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he wait is almost over. Eight
I months after the Japanese

launch, UK consumers will finally
be able to get their hands on the world's
most desirable piece of wideogaming
hardware, the Nintendo 64, on March 1.

Or will they?

Incredibly, only 20,000 units have
initially been made available for the UK
market, and mdny of these have been
pre-ordered. For those who do succeed in
finding one, this month’s N64 supplement
will no doubt prove an invaluable guide to
the console — its history, its architecture,
and its forthcoming games.

in.  the postlaunch  optimism,
however, it is important to keep one eye
on the bigger picture. The shortage of UK
machines is the latest in a senes of
consumer-baiting delays and controversies
that have surrounded the launch of
Nintendo's 64bit gamebox. In Japan,
financial analysts are getting edgy. There
are still only ten games available for the
console, and in a stark contrast to the N64
frenzy which has swept the US, there are
thousands of units still freely available on
the shelves of Japanese shops

Some have insinuated that Nintendo
15 losing its way. Increased competition
from Sony, a comparatively new nval, is
intense. The rmules of the game are
changing. It used to be that software
companies would fight o have ther
games released on Nintendo hardware
Now the PlayStation is proving to be a
desirable alternative

Yet Hiroshi Yamauchi, Nintendo's
vitnolic  president, remains  aggressively
optimistic, as this month’s candid profile of
the man reveals.

The 64bit age has at last amved,
potentially the best videogames are on
their way, and it's a sure thing that Messrs
Yamauchi and Miyamoto still have a few
more tricks up their sleeves

The future is almost here...
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The ATEI show is the UK's largest annual coin-op event. Ed:
witnessed Sega unveil its Model 3-based Scud Race. Also, Sega
annaounces a merger with Bandai, while the N&4 hits the UK
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As Nintendo gears up for 1hiEurupean launch of the NG4, the
compary's chairman, Hiroshi Yamauchl, speaks out on the
competition, the games and the troubled Japanese market
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Edge looks back at a classic coin-op from yesteryear, Tecmo's
ar, as well as bringing news of the home release of another
arcade gaming's forgotten treasures, Elevator Action Returns
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Atar Games Is looking to get back on form with the 3Dfx-
powered beat ‘em up Mace: The Dark APE_ while Sega updates
its Virtua Stnker vath the power of Model 3 technology
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Success for
Saturn in States

The Saturn may be
consolidating its position
in the US, despite
pressure from the N64.

Ted Hoff, vice president
of Sega of America,

THE LATEST NEWS FROM THE WORLD OF INTERACTIVE ENTERTAINMENT

Sega joins Bandai

in mammoth merger

"

claims that sales targets

have been reached and

that he is more than ;

satisfied with the Satumys  SF'S Japanese HQ, whose ""':'“""'“’l

installed user base. from a number of licenses
This ement

was prompted by the

results of the recent TRST ega Enterprises Ltd has announced

survey which showed the B a surprise plan to merge with toy

Saturn’s share of the manufacturer Bandal. The two

industry double from entertainment giants, set to join forces on

10% in November ‘96 to
21.2% in December. The
success was put down to
& new Saturn bundle
which includes the
console and Virtua
Fighter 2, Virtua Cop and
Daytona USA.

October 1, 1997, will form a new company
called Sega Bandai Ltd, with assets in the
region of ¥588bn. 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 tities 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 technologles, including digital

content, virtual reality and computer graphics,

while Bandai will contribute its expertise in
character development, merchandising and
visual/music technologies.’

However, despite Sega’s positive tone,

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

financial commentators have suggested that
weaknesses may have played a bigger part in
the merger than strengths. Although Bandai
made a profit i fiscal year up to March
‘36, 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® Power Rangers are currently mightily
morphin’ into 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 netincome of ¥5.3bn, but this is
down on an original forecast of ¥10bn. 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. Bandal'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 alllance to
strengthen dominant positions
suggested by the press release

As for possible fruits of the coalition,
nathing has been officially announced, but Itis
believed that Bandai licenses such as the
Power Rangers may well find their way into
forthcoming videogames. The Guardian (Jan
24) recently ran a report suggesting that
Bandal 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 stron
of the rest of the piece.
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UK launch 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

'wuuuummu

for purchase at launch, and
nmotmmmm;

intendo is on a roll, and, judging by
m the reactions of US consumers to the
company’s &4bit console, is set to

seriously endanger the European dominance
currently enjoyed by Sony

According to the Iatest 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 Né4s 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 than
good for the console, especially considering
Sony’s outlandish, eye-grabbing advertising
antics. Now, however, exclusive UK distributor
THE Games is running a more subtie ‘Believe
the hype' campaign, and there’s barely a
Premiership football team in the country which
Isn't sporting a ‘Nintendo 64, March 31st’
advertising board somewhere 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 Loaded
characteristically referred to the console as
‘the dog's bollocks’ — 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 markets. First,
over the last two 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-gxpensive 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 if UK consumers do decide ta make
the jJump to 64bit, a great majority of potential
N&4 owners are likely to be disappointed on
launch day. Only 20,000 machines are being
made available to British 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 market is a difficult
and subsidiary one, Yamauchi and co will no
doubt be watching the N&4 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 elsewhere, it's E
hard to see Europe resisting the lure.

| news =
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Turok shock

Acclaim’s forthcoming
N64 title Turok: Dinosaur
Hunter Is unlikely to
retail for anything less
than £70 in the UK.
Virgin Megastores, one
of the largest retail chains
in the country, is said to
be decidedly unhappy
with the situation and is
currently considering not
stocking the title.
Retailers have said that
they do not blame
Acclaim for the high price,
as it is a direct result of
the manufacturing costs
set for Nintendo licensees.
Turok’s price point will
be a big concern to
Nintendo devotees, who
also suffered from high
thirdparty game prices
during the 16bit SNES's
boom period.

Who is it?

tributed
hiny Ef
stupfing
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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's back

PlayNet Technologies,
headed up by ex-Atari
supremo Nolan Bushnell,
is producing a range of
coin-op products which
will offer networking via
the Internet. The
company’s first release,
PlayNet, is a counter-top
video unit utilising touch-
screen technology that can
hold between eight and 12
videogames at a time. The
Y also offers Internet
access and an IRC-type

has now been adapted to use Konami's Road Rage simulator (right)

| The most original driving game at ATEl was Konami's GT7 Club. It

or the last three years the coin-op
industry seems to have been

the key factor in its favour, and a wider range

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 ATEI, there were fewer new tities
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.

system which will allow of games can only be good for all concerned,
players to send text and enduring a perpetual downturm but The big question, however, is whether
voice messages. Titles on ATEI "97 - the UK's largest annual coin-op consumer software houses can produce
show at ATEl were purzle event - at last saw some rays of sunshine successful coin-op titles to compete with the
games, similar to Connect break through dedicated high-end resources of the |eading
4 and jigsaws, and The presence of PC leviathan Microsoft Japanese players. Microsoft intends to sit
although these titles do raised the eyebrows of many Industry pundits. down with major manufacturers, and Spanish coi T
little to whet the appetite Although ts plans are still at the R&D stage, subsequently software houses, In the near Gaelco sllnmlmhrgnn
of the hardcore video the company held a seminar explaining exactly future with a view to releasing the first games racing title Speed Up
gamer, the system could what Microsoft plans to bring to the electronic in nine to 12 months' time
be a surprise success. amusement trade. The basic premise Is to Joint winner in the ‘most-awaited game’
Tests begin in March. develop a standard hardware platform based category was Sega's Model 3 racer Scud Race
on Windows 95 (what else?) which would and Konami's GTI Club. The former is currently
enable software designers in both the coin-op only available in deluxe format with a moving
. and consumer industries to develop arcade cabinet, but the Model 3 graphics are amazing
N titles on CD-ROM, therefore reducing costs and this, coupled with its eight-unitlinkup,
HS... from manufacturing right down to the should make it a winner. Konami's GT1 Club,
BB i Wi tet operating level. The project Is still In its Infancy, with Iits Innovative slant on the traditional
| the state of theart on the but the benefits are obvious. Reduced cost is racing format, was another big hit, and Konami
Commodorg'ed, and Is capitalising on its popularity, having adapted
d fpom the.demo the software for use in its Road Rage (aka
e M il Speed King) two-seater simulator. There was Other ATEI titles
r California, .~ also much speculation of a sneak preview of Also debuting at ATEI!

Tekken 3 (Namco)

Speed Up (Gaelco)

San Francisco Rush (Atani)
Maximurm Force (Atan)
Street Fighter EX (Capcom)
Bubble Bobble 3 (Taito)
Return of Arkanoid (Taito)

World PX Soccer V2 (Jaleco)
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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
multimedia market -
one reason Philips
has decided to call it a

will be passed on to
Infogrames and Ocean

Vultures circle Scavenger

Premier league US videogame developer hits rocky ground

umours abound concerning the
future of once-feted PC developer,
Scavenger. Reports suggest that the

company, formed just two years ago, has
ceased trading. Phone lines have been either
disconnected or left to ring in all of
Scavenger's UK and US offices, and GT
Interactive, which have the publishing rights to
three of Scavenge s, has refused to
comment, as it is Currently entering into
litigation with the development house. Detalls
of the legal situation are sketchy, but it's likely
10 be connected with the fact that not only
have Scavenger delivered its titles over six
months late, but that its most promising

into the Shadows, has been canned
This leaves GTI with Amok, PC and Saturn
racer Scorcher, and no Quake-beating
blockbuster for ‘97 from a company into which
it has reputedly invested over £2m of
gevelopment and marketing cash.

If all this ts 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 E
the region of $50m..

fter a year of closures and job losses,
Philips, the Dutch electronics giant
responsible for the ill-fated CD-i, has

finally ended its direct involvement in the
game Industry. The company is now passing
on all its assets in this area to Infogrames and
its UK partner Ocean, These Include various
European offices as well as all games now in
production under the Philips monicker
Philips purchased a 13% share in
Infogrames several years ago, and should see
this boosted by a further 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 distribution
The withdrawal marks the end of an era

for a company which, like Sony, entered an
unfamiliar industry with a brand new piece of
hardware. 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 decisions in this area too
Edge assumes that the rumoured E
CD-2 project has also been canned

news i
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Creation croaks

Creation, Bullfrog’s long-
awaited nautical strategy
game, has been canned
by producer EA.
Apparently the title was
simply not living up to its
original concepts and
design goals.

Rumours has it that the
move has caused friction
within Bullfrog with some
members of staff,
including the Creation
team leader, leaving to
set up their own
development house.

Of course, director Peter
Molyneux may also leave
Bullfrog when Dungeon
Keeper is completed.

What is it
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Square delivers 32bit

gaming fantasy

Final Fantasy Vi breaks new ground in more than simply sales terms
= it's delivered on three discs, and even has a competitive price point

1Sc..

The Game & Watgfi series \
by Nintendo. Jie
company

countiess diff

pé rare versions fave
bécome collector's

t takes a brave company to forecast

sales of four million for any game, but

when Square Soft's second
PlayStation title, Final Fantasy VI, launched In
lapan on January 31, it more than ustified the
hype it's been recelving 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
Sguare'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 Saturns and
Nintendo &4s, 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 mowvie (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 Sguare SGI's largest
desktop customer), the storyline, which again

|

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

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 Tobal
No.1is only the start of the game. After 6-7
hours play the huge overworld map beco
avallable, finally shaking off its SNES Mod
flatness for a true 3D version, giving access to
a huge range of locations. FMV interludes are
small, unobtrusive and seamiessly integrated,
and while the freguent random battle
encounters are still very much in evidence,
bringing them into full 30 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 FFVI 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 Japan

mes

least a teen rating for the
wishing to offend traditionally sens
sensibilities 1s 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 E

the downfall of this type of game

The game uses a s
fans (above right), but in

DATA STREAM

e of m that will be familiar to Japanese RPG
uces some fantastic CGI (top right)
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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 small LCD screen, and it's up to the
user to take care of it. From this point on, the demanding little critter can communicate with its owner
through a range of beeps and signs, which can indicate anything from hunger or sleepiness 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 pattems.

To say Tamagochi has been a success is an understatement of gigantic proportions. Bandai initially
produced 300,000 units of the game — at ¥1,980 (£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 elerment of this sensation is that the Tamagochi is appealing more to businessmen
and wormen than schoaol 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 downtumn in the Japanese economy, then, as sleep-deprived workers stumble zombie-like
around offices mumbling about beloved egg-shaped life forms. And there's more potential bad news afoot
for the Nikkei index — Tarmagochi 2 is due out soon..

The Tamagochi handheld game s so immensely popular, people queued in their hundreds to buy one, (top left). The
game has just three control buttons and a small LCD screen, but that proved enough to cause nationwide hystena

Fighting Vipers (next nght) characters.
At least it keeps themn off the streets

Dressed to kill
Since the phenomenon was introduced two years ago, the Costumeplay — a special club night where
videogame and manga enthusiasts turn 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 ¥80,000 (£400). Similar evenings are now taking place across Japan with
prizes being given out to the best-dressed attendees,

this sounds like the sort of activity only indulged in by hardcore otaku, CosPlay-goers are
usually stressed-out workers who 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

M2: no show, no s

Panasonic has once again postponed an official announcement regarding the release of M2. A statement
was onginally 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 Polikics. Capcom’s own M2 beat ‘em up, however, is unlikely
to make an appearance at the show unless a more advanced version has been kept under wraps. It is
unknown if other lapanese coin-op developers have M2 titles in the works,

Edge hopes to have more details about Panasonic’s M2 next month.

Tobal No. 1 (night), Resident Ewl and

N
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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 pointless 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 Chnstmas, 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 PCs 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 new in videogames -
Doom s, after all, a hitech version of boys
playing soldiers.

Whatever 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 new 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 growing audience,

Ultimately, a gender-specific software
market may not even be necessary. Titles like
Tetris and Puyo Puyo have hugely 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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GT Interactive’'s site
(above). Impulse 1's site
{rifhl} will appeal to fans
of id Software’s Quake
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With Wireplay, you can challenge other
gamers across the UK, multiplayer or
head-to-head. There are 18 games so far,

including Duke Nukem, EFZ000 and
Euro 96, plus our oWN news service

packed Wwith the latest results, prize
comgetitions, tournaments, leagues

and all the industry news ang 99551%-

Wireplay
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really make the most of
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/Il also find a host
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Demos are
software hous 1 Sites

n them first

2. Apogee n

sick of the same
old action or you
just feel the need
to cheat? All the

answers are at
the other end of

your modem

SegaSoft
turns on heat

Segasoft is currently running
beta tests for its own online
gaming network, Heat

The service promises high-
spead/low-atency multiplayer
gaming and will include popular
CD-ROM titles, as well s games
only playable on this site

Heat Is catchily described on
SegasSoft's brilliantly designed
website as a "safe’ outlet whare
viclent tendencies are not only
accepted, they are rewarded
with prizes and stuff’, it should
be up and tunning praperty by
the Spring.

To Sign up &5 a beta tester, visit:
Wwww,segasoft.com
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ou-don't mess with Nintendo president
Hiroshi Yamauchi, because he never loses.
Al least, that's how it's always been. Until now,
whese the videogame industry has seen Sony raise the
stakes with one of the most successful product launches
af the decade. Now, the most powerful man in the
wideogame industry appears ta be on the back foot.

Nintendo has never had to trade blows with its
competitors, remiaining resolutely aloof. However, in
recent times the steely eyed Yamauchi has
uncharactenstically taken to getting his hands diny by
publicly attacking the PlayStation. Competition is & word
that he struck from his dictionary some 48 years ago.

In 1949 Hiroshi Yamauchi was appointed president
of Yamauchi-Nintendo Corporation. His first presidential
move was to fire anyane and everyone wha might
appose him. Every manager, no matter how senior, found
themselves in danger of losing his job. The recent death
of his grandfather, though tragic, provided the young
Yamauchi with the opportunity to rid his compary of the
conservative elements that he despised, allowing him 1o
rule unopposed, Things would never be the same again.

