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42 HallS10 
Previously a part of the Mindscape group, this French codeshop 
has re.::ently broken away to become an independent. Its new­
found freedom appears to be working much to Its advantage 

46 rreasun: 
Conslsbng of a group of programmers imd designers who wor'Ked 
at KONlml during its heyday, Treasure MS produced a number of 
16bit action claSSiC<;. Now its ilttention is turning towilrds 64bit 

:;0 lafOorames 
PlayStation owners really are Spoilt for choice when it comes to 
racing games. Edge vi~ts French OUtfit Infogrames to check out its 
contribution to the scene, V-Rally, and its other upcomlng titles 

:;8 The 8eallle software sceae 
America's West Coast is remarkably densely populated with 
computer entertainment companies, the area around Seattie in 
particular. Edge travelled there to investigate the scene 
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DB .,., 
The Pentlurn 11 cn.~ finally unveiled to an ~nt audleflCe 
at (eel!; Konaml uts its Cobra technol~ 0 huge aCa,ialm cll 
the AOU show In Japan; · ... ,t-Ule evervtrung's ppening...... N64 

Ed • ~aks 10 Sooy about how II ~ to recapture cl cross 
of sooety that mafIY ~ never toOcha jovpad 

again. Also, Howard UncoIn alld mON Araka'Na go kanlng ,. 

IB .,f",. 
Ed~. looks at InteractIVe CreatIOns' Pfanetary Raiders, cl 
mu tl~ayef Eilte--styte ;;pace tradln~ game that looks set to fina lly 
jpVe nterne! gaming tIie kickstiln I most definitely needs 

• " "r,fII, 
This month Ed,e speaks to three Individuals woJitinf Within the 

i 
vast boundanes of InteractJve entertainment The firs ~ are cl 
duo, Larry Ahem and Jooalhan Addey, who 'Ofether lea 
:VelopfTlent on LucasArts' ionJ-awdlted Man Udsla~ J. The 

lId IS Ron Mlllar, the creator the legendary fCm senes 

t!t! "r,sorssn 

The AO\.I show In Japart ~w Konaml reclaim .t5 maJo/-league status 

::ra looks at PC titles Team~, Hexen 2, Oddworld and 
o Rao[l9; ~talJon bile 0b0I2~Satum title SAy T= 

and Top Gear Ra on the Ntntendo , among many 

BB nu."" 
Ed,e looks at cl CD-ROM ~~ dedICated to the acclaimed 
IT'IOYte, 'Romeo and Juhet', and cl ~lnSlde EIect~ Game 
DesIgn', that will be of Interest to all dlllg game gners 

It! rllfsorssn 
~ ru good month for ~ta~ drIVIng game fans as fters 
t ~ roars In to ac lm N64-own1ng 'ClOtball 

wdl be IsaPPOlnted as RFA 64 proves less than Inspmng 

Bt! ',",r, 
A stunning~rtTa l t of Boba Fett /9lnS CCI shov.ocases from Dark 
~ SoU Blade and OddwcxIi:J In Edle's regular look at the 

t-provoking VIdeogame CCI scene 

116 'r,,',U/sw 
Sega's homfic h~tgun ~me The House of the Dead, IS 
e:qiosed In all Its &9~ 1I t\us month,aioog w:th Thunder 
Humcane, Kooaml's atest CQln<lp contnbution 

"' IIrr,u/sw 

t?! 
Ed e I()()/(s at the latest COmpilallOO of old games to make it to 
the tatlOO - Afarl ~tunn~ the likes of Tempest 
and As ,and also on alto's Phoenoc 

liB l,fl,r, 
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THE LATEST NEWS FROM THE WORLD OF INTERACTIVE ENTERTAINMENT 

Pentium 11 technology 
dominates at CeBit 97 

Intel remains silent as developers reveal tantalising 'Klamath' details 

The much-hyped DVD 
formlt drew crowds 
curious to see the future 
of dill storlle 

D his year's CeBit show, held as ever in 
Hanover, lived up to Its reputation as 
the biggest and most logistically 

daunting technology exhibition in the world. As 
usual, the physical difficulty of traversing 
2O-odd packed, aircraft-hangar-sized halls, the 
unavailability of accommodation within a 
SO-mile radius and near-permanent traffic 
gndlock in the vicinity made CeBit a painful 
experience (eased somewhat by the newly 
inaugurated helicopter link to Hanover's 
woefully inadequate airport). But the presence 
of a great deal of hugely important technology, 
including tantalising glimpses of innovations 
which could finally see the PC emerge as a 
more powerful games platform than the 
consoles, helped ameliorate the CeBit blues. 

For PC gamers, the most significant event 
at CeBit was the first public airing of machines 
powered by Intet's Klamath processor, 
henceforth to be known officially as the 
Pentium 11. Several PC manufacturers gave 
closed-box demonstrations of Pentium 11 
machines, although Intel itself remained tight­
lipped about the chip, refusing to reveal prices 
and clock speeds. 

The chip, scheduled to start filtering 
through to manufacturers in late 1997, is 
essentially a Pentium Pro with added MMX 
multimedia extensions. Although destined to 
be the fastest PC processor ever, it raised a lot 
of questions. Because its physical design 
differs to that of the Pentium Pro, PC 
manufacturers will have to scrap their existing 
Pentium Pro motherboards and design 
Pentium 11 versions from scratch. This, allied to 
allegations that preproduction Chips generate 
more heat than Pentium Pros, means that 
Pentium 11 machines probably won't go on sale 
for some time and early models will be 
fearsomely expensive. 

The Pentium 11 plugs into PC motherboards 
inside a cartridge rather than fitting into a slot 
as in existing Intel PCs. Intel claims that it has 

altered the design to overcome memory 
bandv-lldth problems which have come into 
play because of the sheer speed of the 
Pentium 11. According to Intei US's Pat 
Gelsinger, 'When you have a processor chip 
plus cache working at hundreds of megahertz, 
you get incredible operating frequencies. We 
can scale the frequencies with our cartridge 
de51gn more rapidly than the original slot 
de51gn.' In other words, it will give Pentium II 
machines yet another speed boost. 

Disappointingly, Intel also revealed that the 
Pentium II'S implementation of MMX is 
identical to that of the Pentium, so that game 
developers Wishing to address the f1oating­
pomt registers for 3D geometry and some 
rendenng calculations will have to switch away 
from MMX commands. Imel pointed out that 
the Pentium 11 'floating-point performance' is 
stunningly quick. but this will surely provide 3D 
game developers with yet another reason to 
Ignore MMX. A spokesman for VideoLogic, 

Atthoueh a hUle ranle of technololies were reVelled It Hlnover's 
CeBlt show, the Pentlum 11 WIS without doubt the sllr Ittrlctlon 



this scl·fi rhone box 
wu one 0 11 number of 
non-consumer 'lIdeets 
shown oH .t CeBit 

Amonc the desirable 
technolocles on show 
at CeBit was the Sharp 
Colour ZR: a dlcltal 
camer. and calmtop 
PC In one so utlon. 
The unit should retail 
at around a Irand 

however, did suggest that the Pentlum II's 
MMX implementation has some hope of 
winning over 3D games developers: 'With the 
Pentlum 11, you can switch out of the 
floating-point registers and back. to MMX in a 
Single clock cycle, whereas Wltn the Pentium, 
It takes about 50 dock cycles.' COnsumers Win 
find out whether this gnps game developers as 
a Viable option (or whether they WIlt JUst deem 
it too fiddly) when the PentJum 111$ offiCially 
launched later this month. 

Another piece of Intel ,echnology 

which will bring unequiVOcal benefits to PC 
garners is Advanced Graphics Port. or AGP, 
which was described by the company's Pat 
Gelsinger as 'an intelhgent cross-bridge to the 
memory, which separates graphics frame 
buffer traffic from the system bus and gives an 
intelligent graphics port to the memory.' 

In other words, it offers a super-fast route 
to the memory for graphics information in a 
broadly simitar manner to the fastest eXisting 

consoles, and allows the graphics Chip to 
'share' the PC's system memory. AGP, one 
product of a deal between trltel and lockheed­
Martin, has been built into the Pentium 11 
motherboard specification and is likely to find 
its way into lesser machinery around the end 
of thiS year. The graphiCs perfOfmance it offers 
could make some game developers' dreams 
come true. 

Meanwhile, rival proceSSOf 

manufacturer AMD spoke for the first time 
about its intriguing new processor, the K6. It 
claims that the chip, due to start shipping on 
April 3, performs Simitarly to the Pentium Pro 
yet fits into an ordinary Pentium OverDrive 
SOCket 7 Slot PC manufacturers should 
therefore have no problems tweaking existing 
motherboards to take K6 processors, and K6 
machines should cost little more than Ofdinary 
Pentium machines. AMD also pointed out that, 
thank:s to its cross-licensing agreement with 
Intel, the K6 supports the full MMX extended 
command set yet, thanks to the fact that the 

IBM reyealed Its new Aptln S PC 
(left), due to be priced at D ,4I9 

chip's physical design is entirely AMO'S own, 
its MMX Implementation does not take over 
the floating-point registers. In theory, the K6'S 
MMX should be better than Intel's own. But as 
nobody outside AMO has yet tested the K6, it 
remains to be seen 'tNtlether this is true 

A tantalising g"mpse ofTallsman, 
Microsoft's next-generation software! 
hardware specification which will take over 
from Direct){ some time next year, was offered 
at CeBit - not by Microsoft, which always 
courts the German press and ignOfes the rest 
of the world at the show - but by Philips, one 
of Its Talisman partners. Philips talked abOut its 
TnMe<iIa 'media processor' chip, 'tNtlich 
essentially performs Similar processing 
funcuons to Intel's MMX extenslOflS but takes 
them away from the processor, freeing It up 
for other task:s (such as floating-point 
calculations), Philips has struck a deal With 
Apple to team the TriMedia chip with its 
PowerPC processor, creating a package which 

should compete With MMX-eqUlPped Intel PCs, 
Philips claims that TnMedia, in conjunction 
with a Cirrus Logic 20 graphics chip and a 
Fujitsu RGB output chip, will form part of the 
Talisman hardware spec, which, according to 
the company's Dion Usle, Will dellYer 'the full 
multimedIa expenence With ass-kicklng 3D', 

UsIe maintained that the ethos behind 
Tahsman is to prOVide a 'balanced archItecture 
delivering very hlgh-end 3D graphIcs'. When 
Talisman arriVes, It could, at last, bring the 
PC's gaming perfOfmance up to levels enjoyed 
by current consoles. This is something that 
DirectX has, in some ways, failed to do. 
Talisman will guarantee a level of hardware 
performance, as well as including the plug­
and-play transparency offered by DirectX, In 
conjunction with ease-of-use features such as 
Universal Serial Bus (which, among other 
things, Will enable easy attachment of joysticks 
and so on to PCs, and 'tNtlich had finally made 
it into many machines shown at CeBit), it could 
finally turn the PC into a console-beater. But 
don't hold your breath: Talisman is not £ 
likely to appear in full until late 1998. 

n. w. 

Saturn 1 denied 

Further details on 5eJa's 

follow-up to the s.tum 

have recently come to 

li .... t. It hes now been 

confirmed thet the 

mechlne, cUIT.ntly 

codenamed Black Belt. 
will feature PowefYR 

ilfchitecture. The setup 

should be bued on the 

PCXl chip (not the 

standard PCXl found in 

currenl PC cards), but it is 

not yet known how many 

fme .. Synthesis 

PToc:eslOf'S (the beslc 

paphks calculation unit 

of Power VIt erchitecture) 

willlHl used In parallel, 

In eddition, SeJe Is 

epperently neptietlnl 

with Mkrosoft fo r the 

ri .... ts to use its Mkrosoft 

Arcede Operetin, System 

(see suplement), If the 

d .. I,CMls eheed. the 

console will eeslly be 

eble to ,.ce~ ports from 

Microsoft coin-opt.. 

Seae is elleaeelly almi", 

for e lale-'9I launch In 
Jepan with the rest of the 

world followln, in 1999. 

The revelettons, which 

(,lime from sourc.s 

outside of SqII. 

ptOmpted a company 

spokeslMln to issue e 

statement,. seyln, : 

'The compeny is elweys 

worki", on new 

herdwere end e"eluetin, 

different technolo,les but 

we deny the current 

rumours beceuse this is 

inaccurete information. 

I'm sorry but I un't tell 

you anythl", about our 

future plans at this time: 
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°i Konami's Cobra chipset 
blows Sega away at AOU 

The re-energised arcade giant wows garners with revolutionary hardware and software 

Sega thrilled show-goers with AMl 's House ofthe Dead (top). AM]'s 
skateboard slm Top skate, (left), and AMl's VlttuQ Strike, 2 (ript) 

I] or the last three years, Sega and 
Nameo's clear.dominance at the head 
of the coin-op Industry has been 

slOwly eroded by the persistent efforts of 
arcade stalwarts like Konami and SNK. This 
year's AOU show - as usual a brash, noisy 
event taking place at the Makuhari Messe in 
TOkyo - saw the underdogs finally rivalling 
their long-standing masters. 

