiership football team in the country 'Nhich 
isn't sporting a 'Nintendo 64. March 31st' 
advertising board some'Nhere around its pitCh. 

Importantly, it seems that THE (or at least 
its ad agency) has SWitched its focus from 
children to adults, capitaliSing on the 
20-30 year old market exploited by Sony and 
sega. Consequently, the machine has been 

receiving 
wide 

coverage in 
men's lifestyle 

mags: FHM reviewed 
super Mario 64 in Its 

March issue, while LoacJed 
characteristically referred to the console as 
'the dog's boIlocKs' - an appraisal that would 
probably perturb the Nintendo board in Japan 
were it to ever come under their glare. 

Europe will, however, be a tougher nut to 
crack than the US and Japanese rnan::ets. First. 
over the last tINO years, consumers have been 
battered with the message 'carts are the past 
and CD-ROM is the future', forcing less 
informed punters to interpret the N64 as some 
sort of backward step. They may well also 
interpret the £60-£70 software price tag as 
over-expensive and stick to the comparatively 
cheap £45 mark offered by the PlayStation and 
Saturn. Then, of course, there are the losses in 
performance the machine will suffer due to 
the conversion from NTSC to PAL (see this 
month's supplement, page 7). 

Even jf UK consumers do deCide to make 
the jump to 64bit, a great ma.iOrlty of potential 
N64 owners are likely to be disappointed on 
launch day. Only 2O,(XX) machines are being 
made available to Bntish stores on March 1 
and only a fraction of those will make it onto 
the shelves, most having been pre-ordered 
months ago. Rest assured, though, plenty 
more are due to become available in the 
coming months. 

Although the European man::et is a difficult 
and subsidiary one, Yamauchi and co wilt no 
doubt be watching the N64 sales figures 
closely. The PlayStation has a very strong user 
base here, and a victory over SOny in this 32bit 
stronghold will be a symbolic one for 
Nintendo. Taking into consideration the 
company's successes elsewflere, it's £ 
hard to see Europe resisting the lure. 

Turok shock 
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Acclilim's forthc::ominc 

N64 th:le Turolt.: D/nosDu, 

Hun", is unlikely to 

retlill for anythlnlless 

tMn £70 In the UK. 

Vir"n Mecastores, one 

Df the la .... est retliil chains 

In the country, Is said to 

be dec:ldedty unhappy 

with the situation and is 

curr.ntty considerinc not 

stocklnc the title. 

Retliilers M" MW dlat 

they do not blame 

Acclillm for the hip price, 

as tt is a direct resuh of 

the .... nufKlurinc costs 

set tot Hlntndo licensees. 

Tutolr's price point ... iII 

be a blc concern to 

Hlnt.ndo devotees, who 

also suffered from hip 

dllrdparty ca".. prices 

duri"C the 16blt SNES's 

boom period. 

'w6~ is 'it? 
(i ThiS e~·Wltflot cZer \! 
. graphiCS i~ISVWho cut 

hiS teeth on,8h!t machines. 
, contnbu~d to ~e look of 
\ shlny~tertalnmeArs . i 
\~UJ1(lIng PC shoot ·e,", / 
laif..,..,OK rsee paRe 7?J.~, 
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ATEI 97: Microsoft 
poised to enter arcades 

The world's biggest computer company has set its eyes on the arcade industry 

Bushnell' 5 back 

PlayNet Technologies, 
headed up by ex-Alari 
supremo Nolan Bushnell, 

is producinl a ranle of 
coin-op products which 
will offer networkinl v;a 
the Internet The 
company's first release, 

PlayNeI. is a counter-top 
video unit utilisinl touch­
screen technology that can 
hold between eilht and 12 
videogames at a time. The 
system also offers Internet 
access and an IRC-type 
system which will allow 
players to send text and 
voice messases. Tides on 
show at ATEI were p4Jule 
games, similar to Connect 

" and jipaws, and 
although these titles do 
little to whet the appetite 
of the hatdcore v;deo 
gamer, the system could 

be a surprise success. 
Tesls begin in MaKh. 

The most orlel,..1 drlvlnllame at ATEI was Konaml's fiTl Club. It 
hIIs now been adIIpted to use KOMml's RotId IlGge simulator (rlpt) 

F
or the last three years the coin-op 
industry seems to have been 
enduring a perpetual downturn but 

ATEI '97 - the UK's largest annual coin-op 
event - at last S2f.N some rays of sunshine 
break through. 

The presence of PC leviathan Microsoft 
raised the eyebrows of many industry pundits. 
Although its plans are still at the R&D stage, 
the company held a seminar explaining exactly 
what Microsoft plans to bring to the electronic 
amusement trade. TIle basic premise is to 
develop a standard hardware platform based 
on Windows 95 (What else?) which would 
enable software designers in both the coin-op 
and consumer industries to develop arcade 
titles on CD-ROM, therefore reducing costs 
from manufacturing right down to the 
operating level. The project is still in its infancy, 
but the benefits are obvious. Reduced cost is 

Scud Race (above) and fiTl Club (left) 
were the two blIP" titles at ATEI 

• 

the key factor in its favour, and a wider range 
of games can only be good for all concerned. 
The big Question, however, is whether 
consumer software houses can produce 
successful coin-op titles to compete with the 
dedicated high-end resources of the leading 
Japanese players. Microsoft intends to sit 
down with major manufacturers, and 
subsequently software houses, in the near 
futUre with a view to releasing the first games 
in nine to 12 months' time. 

Joint winner in the 'most-awaited game' 
category was sega's Model 3 racer Scud Race 
and Konami's Gn Club. The former is currently 
only available in deluxe format with a moving 
cabinet, but the Model 3 graphics are amazing 
and this, coupled with its eight-unitfinkup, 
should make it a winner. Konami's GTI Club, 
with its innovative slant on the traditional 
racing format, was another big hit. and Konami 
is capitalising on its popularity, having adapted 
the software for use in its Road Rage (aka 
Speed King) two-seater simulator. TIlere was 
also much speculation of a sneak preview of 
Konami's Cobra system, but unfortunately all 
the company was prepared to show were a 
few graphics stillS. 

While the quality of the new coin-ops 
was high at ATE!, there were fewer new titles 
than has been the case in previous years, 
indicating that the arcades are polarising even 
further towards bigger, more expensive 
dedicated games. 

A detailed report from the TOkyo AOU 
shOw, which promises to offer many £ 
more new cOin-ops, will follow in E44. 

Spanish coln-op firm 
Gaelco showed po1non 
racln, title Speed Up 

other ATEI titles 
Also debuting at ATEI: 

Tekken 3 (Nameo) 

Speed Up (Gaelco) 

San Francisco Rush (Atari) 

Maximum Force (Atari) 

Street Fighter EX (C<lpcom) 

Bubble Bobble 3 (Taito) 

Rerum of Arkaoold (T aito) 

World Pt:. Soccer V2 (jaleco) 



vultures circle Scavenger 
Premier league US videogame developer hits rocky ground 

SunnIer's Am_ (above Ieft), Scorcher (above richt). and its most 
ell,erty antldpllted came. the dun,eon-bAsed Into the Shadows (main) 

Cl 
umours abound concerning the 

• future of once-feted PC developer, 
scavenger. Repons suggest that the 

company, formed just two years ago, has 
ceased trading. Phooe lines have been either 
disconnected or left to ring In an of 
Scavenger's UK and US offices, and GT 
InteractIVe, which have the publishing fights to 
three of Scavenger's tltles, has refused to 
comment, as It is currently entenng Into 
litigation WIth the development house, Details 
of the legal situation are sketchy, but It'S likely 
to be connected WIth the fact that not only 
have Scavenger delivered its titles over six 
months late, but that Its most promising 
PfOJect. Into the Shadows, has been canned. 

ThiS leaves GTI with Amok, PC and Saturn 
racer Scorcher, and no Quake·beating 
blockbuster fof" '97 from a company intO which 
it has reputedly ,nvested over £2m of 
development and marketing cash. 

If all this is true, it WIll be a sad end to 
director Daniel Small's dream. Only last year, 
when SCavenger Showed ten games to an 
impressed audience at E3, the company 
was believed to be worth somewhere in £ 
the region of S5Om ... 

Creation croa ks 

Ct"Nt/on, Bullfrof'1 lonl­

.welted lIIIutiulltr.telY 

,eme, MI been Ulnned 

by producer EA. 

Apperentty the title was 

limply not livin, up to its 

ori,in.1 concepts end 

deli,n ,oell. 

Rumours hel tt thet the 

mo\'e hes ceused friction 

within Bullfroa: wtth some 

members of shlff, 

indudinl the Creation 

teem leeder, leeYinl to 

Ht up their own 

deyelopment house. 

Of course, director Petv 

MoIyeMa; mey ello JfIIIye 

Bullfroa: when Oung~n 

Keeper Is completed. 

Philips quits games market 
The Dutch electronics company hands over software assets to Infogrames and Ocean 

The CD-I (above) never 
found a niche In the 
muttlmecUa .. arket -
one reason why Phllips 
ha, decided to call It a 
day. Forthcornlnc titles 
like UEFA Socce, (left) 
wtll be passed on to 
Inforrames and Ocean 

~ 
fter a year of closures and job losses, 

.. Phlhps, the Dutch electrooics giant 
responsible for the ill-fated CD-i. has 

finally ended ItS direct involvement in the 
game industry. The company is ncm passlng 
on all its assets in this area to lnfogrames and 
rts UK partner Ocean. These Include various 
European offices as well as all games ncm in 
production under the Philips monicker. 

Philips purchased a 13% share in 
Infogrames several years ago, and shOuld see 
this boOSted by a furtller 12% when the 
transfer IS complete. The electronics giant now 
hOpes to reap the benefits of successful titles 
without having to cope with the management 
headaches of publishing and distributioo. 

The withdrawal marks the end of an era 
for a company which, like Sony, entered an 
unfamiliar industry with a brand neYJ piece of 
hardvolare. When the CD-I failed (due to poor 
hardware and software performance). the 
company moved on to game publishing, but 
made a series of bad deC1sions in this area too. 
Edge assumes that the rumoured 
CD-i2 project has also been canned. £ 
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Square delivers 32bit 
gaming fantasy 

Square Soft's biggest game to date has caused a momentous stir in Japan 

Final Fantasy VII breaks new ground in more than simply sales terms 
- ifs delivered on three discs. and even us a competitive price point 

I
t takes a brave company to forecast 
sales of four million for any game, but 
when square Soft's second 

PlayStation title, Final Fantasy VII, launched in 
Japan on January 31, it more than justified the 
hype it's been receiving since its 
announcement more than a year ago. 

While it was already the most pre-ordered 
game in history (1 .8m in the week before 
launch) the three-disc RPG notched up sales of 
nearly 2.04m units in just three days through 
Square's new policy of selling through its 
Digicube subsidiary into convenience stores as 
well as traditional video game outlets. While 
shelves were full of unsold SBturns and 
Nintendo 64s, the chances of purchasing a 
PlayStation were almost zero during the week 
leading up Final Fantasy Friday. 

Fans of the previous NES and SNES 
incarnations who were worried that square's 
apparent desire to create something more 
akin to an interactive movie (With FMV 
interludes) would mean a trade-off in the 
quality of the story and characters need not 
have worried. While the incredible 
prerendered backdrops inhabited by realtime 
3D Gouraud-shaded characters are easily the 
most striking thing about the game (and in the 
process have made square SGl's largest 
desktop customer), the storyline, which again 

• 

mixes magic and technology, is as large and as 
complex as any Final Fantasy tale yet. The 
huge industrial city seen in the recent demo 
disc given away with polygon fighter roDal 
NO. 1 is only the start of the game. After 6-7 
hours play the huge overworld map becomes 
available, finally shaking off its SNES Mode 7 
flatness for a true 3D version, giving access to 
a huge range of locations. FMV interludes are 
small, unobtrusive and seamlessly integrated, 
and while the frequent random battle 
encounters are still very much in evidence, 
bringing them into full 3D and packing them 
with amazing graphical effects more than 
offsets the fact that they're still turn-based and 
menu driven. 

America will have to wait until september 
7 to see if the western version of FFVII can 
repeat its success outside of Japan, while the 
UK could see a release before Christmas. 
Already, thOugh, some of the more adult 
themes in the game are caUSing sony and the 
game's translators headaches. Brothels, cross­
dressing and the usual Japanese open attitude 
to sex could all mean either censorship or at 
least a teen rating for the game. Although not 
wishing to offend traditionally sensitive US 
sensibilities is admirable, Edge wonders if far 
more effort should be spent trying not to 
destroy any of the original's atmosphere with a 
glib, localised translation that is so often £ 
the dOWTlfall of thiS type of game. 

The came uses a style of play that will be familiar to Japanese RPG 
fans (above richt). hut introduces some fantastic CGI (top richt) 
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COSTU"£ 
"OR( "2 .[LAYS 11tOUGH IAPAN REMAINS HOME TO THE MOST FANATICAL OF VlDEOGAMERS. ALL FOIIMS OF 

ELECTRONIC ENTERTAINMENT ARE WELCOMED WITH OPEN ARMS, AS THIS MONTtrS 
COLUMN REVEALS. MEANWHILE. EDGE ALSO TAKES A LOOK AT ANOTHER TENUOUSLY LINKED VllEOGAMING PUIISUIf ... 

Eggs provoke scramble 
Game & Watch, Nintendo's range of pocket games, was massively popular In the '80s, and it looks as 
though the hand*held trend is heading for a revival. Last year, a small keyring version of Tetris proved a 
massive success, and a few months back, Bandai released perhaps the strangest success story to date. 

Tamagochi (Japanese for 'egg') is a very basic artificial-intelligence-driven game attached to a key chain. 
When the product is purchased, a strange egg creature hatches on the smalilCD screen, and it's up to the 
user 10 take care of it. From this point on, the demanding little (fitter can communicate with its owner 
through a range of beeps and signs, which can indicate anything from hunger or sleepmess to plain old 
boredom. In return, the player uses screen icons and three buttons to feed, care for and educate the egg 
(in a similar, albeit crude, fashion to Millenium's Creatures) so that it stays alive and happy. No one, It seems, 
wants to be left with a key holder that exhibits eating disorders and dysfunctIOnal behaVioural patterns. 

To say Tamagochi has been a success IS an understatement of gigantic proportions. Sandai initially 
produced 300,000 uOlts of the game - at VI ,980 (£ 10) each - all of which sold out in a matter of weeks. 
Hundreds of people queued for hours outside shops If it was rumoured stocks of the toy remained within, 
and shop keepers, eager to capitalise on the phenomenon, ran lotteries which offered Tamagochi units as 
prizes. Unbelievably, Tamagochi home pages have begun appearing on the Intemet, such is their owners' 
fanaticism for the scene. 

The most surprising element of this sensation is that the Tamagochi is appealing lTlOfe to businessmen 
and \NOmen than school kids. This is particularly worrying considering recent rumours which suggest that, to 
keep the Tamagochi happy and healthy, it has to be tended to every half an hour, regardless of day or 
night. Expect a downturn m the Japanese economy, then, as sleep-<leprived workers stumble zombie-like 
around offices mumbling about beloved egg-shaped life forms. And there's more potential bad neo.vs afoot 
for the Nikkei index - Tamagochi 2 is due out soon .. 

The Tamagochi handheld game is so immensely popular, people queued in their hundreds to buy one. (top left). The 
game has just three control buttons and a small Leo screen, but that proved enough to cause natioll'Nide hysteria 

Dressed to kill 
Since the phenomenon was introduced two years ago, the Costumeplay - a special club night where 
videogame and manga enthusiasts tum up dressed as their favourite characters - has rapidly increased in 
popularity. A recent evening at the Twin-Star club in the district of Idabashi saw eager punters 'havin' it large 
style' to techno and game music while dressed in, amongst other things, Resident Evil and Tobal No. 1 garb. 
The participants, who compare the events to Hallowe'en, often have their costumes custom made - a 
process which can cost up to 11'80,000 (£400). Similar evenings are now taking place across Japan with 
prizes being given out to the best-dressed attendees. 

Although this sounds like the sort of activity only indulged in by hardcore otaku, CosPlay-goers are 
usually stressed-out workers 1Nh0 simply want to relax. It's just that some of them can only relax while 
dressed as futuristic beat 'em up characters and zombie-slaughtering cops. Only in Japan .. 

Ml: no show. no surprise 
Panasonic has once again postponed an offICial announcement regarding the release of M2. A statement 
was originally promised for January, but this was later changed to February. Now the company has 
withdrawn any offer of an announcement date. 

However, the first arcade games to use the technology could possibly be shown at the next Arcade 
Operator's Union (AOU) show in late February. As revealed in last month's Edge, Konami is developing a 
beat 'em up that incorporates the 64bit M2 technology, but news has since come to light that the company 
is also working on an M2 shoot 'em up called Polikids. Capcom's own M2 beat 'em up, hO'NeVer, is unlikely 
to make an appearance at the show unless a more advanced version has been kept under wraps. It is 
unknown if other Japanese coin-op developers have M2 titles in the works. £ 

Edge hopes to have more details about Panasanic's M2 next month. 
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Tabol No. I (right), Resident Evil and 
Fighting Vipers (next right) characters. 
At least it keeps them off the streets • , 
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out there 

(out there) 
REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY 

he well known and, until recently, 

highly accurate, axiom that girls 

generally do not play videogames may be on 
the verge of abolition. Barbie Fashion 

Designer, a PC CD-ROM from Mattel, sold 
200,000 copies in its first month on release 

in the States, and Mattel has now shipped 
more than 500,000 units in the US alone. 

Most impressive, though, is the assertion 
printed in the Washington Post that the title 

has already outsold C&C: Red Alert - one of 
the most acclaimed PC titles of last year. 

This level of success is in marked contrast 

to the fate usually suffered by games aimed 
at girls. Publisher Her Interactive saw its 
premiere title, a PC dating adventure called 
McKenzie and Co, fail miserably when 

released at the end of '95 and even Barbie 
has seen her fare share of failure in this 

difficult market: Barbie Goes Shopping 
bombed spectacularly on the Game Boy a 

few years ago. 
Mattel puts some of the success of its 

latest product down to wise marketing. 

Instead of advertising Fashion Designer in 
videogame mags, which girls invariably don't 

read, the company used ads on children's 
television and displays in toy departments to 

attract the attention of young female 
consumers. Mattel has also been careful to 
give Fashion Designer a more creative slant -

perhaps to combat one of the criticisms 
usually aimed at videogames by girls: that 

they're a completely point!ess waste of time. 

Hence, any Barbie clothes designed with the 

product can be printed out onto thin fabric 
and used to clothe a real doll. Barbie Goes 

Shopping, of course, missed out on this vital 

creative element. 
Inevitably, a rush to produce similar 

products is imminent. Her Interactive, which 

specialises solely in videogames aimed at 
girls, has two new products due out this year 

and no doubt more will follow from similar 
companies desperate to cash in on the 

success of Fashion Designer. 
But is current optimism in the girls market 

misplaced? Fashion Designer was, after all, 
released just before Christmas, a time when 
parents tend to make many of the purchasing 

decisions. Many of those 200,000 copies of 
Mattel's game could well be lying unused 

next to family Pes across America, Also, even 
if the product were appreciated by its target 

audience, it is likely to be more because of 

Barbie herself - one of the most recognisable 
icons of the 20th century - than the CD-ROM 

content Non-Barbie games, however good, 
could well be eternally doomed to failure. 

The product has also provoked a 
smattering of adverse comment in the States. 
Feminist critics see Barbie as a bad influence, 

claiming that she reinforcing stereotypes of 

female beauty and forces girls to live up to 
impossible physical standards. In turn, some 

industry critics are disappointed that, if an 
upsurge in the girl's multimedia market does 
come about, it should be led by such a poor 
role model. However, exploiting stereotypical 
behaviour is nothing neN in videogames -

Doom is, after all, a hi-tech version of boys 

playing soldiers. 
'Nhatever the political and social 

implications of Barbie's success are, though, a 

question mark remains hanging over the 
future of the girl-specific game market. 

Fashion Designer is aimed at a very specific, 
and very young age group - one that is more 

interested in finding new ways to interact with 
Barbie than it is in finding n€IN ways to 
interact with a computer. Companies like Her 

Interactive have to discover what sorts of 

games will appeal to older girls if they are to 
create a steady grD'Ning audience. 

Ultimately, a gender-specific software 

market may not even be necessary. TItles like 

Tetns and Puyo Puyo have hU8e~ appealed 
to female gamers - it's the violent stuff that 
girls generally reject What the game industry 

needs to do, then, is increase awareness by 
advertising its non-violent games in new 

areas. So, Super Mario 64 adverts in Just 
Seventeen? Stranger things have happened .. 
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Game site~nd patch 

GT Interactive's site 
(above). Impulse I's site 
(right) will appeal to fans 
of Id Software's Quake 

ou know the scenario. You might 
even have experienced it first hand. 
You rushed Oul to buy a game the 

second I1 arrived in the shops, only to find 
that the developers had been in Cl similar 
rush to actually gel it out on time. leaving Cl 
tidy pile of 'undocumented features' lurking 
in the code. In the past, the only option 
would have been to take it back to the shop 
in the hope that Cl mOTe recent version had 
turned up, or maybe take your grievance 
direct to the publisher, and eventually receive 
a patch disk that fixed the problems. 

That was then and this is now. A sizeable 
portion of the Internet is taken up by 
game-related sites, many of them simple fan 
pages, but a lot of them invaluable sources 
of patches and other programs to help users 
really make the most of their games. The 
trick is to know where to go for them. 
As a starting point, Edge would suggest 
Games Domain (hnp://www.gamesdomain. 
co.uk/) or Happy Puppy (http://WWN.happy 
puppy.com!), the Net's two leading general­
purpose gaming sites. 

Here you'll find the latest patches and 
updates, all the cheats and tips you'll ever 
need, as well as an assortment of other 
gaming goodies. If you don't wanllo risk 
buying an incomplete, or just plain bad 
game, you'll also find a host of demos 
available for download so that you can get a 
taster of what you'll be buying. 

Demos are big business, and most 
software houses now have their own sites 
where you can get your hands on them first 
Of course, Apogee really set the demo scene 

Where do you go 
if your games are 
bugged, you're 
sick of the same 
old action or you 
just feel the need 
to cheat? All the 
answers are lit 
the other end of 
yourmoclem 

segasoft 
turns on heat 
5egaSOft Is QJrrentty running 
beta tests for Its QIMl onUne gaming _ Heat 

The service promises higtJ­__ -.:v mu.player 
gaming and wllllndude popular 
CD-ROM titles, as -..veIl as games 
only playable on this site. 