At that time, Nintenda's core business was playing
cards, or, mare specifically, ‘Hanatuda’, the traditional
Japanese vanisty popular with the low-life gambling dens
that had spring up in lapan since the war. The cards
tumed a modest profit, but nothing spectacular, and a
frustrated Yamauchi decided to embrace the mare
fashionable, plastic-coated cards favoured by westemers.
He struck a deal wath Walt Disney, put Mickey Mouse on

the backs of the cards and virtually doubled the company
profits over night. In 1959 he went public and Nintendo
Company Ltd was born,

Even then, competition was a secondary concem,
Nintendo had a virtual monopoly thanks to fts extensive
distribution system which put NCL cards in just about
every outlet, from tiny shops to the newly established
department stores and toy shops. That was Yamauchi's
first success. His second was hinng a young engineer
called Gumpel Yokol to head up a new intemal division
= ot for cards, but for games, According to David
Scheff, author of ‘Game Owver’, when Yokoi asked what
he should make, Yamauchi leplied, Something great’ it
preceded the NB4 by many years, but in 1970,
‘something great’ amounted to a hugely successiul toy.
Called the Ultra Hand, Yokol's plastic robot amm sold over
1 million units and proved not only. that he had a natural
fiair for innovation, but that Yamauchi had an instinct for
backing the nght product at the nght time. It was this
instinct that lead him to push ahead with a games
console when every market in the world 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 obsenve the way that
he plays the lapanese game, Go. One of the most
complex boardgames to leam, players spend many years
developing their skills and moving up through the ranks,
which are graded like a martial art. Only the very best

tacticians could ever hope 1o move beyond Q10, the
'black belt', to reach a Dan grade. Yamauchi is a seventh
Dan master and his playing style has been described
variously as forceful, aggressive, open, flexible in defence
and unistoppable in the face of weakness,

Amnold Greenberg, chaiman of the then-thnving
Coleco, never got atound to playing Go with Yamauchi, if
he had, he may never have had to face the explosive
wrath at the Consumer Electronics Show in 1983,

Nintenda was in negotistions with Atarl at the time.
Lacking the distribution and influence needed to congquer
the US market, Yamauchi believed the best chance for his
new Famicom console was to license it 1o the then-
struggling, but stil highly regarded, Atan Corporation for
exclusive LS distribution rights. The deal backfired when
Coleco ran a computer version of Dokey Kong on'its
iew Adam systern at the CES, Atari axecs saw it, and
believed Ninténdo had betrayed them, What use was the
Famicom without one of the most successtul arcade titles
ever] Yamalichi acted decisively. He amanged to mest
Greenberg and his assotiates, but he wouldn't tell them
wity, In ‘Game Over’, Scheff describes what happened:

“Yamauchi entered the room abruptly and, without
addressing anyone, stood at the end of the able. He
became, as one of those present put it, 'unglued'. He
began with a breathy, high-pitched tirade in a Marlan
Brando monotane and quickly became loud and abusive.
With a piercing cry, he swung his anm in an arc in front of
him, shooting his cutstretched index finger toward
Greenberg... When Greenberg tumed to [Mimoru|

Arakawa [president of NOA] for help, he was met with a

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

the room sald 8 word. The tanslator finally began to

speak "Mr Yamauchi is very upset.” the man said.'
Needless to say, Coleco buckled. Yamauchi

s Kyoto HQ is as secure as Fort
here without an invitation

profile

Nintendo's core business for years was the
manufacture of hi cards
for use in g ng circles

threatened to serve a lawsuit that would “leave rothing of
the company’ il it continued to use Donkey Kong 1o
promate the Adam. As it was, Atan never intended ta
launch the Farmicom, The company wanted to buy the
fights, bury the system and leave the way dear for its
own Atari 7800 In the end, it didnt have the cash and
Nintendo had ta launch the Famicom itself, as the NES,
Yamauchi must have since breathed a sigh of reliel that
Atan nevef got its incompetent hands on Nintendo's
seminal console, i this encounter proved anything, it was
that there was only one way to do business with
Yamauchl: you did it his way, or not at all. This was
something the LS market tound hard to appredate, not
least because of restrictive ficensing agreements imposed
upon it during the Mario boom years, Yamauch| had a
plan. f he could control the flow of software for his
machine, then he could control the quality, and if he
could da that, his instincts would ensure that anly the
best utles would reach the streets. As long as Nintende
could maintain the quality, there would be no competition.

But competition is healthy. As Nintendo grew into the
mast successful videogame company of all time, its iron
will began to wane. Sega, whose Masier System falled to
make even a dent in Famicom sales sheets, beat it to
market with the next generation of home gaming

£66L Yyaiew aujzeiew 3vaa
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systems. The Mega Dnve hardware, alon

marketing campaign, left Nintendo scrabbi

in the lucrative US market. Yamauchi had underestimated

»ve ol 2

the oppasition. He couldn't even con

competitor, much less one a

ed with supernior

technology. While the Mega Dmve was only rldly

slsewhe

successul in lapan, its sales

maiichi de

soaring, Charactenstically, Yai

Sega success and concentrate on his

it Super Famicom. He would rely on his

sea him through. When the Super Farmicom was

launched m Japan in 1390, med the market

Yamauchi knew that Sega’s weakness was its

home market, and, true to form, he became unstoppable:

Az 3 lapanese mited company, Nintendo will always
put s home market ahead of its foreign commitments.
Yamauchi's native suiccess with the Super Famicom saved
the day, though It was largely thanks 1o anathes of his

iniLatve 5

esses — bonging the best out of designer
Shigeru Miyamoto, » young 1

the stem chawman with his lively, ¢

W

had impressed

idish manner, some

len yeary previously. He red him 1o o

Tt up with
another ‘something great’, and he did. Over and over

agan. First Donkey Kong, then Maro, then Super Mario

and eventually, of course, Super Mano 64, Once again,
Yamauchi managed o keep the competition at bay, Not

that he considered Sega a serious competitor, with sales

of the Super Famitom approaching S0m units worldwide:
But th. s i now, Although 1 ;
i and ap

urging ahead of the

PlayStation sales figures in th

n Japan, the most

preciois of Yamauchi's markets, all is'nol 8o mosy. Both
the Sony and Sega machines are firmly entrenched

thanks to a combination of a two-yeat lead and an

abundance of the most popular lapanese genres, best

‘em ups and RPGs. Conspio
neither to recommend to its audience. Nintendo now hias

ously, the NG4 currently has

sEnous competition on s own soil = worse, Yamauchi's

legendary instinet is beginning to look fallible

1995's Shoshinkai ,

the Nimtendo 64, it was here a launch date would be

A key event for

announced, playable demos would be available for the
first tirme, and, most importantly, Yamauchl would have o
convinge an increasingly cynical audience of his console’s

benetits — a challenging task, cons

denng the growing
success of the PlayStation and Satumn

Things didn't begin well. Just days before the show,
Yamatchi — once again exhibiting his notoriously \mgle-
minded business practice - pulled ten playable demos
from the itinerary, afienating bath 'Dream Team'

opers and avid gamers in one fell swoop. In thesir

tace was an admittedly brilliant playable version of Mano

a very early version of Kirby Bow! 64
On the first day ol the event, however, Yamauchi

made up for this controversial move with a witriahic

speech bitterly con ung the current game industry

Here he warned ol the dangers present in releasing 100

many poor games, and berated saftware companies for
theit business tactics: They will try to develop a5 many

thes a5 possible so at Jeast one of them will be a hit. The

rs will simply reject these third-rate software titles

His altemnative was smple — to intncately control the
amount and quality of thirdparty development so only the
best titles would be released and gamers would not
become alienated by a fload of poar software. In this way
he paimed Nintendo, and its highly controlied Dream
software industry

Team' philosaphy, as the saviour o
Oniookisrs were, for the time baing, grudgingly convinced
It 15 & pohcy Yamauchi still stands by, as he pointed
out at the recent Foreign Carrespandents Club
conference in Tokyo: "Some argue the mare saftware

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

against this kind of opinion. We have electad (o release
fewer ttles, and only splendid games will be introduced
for the: N&4. That was our big policy for the inlroduction
ol the N64 to the LIS and lapanese markets.’

But, following 1995's Shashinkai event, it would be a



long time before matenial proot of the N64's ©

e o

were defivered. Yamauchi, who had always gone 1o great

pains to stress the difference between Ninendo's
console and the 32bit machines, was determined not to
launch the NES within a year of the PlayStaton and
Saturn. A year, he felt, would be enough t stress the

technological advance represented by his machine

without keeping p

All did n

waiting too long

; Yamauchs b

admitted at the conference: The NGA s very different in

terms of quality compared to its present comy

we could not achiev

e progress
hardware and software as quickly as we onginally
planned. Our competitors introduced their 32 bit
machines around December 1994 and Nintendo hoped
ta make its hardware available at the end of 1995, at
least in Japan. But, in fact, because of the difficulties in

vare and sottware

coming up with good

thie vast imp

by seven mionths'

Far the first ime in Nintendo's history, the com

had missed two tmas seasons with a hardw

latnch. Tt was a big handicap lor Nintendo,” admitied
Yamauchi, and he was right. The lapanese business
press, impréssed by the quality ol Sony's machine and

distinctly unimpressed by the N64 launch delay, began

specule wer Nintendo's position as market leades

Were the company's, of more specifically Yamauchi's
days of domnance numbered?

Six months on from the Japanese launch and the
shghtly dsappomting domestc sales figures reflect the

cyricism of the country’s business press. Things started

weell with a ¢ e seflmu, but, by the end of "96,

Nimendo had shipped 2 modest 1.85m machines in
Japan and there were still 140,000 available at retail
level In Amenca, 2.41m machines were shipped in the
first three months and sald out completely

Pant of the problem by with the quality of the

SOTwane - sor

ng Yamauch had stipulated would not

0 64 was everything

bedidles ), other titkes
have falled 10 live up to exp
suppasadly strict quality control meas

exampie is Mono Ko 64, At Shostunka "85, Yamauchi

ns, despite the
res. A good

breasted this tithe would indicate jus

how advanced the
NE4 was! Peogile will hot be able 10 seée the unigueness

of Marm Kart until it s at least B0

o Fnshed

end, however

sidictve multiplyyer titie, was not the tnple- A

sed. It s

gamers had been prom n many resg

simply a graghically supenor version of the SNES ¢

hon of those so

wilh visuals falling some distance
famously generasted by Super Maono 64

So how did this imponant gama get released in s
present state, despite Yamauchi's assurances about

may be that Yarmauchi

are guality? One reaso

n t play videogames

that ‘the NG4S has been

ISTTRSSES |

portance of

firg ravsed by

n Japan and the US." Perhaps (f the game had

begn playtested more oompreherrinvely pror D s

elpase it wouk! ot have shpped through the net o 2
shightty fiawed product. In eftect, the presence of ths fitle.
ws Crins' v LISA and

and mich worse alfenders sue

Shaciows of the Empere, show that thie Nintendo guality

Nt

year, Square 1op

selling titles for the NES and SNES - announced that it
would not be produong gomes solely for the NG4S, Since
then, the company has released Final Fanfasy W on the

PlayStation 1o glowing reviews and incriechble sales, Enn,

respunisible for the influential SNES seres, Dragon Quest,
1t further the RPG

1ani blow: Yamaucht

has also moved over to the PlaySi

saga, which 5 perhaps a more poigr

named the proposed N

wi Quest Vif ot

Shoshir

the machine's Bulky Drive (64D0) by

95 as one af the tittes 1o judge the merits of

Typically, though, Yamauchi now vehemently pliys
down the relevance ol such setbacks: “Peopie who are
knowledgeable sbout this matter know that it will take
four years for Yujl Horll to develop a new [ragon
Cuest title, | would Tike to-ask, who cam be sure that even
a talented person like Mr Horil can, in four years, design a

mer than it

game L 5 predecessors! Dunng this four-year

petiod, Mr Honi oo i shump, of an illness

Anything could happen.’ This is a rather unconvinoing
statement, however

Sajuare

wnaged to develop Fingl Fantasy VI within
wo years, anid, more importantly, if Yamauchi really
belicved it would take Hori four years to develop a new
Dragon Quest title, why did he announce that Dragon

» ruady for the launch of Ninte
=

Bulky Dnve
Yamauchi i just as dismissive when the 1opic tums
ta Sony. When asked 8t the confersnce d he wa

concerned about the company’s plans to release 800

1 venom

PlayStation tithes in "37, his reply was fille

The software market s in a cncal condimon because of &

unimportant, boring wdeogames, |t reminds me
Lan was enoying a boom m the USA with the

first generation of videogames. | had the chance 1o meet
with the

up OTpATTY'S management at the time and I‘h!.",

were saying Atan woulid be one of the biggest and most
profitable US compotations, But, in facy, that was the
company' s poak time. Within two years the indusiry Atan
had almost dsappeared. A fiood of uninteresting

mearst thal most users abandoned the

mpany s game System. Entenanment i€ nol 4 necessity

1o daily life. When . & not seresting we can heave it and
gnote it You poird to B0 titles | just wander who can

actuaily buy 800 tles! T'm afaid you just do no

o these will sl ka5 than 1,000 copies Few

and people in the disthbution channel are

making money, In fact, what happened 1o Atan can

happen any time in Japan!

Not singly, Y hi beleves ths year will be
the turming it § he 32bit consoles. Me s
also convinoed that talented programumers and designens

who want 1o develop for the NE4 are bemg held back by
comnpanivs determined to produce Jor the 32bit
plattorms. Comparnses which he assents are doomed

+ people

because they mistake quantity for quality "Sor

are saying this s the efa ol software 0 the industry, but in
ay ming it 15 not. It s not the age of the software, It is
the age where only selected softvare can survive

Thies no doubt

hal as long

games like Mano

64 are being produced and Yama & sound business
mirdd stays locused, Nindendo will retain its quintessential
place in the games industry. But there are chinks m the
big boss” oot I'h:J\:gjn he 5 dismsssive about his rhals
he s obyective enough to realise that Nintendo s ol
completely infalible: ' you ask me about the etect an

Nintendo that Dragon Quest's departute hak had, T would

€ 10 52y there 15 no concrete effect. However, in Japan,

image & veny important and can 4 profound

rifluence upon the peychalogical fual well-besng of

a company, | cannot deeny this annoumcen wad

come psychological influence on Nintenda, | think

I is:true we have been hit psychologcally.”

t) and Higoshiamgnishi (far left)
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nfogrames, which recently merged with British

publisher Ocean, 1S poised to make a triumphant

return to form f ving the mediocre Alone in

the Dark clone Timegate last year with VR Rally, currently

in development for the PlayStation. What 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 little

gives the title it

Thi ectiy 1o

solely upon the C libraries provided by Sony. If they really

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

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

ite mor

as Rally already looks as good, if not better,

f the racers currently ined up for Nintendo's

chine. 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

ENShOLS, which use very littie 10g2ing, the game shouid
also boast an impressively low level of pop-up. Maore on
this next month

Bullfrog's long-awaited strategy epic Dungeon Keeper

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

live up 1o his high expectations, and it looks as if the wait

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

to jutige a Bullirog 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 criticisms and included an SVGA mode for those
with high-spec PCs. Once Dungeon Keeper is boxed,
Maolyneux will almost certainly leave the company, but
development of his remaining projects, including Populous 3,
will continue as planned without him

Having broken away from perennial loss-makers
Mindscape, Mindscape Bordealx 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

al hi-res characters with amazingly detailed

prerendered ounds and looks to be a considerable

aggvance over the ag

Alone in the Dark series, looking
maore like Square’s Final Fantasy Wil than an agonisingly

siow PC title. The game will be the first in a series set in an

Infogrames will na doubt surprse many with its inaredible-locking VR Rally
for the PlayStation. The car models and detail promise to be the most
advanced yet seen on the machine, thanks to some neat coding tncks
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Kalisto's Nightmare
Creatures (below, left)
resembles a particularly
gruesome Tomb Raider.
The atmospheric fog
effects are well done, and
the Quake-style monsters
that lurk in the shadows
are genuinely scary