It was Konami, though, which made the 
biggest impression, Last year, the company 
introduced the first jetski game, prompting a 
rash of similar titles from other developers. 
This year, it upped the ante with Hang Pilot, an 
innovative combo of flight sim and raCing title, 
as well as M2-powered title po/yStars and, 
most impressively, two demos employing the 
company's new high-end board. 

Cobra, capable of displaying between 1 
and 5 million polys per second and a hi-res 
image of 1,280x1,024 (see E40), was to all 

o 

Polystal'$, Konami's Ml title (above left and right), is an old-school 
scrolling shoot 'em up embellished with fine visual detail and smooth 
animation. Although derivative, it attraded its fair share of admirers 

intents and purposes the star of the show. The 
twO video demos were the beat 'em up 
revealed briefly at last year's Jamma event and 
Racing Jam. The former, still codenamed 
PF573, has many similarities to Virtua Fighter 3 
and easily matches the sega title in terms of 
visual excellence One stage features a field of 
long grass, With each blade individual~ drawn 
and capable of bending when trodden on by a 
fighter. The Korean snow scenery is also 
particularly impressive (as in VF3, different 
weather conditions form an important part of 
each stage deSign), and real time light sourcing 
works throughout the game to produce some 
effective atmospherics. The only drawback is 
that high productions costs will be passed on 
to the cohstJmer, meaning that Cobra games 
will cost ¥5()J (approx. £3) per play 

Racing Jam, a stunning continuation of the 
Midnight Run/Winning Run racing series, was 
Cobra's real showcase, though. The near­
photographic quality of its texture mappin& 
combined with the life-like dynamics of the 
action, left onlookers breathless with 

Thunder Hurricane (top) 
and Hang Pilot (above) 
boasted great cabinets 



Konami showed off a reattlme Interactive demo of Cobra fi,htinl 
game PF57J. The title has many similarities to VIl : It allows flShlers 
to side-step oneominc attacks and the six offidally announced 
fighters (from Korea, China and Japu) dearly resemb~ VF cUr.den 

Over Reil Is Jaleco'5 
Model 1: radng title 

anticipation. Only a few sections of track were 
on show - a brilliant Tokyo at mght featunng 
neon signs and skyscrapers with light­
reflectrve Windows, and a test Circuit st"toYIlng 
one of the sportS cars splnnmg realistically 
through a series of cones. 

Away from ultra high-end development. 
Hang Pilot attracted a crowd of onlookers. The 
coin-op, which combmes racing with flight 
skills (there are dozens of Objects to aVOid or 
fly through) features two screens - one to 
shOw tile route ahead and ooe the grOUnd 
below - and a range of new raong tactiCS 
Playing the game is a very Interacttve 
experience: to descend and PIck up speed, 
players must pull the glider bar toward them 
and to adjust balance they have to shift their 
feet 00 the base Unit. Edge senses a \oVhole 
new genre on the wi1y_ OperatJOn Thunder 
Hu((lcane (see ArcadeYl€'N) and shoot 'em up 

PoIyStars completed the company's line up. 
The latter was most interesting for Its use of 
M2 hardYlare (see thiS month's supplement). 

Another big event of the shoY.t was the 
announcement of SNK'S new hlgh-end 64brt: 
arcade board, finalty bringing the company out 
of 20 eXIle To ShOw It off, samurai Spines 64, 
the t:>oard's premiere title, was revealed in 
demo form, and looked rTIOfe than capable of 
talang on Vlrtua Fighter 3. The game retains 
many popular characters from previous 
Samurai $pints incarnations (as well as adding 
four neYI ones) and aga n offers players the 
opportUnity to use weapons. Interestingly, 
Samurai spirits 64 seems to have taken the 
Bushido Blade route by offering huge arenas 
rather than closed fighting spaces a la Vlrtua 
Fighter_ Uke capcom, however, SNK Will have 
the difficult task of transcribing Its 20 
gameplay Into a new 3D range of titles. Will It 110-

Konami's second Cobra demo, RGclng lGm, resembled a very good prerendered 
sequence, and If It plays as well, could easily challenge SeCa's brilbanl Scud RGce 

• 

Konaml's racer, C;" 
Club, was presented In 
a futuristic ROffd RGge 
simulator cabinet 
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To premiere ib brand new 3D arcade board, SNK showed oH. video 
demo of Samurai Spirits 54. Tbe came looked falrfy high-end but 
could not compete with Konaml's utterty breathtaklna: Cobra titles 

-411 simply translate previous 2D control methods, 
or will new controls be created for the 3D 
environment? unfortunately, answers could 
not be gauged from the early video on show. 

In addition to its activity in the arcades, 
SNK also has a new console on the horizon. 
Rumour has it that the home unit will contain 
the same technology as the new arcade 
board, facilitating SNK's usual practice of 
releasing arcade and home versions of its 
games almost simultaneously. More news 
should appear toward the end of '97. 

Though not the main crowd-pleaser at 
AOU, sega had a full line-up of great games to 
shOw off. AM2 (which retains its monopoly on 
Model 3 development for the time being) 
presented the visually gorgeous Scud Race 
(see E43) and the football titJe, Virtua Striker 2 
(E43). The latter makes full use of motion 
capture to create some incredibly realistic 
player movement, and includes sophisticated 
AI routines to make each team play differently. 

The game also boasts impressive tactical 
range, forcing the player to adopt defensive of 
offensive strategies in response to the 
strategies of opponent teams, 

The other AM departments were also 
present. of course. AM1 had a playable demo 
of gory Model 2 shoot 'em up, The House of 
the Dead. on show (see page 116), and AM3 
presented skateboarding simulation, TOp 
Skater. Here the player races against time 
through a series of courses and. as in Wave 
Runner, must perform a range of stunts while 
Jumping. Every part of the course -wal ls, 
ramps, etc - can be skated over, and the 
animation is extremely fluid and realistic, 
making for an exciting sports sim 

f.S with Hang Pilot, though, the best 
feature is its cabinet. In TOp Skater, the player 
stands on a real skateboard, pushing back on 
the tail to jump and swerving from side to side 
to steer. At least here, skateboarding fans 
don't have to avoid the old ladies and dog 
deposits which litter real-life pavements. 

Model 3 is still clearly the most advanced 
technology in the arcade and both AM' and 
AM3 have now been given the go ahead to 
develop on the platform. However, the 
technology is twice as expensive as Model 2, 
and, at the moment. is proving not to be as 
profitable. VF3 has failed to sell as well as VF2 
and Daytona, and Virtua Striker 2 is pretty 
much just an update of its already excellent 
Model 2 predecessor. Sega may have to 
concentrate more on innovative game designs 
for Model 3 games if the system is to become 
financially viable. 

capcom made its first tentative steps into 
3D with Street Fighter EX at last year's JAMMA 
show, but the company now seems to have 
stalled. All three of its major AOU games­
Street Fighter Ill, vampire saviour and Battle 
Circuit (a multiplayer beat 'em up set in a 
futuristic cyborg-infested world) - are 20 beat 

'em ups, but that didn't stop crowds of avid 
gamers gathering around the screens. In many 
ways, the visually terrific Vampire saviour is 
stretching the limits of the CPS 11 board and, 
although both boards are comparable in terms 
of graphics, CPS Ill, with its improved speed 
and fiuidity of animation, represents the 
futUre. At least until capcom takes up the 3D 
gauntlet for real. 

Namco also seems to be living in the past. 
Tekken 3, the company's major title, runs on 
the system 12 board: 50% more powerful than 
system 11 and capable of much better 
management of 3D backgrounds. It's no Model 
3 beater,ofcourse, and System 33 is sti ll 
nowhere to be seen. However, what the 
company lacked in technology, it made up for 
in wit and creativity. The System 22 title, 
Armadillo Racing, was Namco's unexpected 
and off-the-wall treat (see Alphas). 

Taito, like Konami and SNK, used AOU to 
show off its new high-end coin-op board. The 

As well as 3D games, 
SNK showed oH ID beat 
'em ups and puzzlers 

I W-
o . , 

~ - 'f .. . . . 
SNK's MFX 3000 is a six­
person hydraulic ride 
which shows CG movies 



Talto revealed its WoH board (top left) as well as blurre train slm Densha de Go Go (above far left and centre). Also 
on show was a new version of Breakout clone. Arltanoid (above ri,ht). featunn, new pick-ups and great backgrounds 

Capcom's new beat 'em 
up, Battle CIrcuit, stuck 
within the company's 
predomlnantty 2D remit 

Fairground 
attractions 

Many of the big coin-op 

companies presented 

their own amusement 

park rides at AOU. Namco, 

for instance, offered a 

nausea·inducing bicycle 

attraction in which users 

have to ride 360 degrees 

around a large metallic 

hoop. The company also 

showed a tank battle 

,ame, allowing players to 

sit in small tanks and fire 

balls at each other. 

Furthermore, SNK 

revealed the slightly 

more traditional MFX 
1000, a hydraulic cabinet 

wflicl1shoW5 various CG 

movies to up to six 

people at a time while 

jiUlin, them about a bit. 

Talto Wolf (see supplement) features 3Dfx 
VoodOOLogic technology and is apparently 
capable of 1 million polys per second. A racing 
demo produced to shov.' off Wolf looked 
impressive - better, in fact. than Atari's San 
Francisco Rush, which also uses 3Dfx 
technology. However, specs have not been 
released, so it could be that Tai to is employing 
a more powerful configuration of Voodoo 
chipsets or a more up-ta-date version of the 
technology. It could also, of course, simply be 
a better game. 

On the software side of things, horizontally 
scrOlling shoot 'em up Darius G was on show 
(see E43) boasting some gorgeous scenery 
and smooth animation courtesy of the FX1 
arcade board. Taito also had its own share of 
bizarre innovation. First up, rather 
unbelievably, was a train simulator called 
Densha de Go Go. Here players take control of 
a passenger train and must ensure it reaches 
each station on time. Magical Date, on the 

other hand, is a love simulation game in wtlich 
the player has to take a number of different 
girlS out on a first date. That's as far as it goes, 
however, which will doubtless result in a 
number of frustrated Japanese schoolboys 
cursing Talto's unactventurous spirit. 

The AOU show was a promising mixed bag 
of technological leaps forward and innovative 
surprises. predictably, 3D is almost an 
omnipotent force now, With only capcom 
electing to continue with 2D games 
unabashed. Novelty cabinets, it seems, have 
become de riguer and each of the major 
players was keen to try out its own variations. 
The down side, of course, is that this pushes up 
the price to both players and arcade 
operators, and may well prove self-defeating. 

If that sense of innovation could just be 
focused on the games themselves, instead of 
their packaging, the future of coin-op gaming 
would be looking even brighter than it is £ 
at the moment. 

Of the various amusement park rides 
on show, Nameo's bike machine (top) 
and its tank battle effort (above) were 
among the more interesting. other 
rides (left) attraded willing vidlms, too 

new s 

AOU round-up 

Away from the leaders of 

the arcade industry, many 

smaller companies also 

displayed their coin-op 

wares at AOU. 

last year Sega licensed 

its Modell board to 

three developers, Jaleco, 

Tecmo and Data East. all 

of whom have produced 

games usin, the high-end 

technology. On paper, at 

least. the arrangement is 

beneficial to all parties, 

providin, Se,a with 

royalty payments and the 

three developers with a 

great board and none of 

the usual R&D expenses. 

However, the problem 

here is that Modell 

,ames often look rather 

similar - hence Tecmo's 

Dead or Alive is a dead 

ringer for VirtUQ Fighter 

2, while Jaleco's SUfnr 

GT24h is reminiscent of 

Daytona USA. 

Perhaps as a result of 

this, Jaleco was the only 

one of the three to 

present a new Modell 

title at AOU. Over Rev, 

like GT/ Club, is an urban 

racer which requires the 

player to navigate some 

incredibly narrow alleys. 

Tecmo chose not to use 

Sega's board for its 

'interesting' horse racing 

game, Ga//op Racer. Here 

players have a choice of 

different horses and must 

select the best one for 

the course in hand. Both 

the game's backgrounds 

and its equine racers are 

constructed from 

polygons and a variety of 

camera angles are used. 

Data East, meanwhile, 

showed off an SNK­

licenced puzzle ,ame in 

the Bust·a-Move mould, 

entitled Magical Drop .1. 

Tecmo and Data East 

will no doubt return to 

Modell in the future, but 

innovation will be 

needed if their games are 

to make a strong mark. 
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Multimedia market hits 
crisis point at Milia 97 

This year's Milia new media show saw few surprises, but several casualties of a dying scene 

3Dfx part two 

The follow-up to the 

popular lOb Voodoo 

graphics chlpset hiS 

bun reve .. led. 

Codenamed 'Banshee', 

the new chipset is 

expected to offer 

perform.nce similar to 

lob's X5100 technolocy. 

Otherwise know IS 

Obsidian, the X5100 

board is cUffe"tl,. 

intended for use in 

military simulators Ind 

high-end ,f'phiu 

modellinl workstations. 

A lob spokesperson 
has denied the existence 

of 'Banshee' but 

developers milli"t.i" thillt 

the board Is expected to 

reach the market by 

early 1998. 

Price details .re 

obviously not yet 

available. but the board 

is expected to dock in at 

an affordable, 

mainstream rate. 