Heat Is catdlllydescrlbed on _, brilliantly des_ 
'NebsIte as a 'safe' outlet where 
violent teodencIes are not only 
accepted, they are rewarded 
with prtzes and stuff. It should 
be up aoo running properly by 

""'-TO sign up as a beta tester, vlSIt: 
www.sepIOflcom 



New Stuff at Happy Puppyl 
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Happy Puppy's website Is IImonK the most popular ,ame-related spots 
on the Internet. offertnc • healthy amount of download.ble data 

rolling years ago, and it's still churnmg out 
titles, the most eagerly awaited ones 
coming from its 3D Rea!ms division 
(http://.......-..v.v.3drealms.com/). If you still 
haven't tried Duke Nukem 3D, that's the 
place to find it. Other corporate websites 
worth a look for demos and patches are 
Virgin (http://www.vie.coml).CTlnteractive 
(http://'NMV.gtinteractive,com/), Interplay 
(http://lrVIMrV.interplay.com) and id, 
developer of Quake (http://www. 
idsoftware.com). 

with Quake, the patching and hacking 
scene has gone into overdnve. Its open 
architecture makes it a doodle to do all sorts 
of things to the game, more so than with its 
predecessor, Doom. All manner of Quake 
enhancements are available over the Net, 
from Simple cosmetic changes through to 
total reworkings (one particular favourite at 
the moment is a MechWarriof 2 patch, 
complete with hulking robots and killer 
weapons). The sheer adaptability of Quake 
is reflected in the number of sites that cater 
for Quake developments. Edge 
recommends: Impulse 1 (http://eas'yWeb. 
easynet.co.uk/ - inferno/impulse I!), The 
Quake Stomping Grounds (http://www. 
stomped.com!) and Blue's News 
(http://www.bluesnews.com ). 

Other developers are catching on to the 
whole hacking scene now, and positively 
encouraging the general public to delve 
within their games and have a go al doing it 
better. Last year's Command & Conquer: 
Red Alert came complete with an editor for 
creating scenarios, so it's no surpnse that 
sites have appeared offering new maps to 
download. If you've taken Red Alert as far as 
it will go, then help yourself to a new 
challenge at http://www-sd.usc.edu/ - nieh 
/redalert.html. 

Even when developers don't make It 

easy to do your own thing. someone's 
bound to find a way. Sick of racing the same 
old cars round the same old tracks in Grand 
Prix 2? Give the vehicles a lick of paint and 
change those dull old hoardings while 
you're at it - you'll find all you need at 
hnp:(/ourworld.compuse!Ve.com/ 
homepages/tkellaway/gp2.htm. 

Disregarding all of today's technology, 
however, some garners wish that things 
could be like they were in the good old 
days, when games were simpler and 64K 
was a positively elephantine amount of 
memof)'. Those types, who rue the day that 
they sold their Colerovisions and Spectrums 
through the dassified sections in their local 
newspapers, bring back happier days with a 
visrt to Archaic Ruins (http://'NW'N.futureone. 
com/-damaged/AR/), the Internet's 
premier emulation site. It holds programs to 
emulate just about every old format of yore, 
from the Speccy through to the SNES, and 
by hunting around it's possible to find games 
to go with them. The process isn't strictly 
legal, of course, but hey, the underground 
spirit is part of what makes the Net so much 
fun. (Look out for a full guide to £ 
emulators in next months' issue .. ) 
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ou don't mess with Nintendo president Y Hlroshl V .... chl, because he never loses. 

At least, that's how it's always been. Until now, 

where the videogame industry has seen Sony raise the 

stakes with one of the most successful product launches 

of the decade. Now, the most powerful man in the 

videogarne industry appears to be on the back foot 

Nintendo has never had to trade blows with its 

competitors, remaining resolutely aloof. However, in 

recent times the steely eyed Yamauchi has 

uncharacteristically taken to gening his hands dirty by 

publicly attacking the P1ayStation. Competition is a word 

that he strud from his dictionary some 48 years ago. 

In 1949 Hiroshi Yamauchi was appointed president 

of Yamauchi·Nintendo Corporation. His first presidenti.!1 

move was to fire anyone and everyone who might 

oppose him. Every manager, no matter ho.v senior, found 

themselves in danger 01 losing his JOb. The recent death 

of his grandfather, though tragic, provided the young 

Yamauchi with the opportUnity to rid his company of the 

conservative elements that he despised, allOWing him to 

rule unopposed. Things would never be the same again. 

At that time, Nintendo's core business was playing 

cards, or, more specifically, 'Hanaluda', the traditional 

Japanese variety popular with the Iow-lile gambling dens 

that had sprung up in Japan since the war. The cards 

tumed a modest profit, but nothing specIiIctJlar, and a 

frustrated Yamauchi decided to embrace the more 

fashionable, p!astic-coated cards favoured by westerners. 

He struck a deal with Wait Disney, put Mickey Mouse on 

the backs of the cards and virtually doubted the company 

profits over night. In 1959 he went public and Ninlendo 

Company lId was born. 

Even then, competition was a secondary concern. 

Nintendo had a virtual monopoly thanks to its extensIVe 

distribution system whICh put NCl cards in just about 

every outlet, Irom tiny shops 10 the newly established 

department stOles and toy shops. That was Yamauchi's 

first success. His second was hiring a young engineer 

called C •• ,e. VHol to head up a new internal division 

- not for cards, but fOl games. According to D.vicl 

Scheff, author of 'Game 0Ier', when Yokoi asked what 

he should make, Yamaurni replied, 'Something great.' It 

preceded the N64 by many years, but in 1970, 

'something great' amounted to a hugely successful toy. 

Called the Ultra Hand, Yokol's plastic robot arm sold over 

I million units and proved not only that he had a natural 

flair for innovation, but that Yamauchi had an instinct for 

backing the right product at the right time. I1 was this 

instinct that lead him to push ahead with a games 

console .....-hen every market in the IoVOrid had declared 

videogame consoles a financial dead end. 

It has been said that if you want to know how 

Yamauchi thinks, you have only to observe the way that 

he plays the Japanese game, Go. One of the most 

comptex boardgames to learn, players spend many years 

developing their skills and moving up through the ranks, 

.....-hich are graded like a martial art. Only the very best 

tacticians could ever hope 10 move beyond Q 1 0, the 

'black belt', to reach a Oan grade. Yamauchi is a seventh 

Dan master and his playing style has been described 

variously as forceful, aggressive, open, flexible in defence 

and unstoppable in the face of weakness. 

AmoIcI G ....... ,.. chairman of the then-thriving 

Colero, never got around to playing Go with Yamauchi. If 

he had, he may never have had 10 face the explosive 

wrath at the Consumer Electronic; Show in 1983 

Nintendo was in negotiations With Atari at the time. 

lacking the distribution and influence needed to conquer 

the US manet, Yamauchi believed the best chance fOf his 

new Famicom console was to license it to the then­

struggling, but still highly regarded, Atari Corporatton fOf 

exclusive US distribution rights. The dedI backfired when 

CoIeco fan a computer version 01 Donkey Kong on Its 

new Adam system at the CES. Atari exec; saw it, and 

believed Nintendo had betrayed them. lfI'hat use was the 

FamlCom without one of the most successful arcade titles 

ever? Yamauchi acted decisively. He arranged to meet 

Greenberg and his associates, but he wouldn't tell them 

why. In 'Game 0Ier', $chef! describes what happened: 

'Yamauc.hi entered the room abruptly and, without 

addressing anyone, stood at the end of the table. He 

became, as one of those present put it, 'unglued'. He 

began with a breathy, high-pitched tirade in a Manon 

Brarido monotone and quickly became loud and abusive 

With a Plercing cry, he swung his arm in an arc in front of 

him, shooting his outstretched index finger toward 

Greenberg IfI'hen Greenberg tumed to IMlnoru) 

Ar.kaw. [president of NOA} for help, he was met with a 

cold stare. By the time Yamauchi wound down, no one in 

the room said a IoVOrd. The translator finally began to 

speak. "Mt Yamauchi is very upset: the man said.' 

Needless to say, Colec.o buckled. Yamauchi 

rofHe 

Nlntendo"s core busineu for yurs wu the 
m •• ufoctun of hlch-q..- oIayt .. conIs 
for use In profllllo ... I ..... Wln. drdes 

threatened to serve a lawsuit that would 'leave nothing of 

the company' if it continued 10 use Donkey Kong to 

promote the Adam. As it was, Atari never intended to 

launch the Famicom. The company wanted to buy the 

rights, bury the system and leave the way clear for its 

own Alilri 7800. In the end, it didn't have the cash and 

Nintendo had to launch the Famicom itself, as the NES. 

Yamauchi must have since breathed a sigh of relief that 

Atari never got its incompetent hands on Nintendo's 

seminal console. If this encounter proved anything, it was 

that there was only one way to do business with 

Yamauchi: you did it his way, or not at all. This was 

something the US market lound hard to appreaate, not 

least because of restrictive licensing agreements imposed 

upon it during the Mario boom years. Yamauchi had a 

plan. !f he could controllhe flow of software for his 

machine, then he could control the quality, and if he 

could do that, his instincts would ensure that only the 
best titles would reach the streets. As long as Nintendo 

could maintain the quality, there would be no competition. 

BUI competition is healthy. As Nintendo grew into the 

most successful videogame company of all time, its iron 

will began to wane. Sega, whose Master System failed to 

make even a dent in Famicom sales sheets, beat it to 

manel with the next genelCltion 01 home gaming 
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: ... systems. The Mega Drive hardware, along with a hip 

.c: marketing campaign. !eft Nintendo scrabbling 10 catch up 

:; in the lucrative US market. Yamauchl had underestimated 

:I the opposition. He couldn't even conceive of Cl 

COmpetitor, much less one armed With superior 

technology. INtllle the Mega Drive was only tllIldly 

successful m Japan, its sales elsewhere 10 the world were 

soaring. Owacterislically, Yamauchi decided to ignore tPe 

Sega success and concentrate on his lalest prOJect. the 
16bit Super Famioom. He 'NOU1d rely on his instincts 10 

see him through. 'MIen the Super Farrncom was 

launched in JaJ)dn in 1990, it stOlTTled the market 

Yamaucru ks'K!W that Segd'S weal::ne!.s was Its 

home market, and, true to form, he be<ame unstoppable 

As iI Japanese limited company, Nmlendo will always 

put Its home marllet ahead of its foreign commitments, 

Yamauchi's natIVe suo:ess WIth the Super Famicom saved 

the day, though 'NilS Largely thanks to another of his 

- bringing the best out of designer 

Sh1lenl Mly ... oto a young man who had impressed 

the stern chairman with his lively, chilch§h manner, some 

ten years previously. He hired him to come up WIth 
another 'something great', and he did. Over and over 

again. First Donkey Kong, then Morso, then Supet Moria 

and eventually. {If course, Super Mono 64, Once again. 

Yamauchi managed to keep the COmpe!llIOn at bay. Not 

that he con .. iered Sega a serious competitor, with ~tes 

of the Super F.mvcom apPfOaching 50m units wnrId-.-.'ide. 

But that was then, and this is "ON. Although the fli64 

is surging ahead 01 the Saturn and approaching 

P\dyStation sales figures in the US, in ~n, the most 

precious of Yamauchi's markets, all IS not so rosy. Both 

the Sony and Sega machines are firmly entrenched 

thanks to a cornbi.,ation of a two-year lead and an 

abundance of the most popular Japanese genres. beat 

'em ups and RPGs. ConsptCUOUSiy, the N64 currently has 

neither to recommend to Its audience. Nlntendo now has 

serious compelitJon on its own soil - worse, Yamauchi's 

legendary instinct is beginning to look fallible 

1995"5 Shoshinkai ,;how w,", key '"'''' fo< 

the Nintendc 64. It was here a launch date would be 

announced. playable demos would be irJallable for the 

first time, and, mo~t importantly, Yarnauchi would have to 

convlflce an increasingly cynical audience of his console's 

benefits - a challengmg task. considering the growing 

success of the PLayStatlOn and Saturn . 

Things didn't begin well. Just days before the show, 

Yamauchi - once again eKhibrtlng his notonously Slngle­

rrnnded business pracbc:e - pulled ten playable demos 

from the rtinerary, alienating both 'Dream Team' 

developers and avid gamers in one fell swoop. In their 

place was an admittedly brilliant playable version of Maria 

64, and a very early version of Kirby Bowf 64. 

On the first day of the event. however, Yamauchi 

made up for this contrOllel'Sl<l1 move with a vlttlolic 

speech bitterly condemning the current game industry 

Here he warned of the dangers present in releaSIng too 

many poor games, and berated software companies for 

their business tactICS: They will try to develop as many 

titles as possible so at least one of them will be a hit The 

UsefS wiU simply re)f!d. Ihese thllckale software titles: 

His alternative was simple -to intricately control the 

amount and quality of thirdparty development so only the 

best titles would be released and garners would not 

become alienated by a flood {If poor software. In thiS WlfY 

he painted Nlntendo, and lIS highly controlled 'Oream 

Team' philosophy, as the ~ioul of the software Industry. 

Onlookers were, for the t.me being, grudgingly conVInced 

It is a policy Yamauchi still stands by, as he POinted 

Oul at the recent 'Foreign Correspondents Oub' 

conference in Tokyo: 'Some argue the more software 

there is, the better the sales can be, but Nintendo IS 

against this kind of opiOlOfl_ We have elected to release 

fewe!" titles, and only 5pIeodid games WlR be introduced 

for the N64. ThaI was our big policy for the Introduction 

of the N64 10 the US and Japanese markets.' 

But. folla.ving 1995's Shoshinkai event. it 'NOU1d be a 



long time before matenal proof of the N64's true abilities 

were delivered. Yamaucru, who had IIlwllYs gone to great 

pains to stress the difference between Nlntendo's 

console and the 32bll machines, was determined not to 

launch the N64 within a year of the PlayStation and 

Saturn, A year, he felt, would be enough to stress the 

te<hnologlCal advance represented by his madllne 

WIthout keeping people waiting too long. 

All did not go according to plan, as vamauchi himself 

admitted at the conference: 1he N64 IS very different tn 

terms of quality compared to ib present competitors and 

we could not achieve the progress In designing the 

hardware arlC! software as quickly as we Ofigtnally 

planned, OUr competitors Introduced their 32 bit 

machines around December 1994 dnd Nintendo hoped 

to make its hardware available at the end of 1995, at 

least in Japan. But, in faa, ~use of the diffirultlcs in 

coming up wth good hardware and software, because 01 

the vaslllllprovernents In quality II1voived, It was delayed 

by seven months.' 

FOI the first time in Nlntendo's histOfY, the c'Jmpany 

had missed two Christmas seasons With a h;udw;ue 

launch. 'tt was a big handicap for Nlntendo: o!dmltted 

Vamauchl, and he was right The Japdnese business 

press, impressed by the quality of Sony's machine and 

distinctly unimpressed by the N64 launch delay, began 

speculallng over Nintendo's POSition as market leader. 

Were the company's, or more speCifically Yamauchi's, 

days of dominance numbered? 

SIX months on from the 'apanese I.ru"lch I'"kI the 

shghtly dl!>dppomtlng domew:. s.; flgu 'eS n "Iect ",e 

CYniCISm of the country's busine5$ pre= h 185 '>tdrtl :l 

well V.lth a complete se )lJ" but. by the end )f '96, 

Nlntendo had shipped d modest , .85m fMChlnes In 

Japan and there were still 140,000 dval!able dt retal 

kwl. In Amenca, 2A lm machmes were shipped in the 

flf'S\ three months dnd sok:! out completely. 

Pdrt of the problem lily with the quality of ttw 
software - something Vamauchi had slip' ted WOUld not 

be a ((;. ,:em. Although Super MOflo 64 was CYefythlnll' 

N!nl~ had promised (and morc beside ),0 "le tItle 

have !aded to lYe up to expectdtions. cl... )Ife the 

supposedty stnct qualify control me=: Me:.. "good 

eXdmple IS Ma"" Kart 64. At Slloshlnkdl J5, V.maudu 

bod;5ted this title would indiCdte lust how otd\-anced the 

N64 was: 'People wil! not be dble 10 see the un.quen-ss 

Ilf MO'IO Kart until if IS dl ledst SOCtb hmmed' 

In the end, however, Maria Kart, al1hOtJgh a thn ""£Iy 

adc:L' mulhplayCf title, WdS not the tnple-'A' prodl,:~ 

Sdmersl,¥J ~n promised. illS, in rMny Il"':SpeCts. 

a g:":"':Ihicdlly supeoor Yer5lOn Of SNE 0fIS") '\ill, 

fdHing some distance Vx! t of th)S so 

IdrTlOl&y ""Ierd'!ed by >uper Mono 6 .. 

So 'lOW :lid t~'IIS 10000rtilnt gamt' se lete :llfl It: 
P "':'ll '" ~te, :lespite Vdmduchi's assu . lCes a'" Xl 

softw.-e ~hty? Onc rec' )n may b'! It I Y~l! 11 

doesn't )lay vide .i8d~ He c 'I'II'i ~ th ." XlI1 "ICe )1 

ths. 19tt lac-that th N64t...... :>eelp ed "'f 

people n ~I" MIC the us. Perh,yo!; if 1e C-ne "-lId 

b'""!'11 ~e m:>n" CDmprr"1en....e '\00 to 

r~ .tse It WIXJC no have )C Ih JUgh 11 etas a 

slightly -wed)l'0 :lOCI, 1 e:.ect. IC r esen 0 th s 

and much worse )H~ xIe such M (rUIS 1 )~ an i 

Shadows 01 the t:m,:Hre lOW Ihat the N lter io ~uaIity 

assurance progr TIme far IrOff In' 

There ale aU) problems rTL.;lre de )Iy e nbe idcd ir"t 

t>Mtendo's reidl10nship with Japanese :levek»ers. last 

yeal. Square Soh - which had :JJOduced coo ltIess top­

selling \11~ for the NES and SNES - annoul1(ed that It 

would IlOt be producing games solely for the N64. Si lCC 

then, the company has relc,,;cd Fino/ Fanfa<:.y VII on the 

P'dyStdtlon 10 glowing reviews and Incred,bIe sdles. [nIX, 

responsible fQ( the influential SN[S sen~, Dragon Quest, 

has also mewed over to the PlayStdtlOn to further the RPG 

saga, which IS perha~ it mure POlgndn\ blow Vamauchi 

named the proposed N64 versIOn of Dragon Qvest VII at 

S:lOshink, . '95 as one of the II~ le judge lhe merits of 

the maaurr s Bulky DINe (6400) by. 

Typu:.ally, t'lough, Yamauchi now veheTle""ltly plays 

down tI rf ~Vi: :e of such ;etbacks: 'People v.tto ~re 

kn')wi .dg fC ,b< ," thlS matter know that it ...... 111 take 

four YI:<1I"'S for Vuil Horil tc develop a new Dragon 

Quest title. I would ke to ~k. who «In ~ sure thdl even 

a talented person like Mr Horii can, in four Vi dri, d· Ign d 

game better than iI5 predeces~? Ounng 'his IO'Jr-year 

penod, MI Hooi could have a slump, Of ,In illne-!.s 

Anything could happen: This is a rdtner ullCOr"IW1Cins 

statcment however 

Squdre mafldged to develop Final Fantasy VII within 

two years, dnd. more importdntly, if Yamauchi really 

beh ....... ed It would take Horii four years \0 develop a new 

Dragon Quest tllle, why did he announce that Dragon 

Quest VII woul.J be rtoady fQ( the laUnch )! Nlntc ,do' ~ 

Bulky Dove actess.Jryr 

Vamauchi is just as dismissive when the 10pIC tun, 

to Sony. When asked at the conference 1I In! Wd~ 

concerned dbout the colnpdny's plans to release 800 

PlayStdllOn titles in '97, his reply was filled With IICnom 

'The softwdre mdrket IS In d aiticdl conditlOll because of a 

fI-xxi JI Jf\lmportanl. boong VIdeogames. It remmds me 
of when Atan w;;. enpyr'1g a boo", ., tl'M: USA v"th the 

I • gE!1.erabon (;~ vide )8ames. I h ::l the :f1 'Xe 10 meet 

t.,;) with thl.: a;-np T1v. ~gemen dl '""IC time and they 

we -e SilyII1k At, wc d be onc of tt-oe bt~ .,;t <lIld most 
p'uflt<"hIe U: .orpor, Jr: But. in lact, thdl Wil', the 

compd'1y'~ pe k tlm. W, 11n two y£-f5th..: Industry At.ill 

knew h d allT\CO.t.ii: :>pe "ea. A Xld 01 .mill _re< lS 

Yid: ~mes mean th most u,,-- alMndoned t 

company Slime ~em E ltertdl,lment 'let a ~essrty 

to a Iy Wlle- It 'i lOt 'l!eresMg we can :;oe It and 

'8I")I'e It. You pomIlr 300 I just wonder \Oh). 

-JClity buy 80C _ 1 m afr.atd VOJ 1\.C:lo not realsc 

'ldt nany Jt 1eSe W1 1e=:: th 1 1,)() ":opies. Fcw 

retal\e- tnd :>eo ,le th c. 5\f )OMn channel are 

1aking me If!'f. tact, 'Ioohat hoppMcd to Atari can 

~ any tlfTJC 1I'I.Ia' 1!' 

No SUI'J fismgty, Yamauchi belie>les Ih~ yedr WlII be 

1e tu~ 'g p:Mllt 1 lonu"les IOf the :5 'bit cor~ole,>. He IS 

.. l>o ~)I'M ~ thdt t; lented programmers and designers 

who WNlt to d ~ lor tile N64 are being held back by 

TIp lies d~1t'lm,~ to pmduce lor lhe 32bll 

platforms. (omp.,tmes wlu:h he d",>",rts are d XHTICd 

because they ml\tdke quontlty for quality 'Sum p;"')p!e 

are Sdying this IS the erd 01 software 1 the InJu~try, but in 

my mind 1115 not. It is not the age of the )hware. It Jj 

the dRe wllefe only selected software can SUMVe' 

There 15 00 doubt that as long as games ~ke MOn' 

64 are bewlg produced and Y~'s sound hor..'ICSS 

rTIInd '>tdYS la;: JSed. 1\: ·enio Wo 'etdln Its 4Iin1cssent,al 

place In tl gaf1.es lOCIostry . .ilIt there al chinks In the 

big boss rn; :>ur. ho.JgI1 ~ ~ disrnlssr\'C about hl~ flyals, 

he i5 objective el'\O..lgh to realise thdl Nlntcndo IS nol 

complete') ~a!libJc' 'If you 351:. me dbout the cited on 

Nlr"Jtendo" Dragon Que~(~ depdrtufe has had, I 'Mluld 

hove to say tI ere IS no concrete effect However, In Japan, 

ITldgc 'o't'fV npOOtInl and Cdf1 hdve a profound 

lfluc lC:: ?Ofl the psychologlCill or ~plfrtUdI weft.-belng of 

a company. ...annut deny this announcement MS had 

some psydlologi=" infl~nce on Nintendo I think 

11 IS tnlt' we h<1Ye bee<1 hit psydlologlcally 
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Prescreen Alphas 
I 

nfogrames, which recently merged. with British 

publiSher Ocean. is POised to make a triumphant 

return to form folloWIng the mediocre Alone In 

the Dark clone Tlmegate last year with VR Rally, currently 

in development for the PlayStation. VVhat marks it out from 

the likes of Rage Racer is the fact that Infogrames' coders 

have found a way to run the game in the machine's IIttle­

used hi-res mode. which gives the title its characteristic 

arcade-style appearance. This involves writing directly to 

the system's GPU and GTE processors, without relying 

solely upon the C libraries prOVided by sony. If they really 

can pull it off. with a smooth 3D engine and detailed 

scenery, the PlayStation might well give the N64 a run for 

its money, as Rally already looks as good, if not better, 

than any of the racers currently lined up for Nlntendo's 

machine. The game will feature a split-screen mode for 

twoplayer games and a split-screen link-up enabling four 

players to race at the same time. Judging by the 

screenshots, which use very little fogging, the game should 

also boast an impressively low level of pop-up. More on 

this next month. 