&
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Dark Earth, from Kalisto, is bless th some of the most
atmosphenc and detailed rendering y * in a PC adventure
title. Kalisto has recently split from Mindscape and s planning to
develop across all platforms. lts Power VR-specific mong game,

Ultimate Race, is now complete and will be reviewed next issue

Earth of a dark future, which bears a closer resemblance Gremiin interactive has high hopes for its 'Elite on a
to Tolkien's Middie Earth than ‘Bladerunner’, and Kalisto is planet” game, Hardwar, which is in the final stages of
promising a strong storyline to support the game'’s completion at its Sheffield HQ. The game looks set to be
impressive visuals one of the most challenging games of the ‘97, as players
Plots aren't particularly relevant to Nightmare |uggle their trading and mercenary responsibilities with the
Creatures, a Kalisto title due for release on PlayStation and need to keep the many and various factions at work on
PC. Choasing one of two characters, the player must good terms, There's a storyline of sarts, but the majority of
battle his way through 15 varied levels, all set in Victorian the programming team’s efforts have been focused on Al,
London, complete with transparent mist effects, creepy ch should be advanced enough to make Hardwar a
iron gates and some genuinely scary-looking monsters genuinely open-ended experience. In keeping with the
Characters have a vaniety of moves avallable, from basic current trend of blending popular culture into the gaming P

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

weapons.The emphasis is clearly on action biended into a

Resident Evil-style chilling atmosphere. Edge will be taking

a closer look at Kalisto and its forthcoming games in next

Capcom's Battle Circuit 1s a fourplayer
beat 'em up planned for the arcade momnth’s 1ssue

Fallowing the disappaintment that
was The Neverhood, Spielberg’s
games division, Dreamworks

Imeractive, wall be hoping that Lost
World (above) is a huge hit | )

breathtaking 3D landscapes courtesy of the increasingly
ubiquitous 3D card. The game Is a top-down shoat 'em up
and will also be released on the PlayStation. Edge will
feature more on this company and games next issue
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The Ninja team (below, clockwise from top left):
Brian Tomeczyk (artist), Joby Wood (designer),
Dan Scott (PlayStation programmer), Jerr 0'Carroll
(animator), Martin Jensen (Saturn programmer),
Del Leigh-Gilchrest (PlayStation programmer)
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O S
ot its belt, Core is working on a

3 :e_xtl‘avaganzé of epic proportion.
strike twice?

This shot (far left) reveals
how the team has managed
to master transparency
effects on the Saturn.
Shaded wire-frame versions
of the planned intermission
sections (below left)

Publisher
Developer,
RBIBASE: Summer
Origley:
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Those expecting Ninja to be Tomb Raider 2 will be disappointed. Leading on the Saturn (the most popular |
format at Core), it was never intended to be anything other than an action-packed beat "em up, an extension of
2D arcade combat platform games with traditional bosses and multiple enemies, as well as magical power-ups |

s that Nimja won 't &

o Joby Wood pr

is is_not the

- - o

Rhere are Aimost no

1 Martin Jensen, was |ust sa
Though these shots may inspire comparisons with The Last Ninja, thinking how an earth he was going to achieve all this stuff, He'd just got
Core's game has more in common with Sega’s coin-op classic, Shinobi
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™ caverns and huge temples. The level of detail is impressively high

g . BRI s | it . . g, S =

Creating the advanced world-building engine has occupied the team since the project began. 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 castles, all brimming over with monsters

and many b

51 éﬂan Tomczyk expl:

There's a far greater variety of enemies in Ninjo than in Tomb Roider
and each has its own variety of attacks and individual Al routines

/

Jerr O'Carroll

eters 10 faxe the

fhe Shturn, usn

d
ively in river sectioris

The levels vary from woodlands, mountains and icy slopes to dark Joby Wood, the project’s chief designer, claims the team have closely
‘ studied TV shows such as ‘Monkey’ to get a feel for the Ninja world
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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.

ing Rokling (s d from
left in photo, below)

The endless pursuit of fast 3D graphics on the PC is a quest
that spans the videogaming woﬂd.

Currently, only the
flight simulation (left)
is destined to be a
marketable title but
the snowboarding
and buggy demos
(top left, above) look
impressive, too




At altitudes it's actually
detail ls to realistic

and below a certain

data - trees
for example

to see the curvature of the earth.

only minm

he PC realtime graphics field is a unigue one In that IS sees new
T 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 3D engines do -
to be better than everything than has gone before it. There is no game 1o
speak of, except the gaming concepts employed to show off the engine
Instead, Edge has travelled almost 1,000 miles ta meet a team of ex-
hackers and demo coders to get a glimpse of the future of reaitime PC 3D
And catch a bit of snowboarding too, of course.

The sense of scale created by the buggy demo is truly breathtakin e&
(top). Distant hills are clearly visible and aren’t just included for effect

: ns of
same eve o?ggt?:

Henning Rokling (77eloop

At Innerloop’s offices in the snowy 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 polygons. Team leader Henning Rokling
explains: "It's not actually millions of polygons per frame but it amounts to
the same level of detail as if you had used millions of polygons per frame
Usually you have all sorts of “pasting 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 & defined SVGA mode greater than 320x240 and yet it managed to
sustain a frame rate of 30ips 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 aigorithms 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 while supporting a huge terrain and muitiple effects. And the
results are are plain to see: landscapes that stretch for miles and which
unravel seamiessly with no bulld-up and use of hidden fogging

Even more surprising is the fact that innerloop's huge textured world -
currently around 2600Km across - fits onto a single floppy disc. Everything
Is designed to reveal more detall the closer it appears to the camera
Planes appear an the horizon as a few pixels but are formed from 700
polygons when 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 acrass 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 fly away 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
Rokling. "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 1o a single centimetre accuracy. Also, you can travel several thousand
kilometres in one direction and then return to the same place, and when
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

v
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All objects within the engine araupmeﬂhdh?ﬁmdlﬂeumm“dl composed of different numbers of polygons which switch depending on
distance fraom the game camera. Highly detailed models (such as this plane, centre) are made up of around 600-700 while others use far less

The lpw-res VGA
shown does n I
different to the

<« simulation game that will be ready towards the end of the year — but its
potential for all manner of 3D games Is enormous. The key to this diversity
are some proprietory world-bullding 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 manipulating an impressive 3D world
In realtime, but the team is keen (o keep the nuts-and-bolts of the tools a
secret. ‘Basically, anyone who makes a 30 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, Innerioop’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
definition and shading,” adds Rokling, 'whereas if you have a slower
computer you can reduce the detall, 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 Iook
substantially different from anything that has gone before. ‘Most games in
low-res look really 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 terrain detall 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 highly likely that every player would
want to fly over 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
wiould 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 200K, which still
gives about the same guality when it comes to the texture of the ground.’

Tu ae-urfnrlal for Innerloop’s tecrjno!ngy to be licensed must be an m::;g m‘i‘;‘"‘m in “"'n ﬁ:"?’“ "‘“:: ::e{m’ "
enticing one to other developers. After all, progress In the development of renderer has six degrees of freedom allowing unlimited viewpoints.
external landscape engines has been slower than those limited to confined It is also a stateless renderer meaning that no data is streamed into
environments — mainly because technology has always been the limiting the engine on the fly (like Need For Speed for example) - instead, by
factor. Now, a game like the 16bit Mike Singleton classic Midwinter could using realtime decompression for every single frame, all camera

actually be constructed in a believable world. Command and Conquer-type meters can be changed from frame to frame and all points of the
games could exist entirely in 3D and skiing games could exist in a uge landscapes are instantly accessible. Plus, it all runs at 30fps...
landscape made up of 500 different slopes.

‘Yitimately 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 E
really you can create any kind of landscape. There is no limitation.’
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UK codeshop Simis is harnessing the PC’s_new-found power to create
the logical extension of Descent in rerracide, a game

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

At first glance, Terracide 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

5 3D accelerators begin to get a ‘em up, Descent. The gameplay takes
m oothold in the PC marke nis, place in-a maze of d corridors,

like many other develc , I8 and foliows the familiar keys-and-kills
determined to establish itself in the brave formula. Variety comes in the shape of

blending, bi-linear ge, Cavernous arer
20N processing that # sections and Tie-figh
y atford the PC its due as dogfights that link the 20 interior
imes format. But project leader James Brookse

5, underwater

els

y s

Terracide benefits its first effort, Terracide [ emphasise that Terracide is not
greatly from the vastly resembles Interplay’s classic 3D shoot Descent 3; 'This game Is really not the
improved textures

available with 3D cards

The claustrophobia of the corridor sections is punctuated Maﬂyﬂ Tie-fighter-style space combat sections that

should give Terracide a seamless continuity between its levels and afford an hugely impressive sense of scale




Developer Simis has opted to support Direct3D as opposed to individual cards. While this sound like a compromise (writing to software instead
of directly to the hardware), the performance hit is minimal and there are surprisingly h-.egedx available on cards that Direct3D cannot support

10 § 110 it, but
once you racked virtually all of
the effects you want are av Die. | think
the only exceptions that we've found are
', while IS the real realtime shadows on the PowerVR card
ved from day one to be one and the texture doubling on 3Dfx

erated titles, and if you
12, you'd know wiy

/e a ded =

thing, cor
of the first

Though Terracide

familia
s visaats give han
immediate edge

. I'ye see Desc_ent% beefed up
with the 3Dix cqw"ii_ and jLS -
nothing special, not like Terracide

Refreshingly, despite the game’s 16bit colour, metallic textures,
coloured ing and smooth update of 25-30fps, Simis is confident
that Terracide will be much more than a special effects showcase
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As the PC sports game scene continues its rapid expansion,

a legendary title is being exhumed that its creator hopes wil
conquer the likes of EA’s popular FIFA series

occer games have found the
B transition from 16 o 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
Kanami's SNES classic, /1SS, 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,

The detail on these player
models is considerably
greater than that displayed
in rivals Actua Soccer and
the poor FIFA ‘97. Motion-
capture data from Wright
and Seaman will add flair

The PC has
the platform, it's veteran developer Steve Screech. He might want to keep an eye out for Sensi Soccer 2000, though

" 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 publish Kick Off 3

T

" the resources to promote the game’

in @ 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

- - e e Y
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been fertile ground for football simulations, but if anyone can bring an accomplished version to
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Though KO'97's 3D environment looks impressive, Konami has recently
proved (with N64 Perfect Striker) that wild camera movement isn’t necessary

recreate the pass/shoot pace of the old 2D
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 The usual array of pre-match routines, such as line-ups, will appear
techniques for the players, using lan in the game. Detail looks rather spartan at this stage, however
wright and David Seaman for the data,”
Screech explains. 'We haven't let it

compromise the speed. The engine has how fast it would be then,” he muses

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

evolved over a period of years since the
original 30 build of Kick Off 3 and we've
learnt a ot on the way, and now we have
a hi-res engine that consistently runs at
25fps on a 100Mhz PC. There's a low-res
mode, but it's not the default. God knows

And if there are still those who hanker
after the gooad 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 simulations than E
knockabout action
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| These complex scenes (above, left) are taken directly from the game but
‘ have been rendered in 3D Studio with the same number of polygons
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As new technology brings greater freedom,

an ambitious 3D adventure is setto
show the videogaming world just what M2 can do...
most warm-biooded types would

- think of setting up a development

house. It's a fishing town and ferry port,
and it constantly seems to be cold, wet and
extraordinarily windy. None of which
appears to bother Andrew Whittaker, the
29-year-old co-founder and managing
director of Perceptions. | really love our
office,” he explains earnestly, ‘it's one of
the best warking environments I've ever
experienced. It's great coming 1o woark
every day and being 5o close to scenic
coumtry and the river.’

In some ways Edge can understand his
enthusiasm, Hull may seem like a strange
place to have an office, but on visiting the
modern and spacious Perceptions HQ, it's
clear why the place is liked so much, The
54 is just yards away and the magnificent
Humber Bridge is visible from the windows

a sight guaranteed 1o relax evin the most
frustrated of programmers.

Perceptions was founded in 1995 by
Andrew Whittaker, Andrew Noble, Dave
Lago and Tan Cheng Im_ As Whiltaker
explains, 'Each of us had experience in the
computer industry and we all decided we
wouid like to get more involved with
designing gameplay-otientated products.”
During the months that followed the start-
up, Perceptions began lpoking to recruit
videogame talent. The group had ane
k Imperative. ‘It was a critéria that every
m in Power Crystal will feature Gouraud shading, and member we employed was to have a

5}5 by sunlight and shadows - a breeze for the M2

ull is not the sort of place where
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Perceptions was ... ..
early choice as an M2 developer because
of the team’s track record and because
Whittaker's Jaguar game, Alien vs Predafor,
was ane of 3D0's According
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Some of Power Crystal's enemies
are most definitely not human...
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The 30,000 square kilometres of game area have been put r
u!lng single tiles. A contour map then converts data into tables

an ofter of which we are very
great to be first on
stunning new hardware.’
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and 3D Studic Max
The only part o e written In
assembler Is a small section of the 3D
engine, though even tha

Power Crystal flooks settobea
unigue RPG title. The whole thing takes
place in a full 30 environment, in realtime,
and the player is able to walk around and

Coi 1['?|g.

created us
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Andrew Whittaker, Porcont

nteract with other characters - the idea

] t0 simulate a livang world. Plus,
explains, "Power Crystal has
ary elements to it such as
progression. Every player stars
his or her life in an identical manner, with
the same ¢ 5. The character evolves and
grows by the way that they live their life. If
the player fights a lot they get better at I,
as in real life, or if they trade a iot, the
player will pecome a skilled trader.” All of
the character traits, then, are carefully
salanced and modified by the Al system in
accordance with the player’s actions and L2
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Perceptions’ Dave Lago is working with
Character Studio to generate animation

balanc world of
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It's more complicated tha
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this size Sat
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machine
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As for the world's inhabitants, there are
due to be around 10,000 Creaturas roaming

& MZ. howevier, make

building in the game - some are

The player will be able to enter every
considerably more grand than others
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All of the game's graphics are 3D polygons, apart from lamp posts,
bushes and birds, which are implemented in the form of sprites

around the landscape. These are ¢
5 different tyr
5, giants, dras
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tal orcféw a&mlts W‘i'nrttaker

s the sea, or even get on the back of a
se and go for a ride. Even this aspect Is
true to life: some horses are wild and run




away, while others are tame and calm. The
game also allows teleportation from ane
place to another, so the player needn’t plod
20,000km to reach a new area

Most impressive is the intricate detail
and realism which seems to be packed into
every aspect of Power Crystal. As the game
Is in realtime, it includes a speeded-up
circle of night and day so that, after ane
hour of dayhight play, the world turns dark,
and vice versa. Weather effects such as
. rain, snow and fog are also included, Even
W climatic conditions have been synthesised:

) if players climb & tall mauntain they will be

met with dense fog at the summit, just as
in'real life.

The city Edge saw was filled with
houses, both large and smaill, each
available to be entered by the player. Once

Combat (top) will take

place in me. One S

of the game's biggest inside, the game camera adopts a fixed
adversaries is a red point in the top cormer of the room, and the
dragon (above) player is free to interact with Its inhabitants

Impartantly, though, the wealth of
penpheral detail is not a screen to hide
mediocre gameplay. ‘There's so much to
da in Power Crystal - fighting, trading,
exploring, interacting, strategising,' claims
Whittaker. 'Basically, you live your life in a
whole 3D environment, even the set-piece
quests can be attempted in any order and
by a variety of methods, A key for us was 1o

Walking argynd 3 town
srsingmept b o el TR TSy

make the whole gameplay experience non-
linear, so you really feel that you are there
and the master of your own destiny, If the
player wants to join forces with a bad guy
then the player can do that, or if he wants
to go and help out a Iocal duke with his
problems then he can do that too.