T
he multimedia industry'S recent 
gathering at Milia In cannes ended up 
lOOking to gaming for future growth, 

technological innovation and new markets. 
ThiS was the only logical conclusion from what 
was essentially an event which heralded the 
death of mulumedia 

The shock announcement that top CO­
RaM outfit Ne'NS Multimedia (prOducer of the 
wonderful Makers of the 20th century) was 
being shut down cast a pallor over the ShOw 
which was hard to shak.e. An aYl'fullot of 
publishers spent the show looking for ways to 
repackage or resell the same discs they'd 
failed to mak.e anything from since the show 
the year before. It was surprising. then, that 
Electronic Arts chose to launch its own 
reference/education range at the same expo 
The fact is, though, multimedia has produced 
Winners - like Disney InteractIVe, which spent 
the show boasting from its yacht that It had 
already paid back its startup costs and turned 
a healthy prOfit All this from licensed diSCS 
based around 'Toy Story' and 'The Uor1 King' 

By far the most Interesting new technology 
debuted at Milia was UK·based pepper's Ghost 
Productions' avatar engine Its faces, which 
are all capable of s/lc1oMng a ....,de range of 
emotion In real time, appear photoreallstic, 
because the rendering process involves 
wrapping a photo, rather than merely a texture 
map, around a Wlreframe. The first game to 
feature this new generation of talking heads, 
Burning Ambition, is still in ItS early stages­
but plaYIng the Resident Evil-style demo Edge 
couldn't help but feel that the storyline will 
have to be compromised just so players can 
get close enough to each other to really 
appreciate the range of emotions available. 

Milia's binest shock was the announcement that News Multimedia. 
producer of MDke" of the 20th Century, was about to cease tt.dln, 

No, this aren't photos. but potYlon models mapped with photorealistic 
textures by Pepper's Ghost Productions' avatar enKine. Impressive stuff 

psygnosls and BMG turned up at Milia with 
very little new to show off, but Eidos was there 
in force sel ling much more than just games 
The main reason for its presence was to 
promote the latest version of Its video 
compression and playbaCk Codec - now 
featuring a more user-fnendly name ('Escape') 
and a more intuitive interface at developer 
level. Eidos's was also the stand With Spice 
Power, showing off Glass Works' contribution 
to the Spice Girls promo for 'Say You'll Be 
There' You could hardly see the join as the 
same screen also featured a sneak peak at the 
new rendered sequences from Tomb Raider 2 
- looking very impressive, of course. 

Plenty of developers and publishers had 
vague ideas that they were gomg to turn the 
corner with the appliance of science - or more 
specifically DVD. However, while hardware and 
astonishing MPEG2 demos were in evidence, 
no one could answer tile thorny questiOO of 
Just how masses of extra storage capaCity was 
going to put a new spin on an industry £ 
With some seriOUS Shrinking pains .. 



The UK NS. launch 
pa~ featured dozens 
of Nlntendo consoles, 
an running key titles 

new 5 

Demanding times for N64 
The console gets a keen reception in the UK, while NOA takes action against pirates 

lIt Intend. 0 has surprised the videogame 
Industry by announcmg an N64 price 
drop In Japan and the US. In the east, 

the machine will now retail at \1"16,800 (£90), as 
opposed to the previous price of \1"25,00) 
(£130). The States sees a reduction to $149 
(£90) from $199. 

Nintendo's motives for the move are 
unclear. The company Itself claims price drops 
are Simply a result of lower production costs, 
due to the higher volume of machines being 
produced. However, industry analysts suspect 
that Nintendo has been forced into the 
decision by the intensely competitive nature of 
the Japanese videogame market, and by the 
recent US PlayStation price drop to $149. 
Neither sony nor Sega has announced a 
similar price drop In Japan. 

Meanwhile, in a modest re-enactment of 
the N64 launch frenzy which hit Japan and the 
US last year, the early hours of March 1 saw 
hardcore gamers gathering outside UK 
videogame ShOps for a cold night of queuing 
According to Jee MCNicholas, Virgin's senior 
product manager, several customers slept 
outside the Liverpool and Reading Megastores 
on Friday night hoping buy an elusive 64bit 
console. unfortunately, because a huge 
proportion of the 20,00) machines allocated to 
the UK were pre-ordered, many of those wt10 
Queued for hours had to be turned <may 
empty-handed. Apparently, Virgm only 
received 10% of the machines it had ordered, 
and the average time it took for these stocks 
to sellout was JUSt 12 minutes 

To save committed gamers from sleeping 
on the streets all night, larger branches of 
Electronics Boutique actually opened up at 
midnight on March 1. At the Oxford Street 
branch, around 20 customers turned up to 
collect their pre-ordered machines (and also 
find themselves being fi lmed by GMTV). Also 
on Oxford Street, HMV took delivery of 50 
machines on March 1, with another 50 arriving 
later in the week, all pre-ordered. None of the 
major retailers predict readily available 
machines until April. 

The early success of Nintendo's machine 
was preceded by a launch party held at the 
Riverside Studios in Hammersmith. The event 
attracted a plethora of celebrities, including 
Bob Monkhouse, who performed a half-hour 
comedy slot in which the PlayStation was the 
target for half his jokes while, slightly more 
predictably, his Wife bore the brunt of the 
other half. During the event, guests were given 
the chance to play several N64 games. 

On the other side of the pond, Nintendo of 
America is stepping up its fight against 
software piracy in the wake of the US N64 
launch. The company, which claims it is losing 
an estimated $8OOm per year through piracy, 
has urged acting US trade representative 

Bob Monkhouse (top) performed at the UK launch party before cutting 
the celebration cake. Outside, Turok was advertised in original style 

Charlene Barshefsky to take action against five 
countries identified as counterfeiting hot 
spots: China, Hong Kong, Taiwan, Paraguay 
and Venezuela. Three of those countries­
China, Hong Kong and Taiwan - have been 
targeted before, but Nintendo is arguing that 
they remain the largest sources of counterfeit 
videogame products in the world and that 
sanctions should be renewed. According to a 
recent press release, 50 other US companies 
involved with Nintendo are supporting the 
sanction recommendations. 

In a separate offensive, NOA has also filed 
a lawsuit against Taiwan semiconductor 
manufacturer Winbond Electronics. The 
videogames giant claims that it has identified 
chips made by Winbond in certain disk copier 
devices currently being shipped worldwide 
which allow users to copy N64 titles on to 
floppy disk and/or hard drive and then feed 
that information into blank N64 carts. 

This is the latest in a long line of anti-piracy 
measures undertaken by Nintendo: the 
company has filed hundreds of lawsuits 
against copier manufacturers over the last ten 
years. If the Winbond action is 
successful, however, it may prove a £ 
significant victory in a very long war 

Nintendo is waging a 
war of 'zero tolerance' 
'fainst manufadurers 
o copying devices 
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out there 

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

f videogames have social credibility at 

the moment (and all indications suggest 
that they do), it's mostly due to the Herculean 

efforts of the PlaySlation marketing team. In 
early 1995, with the machine still in its 

infancy and the industry unsure of its future, 
Geoff Glendenning, the head of marketing 

for the console, began to sow the seeds of 
acceptance for the PlayStation by establishing 

tie-ins with Glastonbury, The Face magazine 
and top London club Ministry of Sound, as 

well as setting up chill ouVsampling rooms at 
a number of parties in London prior to 

launch. 
So what made the Sony team target 

clubs? Pippa Day, produo manager, 
explains: 'BaSically, the initial strategy was to 

market the PlayStation toward the key 
influencers, and obviously they are aged from 
20-30, with the key age 24 - the average age 

of clubbers. Also, there is a very natural link 

between playing videogames and clubbin& 
and I think people were getting bored of just 
going and dancing. They wanted something 

else to do, and through the PlayStation they 
are now able to relax while they were out -

have a drink. talk to their friends. Clubbing has 
become more of a social event, rather than 

just going out and dancing solidly for hours.' 

The placement of PlayStations In clubs 
has become a remarkably popular venture for 
Sony, with 34 of the most credible venues 

now sporting videogame rooms. Furthermore, 

the PR department for the machine has set 
up a gaming league amongst OJs which has 

been followed WIth much interest in the 
dance music media. Again, Sony IS targeting 
the trend setters and the role models, and the 

message is getting through; the console has 
become almost a staple part of British club 

culture, finding Its way slowly into the heart of 
the dance scene. 

'I know, for example, that a lot of DJs will 
work in the studio all day and then they've got 

Playstations in there for relaxation purposes,' 

n 

enthuses Day. 'So when they're having a fevv 

beers, thars it - they start playing. And 
obviously, there's a very competitive streak 

within the DJ fratemity to be the top dog at 

Tekken 2.' 
The targeting of youth culture is now 

expanding beyond clubs. Sony plans to put 
PlayStations in NUS bars up and down the 
country, and is also sponsoring a number of 

sports such as snowboarding (Glendenning 
recently attended the British Snowboarding 

Championships), skateboarding and 
snakeboarding. The PlayStation even has its 

own sky surfer, Mike Frost - Sony pays for his 
equipment and in return he jumps out of 

planes with a board and parachute 
emblazoned with the PlayStation logo. 

The embarrassment that some used to 
fear by playing videogames has now 

dissipated. With artists such as Goldie, Carl 
Cox, Skunk Anansie and the Chemical 
Brothers taking PlayStations to their hearts, 

the aOivity has long since lost the baggage 

that once seemed to go with it. 
And what do the traditionally conservative 

Sony bigNigs think about all this? 'I think 

they've obviously realised that this marketing 
strategy has actually made sense,' comments 

Day. 'By pushing this as a must-have brand, 
it's put them in a stronger position, because 

once they've marketed to the 20+ age group, 
that then filters down and you get the pester 

power of little kids goin& -Mum, mum, mum, 
I've got to have a PlayStation .. : It's a very 
aspirational produo: Aspirational produo? 

It was never like this with the SpeOrum .. 



warp factor 

• 
ollO'Mng Its foray into dub culture at 

Islington's Complex, Gremlin has enlisted 

the talents of fellow Sheffield successes Warp 

Records and Designer's Republic. They'll be 
working on the soundtrack and in-game logos for 

Gremlin's imminent sd-fi trading game, Hardwar. 

DR are no strangers to the clubs/games culture, 

having been heavily involved with the game that 

kicked the whole thing off, futuristic 

racer I,M'peout. For Warp, 

however, It'S something 

they've wanted 10 

do for a long tlme. 

'A couple of 

the creative guys at 

Gremlin grew up 

with Warp here in 

Sheffield: explains Warp's 

Greg Eden. 'They'd been wanting to 

use the music in a game for some time, and we 
had been approached to do music for Wipeout 

2097 and that fell through, but it got us 

interested in the idea. LFO, who's on our labet, is 

a complete game nu~ and wants to do an 

Nintendo taken for a ride 
intendo executives may be frighteningly 

serious about the videogames industry, 

but that obviously doesn't rule out the odd PR 

prank. last month, in order to promote the us 

launch of Maria Kart 64, NOA chairman Howard 

Lincoln and president Minoru Arakawa took 

part in a real go-kart race around the company car 

park. NOA employees were invited to 'bet' on the 

winner, with all money raised going to charity. 

The race was a hair-raising encounter 'Nhich 

'NOuld have had Murray Walker frothing at the 

mouth. Arakawa took an early lead and held it for 

two laps, relying on sound racing skills - no doubt 

honed to perfection on Maria Kart itself. 
However, Lincoln refused to give up, even when 

he hit the pavement, going up on fWO 'Nheels in 

the process (drawing a few grimaces from 

Nintendo's insurance company, Edge suspects). 

On the third lap, the chairman sneaked round the 

outside to steal the lead and, ultimately, victory. 

Although both panies admitted that they had 
enjoyed the experience, Lincoln stressed that this 

'NOuld not be an annual event Hovvever, the race 

maywell prompt Yamauchi and Miyamoto into a 

bout of S\NOrd-fighting for the release of Zefdo 64. 

~ so, Edge will put a fiver on the chairman .. 

out the r e 

(out there) 

original track. Most game soundtracks are 

completely crap - Duke Nukem, for instance, 

typical power-chord stuff, complete shite. It's got 

to be a good idea to have professional musioans 

creating the music instead of these in-house 

guys.......no don't have a clue about what's going 

on out there.' 

This really isn't on the same scale as 

Wipeout, though. Warp aren't keen to 

release a standalone 

soundtrack. as almost all 

the music used in the 

game is back­
catalogue and Warp 

hate the idea of 

re-releasIng old 

material. They may want 

to reconsider, though, as 

HardJNar, originally slated for a 

simultaneous PC and PlayStation release, will 

now only be available on PC - and you may not 

see many PC owners gracing the likes of Ministry 

of Sound or Manchester's dub Code. Except to 

add up the takings, that is. 
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Internet raider~ 
Multiplayer 3D 
space combat 
has long been 
the stuff of idle 
daydreams. Now 
it is becoming a 
reality courtesy 
oflnteradive 
Creations 

As in Elite. masterine 
the docking process is 
as important as space 
fllcht combat skills 

[ll] any of those who became irrevocably addicted to Elite in the mid-'8Ds dreamed about 
a time in the future when It would be possible to fight and trade against real human 
opponents. For a long time, the technology Simply wasn't available for such a huge 

endevour. Now it is, of course, and Interactive Creations, Inc (which has just merged with 
Interactive MagIC) LS about to bravely step into the multiplayer space combat/trading sim arena 
wLth Its forthcoming online effort. Planetary Raiders. 