Bullfrog's long-awaited strategy epic Dungeon Keeper 

Bullflog's much-delayed Dungeon Keeper is now almost 
complete, and now exhibits impressive realtlme lighting effeas , 

looks as if it may finally be ready to Ship. Peter Molyneux 
instigated a rewrite of the game last year after it failed to 

live up to his high expectations, and it looks as If the wait 

may have been worth it. Cosmetics are never the best way 

to judge a Bullfrog title, as they consistently rely on 

complex gameplay rather than impressive graphics, but 

the most recent shots sent to Edge have some incredibly 

impressive lighting and textures, and Bullfrog has listened 

to early CfltlClsms and included an SVGA mode for those 

with high-spec PCs. Once Dungeon Keeper is bOxed, 

Molyneux will almost certainly leave the company, but 

development of his remaining projects, including Populoos 3, 
will continue as planned Without him. 

Having broken away from perennial loss-makers 

MindScape, Mlndscape Bordeaux has changed its name to 

Kalisto and will be releasing a number of major titles this 

year. Dark Earth is a PC adventure game blending 

polygonal hi-res characters With amazingly detailed 

prerendered backgrounds and looks to be a conSiderable 

advance over the ageing Alone In (he Dark series, looking 

more like Square's Final Fantasy VII than an agonisingly 

slow PC title. The game Will be the first in a series set in an 

lnfogrames will no doubt surprise many WIth Its incredible-looking VR Rally 
for the PlayStation. The ccr models and detail promise 10 be the most 
advanced yet seen on the machine, thanks to some neal coding tricks 



Dark Earth, from Kalisto, is blessed WIth some of the most 
atmospheric and detailed rendering yet seen in a PC adventure 

title. Kalisto has recently split from Mindscape and is planning to 
develop across all platforms. Its Power VR-speciflc racing game, 

Ultimate Race, is now complete and wil l be reviewed next issue 

(apcom's Battle Circuit is a fourplayer 
beat 'em up planned for the arcade 

Earth of a dark future, which bears a closer resemblance 

to Tolk ien's Middle Earth than 'Bladerunner', and Katisto is 

promising a strong storyline to support the game's 

Impressive visuals. 

Plots aren't particularly relevant to Nightmare 

Creatures, a Kalisto title due for release on PlayStation and 

PC. Choosing one of two characters, the player must 

battle his way through 15 varied levels, all set in Victorian 

London, complete with transparent mist effects, creepy 

iron gates and some genuinely scary-looking monsters. 

Characters have a variety of moves available, from basic 

hand-ta-hand combat to the rather more involved use of 

weapons. The emphaSiS is clearly on action blended into a 

Resident Evil-style chilling atmosphere. Edge will be taking 

a closer look at Kalisto and its forthcoming games in next 

month's issue. 

Pure Entertainmenrs first title, Lunaflk (above), features 
breathtaking 3D landscapes courtesy of the increasingly 
ubiquitous 3Dfx card. The game is a top-Oown shoot 'em up 
and will also be released on the PlayStation, Edge will 
feature more on this company and its games next issue 

• 

r e screens 

Kalisto's Nightmare 
Creatures (below, left) 
resembles a particularty 
gruesome Tomb Raider. 
The atmospheri<: fog 
effects are well done, and 
the Quake-style monsters 
that lurt in the shadCM'S 
are genuinely scary 

Gremlin Interactive has high hopes for its' Elite on a 

planet' game, Hardwar, which is in the final stages of 

completion at its Sheffield HQ. The game looks set to be 

one of the most challenging games of the '97, as players 

juggle their trading and mercenary responsibilities with the 

need to keep the many and various factions at work on 

good terms. There's a storyline of sorts, but the majority of 

the programming team's efforts have been focused on AI, 

which should be advanced enough to make Hardwar a 

genuinely open-ended experience. In keeping with the 

current trend of blending popular culture into the gaming Ill-

Following the disappointment that 
was The Neverhood, Splelberg's 
games division, Dreamworks 
Interactive, will be hoping that LOS1 
World (above) is a huge hit 

~ •• 
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Activision's Dark Reign is a 
Command and Cooquer done 
WIth a weird time-travelling plot 
that sees the player ootlllf1g to 
ellmHw:1te future warmongers 

Data East's shoot 'em up, Skull Fang, should give the 
Saturn's capab~ sprite-handling capabilities a real \oVOr!t<M.Jt 

Rage Software's DarWIght Conflld is 
+iIl'-t- a PlayStation space shoot 'em up 

.... scene, Gremhn has employed the services of underground 

dance label warp Records to provide the game's 
soundtraCK. It's unliKely that any original material will be 

written for the title, with warp instead providing ten traCKS 
from its extenSive back catalogue. As if that wasn't 
enough, DeSigners Republic (the crew behind Wipeout'S 

distmctlVe imagery) has also been Involved, creating 
m-game Signs and logos. 

After the near-unanimous KiCKing the recent FIFA 97 

received from the videogaming press, it wouldn't be 

unreasonable to expect EA sports to give the gOld-plated 
license a break. As reported in E39, FIFA 64 is almost 

• 

Gremlrn's Hardwor features some innovative science-fICtion design 
coupled With open-ended trading-based garneplay reminiscent of Elite 

finrshed. lookmg at these early shots, the game looks 

promising, but the players seem to laCK the detail found in 
Konamr's excellent J-League Perfect Striker (to be retitled 

international Superstar Soccer in the UK) and it will be an 
uphill struggle for the development team to ensure that 
none of the title's previous problems find their way into 

such a crucial release. Not that they'd be that worrred, as 
FIFA 97, despite its obvious failings, beat C&C: Red A/en 

and Tomb Raider to the top spot over Chnstmas '96 
Fans of vertically scrolling shoot 'em ups will be 

pleased to know that Data East's recent cOin-op, Skull 
Fang, is making the leap to saturn next month. Though its 

ElectronIC Arts is about to bring RFA 
to the Nlntendo 64. Will it suffer the 
same faults as Its forebears? 



PlayStation title Reciproheat 5000, from Japanese developer Xing. adds a new twist to the racing genre by racing 
aircra ft instead of cars. Players get to use speed-ups, take risky routes and knock each other into cliff faces to win 

Sky Target, from Sega, is another 
coin-op soon to land on the Saturn 

gameplay offers nothing especially new, involving multiple 

power-ups and shields and plenty of cannon-fodder enemy 

ships to blast, there is one neat twist: the player must 

actually chase a boss through each level of the game, 

making speed more crucial than destruction. The Saturn is, 

of course, excellently suited to this kind of game, and the 

home version will feature huge, scaling, rotating sprites as 

well as a number of different modes, including 'arcade' 

which will require players to turn TVs on their sides for that 

genuine cOin-op feel 

Meanwhile, as id beavers away on ever more complex 

3D engines, its kindred spirit, Raven Software, is planning 

to use the Quake technology in its forthcoming Gauntlet-

style fantasy action title, Mageslayer. The player must 

make his way through a number of mediaeval castle levels, 

collecting five powerful relics, and may choose his 

character from anyone of four clan types: Warlocks, 

EarthLords, Demons or Inquisitors. Each has its own 

relative strengths and weaknesses, some possessing more 

magic and others relying on the less cerebral art of hacking ... 

Psygnosis is bringing its highly successful PlayStation title, n, to the PC, courtesy of the 30fx accelerator board. 
A beta version recently played by Edge revealed a stunnmg level of detail and an Impressive 30fps update speed 

• 

screens 

Omikron (above), from Gallic coders Quantic Dream, is a PC action 
adventure in the style of Adeline's Fade to Block, on a bigger scale 

One of Activision's biggest releases of the year will be the 30 
adventure shoot 'em up, Apocalypse (above), features the digitised and 
motion-captured bOOy of 'Die Hard' action star Bruce Wil lis. Apparently, 
the actor has said of the prOle<!: When these cats at Activision shoNed 
me the new graphics and interaction on Apocalypse, 1 was blown aw<f( 
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Though Its characters are spnles. MagesJoyer, from Raven Software, makes full use of the Quake engine's strong 3D abilities. Set 11'1 a senes of castles, the game bears a strong resemblance to 
Alari's cJas~c. Gauntlet. It certainly makes a refreshing change from the glut of first-peJSOn games currently on the horizon. and WIll take fun adYantage 01 cunent PC 3D-acceleratOf technology 

.. monsters to pieces. The real potential for Mageslayer lies 
In its multi player mode, which Will allow teams of 

adventurers to play on the same map. The Mageslayer 

team IS made up largely of programmers and artists from 

Raven'S prevIous success, the first-person fXXJm clone, 
Hexen, as well as a number of new additions, all eager to 
get to grips with the ground-breakmg Quake technology 

The 3Dfx bandwagon is movrng on apace, and WI 

undoubtedly gain yet more momentum with the imminent 

release of an update of Psygnosis racer, Ft. The game 
looks stunning,. with bi·llnear filtenng,. fogging effects and 

16bit COlour, all running at a smooth 3Ofps. Visually, at 

least, It leaves the likes of Grand Prix 2 on the starting grid. 
The PlayStatlon also has yet another racing game In the 

plpehne, but thiS one's a little different. Instead of racing 
cars, the player must race aircraft in Reciproheat 5000 
from Japanese developer, xlng. There'U be four stages, 

covenng courses offering mountains, canyons and snow as 
backdrops to the mnovative action. 

ActMSJOIl, which is currently preparing a new robot­
game license, Heavy Gear, is also developing a thlrd­

person 3D shoot 'em up entitled APOcalypse. The game 
recently hit the headlines for its well·publlCised use of 
Bruce Willis. The actor has had his features digitised and 

* ,,-I • ... : . 
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Comonche 3 fOf the PC is almost complete. US developer NovaLogIC. 
which pioneered the voxe!Space technology, has refined the engine to 
include polygonal vehicles and buildings, and a super-hi·res mode 



Konami's efforts to introduce more original 
coin-ops looks like a trend that's set to oontinue. 

Hang PIlot bears a close resemblance to 
PIIotWings 64 and looks excellent Two monitors 
are induded on the cabinet - one providing the 

view ahead and the other grving a detailed 
view of the ground More on this next issue 

texture-mapped onto the player-character's face. 

(Presumably, he'l l be hoping that the wonders of modern 

technology will give him some of his hair back) 

On the cOin-op scene, Sega has embraced the horror 

genre with its forthcoming coin-op - reputedly one of the 

blood iest games ever - House of the Dead. The game uses 

Model 2 technology to create a Virtua Cop-style gun game. 

Unlike Virtua cop, however, the player will be able to 

negotiate the 3D environment vertically as well as 

horizontally, climbing walls and balancing on ledges to 

progress. NO release date has yet been set, but 

Hallowe'en might be appropriate .. 

• 
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House of the Deod from Sega 
uses the Model 2 technology to 
aeate a aeepy haunted house 
for players to blast their way 
through using a light gun. 
Hammer horror meets Virtua 
Cop, with huge amounts of blood 
and gore to add to the mayhem 

re screens 



re screen 

The Ninja team (below. dockwise from top left): 
Brian Tomclyk (artist). Joby Wood (designer). 
Dan Scott (PlayStation programmer). lerT O'carTOlI 
(animator). Martin Jensen (Saturn programmer). 
Delleigh-Gilchrest (PlayStation programmer) 

This shot (far left) reveals 
how the team has managed 
to master transparency 
effects on the Satum. 
Shaded wire-frame versions 
of the planned intermission 
sections (below left) 
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Those expecting NinJQ to be Tomb RDlder 2 will be disappointed. Leading on the Saturn (the most popular 
format at Core), it was never Intended to be anything other than an adion-packed beat 'em up, an extension of 
ID arcade combat platform games with traditional bosses and multiple enemies, as well as magleal power-ups 

C
ore Design, having produced one of the best games of 1996, is 
about to face its most important year ever, and a tall order: how to 
follow Tomb Raider? Nmja won't be ItS f,fSt attempt, (that's 

reserved for scrolling beat 'em up, Judgment Force) but the Slightly 
haraSSed·looking five· man team piecing It together are hoping It will be 
proof enough that Core is on a roll. What they're certain of, even at this 
early stage, is that NinJa won't be Tomb Raider Goes East. 

Designer Joby Wood prefers it that way. 'This is not the sequel to 
Tomb Raider: he Insists. 'Ninja is an action game There's an element of 
exploration, but there's far less of an emphaSiS on puzzle solving and there 
are virtually no empty screens. There won't be a. moment when there's 
nothing happening on screen.' 

Ninja takes ItS cues from arcade games Shinobl and Rastan saga, 
melding tried·and·tested 20 gameplay with a rea time 3D environment. At 
least. that's the theory. At the moment, much of the specifics are yet to be 
defined. The computer screens that illuminate the Ninja development office 

Though these shots may inspire comparisons with The LDst NinJD, 
Core's game has more In common with Seg.'s coin-op classic. Shlnobi 

are filled With sketches, half-finished PhotoshOP textures and cut-scenes 
that still leave much to the imagination. With this is mind, a Summer 
release may seem a Ittle optimistic. 

'That has occurred to us: Wood confesses. 'We've done the hard part, 
though - the 3D engine. We built the whole thing from scratch. people 
thought that we'd just re-haSh the Tomb Raider engine over and over. It'S a 
great engine, but it's only really suited to that game, and we didn't want to 
be constrained by it. Tomb Raider was constructed differently, it was all 
interiors, which is fine, but you need a different approach when you're 
creating a landscape: 

Tomb Raider was built on a giant grid, with connecting rooms. Nmja 
consists of ten levels: some interiors, some exteriors and some a mixture 
of both, which creates as many opportunities as it does problems. There is, 
for example, a more varied visual mix. Despite its unrivalleOogameplay, 
Tomb Raider's environments were never that varied or detailed, the 
emphasis being on the dynamic camera. That level of interaction won't be 

Joby Wood, designer 

poSSible in Nmja, and nor is It desirable in a game that relies more on 
combat than pixel-perfect leaps and dives. The m-game View is closer to 
isometriC than full 3D, particularly dUring the exterior levels, and while the 
team insists that there's been no trade-off, this seems to afford Ninja a 
more detailed environment. 

'All the effort so far has gone into creating this detailed world. We've 
been concentrating on how we can get thiS world to function, to hang 
together and appear solid. We've only Just got to that stage: concedes 
WOOd. 'As for trade-offs, we still have a dynamic camera, but we don't 
allOW the player to move It around. Originally, the in-game view used a very 
low camera, which got everybody really eXCited because they thought it 
looked like Virtua Fighter. The problem with that was that it became 
virtually unplayable, because we have multiple enemies attacking you from 
all sides. For that you need to pull the camera back. It's a smart camera, so 
it works it out for you. Those close-ups will be in there, but only if you're 
fighting one·on-one. We don't want aesthetics getting in the way of gameplay. 
Having said that, the world is far more detailed than Tomb Raider's' 

A glance at the beta-verSion Saturn engine confirms the wisdom of 
spending so much time creating such a versatile world editor. Lush forests, 
craggy mountains and sapphire-hued lakes scroll by as the ninJa sprints 
around, and the detail is impressive. Camp fires litter Clearings, buildings 
are filled with furniture, and plants sprout from between rocks. It's an 
altogether different feel to the stark, cavernous interiors of Tomb Raider 
The game is being developed Jointly on both the Saturn and PlayStation, but 
Core has always been keen on the saturn, and its dedication to what is 
regarded by many as the inferior machine, will pay dividends with Ninja. 
'It hasn't been easy: says Wood 'lNhen we first started chucking ideas 
around for Nmja, the programmer, Martin Jensen, was Just sat there 
thinking how an earth he was going to achieve all this stuff. He'd just got ... 
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pra screen 

Creating the advanced world-building engine has occupied the team since the project beean. The world is far more detailed than the dark interiors of 
Tomb Raider, with complex textures and vast exterior levels featuring mountains. ravines. bridges. caves and casdes. all briIWminc over with monsters 

<Ill the Saturn dev kit, and It was all new. You have to allow for tl'1at, and the 
changes that come with greater know-how. Sega's libranes are getting 
better all the time, and although we don't rely 00 them, it helps to know 
how tile Saturn is evolving. We've done one thing in particular that we 
know will really impress saturn owners.' 

Core IS now creating transparencies on the saturn, and tt's using it to 
ImpreSSIve effect in Nmj8'S river sections. TIlls was something sadly 
missing from the saturn version of Tomb Raider, and many believed it 
couldn't be done. So how has It done it? Artist Brian Tomczyk explains: 
'We've used the saturn's -Mode r to create the floor surfaces for the 
game [a similar effect to VF2J , and the performance benefit has given us 
the ability to tag objects and to depth-cue them as either above or below 
that floor leveL If they're below, they have a palette change. There will be 
enemies beneath the surface that you can see swimming around. They'll 
leap up at you as you try to cross In the shallows. We've also used a Similar 
effect for one of the magical weapons which creates a transparent blast. 
It'S no big deal on the PlayStatlOn, but It'S a step forward on the Saturn.' 

SO far, there's been little talk of a plot, but that's somehow reassunng 
The priority for this team is to get the gameplay nght and to keep the 
momentum gOing. There'lI be no in-game prerendered scenes to slow the 
pace, only tight, atmospheric cut-scenes USing the in -game graphiCS 
engine. Jerr Q'Carroli , lead animator, has a healthy disrespect for FMV 
and prefers to take the Japanese approach familiar to games like le/da 

'The best way to do It is to have the cut-scene as part of the actIOn. For 
example, you allow the player to walk into a cave, and then you let the 
game take over for a few seconds, just to set the mood. You might change 
the camera angle, zoom in or out. We'll use this technique to Introduce the 
end-of-Ievel bosses. It maintains the pace: 

And that's precisely what the NinJa team will be doing over the next six 
months. Having prepared the groundwork, they'll be piecing all their ideas 
together, and populating the world they've worked so painstakingly to 
create. 'What are we gOing to do now?' ponders Wood. 'We're going to sit 
down, take a deep breath, relax and get all our ideas down on paper. £ 
There's a lot to do, but I know It'S gOing to be worth It.' 

The levels vary from woodlands. mountains and icy slopes to dark 
caverns and huge temples_ The level o' detail Is impressively high 

There's a far greater variety of enemies In NlnJa than in Tomb Raider 
and each has its own variety of attacks and Individual AI routines 

Joby Wood. the project's chief designer. claims the team have closely 
studied TV shows such as 'Monkey to get a feel for the NlnJa wortd 
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Even those with experience of 
the latest PC flight simulations 
will be impressed by what 
Innerloop has aChieved. 
Beautiful undulating 
landscapes stretch Into the 
distance, creating previously 
unseen levels of realism. 
Henning Rokling (se<:ond from 
left in photo, below) 

The endless pursuit of fast 3D gra"hics on the PC IS a q 
that spans the viCleogaming world. Edge jets to Norway 

to connect with a team of developers on the verge of a realtime breakth 

• 

is destined to be a 
marketable title but 
the snowboarding 
and buggy demos 
(top left, above) look 
Impressive, too 



At hi~r .. ltitudes ifs "dually possible to see the curvature of the earth. 
lerr.,n debUts aS5lped according to realistic ceolociul dab - trees 
only IfOw in "assy fields and below iI certain attitude. for example 

T he PC realtime graphics field is a unique one in that is sees new 
developments occur with alarming regularity, the state of the art 
seemingly being reset approximately every Six months. But despite 

the undeniable achievements of developers such as id, Epic Megagames 
and 3D Realms. not all the breakthroughs are being made in the United 
States. Edge recently flew to Oslo. Norway. to get the first look. at a new 
engine whose creators claim - JUst as all creators of new 30 engines do­
to be better than everything than has gone before It. There IS no game to 
speak of, except the gaming concepts employed to shO'N off the engme. 
Instead, Edge has travelled almost 1 ,(xx) miles to meet a team of ex­
hackers and demo coders to get a glimpse of the future of re3ltlme PC 3D 
And catch a bit of snowboarding too, of course. 

The sense of scale created by the buggy demo is truly breathtaking 
(top). Distant hills are dearly ylslble and aren't just Included for effect 

• 

Hennine Rokllne, In~ 

At InnerlOOp's offices in the SOONy core of the city, there's a sense of 
technological oneupmanship that what they have achieved will make 
waves In the PC development community. And it appears that such 
confidence won't go unfounded. Rather unenticingly known as Iterated 
Functions Systems (IFS) the technology relies upon a relatively new form of 
mathematics that has only recently broken out of the realms of theory into 
practical application. Basically, it renders a polygon landscape as far as the 
eye can see and seemingly with no visible performance hit no matter how 
much detail it throws at the screen - even when what is being viewed 
effectively represents millions of fX)lygons. Team leader Henning Rokling 
explains: 'It's not actually millions of fX)lygons per frame but It amounts to 
the same level of detail as If you had used millions of fX)lygons per frame. 
usually you have all sorts of ~pastlng In~ in the distance, but that's not very 
effective and we don't do it. We have fogging just for effect. because that's 
what terrain actually lOOKS like.' 

What impresses most about IFS is the way the engine draws the 
landscape far into the distance. Edge saw it running on a fairly lowly P120 
in a defined SVGA mode greater than 320x24Q and yet it managed to 
sustain a frame rate of 30fps With a breathtaking depth of vision. Naturally 
Innerloop IS reticent to diSCUSS the exact workings of its engine but the key 
to ItS performance is a set of algorithms that effectively mean that every 
coordinate of the huge landscape is precalculated and can be accessed 
immediately. The system automatically combines and connects faces and 
vertices wt1ile supporting a huge terrain and multiple effects. And the 
results are are plain to see: landscapes that stretch for miles and which 
unravel seamlessly with no build-up and use of hidden fogging. 

Even more surprising is the fact that Innerloop's huge textured world­
currently around 260JKm across - fits onto a single floppy disc. Everything 
is deSigned to reveal more detail the closer it appears to the camera. 
Planes appear on the horizon as a few pixels but are formed from 700 
polygons wt1en up close (they even cast proper undulating shadows on the 
landscape, as do clouds, due to the engine's ability to have all the terrain 
information instantly to hand). Thousands of trees are scattered across the 
hills, each composed of numerous polygons and the ground textures do 
not even smear or distort when viewed up close. Conversely, the player 
can flyaway from the ground and, after shooting through realistic 3D 
clouds, is then able to make out a realistic and geographically accurate 
outline of the country below. 

'The main difference is the way that the data is stored: continues 
Raiding. 'It isn't saved as polygons or surfaces in a normal 3D mesh but as 
parameters and textures in a kind of mathematical function. We have 
random access to every single point on the map and we can zoom in on a 
map to a single centimetre accuracy. Also, you can travel several thousand 
kilometres in one direction and then return to the same place, and wt1en 
you get back it will be exactly the same - that is to say, if you've blown up 
anything it will remain blown up.' 