Walking around _

emviranment, it°s difficult not to be
impressed by the speed and fluidity with
which the realbme environment (s
generated, with no noticeable fitter
whatsoever. When Edge visited
Perceptions, Power Crystal was running at
an impressive 40fps —and the current
development kit only has one PowerPC

R ¥ Cotrom: Siih ae Logend of Toida 64

prescreen

The game will feature 35 different types of character. Animation is
not yet complete, but Perceptions promises fluidity and realism

chip. The final version will use two, and
Perceptions has been told that it will then
run at least twice as fast. There may well
be slowdown when its full quota of
graphics is up and running. but even then,
the frame rate should still achieve a higher
count than other 32- or 44bit systems can
presently manage.

If all goes to plan, Power Crystal could
pan out to be an astounding showcase fof
the MZ. The sheer detall on display in the
game Is staggering, and, coupled with the
rich, true 3D graphics, may well be enough
to tempt RPG fans away from the clutches
of Sony and Nintendo. Every new piece of
hardware needs a killer app, and with this
and Warp's D2 on the horizon, the bigwigs
al Matsushita must be rubbing thelr hands
together with glee

Now that the hardware is becoming
available to make complex, realtime 30
environments passible, the potential for
large-scale RPGs which generate whale
new senses of 'being there' IS growing, and
Perceptions’ first game could lead the way.

Power Crystal 1s due to be finished for
Christmas, yet no publisher has so far been
set. On the evidence seen here, Whittaket
should perhaps expect to see a bundie of
offers landing on his desk over the
coming months. ..

Apatt from its flagship title,

Power Crystal, P

has three other gar
under development for
many formats
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platform ad € game in
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a Bandic
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Konami is readying itself for a full-on 32bit 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...

PlayStation’s most atmospheric games to

date. Though the game's presentation is distinctly 2D, a rich colour palette serves to give it graphical depth (right)

| A prerendered intro (left) sets the scene for what's set to be one of the

1y hardcore gamers would pick
ania as their
jred of Konami's series 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 reaso Iy
was that the company’s I
hold the image of the series in high
regard, preferring to fashion a friendly

Castlevania IV's final
showdown (middle) is
included in the intro.
Another boss (above)

Memory card save points are activated

Some special attacks are huge in
visual and damage potency (top row)

by finding coffins (above). Enemies meet
their demise in a vibrant fashion (right).

public face out of cute and colourfu
characters from games su h
Goemon, Parodius and Twin Be
However, a release date has been ¢
the lapanese version of Play
Castievania, and a version will be
in the west nearer the Summer
In terms of gam ;
Symphon
common with the
series, Dracula X: Devil’s Castle, on the

Engine (E4). Opening up the linear

Jcture, Dracu




Dracula X's map is
comprehensive (top).
Players face a menu of
items, etc (above)

Dracula X could be fairly likened to classic SNES title Super Metroid in that some of
accessible until a certain object or power is discovered by the player

its areas are in

prescreen

T into a bat (top |
oyl g g

inaccessible sections

2 and INtrogucing

ormally

piay gept
OCia apanese role piayers
yStation Dracula immerses the player in

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 Konam
he game's playable oduction sees

the final section
e SNES. Here the
: 3 ula, and after a new
and rather spectacular final boss
sequence, the game starts afresh with a
whole new guest. In some respects 32bit
Castlevania owes more to the sprawling
of the PC Engine version, though -
are’'s an enormous and intricate layout
of the castle that self-maps as you
progress through i

and corridors reveals a diversity of
gameplay. while the whip ana 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 t0 the backgrounds and sprites,
as full 3D objects are spurned in favour
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 maost attention

- Some having devastating effect, filling
the screen with translucent lights and
spinning holy crosses

e clearly lacking some of the

at 32bit console owners have
customed 1o, Drac

of

visugls t
become a
Intricate 2D graphics, wonderful CD music
and appropriatety huge quest should be

just enough to keep the Castlevania E
bloodline intact

.l

The game includes some imagery that may cause offense to western
audiences. Japanese designers have no qualms about such content
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RUHABOUE

Obviously tired of creating isometric-3D RPGs such as Dark Savior,
Climax has turned to the driving game, adding mayhem,

demolition and full-scale destruction for good measure

CELERATION

MAP SELECT

OWN TOWN

different maps (above)

or a long time, developers have
E been trying to find alternatives to
the Daytona-style racing game in

an admirable attempt to avoid formula
fatigue. Crash-and-smash titles like
Destruction Derby and Twisted Metal have
proved popular, and Konami recently
added a new twist - the user definable
circuit - in GTI Club Cote D'Azure. Now
acclaimed lapanese RPG designer Climax
has combined both variants In ts first ever
racing game: the promisingly manic-
looking Runabout

In many ways, Runabout 1sn'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 fams, etc,
forms a significant part of the action.

As a complete title, 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
Trilogy’s single Manhattan offering, 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 modelied around
Paris by nigh

Inevitably, each of these courses
places different demands on the driver
Paris is littered with tiny, difficuit-to-
navigate streets {and it's possible to take a
few short cuts through the city’'s Metro
system), while 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
caonstantly aware of alternative routes
Apparently, though, if all else falls, it's
possibie to drive along the beach

But the amusing part is, it's not always
necessary 1o avoid other cars. The player

¥ From top: ‘Down Town',
can choose from a list of 22 vehicles - ‘Sea Side’ and "‘Metro
including sports cars, family saloons, City’ are the game's

three driving locales




TOTAL TAMEY
0’5~ 20
TIME LIMIF

000

$51.000

Although smashing into things is fun, the player is
racing against the clock and must reach the target
point within a time limit. The map in the comner 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 |ust 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
bulldings 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

ntrol, whereas the scooter (left)

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. iImportantly, 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 E
breed of driving games.

prescreen -
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game offers a large range of different vehicles, each with its own set of pros and
The coach (above right) will drive through just about anything, but is hard to
is less stursly‘. but much easier to manoeuvre

<
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Stealth will be be an
important skill in

negotiating The Dark
Project’'s many levels

K PROJect

With every man and his dog seemingl¥ having a Quake beater in development,

LOOkil’lg Glass Stl’ikll’lg effort distinguishes itself from
the pack with a heavy-on-the-strategy angle

t's fitting that Looking Glass, 8
development house situated near
Harvard and the MIT, is dedicated

to making games that require some
genuine intellect as well as basic
gameplaying skills. 50 it was somewnat
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 No support for the MMX instruction set has yet been included, but its
ray-cast lighting like in Quake,” says growing popularity would seem to make it an essential element
project director Greg LoPiccolo. 'Looks-
wise we feel it’s going to be very
competitive.” Even more like Quake, this reveals that, ‘In essence you're a thief in
new game features polygonal enemies this undefined medieval age, sort of

and a medieval setting, but according to medieval meets "Brazil” meets "City of
LoPiccolo, that's where the comparison Lost Children®. There's some electricity,
ends: "From a gameplay mechanics some magic, and some 19th century
standpoint, we're really excited about our machinery of stuff.’ As a thief in this
concepts for advancing the state of the world, the player needs to develop more
art, in terms of creating an immersive than just a good aim. 'it's ke Duke
world where everything works.' Nukem,' LoPiccolo explains, ‘where you
In terms of background, LoPiccolo have lots and lots of firepower. It's more

- 2 - . -" - \ J
Environments made up of slanting architecture add to the game’s otherworldly qualities. While the early version
Edge saw lacked enemies, its construction gave it a flavour that will be at least a match for id's seminal Quake




o IR e -
Looking Glass’ Greg LoPiccolo claims that The Dark Project's 3D
engine has been designed to be ‘super-reusable’, so the company
may well license its technology out to other game 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 shadows 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
bullding a type of simulator,’ says
LoPiccolo, 'where abject 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 |n 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

prescreen _

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 titie

‘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
wiorlds better, and we'll still have a
fairly high adrenaline factor.’ E

= - =1 e

Though the ent is focusing on the oneplayer game, Looking
Glass is looking into the possibilities of various multiplayer modes 5
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10TH 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

of the company’s X-Engine: There are
many different we can use it. We
built [RPG] Daggerfall around it, we're
using it in an experimental car

racing
game, X-Car - we're looking for all kinds

of ways to exploit the technology...’

Bethesda’s Nesmith is particularly proud

he thing that Bethesda has right
I 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 fiexibility that
it can construct virtually any sort of
environment, for any purpose, and it's
being put to 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
Centropolis, probably best known for 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
developing 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 Devlin, 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
privateer who heips fend off attacking
aliens. The game's time element means
that its planets all follow 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 E
In place to avoid such disasters.
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More than Command & Conquer or Warcraft Il in 3D, Bungie's latest game

pushes the realtime wargame genre into startling new
directions - extreme bloodletting being just one...
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The game’s use of a full 3D environment hasn’t been without
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in a 2D world,’ explains Jones, “all you have to do is point
polynomial...”

problems. arrows
them and fire. But in a 3D world, we have to make the arrows arc in flight - actually, the archers have to solve a fourth degree

e’'ve been calling it a realtime,
I " " multimetric tactical game,’ says
Doug Zartman, Bungie's head of
marketing, of Myth.

‘That’s at least enough words to make
peopie 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 “realtime strategy,” people think
of Command & Conguer. 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.’

Wwhile 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, Reinforcements arrive

after, or sometimes during, battle, and
troops who survive gain experience

This shift in emphasis leads to Myth's
other innovation, as Jones explains
'‘Because we don't care about building
bulldings, 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 s
completely texture- and shadow-mapped
and umigue 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 optimise the
damn thing until we can, because that's
the whole point.” Multiplayer options
include LAN and Internet play, with games
of King of the Hill, Capture the Flag, and
even rugby played with severed heads

With its 30 combat, large number of
different units and multiplayer features,

Myth may very well be the next step The game uses a

forward In ‘multimetric tactical E camera m

games' on the Macintosh and PC somewhat akin to that
of Temb Raider
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0! GO! TRoubBlehmakeis

Once master of Sega hardware, Treasure is now concentrating its efforts on a
special effects-packed N64 platformer which looks set

to rewrite the rules of the genre

game is presented in a 2D style,

i

Though for the most part the

some stages
Marina’s encounter with this lava monster (main) is reminiscent of a simila

DMMWWWM L
mﬂilﬂmhmﬂhmm-m wﬂlcfmﬂh:l“ll

ollowing its sterling work on the
E Mega Drive (with Gunstar Herpes
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! Troublemakers (or Yuke!
Yuke! Troublemakers to give it its native
Japanese name), the player will take
control of a character called 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 o0ze 64bit qualities (indeed, many
visitors to the Shoshinkal 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 in Troublemakers: instead of
simply kiling enemies, Marina will be able
k them up and throw them at other

¢ es 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.

to pi

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

Treasure has sampled voices of famous Japanese actors and actresses

to give Go! Go! Troublemakers’ characters an extra degree of life







continued

f,ﬂtan veally bury millions of €. €. cartridges in the desert?

1 'Q:’(ofa11 Bushnell steal the idea for Pong from a rival company?
@u ates the truth Behind these, and the vest of videogame
e‘r mo-t notorious myths, in an exclusive cxposé. ..

o aXk S Phe videosame industey. like any division of the
-~ 1 a
v o 'b entertainment industey as o whole, s peppered with
- mivths, femours, secrets, cover-ups and outright
Y
—- scandals. Muany, of course, have their foundations in
o - ; "
i - ’ pure fetian or overesageeration. Others, conversely
).? have truth - to varving degrees - as their basis

Owver the next nine pages, Edge examines the

most populaly perpetuated videogame myths
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DID NOLAN BUSHNELL STEAL PONG?

Did a Magnavox prototype ‘inspire” an
Atari employee Lo invent Pong?

agnavax [an carly facuires of ome

consoles| demansiraed a working priwinype of the

Odyssey, the finst hoie videogame system, 1o sl

uroomd the LIS, Wikeit the syslém was shown o the Rin

Frapeised area. Nobin Bushoel saw i cophisd 0 and tursed 1 imo Poug

The Truth

Magnavax sont the Odysaey to sevéral privade showings hefors publicly
wpreckiing Wi New York. The frst show s on Mas 5, 1972 i Phogpls,
Arione Thive weeks Liver, the Odysscy was domairtouted o s trads shiie
i B hingame, sirside ol San Prancisen, Magaavoy hes alway s maintaingd

hat Bashinell atisiided the whow and tesiod the Odyssey, witheh played &

game which was esscnially Foug in all b pame

THETE 1 o WEY b0 ProvE Piastinelt nuended whe dhow. He wayy he
Mp. Uit comphe of Aban’s auily. cmployein befieve he was theie Even
Iflbdhl.m'p'n. Yie could eunily tave heanl ibout ibi Ollyssey feoin a
Tricod whie Gl Mugtiavox sied Adar Wor the vt wots setbéd il of dourt,
WAL s thal seermed Lavouriitito Lo Magnavi ot Ale Hioe, b paid off
big Tod Aturd' Oyer b

VUL Minisucn o that Ataet gradd roy Siiks i Magisvon fine Poug, and
MM.H!’ND& show suppe vears |rter caller be MWIM
ek “Torbet of shleppaioes” i il ihonks b Mg inudiced Ralph
Rarer, shin wis tlhe Ahgial Creatnr ol the Maghavas syatem, by thie ‘faiber
oA .

WASs M2’s I:OWER_

MERELY VAPOUR?

Did The 3DO Company use @ presendered animation
sequence o illnsirate the ‘realtime performunce” of M27

hen The Y00 Company wiryeilid ity M2 wehionlogy
the 1995 EX chow W preaented & st anfeathan
| b e b

o videntzpe (it wis

The Truth +
Avqarding w o sowce chose ho the origaal DO M2 progeet, 'there wai oo

realtims performance. in andWere bhck st-thar time. B wa afl fost Botor

Hype. v tact” It mppines (hat instead of 300 prepinieg o deaw iyl o

mivsiofied , bg company that workest on Rega et g up
o # precendered spquence ight) it copld

poswerful the M2 wonld be. Plus ¢u chamge—
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FROM RUSSIA WITH LITIGATION

The story about how the fandmark Russian puzzler Terris came in from
the cold is ux aueht with twists and turns as the best spy novel

wrtet ayntbomaticran Alevey Pajitoey | pricad Selns

with fie some creatod

tw logembary phzle s Farr
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10 Scga. o the meantims, Specirum HoloByie eepodancd with Heak
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et Ttk
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Abthough e oM papaise Bount of the suir (uz David SchefT s
Pasob "Ovutmee Dhswr ) Gaies Thibradu e piske, (1shostil be niotesl that at the |
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ways fowmer ALrt sepior vies president of sale ket et Halt

AL leadd Two comipanics were Ib negotiatios lor licem

and the product wan licemsed t0 two companies. W+ had mas el

.
feride aod put if on the market, o fact, o hecame the pombgr-ans sellcs on |
thie Nimtaodo platfimm.” o the end, Tengen was stk with 268 000 Ty !
carindges foy the NES Ut evoniuaily had (0 be doiroyed. Fesaue the :
Tengen version wan o superior fm the Nintendi version, i1 devekped = I
following on the Wack matker — wsad yermony of Tengen Terrts have soli |

for as ouch & $300 0 the TS, In 1990, the nghts

I Tirtres
ot bich 1o Alesey Pajlinoy. ilic onky mai s bo il s ek million
ol dollar Pribm the ame Pajitooy and Rogoen then Tarmad The Tetris

vty Lk an cffoct o reap Ttom the game™s sontimoing popsileriiy

Muml recenily, Pajitmoy (Wi had been crediing - araf Jedat endoring

puesie gomes o Specrim Holehyie) has made tie ove lo Miveossify

mhite he sl pne dodbe soiemp o rapeat fils desdgn ¢t B Guies. |
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SPACE WARS NOT FIRST VIDEOGAME?