The story behind the actLon, as IrVith most mulitplayer games, is of secondary importance. 
Apparently a dyi'lg planet named Osis has been saved from extinction by a visiting alien who 
provides the inhabitants with lots of desirable new technology. This gives the populatLon a 
fighting chance against the elements, but also allows certain corporations to get bigger and 
bigger, trading in new weapons and hi-tech gear, and expanding out into space travel. In short, 
capitalism has arrived in style, and everyone wants a piece of the action. 

Predictably enough, players Join the game as Osisians desperate to make money. Each 
starts with a small ship and 1,000 bochfs (perhaps the most ndiculously named fictional 
currency ever created) and must first carry out a series of military missions in order to gain a 
decent working knowledge of space flight and combat. After this, the game is apparently 
completely open. Players can become space pirates, traders, corporate hustlers, space station 
mangers, etc, and can even lOin a squadron (as in Air Warrior, Interactrve MagiC'S long-running 
Internet flight sirn) or explore the galaxy alone. It will also be possible for players to upgrade to 
more complex ships, and to design their own. Add to all this the fact that commumcation 
between inhabLtants of the vLrtual galaxy will also be a feature (likely to result In some lengthy 
deep-space slanging matches) and Lt seems the designers have delivered everything Elite 
players pined for back In the days when Internet gaming was but sCience fiction. 

Even with contemporary technology as Lt stands, thLs is an ambitious project. \rVhen 
Planetary Raiders is setup for real in June. the game Will apparently be able to deal with over 
2,000 players - 200 on each of the ten servers. AdmIttedly, the graphics look a little basic­
ships are construaed from flat-shaded polygons and there are no Darkening-style lens flare or 
lighting effects - but that is to be expected considenng It will be running over the Internet 
where data latency problems are still rife. In any case, many retro garners will argue that Ehre 
was addictive and enjoyable enough even with its constantly flickering vector graphics. 

Visual concerns aside, if Planetary Raiders really is as open as the pre-publicity suggests, 
and the playing area is large enough to support a variety of planets and space stations <ICI has 
not revealed how many planets to expea, but there should be around 20 space stations), this 
could well become one of the key events in the development of Internet gaming. 

Judging by the fact that 10 has already produced War Birds, one of the first and most 
popular Internet flight sims available, It'S certainly difficult to imagine the company fumbling 
this proJect. This is good news for PC gamers who have been promised an online gaming 
revolution for months, but who, fOf want of alternatIVes, are still plugging away With the £ 
likes of Quake and Mend/on 59. 

Though Planetary Raiders uses flat-shaded polygons throughout, the game still looks impressive - especially 
considering that it's playable over the Intemet A huge range of spacecraft are set to embellish the galaxy with detail 

As well as docklneln 
space ports. players 
an visit the hOMe 
planet of Osls 

More into 
..--yRaId4n Ir1IIlflICIMI CIlIotlons' _ 

prtMdes more details of all Its 
N:emet games, Indudi18 how 
to become a beta tester. It can 
be found at ~.ldpmes.com 









o many people, leaving Bliuard must hdve 
seemed like an odd move fOf Ron Milia' T With the hugely successful Warcrofr 2 stili 

selling in bulk, RPG DiobIo doing the business and 
Srarcrafr on the horizon, the accepted wisdom is that 
now would be a good time to pn the company, not 

leave. But Mili,u, the crelltJve force behind alllhese 
titles, 001 to mention the original WarcfGfr, felt the time 
was right to break ,,'Way. Edge caught up with him at 
Activision's press day. held, appropriately, in the 
medieval setting of Shopenhanger'5 ManOl, the tasteful 
half of Maidenhead's Holid"Y Inn, v.f1ere he spoke 
about the split with BIiUilrd, the wOO:. he's doing for 
ActivIsIOll, and hiS new colllP<'fly. RedlLfle Games. 

Edge: 
RM: I was always into games 'hilen I was a kid. My dad 
worked in oomputelS, and he used to get into troub~. 
because he'd bong these computers home with him, 
and I'd end up just playing games on them all night. 
But I used to hang OUt in arcades and I played mostly 
Apple 11 stuff, and from there I gollnto programming a 
little and designing my own games. I had some friends 
who ..vere already in the games Industry and when I 
lost my JOb loading trud:.s I got more into artwolt, USing 
my ST, and got my foot in the door at VirgIn in 1990-
as an artist I liked programmIng. but It was too much 
hard work. I would have had 10 get up early in the 
morning and study math and things like that - not 

really my style. 
Edge: v'8 Wh h 
RM : Well, I wOfi(ed there for a while and I was coming 
in late and there were some other polillcal problems­
I think 1 was just too opinionated. I was supposed to be 
an arttst on a game and I was telling them how to 
redesign it, which they didn't ClPP'"eciate too much. 1 
was pretty young at the time, and very, very 
opinionated. Anyway. they fired me. The official reason 
was 'coming in Idte', So I got a JOb at Silicon Synapse, 
which was Blizzard at the time. 
Edge: u ~ stave 

h , fi~t ,tep 

" n Jst vc , 
RM: It was. Bliuard was great for a long time. I worked 
on a lot of games, on both the art side and games 
design - Rodc 'n 'Roll Racing. Lost Vikings. 
Bladthome. We did a lot of console stuff, a lot tor 
Interplay and then one day we started on Worcrolt I, 
whidl was when It really took off. That was when we 
got bought out and changed the name to Bliuard. lhat 
game was really important for me - it was a sleeper 
hit, you know, it sort of gradually built up a following 
and il paved the way for some expansion. And they 
said, well, how about Warcralt 27 And I said yes. It was 

my bdby, and I had a lot of great ideas that I couldn'l 
use in the fi~t game. 
Edle: W J :e 

RM : There was a great team there, and rd say that of 
the team, there was a core group of about SIX of us 
that really fTldde the game what 1\ is today. My side of it 
was more the missIOns and what unrts would be in the 
game, because t come from a pretty heavy wargamlng 
background - I love<! Warhammer and Magic. and I 
think it's pretty obvious to see those influences in the 

• 

tltle. Chtis Benson, who's a designer there, was a 
good inend, and we used to hang out together and 
play D&D and that stuff, whICh really gave us that 
coherent, common pomt of reference when it came 10 
building lhat worid. 
Edge: y ~ fl0bto ad 

reft Bn.aro h 
• <-

RM: Several reasons, <lCIually. I began 10 feel as if I was 
stagnating creatively. I'd do things like change my office 
around, and Iry this and that, lust for the sake of it 
Despite that cool environment and great people, I Just 
needed a mange. 'Nhen you work on something as 
hardcoJe as Waraaft 2, you go through some really 
hard limes wrth each other, and some of those guys 
are like family to me. But by the same token, that SOft 

of intensity leaves you a little bumt out and you need 
to get With fresh minds and fresh people. 

I also found the corporate environment diffICult I 
always preferred Bliuard the way It was, when it was 
smaller, and t needed more creative freedom. It can't 
be helped, though. With big success comes big money 
and big d~ions and bigger management. Blizzanj's 
pretty good at keeping a rid on that, but It'S Inevitable 
that a few bad ideas will slip through the net Diablo 
WdYl't redlly....nat it could have been, or should have 
~, in my opinion. Another factor was !hat for some 
lime I had wanted to branch out on my own and try 
out some of my own ideas .- . 

RM: Yes, 11 does feel strange, and 11 was an eKlremely 
hard decision to make. I had a huge Involvement in the 
game, more so than with Warcralt 2, even. Staraoft 
has some really onginal stuff in 11, like three vastly 
different races 10 control, With dIfferent Intelligence, 
tactics, everything. So it was hard, but I felt I couldn't 
wall any longer. fleft Blizzard before I saw Activision's 
Dark Rel!}n. 11 was really lough leaving and I was 
looking round, and I wasn't really sUle whether I 
wanted to consult or do my own thing or what, and 
when I saw Dark ReIgn, I Just thought, wowllt excited 
me so much that I really wanted 10 be part of it My 
roonwnate and business partner, lames, had worked a 
lot for Activision, and he got me 10 meet the team, and 
we got on and I thought, "m glad I left, So now I'm a 
design consultant for !hat game and wc'll probably 
work WIth them for our own tllles under my company, 
Redline Games. 
Edge: 
RM: I set it up as a design consultancy/developer. We 
will be doing a game and it will be published by 
Activision. I'm hoping it will be published by this time 
next year, but lime is really nol an issue al the 

moment I'm going to be taking a break from strategy 
games after Dark Reign, so that gIVeS you a due as to 
the kind of game it won't be, We didn't really have thal 
much of a problem setting It up, either - because of 
our past eKperience in the industry, gerung backing was 
easy, Obviously, it takes a lot of cash, The average 
game costs between about SI-2 million 10 make these 
days, but I'd prefer that to be spent on the game rather 
than cosmetics and poorly acted Wing Commander­
style cuI scenes, The hardest thing about setting up a 
company like thal is finding the right office space and 

partner, Redline Games 

frndlng the ngilt people to ...vork. for you. It's tough 10 
find people who aren'l jilded, people who are fresh 
and who haven't worked in the industry before but who 
have something great to offer. New blood is 
tremendously Important - this industry is bad like that, 
we lend to Just recycle the same people over and over 
Edle: h e e "T! a 're J :M.HIl ke;' 

'Mr. •. brg O'l'lp,nl_. - ~p!e kt' Peter 
Molyneux, Chtls Robem an,: Sld Meier to mt" 

'/vI"( th l' do you:h ·,k, ",d why ··'JWI 

RM : Deslgnrng games takes a 101 of resources, and that 
means a big company most of the time, With a lot of 
people. I know that Id said in Wired that they're less 
warned about brg companies than they are about two 
guys in a garage coming up With the next Quake, but t 
think that's unrealIstic.. The bare minImum you need 
tClddy IS 12 people to develop a game, and I think what 
people are really searching for is the nght environment 
to create in. Big companies address this with intema! 
studiOS, but it's not quite the same as having your own 
small oulht II's okay if you're Just starting out in the 
industry, I think for me and for these other~ you 
mentooed, the reason we want to go smaller is 
because then when we make a game it's our game­
it's our company. I was really starting 10 feel at Bliuard 
that what I was working on waSfl'1 really mine any 
more. I was v«>riOng on fIVe separate protects, and 
spread so thIn that nothing I ...vorked on ever got the 
attentlon rt needed, I'm hoping the games industry will 
move toWards the band model, where you get to 
create, and the big companies take care of all the 
legal. practical5luff, That would be cool. 

Actlvlslon's promlslnc wareame DtI'* 
Reign. dUI! for release on the PC In June 

11 
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C owners have been k:ept waiting so long for 

• Activision's driving shoot 'em up, Interstate 76, 

that many will feel it was actually 11 years ago 

that they first heard of the game, At last. however, the 

mission-based thriller is nearing completion and these 

latest shots show a game of distinctive visual style and 

retro authenticity. At the moment it look:s very much like 

the video to the second spice Girls hit. 'say You'll be There' 

(muscle cars, desert badlands setting, ete), but hopefully 

the game will be more like 'Mad Max'-meets-Destruction 
Derby than ex-topless model·meets-mouthy northern bints. 

There is more on the way from the Actlvlson stable. 

Quake Mission Pack No. 2: The DissolutIOn of Eternity, for 

example, has been developed for Activision by Rogue 

Entertainment and, like the first Mission pack released last 

month, is for use with id's original Quake CD-ROM. 

Dissolution ooasts two graphically separate episodes: 

Hell's Fortress, set in the Dark Ages, and The Corridors of 

Time, which mixes historical scenery from a number of 

The second Quake mis!>ion pack, Dissolution of Eternity, adds 16 new levels 
to the game as well as some great creatures, indudlng a dragon (far right) 

, 

~--------

eras. The title's 16 oneplayer levels feature eight new 

monsters (Including fire-breathing dragons, phantom 

swordsmen and disembodied spectral swords) and there's 

also a range of new weapons, including a vicious multi­

grenade launcher. All this is accompanied by some 

redeSigned death match arenas and a version of the 

popular Internet Quake game, capture the Flag. What self­

respecting psychopath could refuse? 

ActlvlSlon is also publishing two action strategy titles 

over the coming months: Titanic's Netstorm and inhouse 

effort Dark Reign (develOped in conjunction with Aussie 

codeshop, Australis). The former, due out in the summer, 

has been deSigned for play over the Internet and allows 

participants to develop fortresses, spy on enemies, form 

alliances and trade assets. As usual for these affairS, 

players can command a range of different units and the 

action is viewed from a top-down perspective. However, 

the game does boast the or ginal feature that each player 

starts off on an island of land floating in the sky. These 



The Saturn version of Resident Evil (above) is at last on the wif./ arid 
should feature a few a~erations - in terms of both visuals and narrative 

islands have to be extended and protected by the players 

while they also create military units with which to attack 
each other's bases. According to Activision, the selVer will 

be set up so that players begin on a novice level, and can 
then work their way up through the ranks, battling more 

proficient foes as they go. 
PC title Dark Reign: The Future of War is not a Net­

based title (although it does boast modem and LAN 

support) and should find its way into the shops by June. 
Again, though, it's Command and Conquer done slightly 
differently - this time in a futUristic galaxy ravaged by war. 
Players can choose to represent either the Imperium, a 

~ tyrannical empire, or the Freedom Guard, a rag-tag bunch 

In Netstorm, players begin on small 
dumps of land before exparldlng 

ou\"oNard to approach enemy 
territory. (ompeling participants can 

spy on each other's units. form 
alliances and chat via typed 

messages. The game's servefS 

should be able to support 
thousands of players 'M>ridwide. 