To showcase the technology, Innerloop is currently working on a flight ... 
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All objed:s within the engine are represented by three different models. each composed of different numbers of polygons which switch depending on 
distance from the game camera. Highly detailed models (such as this plane. centre) are made up of around 600-100 polygons while others use far less 

<Ill simulation game that will be ready towards the end of the year - but its 
potentia l for all manner of 3D games is enormous. The key to this diversity 
are some proprietary world~building tools that allow the construction of 
authentic and artificial landscapes with ease. Edge is shown how it is 
possible to edit the landscape with the custom world builder, adjusting the 
height of the mountains and generally manipulati ng an impressive 3D world 
in realtime, but the team is keen to keep the nuts-and-bolts of the tools a 
secret. 'Basically, anyone who makes a 3D engine would want to make it as 
simple as possible, and this one is really simple: says Rokling. But all the 
complexity lies in creating the tools and the database so that 90% of its 
ingenuity is in finding the data and reading it' 

Despite running astonishingly well on a low-end pentium, Innerloop's 
technology will also benefit from an accelerator card which will simply 
allow for the drawing of more polygons to the screen at greater resolutions. 
'If you have a p200 you can boost the detail and have exceedingly gOOd 
definit ion and shading: adds Rokl ing, 'whereas if you have a slower 
computer you can reduce the detail, without affecting the gameplay, 
merely the appearance.' However, refreshingly for a state-of-the-art 
development, the low-res VGA graphics mode Edge is shown does not look 
substantially different from anything that has gone before. 'Most games in 
low-res look real ly crap,' concedes Rokling. 'This, however, actually looks 
gOOd. It's running fast, it's got lots of goOd colours, everything looks very 
smooth and yet it's in low-res. It'S extremely hard to tell from looking at the 
terrain because you never get the same pixel twice.' 

The issue of terra in detail does come with limitations, though, and is 
obviously dependent upon RAM. To get around this, Innerloop determines 
which parts of the landscape to spend the RAM on. For example, if San 
Francisco's bay area was mOdelled it's high ly likely that every player would 
want to flyover or under the Golden Gate bridge, so the team will devote 
more space and time to making this more realistic. Where the technology 
will really come into its own is in joining different types of terrain - such as 
the meeting of a lake, mountains and perhaps a desert - without sudden 
unconvincing changes. 

But this is all well and good for the PC. What about consoles? Surely 
this technology could also be applied to run on machines such as the 
PlayStation? 'We talked about this and it would be possible,' reckons 
Rokling, 'but we would have to lose a couple of pixel features, and we 
would have to reduce the size or the number of textures. If we actually 
made a landscape without any features - that is, no airports, snow, 
specific coastal outlines, no anything - it would take 2ooK, which still 
gives about the same quality when it comes to the texture of the ground.' 

The potential for Innerloop's technology to be licensed must be an 
enticing one to other developers. After all, progress in the development of 
external landscape engines has been slower than those limited to confined 
environments - mainly because technology has always been the limiting 
factor. NOW, a game like the 16bit Mike Singleton classic MidWinter could 
actually be constructed in a believable world. Command and conquer-type 
games could exist entirely in 3D and skiing games could exist in a 
landscape made up of 500 different slopes. 

'Ultimately what we've created would suit a driving game, an off-road 
game or even a skiing game or a bike game,' concludes Rokling, 'but £ 
really you can create any kind of landSC<lpe. There is no limitation.' 

The smalllnnerioop team pose in the crisp Oslo winter sun (top). 
Unlike 3D engines used in Commonche and Te"onotfo.lnnerioop's IFS 
renderer has six degrees of freedom allowing unllmHed viewpoints. 
It is also a state~ss renderer meaning that no data is streamed into 
the engine on the fly (like Need Fo, Speed for example) - instead. by 
using realtime decompression for every singte frame. all camera 
parameters can be changed from frame to frame and all points of the 
huge landscapes are instantly accessible. Plus. it all runs at 3Ofps ... 
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Terrocide benefits 
greatly from the vastly 
improved textures 
available with 3D cards 

UK codeshop Simis is harnessing the PC's new-found power to create 
the logical extension of Descent in Terracide. a game 

which promises to bring never-before-seen visuals to the format 

At first glance. Terrocide bears a striking resemblance to Descent. but myriad touches make it 
stand apart in terms of visual quality. both in static shots (these are all from the 3Dfx version. 
but the PowerVR and Rendition versions should be identical) and when running at full whack 

r.t.1 s 3D accelerators begin to get a 
... foothold in the PC market, Simis, 

like many other developers, is 
determined to establish itself in the brave 
new world of alpha blending. bi-linear 
filtering and polygon proceSSing that it 
believes will finally afford the PC its due as 
a cutting-edge games format. 

At first glance, its first effort, Terracide, 
resembles Interplay'S classic 3D shoot 

'em up, Descent. The gameplay takes 
place in a maze of tunnels and corridors, 
and follows the familiar keys-and-kil ls 
formula. variety comes in the shape of 
huge, cavernous arenas, underwater 
sections and Tie-fighter-style space 
dogfights that link the 20 interior levels. 
But project leader James Brooksey is 
keen to emphasise that Terracide is not 
Descent 3: 'This game is really not the 

The claustrophobia of the corridor sections is punduated neatly by Tie-fighter-style space combat sections that 
should give Terrodde a seamless continuity between its levels and afford an hugely impressive sense of scale 

• 
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Developer Simis has opted to support DirectJD as opposed to IndivicllNll urds.. WhUe this may souncllike a compromise (writinl to software Instead 
of directly to the hardware). the performance hit Is mlnl",.1 and there are surprlslnctY few effects a'lan_bIe on urds th.t DirectJD annot support 

same thing at all. Descent has all these 
little robots hovering about, but Terracide 
IS about huge, tough rooots that follow 
you around. head you off and gang up on 
you. And we have walkers as well, that 
stomp around the floor instead of just 
floating there. I've seen Descent 2 beefed 
up with the 3Dfx card, and it's nothing 
special, not like Terracide,' 

Descent 2 was, of course, merely 
'beefed up', while Terracide is the real 
thing, conceived from day one to be one 
of the first 3D-accelerated titles, and if you 
could see It running. you'd know why. 
Those who have a dedicate 3D card will 
witness 16bit colour, reflectIVe textures on 
the robots and bi-linear filtenng. as well as 
a screen update of 2S-:~)fps, all achieved 
via Direct3D_ No card-specific drIVers have 
been written for Terrac/de. 

Fortunately, the general opinion now 
seems to be that Microsoft has got things 
fundamentally right, and that fears of 030 

. h'I'~ SeeD Des~ent 2 ~tefed up 
Wit t \! lDtx Cilf ,and J S • 

not Ing specla , not h e Terraclde' 

• 

being 'the lowest common denominator' 
have proved unfounded. 

'The problem with Direct 3D is that it's 
not easy to use: explains Brooksey. 'The 
routines, manuals and support from 
Microsoft have been somewhat confusing. 
It takes a long time to get used to it. but 
once you've cracked 030, virtually all of 
the effects you want are available. I think 
the only exceptions that we've found are 
realtime shadows on the PowervR card 
and the texture doubling on 30fx. 
Everything else is available, and It'S all 
in the game.' 

The inclusion of a death match mode 
featunng invisibility weapons (Where 
opponents can only see the player's tell­
tale vapour-trails) should also secure 
Terracide long-term appeal, QUite apart 
from the obvious challenges associated 
with 20 maze-like levels. Hopefully, the 
welcome and timely emphasIs on graphics 
won't be at the expense of gameplay. If 
Slmis gets It Tight, Terracide could be the 
mUCh-needed shC'Ncase title 3D card 
manufacturers desperately need to get PC 
owners to put their hands in their £ 
pockets for yet another upgrade. 

Refreshlnclv, despite the lame's 16b1t colour, metallic textures, 
coloured nihtlnc and smooth update of 15-1Ofps, Slmls Is confident 
that Terracide will be much more than a special effects showcase 
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111e detail on these player 
models is considerably 
greater than that displayed 
in rivals Actuo Soccer and 
the poor FIFA '97. Motion· 
<apture data from Wrlght 
and Seaman will add flair 
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As the PC sports game scene continues its rapid expansion, 
a legendary title is being exhumed that its creator hopes will 

conquer the likes of EA's popular FIFA series 

(;J oecer games have found the 
transition from 16 to 32bit to be 
an uneasy one. Gremlin started 

the ball rolling with Actua soccer, 
employing motion capture and hybrid 
sprite/polygon technology, but many felt 
that the instant gratification of titles such 
as Sensible Soccer on the Amiga and 
Konami's SNES classic, 155, was sadly 
lacking. Two years on sees emphasis very 
much on pace and simplicity once again. 

Kick Off '97 is the latest in a line of 
soccer sims that began on the ST and 
Amiga in 1988, and has since appeared on 
the Mega Drive, SNES, PC and soon, 
PlayStation. Kick Off 3 never quite fulfilled 
its potential, but Steve Screech of 
development house Anco is confident that 
Kick Off '97 will fare better. 

, we tried to publish Kick Off 3 ourselves, 
and we simply didn't have the resources 
to promote the game: he reveals. 'NOW 
that Maxis has stepped in, we hope to get 
the publicity that we deserve. The unique 
thing about '97 is that you can actually 
play it straight away, as opposed to most 
of the 3D soccer titles around at the 
moment. We're going back to basics.' 

The complexities of controlling a player 

'We tried to pubJish Ki(/c Of! ~ 
ourselves, and we simply dl n t have 

the resources to prom6te t e game' 
in a 3D stadium have, according to 
Screech, taken the fun out of the game. 
Replacing the now traditional three- or 
four-button combinations is a simple two­
button set up, with different moves and 
kicks available depending on the position 
of the player on the pitch. This should give 
the game the addictive hook needed to 

The PC has hilrdly been fertile ground for footHllsimuliltions. but if anyone can bring an accomplished version to 
the pliltform. it's veteran developer Steve Saeech. He might want to keep IIn eye out for Sensl Soccer 2000, though 
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Thouch KO'9rs ]D environment looks impressive, Konaml has rec:endy 
proved (with N64 Perled Striker) that wild camera movement Isn't necessary 

recreate the paSS/shoot pace of the old 20 
games. Controls aren't the only factor. The 
3D engine will have to be qUicker than it 
was in the doomed Kick Off 3. 

'We've used motion-capture 
techniques for the players, using lan 
wright and David Seaman for the data,' 
Screech explains. 'We haven't let it 
compromise the speed. The engine has 
evolved over a period of years since the 
original 3D build of Kick Off 3 and we've 
learnt a lot on the way, and now we have 
a hi-res engine that consistently runs at 
2Sfps on a 100Mhz PC. There's a low-res 
mode, but it's not the default. God knows 

A H1Chbury-style videoscreen (above). The simple control 
method should allow for some Arsenal-esque play, too 

• 

The usul array of pre-match routines, such as line*ups, will appear 
In the came, Detail looks rather SlMrtan at this stage. however 

how fast It would be then: he muses. 
And if there are still those who hanker 

after the gOOd old days of tiny Sensi 
sprites, Kick Off '97 provides in the from of 
an overhead camera. With Maxis on its 
Side, the game should at least register In 
the FIFA-mad consciousness of PC soccer 
fans, but it's a notoriously fickle market. 
The 'back to basics' approach Will 
doubtless appeal to those who fondly 
remember the likes of Kick Off on the 
Amiga, but it remains to be seen how it 
will fare With a market more used to big 
licenses and simulatlOns than £ 
knockabout action. 

m 
•• 3 
• .. • N , 
• 











• c 
N 
• .. • 

'1 

pre sc re e n 

D~a61j]a 
Konami is readying itself for a full-on l2bit assault with a sequel to one the 

games that made its name. Ex-SNES owners will doubtless look 
upon its PlayStation sequel to Castlevania IV with slackened jaws ... 

A prerendered intro (left) sets the scene for wh.t's set to be one of the PI.yStatlon's most atmospheric cames to 
date. Thouch the came's presentation Is distinctly ID, a rich colour INlette serves to live it C".phlul depth (richt) 
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CasUeranla IVs '1nal 
showdown (middle) Is 
Induded In the Intro. 
Another boss (above) 

~ 
any hardcore gamers would pick 
Gast/evama as their most. 
treasured of Konami's senes of 

action games. Given the game's popularity 
on the NES and Game BOy, and not 
forgetting the memorable Castlevania IV 
on the SNES, it is indeed surprising that it 
has taken this long for it to arrive on the 
PlayStation. One reason cited internally 
was that the company's chairman doesn't 
hold the image of the series in high 
regard, preferring to fashion a friendly 

Memory urd hive points are: activated 
by findlnc coffins (above). Enemies meet 
their demise In a vibrant fashion (riCht). 
Some special attacks are huS'e In both 
visual and damace potency (top row) 

public face out of cute and colourful 
characters from games such as such as 
Goemon, Parodius and Twm Bee. 
However, a release date has been set for 
the Japanese version of PlayStation 
Castlevania, and a version will be released 
in the west nearer the Summer. 

In terms of game structure, Dracula X: 
Symphony of the Night has more in 
common with the last instalment in the 
series, Dracula X: Devil's castle. on the PC 
Engine (E4). Opening up the linear 



Droculo X's map 15 
comprehensive (top). 
Players face a menu of 
items. etc (above) 

Tuminclnto a bat (top left) 
and yellow vapour (top richt) 
opens up previously 
inaccessible sections 

Droculo X could be fairly likened to dassk SNES title Super Metroid In that some of 
its areas are Inaccessible: until a certain object or power Is discovered by the player 

networ1<s of the SNES title and mtroduclng 
a level of gamep1ay depth normally 
associated with Japanese rOie players, 
PlayStation Dracu/a immerses the player in 
a riCher, more expansive enVIronment and 
includes RPG elements such as interaction 
With other characters and even making 
use of an enormous array of weapons and 
magic. For a title clinging on to its 20 
roots, this a logical direction for Konami. 

The game's playable introductIOn sees 
a welcome resurrection of the final section 
of Castfevania IV on the SNES. Here the 
player defeats oracula, and after a new 
and rather spectacular final boss 
sequence, the game starts afresh With a 
whole new quest. In some respects 32bit 
Castfevania owes more to the sprawling 
nature of the PC Engine version, though -
there's an enormous and intricate layout 
of the castle that self-maps as you 
progress through it, and wandering 
through labyrinthine networks of tunnels 
and corridors reveals a diversity of 
gameplay. While the whip and chains used 
to swing across gaps in Castlevania IV 
have sadly been dropped (or at least 
weren't included in the version Edge 
played), the ability to transform into a bat 
permits access to previously inaccessible 
areas. Also, the player can even transform 
himself into a transparent, yellowish 
vapour allowing obstacles such as Iron 
gratings to be passed through with ease. 

Visually, at least, this 32bit incarnation 
will perhaps initially leave expectant 
players a little underwhelmed. Most 
noticeably there's an almost 16bit look 

and feel to the backgrounds and sprites, 
as fuU 3D objects are spurned in favour of 
fixed layers of conventional parallax. 
Fortunately there are subtle technical 
accomplishments such as sprite rotation 
and some clever shadowing, but for many, 
it is the suite of weaponry and magic 
effects that will command most attention 
- some having devastating effect, filling 
the screen with translucent lights and 
spinning holy crosses. 

While clearly lacking some of the 
visuals that 32bit console owners have 
become accustomed to, Dracula X's 
intricate 20 graphics, wonderful CD music 
and appropriately huge quest should be 
just enough to keep the Castlevania £ 
bloodline intact. 

The came includes some imacery that may cause offense to western 
audiences. JaINnese designers have no qualms about such content 
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Obviously tired of creating isometric-lD RPGs such as Dark Savior, 
Climax has turned to the driving game, adding mayhem, 

demolition and full·scale destruction for good measure 

Most obstacles in RunDbout can be smuhed throup or 
run over. Unfortunately. this tends to attrad the 
_"ention of the local police. However, they un be de.lt 
with accordingly (bottom. far right). 'I1te player's vehicle 
often ends up dented beyond rec:opition (top ript) 

Players can customise 
their vehicles (top) and 
choose from three 
different maps (above) 

F
or a long time. developers have 
been trymg to find alternatives to 
the Daytona-style racing game in 

an admirable attempt to aVOid formula 
fatigue. Crash-and-smash titles like 
Destruction Oerbyand TWisted Metal have 
proved popular, and Konami recently 
added a new twist - the user definable 
circuit - in GTI Club c6re O'AZure. Now 
acclaimed Japanese RPG deSigner Climax 
has combined both variants in its first ever 
racing game: the promisingly manic­
looking Runabout. 

In many ways, RunabOut isn't Quite as 
innovative as it might first appear: Probe's 
Die Hard Trilogy treads much the same 
ground in its driving section. Both games 
require the player to reach certain 
locations within allotted times and both 
take place in urban locations with no fixed 
circuits. In each title, then, racing is 
against the clock rather than other drivers, 
and finding the best route to the target by 
avoiding dead ends, traffic jams, etc, 
forms a significant part of the action. 

As a complete tit le, though, Runabout 
naturally gets more space to explore this 
intriguing new genre. For a start, the game 

offers three tracks as opposed to Die Hard 
Tn/ogy's single Manhattan offenng. The 
first stage, named 'Downtown', takes 
place in the Chinese sector of LOS 
Angeles, the second in the Shonan area of 
TOkyo {a seaside resort well-known for Its 
traffic Jams} and the third area, currently 
still being designed, is modelled around 
Paris by night. 

Inevitably, each of these courses 
places different demands on the driver. 
Paris is littered with tiny, difficult-to­
navigate streets (and it's possible to take a 
few shOrt cuts through the city'S Metro 
system). wtlile the TOkyo Shonan area is 
as famous for its traffic congestion as its 
seaside setting - an element successfully 
captured In the game. To keep players on 
their toes, traffic jams develop in different 
areas of the map each time the game is 
played. so potential drivers have to be 
constantly aware of alternative routes. 
Apparently, though, if all else fails, it's 
possible to drive along the beach. 

But the amusing part is. it's not always 
necessary to aVOid other cars. The player 
can choose from a list of 22 vehicles­
including sports cars, family saloons. 

From top: 'Down Town', 
'Sea Side' and 'Metro 
City' are the came's 
three drlvincloc.tles 



Atthough smashing into things is fun. the player is 
racing against the dock and must reach the tareet 
point within a time limit The map in the comer of the 
screen hints at possible routes to the finishing line 

'Officer, the shop just 
leapt out in front of me' 

trucks and even a scooter and a coach -
and the larger ones can just smash their 
way through traffic. As with Destruction 
Derby, this proves amazingly entertaining. 
Crashes are complemented with a range 
of sickening smash noises, and the 
player's vehicle can come away with 
massive dents - a feature which adds 
greatly to the destructive satisfaction. 

However, the coaches and trucks do 
not always provide the best options. Each 
vehicle handles differently, and the tactics 
available to the player vary depending on 
which is chosen. A rubbish truck, for 
example, is hardly the ideal vehicle for 
navigating the narrow lanes of gay Paris. 
In any case, wilfully smashing into 
obstacles like vehicles, pedestrians and 
buildings can attract the unwanted 
attentions of passing patrol cars whose 
drivers will take pot shots at the player. 

Graphically, the game is shaping up 
well. The shabby, densely cluttered 

tenement buildings of Chinatown are well 
reproduced, with some great. detailed 
texture-mapping on the many Chinese­
language Signs and adverts. The second 
stage proves a stark contrast with suitably 
lush beaches and a glorious sunset 
skyline. Importantly, all the maps look 
exceptionally large, so there should be 
plenty of scope for exploration - it's even 
poSSible to drive into shopping malls and 
hotel foyers, something that will no doubt 
appeal to fans of 'The Italian Job'. 

There do appear to be a few teething 
problems, though. Collision detection is 
weak at the moment, and some of the 
vehicle handling - especially on the 
scooter - is frustratingly tough and 
unrealistic, but these are sure to be sorted 
out prior to release. 

If Climax can build on Runabout's 
obvious early promise, the game could 
well set the pace for a fresh new £ 
breed of driving games. 

pre screen 

The lame offers a large ranlf: of different vehides. each with its own set of pros and 
cons. The coach (above rlpt) will drive throulh just about anythina:. but is hard to 
control. whereas the scooter (left) is hess sturdy, but much easier to manoeuvre 
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Stealth will be be an 
impor'Ulnt skill in 
negotiating 71Ie Dark 
Project's many levels 

With every man and his d~g seeminglx havion~ a Quake beater in development, 
Lookmg Glass stnl<mg effort distinguishes itselffrom 

the pack with a heavy-on-the-strategy angle 

I
t'S fitting that looking Glass, a 
development house situated near 
Harvard and the MIT, is dedicated 

to making games that require some 
genuine intellect as well as basic 
gameplaying skills. So it was somewhat 
surprising when the Massachussets-based 
group announced work on a first-person 
shooter apparently not too far removed 
from balls-out actioners suCh as Quake. 

'We've got volumetric rendering, with 
ray-cast lighting like in Quake: says 
project director Greg loPiccolo. 1001<:s­
wise we feel it's going to be very 
competitive.' Even more like ouake. this 
new game features polygonal enemies 
and a medieval setting, but according to 
LOPiccolo, that's where the comparison 
ends: 'From a gameplay mechanics 
standpoint, we're really excited about our 
concepts for advancing the state of the 
art, in terms of creating an immersive 
world where everything works.' 

In terms of background, LOPlccolo 

No support for the MMllnstruction set has yet been induded, but its 
crawinc popularity would seem to make It an essential element 

reveals that, 'In essence you're a thief in 
this undefined medieval age, sort of 
medieval meets ~Brazil~ meets -City of 
Lost Children-, There's some electriCity, 
some magic, and some 19th century 
machinery kind of stuff.' As a thief in this 
world, the player needs to develop more 
than just a good aim. 'It'S not like Duke 
Nukem,' LoPiccolo explains, 'where you 
have lots and lots of firepower. tt's more 

Environments made up of slantinc architecture add to the call1e's otherworldty qualities. While the early yenlon 
EdCe saw lacked enemies, Its construction cave it a ftavour that will be at least a match for Id's seminal Qualce 

o 



LookinC Cilass' Cire&: LoPiccolo daims that The Dark Project's ]D 
encine has been desiped to be 'supeNeuHlble', so the company 
may wellli(ense its tedtnology out to other came developers 

like you're smart, and you get smarter 
through the course of the game.' 

The player is armed with a sword, a 
knife, and a bow, and, while there are 
power-ups, players will need to continually 
improve their tactical skills to deal with 
situations. 'Much of the actual gameplay 
involves using shadO\oVS effectively,' reveals 
LoPiccolo. 'You're constantly sneaking 
around and making decisions: who to kill, 
who to sneak past, and who to trick.' 

Ideally, the Looking Glass team wants 
a deep and complex world that is also 
fast-paced and exciting. 'Essentially we're 
building a type of simulator,' says 
LOPiccolo, 'where object interactions are 
correct and physics are tied in correctly, 
but not as weak as a Daggerfall thing, 
where there are zillions of NPCS in this 
large empty world. Also, our combat 
system enables you to do things other 
than just blast away at everything in sight.' 
One specific example is when a player 
draws back on a bow and the targeting 
camera zooms in. The longer the player 
draws back, the more accurate the shot. 
This enables concealed players to snipe 
enemies with amazing accuracy. 

The Dark Project will be the first game 
to feature 'Act-React' technology, an 
intricate form of engineering that bestows 
real-world properties to game items. 'The 
goal is for everything to behave as it 
should,' explains lead designer Jeff Yaus. 
'For example, things that should burn will 
burn, and then it's up to the player to 
decide to burn things, whether or not 
we've anticipated it. That's Act-React's 
real strength. We're using it for numerous 
game properties, including sound in the 
same sort of way.' 