Was Space Wars really the first videogame, or were *f; pradcrcéssors?

pace Wan, a computer game which simulated bantles in compuler would simulii 2 ball falling off the edge uf the wall and |t

deep space crested in 1962 by MIT wuden| Steve would go baunce. bounce, bongoe and would either bouncs of the other
Russell. 1= g Hy idered to be the first computer shide of the serzen, of it would thunce through & hole *
game ever made, preceding even the Likes of Porg. The viher program was Mtk tean, which Russel] describes an ‘a
Iitle display program that had a bunch of spots thas went whirling around
The Truth Ax fac bugk o 1958, W, Higgenbothem, an cnginest working for the DOE

{nher pioneers found ways 1o have fan with
computers well before Russell vreated Spuce Wars.

in the USShad cobbled tagether a wimple

} tration | (vaguely like Pony),

MIT prafessor John MeCarthy experimented with that ren on an osciliowope. So does Russell

anificial melligence and began reaching a deserve credin for making the fira game? Yes
computer to play chess as carly as 1959, and Alan Chess ix not a videogame - computer chess
Turing. the legendary and eccentric computer unes the CPU for AL but the program doesn't
ploneer, wrate a ‘computer” program that played [technically) even need to be run of a maching.
chess as well. However, since no computer al the While a few other interactive programs may
time was powerful epough to ron It, he ran it in his have existed before Space Wary, they wereit't
head, and moved the pleces himself,

“There were cerainly at least two Interactive

programs that existed before Spece Wars where yoo

feally games us they are known today, merely
imteractive demos, with no real fail o win
crilesia. Spece Wary, on the other hand, i
interavted with switches un the computer,’ says esseptially twoplayer campetitive shoating,
Russell, “You got & displey on the seréen, and it using the Asteroidy contpol meghadlym. 11w
changed depending on what you did with the
switches. They weren't particularly desighed as

games, And they weren't very popular bevaase as

designed 1w be, and i, a fully fgctioned
videogame that requires acomputer (and a
monitar) 1o exist,

games they weren'| very good.* Space Wars may nol have come 1o fruition

Ome program involved pushing & ball off of & in & vacuum, bul it was cermainly the first time

plmform and warching it bounce. "It was a physics that all the elemems associated with a

i ion with u b ing bull.” says Russeil. The

Videogame were present af the same time

CRIME OF THE CENTURY

Is it possible to buy illegal CDs and cartridges
that contain hundreds of pirated games?

oreign companies manufacture counterfeit NES, Super have besn & problem, an even blgger wwue is unsuthorised copies of
NES. Genesis. Game Boy, and Gume Cear cartridges current hits, In Janusry 1995, Nintendo filed sull against Samsung, the
tpnsﬁrnlhly they're smart enough to leave the Virtusl company that produced !hmmm ROM chips for DXC, sccasing it of
Boy alone ) that contein anywhere from 40 to |50 knowingly wpntyin] l*h mp REVSTRmRL. «awned piracy operations,

gamen, is well ax CD» thit contain PlayStstion, Saturn and PC titles.

=20 >4 LOsmeNc Lompany

The Truth

Both Nintendo und Sega agree that counterfeit saftware (often sold
through Hong Kong, right} is killing the videogame business in Axia, und
that enforcing counterfelting laws is a top priority. According 10 a

Ni lo spokesg the company loses as much us S1ba per vear from
pirate software, By purchasing one pirated CD or curt, u gamer may be
guilty of many counts of receiving siolen merchandise (the pirated
Intellectunl property of the gume ). Duplicating that CD adds multiple
counts of piracy 10 the bill, and the polential for milliony in fines, In 1991,
Nintendo caught United Microelectronics, Taiwan's largest semiconducior

msitufacturer, exporting muliigame NES castridges. The event could have

et o an | honal incident ax the Tai 20 held 8. 30%

share in UM, but it was settled quictly. While the muttigame cariridges
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MARIO: ALIVE & LIVING IN THE BRONX?
L] .
= Did Shigern Miyamoto really base the character of Mario on a New York landlord?
higery Mivamoto, desisnes of Donles Koy, baseld I mame wis Hagisd ai Jitrprn’ o Dosde s Kevig"s insnimions (and he
L Murbi op the lendivrd of it New' York apanment wan U carpenter. muot @ plumber), Thirgame Murio came from Mario Segull,
couples (n which he (teed he mean who peted o New Yark wirehovee 1o Minore Arakawa,
prebdont of Nipteado of America, When Aralaws seeded & samg (or the
The Tepth =ty s od whee Bniatlowd | o aprersntly B 8 siepriving
Ehlestu Misamom crepeld Mazio belfhee ever vistling the LIS = glihsugh resvihlanne W Jolupamidn
e
‘FATHER’ OF GAMES IN PATERNITY SUIT
So there's a chance that Atari may have copied the Magnavox
Odyssey with Pang, but who did the actual copying?
ey loonder Nolan Bushnell kicked bis diosghter out of gongept for a game (Pomg), wnd Jet hink go abead and build o
hey Bediopem and used it ax & wogkshop withls which he The game Bashned] described, boweber, wa ldw sopdvisiioated i
crealed (e fiest “teal’ videogume the simplisfhe hat-and- Pong. 10 had sitple paddies that conld only knock the ball in a straigh
hall gate, Ping lne. Alcotn nproved the game by adding segmenied paddles that Keeled
7 ihe hall le various angles, sllowing players 1o put
The Truth | 'apitr® om the batl. When Bushnell saw Alcom's
Bushnedl's grem invention was (he didicates!. circuitry Fintehed prodect, be knew he had a bit: he had mitially
thit made vidtogames b enemgh for moss smly thought of Frmg o o tnal toca futore gume, not
produstion. Before founding Atart, Bustmell evicted a0 wiatle prodict in el
hin daughizr and used her room ay a workshop duning While Bushnell may not have boen personilly
the creption of Compmier 3pace, & connoperned reaponathic Tor the design of Pang, hov dedicanion and
version of Sieve Russeil™s compurer game Spoce drve, as demonstrned by the mannfaciure of
Wars. Bushnell markered Compurer Spoace through Conipiiter Spave and secode Pong. ure cortiinly. onough
Nithing and' Assoctaion bat the game never Caught on o ensure Lhiot his Gde as “fatherol videogames' bears
In 1972 Rushined] and Tod Dahoey Tounded At simie credence.
i shocuiring Madget. Ay hie would do many times in | _ Without Btishnell™s efforts, i ¢t} have taben
= ihe fuiure, Bushosil approached Al Alcors, the . softie Hime before videogames caught on in the wias
compuay’s fint Gull-time englnect, gave him the \— thut they so funously did
S ——
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NINTENDO’S 32BIT SUPER CONSOLE

Did Nintendo bave a hand in naming — and designing - the PlayStation? Was the PluyStation name kept

after the Super NES CD-ROM deal fefl through as a slap in the face 1o the president of Nintendo?

Intendhet il Sany Totined o paringeship (o crafe o
CD-ROM drive for'thie Supdr NES dulled the

PlavSiubou Wien the gustnesdip Jullapsed. Sony

ey e 1o design e enpine cossole wrodad e di)ve

wadpe bedhimmlogs puriielly crmpbed by Nipend, snd bept the PlasSoalion

e o tint UL presbilene Bisvabd Yamanchi

The Truth

The' nime: PLFSEM o secms to huveexintol @wes by e Senly "ill - Tued

purtocribip with Nismdo Souy lesd lovestipated cumeving e v idivgane

pieh ot s partner of i) e When thay telntioatiy prifed, Sony

anerged 3 o nes ey Ton Niemle. crvaling ihe PlaySim

periphiral s ion B e Super NES Somy snireee. Miweser, say e
s PNy SN was et aliseiissail hsek when Sony s sl waorklng
with Philips

Sons tetalacd several prghinoens gt 2l plies of MugSation
developmant, feomm e 191N mrondi pliase atl e sy limagh e
rrosbat s oommpletian i 9ed

e ol Sy s Wp sngincers ey be wwrkod wih such Nipmpaa
elocrromive wizants as, Massp ukl Cemurn during the st siages o€ 1he

Play Stuson bor gheims Mhay ST the work doje by Nespetulo wis

sCrappoet and et Sany starses] fros soratoh 1w hos Beiiorg 2o

ing the
final versinn ol e Mlay Siatei

Comypsiiing the T6bit Sugler NES 1o the 3201 Play 50 wnid £ven

i et Uh gm0l the

nothity tectmategically i commmin with wny Niotondo mahine

Pheryiling i Ierelody, (o 4 e kil 2

ATARI FAILS TO ‘DO THE MATH’

Did Atari wrn down Pac-Man, thinking it would never sell?

g0 wis alieted Abe pghis 1o deinbaie scounal maee

g Papshfanan the Unied States, When the company

= ot down, Nueco approuched Midway Gamas,

Wik et o 10 eigoy huge secess with LIES

The Truth

Lk short, i s trme. Ban thie scianl aiey b iviie oomplicslig A Feud oupcd

heiween Aturi end Ndmico in the "7 over the gdinie Bresdlint: Numeo lud
beought Atuel™s Jupanese operunon and wanulsciured wild dispibgued the
cumpany s gimes i Tapon, With Breglons, huwever, A only sffowed

Arainied b sllsbrbwile the game and fnsdsied oo manulactgrng the ame O

lis release in ibe LS
Wit Nasmicer prrestden Mstvmys Nakumsrn discusersd that the
Yakuza, the Japancse mafin, e mmaniilaciuting conhterfail Brendom

machmes, he hegan building his own counterferts to protest o bt

Aram ewgualives accu

Namoy of stealing therr game, and the vy
compamies Dagtly met i conn. Atan won. Al the oot batile, Adan sem

wyexeculive s smooch refniom with Samco wathout sging ey coatrects

Tor funime deats. Arpry sl saw Namoo amall-vime company and fel

e Nakemues had been dishonest. Bul by thies nma, Namoo was one of the

largest gnd strongest srvude companizs o Axial fargely due ro profisd from
Nrswkand. Namet ohgincers had begun developing thell ven gunues
Impiressisd by tlie quadity of the new mithes, 1he At execuiive vigned 8
controct proeidbog S 1 aillion in'exchange Too consiomer dighis to ftirs

nos. When Ne relirned, he was nearly fired for dic agtion

Wikile'the ugroement umed vut 10 be one of the smurtes deals o

vidgoysme Riviory, s sopepions ware Turiows. ‘fEsas ke Jsck and the
Woanatulk, wabd s ex- A * We sem im0 Tokyo e sell the cow

wntd e cnme Dack with uw Few magic Teans. Cios of 1hose beans toemed out
i be P s Man

Asinoply . Atan gaksed on Thist Thesi et mstosd the

e wentt bo Midway . ATteewarida Alard tis wive aeigh (0 kanille e

Lis wrunibe didbrsbistlon For Xedious, Pede Posiilim. Asdibel, il othes

Numice games, [ ahioidd he poted o i padsing un Mo
dembnsirating bve same Feolings of must s the LS o ards the game At
the 1957 AMOA, where I was (e debumed ol wah conaddered “tou

dbmple” to wark [ ilee s Pufenader was desined oo cuppliesied

enas"magazine March 1997






LUnimmucyay




et

YN

X

il winking nt Atz Steve

Jobys wis promised $1 000
Wee guvch chap he could

erve Traem hae Jderign ol

N Brewhvnt. He ssbail libs frizml Sheve Wikenink
o bedpe tellfee b e'd BDesa priooiised S 1KY

hip, atd promsbwiag o spl e ity

The Truth

v dgtarls are wiverg. but olherwisg |

Tha myosd ComTRch YOTwHM

the bl y AW LU queores Tooes, WoR L appetrs o

g tvwen Linrmuayer s curiously naed, bu

| (inl. Agrple litory. boike "The Muc
Nitlun Rinthnoll wanded Steve Jobn
W) s A0k cinploved § i design

went i Wieniak | whe thes

bkl of Hew bzt Pachaedy and eodid T that

|  ROTTEN APPLE IN ATARI’S BARREL

Did Apple founder Steve Jobs screw Apple co-founder Steve Woznink
I out of thousunds ol dollars while designing o gime ot Atarl’

ERshrhel] wolabd oy iheten S 10D DT the gaine
dwid STOND 01 1

ool kbl ol WY G D Chges

0y Lo b Boimabing bl ucaded 1t

vre by, A s pibn g o o glos dtymghit

s shogn Tub pod Wiaggisk |
152 mambor oW vl B2, 2ud, g bausled

ppr Mo pand Wienzenidh Jis S 000 adegy

Yours ller, Warrhak broke Jown i leats
whent he diseovited th + bnd axttially
Peen paut 5 AR it Brestdaom. Qi)
Tt Siem g vich sl sredil fon Ihe wourk fwhish
ik mostly Wounisk

v rem s Ui, Wik hasd
tie S sk, His intinhed ey disien
i s Clomaint. 00 Do withsl AU Coukl
Thprtiret ) 0 il aeiad A0 s iarny INAAD bl e

eowanioodl o fhse grotiionl kg Lo the

prodlaczian

The LS Muring Corps him cvcated a specisl sersaon of W
Sofvwar £y (o irmining soldiers

] e Truth

1t°s trme. Wie LS Maring Comps hax created wospectil version of Dy for

(raining soldiers. According to Col. Paul Hanover. the Marte-modilied
§ pome ‘supports o aeries of troining standards and taxios thil Marises will be

reguised 10 seoumplish on the huitlefiedd” C ol be noded Uit ull Kimds

[ spectal yerslons of hyen exiat, lof varous purposes,

- US MARINES BATTLE DEMONS FROM HELL

| Do US tax dollurs pay Marines o play Doom?

o Willlsms purchased TWI (ika Alarh Com-api, il
yined an evclumive groop (A, with ET. and Applé
L

Fimed Twiggy drved, by physinlly

demoinhung hardwiare (Mardile Mudoeyy £ aroade

boards: sath u steamroller Iy destroy inventory for Iax perposes

The Truth

Aceomding 1 Mark Cerny, wha cre rivl

Mudireeis 2 way pevermanufacinred The prototy pe performed poorly ol
fead Tocations, Snd Alasl decided bpainst manofacturiing the game, Al mow

ten o b 2 Beaiarle re befidwed Lo be iy exitengs

| Did Williams (literally) steamroll a batch of Marble Madness

5

WILLIAMS ‘CEMENTS’ REPUTATION

hoards 14 destroy mventory ?

|
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A meeting point for media capitalising
on the digital entertainment revolution

his month, nostalgia clashes with futurism, 3s a CD-ROM dedicated to
| ames Bong and a dramatic adap
vegas' bustle for space against a sateliite communicator and an

on of ‘Fear and Loathing in Las

advanced internet phone, Also on the agenda Is a run down on the latest hackas
| non-fiction and a review of Microsoft's Nickelodeon 30 Movie Maker E
CD-ROM, in which Its conservative Image goes out the window

3D Movie Maker

he do-it-yoursalf cartoon
T Seems 10 be & popular genre at

the moment. EA recently
released the brilliant Simpsons Cartoon
Maker, and Batman and the X-Men have
both been given a similar treatment
courtesy of Random Housa. Now
Microsoft has re-entered the fray with a
rehash of its own 30 Movie Maker,
which features characters taken from
Nickelodeon cartoons such as ‘Ren and
Stimpy" and ‘Rocko’s Modern Life’

Here, Mitrosoft never wanders far
from accepted DIY cartoon 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
spaech thanks to a comprehensive
sample library. More accomplished film
makers can then go on to create whole
movies with various scenes, camera
angles and special effects thrown in for
go0d measure

Where Movie Maker scores highly is
in Its sheer range of options, Beneath
i user-friendly interface lies a pretry
sophisticated range of editing tools, and
with perseverence some imprassive
results are possitie,

There are some problems, howaver,
The visuals are not half as attractive,
humorous or carefully designe
in the Simpsorns title, and it's f
difficult to piece snippets of animation
together. Overall, though, this is a fine
piece of software. One thing's for sure,
Edge never expected to find three fart’
sound effects in a Microsoft product
This is aimost worth the price alone

» 65C 100 communicator GSC 100 communicator

* Magellan ith conventional GPS (global
positioning systern) satellita
«£1.500 navigation systems, you can
| find your way to the most desolate areas
= Available Summer 97 . ;
9 | of the worid. But up until now, you've
o hatge/ o, i had no convenient way of staying in

touch once you get there. The launch of
dant 28 ORBCOMM satellites, due to go
onling this Summer, will change all that
From this tiny, handheid GSC 100
you'll be able to send e-malls to, and
receive them from, any intermet address
rid. Sending a message from
est or the bottom of a
jorn't éven be that
, 8t around 25p for a
d message. Future
selopments should allow your
to be originated by
o fax or even voice calls
vell as the ORBCOMM

GPS navigation system,
ns if, while at the top
sudgenly

0 Now o get
00 can help out
jon't be the
COMMUMICATIONS
technology. Challenging the GSC
100 in 1998 will be & brand new

on of satellite t
iUm, many tm
than current b
Size does, of c

Ultimate James Bond

* Produced by Eidos
« Developed by MGM Interacrive ' g
here’s a great exchange in
«£30 Trainspotting’ whera Renton
‘ complains to Mother Supenor
» Release: March about Sick Boy's complete lack of moral

S fibre. Mother Superior thinks about this
tor a second before replying, “Ah, but
he knows an awful lot about Sean
Connery." t was, of course, the James
Bond-era Connery that Sick Boy was
interested in, and his chsession,
documented in such a hip, modem
DOOK, 15 2 testement to 007's
unwe place in the British psyche
Sick Boy would no doubt thoroughly
enjoy The Uitimate james Bond. An
Interactive Dossler, which Is pretty
much evenything a multimedia product
should be: beautitully presented, well
cross-referenced and absolutely full of
miation. Every one of the 17 proper
nd films can be studied in
here, right down to the cars 007
drives, the gadgets he uses and the
women he... well, kisses before the
camera pans away (only to returmn when
the couple are lying in bed puffing on
post-coital cigs),




3D/fx camera

emember those scratchy 30 postcards you

used to get in the 7087 Now you can take

your own rather uncomvincing
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 30 print. The 3D/fx comes with a flash far
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-
expasure 150 400 film, you'll get 24 in-depth 3D prints
back from the processor for a staggenng £20 a roll

Programmable game controller

ratition says that PC owners play games

while Mac users sit around being arty.