-. ,,. . . 
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of space rebels. Whichever side is selected. the game is 
fought over 30 mission-based battle scenarios taking in 

locations such as volcanoes, jungles and ice plains - all 
rendered rather effectively in hi-res SVGA. There are 34 

different combat units and it's poSSible to customise the 
amount of control the player has over them, emphasIsing 
the management elements of the strategy sim. 

The game's main selling point is perhaps its true IIne- ... 

:; 
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The third x-COM 
htle, subtrtled 
Apocalypse • .;11 
be the first in the 
MlCfOPI"ose sci-fi 
tri~tooffer 
realtime combat 

Dark Reign transfers the standard Command and Conquer banle strategy concept to a futursitic galactic warzone. 
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Each of the game's dIVerse landscapes feature true line-of-sigh~ so players can use topographicalleatures as cover -+-ffH-
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Konami's Drocu/a X (E43), blends conventional platform actioo with RPG elements. The use of totally 2D visuals is rare 
OIl the PlayStation and lends the game a highly distictrve look. Judging by these shots, 3D will not be missed at all 

<Ill of~sight system, which means units controlled by an 

opposing force can't see the player's units if they're all 
hiding behind a bush or hillock. This adds an extra strategic 
level to a genre fast running out of new ideas. 

Staying in the realms of strategy, Microprose is 
currently finishing off the third title in its magnificent 

X-COM series. X-COM: Apocalypse offers a choice of 
realtime or turn·based combat and a greater range of 

battle tactics, weapons and movements (including crawling 
and climbing) than the previous titles. On top of that, 
there's the sharp SVGA graphics and an ending which 

takes the player to the Alien world. Despite being a second 
sequel, Apocalypse still manages to look more original and 

innovative than most other strategy titles competing in this 
crowded marketplace. 

On the subject of over-crowding, Digital Integrated 
Designs will be launching Its visually stunning PC flight slm, 
TFX F22, Into an airspace heavy with similar titles. The 

company does, however, have a head start on many rivals: 

DID's latest rombat flight sim, TFX F22, is both intricately realistic and visually 
stunning. The game employs a host of effects such as 3D douds. night vision 

simulation and weather modelling to accentuate the authen1JCty of the flight 
~nce. DID is also supporting various 3D accelerator cards to ensure that 

the lush, detailed landscapes do not compromise the speed of the game 

" 

it is already responsible for EF2fXXl- a landmark modern 

air combat title. TFX F22 shouldn't suffer too many 
difficulties distinguishing itself, though - boasting real F22 
avionics suite emulation, accurate air-ta-ground and air-to­

air weapons modelling, configurable missions and 
multi player support, DID seems to have everything a 

propeller -head could want wrapped up in one bundle. For 
everyone else, the F22 (America's next generation combat 



aircraft) is apparently very easy to learn to fly (but tough 
to master), and the scenery which rolls beneath is quite 

simply breathtaking. 
Moving away from the seriousness of Simulation and 

strategy, DMA is making gradual progress on its N64 3D 
platformer, Silicon valley, which should be released by 

Christmas. The game, set on a space station overrun by 

strange hybrid creatures (see E41), boasts some interesting 

• 

..-. ... .-.-- ...-. 

[)MA has crafted some 'NCJOderful cartoon-like kxations fof its surreal N64 platform 
romp, SliKon Valley. A plethora of strange, stylised creatures, together.,..;m effective 
use of primary colours make the game look like a cross between 'The Wrong 
Trousers' and 'Toy Story'. A far ay nom the softco's forthcoming slaughterfest, GTA 

location designs as well as plenty of cutesy cntters 
ObviOUSly, this IS an attempt to produce a Mlyamoto-style 

title, but the whole thing seems infused with the 
caledonian company's standard-issue sinister humour. 
Rabbits with helicopter ears? Polar Bears with tank treads? 

It's the natural progression from suicidal rodents .. 
Another British company that excels in dark humour is 

Bullfrog, and its masterpiece of futuristic gangland anarchy, 

Syndicate wars, is set to arrive on the PlayStation in June. 
AlthOugh certain compromises have had to be made In 

map terms (the PC version took eight megs as its target 
memory size, whereas the PlayStation boasts but two), 
there are many visual improvements. Coloured lighting, for 

example, now fills each level, as do peripheral effects like 
sparks from street lamps. The designers have also scaled ~ 

The PlayStation version of BulHrog'5 brilliant PC title, Syndicate wars, roasts a 
new range of hghbng effects, despcte the ~mrted alTlOtlnt of memory available 

Sega has .IlJSI released a version of 
ItS new Model 3 com--op Into ItS test 
site in lkebukuro, Tokyo. The Virtuo 
Cop-style game (above) does not 

yet have a name, but it offers 
gameplay seemingly based around 

I. 
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'Jurassic Par\( 2'. More next month -+~H-
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Shadow Warrior. the forthcoming title from Duke Nukem developer Apogee, is another first person shoot 'em up. Here the player takes on the ro le of 
45-year-old martial arts expert, lo Wang. Wang apparently makes humorous quips throughout the game.lhat's ...mile he's blowing people's heads off 

<0lIl down the tactical side of things, simplified the menu 

screens and brought combat to the fore, which should be 

enough to attract console owners who usually shy away 

from complex pc-type strategy games. 

If violence is what they want, however, violence is what 

they can easily get. The rate at which first-person shoot 

'em ups are produced does not seem to have slowed since 

Wolfenstein first reared its ugly VGA head several years 

ago, and this month sees two new titles ready to enter the 

fray: Apogee's Master of Shadows and AD&D: Descent to 

Undermountain from Interplay. The latter features a greatly 

expanded and enhanced version of Parallax Software's 

In Namco's bizarre coin-op, Almadillo Racing, players control their 
sca~ 'vehicles' with trackbdlls. Four participants can race at once 

Descent engine. Set in TSR's Forgotten Realms universe, it 

combines a standard RPG quest (in this case, the player 

must search for - cue lightning, fanfare and deep booming 

voice - the flamesword of Lloth) within a frenzied first­

person environment. 

Along with the TSR license, Descent to undermountain 
also boasts 20 dungeon-based levels, dozens of polygon 

monsters and a wealth of realtime lighting effects. The 

visuals certainly have improved since the Descent days: 

detailed and well-modelled creatures hobble about the 

screen and locations are much more graphically 

interesting. However, whereas Descent stood out due to 

its, at the time, unique 360-degree engine, it will be 

interesting to see how this title performs in a market now 

full to bursting with every shape and form of £ advanced 3D-driven games. 

Capcom has just announced an 
enhanced version of its moderately 
popular street Fighter EX. SF EX 
Plus (above, left) allows players to 
choose from the original's 15 
characters from startup and 
introduces a new range of super 
combos to the mix. while offering 
new character clothing and 
redesigned, re-coloured back-drops 



Descenr to Undetmounroin 
combmes traditional westem 

RPG elements (ores. dungeons. 
etc) With 3D first-person visuals 

to create a promising trybnd. 
The detailed scenery and slick 

3D engine should impress fans 
of Interplay's Descent 

presc reens 

Square Soft's innovatIVe PlayStation 
beat 'em up Bushido B/ode has just 
reached Japanese shetoIes. The game 
presents large, multJ./ayered ~ghtin8 
arenas and interacuve backgrounds 
(players can hack doYm bamboo, for 
example). Full revie.v next issue 

---~- -..,.-. , .... 
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These shots of a new Nintendo 64 RPG turned up just 
before lne issue went 10 press. Details are sketchy at 
present. but Edge will have a full preview next month 
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Team Apacl'l8 
Veteran flight simulation developer Simis has embraced the new 

breed of 3D accelerators to make its latest recreation of 
airborne warfare its most explosive yet 

T1te third campaign sees players working as part of a NATO force In laMa (left), fighting what is effectively the Russian army. with the threat of 
sophisticated hardware offset by the enemy's poor morale. TeQm ApQche pilots can expect lovingty depicted buildings (right) to topple over when hit 

(;J imis' decision to abandon winged 
flight in favour of the complexities 
of helicopter aeronautics marks a 

change in direction for the veteran flight 
sim developer. But the ramifications of the 
move go further than that. Gameplay 
director lee Brimmicombe-Wood says: 
'I think this game will change the way 
flight sims are written.' 

The innovation at the heart of the 
game is a convincing campa ign system. 
Forsaking the threaded but isolated 
missions of other games' war modes, 
Team Apache uses a number of set pieces 
but works them into a system capable of 

depicting a constantly evolving battlefield. 
'We're coming at campaigns from a 
completely different angle,' says 
Brimmicombe-wood. 'We've created a 
dynamic, realtime campaign environment.' 

The repercussions go much further 
than giving the player the opportunity to 
fly missions in day or night. 'Friendly and 
enemy units will be engaging each other, 
and the player has to make a contribution,' 
explains Brimmicombe-Wood. 'If the 
player takes out a critical unit at a critical 
time, they really can save the day.' 

The sensation of playing within a 
believable war zone is further heightened 

Shoot-outs between offiu blocks are perfectly feasible In the ,ame, thanks to detailed landscape modellln, assisted 
by 3D urds (left). The Columbian umpaip (right) pits combined US and UN task forces .,alnst M41rxlst MO guenillas 



Even the usully dull 
cod<p/I viewpoint look. 
Impressive In AptJdte 
th .. nks la 3D CIIrdS 

by the way the casualties of war remain in 
the gameworld.'lf you blow the hell out of 
a unit, their remains will be there for the 
rest of the game. It makes things very 
satisfying,' enthuses Brimmicombe-Wood. 

But the challenge of entenng an ever­
changing environment is only one of many 
difficulties facing the Team Apache pilot, 
because as the name suggests, this is a 
game that drops the 'lone pilot against the 
enemy' scenario in favour of an accurate 
recreation of the operating procedures 
and combat style of a real helicopter 
team. In the campaign modes, this even 
includes managing the maintenance crew. 

'The resource management reflects 
the real wear and tear on the helicopters, 
the parts available, and the morale and 
abilities of the crew,' says Brimmicombe­
Wood. 'Each of the co-pilots and gunners 
will actually have ratings affected by the 
missions, levels of fatigue and so on. The 
player can assess when pilots are 
demoralised or tired and even attempt to 
make them snap out of it. gently or more 
sternly. There's a very large man­
management aspect.' 

A simplified arcade-style control 
system will be available, as well as training 
levels and one-off missions to ease the 
novice in. But it's the full campaign mode 
which promises to make Team Apache a 
very different kind of combat simulation. 
Simis has even used the knowledge of 
Bryan Walker, a Gulf War Apache veteran, 
to maximise realism. He's been there, 
seen it done, it: says Brimmicombe-Wood. 
'It's been an immense help in getting 
Team Apache to look and feel authentic. I 
think we've got a nice balance between 
realistic handling, believable missions, 
realistic weapons, and an enjoyable game.' 

undoubtedly, the visual excellence of 
the game also contributes much to the 
feeling of immersion. using the same 3D 
system as Simis' other forthcoming PC 
titles (such as Terracide), Team Apache 
makes futl use of 3D accelerator support. 

'It's an area we've been focusing on 
for the last few years: says technical 
director Jonathan Neuth, 'We were 

pre screen 

'We don't just have vehides in the C ..... e environment. we 
have inf .. ntry. too,' explains Brimmicombe-Wood. 'You'll be 
able la see men cet out of .. Chinook. attach a line to .. 
downed Apache aalt. then retum to their own copte( (left) 

slightly delayed by the arrival of Direct3D, 
but now we've worked to get the best 
possible performance using D3D's 
immediate mode. The 3D cards enable us 
to achieve greater realism, which really 
does add something tangible to the game.' 

Supporting Microsoft's general­
purpose system means that Team Apache 
can take advantage of all the 030 support 
offered by every 3D accelerator card, 
although Neuth also reckons that even 
software-only performance is equal to any 
other non-accelerated sim available. 

Neuth again: 'High-level terrain effects 
have been done about as well as they can 
be by a number of other developers. But 
nobody has done a really effective low­
level simulation before. With Team Apache 
you've even got helicopters fighting it out. 
flying behind buildings, We've been old 
guard up until now, insisting on running at 
25fps rather than putting in textures. But 
what we can do now is have exceedingly 
high-quality immersive graphics and a high 
frame rate. You no longer have to sacrifice 
frame rate for quality, It allows us to be 
simulation freaks but also to make £ 
the visuals as realistic as possible.' 