Most of the roughly 30 types of enemy 
will be bipedal creatures, and LoPiccolo 
suggests they'll get stronger and smarter 
as the game progresses. while hesitant to 
talk about them at this early stage, he will 

explain the motion-capture editing 
process: 'We'll be able to do some very 
unique organic motion. Not just straight 
bipedal stUff, but some scary, creepy stuff 
with aquatic creatures and some other 
multipedal enemies.' 

At this early stage, LoPiccolo guesses 
a P90 will be the minimum system, and 
the game will support some 3D 
accelerator cards, although specific 
chipsets still have to be chosen. 

While the development focuses on 
creating a fantastic oneplayer game, 
multiplayer modes will be an option. A 
level editor may also ship with the ti tle. 

'Like anybody, we have to go with our 
strengths,' LoPiccolo notes. 'Clearly if you 
want a technologically optimised, low­
brain shooter, talk to id, because they're 
better at that than anyone.' smiling, he 
adds: 'But we think we can do expressive 
worlds better, and we'll still have a £ 
fairly high adrenaline factor.' 

pr e screen 

ThoucJt the development Is fcKusinc on the oneplayer fame, lookinc 
Cilass Is kHlklnc Into the possibilities of various muttlplayer modes 
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°i lOtl'l Planet 
Dean Devlin, of 'Independence Day' fame, is lending his 

talents to a space combat sim that could meld Hollywood 
storytelling qualities with a high-end 3D environment to die for 

Bethescbl's Nesmith Is partlcularty proud 
of the company's X-Engine: nere are 
many different ways we can use it. We 
bultt {RPCiJ Daggerloll around it. we're 
using It In an experimental car radng 
game, X-Co, - we're '"king for all kinds 
of ways to uploit the tec:hnolorY .. : 

T
he thing that Bethesda has right 
now that's definitely our best 
asset is our X-Engine technology: 

claims Bruce Nesmith, 10th Planet's 
producer. X-Engine is a realtime rendering 
system of such considerable flexibility that 
it can construct Virtually any sort of 
enVironment, for any purpose, and It'S 
being put la use in a title that's part space 
combat, part wargame. 

perhaps a more important component 
than X-Engine, though, is the way 10th 
Planet is being developed - as a co­
venture of Bethesda Softworks and the 
HOllywood production company 
centropalis, probably best known far last 
year's blOCkbuster, 'Independence Day'. 

'Since I've been here - about a year 
and a half - Centropolis has been linked 
With 10th Planet: Nesmith explains. 'The 
producer there, Dean Devlin, has been 
excited for a long time about getting his 

hands dirty in our environment and doing 
a computer game.' 

Centropolis is taking duty of 
developmg the story, characters, and the 
handling of ship and alien deSign, an 
arrangement that has so far been a 
productive one. 'Largely the folks at 
Centropolis, and in particular Devlln, have 
the understanding that the idea isn't to 
take a film and put it on the PC, the idea is 
to make a PC game: says Nesmith. 

10th Planet sees the player as a 
pnvateer who helps fend off attacking 
aliens. The game's time element means 
that its planets all folloo their respective 
orbits, so its overall strategic environment 
changes as planets move positions. 

The relationship history between 
Hollywood and videogames is strewn with 
the corpses of failed dalliances, but 10th 
Planet appears to have the elements £ 
In place to aVOid such disasters. 

'"Ibere's a high probability that we can have fradallandscapes In the game: says Nesmith. '"Ibis means we can have 
players fty over the surface of the moon, or any other planet. and we won't have to calculate the data beforehand' 

o 
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More than Command & Conquer or Warcraft 11 in 3D, Bun,gie's latest game 
pushes the realtlme wargame genre into startling new 

diredions - extreme bloodletting being just one .. . 

Oeri /l}w.'J I 
Mliourt ann tlat> fall . ( S(olll'bria.lk ...... n deftHblg 
"-tfiatd t'l)t lllpHo.,lIt hrbit:aa. ""a ...... '" tba ..... ' (Iwir 
alll8lNT ~1t1 •• It ol lllaftft'd retll.-

~.~ ~~~ 

The ... me's use of .. full ]D environment hasn't been without Pf'DbIe-s. 'With. My. arrows in .. 2D world: exp&.ins Jones, '.11 you hne to do is point 
them .nd fire. But In .. ]D world. we have to make the arrows wc in ft1cht - adu.l1y. the archers IYft to solve .. fourth decree polynomiaL: 

~ 
e've been calling it a realtlme. 
multi metric tactical game: says 
Doug zartman, Bungle's head of 

marketing, of Myth. 
'That's at least enough words to make 

people think about what they're looKing 
at: agrees Jason Jones, co-founder of 
Bungie (publisher of seminal Mac Doom 
clone. Marathon) and its lead programmer 
and designer. 'The problem is that when 
you say Hreattime strategy,H people think 
of Command & Conquer. Myth's going to 
be different from the typical, -Here's your 
town hall; build everything up around It; 
attack the enemy in waves.- The emphasis 
is on tactics and combat. This is a game 
where you fight, period. You set up troops, 
take the high ground, meet the enemy 
halfway with guys to slow him down and 
hit him from the side. It's all about 
manoeuvres and formations and getting 
your guys to favourable terrain,' 

While the oneplayer game follows an 
extended campaign, each individual level 
is a single battle. There are no resources, 
and no building of bases. Players receive 
an allotment of troops and fight it out with 
what they have. Rein forcements arrive 

• 

after, or sometimes during, battle, and 
troops who survive ga,n experience. 

This shift In emphasis leads to Myth'S 
other mnovation, as Jones explains: 
'Because we don't care about building 
buildmgs, the entire focus of our engine 
has been on visual realism - seeing every 
drop of blood that gets spilled on the 
battlefield,' Myth is the first realtime 
combat game played out entirely on a 3D 
battlefield, Every environment is 
completely texture- and shadow-mapped 
and unique in design, with hills, rivers, 
swamp, trees, and so on. 

Myth's engine is extremely powerful. 
allowing two or three hundred troops on 
the field at once. 'If it can't: Jones cracks, 
'we're going to sit there and opumise the 
damn thing until we can, because that's 
the whole point' Multiplayer options 
include tAN and Internet play, with games 
of King of the Hill, capture the Flag, and 
even rugby played with severed heads, 

With its 3D combat, large number of 
different units and multiplayer features, 
Myth may very well be the next step 
forward in 'multimetric tactical £ 
games' on the Macintosh and PC. 

The ,ame uses a 
player-controllable 
came,a system 
somewhat akin to that 
of Tomb Raider 
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Once master of Sega hardware. Treasure is now concentrating its efforts on a 
special effects-packed N64 platformer which looks .et 

to rewrite the rule. of the genre 

Thouch for the most part the ceme Is presented In e lD style, some sups use 3D effects. IndudllItJ forced perspediwe roUtine saeens (.bove left). 
M.rina's encounter with this In. monster (m.ln) Is reminiscent of • slmle.rty styled section In SNES title COlffrtl lit - enother title by the Tre.sure teem 

The ce .. e', spedel 
effects will eppease 
f.ns of tr.dltlonal 
Japanese .ctIon c.mes 

F
ollOWing its sterling work on the 
Mega Drive (with Gunstar Heroes 
Dynamite Heady, etc) and saturn 

(Guardian Heroes), small Japanese 
codeshop Treasure is making a welcome 
debut on the Nintendo 64 with an 
innovative action game for Enix. 

In GO! GO! Troublema/(ers (or Yu/(e! 
Yu/(e! Troublemakers to give it its native 
Japanese name), the player will take 
control of a character caned Marina, a 
robotic bodyguard who must explore a 
planet called Star Nendoro in order to 
rescue her mentor, Dr Campbell, who has 
been captured by the Nendoro people 
during a visit to their world. 

This simplistic scenario manifests In 
game terms as a side·viewed action game 
which, upon initial inspection, doesn't 
exactly ooze 64bit qualities (indeed, many 
visitors to the Shoshinkai exhibition in 
November last year thought that Enix's 
rolling video was ShOwing a new SNES 
title). Look closer, though, and it's possible 
to piCk out all the hallmarks that have 
contributed to Treasure's reputation for 
quality: fantastic use of colour, great 
character deSign, inspired animation and a 
surfeit of jaw·dropping speCial effects. 

Treasure is attempting to introduce a 
new kind of playing style to the platform 

game scene 10 Troublemakers: instead of 
simply killing enemies, Marina Will be able 
to PiCk them up and throw them at other 
enemies or, If the enemy is one of the 
Nendaro race, shake it to release an item, 
which might be a bomb, a bonus, or 
something that endows a special move. If 
the player chooses not to throw or shake 
the enemy, It can even be used as a shield 
against attacks. 

Bizarre? Indeed. possibly one of 
1997's biggest thirdparty N64 £ 
games? Most definitely. 

Treasure h., Hmplecl voices of f.mous J.p.nese actors end actresses 
to pe Col Col TroublemG/ters' ch.raclen .n extre decree of life 

, 
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DID NOLAN BUSHNELL STEAL PONG? 
Did a \lagnavox pr(ltptype 'in~pirc' an 

Alari employee to invent Pong-) 

rht'Truth 

:1 !I.Ia)oli" ,·x s.:",i.,- Od~ ,wy 10 ,:'",(.,1 rri\:u,' 'I,,·winr~ h,'I<lf(' I'uhl" ¥ 

,iJiI"~ .1 ID .... n~ Y,}r~ I h ri,-!>! .bO{' ".,.,11 M,,)' '. I"',' "1 "10" ... I~, 

S.,('r wh,. u.," 1IlL' nr,;::", 

WAS M2's POWER MERELY VAPOUR? 
Dill The .'DO Company Use"l pren:ndcred <lnilllation 

"etjllCn(:e to IlIuslrate the 'rcaltime rrrftlrm;!nc~' of M2'1 

[;j] 
I,'" r',,' ,[)O l ~"'p:tn} ,,,\\:!I"<1 11' M: Ir,htL"lucy ,'I 

'ii'" [; si",,,, ,I pn·,cnk..; .• 'lCl'lllfl. an""~I,,,,, 

""1',,",,,,< ;)lI ",1. .;)I:lf'· liI.,1 \\a· n;.mou",J le' h,; bo ",. 

llll" Truth 

...... J.iU! perl""1"l~nce 11' h:lf~"i"rt': bad.&llhat rim,- 11 .... ,. ~!I JII t 1"1." 

TlYl' III :".' It lfl";'I':'~' Ih .• llmotea\l "r~l)() pr,-parll'C: (km,' ,I' ;( ,I 

roMml' 'Ionc!:! I(ron~ ,(he ,,'mpan\ (hal \' ,,(leJ 00 S~g,1 h~.,( . "Ill v:' 

E:k""d CIw"'pwll..) to prO\lII(,· " prt"r~n4:'ClI ~nlucncc U ,:,101' Iha' _"" 

i><! \ltell tu deruo~lr~ IiQw I',,",alu] 11](" M~ totJuM be Piu"., ,'h .. n .. ~, 

mGe magazine March 1997 
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FROM RUSSIA WITH LITIGATION 
The story Jbtlut ho\\ thL' landmark Russian puzzler Terris l:3me In from 

tlu.' ~'nld I .1 hiU hi \\uh t\\\ ... ts and turns as the best llPY novel 

•. \,~,,, 11.,,,, 'I,'~' \tt,t'. P.jitno, 'i' 'f 1 

,11ell of ... ,,,,,.\.,,.1 1,,,1' , " 

rhe Truth 

1~\ I. huw 'he IIIi~all"1I turncJ . \1' 'r , t. 

" 
Il1inl..nl,l' '.,,;1 a 'v'i' !kill. <;" hen· 1: M, , ' 
~f'\'-'ln,"\ H'Jo"Bylc:. W· I'aj "IlU nf... loffj, 

Ueclrono'1tC'.'hn., .. 11>. S", .,1 ml""lry d,"" ;rmr'l' tht' ''''J'' '111\\1 

('I~.rt "f ~ompolrr ,,,ft ...... f1,! arhl h . .nI" ~n-' .• ",",Ilt ,toe dt al. '11(', u·"rped 

SI, 11\ ,n.l,',j UI' ~"nlf"lllllf the .;(lmpl.lln n -hb L" " " '" t. I, h ~,. 

r"..wlc:nl) 'ho'lOt'" ""!uJ<d'd~-." ... ,, ",, <l a!!'<lrI,'hl 11, ""JII, " 

CO''''(l; Indhill,rlleld'lt' 'tU "','1(, ",(, .",dJ;apall ",j""'P'lfh, 

11' Sega. In [h.' mcanhmc "PO:::I",~ 11,· ,Ihl~ " - "'1131<",1 "lIb If".k 

lapan .. ,,· ,omrulcr .md ,(In, '011 flgh! .:.11.0&11_ Ih,' .ru'", 01 

'I \In I "I" 1m'·, 1<1'1" ,he (lam .. iky <."ld NI ~ \OOfI ""a 

bolh th, IT ,ndh~' J U1d I \ 1'1" 10 ~al" '." 1 lIa! 24. 'i 

Ei""!,,n!al.ucr'oRll'."1!,'1I Iha! le 

'''Id 'unJI>,IJ ",h',' 'f, . ""'- k,~.-r "'1.',"'~ , .", .If" ," 

, h 

n 

I ' r:.' l,l" 

" 

h' 

lid Minor.lor'\ diJ c , si> :;). C'lllt mli bat ''.. NE'i 

(ulcnnlroloft.h.;,alT Sl:l' .1" (l he 

f r~ed TenSen '" slop ",I,n~ r..,ru 
,lIInl ul Iht' ull' in 011' Id S.'bt'"·~ 

n~BA"ICIIl O.g~( fOTlheNES \owastbe 

I!'r Ib4' mO\! P<-""pl .. 

u n Ut)'\ "not' 

I" 'h I, 

d, 

1"~ £ J, 

AI 1, .. Sltlllo,,,mpan .. ··".,. III ;>11 1. • 

.. "J 11>. rfOd ... , "'al h'.,'·,<aI '0 I"" ,omr'" . V" ha;,{ 

1 .. /r/., "nd I'"I I' vn ,h,' mark," In f~ .. t il hc.~mc 11" 1I1Im."'-' fe{ .... 

«'..U'" "at., .• ' ,-,'d,', ,n 

lUll (;.'t"' 

.... ·m •• uln. March 1"7 
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. r-------------------------------~------------_, 
Were there more E. T. CanridSCII ~ for t ... ·"'~.y, 

Did IIIe unsold canndps W 111' aeulIII burie.ct 
terns 10 existence? 

n the "C 1970a C:HCIIlfva .. AIIrt .. CIOIfideIIt ~I, ... ~ ••• v~ •. ~~,p •. ''''' •• Id Dd a I ,I 01 

""' .. ,.me baled M dIe .... .piQhIN B. T ...... tic 

.. bPt ..... 1a tbac dK!y -, .. red __ r. Anridpl 

mu thrK -..eft Alan VC! ... ~ .... COIIJIOItI 

Wbtft tbe ,ame ooW poorly. AWl bllri.d aifttoM, of C\OfIlft of .... 

• de~n landflll. 

PAC-MAN: IS IT AN ASSUMED NAME? 
Did Poe-Man once go by a longer monicker? 

tI.-U,1II was OI.mecI'Pudt· Man' wben it.as nI'l 

(iillribuled III JapIG, bill Namco thu,H the IWlllIO 

.void WDpCiIll .. ~ pfIIti ani" .t.o mlPl 

tamper"",,,, tIM 'PO. 

ne TrutIi _ .......... 

__ ........ 111.,011 ... " 
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SPACE WARS NOT FIRST VIDEOGAME? 
Was Space Wars really the first videogame, or were there predecessors? 

The T ruth 

pm'C War_' •• compUI~r lame ",'hidl ~im\llalcd baulO:-I in 

deep "plce c~il.lcoJ in 1962 hy ~IT ~hl.ItTlt StClC 

RuJ,MU_ i~ generally con.idcrcd 10 be the fiN computer 

lime CH'r made, prcccdina c~cn the like' of P""x 

Other pioneer. found way~ 10 ha~c fun witll 

complJlcr. well before Ru"cll created Spu.-t' Wcm 

MIT prore"O£ J~n \1eCuthy el(perimented with 

artifIcial intelligence Ind Mlan teach in, I 

~omputer to play che" I' early a~ 19'9, Ind Alln 

TurIn", Ihe Iq:endary Ind eccenlric ~omputer 

plO!\eer, 'HOle a 'eompI,l\c( program thal p!~~ed 

,hen a, well. Ho,,"e"er, 5ince no compUler It thc 

lime WI' powerful cnoulh to run it. he r~n it In hi~ 

head, and moved the piece, him!lClf. 

'There were certlinly I1 ICl!.t IWO in(Cractive 

prolram~ that c:ti'led MCOf\' Sp"t'r Wan whcre you 

interaclcd with ,wile he, on the computer. ,ay~ 

Ru"ell. 'You 101 a di,play on Ihc 'Creen. Ind il 

chan,ed depending on whit you did wilh the 

,wtlchn, They "eren'l particularly delilned a, 

lame" And Illey weren't vcI")' popular hc~.u,e., 

lame~ they weren't vel)" 100<1: 

One program in,olved PII,hinla bill off of a 

platform and watchln, it bounce_ ·It Wb. phy~ic, 

demon'lralion with a boun~ing ball, \ay> Ru"ell, The 

compuler "'oulJ 'ImuWt. hall f.aJhng off the ed,e ~f the will and il 

",·o .. ld ,0 bounce. bounce, bouo.:c and would ellher bounce l(r Ihe otbcr 

Ilue 01 the .creto. or it would bounce ttlroulh I hole' 

The other program Wb M"nh'mm, which Ru'~cll dc~cribc~ u '. 

linlc dlsp!a) rrosram1hal had I bun~iI of ~pol' that went ... ·hirlin' around 

A_ 141 1'> ... '1. i' 1~5~, W. Hillcnbolhna, 10 cOJiocu woninl for the DOE 

in the L'S. had cobhled to,ether a simple 

demon'iTation program (vaguely like Pcm~), 

Ihat ran on an o.cillo~cope, So doc\ Ro"ell 

dc_erve credit for makinllhe fjr.t,al'le Ye~ , 

Che~, i. nOla videolame .. compuler chc" 

u,e, the CPU for At. bUlthc program doc,n't 

(lcchnkall)'1 even need 10 M run \)Q I machine 

While I few other ill!etaClin pr0l!ram, 1!liI~ 

hive ui'led before Sp'Ke Wars, they weren'l 

really lames a~ they arc known lodl)', merel), 

Intcracli,'e demo~ ... ilh no real flil or Win 

Crilenl. Sp",;~ WarJ, on Ihe other hand. " 

e,'enllllly twopla),er competitive ~hoo'inl, 

dell,ned 10 M, and tl,' full) functioned 

"I.kolame thal ~quire, I compuler (and a 

monItor I to e~"1 

Spuc fI Wan ma)' nOI have come to fruilion 

l.~ • UCllum, but it Wit., cenainly the fiN lime 

ttv I II :he elemcr,tI a,~ocUlled with I 

videogame were pre\Cnt ~t the 'amc time 

CRIME OF THE CENTURY 
Is it possible lo buy illegal COs and cartridges 

that contain hundreds of piraled games? 

oreiln tompanie' manufa~ture counterfcil NES, S~-pc1' 

NES. Gene.is, Olme Boy. and Oame Our cartridge1 

(pre\umlbly they're ~mart enough 10 leave the Vinllal 

Boy ,lone) that contain anywhere from 40 10 150 

Ilme~, IS ..... ell u CD. thlt conlain PlaySI&lion, Salurn and PC title! 

The Truth 

BOIh Nintendo and Se,l alree that counTerfeit ~oftware (often sold 

IhrouIII Honl Konl. rillll) is killinllhe vidC<lg,me bu~ine" in Asia. and 

Ihll enforcing counlerfeUinllaIH" I lop priority. Accordinllo I 

Nintendo ~pokesper,""n, Ihe company lo.e,., mu,h a, Slbn per year from 

pirate ,oft ware_ By purchasing onc pirated CO or can, • ,'mer may M 

luilty of many counu of receivin, ~tolen merchiUldi'e (the plraled 

intellectual property of the lame). Dupli,,"ng Ihal CD add, multiple 

counl, of piracy 10 the bill. and the potenlial for million, in fine'_ In I99J, 

Ninlendo caught United Microelectronic_. Taiwln's larle'\t 'emiconductor 

f'WIllrKlurer, e,"ponin, multilame NES cartridge._ The event could hive 

lel oH an international in~ilknl u the Tli"'aCK:'>C go,emmelll held a 30'1 

,hare in UM, but it "'I' ~enled quietly_ While Ihe mu1tilllmt canridie~ 

have been. problem, an even biller i,~ue h un.uthort~ed copie, of 

cyrrefllllit,. In January 199'. Ninlendo filed \uit ','In)1 Sam,un" the 

c!:lmf'3n~ thal produ~ed ~he cu~tom ROM chip' for DKC, lK~u'Jng It of 

k~<l" ,n~l) >uPT"lying ROMllo ' ..... 0 1I0,ernment·owned piracy operation, 
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MARIO: ALIVE & LIVING IN THE BRONX? 
Did Shlgeru Miyamoto really base [he chal;lcter of Mario on .. Xcw York landlord? 

um(' 1-U [,.:"I,,~ 'Jufi1!,mau' in 11. " .. A. , KIJIff/', .rhlHI,U""· ..• 1'1<11,,· 

w., '- penl(" nl • ,,1"'Ill><:'r,. The n~"", 'I.1"n~' .,"''",' trl>1l1 M"IIO S~,a~li, 

Tht'Truth • > • 

" 

'FATHER' OF GAMES IN PATERNITY SUIT 
So there's a ch.mce that Atari may have copied the Magnavox 

Odyssey with Ponx. but who did the actual c{)pying? 

The Truth 

11,'[ t-.'.lmOlll . .nd u>cd it a~. IIoo,hl,op ",tlliI1 wbich h" 

,~"'coJ lb" IIrll 'real' vide!>g.me. tht' ~imrlo-.tic hal·and· 

prooJllnion. B~lore (oullJ'ng AI.1ri Bushnell ""I"kd 

lhc ("lure. Bushodlapproa'hN\1 Akorn. Ih,' 

company"s rlnl fun-time eo:·mccr. IClVC him I!tt.· 

The ,;lit>,,: Bn;;hn.c:ll d;,..nb.."<I, OClll:el ..... IIoa .. 1c .. ",,'pbiqk~ .. ' th.a" 

P"",e, It h~d ~imrl .. pa(ltljc~ Iha' ,-'''IIk! "nly 1I,oX~ Il,,· ball,,,,, 11[lIO,hl 

'he !-JII ID varn"" ~"Sk. all"winr: playC'f~ 10 pUt 

'I'''' 0fI the bali When B1,~l!ndl .w,\1."rn'. 