Gravis, though, reckons there are a lot
frustated gamesters sitting in front of their PowerPCs
The Firebird super-joystick is just for them

The Firebird, apart from locking like the flight deck
of a Harrier jump jet, has 13 programmable buttons
for keyboard and even mouse commands. For filght
fanatics, the stick can link up lder pedals for
axtra realism. It's also 2ot a T-grip analogue throttle
and eight-way hat switch, which at least sounds good.,

Ini the liikely event that you forget which buttons
you've programmed for which games, the Firebird
comas with software that will print out a reference
card visually depicting the button configuration. The
device should be arriving in the UK soon

«£40
* Available now

* 3D/fx Camera
= Image Tech

* Mac Firebird

* Gravis

» $90 (approx £56)
= Out now (US)

|_ 3D Camera The Widescreen Centre, tel: (1171 93

nuMedla —

AXIS Internet telephone

or Net-he Who sir is
browsing even to answer the teley
Uniden has just launched the AXIS In
Appliance Inthe US
AXIS s a digital cordless tele
keyboard and LCD graphic
centralising all your comm
also automatically retrieve e-mall mess
throughout the day, flashing an alert when th
one waiting. And witt
AXIS

%
v

sociaihy-ir and LUsers.
Available now for around $300 (approx. £187), the
AXIS will soon be able 58 spe ges

carmying news serv
capable Web brow

5 and even tully

|« AXIS intemet phone
| = Uniden

= 5300 (approxc £187)
* Qut now

The depth of the package is also highly impressive, In the James Bond profile,

for exampie, the user can study a guide to the secret agent's favourite alcoholic
beverages - it's even possible to listen to dialogue clips of Bond waxing lyrical

about vintage champagne and malt whiskies. Great stuff.

In effect, no aspect of the films Is left unexamined, There are character
portraits of all the allies, villains and Bond girts, as well as dazens 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 imerludes

MGM Interactive has done a tremendous job of pulling together a vast amount
of information and making it all look and sound remarkably interesting. The
only a couple of gripes: a broader range of film reviews would have been gr
would a James Bond psychological profile {one was recently written by a respected | Ma
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 mo
and those with a passing Interest will not want to fork out £30. Other than that, The

n last month's Out There
1, Edge coverad an
artexhiblbon
entitied Video Positive ¥7. The eve

Ve ¢
on April 11, which will include

has a launch party at

eat, as
ter's leg

Edge has 50 pairs ¢
events to give away

=R

Ultmate James Bond is an excellent companion to a legendary series af movies.

Name one of the three DJs responsible
for mixing the ‘Cream Live 2' CD

Club tickets

Wil 85 art exninibons.

tand a chance

of winning, answer the following ri

sares full of

also recently been co
Playstation RPG titie, aptly na

16 at

Club

Which Capcom game has been translated into
both an anime feature and a motion picture?

L66L Ydiew auizeiew I0as
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EDeE magaz
Mysteries of Creanon
Various artists

hngosisiand

Quango Sport
Various artists

gy istaned

Future Soul
Various artists

Platipn i Riscowchy

Wildlife On One
Art Of Trance

hiland

Fear and Loathing In LY.

Hunter 5. Thompson

Isand

Orblivion
The Orb

usic which gers described as ‘chilled

out’ is often too labarious, indulgent or
boring even for background play, Tub, on the
ather hand. has a resonance and soul missing
fram much amtsient alectronica, ‘Mysteries of
Creation’ Is & brilllant casa in point. Spanning a
range of styles from e l;d-Dack and
unfocused work of Mad Profiessor (who
remaed Protection’ 5o effectively) to the
creepy, near-industrial noise of New Kingdom's
‘Black Faicon Duby', this two-CD compitation is a
Eraat introduction 10 a greater musical genre

. Ithough grum’n’bass is an instantly
A listenabla form of music, it can get a
litthe trite i not carried out with some sense of
port
piay it Stragnt, but just about get away with it
Cool Breeze's openss, 'Can't Deal With This”,
prefty much sets the tone for the w
compilation sparse. laid back, pleasant. Alex
Reece, Kid Loops and Clowd Nine add to the
niear-soporific ambience. Even Tricky’s sinister
‘Brand New You're Retro’ has been remixed to
soungd bouncy and aporoachalbie

or “Future Soul’ read acid jazz, because
that s exactly what this metiow
compiation reeks of The presence of Freak
Power, Young Disciplies and Jhelisa confim the
dhagnosis. it 5 actually sactieRous 10 produce
an acid jazz CD wch doesn't comtam the
latier's ‘Friendly Pressure’ track. While the
songs hera often verge on lush *70s lounga
music {Fisa’ from Nightrmares on Wex baing
the prime cuiprit, there is & By style about
this album which effortiessly endears it to the
fstenar. Turn on, tune in, pass out

experimentation, The artists on 'Quango

F Or evidence that trance asnd melkodic

forms of techno Nane much in common
Wwith 19805 videogame music look no further
than Art of Trance's dabut album. “Wildiife On
One’ kicks off with recent club starmer
‘aleidoscope’, 3 bouncy, richly layerad track
that sounas like a Martin Galway or Tim Follin
CA4 tune draggst INto the '90s; before moving
heough the tunehl excesses of 'Gloria’,
‘Ociopus ang 'Cambodia’. Thosa Craving more
varisty, however, may prefer volume one o
o of Plstipus” own cormpillations instesd

m unter 5. Thompson's vivid tale of drug-
fueded paranca has Deen relsased In
this spoken-word form in celebration of the
book's 25ih anniversary. Harry Dean Stanton
exudes Siow SOIVOUSNEss as the rarstor,
while JIm JArmUSCR & SURSON SAFOONIC 85
Duke, and ‘Simpsons’ regutars Dan "Home:"
Castelianeta and Harry ‘Bamey’ Shearer
provide flavour around the panpheary, Never as
worttwhile an experience as the book, Dot just
he tickat for thase wno can't be ansed 1o read i,

m fter drifting aimiessly through the world
of ambient for the last few years, Alex
Paterson has steered his collective back on
course, with a fiercer and mare exciting soin on
hat unmistakably soliffed-out sound. The dub
backbone remains, and none of the playfuliness
has Deen lost. But gone are the sprawling
Dusid-ups and Strung-out SIruUCtUres, replaced
with a more direct and almost techno-based
approach. A return ko roots with a nod to the
future - The Orb are back in business

*£13

«ISBN 1-85058-538-5

* Eric 5. Raymond
* MIT Press
£l4

« ISBN 0-262-68092-0

—
ERIE . RAYHRND

= Bryan Cough. Paul Mungo
* Faber and Faber
o£5

«ISBN 0-571-16813-2

The Art of Hacking

Ithough the subject of computer hacking

has slipped slightly out of the general public

consciousness of late, there is obviously still
an interest in the activity judging by a recent
proliferation of hacking books.

To start with there's Imtiaz Malik's ‘Computar

& Detection and Protection’ which very much
belongs in the ‘hacking s the greatest evil known to
man’ category. Much of the matenial covered here Is
skilfully collated from a wide range of books, but that
Isr't 10 say that there isn't anything new. Far from it
there are chapters full of new (nsights on security
Issues which any system administrator should be
aware of If they have UNIX-, VWS- or DOS-basad
systems. The detail in these chapters alone justifies
the cover price. There are also chapters on hacking
itself (but not the usual stories of personalities and
their explolts) and British phone phreaking — the first
incident dating back to the 1950s.

Mailk has also compiled the most exhaustive list
of hacking boxes to date, from the ublquitous blue
box (used to make free long-distance phone calls) to
the cheese box (used by bookies to make calls that
cannot be traced by the police), Rounding off with a
chapter on encryption (perhaps one of the few
defences the user nas against hacking), Mallk has
prowvided an information source that should be read
by professional and home users alike

Approaching the subject from a more
sympathetic angle is Eric Raymond's ‘New Hacker's
Dictionary” which takes a definitive look at the
bewlldering mishmash of hacker jargon, slang and
technospeak. In some ways It could be said that
crasting a lexicon ke this legitimises the whole
hacker ethos somewhat, and the book does tend to
reinforce the common urban belief that the students
at the MIT Al [ab —who simply enjoyed finding out
how a system worked - are the true hackers, But as
an academic work it is unsurpassed and, if you relish
jargon and technospeak for its humour and
Inventiveness, the rich language on display in the
The.,.. Dictionary’ will provide you with lots of
entertaining material, Highly recommended

For a more objactive look at the exploits of
hackers and phone phreakers, ‘Approaching Zero’,
recently re-released by Faber and Faber, Is a must
Whereas most current books focus on the high-profile
cases of hacking, here the early days of the activity
are recountad in detadl, providing a welcome
background to some of the cases and events you
may have read about eisewhers

Unlike the previous books, "Approaching Zero'
also widens its scope to take In other data-crime
Issuies. For example, a large section of the book gives
the most cancise account of the development of the
computer virus to date. Beginning with the first
documented attack, In October '87 at the University of
Delaware, and moving on to more recent onslaughts
(which seem to grow more malicious as the years go
by), this section is a gripping read In itself

Written In a very accessible style, reminiscent of
The Hacker Crackdown' by Bruce Sterling,
‘Approaching Zero' offers much information that you
may not have encountered before, mast notabily the
details surrounding the UK Prestel hack (where a
computer user managed to hack into Prestel, get
himseif super user orivileges and then access the
Royal Family's accounts). Rounding off with the
authors’ own account of the infamous E911
document trial of the Legion of Doom, this is a worthy
addition to your library on computer hacking
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The monsters feature impressive
—, texturing and amusing animation

MDK features a variety of gameplay elements,
induding the superb gliding sections, which often
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Some of the aliens are
(above), and can only be killed by
ives or a

sniper shot to the temple. Some
levels feature aliens in floatation
tanks (with impressive
transparency effects) and stran
walkways floating in space Mﬁl

Sunear Cnamn Gan

the incredibie

S

There's no shortage of imagination
in the Shiny camp, as these mind-
boggling levels demonstrate

Nine out of ten
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oper- Shiny Ent. Price: £40 Release
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Ecstatica 2

It's when opting for viewpoints such as this (top) that the control s

}becnme apparent. The ellipsoid system proves excellent at depicting skeletons {lhn rlghﬂ

ehind the original Ecstatica’s enthusiastically
E 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
realtime. PC gamers 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 27

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 matif 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 Flynn-esque hero

The dimensions of the game world have also been
ramped up, with nearly 2,000 locations in comparison
to the original’s 80. The hero's repertoire of fighting
moves is similarly impressive, bestowing an almost
beat ‘em up level of complexity to combat. Sideways
rolis, spinning 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 assallants and possible moves adds greatly 1o
skirmishes, with each creature type possessing its
own strengths and weaknesses, some attacking singly,
others in groups. As with the original there's much
bloodietting. but then held against Resident Evif'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-flight 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 too often it's possible to die at the
hands of a monster 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 siain monsters remain out of
bounds? The ability to plunder those defeated in order
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 35 different types of enemy, one or two of which are actually vaguely human (left). The ellipsoid system proves invaluable in
creating solid-looking characters. Used with exemplary animation, the fight scenes make up some of

the game's most interesting-looking aspects
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given the overhead associated with using el
rather than triangular-based objects. And ¢
detailed and diverse locations would be Img
replicate using a realtime 30D system. But the guality of
the environment in Tomb Raider isn't that inferior, and

)ssible to
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ased n
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pure filmic magic
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out the pr

Like its predece r, Ecstatic d Be

more balls than most. But maybe that's no

Edge rating:

Seven out of ten

Andrew Spencer Studios has used a blend of fractal algorithms and those ubiquitous
ellipsoids to generate scenery. The result is a host of unique and atmospheric environments

Format. PC Publisher: Psygnosis
Developer. AS Studios Price: £40 Release. Out now
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Dark Savior

The
showgirls

more (above right). The

of locations in Dark Savior is one of its distinctive qualities - the
(main), situated in the game’s underground
tones elsewhere

complex, is in marked contrast to the
Bilan (left), whose passage you are overseeing

ullding on its previous sometric arcade
B adventures - Land Stalker on the Mega Drive

and Lady Stafker 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

mast. Unlike previous games of this type - Equinox an
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 fioating biocks, 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

Gari the four
et ooty g

46;\ gameplay can prove rather strict from different angles
C/

Being able to temporaily view your

position
is a very welcome feature

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 Bilan to its place of execution on
the remote Jaller’s Island. Add to this a smattering of
disgruntied 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-marnnes-out-to-kick-alien-ass
attitude so popular with western designers. The
impartance Dark 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 Bilan 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
with some common scenes = with over 100 different
endings. Edge finished the first 'paraliel’ In Just over a
day, so even playing through all of the game's many

™) -, T i

A blue bird called Jack accompanies Garian
throughout the game, offering snippets of
advice and even rescuing him at certain points

LteEsStscr

een
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The English translation is better
[ than in many RPGs - but only just
Climax ob tried to add to
mnm%«mmm.m
simply buttons at random often

proves to be an effective combat option

Edge finished the first ‘parallel’ in f‘ust over a day,
so even playing through all 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, SFil-style button bash. However,
while Garian can ‘capture’ opponents - thus giving 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 Sawvior 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 officlally distribute
more action-RPG crossovers such as the
upcoming Grandia and its own Shining Holy Ark.