Battlln,a,alnst the Iraqis In Saudi Arabia. players must accustom 
themselves la Ioncer distllnces •• 5 well .s more oreanlsed defenses 
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Using an enhanced version of Quake's engine, Raven Software is working on 

a Hexen sequel to die for, mixing role-playing influences 
with full-on blasting in some of the most intricate environments to date 

m aven has long been regarded as 
• the poor man's id. Despite Its 

success WIth origin's ShadoNcaster, 
and the Heretic sequel, Hexen, it's only 
now that the development house is 
beginning to show its true talents, thanks 
once again, to a collaboration with id. 

Hexen 2 will be to Quake what Heretic 
was to Doom, taking what is essentially a 
shoot 'em up and adding a number of 
basic RPG elements to flesh it out. So 
strong was the original Doom that Heretic 

The Ciolem (left) leaves Quake's boxy 
monsters in the shade, while the colourful 
scenery affords Hexen 2 greater realism 

had trouble establishing itself as anything 
more than another imitation. However, 
with Quake's oneplayer game being so 
weak, Hexen 2 could easily turn out to be 
the better game. Raven's Brian Raffel 
outlines the differences between Hexen 
and its sequel: 'The major difference is 
that the environments feel real. we've 
added a number of effects to enhance the 
realism, such as rain, blowing leaves and 
the ability to smash through wooden 
doors and windows. It'S almost as much 

All the windows and wooden doors in the game, 
even the most Intricate (above), are destructible 



The we.pons in these shots may look a IfttIe: familiar, as they're 
strlllght from Quake. as is the 3D engine. in 11 S1i1htl'J enhanced 
'onn. Current consoles would struCC1e with this kin of detail 

fun just running around smashing things 
up as it is hunting down monsters.' 

The early version revealed to Edge has 
all the hallmarKs of the Hexen epIC, 
coupled with an enhanced Quake engine 
that aUows for highly detailed interiors, 
including a church with pews, an altar and 
breakable stained-glass windows, private 
chambers with desks, books, candles and 
even a polygonal Quill pen. Compared to 
Quake's impressionistic approach (empty 
corndors and cavernous halls), Hexen 2 is 
much more detailed, and the textures 
exhibited by monsters suggest that a lot 
has been learned since id first posted 
Quake Test on the Internet some ten 
months ago. All the creatures are polygon 
models, but the crude brown textures 
familiar to Quake are nowhere to be seen. 
One in particular, the gold Golem, stands 
out, with smooth, gold-effect skin and 
more complex geometry than id's Grunts 

The benefits of the latest Quake 
technology are clear to see, but as Raftel 
reveals, it's not without its problems. 
'Having to learn an entirely new ccx:le 
base, level editor and art base really 
slowed the project down. That and the 
fact that we couldn't use any sprites to 
represent spider webs, banners or 
explosions, things that are qUite tricky to 
do in a polygon environment. Flat spntes 
just don't look realistic enough.' 

With full D3D support built In, and the 
same emphasis on interconnected game 
worlds and hubs, Hexen 2 is likely to be 
one of the first post-Quake titles to really 
test the technology Multiplayer options 
will also be supported, and if Raven can 
maintain the balance between role­
playing and action, Id may at last have 
some significant competition. Edge 
suspects that EPiC, too, will be £ 
keeping a careful eye on Hexen 2 .. 

The environments bear little resemblance to their Quake ancestors. with higher polygon 
counts iIInd colourful. detailed textures. With a ]D card In place. this will look astonishing 
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Having lost its Mechwarrior license to Microprose. Activision is bringing 
a different kind of mobile-suit combat to the PC. 

And, with the aid of 10 cards, ifs looking huge already .. . 
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Accelerated demos of Act:ivision's NlechwamOT 1 title have been bundled with just about every 3D card on the market. Impressive as they were, 
Heavy Geal', in Its 3Dfx form (above) looks to be In a different leape, thanks to a polypn count allnost twice as larce. and brand new landscapes 

r.t.1 
ctivision is not a company to rest 

, on Its laurels. FollOWing the 
unfortunate loss of the 

Mechwarrior license to a FASAlMicroprose 
alliance, the company has scoured the 
tabletop gaming market for a similarly 
popular prospect. It has come up with 
Heavy Gear, allegedly the fourth most 
popular RPG/wargame in the States. The 
deal gives the company exclusive 
worldwide rights to the games for at 
least ten years. 

Heavy Gear IS likely to be the first of 
many similarly themed games, and is 
currently being coded by the Mechwarrior 
2 team, which now boasts Frank Evers, 
who worked on the impressive Eanhslege 
2 (the only robot game to give Mech 2 a 
run for its money) for rival codeshop 
Dynamix. Though the original pencil-and­
paper game has RPG tones, the PC version 
will focus, not unsurprisingly, on combat. 
That's not to say that it won't be different, 
insists the game's producer, Chacko 

Sonny. 'The MeChwarrlor games were 
combat based, sure: he admits, 'but 
Heavy Gear Will add a number of new 
elements to the gameplay. These robots 

Thoup the cityscapes are still fairly basic. Ifs possible that interior 
flrefipts may appear In the ,ame, which would be a neat twist 



this kind of deUlI will only be possible with • JD .cceIer.tor 
card. The reattl .. e shadows .nclllptinC effects look stunnln, 

'ThJ! C;~ars'. siz:e and mObi~i . 
allows tor mt~rlor shooJ-outs, m , 

cover, slde-steppmg an so 0 

are a lot smaller than the Mechs, and their 
size and mobility allows for interior shoot· 
outs, taking cover, side-stepping and so 
on. They're a lot more human - they have 
a certain amount of character.' 

There's certainly enough background 
material. The Heavy Gear universe has 
already been mapped out in great detail 
by the tabletop version's creators, Dream 
Pod 9. which should give ActlVlsion's new 
game a depth and continUity similar to 
that of the Mechwarrior series. 

Heavy Gear will be 100% D3D 
compatible, straight out of the box. The 
Mechwarrior 2 engine is still there. but has 
been significantly enhanced with higher 
polygon counts for the models (moving up 
from around 400 to at least 700) and hi-res 
textures. Such is the detail of the models 
and textures that sonny believes the game 

Hetwy tie,,"s Llndscapes will feature polvlQn--bned trees, as well as 
w.lls, rocks .nd hed,", to provide nluable cover durlnl ;I flreflpt 

may well have to be released as a two-CD 
set. The PowervR version will also give the 
Gears realtime shadows, while the 3Dfx 
version will boast the now-obligatory 
bilinear filtering to smooth the textures. 

Activision had a rough ride last year 
with the disappointing Spycraft and Zark 
Nemesis titles, and many regard its 3D 
robot licenses as its strongest suite. 

With its evergreen theme of large­
scale mobile-suit combat, Heavy Gear will 
no doubt be the closest thing the £ 
company has to a sure thing for '97. 

IJ I '" ~ 1,; , '" '" 11 

The GNI'5 are far more detailed than those of the Mechw",rlor titles. 
Scenery will benefit patty from billne_r filterinl once Implemented 
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Abe 
, 

Od.d.y;;:; ?l1'-L~..-v < 
Even though ifs not in 10, a new reworking of 

the Flashback genre may turn out to 
be an innovative 32bit gaming experience 

Oddwo"ffs vlsuals.re espedally rich thanks to its creators' batklfOund In computer rraphics special effects. Behind such Clorious-lookincscenes 
lies fairly sblndilrd run-and-jump camepa.y (HoVI! Ieft). enriched with an orlcinal 'speech' systelll, which allows AM to communiute with others 

Explosion effects look 
particularly Impressive 

00 ne of the more unusual console 
, games at the last E3, Oddworld: 

Abe's Oddysee was only revealed 
to a select few showgoers behind closed 
doors. Initially called Sou/Storm, it has its 
sights set on the PlayStation's current 
platform champion, Crash Bandicoot, 
but seems to draw its inspiration from 
an older generation of more strictly 
2D-styled platformers. 

Developer Oddworld Inhabitants was 
co-founded in 1994 by larne lanning 
and sherry McKenna, who are its 
preSident and CEO respectively. Lanning's 
father worked as an engineer for console 
pioneer Colecovision, making him QUite 
possibly the first ever second-generation 
games developer. He and McKenna were 
both enjoying lucrative careers as 
computer special effects animators until 
Lanning convinced McKenna that the new 
32bit machines had the potential to take 
gameplay and graphics to new heights. 

'What was most important to us,' 
Lanning explains, 'was to create new 
types of play mechanics with a conceptual 
story that you get attached to.' Starting All m.nner of devices will appear throughout the game. In the typiul 

pl.tform adventure ,ame style. making use of each will be vital 



Having been In development for two-and-a-haH years, Oddworld will 
have to pull more than just glorious graphics out of the bag to succeed 

Abe could hardly be 
described as an 
appealing charader 

with the technical limitations of the 
PlayStation and Saturn in mind, they 
began work on their first game, based on 
Lanning's five-part story set on an alien 
planet, the eponymous Oddworld. 

Abe's oddysee puts the player in the 
role of Abe, a member of an Oddworld 
slave-race who works In a meat-packing 
plant. Abe accidentally discovers that his 
masters are using his race as foodstuff, 
initiating his eight-level adventure. The 
game is made up primarily of side­
scrolling screens similar to FlashBack, with 
a total of 110 screens in the first level alone. 

But, mainta ins Lanning, the Flashback 
comparison is misleading. 'There are a lot 
of situations In this game that are lifelike 
which makes it very different. You have to 
understand the characters' personalities 
and behaviours, not Just the mechanics. 
understanding the characters is how 
you're going to make progress further 
along in the world.' 

It may be stretching a point to say that 
Oddworld's characters are lifelike, but 
many of the game's quirky features are 
integral to the gameplay. For instance, 
Abe can tip-toe past sleeping enemies, 
and he has a chant power that enables 
him to take possession of the minds of 
enemy characters, whom he can then use 
to attack other foes. 

(ommunkatlng with other charaders will form an integral part of 
gameplay, although details of how this works are currently vague 

Another new feature in Oddworld is a 
form of language that Lannlng calls 
'gamespeak'. part!alfy inspired by the 
audio puzzles of LucasArts' 1989 point· 
and-click adventure. Loom, it giVes Abe a 
very basic vocabulary With which he can 
communicate With other characters. using 
the directional pad, Abe can issue one of 
eight simple commands - phrases like 
'W8It Here' and 'Follow Me'. 

Two-and-a-half years after inception, 
the game has finally been properly 
unveiled because, Lanning explains, 'We 
wanted to have somethmg to show before 
we started talking, to prove what we're 
playing with is real.' Oddworld should 
make for a refreshing change from the 
PlayStation's diet of polygon racers and 
beat 'em ups. It's certainly a daring move 
for a company to debut with such a £ 
deliberately retro platformer. 
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With both Bushido Blade and this follow-up to its 

hugely distinctive debut fighting game in the works, 
Square Soft is showing that ifs taking the beat 'em up genre seriously 

Tobal2 retains the Gouraud·shaded characters of the oririnal and 
many of the same charaders. although the appearance 0 the Chocobo 
bird (above), previously seen in the Final Fantasy series, Is a first 

ffi!J 
hen ToOOI NO. 1 arrived in Japan 
last Autumn, it seemed that 
square - purveyor of the sequel­

spinning Final Fantasy series - had bitten 
off more than it could chew. In both 
gameplay and look, ToOOI NO. 1 was highly 
derivative, and its attempt to introduce an 
RPG-style element to the genre using a 
series of explorable 3D 'dungeons' was 
lightweight at best. 

Square has d,signed TObQ~ with the 
PlayStataOIf'.J: nfw apa ogue 

contro ler an man 
Not deterred by ToOOI No.1's muted 

reception, Square is at work on a sequel 
which again features two modes of play­
a standard one-on-one fighting mode and 
an RPG quest mode. In a marked 
departure from the first game, ToOOl2 is 
designed with the PlayStation's new 
analogue controller in mind, and the quest 
mode fonows the lead of Mario 64 in that 
it's possible to move freely within a 360° 
world. Also, collectable items have been 
considerably beefed up with a far greater 
variety of objects on offer. 

But it's the potential afforded by the 
analogue controller that sounds most 
enticing. The intensity of any given punch 
or kick IS increased the more the stick is 
pushed, a feature which, if it works, could 
prove influential. 

In a less groundbreaking twist. fighters 
will become slightly sluggish after taking a 
particularly intense blow, leaving them 
vulnerable to follow-up attacks. 

ToOO/2 has some way to go if it hopes 
to match the benchmark titles of Namco 
and sega, but square's experimental 
approaches to the genre simply £ 
demand attention. 

An imr,ressive 
IIlhtn "' bolt Is 
chareed up (left), 
then fired to 
devastating efted 
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Fade to Black developer Delphine is now working on something ra!her diffe~ent -

a full-on motorbike racing game that's primed to 
leave its PC competition choking on dust 

Motorbike-racing game 
fans will fondly 
remember Enduro Racer 
and Super Han", On -
Motor Racer cribs Ideas 
from both Sega games 
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The trial bike sedions 
offer both country 
locations (top) and 
stadiums to race in 

rn espite recent developments in I technology, the PC has yet to 
prove itself as a platform for 

arcade-style racing games. Both Screamer 
and its sequel were picture-perfect 
impressions of what a coin-op racer 
should look like, but. like a picture, lacked 
the depth of the true exper ence. Even 
sega failed to do its own arcade originals 
Sega Rally and Daytona USA true justice . 
Strange, then, that the most promising PC 
arcade-esque racing game to date should 
come from Delphine - a company wh ich 
has never before strayed into the realms 
of either the arcade or the racing genre. 