1,,,,.h'('.I product. hr ~ne .... h.,' tud a lli\; h;; h.,~ lI'II'all) 

",,1\ thouGht 01 P''II~ a\" Ir;al for ,I f\JTUrt I"mc. "", 

., •• 1 '1.lble product ill it~I' 

\\ I"k Bu.Jincil mOlY no3t "'VI" he<.'n pen"",.II) 

"I'''r:I~lt-k fo, Iholl~~lgn of I',,,,~, h~ dedlcOI'Lon "nt! 

aMH!:'"m8g8zlna M.rch 1997 
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NINTENDO'S 32BIT SUPER CONSOLE 
Did :-.lintcnuo h .. \1.' a hand 10 namlO~ and uesign ing - the PlaySt;Hion? Was the PlayStation name kept 

after (he Super NES CD·RO\l ciCllilClI through as it slap in the face to the pre<.,idcnt of :\inlendo'" 

I'''dwn ., 1,1 S"".,..I'",." ',1., p;tr1o.;r,h'I' l<J Cl, 'h' a Thl: Truth 
, I )·K' '\1 .. . , " ~~ ..... , Sl-~ ,Jllr,i 'k 

,. ,'. ~~.,; , , \I,)""nli" ji."ln,-"h1r " r"'I'''·.!. S.n,., 

1",·d",'I', "ollll'i':II\.n '" l'i')'-

[lJldl " 

( ':l',' '-. I ~ r "\f:" I h" 

'" 
,ha 'c. ,~r .• 

, 1\';,' pm 

ATARI FAILS TO 'DO THE MATH' 
Did A lari turn uown 1'£1(' -'v/an, thinklllg it would Ih..'\'cr ... ell'.' 

Th!;!" T r lllh 

!'oi~mC(l ~Jn1'" It,' ."ld h, t"~LJ' '.H on I'., ',. P '.,'. \1,1,1 

"i' ",', I,., ,/1, •• " "".L,d,',"" 

I N;un_,' tu d"trihll!~ lh~ g~m ... und in'i't~LI.,n m .. 1 "fol..:ntrm~ lh.: ,',,,,,,' r,jT 

I: ," relca-c ill ll'lc liS. 

1,.,- "'I ... ,,' ,1,'.,1- "tan ",dl Q" N"m m.. p;l.n) 'f," 

Illdl ,'\;.,lam!lra h.L.lb,'en dl~h,'''.''\ Bu! hy !hi, tim.: ..... , ~co "'/lSU" .. 1 ",. 

!In .. A','m. N,"QCO cn~'~.,'" had I:lq;U!l ,j"Wlop''';; tlk to"', 1\:1,., . 

Imprt'sscd I', tile q".'h!~ "f1he nc" "."or~.lhe ,\1;", ;!(',,,llh M:", J a 

Whik lh,' a~r.:em.:nl !un,,': 0", ',. r. '>lie'" th .. "",011.:'01 ,:, 
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GAME OVER - FOR REAL? 
Has anyone actually died from playil\& videogames1 And what about that epilepsy scare? 

'-7'. ~ideOPMea ~D Wbe t.mbk mcd ptOMem. 

of boIb lbe meatallDd ~ yllmt)' 

fatal epllcpt«: 'lC1ZUfD. 

In 1II tbelr tn.tnlClioD boob for people with qMlepJoy. While 

idcopme. ~IU no! .ae" .U 

U catIlIe problual for I ~mal llfOllP .&0. JillUuty df«ted by 

"',"",r!'IDY TV Kt, or It npeatiDI panems ucIt IS yeoe.iIG bl incb}. 

TIle Tnt" c'iIoOopIi""'''' """OP<~' t • .,. v~_ bltdwue 

A medll:.1 joamal onu reponed 11 """ Inrll1D1l), "~"",,".n .. or thm people kaye had v,deopme uwlw:fd 'lei lUre~ 

.mat", pmc padIIltfC oftta KCUsed of CIUtiDJ ·NI"''''l!~;pI~.~, ... ,;,,;::,,,~-,,,,,,, ... ,,,,.,.1ftIIJOI' US tnIde dtow After yc~ of eJ.penl'!~c, (be 

there u"Cd 10 loC~ of repon& of JIM..JJ&tI-e11xwt SonJCf IW'fIrlIoCid wbed Illia hppeP~. Tbe)' qwclr.l)' 

(he"" problem~ hl~ ki lled III)'OM A4dkiaI&aH the noor an4lCy 10 keep them Ib comfortable a.~ 

vldeulllll1n hlvc been blamed in 11 ..... 01 cIalIh 

tut ~ wbm 1111 IWC1Ibk: jadi\'ldul. wIIg; 

U.pped; 10 pIQ vi4eopmH) kiUS ...... 1bc 

...... HenW 0DI::e npor1cd tbat a .. W1Io 

V, WQ C tJf' For IICIIM .., ac.1IIC h beaa than 

!Ilk,,,, ~ibihty oae' OWDKbOft" and 

videopme IooIr; 

Epi 

"USA. lll1a b COGJIIIeId)' 41trcmn ball ptnc 

~ "Oh '1Pil'- ... Itoas yet 10 be completny clarified. mC'Ihc.II)'. 

flat" II1C)ft inform.lion on the health and ,"","la! 

.;.~!\, .• " ....... ~ a.nd vidCOJame\. con~ul l the 

""'(""',"'.'" started on a bet? 

Ih, ..... nd 1"11 molrke"I· 

TIle Tndll 
'I met Bill • bu iaelll mH1ina ID l..aa; Vcp qy~ Mele •.. ~)' had all 

an::ack room ... we played thIS o.Id R,d llflro. pale A I ftlQllI, I bad a 

hipcr score Sacak7---. 

""''''''''': ... " loud IllId he couJd make I beller OM. I bet tllrn lhat 

,rbc rJUldc: a bctter lame. I'd ~II it.' Meter came 

(wllh .... aHedH,II'llrA(Y . 

... ", , .. ~"" ... ~ ~~O:Meier lnoorporated 'He !sad ~ F04 
wU __ .. ' ..... 1iU like 

d\;r.1 Mekr ....... ~ 

""" M<m .... , .... ' .......... ""'!IilIloii8 _cA" 'ou 

wtnlllDI,1mC He ..... ' ......... ~ 

"' ........ Specttum 
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ARMY ARMED WITH COINS 
Did the CS military really pay Alari to produce a vers ion of Batt le ZOIl!' to train soldiers? 

the Tru th 

,r~,"UI of 8",.;" /"" ... 1(<>1r.;r." w;" ", ... ',1 t" d .. ,i~" th .. ,"I>II'."j,(d 

'tIC ulalj,)fJ, Hr ";'JcCle<.l. k'di,,; 1/';" Afarl ,tH'ldd 1101 ,~,'I T:;HJh, ,'wltt "he i, 
miL: ,n hut "I"" '. " ;.'" ",,,rk on In, proiec-l in 19111 ~rlt"' r,' . · ."J~l~ 

GAME HEROINES IN PO RN SHOCKER 
Do \ideogame heroines stur in X-ruted com i.:s and m(}\ies in Japan'? 

( he truth 

;0''1 ho"k, nf"" have, ;'''''J!.ar.,,- v,\en' "1'I"Caflll!l " 1 ~.x:r.:md)" 

C>J ,,"n'l ,01 ",h,:j,·,;,. ;)UI I"t ",.m"d ~rc a""UI as (,ftle: ... 1 .C.' lhosc t!loll 

: sweLl, ,,\"~ich an i,(. mure ~~m'lI"n th.u: l>nc might Ihink). It " 

I-U~ I".JW(-Vtf. :h~ll~ \1> , •• fhda!Jy licf"scd h.p.ln"M: amrne SUer! Fig!1\,;r 

)n~ ( '''';I-Li _el)C~ lOp ,'" ill ashOwc, ~cenc 

GB & WALKMAN SEPARATED AT BIRTH 
Did Sony help design the NES and Super is"ES? 

'''..,;ndo "'>(''1 S()n~ '-:"1" ill ,:, game ~"n~"l~s tll,~ 

n<' " S\Jn)' :\.,5 h.ld a hanJ in Ill. dtsign "f "imend.' 

'd,.t'."" ;-n'Tn Ih,- !lbil NES Qnward, 

The Truth 

sl,,-np "'1"- TI'.' Sl' I"- ,['S in 1'00rlkul~r b.-",ril. 1(0'" a S""Y PC~] ,hip 

"'" machm,' 

..... amagazlne March 1991 
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ROTTEN APPLE IN ATARI'S BARREL 
Did Apple founder Steve Jobs Slfl.!\\ .\ppk ~'('- tounder Steve W, 'zniaK 

out ofth(lU"arllh nfd\l!lar, \\hil,' lk,i~llIll:..'~! ~dllll' at \tan'l 

""urlo;lIljl: " "tar: ... t~H 

j ... h· ... \ \ u" ua" . '. 
Ihl' fruth 

'~Ihill ......... ::: , 01, 

l~ ~" .1.~, r ,I • 
Ihe \1.'''\1 it " -::.- , 

" WUi' '['ilC'" ',I "t'h' 

I" .""]: 'A.". ilh'U' \\'(lItH 

Jd 11" I!,,"-' ,I, 

" 
(,I. ." .ill, , 

> r' 

"'" .!,' 

US MARINES BATTLE DEMONS FROM HELL 
Do liS tax du llars pay Mar-ill\.' ... It) 111;!\ /).1""1".' 

VS MlriK CUrl'" ,'-Clled a 'ih', ",I ~.'r"·' ,()! hi 

T he T r uth 

'\1 ,rpsl'_'~CT( "da·~-::_alnl';"- .)(P···,.,I," 

.", n .r~. ", '~' .. 11' ("n l . 1' .. ullbnrl\~ r ,he M.,r;- " ",;,)j,I ... J 

·r '~'.LI '~I'oit'" ,'f f) . ." ex._I, fo' \I .. riou~ pl';f'Ose~. 

Th e T ruth 

WILLIAMS 'CEMENTS' REPUTATION 

, an e\1' ~IVe poop I >\'al1 .rlth r T __ ,nd Arrk 

III I.fated r,u-gy '::n~c I b, 1'11' 'H.:;dly 

J/"""It'S.f . w,'~ lever mAnuf; ,c!un,j Th~ PftlWl\'p" perlonntJ po"dy .,' 

1 .. »lIt ... ,lJ()n~. and AI:u'i,jc~id.;-tl" .. msl" ',uf,,,, ,:-;' I!" 5,,(1. ... \1 fr.;:'" 

l~n ;.' I: h""ro- an- tIol'li~yto<; 10 i", on Uid, r .. 
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A meeting point for media capitalising 

on the digital entertainment revolution 

D h" month, oostalg', Clashes w"h ,",""sm, as , CD-ROM ded'''ted 10 
lames Bond and a dramatic adaptation of 'Fear and loathing In las 
vegas' bustle for space against a satellrte commUnicator and an 

advanced Internet phone. Also on the agenda is a run down on the latest hack:er 
non-fiction and a review of Microsoft's Nickelodeon 3D Movie Maker £ CD-ROM, in which its conservative Image goes out the window . . 

o De¥eloped by Microsoft 

0£40 

3D Movie Maker 

T
he dO-lt-yourself cartoon 
seems to be a popular genre at 
the moment EA recently 

released the brilliant Simpsons cartoon 
Maker, and Batman and the X-Men have 
both been grven a Similar treatment 
courtesy of Random House, Now 
Microsoft has re-entered the fray WIth a 
rehash of Its 0'Ml3D Movie Maker, 
vmich features characters taken from 
Nickelodeon cartoons such as 'Ren and 
Stimpy' and 'Rocko's Mooern Life'. 

Here, Microsoft never wanders far 
from accepted DIY cartOOl1 wisdom. AS 
with all other tItles, the user selects a 
scene, selects a character, clicks the 
mouse button and drags said character 
about the screen, Hey presto: one very 
baSiC cartoon, Of course, on top of thiS It 
is possible to add more characters, a 
few interesting objects, and even some 
speech thanks to a comprehensive 
sample library More accomplished film 
makers can then go on to create whole 
movies with variOUS scenes, camera 
angles and SP€C181 effects thrO'Ml in for 
good measure 

INhere McMe Maker scores highly IS 
in its sheer range of options Beneath 
the user-friendly Interface lies a pretty 
sophisticated range of editing tools, and 
with perseverence some impressive 
results are possible, 

There are some problems, however. 
The visuals are not half as attractive, 
humorous or carefully deSIgned as thOse 
in the Simpsons title, and it's frustratingly 
diffiOJIt to piece snippets of anlmatJOn 
together. (Nera!!, though, this is a fme 
piece of software. one thing'S for sure, 
Edge never expected to find three 'fart' 
sound effects In a Microsoft product 
This is almost worth the price alone. 

£ 

o GS( 100 communiCator 

0£1.S00 

o Available SYmrner '9 7 

GSC 100 communicator 

~ 
ith conventional GPS (global 
positioning system) satellite 
navigation systems, you can 

find your way to the most deSOlate areas 
of the world. But up until now, YOU'V€ 
had no convenient way of staying in 
touch once you get there, The launch of 
28 ORBCOMM sate lites, due to go 
onllne this SUmmer, will change aJI that. 

From this tiny. handheld GSC 100 
you'll be able 10 send e-mails to, and 
receive ttrem from, any Internet address 
in the world. Sending a message from 
the top of Everest or the bottom of a 
ca~zed yacht ",o.'Or1'l even be that 
expensrve, at around 25p for a 

250-word message. Future 
develOpmentS should alkJoN your 

e-malls to be originated by 
standard fax or even voice calls. 

As well as the ORBCOMM 
messaglng serVIce, the IiSC 100 
also incorporates a state-of­
the-art GPS navigation system, 
lNIlidl means If, while at the top 
of Everest, you're SUddenly 

stuck for ideas as to tw].y to get 
do'wn, the GSC 100 can he'p out. 

Naturally, thiS won't be the 
final word In communications 
technology, Challenging the GSC 
100 in 1998 will be a brand new 
generation of satellite tele!XlOOes 
from Iridium, many times sma er 
than current briefcase-Sized unItS. 
Size does, of course, matter 

GSC 100 CommunkalOl CorotM'l ~ teI: 001 909 394 5000 

£ 

o f'Toduced by Bdos 

o ~ byHGM Int~ 

· no 

Ultimate James Bond 

T
here's a ~eat eXChange In 
Irainsponlng' ...mere Renton 
complains to Mother SUpenor 

about Sick: Boy's complete lade of moral 
fibre. Mother Supenor thinks abOut this 
for a second before replying, 'Ah, but 
he knQINS an awful Jot about Sean 
Cannery.' tt was, of course, the lames 
Bond-era Connery that SIcK Boy was 
Interested In, and h s obsession, 
documented Ifl such a hiP, modern 
000K. IS a testement to 007's 
unwavenng plaCe 111 the British psyche. 

Sick: Boy would no doubt thoroughly 
enJOY The Ulll/Tk3te James Bond: An 
InteractiVe Dossier, vmich IS pretty 
much everything a multimedia product 
Should be: beautifully presented, well 
cross-referenced and abSOlutely full of 
information. Every one of the 17 proper 
James Bond films can be studied in 
detail here, right dO'Ml to the cars 007 
drives, the gadgets he uses and the 
women he .. , well. k:lsses before the 
camera pans away (only to return when 
the couple are lying in bed puffing on 
post-coital cigs). 



3D/ fx camera 

Cl 
emember those scratchy 3D postcards you 

• used to get in the 70s? Now you can take 
your own rather unconvincing 

multidimensional snaps with this 3D/fx camera, It 
works by putting three separate, small images (one 
from each of the three lenses) on each negative. 
These are combined during processing to produce 
the final 3D print. The 3D/fx comes with a flash for 
indoor photography, is completely reusable and takes 
standard 35mm film 

The £40 price tag doesn't get buy much of a 
camera - it has manual winding with fixed focus and 
exposure - but considering other 3D models start at 
£100, the price is reasonable. However, using 36-

exposure ISO 400 film, you'll get 24 in-depth 3D prints 
back from the processor for a staggering £20 a roll .. 

Programmable game controller 

T
radition says that PC owners play gam, es, 
while Mac users Sit around being arty 
GraVIS, though, reckons there are a lot 

frustated gamesters sitting in froot of their PowerPCs. 
The Firebird super-Joystick is just for them. 

The Firebird, apart from looking like the flight deck 
of a Harrier Jump jet, has 13 programmable buttons 
for keyboard and even mouse commands. For flight 
fanatics, the stick can link up to rudder pedals for 
extra realism. It's also got a T-grip analogue throttle 
and eight-way hat switch, which at least sounds good. 

In the likely event that you forget which buttons 
you've programmed for which games, the Firebird 
comes with software that will print out a reference 
card visually depicting the buttoo cOllfiguration. The 
device should be arriving in the UK soon 

nu Medla 

AXIS Internet telephone 

F
or Net-heads who simply refuse to stop 
browsing even to answer the telephone, 
Uniden has Just launched the AXIS Internet 

Appliance in the US. 
AXIS combines a digital cordless telephone with a 

keyboard and LCD graphic display, conveniently 
centralising all your communications needs. It will 
also automatically retrieve e-mail messages 
throughout the day, flashing an alert when there's 
ooe waiting. And with a 2,!XX}-message memory, the 
AXIS should be capacious enough for even the most 
socially-in-demand users. 

Available now for around $300 (approx. (187), the 
AXIS will soon be able to access special pages 
carryjng nem selVices, stock quotes and even fully 
capable Web browsers 

L-:_:~_D_/~ __ ~ .. _mo> _____________ :_!_~_~~_b_l._~ ______ -"1 LI_:_~_m>_"_~_·_'rn _____________ :_~_'_O~_f_'P_j"~~~I_£_'_·_I -" • AXIS int~ phone 

• UnKkn 
• S100 lapprox.E1871 .... -

3D C.mef. The Wodescree1 Centre, le!: 0171 935 2580 Fir. bird joyt;tidI; G,<1VtS. lel: 001 604 43 \ 5020 AlIi5 InterMt phone hnp:/fw,.w.UI1>den,com 

The depth of the package is also highly impressive. In the lames Bond profile, 
for example, the user can study a guide to the secret agent's favourite alcoholic 
beverages - ft's even possible to listen to dialogue clips of Bond waxing lyrical 
about VIntage champagne and malt \Ntliskies. Great stuff. 

In effect, no aspect of the films is left unexamtned. There are character 
portraits of all the allies, villains and Bond girlS, as well as dozens of backstage 
photos and 55 minutes of FMV Clips. Most importantly, there's plenty of intelligent 
and informative text - an element often overlooked when deSigners are struggling 
to produce flash graphical interfaces and FMV interludes. 

MGM Interactive has done a tremendous job of pulling together a vast amount 
of information and making it all look and sound remarkably interesting. There are 
OIllya couple of gripes: a broader range of film reviews would have been great, as 
would a James Bond psychological profile (one was recently 'Nfitten by a respected 
psychOlogist). Furthermore, Edge Isn't really sure who this kind of product is aimed 
at - as much as there is here, fanatics and academics will want a hell of a lot more, 
and those with a passing interest will not want to fork out £30. other than that, The 

. Ultimate lames Bond is an excellent companion to a legendary series of movies. 

• 

Club tickets 

I
n last month's Out There 
section, Edge covered an 
electroniC art exhibition 

entitled Video POSitIVe 97. The event 
has a launch party at Liverp::>ol's Cream 
club on April 11, which will include 
guest DlS as well as art exhibitions 
Also, the event's student conference 
has its own launch party on April 16 at 
Manchester's legendary HaCienda club 
Edge has 50 pairs of tiCkets for both 
events to give away. To stand a chance 
of Winnin& answer the follOWing 

Name one of the three OJ5 responsible 

for mixing the 'Cream Live 2' CO 

cream 

£ 

Suikoden videos S. COs 

m ased on the same story as 'SOS 

: cult 1V Classic, 'The Water 
Margin', 'SUlkoden: Demon 

century' is a fabulous an:mated series full of 
histriOniC VIOlence, typically al>OC3lyptlc 
scenarios and weird characters, The story 
has also recently been converted into a 
PlayStation RPG title. aptly named Sulkoden 
(E41}, by Konami. In association with A.D. 

ViSion, Edge can offer ter copies of the 
'Su.l<oden' Video (VOlume one} and the 
SUlkoden game, to the first ten people whO 
answer the follOWing question correctly: 

Which Capcom game has been translated into 

both an anime feature and a motion picture1 

........ 'flU e<C/yeotl>o< 'o..b TOet> (~~ dJo ~!OJ """' 10--.0') Qf'Su<.odet1..t ....... I 

", .~"' E"" Mof<m<,.lO """""""' s.-.. BoIh, !W.IfS.lIIIl 2!IW. n....~a...fo< boIh"""'l"""""" 
~_ ) I Joi8.~_~ ' ! QfOf<!' ""'V_._ .... ·w'¥nOf<!' lS.,......<Mon'fIUorovR"i'"" 
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• The Art of Ha(king ~ ~ ~ \JSIC wtiCh getS descrbed as 'Chilled - lmt\u HoIhk 
• out' IS often too Iabooous. Indulgent or • • i N • bonng even 'Or background p~. Dub, on the ..... ~ Ithough the subject of computer hacking • • • Other hand, has a resonance and soul miSSIng , has slipped slightly Out of the general public " t • ~ 

~ from rroch ambient electronlCa. 'MySteoes Of - £11 consciousness of late, there is obVIously still e '; 

'I t • CreatlOl1' is a brilliant case 111 point Spannng a 
-ISBN J-850'i8-'i]8-'i an interest In the activity judging by a recent 

c S r¥lge of styles !rem the laod-back and proliferation of hacking books. a 0 • IJlfocused v.ork of Mad Professor r-.mo To start With there's Imtiaz Malik's 'Computer z: ;: 
rerntXed ·Protection· so effecwelVllO the Hackmg: Detectlon and ProtectlOfl' which very much 
oeepy, near-niJstnalllOlSe 01 New KlI1gdonfs belongs In the 'hack.ing is the greatest evil kllO'M1 to 
'Black. FalcOn Dub', ttws tw::rCO CXlfl1)IlatlOll is a man' category. Much of the material covered here is 
great 1Iltr0ductl0l1 to a greater IT'USICaI genre skilfully collated from a wide range of l:xlotS, but that 

isn't to say that there isn't anything new. Far from it: 

I 
m Ithough drum'n'bass IS an InStantly there are chapters full of new Inslghts on security 

i!Stenable fOrm of rn.J$IC, It can get a issues 'Nhich any system administrator should be 
little tnte If not carried out wth some sense of aware of If they have UNIX-, VMS- or OOS-based 
experunenta~lOI1. The artlStson 'Quango Sport' systems. The detail in these ChalXers alone Justifies 

< ~ play It straight. but JUSl about get aw<# .... ,th It the cover price. There are also Chapters on hacking • 
" 

c COOl Breeze's ~r, 'can't Deal \AIith ThIs', rtself (but not the usual stories of personalitIeS and • 
~ S pretty rnJCh sets the tone fOr the v.tIOIe their exploits) and British phone phreakmg - the first 0 • C 

~latlal sparse, lelld back. pleasant Alex incident dating back to the 19505 = • <> > 
Reece, Kid Loops and Cloud Nine add to the Malik has also compiled the most exhaustiVe list 
near-sop:>nfic ambIeoce Even TriCky's Sinister of hacking boxes to date, from the ubiqUitous blue 
'Brand New You're Retro' has been remtxed 10 box (used to make free long-distance phone calls) to 
sound bouncy and approachable the cheese box (used by bookies to make calls that 

cannot be traced by the pohce). Rounding off With a 

i 11 or 'Future sour read add}8l2, because - Eric~~nd chapter on encryptlOll (perhaps one of the few 
that IS exactly....nat tM mellow defences the user nas against haCking), Mahk has 

r ~uon ree(s of. The presence of Freak • HIT ...... prOVided an Infonnation source that should be read 
Powef. Yoong DIsciples and .IheI1Sit confirm the by profeSSional and home users alike. 