Edge rating:

Seven out of ten

'__+ ﬁ TR .'“‘ ¥
The game involves a mixture of action elements, such as jumping between platforms (above
‘ left and centre), and more sedate encounters with numerous NPCs that appear throughout

Format. Satum

Publisher: Sega

Developer: Climax

Price: £45

| Release’ Out now Iﬂ

@
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Die Hard Arcade

Up to four enemies can be engaged at once, although one or two Is more common.
the number of characters on screen can become confusing, but the Saturn

Hard Arcade is a
of the ST-V coin-0p, to
nother fine Sega coin-op, well
like such arcade/sSaturn

Desn't

titer and Sega Rally, though, It do

at home. For this type of
Heroes still holds the honours

hits as
aftair, me V dicta Jarienc look fully at hor

game, Guardiar

of attacking mo t 3 gUYS P : Edge rating:
qualify them for entry straight one-c SIX out of ten
beat "em ups. C ad punch and kick

King Kicks

| scheme than

But the game
combat: included Ir -
both offensive and more mak
the machine
explanatory damage, but br

stage)

the game far more int
many of its type that h
more cons s of ot
manoeuvring
and out of the game

However, as accomplished an arcade game as Die
Hard Arcade might be, serious questions ha
asked of it as a Satumn release. With plenty of
cantinues (an unlimited supply can be earned
beforehand in rounds of the antique submarine game
Deep Scan), the game can be compieted by a total
novice in under 20 minutes, Although the idea then is
to finish in quicker and more life-economic ti that

Items available for collection are highl in

twoplayer game adds a lot — frien mmlf m:ri:l:‘ :ﬂ““m:u (.';g“'
. fdanger here If the option Is turned on - but, a not
games of Deep Scan i
m.nd allows you to earn as Format. Saturn Publisher. Sega
o I N s continues as you want Developer. In-house (AM1) Price. £45 (UK) [
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-697“,'" orbiting planets (above)

Raystorm

CREDIT - h_ﬁ e

takes the basic conventions of the vertical scroller and embellishes them with much visual innovation. Hence, a staggering com in
realtime backdrops (left) and great set pieces such as this waterfall (right), where the player's craft plunges over a precipice reaching a boss

emy craft. Though thoroughly
ire (eight levels, bosses at

athing Philosoma should have
emblazoned with every trick in

ng shoot 'em up is perhaps the
videggame experience - one that
pace Invaders - and
g Can be found In every

BM up. Which is perhaps why

re still tak ng this arcnaic genre

Ty nature - games E

Seven out of ten

Edge rating:

The screen has a to overload with

: tendency
. i: - craft, laser fire and explosions at some points
Backgrounds range from seascapes
Lt:pl and deep space (middle) to
ge light-sourced spacecraft fi ormat PlayStation Publisher: Taito
E Developer In-house Price: ¥5,800 (£30) [ Release. Out now (Japan)
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Monster Trucks

fter the sterling work Reflections did on

Destruction Derby 2, crafting a stunningly

quick engine and complementing 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 titie that seemed

almost certain to crush Gremlin's mediocre Hardcore
nder its ; stumbles badly in @ number of

> 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 better 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 one, and an over-sensitive damage meter that sees
competitive racing provide some spectacular many races end in mechanical failure - not a
entertainment. There are flaws, though. Slowdown, for disastrous state of affairs, but frustrating nonetheless
Endurance, on the other hand, cruelly exposes the
ne's weaknesses, despite actually being the most

The Circuit Racing mode confines the player to a track featuring cliffs and unclimbable
| hills. These elements also manage to curtail some of the game's worst pop-up excesses

% J|g the play
e hills, but an't see the terrain

d Impass.

until you've hit it, there’s little scope for planning

ahead. Perhaps this is why the races themselves, from
oint to chec ch a familiar

10 ensure succ

circuit flavour. The only 1
follow the leading truck, who knows | y around,
until the last straight, Ultimately, all Reflections’
impressive talk of freedom and fiexibility boils down to
nothing more than the odd bit of corner cutting

There are other glitches, too. Take a wrong turning
and you could end up in a strange alternative
dimension of clashing polygons - a collision with a
bullding can result in an Infuriating bundie of fused
shapes - and should you see too many of your
competitor s another generous helping of
pace-sapping slowdown

Reflections’ ambition in Monster Trucks is laudable
but the game turns out to be far less so. It would
appear that the genre simply does not lend itself to
gameplay thrills as comfortably as the likes of E
Rage Racer and Sega Rally

The rescue (top) is called at the tnud|
of a button and you elsewhere in Edge rating:
Endunnu landscape. Clever lens flare {abon] =
Six out of ten
Your travels take you through the
Format. PlayStation Publisher Psygnosis occasional hlﬂlcl ). 'I'l'le Car
[& Developer Reflections Price; £45 Release. Out now Crushing mode in l(dl effect (top)
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Micro Machines v3

What can’t be conveyed by these screenshots is
i;mru-adhom::umuﬁn-

bnwl-puul fluid Micro Machines v3
it the wpolypnrmhd-t:v
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The breakfast table element makes
a return in MMv3, now with cheese
jumps and milk-spill skid-pans

f retrospect, the Micro Machines series
almost seemed to mock the 14bit systems it
dominated. Tiny vehicles, simplistic circuits
and 'D%level-Art-standard characterisation added up
to an atmasphere that could best be described as
cheap and cheerful.

Though the Micro Machines toy-line license was
hardly the hottest in town, CodeMasters had some
killer cards up its sleeve: heaps and heaps of
beautifully accessible gameplay presented in a
balanced multiplayer environment

The leap from 16 to 32bit looked difficult, 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

materialised and its graphics remain endearing, while
simuitanaously managing to be highly impressive.
Edge wouldn't have shed any tears If the characters
have been dropped, but new renders nave been
drafted In and hit the cheese-spot harder than ever

Fortunately, despite these innovations, playing

Micra Machines v3 feels almost exactly the same as
playing its forebears. The slippy handling of the

vehicies 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 cornening; jumps abound; and CodeMasters has
taken the opportunity 1o thrust the everyday items
which make up the courses further into the fore than
ever, making for some hugely distinctive tracks

The multitap-compatible multiplayer mode (which

ace in the hole

allows for up to eight-way races) - always the series’
- 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 circults, ensures that ultimately it gets E
Edge's firm recommendation

Each time all but one of the players is destroyed, the remaining vehicle does a victory ji 3
Mwﬂdwudjﬂymww:mdﬂupﬁlgmﬁ uﬂ% ‘ Edge rating: -
Eight out of ten
Format PlayStation Publisher. CodeMasters
Developer: In-house Price; £45 Release: March
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Edge rating: of play - a hallmark of the Jam series - including this
g B head"’ option (top left). An attempt at an ambitious dunk (top right)

Seven ten
Format Format. Nintendo 64 |
L Publisher Developer: Scavenger Publisher. Midway Developer. In-house ¥
Price Release. Out now Price. $70 (US) Release: Out now (US)
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The City of Lost Children

of Alone in

Playing a ‘:r-z:.hdd

girl in a hostile world necessitates a rather different style to, say, the vicious scuffles
Dark. Hiding, sneaking, stealing and manipulating the affairs of adults are paramount

he City of Lost Children is based lgosely or
the cinematic fantasy of erstwhile graphic
novelists Jeunst and Caro. Taking its cues
ne In the Dark, it L

if It doesn’
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r of the movie's elaborate

aven

1o tace \\I ile endt
manage It" messages
e of realism or naturalism
e lack of freedom also intr
gn faults. To escape a
limb a set of boxes

Such clumsiness u

However, the first box

A camera icon means multiple views available,
helping to disguise 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 |
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Persaverance reveals littie more than some
unintuitive puzzles with singular solutions. At one
early point you're completely unable to progress
until you've discovered an "Invisible® metal bar {an

) as a long shot

aver it). Intelligent puzzle-solving is ely
D rewards here than desperate trial and error
ind luck
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Overall, a tragic waste of misdirected talent

more inteérested In 1

Four out of ten

Edge rating:

Interaction is acmmplnicd by
Format. PlayStation Publisher Psygnosis CD-streamed dial n&u although
Devalan Bring e disc access is a
eveloper. Psyg. France Price’ £45 l Release. Out now
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Shiny Entertainment’s Nick Bruty created this image for this
\ month's unconventional and highly imaginative 3D shoot ‘em
T . b % up MDK (see page 72). The game's hero, Kurt, uses a
E - \ * .. headmounted gun and takes out enemies with a zoom sight
g ’ e N by s e Nk Beuty
; )




Although Nintendo's
famed game guru, Shigeru
Miyamoto, has claimed
that Japan is far behind the
west when it comes to 3D
rendering, he'd have to
concede that his eastern
compatriots are in a
different league when it
comes to character design.
Both factors are exemplary
in the forthcoming
PlayStation title, Kowloon's
Gate, Sony Music
Entertainment’s long-
awaited 3D RPG. The game
is already looking deeply
atmospheric, thanks to a
whole crowd of distinctive
and charismatic
characters. Set in post-'97
Hong Kong, the game
promises an eclectic mix of
sci-fi and fantasy artwork

Charpcters created by SME designor, Makajl
Kimura ing Softimoge




It may be taking its time
arriving, but
Dreadnought, (previously
HMS Carnage) from
Ocean's in-house team,
Tribe, features some
impressive hi-res
renders, not least of
which are these
incredibly cinematic
animations. The
increasingly fashionable
mix of science and
fantasy features heavily,
with the Victorians (no
doubt lead by Jules
Verne) waging war on
Mars using triplanes,
zeppelins and steam-
driven tanks

Virtua Striker 2, from Sega’'s premier coin-op division,
AM2, uses Model 3 technology to create some Stunning
in-game visuals. This hi-res, prerendered static, however,
favours SGI hardware instead of Lockheed Martin's




Production of Cryo's
Atlantis began in
November 95. By the look
of these astounding
rendered images, much of
the time since has been
spent modelling some
extremely detailed
environments. The game
runs in 65,000 colours, in
SVGA only, and some of
the renders consist of as
many as six million polys




These images may look like
SGI renders, but they were
in fact created using"
200MHz Pentium Pro
machines running 3D
Studio r.4 and 3D Studio
Max - chosen primarily

for their superior light-
sourcing capabilities

Al wriepees bl wnitly by Thomas
Boulard Regis Carlier lie Thomas
Jose Garcia-Estan Lecorvec,
Olivier Train, Jean Freschina Sohor Ty,
Danielle Herbulot, Laurent Fischer ..
Cheistian Farey of Crye Interactve Fit




rcade games live or die by
m their immediacy, and if a
coin-op fails to hook

players within a few minutes, it
could well find itself rendundant
within a few months of release.
Most unsuccessful coin-ops either
disappear without trace or end up
haunting the darkest comers of
seaside arcades. Sadly, that is where
Rygar prematurely came to rest.

For a PCB released in 19886,
Rygar's primary appeal was its
exceptional graphics. It was one of
the new breed of coin-ops that led
the charge to the increased
resolution and colour palettes of
the 16bit coin-op era. Despite a
small main sprite, Rygar's visual
punch was assured by its
beautifully colourful parallax
scrolling and fantasy-inspired

28

BEEN8E—

For its time (1986), Rygar featured some of the most vibrant and colourful graphics seen in the arcade.
Beautifu well-designed earth-trembli

I parallax scrolling,

monsters and

ng sound effects were its hallmarks

graphic design. A precursor to
other testosterone-fuelled hack
‘em ups such as Taito's Rastan
Sago (E3) and Irem's Minja Spirt,
Rygar slotted comfortably into the
‘hero saves the fantasy warld'
agenda that so many coin-op
companies chased in the late
Eighties. Unfortunately, its
gameplay was lost on most people.

A combination of Castlevania's
yo-yo style of combat and the kind
of ultra fast back-and-forth
dynamics found in the likes of
Defender meant that Rygar was
simple of the surface, deceptively
diverse underneath and, above all,
fiendishly, nightmarishly difficult.
What added depth to an

essentially basic formula was the
use of directional control over the
extending weapon and subtle
nuances such as being able to
change direction in mid air, being
able to jump onto branches to
avoid advancing creatures, and
even being able to hitch a lift on
the backs of flying birds.

The key to progress in Rygar
ultimately relied on secunng five
different power-ups that, although
subtle in terms of on-screen
pyratechnics, infused the action
with intensely rewarding play
mechanics and greater scope.
Losing all power-ups immediately
on contact with an enemy
certainly proved frustrating, but

Enemy attacks from all and skilled players had to master
the technique n? s':reinging the‘snl.‘ll:l'lralp:n around ﬂm's W:I::ad

only made the action more
uncompromising. The impact of
these was further heightened by a
range of superb, thumping sound
effects (the kind of gratifying
squelchy, twangy sounds that only
Japanese sound engineers seem
capable of), making for an
immensely satistying experience.
Despite a colourful but rather
weedy Atan Lynx version, Rygar
can still only be enjoyed by
owners of the original coin-op PCB
(of which fully working versions
are rare). Fans of this style of
game can only hope that 32bit
versions will appear as part of

some retrogaming initiative E
on behalf of Tecmo.

Eleuator Agtion Returns

lapanese er vingis
____ plundering Taita's vast coin-op
catalogue to exhume an old fave

Development house Ving, which has
previously converted same of
Toaplan's coin-ops to the FM Towns
Marty, has acquired the rights from
Taito to produce a Saturn version of
Elevator Action Returns.

The game will consist of an
enhanced version of the original,
offering three characters to choose
from, but the ariginal version will be
available to play upon completion,
A UK release looks unlikely, sadly.

retroviaw
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A wide variety of coin-ops appear this month as fighting games from Atari and
Capcom join a shoot 'em up from Taito and the latest Model 3 game from Sega

Mace: The Dark Age

{
|

~c === f 3

LORD IDEIMOS

EVETY YEar Stri
probably lesst

Atar| Games. howe

r, beligves i
ultivated
& The Dark

withed (e ngn game

ke A

1 Wi

AgE 8, Jile ils onge

tenuous beginnings. As Robert Daly,

M producer, explaing, ‘Before Midway
came alor 2ged with Atarl, therg

Wi for this game. We were

oh temative ground for quite a while. But

Midway's philosopity Was 1o et the team go . @ number of
ant do Its thing. Once we began, we puilled female combatants

Mace together very well!

With support from Midway ant 30i('s
two-chip Voodoo Graphics salution (a
modified version of the PC chipset boostet)
for arcade hardware, also used In San
Francisco Rush —see E4Y), the 11 designers
have transtormed Mace into a 30,
polyeona, weapon-based fighte
lings of Namco's Souw Edge. Runni
30fps &t a standard resalution of 512x254,

and fiair In unexpected pla
'One guy on our team s in the Society
for Creative Anachronisms, and he osed




| i | continued

Kicks joined by grapple
mal.mm-p?nmm
from its myriad

But will Atari be able to indude the

necessary gameplay subtieties?

fior our motion-capture work,” says Daly
i the moves didn't work out nghit the
first time, we could easily redo them
Decause he was always atound We
started with 30 characters drawn onto
cards. Focus groups of teenage Kids
narrowed the group. down 10 11 while
reinforcing things we already knew and
ponting out things about the characters
that we |ust couldn’t see.”