MOto Racer is, in fact. a motorcycle 
sim, so the French company is 
automatically stacking the odds against 
itself. Due to the complexity of transferring 
bike handling to home platforms, almost 
all games in this genre have failed. Here, 
though, the designers seem to have got 
the handling about right, combining the 
natural accessibility of a coin-op with the 
PC's tendency toward complex Simulation. 

Adding to this is the wide range of 
gameplay conditions. The nine courses on 
offer take in surfaces such as dirt, mud, 
snow and sand - each affecting bike 
handling in different ways. As 
demonstrated by Psygnosis' F1, weather is 
rarely simply a pointless, aesthetic 
addition, instead governing the way a 
course should be attempted. 

Visually, too, everything is present and 

correct. Each circuit is well-designed and 
textured. and the bikes themselves are 
rea listically drawn. Effects like realtime 
lighting also play a part: Delphine has 
inCluded MMX compatibility and wi ll 
hopefulty dip generously into that 
particular pot of visual extras in order to 
enhance peripheral visual touches. 

With features such as a multi player 
LAN option and variOUS gameplay modes 
thrown in on top, Moto Racer could well 
prove that the PC and the raCing game are 
not mutually exclusive, after all. 

While Delphine may be new to the 
racing market, then, it looks set to show 
its PC-based competition how it should be 
done. On console, a forthcoming 
PlayStation conversion should be £ equally as promising. 

The superbike mode 
will obviously push 
Delphine's 3D engine 
to its limits. The demo 
Edge has seen is 
extremely swift 
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With a predecessor like Afterburner, 
Sky Target had a lot to live up to in the arcade. The home conversion should 

provide Sega with a chance to built on its merits and repair its flaws 

Players choose from at 
least four aaft: F·16 
Falcon, Rafale, F· 14 
Tomcat and F·15 eaa:1e 

Sky Targers aira-aft 
are well·modelled and 
have convinc:ina:loolu 

Sky Target features an Impressivety 
broad , .. nle of enemy flJhten and 
backrround kKations. This diversity is 
backed by some wel .... tuned cameplay 
and a selection of spedal weapons 

~ 
hen the 32bit consoles first 
appeared, it looked as though the 
flight shoot 'em up would become 

a key genre. sega's wmg Arms and 
Namco's Air Combat were both converted 
from the arcade within months of each 
other (prompting a brief splutter of 
imitations), but both lacked the brilliance 
required to hook home audiences. The 
genre subsequently drifted almost Into 
disuse. By converting the second sequel 
to seminal coin-op After Burner, however, 
sega is obviously hoping to revive Interest. 

The company may well succeed. Sky 
Target has proved a popular title in 
Japanese arcades, boasting a mix of 
impressive 3D visuals (rolling seascapes, 
rocky canyons, grass lands, etc) and a 
huge variety of enemy aircraft. There is 
also a healthy range of tactical features to 
give substance to a normally simplistiC 
genre. The player'S Sights can lock on to 
some enemy aircraft immediately, for 
example, while others have to be targeted 
first - this prevents each enemy from 
becoming an instinctive and easy hit (as 

• 

they often were in Air Combat and wing 
Arms). Also, the game's impreSSive bosses 
- ranging from flying fortresses to 
intercontinental rockets - have to be 
destroyed within a certain time or they 
escape, costing valuable points. 

On top of all this, there is a limited 
supply of missiles to bear in mind (players 
can call on a range of special weapons), 
and the fact that avoiding enemy fire calls 
for some highly dextrous flying, 

Despite the intrinsic playability, 
however, there were problems with the 
arcade original. Slowdown often occurred 
when the screen filled with craft and a few 
graphical bugs existed due to a lack of 
processing power in the Model 2 board. 
The Saturn's twin processors have 
apparently-cleaned up both of these 
misdemeanors, however, even allOWing 
for a few extras - saturn Sky Target 
should, for example, boast a greater 
choice of aircraft, 

If the flight shoot 'em up is to return to 
the 32bit console scene, sega's £ 
title could well lead the march, 

Sky Targets excelJent 
end..gf·level bosses 
(above) are J"RO"a: the 
lame's key features 
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The nature of the Nintendo 64's hardware instantly brings to mind vivid 3D worlds, but 

a small Japanese developer is breaking the rules by making its 
first 64bit game a distinctly two-dimensional affair - albeit a rich and action-packed one 

mI estling in the heart of ShlnJUkU'.S infamous electronics district is a 
small developer with a world-class reputation. Treasure IS the 
creator of acclaimed console titles such as Gunstar Heroes, 

Dynamite Heady and most recently, the oddly RPG-infused Saturn beat 'em 
up, Guardian Heroes. Edge is here to meet the preSident and CEO of 
Treasure. Masato Maegawa, and Enix's Yuchi Kikumoto, and to see the 
work being undertaken on Nintendo 64 title Yuke Yuke Trouble Makers (aka 
Go Go Trouble Makers). Enix is present because it is publishing the game 
despite the company's newly-cemented allegiance with Sony through its 
forthcoming Dragon Ouest VII (recently at the centre of controversy in 
Japan because of the series' historical link with the Nintendo brand). 

Masato Maegawa is a lively character, hammering out words at the 
same blistering rate as firepower spews from characters' weaponry in his 
company's action-led games. He explains how Treasure was created five 
years ago and founded on a vision 'Just to create great games,' describing 
how this vision flew in the face of corporate Japanese publishing where few 
risks are taken and 'certain rules' must to be strictly adhered to. This desire 
for personal autonomy rose from years working under such a regime -
many of Treasure's core employees (including Maegawa-san) previously 
worked for Konami. 

Maegawa-san graduated from university eight years ago and 
immediately joined Konami as a programmer. It was here that he 
programmed the Game BOy version of Dracula Densetsu (Castlevania), a 
game he is qUiCk to point out was 'not very good' - true in some respects, 
but given that the game found its way into more than two million Nintendo 
handheldsworldwide, an example of Japanese modesty. The SNES classic 
Gastlevama IV is another title that Treasure's staff played a part In. 

But it was rival16bit technology - Sega's Mega Drive - that the company 
chose when it first started out. After completing Gunstar Heroes - regarded 
by many as one of the definitive 16bit action games - Treasure went on to 
create other highly regarded Mega Drive titles such as YUyu Hakusho, 
Dynamite Heady, Alien Soldier and Light Crusader. NOW, though, it has 
turned its attention back to the Nintendo, and naturally its N64 technology. 



Treasure started work on Yuke Yuke almost two years ago. At the time 
the N64'S chipset wasn't even fimshed and a lot of guesswork was needed 
to form the early design concepts. Little was knO'Nn about the machine's 
polygon handling, other than the fact that pixel quality would be higher 
than that of the Saturn and PlayStation. And development tools either 
weren't ready or were undergoing constant revisions - a situation not 
uncommon to any hardware launch. The resulting game is shot through 
With the same desire to delight that infused Treasure's previous essays in 
platform gaming, but takes full advantage of the N64 's hardware to create 
some of YUKe Yuke's most Impressive effects. Edge Quizzed Maegawa-san 
and Kikumoto-san regardmg the development of a title whose themes were 
thought long forgotten but which full-on action game fans will no doubt be 
ecstatic to see being resurrected .. 

Edge: Treasure has long been a loyal sega developer, so why the sudden 
switch to Nintendo? 
Masato Maegawa: It's difficult to explain ... Simply, we heard about the 
machine and were very interested in developing for it. I suppose we were 

d 
'Eqix basi~ally hunts for brilliilnt 

evelQP clsu e IS famou . fo 
act10n games, so we got toget er' 

just curiOUS. In fact, when we were working on the Mega Drive, Nlntendo 
was dominating the market but despite this we chose the Mega Drive, 
which was easier to develop for. For YYTM, we did not consciously choose 
Nimendo - our choice was based on the functionality of the hardware. 
Edge: And why did Enix decide to work with Treasure? 
Yuchi Kikumoto: Enix has no internal development and we baSically hunt 
for bnlliant developers and contract with them. Treasure is famous 
for action games, so we wanted to try at least one time WIth them .. , 
MM: personally. I have a lot of time for Enix !laughs]. In fact. when I was a 
student I had an interview with them. I wasn't chosen, though (laughs]. 
YK: (Surprised] I didn't know that .. 
MM: In fact, I have very good memories of Enix at that time and Since then, 
we have been asked a few times to develop for Enix. Two years ago, we 
chose to develop on the N64 and thought it would be a good Idea to do it 
With Enix. 
Edge: How many staff worked on the Yuke Yuke project? Was the game 
created by the same team as Guardian Heroes and Gunstar Heroes? 
MM: NO. the teams are different, but all our games have shared staff at 
certain times. The main programmer of mM is the same programmer that 
coded Gunstar Heroes. The character deSigner also designed the 
characters of Gunstar Heroes and Guardian Heroes. Basically. the team 
wasn't fixed as such. but I guess we had a maximum of 15 staff working on 
the game with an average of 12 all along the development. 
Edge: Was there anything you wanted to do in YYTM that wasn't possible? 
MM: NO. not really. We wanted to make something different from Gunstar 
Heroes. tn that game. the player basically just has to shoot everything. This 
made the game interesting and very enjoyable but YYTM is different and 
we focused on researching a gameplay feature unique to the title. We 
found the 'catching' feature worked well and making this work SO that it 
was enjoyable was perhaps the most difficult thing to do. 
Edge: HClw are you finding development on the N64? How does It compare 
to working on the Saturn or Mega Drive? 
MM: When we started, the environment was not ready, so it was very 

• 

Yub Yub Tl'Oublemahrs Is one of the most original N64 
titles to date inasmuch IS It shuns polygons In favour of 
sprites. The resutt is a game which harks back to classic 16bit 

difficult for us. Cartridge- and CO-ROM-based machines cannot be 
programmed In the same way. cartridges have their advantages and 
disadvantages. It has the benefit of being able to load data instantly but 
obviously it would be better to have cartridges at the same price as CD­
ROMs. Of course, for action or fighting games cartridges are much more 
convenient, but it's only a question of getting used to develop on the N64. 
Edge: Did you use any special hardware teChniques with YYTM? 
MM: NO, not really, but we worked espeCially hard on a particular boss 
The game is essentially 2D but this boss was created in 3~. We had to link 
small, IndIVIdual parts of the boss to make it move realistically. We also had 
to play With the lighting effects ... For this boss the programmer did a great 
job. You could say we used the know-how we've acquired over the years. 
Edge: Is the N64 an easy platform to develop on? 
MM: It is pretty difficult. compared to the saturn I think. it's more difficult. 
But after making one piece of software for the N64 you get used to it and it 
no longer becomes a problem. .... 

Treasure's Masato Maegawa presides over one of the smallest but 
most dynamic and exciting development teams in the world today 
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Yub Yuke Trouble Molten may be primarily a 2D came but Treasure is justly proud of its Impressive ]D spedal effects, best seen In the came's 
bosses such as this one (left). The came's robotic heroine, Marina, has a ",eat number of joints which rive her very smooth, fluid movements 

.. Edge: What is your relationship lik:e with Nintendo? Are your two 
companies close to them - does NCl maintain a lot of control over 
Nintendo software development at Treasure? 
MM: We don't have a special relationship with the company as such, 
but Nintendo provided gOOd development support and the staff there have 
been very helpful. 
Edge: Are there any other game designers or programmers whose work: 
you particularly admire? 
MM: Shigeru Miyamoto, naturally, because he mak:es such great action 
games. I really think: he's a gOd as far as games development goes. In the 
RPG scene, I really rate Yuji Horii, the creator of Dragon Quest. 
EClge: What do you feel are the most important thmgs to cpnslder during 

'I ndmir .5 ir eru Miyctmoto, 
nat n n s a bd as 

a'r as game eve pment goes' 

the developing of a game? 
MM: Planning is the most Important thing to us; we decide everything 
during the planning phase. Otherwise. development would be too difficult. 
Edge: What k:ind of games do the teams lik:e? 
MM: personally, I liKe the Maria games. It's difficult to speak: for the other 
staff but I know that the main programmer likes Virtua Fighter. for example. 
Edge: Do you want to make games other than the action·based variety? 
MM: Yes, of course we'd like to do other types of games. First we want to 
make the type of games we're strong at, but we still want to make games 
in different genres in the future. 
Edge: As a company, do you feel that Treasure is any different from other 
Japanese videogame developers? 
MM: lots of people here like foreign games. but I do not think our games 
have a particularly foreign, non-Japanese look - their deSign is also suitable 
for Japanese tastes. For RPGs, it's a different story - for them. the story 
plays an important part in making the game interesting and each country 
naturally has its own particular points of interest. But for action £ 
games, It'S the same the world over .. 