€ ~. It lSactuallysacnlegloos to produce -£14 Approaching the subject from a more .. 
~ • an add Joll2 co v.tMch ooesrn contall1 the sympathetiC angle is Eric Raymond 's 'New Hacker's 
t ~ - I58N 0·262-68092-0 

DiCtIOnary' 'Nhich lalc:es a definitive look at the latter's 'Friendly Pressure' track. While the = -; ;: songs here often verge on ILISh '7OS lOunge bewildenng mishmash of hacker jargon, slang and 
~ 

ITllSlC ('Rise' from Nlgtnmares on wax being technospeak. In some ways it could be said that 
the pfIITle ~nt), thefe IS a lazy style about creating a lexicon I ke this legitimises the whole 
thIS album wtlId1 effortlessly endears It to the hacker ethos somewhat, and the book does tend to 
lIStener. Turn on, tI.II1e 111, pass 0lIt. reinforce the common urban belief that the students 

at the MIT AI lab - >Mlo simply ento'{ed fllldlng out 

1 IJ or evidence that trance and melodic hOw a system worted - are the true hackers. But as 
foons of techno haVe much 111 common an academic wor1c it IS unsurpassed and, If you relish 

I wrttll980s videogame ITl.ISiC look no further jargon and technospeak for its humour and 
• than An of Trance'S debut alOOm. Wildl ife on inventiveness, the rich language on display In the • '" · 'The ... Dictionary' will prOVide you with lots of • ~ One' oclcs off With recent Club stormer, 

'" • ·Kaleidoscope'. a bouncy. richly layered track entertaining materiaL Highly recommended -l: ~ 

'" 
<5 tnal sounds like a Martin Galway or Tm FOIbn ---,_. For a more objective 1001< at the explOits of -. j c C64 tI.II1e dragged 11110 the '90s; before fT'O\IIflg I • It • ." .... hackers and phone phreakers, 'Approaching zero', 
" ttJ"ougtl the tJneful excesses of ·GIona'. recently re-released by Faber and Faber, IS a must. 

'OCtopus' and 'C8rTtlodIa' Those O<Mng lOOre 'A'hereas most current booI<s focus on the hlgh-profj~ 
vanety. hoM!Yer, may Plefer IJOILme one or cases of haCkJng, here the early days of the actMty 
tVoO ci PIatipus' ()Ml ~latlOfl$ Instead are recounted In detail, prOViding a welcome 

- Bryan C\oueh. Paul Hunao bac~rOUnd to some of the cases and events you 
>' ~ m IJlIeI" 5 Trompsorl"S vivid tale of drug- may have read about else'Nhere. 
..J 

..5 - fuelled pararlOl8 has been released In - FIbft' end Febeor Unlike the preVIous books, 'Approaching Zero' 

l!' ~ this spoI«!n-word form III celeDrallCll'l of the also Widens Its scope to take in other data·crime 
~ 

-5 E l:!oCi's 25th i!MI\IefSIIfy. Harry DeiWl Starllon ." Issues. For example, a large section of the book gives 
• 0 

exudes sJow obllvlOUSfleSS as tne narrator. the most concise account of the development of the !l I" 
~ .,; wt"\jle .IIm JamJJSCh IS SUltaIJIy sardonic as - ISBN fHT 1-1681 H computer VIrus to date. Beginning INith the first • • • ouke. and 'SImpsoos' ~ CIan'Homef' dOCumented attack, in October '87 at the unIVersity of · • ~ = c:asteIIaneta and Harry'8an1ey' Shearer Delaware, and moving OIl to more recent onslaughts 

~ 

PlOVide flavour ar(U"1d the ~. Never as (which seem to grow more maliciOUs as the years go 
worthWhile an expenence as the txxlIt. txJt JUSt byl, this section IS a gripping read In rtself, 
the bCket fOr those v-.ro can't be arsed ID read It. Written In a very accessible style, reminiscent of 

'The Hacker Crackdo'M'l' by 8ruce Ster1 lng, m Iter dr ftlrlg aimlessly through !he world 'Approaching Zero' offers much information that you 
of ambient for the last few years, Alex may not have encountered before, most notably the 

paterson has steered hIS cOllective back on details surrounding the UK Prestel haCk (Vv11ere a 
course. WIth a flercer and IOOre exolIfIg sptn on computer user managed to hack into Prestet, get 
that lIIlmIstalOOIy sphffed-out sound. The dub himself super user privileges and then access the 

• badd:Ione remall1S, and none of !he playfulness Royal Family's accounts). Rounding off With the • -e E 0 has been lost But gooe are the sprawling authors' own account of the Infamous E911 
~ • buiId·ups and str\6lg-out struc11Jres, replaced document trial of the legion of Doom, thiS IS a INOItI1y 
'" I" 

WIth a more Oirect and almost tectm·basecj addition to your library on computer haCking. 
approach. A return to roots Wlm a nod to the 

future - The Om are back In buSiness 
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test screen 

E 

·1 MDK 

The monsters feature impressive 
texturing and amusing animation 

MDK features a variety of ,ameplay elements. 
Indudlng the superb glidlnJ sections. which often 
call for leaps from genuinely dlnying heipts 

l
ooking at MO/(, it's not difficult to see why 
Shiny Entertainment is considered one of the 
most accomplished development hOuses In 

the world. For a company that's produced actually 
very little in terms of ground-breaking titles, Its first 
foray into the notoriously over· subscribed PC market 
deserves to be a resounding success. Murder Death 
l(iII (to give it Its full, but unofficial, name) is addictive, 
imagmative and shines with the black humour that 
devotees of Earthworm Jim will already be familiar With. 

At first looks. MOl< is a straight-out shoot 'em up, 
The first level begins with the player skydiving onto a 
huge alien ship, already serving up SWift and certain 
death to the people of Earth. This sub-game appears 
initially weak, reminiscent of a weedy FMV title, until 
the player begins to realise that this is Simply a 
dangerous bonus stage, that the ground is not a dead 
texture, but scaleable, and that It'S getting steadily 
closer. The searchlight that strikes out from the alien 
shiP becomes a menace as missiles home in on the 
hero, Kurt. weapons fly past, and must be collected 
before the inevitable happens, and the player 
plummets to the Ship below. (f It'S done well, Kurt will 
begin each level With grenades, enhanced weaponry 
and full health 

Already, Shiny is asking players 10 forget about 
playing the game for distance, and asking them to 

remember how games used to be played; pick up 
everything, no matter hOw unreachable it may seem, 
or how insignificant; kill every monster; search every 
room thoroughly; and always take the higher ground, 
This is something that many people may find difficult, 
for such is the visible splendour of MOl( that there's a 
strong temptation to ignore these details and head 
straight for the next visual overload, 

Once on the ship, the game gets Into its 3D stnde. 
The vast, weird architecture of the alien Ships form a 
series of huge arenas and strange corridors. Texturing 
is handled with care, filling just enough to give each 
level Its own feel and to highlight the route without 
maxing out the frame rate (although Edge would love 
to see MD/( USing 3Dfx). The designers have been 
particularly clever here, giving the player a narrow 
but deep field of Vision, eliminating the need for 
any distance fogging and allOWing for some unique 
play mechaniCS. 

The two most vital components to gameplay are 
Kurt's sniper mode and his ability to glide, The firs t IS 
one of the most startlingly original concepts to appear 
in a game for years, and will no doubt have the likes of 
Core and even id taking notes as the player moves 
from the third-person sprite perspective to the flrst­
person, zooming his crosshairs in on the distant 
explOSives and alien sentries that. With a characteristic 



sense of humour, often appear to be taunting the 
hero. Once the target IS locked, robots can be killed 
with one shot to the head. Without sniping, they CQuld 
take many more, which gives the game much of its 
tactical weight, as the player strives to find the perfect 
'grassy knoll' from which to pick. off the most 
dangerous enemies. 

MOK most resembles a 3D platformer when Kurt 
glides and leaps across the rooftops to reach pick-ups. 
It requires considerable skill to perfect and gives the 
player access to kind of complex moves that fans of 
Tomb Raider will already be familiar With. Often. Kurl 
will have to string a number of fancy Jumps and ghdes 
together at once, while avoiding the frenzied attack of 
a hOrde of flying, stomping, and very often bomb­
laden, aliens. Each hit throws him off course, and as 
the ledges narrow and get further apart (particularly 
on the later levels), there's an awful lot more to think 
about than where the fire button is. 

As With Shiny's previous creation, Earthworm Jim, 
MDK's gameplay is varied. The skydivmg stages give 
way to the 3D levels, which in turn contain more 
skydiving sections, surfboard level links and top-down 
3D bombing raids accessed by commandeering one of 
the alien fighters. It's all done With aplomb, and more 
than a touch of comedy. The Earthworm Jim pick-up, 
for example, drops a huge cow onto unsuspecting 
aliens, and if used at the wrong time, even drops a 
cow on Kurt, killing him The bosses that feature in 
each of the seven levels are beautifully drawn and, if 
handled properly, find themselves at the mercy (or 
not) of Kurt's sniper rifle, as Shiny encourages players 
to Indulge their more sadistic urges. 

MOl( really is one of a kind, and thOugh not fully 

Some of the .nens are hup 
(abo"e). and un only be kll," by 
explosives Of' • "'''pllteed 
sniper shot to the temple. Some 
levels feature aliens In fto.tatlon 
tanks (with Impressive 
transparency effects) and stranp 
walkways ftoaUn,ln space (left) 

explored here, a grateful nod must go to the incredible 
artwork, the perfect pace, the onglnallty of the aliens 
and their creepy, truly alien world - and of course to 
Shiny, a team that has not only embraced 3D, £ 
but mastered It flfSt time OUt DaZZling 

Ed ge ratin g: 

Nine out of ten 

More innovation: the sniper mode allows Kurt to 
I:oom In on his enemies and shoot them from afar 

Format: PC Publisher: Interplay 

Developer: ShIny Ent. Price: £40 Release: TBA 
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There's no shorta,e of Imatin.Uon 
In the Shiny cam:r.' as these mlnd­
bo,elln, levels emonstrate 
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°i Ecstatica 2 

It's when opting for viewpoints such as this (top) that the control system problems really 
become apparent. The ellipsoid system proves excellent at depictinc skeletons (above "pt, 

o 

m ehlnd the original Ecstatica's enthusiastically 
: bloody scene-setting and cartoon appeal, the 

fixed viewpoints rendered gameplay 
remarkably similar to the aged Alone in the Dark 
series. Since then the likes of Fade To Black and, more 
recently, Tomb Raider have taken the third-person 
action adventure beyond these confines, using 
improved PC processing capabilities to power full 3D 
engines capable of tracking player movement in 
realtlme. PC garners have tasted a new genre which 
offers the dynamism of Quake, yet brings all the 
benefits of actually being able to see the protagonist 
on screen. Which begs the Question, can there really 
be a place for the statically viewed Ecstatica 2? 

Early signs are positive. The 3D engine retains 
ellipsoids, but now sports full SVGA clarity, something 
which the artists have taken full advantage of. In 
Ecstatica 2 the curved motif is used throughout, the 
sleek lines of the various creatures mirrored in every 
brick and cobbled pathway of the castle. It's a simple 
idea, but one which furthers the feeling of graphical 
Individuality. The extra resolution hasn't resulted in any 
appreciable speed loss, either, animation remaining 
achingly smooth on all creatures in the game, from 
hOrses and trolls to the Errol Ftynn-esque hero. 

The dimensions of the game world have also been 
ramped up, with nearly 2,000 locations in comparison 
to the onglnal's SO. The hero's repertoire of fighting 
moves is Similarly impressive, bestowing an almost 
beat 'em up level of complexity to combat. Sideways 
rolls, spmnmg kicks. and a whole range of weapon 
attacks can be used against the array of enemies, 
which range from rats and giant spiders to green­
skinned orcs and hulking great demons. Such diversity 
in assailants and possible moves adds greatly to 
skirmishes, with each creature type possessing its 
own strengths and weaknesses, some attacking singly, 
others in groups. As with the original there's mUCh 
bloodlettlng, but then held against Resident Evil's gore 
the images here seem far from shocking. 

Sadly, the minor gameplay flaws which plagued 
the original Ecstatica also blight this sequel. Actually 
lining the hero up In the right direction is awkward at 
the best of times, nigh on impossible to achieve when 
in a tense fight-or-fIIght situation. It's a problem 
further compounded by the many viewpoints which 
reduce the player to a speck in the distance, and by 
the accuracy necessary to actually inflict damage on 
opponents. All 100 often it's possible to die at the 
hands of a monsler simply because a sequence of 
lunges with a sword missed by a couple of pixels. 
Given the complexity of manoeuvring a character 
through 3D environments, a more forgiving system 
would have been expected. 

Even the multitude of subtle touches In the game 
can give rise to frustrations. Why, for instance, is it 
possible for our hero to pick up a nearby rat, but 
weapons held by slain monsters remain out of 
bOunds? The ability 10 plunder those defeated in oraer 
to gain better weaponry would have added greatly to 
the sense of progression. Too often the player 
discovers potentially useful objects, only to discover 
that they exist merely for decoration. 

And then there's the decision to stick with that 
fixed viewpoint system. It'S an understandable move, 



There are around n different types of enemy. one or two of which are adudy vacuely human (left). The ellipsoid system proves Invaluable In 
creatine solld-looldnc charaders. Used with exemplary animation. the fitht scenes make up some of the came's most Interestlnc-looklnc npeds 

given the overhead associated with using ellipsoids 
rather than triangular· based objects. And such 
detailed and diverse locations would be impossible to 
replicate using a realtime 3D system. But the quality of 
the environment in Tomb Raider isn't that inferior, and 
the benefits of a dynamically traCking camera would 
have solved many of Ecstatica 2's problems. Certainly 
navigation and combat would have worked far more 
effectively, while the loading delays that precede each 
new location would have been eliminated. 

And yet Ecstatica 2 remains hugely appealing, 
simply because It'S obv ously been conceived with 
such care in every other area, and because the 
balance between fighting, exploration and puzzle 
solvmg has been remarkably well judged. Few games 
can spin out an epic story so well, the blend of 
cinematic Viewing angles and genuinely Interactive 
gameplay proving hard to resist. And those ellipsoid· 
based graphiCS really are a cut above the usual 
generiC polygon· based mush. For once game 
characters actually look. like they exist within the game 
world - the way the hero strides up stairwells, battles 
it out in courtyards and strives to recover his beloved 
Ecstatica from the clutches of the final demon is 
pure filmic magic. 

AtthouCh the prerendered grachles are naturally 
limited, they allow for some C orious scenes 

The Challenge Ecstatica 2 poses gamers is 
tremendous, and those curiOUS ellipsoidS have once 
again proven to be a refreshing alternative to the 
mainstream 3D style. But the time invested expanding 
the game world might have been better used ironing 
out the problems posed by that control system. 

like ItS predecessor, Ecstatica 2 is a game with 
more balls than most But maybe that's no £ 
longer quite enough 

Ed ge rating : 

Seven out of ten 

Andrew Spencer studios has used a blend of fradalalgortthms and those ubiquitous 
ellipsoids to cenerate scenery. The result is a host of unique and atmospheric environments 

Format: PC Publisher: psygnosls 

Developer: AS Studios Price: £40 Release: Out now 
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t.st s creen 

°i Dark Savior 

Ciarlan can only move alone the four 
compass points, meaninc that 
cameplay can prove rather strid 

The variety of kKations in Dark Sovlor Is one of its distinctive qualities - the lurid colour schemes of this 
showrirts bar (main), situated In the came's undercround prison complex. Is in marked contrast to the 
more naturalistic tones elsewhere (above rlCht). The UCed Bllan (left), whose passace you are overseelnc 

m ullding on its previous isometric arcade 
: adventures - Land Sta//(er on the Mega Drive 

and Lady Sta//(er on the SNES - Japanese 
developer Climax obviously knew just what it wanted 
to achieve with Dark Savior. using the same mix of 
story-driven RPG wrapped around a core of problem 
solving and combat, the game owes everything to the 
time when Ultimate first afflicted Sabreman with 
lycanthropy In Knight Lore. Now, of course, the 3D 
effect Isn't restricted to merely a clever programming 
trick, having been elevated to creating a proper 
environment capable of being viewed from any angle. 

And It'S the 3D world of Dark Savior that impresses 
most. unlike previous games of this type - Equinox on 
the SNES, for instance - the locations in the game 
really are proper settings, not merely a series of 
abstract. unconnected rooms. Getting across a 
yawning chasm doesn't mean Jumping on the usual 
nondeScript floating blocks, but reqUires negotiating a 
functioning crane or a series of deCidedly unsafe­
looking girders. While the game engine does suffer 
slightly from the usual saturn glitching and Slight 
slowdown when there's too much gOing on, It doesn't 
detract from the overall effect. The problem of judging 
distances and alignment of obstacles that has always 
plagued isometric 3D games is also negated somewhat 

e ~ -
.. t:.i , 
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... \ ', - - . 
Beinc able to temporally view your position 
from different anlles is a very wekome feature 

o 

Sub-plots Indude the a~arance of a female 
bounty hunter, but miCht have been Improved 

by allOWing you to temporarily adjust your viewpoint 
and better gauge what action to take next 

Fortunately, the RPG element is just as inventive 
as the 3D environment. further illustrating the gap 
between the Japanese and western approach to 
justifying a game scenario. The fantastical and the 
conventional are easily integrated into the story as you 
assume the role of bounty hunter Garian, escorting the 
dangerous monster 8ilan to its place of execution on 
the remote Jailer's Island. Add to thiS a smattering of 
disgruntled prisoners, a mad warden and a rival 
female ninJa and, while you may not have the most 
taxing tale, It certainly makes a change from the 
stereotypical space-marines-out-to-kick-allen-ass 
attitude so popular With western deSigners. The 
importance Oar/( Savior places on Its story is also 
reflected in the way It tries to escape the usual RPG 
problem of replay value. Depending on hOw you 



complete the prologue adventure at the beginning of 
the game (as 8ilan escapes from the boat transporting 
him to his execution), the rest of the adventure differs 
quite radically. Multiple routes mean that you could 
play up to five different versions of Dark Savior - albeit 
wi th some common scenes - with over 100 different 
endings. Edge finished the first 'parallel' in just over a 
day, so even playing through all of the game's many 

A blue bird called Jac:k ac:c:ompanles (iarian 
throughout the game, oHerlng snippets of 
advic:e )1Ind even resc:ulng him at c:ertain points 

Climax obviously tried to add depth to 
the fighting sections of DD'" SDlfior, but 
simply hitting buttons at random often 
proves to be an eHedive c:ombat option 

'(est screen 

T1Ie English translation Is better 
than In many RPGs - but only just 

Edge finished the first 'parallel' in /·ust over a day, 
so even playing through al of the game's many 

variations shouldn't present too much of an endeavour 

variations shouldn't present too much of an 
endeavour, but it's a neat touch nevertheless. 

As if to confirm its middle-ground stance between 
action game and RPG, Dark Savior strikes an uneasy 
balance with combat. Like its turn-based cousins, 
fighting takes place on a separate screen, but instead 
of choosing attaCKS from a menu, bouts involve a 
best-of-three-rounds, SFII-style button bash. However, 
while Garian can 'capture' opponents - thus g ving him 
the ability to fight as different characters as well as 
performing blocks and special moves - furious, 
random button stabbing seems to serve just as well. 

If the indiVidual parts of Dark Savior occasionally 
fall short of the mark, when brought together they 
make an engaging whole, and the game deserves to 
sell enough to encourage Sega to officially distribute 
more action-RPG crossovers such as the £ 
upcoming Grandia and its own Shining Holy Ark. 

Ed ge ratin g: 

Seven out of ten 

The game Involves a mixture of action elements, suc:h as jumpina: between platforms (above 
left and c:entre), and more sedate enc:ounters with numerous NPCs that appear throughout 

Format: Saturn Publisher: sega 
Developer: Climax Price: £45 Release: Out now 
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test lcreen 

0j Die Hard Arcade 

5ltHkln, up behind enemies allows 
you to hanckuff them (tor.)' 
elllnlnatlnl them Immed ately. 
Not all enemies are human (above) 

Playlnllames of Deep Scan 
beforehand allows you to earn as 
many ,ame continues as you want 
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Up to four enemies can be engaged at once. although one or two Is more common. In twoplayer mode. 
the number of charaden on screen un become confusing. but the Satum handles such action perfectty 

T
hough Die Hard Arcade is a perfect Saturn 
conversion of the ST-V coin·op, to call It 
anything but a very competent arcade game 

would be inaccurate. With the exception of a few 
options to bypass certain sections, It IS a strictly linear 
affair, making for a very predictable experience 

Limited as it is in thiS respect, Die Hard Arcade 
boasts extraordinary depth In other areas. The number 
of attacking moves that the gOOd guys possess would 
qualify them for entry into most straight one-on·one 
beat 'em ups. From complicated punch and kick 
combinatIOns to throws and throw-breakmg kicks, 
there's more to the three-button control scheme than 
there might at first appear 

But the game doesn't limit itself to hand-ta-hand 
combat: included in the levels are a whole arsenal of 
both offenSive and more makeshift weaponry. For 
Instance, the machine and hand guns cause fairly self· 
explanatory damage, but broomsticks, assorted items 
of throwable furniture {a grandfather clock at one 
stage) and the self·assembly flame thrower help make 
the game far more Interesting and varied than the 
many of its type that have gone before. And for those 
more conscious of correct pohce procedure, swift 
manoeuvring can also see enemies firmly handcuffed 
and out of the game. 

However, as accomplished an arcade game as Die 
Hard Arcade might be, seriOUS questions have tQ. be 
asked of I1 as a Saturn release, With plenty of 
continues (an unlimited supply can be earned 
beforehand In rounds of the antique submarine game 
Deep Scan), the game can be completed by a total 
novice in under 20 minutes. Although the idea then is 
to finish in quicker and more life-economic times, that 
kind of replay play is never as satisfying as the 
exploration of new areas. True, the excellent 
twoplayer game adds a lot - friendly fire becomes a 
danger here if the option is turned on - but, again, not 

as much as 20 more levels and a range of alternative 
routes would have done 

Die Hard Arcade IS another fine sega coin-op, well 
converted to the Saturn. unlike such arcade/Saturn 
hits as Vlrrua Fighter and Sega Rally, though, it doesn't 
look fully at home, at home. For this type of £ 
game, Guardian Heroes still hOlds the honours. 

Ed ge rating : 

i -­

Six out OT ten 

Items nallable for collection are hl,hlia:hted In 
red (top). Oddly. one stale sees you fightinl 
your way through a public convenience (above) 

Format: saturn Publisher: sega 
DeVeloper: In-house (AM1) Price: £45 (UK) Release: Out now 
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test .creen 

'i Raystorm 

Ilaystorm takes the INsic conventions of the vertical suoller and embellishes them with much visual innovation. Hence, a sQllerin, complexity In 
realtlme backdrops (left) and I"eat set pieces such u this waterfall (rI,ht), where the player's Ullft plunles onr a predplce before ruchl ... a boss 

Backcrounds ,anp from seucapes 
(top) IIRd deep space (middle) to 
hup IIcht-sourced spacecraft 
slowty orbitIn, planets (above) 

~ 
hen Taito chose to convert its vertical 
scrolling arcade shoot 'em up, Rayforce, to 
a hOme system, It qUite wisely chose the 

Saturn. One of the main assets of the game was its 
use of depth, with enemy fighters approaching from 
above and below the player, and the Saturn's sprite· 
scaling abilities handle<! thiS magnificently. For the 
coin·op sequel, though, Talto SWitched from sprites to 
polygons and the PlayStatlOn has taken over as the 
format of choice for a home converSion. 