The final 11 reprasent an
international collection of gods, belly
dancers, samurat, and monks. They
Iinclude such disparate members 85 Lord
Deimas’, a heavily armodred knight,
“Takeshi’, a noble samurai armed with a
katang, antl "Namira’, 8 former harem girl
with a chip on her shoulder and an
overhead sword. The two Dosses
"Grengal’, a black-and-red obsidian

gargoyle with a skull hammes; and

“Asmodious’, the final boss — are dark

‘ and brooding, much ike the game itsell
‘ The fight mechanics boast various
|
:
\
\

combinations, throws, counters, chain
combos, ‘dnd plenty of decaprations,’
siys Darryl DePriest, the gami's
chrector, with a gnn, A four-
Button configration contfols movies, snd
fighters can competein.a full 30 arend,
using side-stepping and 30 attacks
Sioping backgrounds, simillar 1o those
wsed in Virtua Fighter 3, will be

Mgk

The twin-3Dfx
as this swipe

Incarporated into play, athough
tradinonal nng-outs are nonexistent
Instead, each large arena is surrounded
by some life-threatening element - e
mollen lava, quicksand, toxic water, or
splkes - that cause damage but not
Instant death, These danger 200es kesp
thi fighting localised but avoid the abrupt
endings seen |n-so marry nng-out games

Visually, Mace is stunning, with
moody backgrounds blended with a
bright colour palette. The crisp, fluid
animation and full incorporation of
texture-mapped palyRons on the
characters work well and appear to
create a complete ook, with a level of
detail and sophistication not seen inAtar
coin-Gps for some time

The preproduction version Edge saw
was nearing completion, with vanous
lighting effiects having just been added
and dkedl. A this stage, Mace
; 3 @ strong stan. It ihe
final results live up 1 expeciations,
Atan's game could be the US:engineered
Brawder that finally makes big

Japdnese manufacturers sik up E
and take notice

set-up allows for some swish spot effects, such
(M..bmmyaemﬂm




Football games have been staple components in arcades for years, with examples from Taito (Kick n” Run) and
Tecmo (World Cup 90) being particularly popular examples. Sega’s original VS was the first to effectively use polys

Ilq:lwsdgnnlsaHumei}mMMthIthﬂM Naote the extreme level of

detail evident on the back of players’ shirts (left) and the vast complexity of the game's football stadia (right)

offer a wider view of

The game appears to
' the action abwc&lban

DR oz (Av2)
L RER

Japan
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Japan




nabe I

I- g&hnl’-m "
R

Tiatar

EXPRESS

. got issue 40 free with my
Special Reserve membership
would like to say that Edge has
come a very long way since the
very first issue which | brought all
those years ago. Then it was a bit
thin on the ground with info and
mainly consisted of a few reviews
of Japanese imports of SFIl. It's
also easier to read and find what
you want with more information
readily available.

The 3Dfx vs PowerVR article
was very interesting to me as | do
a lot of work with the latest games
but nowhere in the article could |
find which one exactly you
thought was the best. | couldn’t
either find any sort of price
(estimates) for the hardware, Do
you think you could tell me? Also |
couldn't really tell how these next
generation cards perform against
the present 3D accelerators such
as the Matrox Mystique and the
Stealth 3D.

Another thing. In the prescreen
of Powerboat you state that:
‘Powerboat is replete with special

Henry Gibson that Powerboaf's
lmpunln.umynliﬂulmre

ng effects are far from
the trick in recent years

effects such as fog, many of which
having only previously been seen
on consoles. The big question is
how well will it run with them
tumed on? Fogging (and other
effects) have been used on the PC
for quite some time. Many flight
sims, eg EF2000, and even games
like Quake all use fogging.
itis used to decrease the work
needed to be done by the
graphics card, meaning that the
very far off polygons are
not needed to be
calculated at
all.

As these are the first thing to be
drawn and, despite their size,
need as much calculation as
the larger polygons, it does in
fact speed up the frame rate
and give the appearance of a
higher resolution.
Henry Gibson,
via e-mail
Given that 3Dfx and PowerVR both
need time to gain a foothold in
development terms, Edge's
analysis relied on industry opinion
rather than premature speculation,
but on the whole it was clear that
3Dfx currently seems the most
favoured. With regard to prices,
VideolLogic's Apocalypse3D
weighs in cheapest at
around £170, while 3Dfx
cards (either the Diamond
Monster 3D or Righteous
3D) will set you back a
turther £50-60
Regarding Powerboat,
fogging has been used in
numerous other games and
Eastpoint’s game uses the effect

in order to generate atmosphere,
not necessarily to hide any
deficiencies in its 3D engine

(rather like Innerloop’s E
technology — see page 30).

viewpoint

here is something missing
from your analysis on Sony's
Net Yaroze.

A lot of effort went into
describing the interest and
importance of the shareware/
freeware scene that was in place
with the Spectrum, C64, Amiga,
etc. This is true (I was therel), but
there is a fundamental difference
from both the developer and user
perspectives here,

Bedroom programmers knew
that the code they wrote would
run on their audience’s boxes.
Users knew that a piece of code
they downloaded would run on
their machine without an extra
investment in hardware.

| used to love the Amiga
shareware and freeware scene. It's
true that a lot was dire crap, but
there was a lot that was good,
interesting, and worth getting —
the demos that were available, for
example, were just excellent.

This all sounds pretty negative,
and | don't want to sound that I'm
against Yaroze. It's an excellent
move by Sony, and I'm even more
happy now that | invested in a
PlayStation rather than any other
console system.

I have a suggestion: Sony, why
not devise a way of getting the
Yaroze software onto normal
PlayStations? A cheap (sub-£50)
floppy-disk drive or something, for
example. | would not be against
having to stick in a few diskettes
so as to get other people’s code
on my PlayStation — 3Mb is about
two 1.44Mb diskettes. | can't
believe it would cost a lot of R&D
to get this out, but the impact
could be that Yaroze developers
would have a bigger audience and
us end users would have a cheap
source of innovative, original,
gameplay-oriented software.

Neil Aubin,
Bucks M

L
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<4 True, the Net Yaroze project

cannot hope to create an amateur
development scene to rival that of
the Amiga in its heyday.
Unfortunately, there's little chance
of getting what you so desire,
even though, on paper, it does
indeed sound like a viable
proposition.

Net Yaroze has been designed
to be a home development
environment, not a home
computing environment. As such,
It's not expected to attract interest
from those who've previously only
looked upon amateur
coding developments from
a third-person perspective.

ew product... costing £550',

Yaroze owners...", "...
purchased Yaroze' - did Sony not
get around to correcting your
(understandable) misapprehension
that Yaroze is a product people
will be able to buy?

It is not. £550 gets you only a
licence to use a Yaroze kit which
remains Sony’s property. You don't
own the PlayStation nor any of the
software, and are required to
return it under conditions that you
can probably guess!

Can | suggest you have a close
look at the licence agreement
(when you get it)?

Name witheld,

via e-mail

Phil Harrisan, vice president of
marketing at Sony in the US, had
this to say in response: 'l can't
speak for the European agreement
as | don't have one to hand, but
the cansumer buys the special
black PlayStation ~ it's theirs to
keep forever, Purchasers can
become members of the Net
Yaroze ‘culture’ which enables
them to have access to the
website and develop software for
sharing with other members. The
basic principal of membership is
like any club - you have an access
card which belongs to the club, so
in the avent you don't pay your
membership fee (or break the
rules of the club) the club
management has the night to
refuse admission by removing
your access. The access card
{which looks like a memory card)
and the cable to connect the PC
are licensed products which are
part of the membership element
of the product. The PlayStation,

however, 1s yours to keep and
treasure forever.

. read with interest your story
on Net Yaroze and its impact
on game development. However, |
was amazed to see virtually
identical copy in both Edge and
Next Generation magazines — right
down to the same overall story,
same ‘interview’ with Sony
officials, and virtually the same
layout (eg the appearance of
sidebars with top developers).
While this situation is probably
normal, it didn't look particular
good to those readers who
happened to pick up both copies
of these magazines. | mean ‘Edge
went to Sony...", ‘NG went to
Sony...", and Edge and NG
happened to ask exactly the
same questions and got exactly
the same responses. It left me
the impression that each of
your magazines lack depth
and individuality,
Michael Sydenham,
Altitude Multimedia, Australia
Next Generation was launched
over two Yl?ﬂﬂ: QED aﬂd 15
essentially an Amencanised
interpretation of Edge published
by Imagine Publishing in San
Francisco, a company run by the
ex-managing director of Future
Publishing. Both magazines work
together closely but their remits
and overall mission statements are
the same - to provide the best
coverage of the interactive
entertainment industry -
something that the link fosters
greatly. Any duplication of editorial
lﬂ[l’}!mdllﬂl\ Is mlennor‘lal hefaus‘:‘
the magazines are created for
different markets. Next Generation
is sold in the US and not E
widely available in the UK.
emember the days of
Beebop by the likes of Bill
Haley? These people were derided
and ridiculed for what they did.
But look now... They're legends,
with countless greatest-hits
albums and films about their lives
(well, not Bill Haley, but | think
you get my idea). In time, the
games industry will grow and
mature, it will become an
accepted part of our culture and
maybe we will finally get some
decent TV programmes (Edge on
Channel 47). | can see it now: a

film about Sid Meier, tormented
programmer, his life, loves and
tribulations as he sits, tinkling on
the keyboard while toying with the
idea of playing God.

Out of a recent survey taken
between my friends at work (at
3am on a Saturday nightshift),
every single admitted to having
played videogames at some point
in their lives, while more than half
of them actually owned consoles
or PCs and regularly waggled a
joystick. Many social evenings
have been spent at my house
guzzling beer, playing Tekken,
smoking and arguing about
games. These are people who
have grown up with games, love
playing them, and more
importantly can spend huge sums
on games and peripherals to
increase their enjoyment. Yet the
people who are in charge of game
development - Nintendo being
the worst culprit — are still
chuming out pap aimed at 14-
year-olds! | find it absolutely
incredible. Move on and move
upwards - let the industry grow
up with the men and women who
follow it.

Sony seems to be one of the
few companies making a positive
move away from this, while PC
games have traditionally been
aimed at the older audience as
well. The ease of portability from
PC to 32bit console has made it
easier for games such as Fade to
Black, C&C and LucasArts’ games
to reach Sony's and Sega's
machines. This is what the older
player wants: strategy and
playability (with a slice of
bloodshed for good measure!).

To close, I'd just like to say,
come out of the closet and declare
your addiction - | am a videogame
player; | wrote THAT videogame.
Perhaps the next time you're at a
party, that attractive member of

the opposite sex might just know
who you are. .,
Marcus Waldock,
Co. Durham

Videogamers have always been
lumped into the same group as
Dungeons & Dragons fans and
Trekkers by some people, and the
stigma is a difficult one to shake
off, not helped by the fact that
many fans of the scene -
especially some of those who
corrupt the Internet with their

Michael Sydenham does not
understand the links between
Edge and Next Generation

incessant wibblings - who seem
so keen (and amply able) to
perpetuate the image.

Sony's efforts in dispelling the
myth that all videogamers are
spotty herberts with inadequate
social skills could be argued at
length? But, ultimately, who
actually gives a toss?

If it's something you
enjoy, carry on enjoying it E

hose damn Yanks, eh? (Or

should | say those good-
natured, honest, hard-working
Americans, fine fellows to a man,
the whole bally lot of them?)
Really, some people just can't take
criticism. To be honest, | can
almost (well, nearly almost)
sympathise with Mr Hammack
[see Letters, E41], as, being a
Geordie (note the capital letter -
pride is involved here), certain
prejudices have not gone
unnoticed. For instance, | myself
feel particularly less Geordie-like if
| have a single solitary thought
enter my head which at some
stage does not involve footy,
booze or, for one week in July
anyway, sex. On the other hand,
were these obvious failings
pointed out to me in a publication
such as yours, putting pen to
paper in complaint would be
almost unthinkable (after all,
speaking or writing intelligible
English is, apparently, not typical
Geordie behaviour), Clearly, the
average Yank is devoid of the layer
of skin that prevents them writing
hate-mail to all and sundry at the
merest hint of anti-Americanism.

Having said all that, Mr

A .
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Michael David Ault wants

yStation games. Will Sony's

new Platinum range, at £20 per game, be the answer to his prayers?

Hammack did succeed in making
me laugh, albeit at his own
expense, which does go to prove
one thing: they may not quite
have grasped sarcasm or irony,
but they sure have mastered
being the butt of a good joke.
Michael Stephenson,
Newcastle Upon Tyne
And that really is the last note on
the topic. Edge’s American
cousins already have enough
‘anti-LIS" coverage in the
mainstream media to deal
with, to say the least E
have two things to say.
One, | wish Edge’s game
reviews carried more comments
on sound and speech samples.
For example, Resident Evil on the
PlayStation is unplayable as |
cannot hear the speech. Could
you possibly include a symbol in
reviews to reveal whether a game
is deaf-friendly or not? | don't
mind FI commentary, as it
merely adds atmosphere rather
than being integral to gameplay.
Fade to Black has a caption
option, which allows you to tum
speech on or off. It should be a
standard in all adventure/RPG
games. (I'm not worried about
sports games.)

Second, I'd like to see the
price of PlayStation games fall.
Yanks can buy games for $50,
which is roughly £35 here, but we
have to pay £45. | believe the

market is big enough for Sony to
cut a tenner off the price; |
believe all games should be
under £30. | understand Sony has
sold over seven million
PlayStations worldwide, so why
no price cut yet?
Michael David Ault,
via e-mail
To address your first point, Edge
will certainly consider including
such information in game reviews
where relevant
Regarding your second, there
15 not an across-the-board price
drop in the offing for PlayStation
software, but you may be
interested to hear that Sony will
be launching a series of £20
games on March 7
Called the Platinum range, the
first sextet of titles will feature
Ridge Racer, Tekken, Toshinden,
Air Combat, Destruction Derby
and Wipeout. Apparently, Sony
intends to make 25-30 Platinum
titles available before the end of
‘a7, which will be excellent news
to thase thousands of gamers
who've long suffered frustration

over the comparative price E
of PC software.

he person who answers all
the letters seems to have
an answer for everything, non?
| guess that's what they're
paid to do...
Darren Pullen,
via e-mail

Q&A

Rely on Edge to cut through the technobabble. Write
to Q&A, Edge, 30 Monmouth Street, Bath, BA1 2BW

AMX technology
Robin Holt,
via e-mail

A 1. As long as you have two
ports free, it is theoretically

possible to place both cards in
the PC at once. The process is not
entirely straightforward, however,
because, in order to use one,
you'll have to disable the other.
Disabling the Videa Logic
Apocalypse3D is easy — when the
card is in your PC, a small box
will appear on the right-hand side
of the Win 95 task bar giving you
the option to switch the card off,
However, according to technical
support engineers at Diamond
(Maonster3D) and Orchid
(Righteous3D), neither 30fx-
based card can be disabled in
that way, As soon as you place a
CD-ROM in the drive and the
3Dix card detects either Direct3D
ot Glide code, it automatically
takes over the display. It may be
necessary, then, to use the
Apocalypse3D card only for
PowerVR ‘Extreme!’ titles (ie those
that use all the custorn features
of the technology and don't
employ Direct3D), leaving most
games to the 30fx card. This
option will no doubt prove too
expensive and wasteful for most
users, though.

Furthermore, it is worth
bearing in mind that, the more
cards you have in the PC, the
more chance there is of it
assigning information to the
wrang places.

2. Nao, accelerator cards are not
incompatible with Intel's MMX
technology and it is perhaps still

worth purchasing one if you want
to use your PC just to play games.
MMX helps mostly with things
that the PCis doing in software
right now — movie playback and
3D calculations, for example.
Graphics cards, however, can deal
with rendering, sorting, etc, as
well as custom visual effects. As
eminently promising as Intel's
new technology is, cards like the
Apocalypse3D, Monster3D and
the Righteous3D all boast
features not provided by

understanding that the human

brain is only able to proc

the case w

monitors have
and ho
the whole issue?
Stephen A. Mackintosh,
University of Edinburgh

A As you correctly note, the
human can detect the

difference between 30fps and
60fps othenwise the difference in
fluidity between Soul Edge and
Tekkens 182 (and Virtua Fighter
and Virtua Fighter 2, for that
matter) would go unnoticed. In
movies (where the action is
filmed at 24fps), you'll
occasionally notice a jerkiness
when the camera pans across a
landscape, but on the
whole 24fps is sufficient.
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jssue 44 tackles an ever-broadening interactive entertainment agenda.
There will be exclusive reports from San Francisco and Seattle on the work being
undertaken by rising development stars Z-Axis and Boss Game Studios, plus coverage 2
of Edge’s excursion to Bordeaux, home to Gallic digital dreamers Kalisto. 1

Edge also reports from one of the biggest coin-op events of the year - the Arcade b

Operator’s Union (AOU) show in Tokyo. Here it is expected that Namco and Konami ¥
will uriveil realtime image generators designed to counter Sega’s incredible Model 3
board. Naturally Edge will also endeavour to provide comprehensive coverage of all é

the other developments in state-of-the-art arcade entertainment.

E44 will also be accompanied by a free 28-page supplement detailing the future of
interactive entertainment technology. Stay on the leading edge...

issue forty-four
;9 on sale March 28
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