The game looks even better In the home than It did 
the arcade, taking the baSIC Ideas of depth and 
perspectIVe from the anginal title and dreSSing up the 
whole concept up With some marvellous graphical 
touches. Enemy craft now reap the benefits of 
realtlme light·sourclng, plunging Into shadow beneath 
the player and reflecting lasers blasts and sunlight 
wtlen they swoop back up. This effect is most 
effectively employed on level four, where finely 
detailed giant spaceships slowly rotate beneath the 
player all the time exposing different aspects of their 
chassis to the sunlight above. 

Other graphical touches are also put to marvellous 
use. In level two, for example, enemy craft slowly rise 
from beneath the ocean and many cruise along just 
beneath the surface, taking full advantage of the 
PlayStation's transparency effects. Even when not 
revelling in Visual tricks, RaySfOrm looks stunning: all 
its craft are cleverly designed and the backgrounds 
constantly surprise WIth their variety and invention. 

Most importantly, though, Raystorm is a 
thoroughly addictive experience. The dual shqoting 
system (miSSiles lock-on to targets below the player, 
while the blaster takes out enemies on the same level) 
works brilliantly here, constantly demanding that the 
player fights two wars at once. Added to thiS, the 
screen is a constant mass of beautifully lit explosions, 

projectiles and enemy craft. Though thoroughly 
derivative in its structure (eight levels, bosses at 
preset interseCtions), Raystorm achieves enough to 
keep players pumping away at the fire buttons for 
days on end. It's everything Philosoma should have 
been: a classIC genre em blazoned With every trick in 
the PlayStation's book 

The vertically scrolling shoot 'em up is perhaps the 
most recognisable videogame experience - one that 
can be traced all the way back to space Invaders - and 
a whisper of Its basic theme can be found In every 
Single modern shoot 'em up. Which Is perhaps why 
companies like laito are still taking this archaic genre 
and explOiting it to prOduce enjoyable - if £ 
Imlted by their very nature - games. 

Edge rating : 

Seven out of ten 

The sueen has a tendency to overload with 
uaft. IlISer fire and explosions at som. points 

Format: PlayStatlon Publisher: Taito 
Developer: In-house Price: VS,8OO (£30) Release: Out now (Japan) 
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fter the sterling work Reflections did on 

, Destruction Derby 2, crafting a stunningly 
QUick engine and complemenllng it with 

action-packed racing, Monster Trucks has some great 
expectations to deal with. With early details of a free 
orienteering mode, over landscapes formed from 
half a million polygons and covering, to scale, a six­
mile square, Edge hoped to be reporting on a very 
special title indeed. 

Sadly, it wasn't to be. Instead, a title that seemed 
almost certain to crush Gremlin's mediocre Hardcore 
4x4 under ItS tyres stumbles badly in a number of 
important areas 

The game IS divided Into three different modes: 
Circuit Racing, Endurance, and Car Crushing. The last 
option proves the most forgettable, involving driving 
backwards and forwards over car wrecks, garnering as 
many points as possible before a time limit expires. 
Competition in this level IS limited to keeping up with 
the scoring of another truck, which is taking part in the 
event in the other half of the arena. Just like 
Destruction Derby'S bowls, this USP also proves to be 
an unwelcome and, frankly, tedious distraction from 
the real game. 

CirCUit Racing, which is as traditional as the game 
gets, is mUCh oeuer and shOws off the game engine's 
strong points - ItS independent suspension system 
and physics. At first the handling is tricky, with lots of 
oversteer, but once mastered the frequent Jumps and 
competitive racing provide some spectacular 
entertainment. There are flaws, though. Slowdown, for 

The rescue helicopter (top) is ulled ... the touch 
of a button and deposits you elsewhere In the 
Endurance Llndsupe. Clever lens flare (above) 

screen 

Monster Trucks 

The Circuit Racln, mode confines the player to a track featurin, cliffs and unclimbable 
hills. These elements also mana,e to curtail some of the ,ame's worst pop-up excesses 

one, and an over-sensitive damage meter that sees 
many races end in mechanical failure - not a 
disastrous state of affairs, but frustrating nonetheless. 

Endurance, on the other hand, cruelly exposes the 
eng,ne's weaknesses, despite actually being the most 
enjoyable mode Pop-up, the bane of many a driving 
game, prevails. Where CirCUit-based games can 
compensate with cunning track and scenery deSign, 
Endurance's Wide open spaces give the engine no 
such cover, and the results can prove shockmg. It's all 
very well challenging the player to find their way 
around impassable hills, but If you can't see the terrain 
until you've hit It, there's little scope for planning 
ahead. perhaps this is why the races themselves, from 
checkpoint to checkpOint, take on such a familiar 
circuit flavour. The only way to ensure success is to 
follow the leading trUCk, who knows his way around, 
until the last straight. Ultimately, all Reflections' 
impressive talk of freedom and flexibility boils down to 
nothing more than the odd bit of corner cutting 

There are other glltches, too. Take a wrong turning 
and you could end up In a strange alternative 
dimension of ClaShing polygons - a collision with a 
building can result m an Infuriating bundle of fused 
shapes - and should you see too many of your 
competitors there's another generous helping of 
pace-sapping slowdown. 

ReflectiOns' ambition 10 Monster Trucks is laudable 
but the game lurns out 10 be far less so. It would 
appear that the genre simply does not lend itself to 
gameplay thrills as comfortably as the likes of £ 
Rage Racer and Sega Rally. 

Edge ratin g : 

Six out of ten 

Format: PlayStation Publisher: psygnosis 

Developer: Reflections Price: £45 Release: Out now 

Your b'avels take you through the 
occasional hamlet (above)_ The Car 
Crushin, mode in full effect (top) 
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°1 Micro Machines v3 

What can't be conveyed by these screenshots is just how Impressively fluid Micro Mtlchlnes vl 
Is. The PAL machine runs at a constant sofps makln, it the smoothest polnon racer to date 

The breakfast table element makes 
a retum In MMvl, now with cheese 
jumps and milk-spill skld-~ns 

I
n retrospect, the Micro Machines series 
almost seemed to mock the 16b1t systems It 
dominated. Tiny vehicles, simplist,c circuits 

and 'O'-Ievel-Art-standard characterisatIOn added up 
to an atmosphere that could best be descnbed as 
cheap and cheerful 

Though the Micro Machines toy-line license was 
hardly the hottest In tov.rn, CodeMasters had some 
killer cards up Its sleeve: heaps and heaps of 
beautifully accessible gameplay presented In a 
balanced multlplayer enVironment 

The leap from 16 to 32blt looked dlfflcutt, and the 
announcement that the game would be polygon based 
posed several Questions. HOW would CodeMasters 
polish up the game up Without losing Its diminutive 
charm? Would the gameplay survive the transition? 

After two years in development the game has 

Each time all but one of the players Is destroyed, the remalnln, vehicle does a vldory ji, 
(left) which roes on sllghUy too lon,_ Irs one of the ,ame's few ,enulnely annoyln, baits 

materialised and its graphics remain endearing, while 
simultaneously managing to be highly impressive. 
Edge wouldn't have shed any tears If the characters 
have been dropped, but new renders have been 
drafted In and hit the cheese-spot harder than ever. 

Fortunately, despite these innovatIOns, playing 
MIcro Machmes v3 feels almost exactly the same as 
playing Its forebears. The slippy handling of the 
vehicles on offer is Just right, as is the amount of 
difference between the way each type behaves. 

The third dimension does make Itself felt in a 
number of constructive ways, though. Some courses 
now have bumps which need to be taken into account 
when cornering; jumps abound; and Code Masters has 
taken the opportunity to thrust the everyday items 
which make up the courses further into the fore than 
ever, making for some hugely distinctive tracks, 

The multitap-compallble multiplayer mode (which 
allows for up to eight-way races) - always the series' 
ace in the hole - is excellent, With better balanced 
weaponry and some really challenging courses that 
balance against many more open and forgiving ones. 

Naturally, It'S not perfect. The camera occasionally 
abuses its new-found freedom, taking up obscure 
angles in during oneplayer games and making things 
difficult for the leader in party-play modes. 

These are minor criticisms, however. Micro 
Machines v3's blend of simpliCity and variety in 
gameplay, plus Its range of over 30 conSiderably 
different Circuits, ensures that ultimately It gets £ 
Edge 's firm recommendation. 

Edge rating : 

Eight out of ten 

Xc-____ ~f~o~rmc=at~: ~p~la~y~s~~=t=io=nC---~-----CP=Ub=l~is~he=r=: ~C=o~d=e~M=a=st=e~~=-__ ~ __ -O~~-C~~ ________ --1 e Developer: In-house Price: £45 Release: March 



Scorcher 

Pt.yers race around the 
tracks In Scorcher on 
futuristic bikes (below). 
Sene",.,., Zyrlnx team 
has creMed • JO entine 
th.t moves at • 
surprislnctY swift rm even 
on relatively unambitious 
set-ups. Note the effective 
use of spot IIdrtlnc effects 
(left). wttkh tUrth .. the 
,ame's odd atmosphere 

~ 
s the dream that was scavenger CO.llapses 

, under Its self-generated expectations, 
Scorcher IS released. For a futuristic 

motorbike racing game it would be unfair to expect 
anything original, but within the tight constraints of the 
raCing genre, Scavenger's internal Zyflnx development 
team has created one of the most enjoyable yet simple 
titles for Quite some time. 

Scorcher's main strength is its well implemented 
difficulty curve. The six tracks start at a challenging 
but rewarding level and as you progress through the 
race, taking out obstacles and dodging the pits and 
jumps that appear lap by lap, everything becomes 
temptingly harder. The near'perfect phYSiCS of the bike 
complement thiS brilliantly. Gravity and speed are well 
matched, the centripetal acceleratIOn hurls you round 
corners, and the track edges are always threatening 
but never infuriatingly impossible to navigate. The 
whole affair belts along at a very respectable pace 
for a PC title, too 

Although Geoff Crammond's Stunt Car Racer Stili 
represents the ultimate In off-the-wall, strangely 
deSigned, gravity-controlled action, Scorcher gets 
closer to most efforts in attempting to take the crown 
for many years. It'S an enjoyable game that attempts 
and succeeds in giving the PC something more £ 
than a Shoddy and unoriginal console port. 

Edge rating : 

Seven ten 

Format: PC also for saturn 

r. Publisher: GT Interactive I Developer: 

I. Price: £35 Release: 

scavenger 

OUt now 

NBA Hangtime 

E ven thOUgh NBA HangtJme was made by the 
creators of tile original NBA Jam, they weren't 
allowed to use the Jam name due to legal 

reasons. However, the la'fol)'ers couldn't stop the 
developers from uSing the same exact engine and nearly 
identical gameplay. 

If you've played NBA Jam, then you've played most of 
NBA Hangume. New to Hangtime are features like fade­
awwys and dribbling manoewres that give the player 
more COfltrOl than ever before. HQVoIeV€r, none of this 
really makes much dlfference,Slnce the usual shove-and· 
dunk core gameptay of the sefles doesn't wait long before 
making itself known. A deSign·a·player optiOn is perhaps 
the game's biggest difference to the titles It succeeds, but 
It ultimately proves Of novelty value only. 

The fourplayer action of Hangtime IS ItS saving grace, 
especially on the N64 where the readily available four 
contrOller ports make multiplayer gaming extremely 
simple Beyond that, the game has little right calling the 
N64 home: the simple 20 sprites and digitised heads don't 
use half of the power available, and the poor frame rate is 
just unforgIVable. In fact, the far inferior SNES plays host to 
a verslOll that kx>ks as almost as good and plays even 
better due to ItS more user-friendly controller 

There are certainly worse things to do with your N64 
than enjoying a foorptayer game of NBA Hangtlme (try 
CrUis'n USA for one), but remember that you coold buy a 
second-hand SNES and the original NBA Jam (Vv'hich gives 
Hangtlme a run for Its money, to say the very least) for 
nearty the same PfiCe as this cart. Assuming. of course, 
that you really want more of thiS kind of dated, £ 
and occaSionally plain dull, gameplay 

Edge rating : 

Five ten 

... ----. .... ----.. 

Non_me's biecest draw Is likely to be its enormous ranee of quirky 
mocfes of play - a hallmark of the lam series - includine this 'bie 
heaer option (top left). An attempt at an ambitious dunk (top rieht) 

Format: Nintendo 64 

Publisher Midway Developer: In·house 
Price: $70 (US) Release: Out now (US) 

I. 
3 • .. • 
~ , 
• 



screen 

The City of Lost Children 

Playinca 11-year-old clri In a hostile worid necessibtes a rather dtfferent style to, say, the vicious scuffles 
of Alone In The Dflrlr. Hldln" sneakln" steallncand manipulatinC the attairs of adults are paramount 

T
he City of Lost Children is based loosely on 
the cinematic fantasy of erstwhi le graphic 
novelists Jeunet and Carc. Taking its cues 

from Resident Evil and Alone in the Dark, it uses 
prerendered backdrops and moody angles in what's 
practically a recognisab'e 3D adventure format. The 
effect is richly atmospheric, even If It doesn't always 
capture the decrepit grandeur of the movie's elaborate 
computer-enhanced sets 

However, Lost Children IS yet another depressing 
example of emphasising graphics to the detriment of 
the game. Thanks to her conspiCUOUs anlmatton, 
controlling 12-year-old herOine Mlette IS a real test of 
patience. Even a Simple task like turning on a light 
switch becomes a chore of bumping into walls, Shifting 
left and right, finding exactly the right spot to stand 
and direction to faCe while enduring repetitive 'I can't 
manage it' messages. Such clumsiness undermines 
any sense of realism or naturalism. 

The lack of freedom also introduces elementary 
game design faults. To escape a warehOuse, Miette 
needs to climb a set of boxes. However, the firs t box 

, 
A camera Icon means multiple views available, 
helpin, to dls,uise the scarcity of locations 

Taking its cues from the likes of Resident Evil, Lost Children 
uses prerendered backdrops and moody angles in 

what's practically a recognisable 3D adventure format 

can only be climbed from one particular side, for no 
good reason other than Mlette's animation is set up to 
be viewed from that angle. 

And, sumptuous as it may be, the enVironment 
often Inhibits play. Important Objects and switches are 
sometimes ImpoSSible to make out, with nothing to 
distinguish Vital hot spots from the melange of non­
interactive baCkground objects. The worst excesses 
leave you struggling to negotiate unseen obstacles 
with a tiny sprite because the deSigners, thinking like 
film makers rather than players, have decided that a 
particular location would look better as a long shOt. 

Perseverance reveals little more than some 
unlntuitive puzzles with singular solutions. At one 
early point you 're completely unable to progress 
until you've discovered an 'Invisible' metal bar (an 
action window only appears when standing right 
over it). Intelligent puzzle-solving is no more likely 
to reap rewards here than desperate trial and error, 
or even blind luck. 

And regardless of whether it's slOPPiness or lack 
of familiarity with the hardware, there's really no 
excuse for a Single saved-game file demanding an 
entire memory card to Itself - QUIte inexplicable in 
such a linear affair With so few pOSSibilities. 

The City of Lost Children's creators are obviously 
more Interested in making movies than designing 
games. Indeed, on the evidence given here, it makes it 
difficult to imagine that they play games at all. £ 
Overall, a tragic waste of misdirected talent. 

Edge rating : 

Four out of ten 

Format: PlayStation Publisher: Psygnosis 
Interaction is accompanied by 
CD-streamed dlalo,ue, although 
disc access is a little uncomfortable Developer: Psyg. France Price: £45 Release: Out now 
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crypt Killer 
Publisher 
Release 
Price 

PlayStatiOn 
Kon aml 
March 

£40 

m onami was on to 11 loser from the start 'Nith thiS 

a...."I COIn-op conversion, which can lay daim to be 
pretty much arcade perfect. in as much as II's just as 
poor as the anginal. The same blocky spntes leap out 
from weak polygon scenery, wave thetr arms about 
and thr(]N spears with some of the worst animation 
yet seen on the PlayStabon, and either explocle on 
being shot or gel so dose to the front of the screen 
that they resemble nothing more than 11 mush of tiles, 
reminiscent of WoIfensrem 3D on a 386 PC. 

The Saturn, even w;th Its tricky polygon 
processing. set the gold standard for hght..gun games 
WIth Virtue Cop and its ImpressIVe sequel, and 
Konami's PlayStation effort is so far behind in eoJery 
department. i(s almost laughable. Add to that the fact 
that anyone WIth even the most baSIC hand-eye 
co-ordination could easily complete this In Just £ 
a couple of hours, and Crypt Killer IS DOA. 

''''''' ten 

Heroes of Might and Magic 11 PC 
PubliSher 
Release 
Price 

Studio 300 
Out now 

£3S 

n here was a time, a couple of years ago, wherI 
solid, highly respectable strategy games were 

the PC's staple diet Today, good examples are a rare 
commodity, and Heroes of MIght and Magrc 11 fits 
squarely in this category. 

At the most basic level this is a standard fantasy­
based, resource-management game With turn-based 
combat interludes. HOMMII feels refreshingly 
unconstrained for this type of game, and players have 
freedom to explore, try any tactic and manage the 
entire world, There are a huge number of well­
balanced and interwoven elements that are a 
pleasant throwback to the old days, when the likes of 
Populous hogged computer momtOl'S. So it's a 
continUing surpnse that developers fall to see what a 
demand there is for this sort of PC game which, when 

well-executed, can command a huge £ 
folic:Jv.Jing. They should open !heLl eyes. 

Eight out of ten 

Legacy of Kaln 
Publisher 
Release 
Price 

PfayStation 
BMG Interactive 

March 
£40 

m aN do you repackage old games for a new 
audience? Legacy of Koin's twist is to make its 

protagonist an anti-hero, a rapacious vampire who 
needs to sustain himseH on the blood of innocents. 
Such desperately controversial elements have already 
won it an enthUSiastic Stateside audience - where it 
benefits from a dearth of compellllon. 

Kom mames oId-fastuoned 2D overhead 
hack'n's1ay mechaniCS With sub-Zeldo puules, each of 
its trap-laden dungeons rev.oardlng the player With a 
nev.o weapon, a death spell or a traditional vampiric 
form. Such spoils typically reveal secondary powers to 
break boulders or scale walls, thus opemng up 
previously inaccessible parts of the world map. 

11 never surpasses what it Imitates, however: take 
ifflay the FMV and you could be plaYing any SNES 
acnon-RPG circa 1994, a lack of flair detracting £ 
from an othelWlse amusing romp. 

ten 

Sonic 3D saturn 

n here's an Interesting story betW'Id SorlIC 3~. 
Sega w<!nted Sonic on the Saturn and. aher the 

awful mess that the Amencan Somc Team made of 
Somc Extreme, Somc Team leader Yuji Naka 
decided to quickly produce a Saturn version of the 
Traveller's Tales Mega Drive tItle, Sonic 3D. 
So, apart from a few new graphIcal effects, more 
colours, better sounds and a whole nev.o 3D bonus 
round (very similar to the one seen in Sonic 2 on the 
Mega Drive), Sonic 3D is little more than a 
straightforward conversiofl. ThIs presents something 
of a dilemma. Should Sega be criticised for producing 
nothing more than a 16bit upgrade or should gamers 
swallow thell pnde and enJOY the game for the 
playable, if basic, affair that It is? A bit of both, actually, 
although the feeling is that 5ega will have to come up 
'Mth a strooger Sonic-based tide than thiS £ 
before the year IS oul 

ff,. ' U lft" 

Sue out of ten 

KKND 
Publisher 
Release 
Price 

PC 
Electronic Arts 

Out now 
£35 

m efboume House marks its tnumphant retum to 
ll!.LI the International gaming scene (the company 
was previously known as Beam Software) with an 
excellent Command and Conquer done. KKNO 
(,Krush, Kill 'n' Destroy') IS set in a post-apocatypoc 
Australia where battles are fought between humans 
(the 'SuNivors') and mutants (the 'Evolved,), and 
distingUiShes Itself from the ubiquitous classic by 
virtue of a subtle sense of humour and a superb 
oneplayer game, thanks to some bnlllantly wlltten AI 
routines. The units, too, are some of the best of the 
genre, displaying a wide vanety of strengths and 
weaknesses that create a perfectly balanced realtime 
wargame. Melbourne House, which was perhaps 
prevoously best known for its 8bit beat 'em up, Way of 
the Explodmg FISt, is lookmg strong. and may even 
see the all-conquenng teams over at £ 
West'NOOd taking a fev.o notes after this. 

EIght out of ten 

Batman Forever 

r:t ased on one of AcclaIm's first ventures Into the 
l!J 'NOfkj of arcade games, Botman Forever looks 
every urlt a coirrop otle. 

Acclaim's In-house motton-capture studio was set 
to work on the charaaer details In the game, and the 
outfit IS obviously a competent one, as some of 
Batman Forever's ammatlOll is ImpresSIVe. 

In gameplay terms, though, wandenng through a 
bland landscape rapidly pressing the same button 
and ultimately wartlng for boredom to creep up lNQI'I't 

be what Saturn owners would hope for from such a 
potenoally strong license. 

So, v.tlile the graphics and effects are fine and 
certainly make good use of the Saturn's excellent 
spme-handhng capabilities, the game should have 
stayed where it was onglnally intended: in the 
arcades. It's simply not SUited to a long session £ 
In front of a televiSIOn at home. 

Four out of ten 







Virfua Striker 2, from Sega's premier coin-op division. 
AM2, uses Model 3 technology to create some stunnint: 
in-game visuals. This hi-res, prerendered static, however, 
favours SGI hardware instead of lockheed Martin's ... 





















Rely on Edge to cut through the technobabble. Write 
to Q&A.. Edge. 30 Monmouth Street Bath. BAl 2BW 

fill have been following the 
~ emergence of 3D graphics 
cards and have two questions: 
I. Would I be able to install 3Dfx 

(below] and PowerVR cards and 
switch between the two easily, or 
is it a difficult process? I want to 
get the best set-up possible .. 
2. If I buy an MMX-enhanced 
Pentium, can I still insert a 
graphics accelerator card or will 
this prove incompatible with the 
new MMX technology? 

Robin Holt,. 
via e-mail 
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-""' InIormaIion to !be 
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2. No. eccdll'llDr cads in not 

."""1pIIibIe - ....... -

............. nd lispedlaglllll 

fi1 Could you please shed 
~ some light on the 
somewhat confusing issue of 
frame rates. It is my 
understanding that the human 
brain is only able to process 
images at a rate of about 26 
frames per second, so if this is 
the case why do developers 
always aim for a 30 or sometimes 
60fps screen update in 
videogames? Two games which 
supposedly (in their native NTSC 
versions) run at 30 and 60 hertz 
respectively are Soul Edge and 
Tekken 2, and to me there is a 
marked difference between the 
two - Tekken 2 being much 
smoother and realistic. But surely 
this contradicts the 26Hz 
threshold for the human eye. 
Also, is it true that televisions and 
monitors have varying update 
speeds, and how does this affect 
the whole issue? 

5tephen A. Mackintosh, 
Universtty of Edinburgh 
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