Yuchi Kikumoto Is section chief In Entx's software plannin, 
deparbnent. and Is dosely linked to the development of Yub Yuke 
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A meeting point for media (apitalising 
on the digital entertainment revolution 

0ml. Jter technology was supposed 10 k off reading - 'wt,y Wi Pf;pl 

l 
learn to read, ,f they can point and click at pretty pictures?' goes the 
Luddite argument. This month's CO-ROMs are both based on works of 

Iterature, however, proving that there can be a healtny Inte'p'ay ':lelweE the 
two lled~a, Educational Issues aSide, a great album from Daft Punk an( £ 
pal' of tuCe-shaped speakers Ilgnten other corners of the media WOrld 

CD-Rom £ 

1 
• Published by Fox Inttracttw 

• PC/M« C[)..R()M £12 

• Dui now 

Romeo and Juliet 

ttempts to modernise 
... Shakespeare can be hOrrific: 

productions of 'Macbeth' with 
actors dressed as gangsters or S( -fi 
characters must haunt every Drama 
student's memories, Director Baz 
Luhrmann, however, has used the cC)( )1, 
recognisable scenario (Venice beach, 
CA:) to reach a young audience and to 
accentuate the themes of sex and 
youth, The bard would have approved 

The CD-ROM companion to the film, 
wtlich successfully mimics the movie's 
obsessions with style and youth culture, 
INOrks as well. First off, the presentation 
is beautiful, using classical images as 
icons and featuring dozens of pictures 
and Clips from the film throughOut T"he 
interface is interesting, too, allowing the 
user to View pictures lrom each scene in 
chronOlogical order, and to click on 
important hotspots (lead characters, 
items, etc) for more information. It's also 
poSSible to go on to view (rather brief) 
background details on the social 
structure, moral values and gender roles 
in the 'ilm's 'Verona' :,each setting 

What extends this product beyond 
souvenir status, thOugh, is Its incluSil)n 
of both the original text and the screen 
play_ Users can thus compere the twO, 

discovering wIlat has been cut out and 
what has been alterej to make the text 
fit witl"1 Luhrmann's vision. A great iaea. 

All In all. this CD-ROM IS a clever, 
well-produced companlOfl to a stunning 
film. \A.'hlle it could have revealed more 
about the movie (set/costume designs, 
Interviews, etc) it does shed light on the 
play's themes and key symbols. This 
Isn't just for A-level students, it's for 
anyone who wants to understand the 
movie on a higher level 
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CD-Rom £ 

• PCIMac (!).ROM £4 0 

• Oewloped by MulttM~ta Corporation • Release: Apt1110 

Sophie's World 

f)e t; • 30;::", w~ 10 wa~ s..;."7Ie-I- · ,g of ,,)n- ,)ff in the publiShing INOrld: 
·ur 3way b.:>st~r~ ler ik "1oPP' me1 IrOll ",Owh'~re, written by an 

)(1. n JWi' Norwe~iar (JO~,tE n GCl:;lrder). Fr:;1k'Y. t drove most to despair: an 
idil ' S gUide to V:' 61phy I,J-e =::d JP in Lmsoc~Kably "licheo 1ovelisti~ u'lderwear. it 
nloybe go XI 31rpo1 'JOvL" :' fOja~r, but why Wil~ the press so kind to in 

Blzarr" I, the "~OM h" , Xl :- rlished)y Mac'lllillil'l - which, by tne way. has 
,xce . 1t. trac. Of; ,rd ~JIl",n ~ v'Olle<: to OJirky book adaptations - is rather good 

If YOJ like -.hat )rt a' thl;"'~ if' .e3~y t'J )ce Why It works so wel l: the ilnear CD-ROM 
')Iu\:--- • fo'~, 'So::~mjC1n;·:': -f the :JOok I::.'t~rtlg prose styles. and therefore 

JI'In - n· , ",3tr'<: the we3KE'st asPEct "SO,)h .:>'<: World' 
. ,te3 3 k:l,'le:.. ;i€'b,r.k wc'etl giw~'iOJ tile llpresslOn that the wr,ter is 

ar Jr·-m y •• ,gg,' g. '~,,j~-'" a werd orOCt:~~! you get a CD-ROM with a tried 
ana' <;tE Jl. 'It-anj- k :e-f;!" Tt:~:':'jghth"'lnt .. rfa("'younustprogressby 
')f"Itvinl.l: '>0 11, r;:>t. r ,. -,... -11 1k ng puzzles. a fe.3ture w~ich allows this 
prOOJcttl)wo1(v.:ty-€'·c' t..y 3: j·"t3t~1 patr:)Q'OoI:lg,YJ as a philosophy primer 

-lee UiP -' ,',- ~~' :.'o·e:.o' n:h~b-~{}k: protagonistsophie 
Ar .'d . n rF ,e :It f...-- y. ", ~ I}J' ,'tt.:.r - '~5 been SUbt lY altered so 
th"'y.x.e .~tt ·;:· .. e 'tt .w'· 1;: AJ.t<ngonthese,You 
Jrur.:€ :lJy~.t thflJgt le f(;'fe£·t :enan)s "e ,wby 

y gpJ17le le nlg3b ~ ~ .c.)f,.;r:OWd\ 
The .;-RUM ~') h~~ ~ v Imp e<:~ v ti'TI¥ n r ti 1n containing a potted 

ph )Soph- ,I h :;tory, and VOJ c ..vi tl1rough thiS If YOJ don't fancy the point-and-
click stuff. Apart In 1 anything e thiS nk:ik'_:;SOOhie's W{ rid, to Edge's 
knowledge, the only philosophy reference :C'-ROM )n th m~rK"t 

Don't expect action-pa('klXl -::enes or, indp,ec ·w form I)f gameplay wIlich does 
anything but grind along at a snail S pa::::e But, if YDU ... re fascl1ated by philosophy, 
you'll finj Sophle World a'llr.te·e ·ing pU''-lase. T.,~ CD-ROM, not the book, nind 
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O he tact that these prOlt!IC French DJs 

have managed to fit tlITle mlO their 

schedule to ma~e an album at all was 
SUrpriSing That the album shoukl be this good 

is a near miracle. Mefglng hard ted1no 

element5 with 70s DISCO 5eflSlbllltl\!S and 

plenty of kJtsch funk pastlJlng. the Ga/bC 

t'M)S(:Irlle ha~ Cl'C:l°o/.l an ecleCtlC • ...on: 01 

puzzllllg ~-:tvenfts The re-:ent ~ 'I)a 

FltlK' IS an effect....e 8!1..ert jar what to expect 

th~1flS1: basstncz. "'o:il'l keyboarc:ts, weird 
tunes ~ Ciffe 

r:'I rlST(. ·ba.>ea )J JOhr Stapleton's fourth 

I:J Xl nf btg beats shoWs rene<Ned 

"'lOUr, the mix ( f hip-hop loops aOO funky offs 

worKing to create the Ideal party recO«l for 

Qsceml1g ClJb twes (thClJgh the Chart c:ra.w 
.... 1 rellSllS1ueb:Jv's 'Rerl'Ient:Ier Me' and DJ 

"O')I's hrt .et Me Clear My ll1root','. SUStairl~ 

the posItwe vibe from Danny 5abef's operung 

:ut ri&l1t tfucugh to Raw De'" S closer IS no 

mean feat, but 'Dope 4' does It W1th ease, 
prOVing that OreakbeBt-based rwsic is more 

vibrant than ever. 

O he tltje of the HertlaIiser.; new atbLrn. 

"S lW YO~ Hea.."Jnones' opeaks tn.Je 

-iip-hOp fiIZl. scr. 'Id VOC .. 'Ine latter 

";;m female :r1I a. What 'Nhat bIencI to create 
e)ce/1ent tracts ~ke 'Bong 1(", "Hardcore' and 

'Glngef Amps the Fence' Plenty Of~. 

bfeakbeat and rap also How ttYoughout With 

the help of Fatllal'! and Big led whO prOVide 

tyncs to the awesome 'saturday Night' 
TIlls album IS filled WIth I!fIt.hUsIasm aro 

expertmenta:IOO, prCMdIlll the lIstener WIth a 
ms! (X ~ tunes. Great VC"lue 

'INlr Fc;:janejOJK'\I:ShtoG JaC' 

~ ... . f ~ an East II!t. >NeSt 

" T OCX!. ~ the ...:ndcn ~ .. '"" 
;k ~T, V 

't~ strldout 

JVage beast after rn et wear. B YO Jr feet doYm to 

)ri' ')Or, Ihe MOmlflgAfter' 

, ':!:'Is wmont cl astOnishlng:y 

:led awn'nbass 1r:lrT1 me kes ol).,stJCe & 

B1<Wne. - -POwer IfI:: ='.rOpIC, W'1tCh melt mto 

,~ef"orts from 'lmll1g 

r+ter' .... Ph;'; ~ an;: i ;;;j Ah ;,;,.Jg!'ll: may get a 

on jaZr{ fOr some I8Ste$ towat' the end, thIS 

Win tun tI1e rr.:'St extte ~tf' Jf WIred 
paraflOla 1111;.> a contented CI'IIII. 

r:I x-Drum Clubbet Charlltl Hall's small but 

~ perfectty formed la/:lel sets out Its Stall 
With a superb ctlr1lPI~llon. taking in everyUung 
from upbeat four·to-~ tectno to ch.JnI:"y 

tl"lp-hop, WIthout ~ <1.()tlance or the 

-.hM:ago Ok! SC:hcJ(j SOlWld. Blti thrs JUSt to line! 

out v.11at K AleXI Sheltr{s naugtlty ','ve GoI a 

B80 FQf YOU' stands tor. or, for trial matter, the 

real, grOY.'n-~ techoo cuts from Multiplex, 

Pt\reax and DJ snufflemaster Pr~r, quality 

dance muSiC fOf those If'! the know 
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Inside Ele(troni( Game Design 

he electronic games industry Will hold the 
dream career for many Edge readers. How 
many times have you played a game, and 

thought you could do better? The lack of formal 
training In thiS field shouldn't dampen anyone's 
amb!tl()(l to become a games Qeslgner. As the comics 
industry IS essentially fan run, so the games industry 
IS populated With gameplayers 'Nho have turned their 
obse', "ionS Into careers. 

HOw you go about getting that job as a game 
deSigner is distilled into the fNe chapters of this t>ook. 
From an excellent potted history of the videogame 
industry to a brief look at an actual game design 
proposal, you'll find a wealth of insider information. 

Biased to'Nards the Amencan expenence, of 
course, you may feel that this doesn't apply to the UK 
market. Nothlllg could be further from the truth. The 
US marKet-specifiC elements are pemaps of less 
Interest. but part two on game theory is an essential 
read no maner 'N\1ICh continent you live on. Packed 
With practical advice, any budding games deSigners 
would do well to get hold of a copy 

The Making of Mi(rosoft 

hiS Engl, >h translation of a French title IS at 
first glance just another rehash of the ...vell­
wo'n MICtosoft story. However, as many 

OOOks on ttllS subject gloss over the earty years in 
their ruSh to tal\:: about: the release of Windows 3.0-
forgetting that these years are fascinating in 
themselves -1Ch~ah and Knepper put thOse 
beginnings under the microscope 

F?r a Change, the minutiae packed Into this tJtle 
makes it an ideal read if you need detailed 
informatlOll on the genesis of this company, from 
Gates' and Alien's early years playing with a POP-10 
at SChOOl, to their alliance with IBM. The detail makes 
this book stand out 

onglnally published in 1993, this translatl()(l 
stands the test of time and is ()(le of the best book.s of 
Its type. It'S a pity that it hasn't been kept as up to 
date as Robert Gringely'S 'ACCIdental EmpireS' AS it 
stands, once you get to the release of Windows 3.0 
on May 22,1990, you must look elsewhere to 
complete the story. You could of course just read the 
secOlld half of Gflngely's boOk 
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test sc:reen 

°i Porsche Challenge 

Thanks to the use of over 500 polycons per car and some eHedlve - but not faultless -UChtinC routines. POl'Sche Challenge Is one of the most 
visually ImpreS51ve. realistic-look nc radnc cames yet seen on the PlayStatlon. The cars maIntain a near true-to-lIfe look throuchout the ,ame 

Thou .... choice Is limited to one car. 
it Is one rather rlOrioUI example 

~ 
ony computer Entertainment Europe made a 
stunning development debut with Total NBA 
'97. Looking around for its second inhouse 

development project, It came up with a rather more 
exclusive, and prestigious, license. Porsche is in the 
process of launching its first new car for two decades 
and has decided that the PlayStation is the platform to 
lake the Boxster into the hearts and minds of 
videogamers the world over. Good chOice 

unsurprislngty, car companies are nOtoflOusly 
twltChy about Just Mw their multi-million-pound 
prOjects are ponrayed, and what should be Porsche 
Chalienge's stroogest point seems, at first. to be Its 
Achi les heel. Aloog w th full blueprints, technical 
specs and the opportUnity to dnve the real thing, the 
programmers seem to have received plenty of 
concrete restrictions. The game therefore falls neatly 
mto the sim section of the racmg genre, and is 
probably too sluggish to realty satisfy committed fans 
of arcade-style examples. While Namco is free to offer 
a wide range of vehicles up to and including the 
legendary Devil cars in its Ridge Racer series, SCEE is 
lumbered with Just the one (albeit desirable) car, as 
well as the bane of many a videogame: clunKy old 

semi-realism. As a result the game demands an 
Investment of time before yielding satisfaction. Edge 
suggests that racing fans should make the Investment 

Where Namco adds depth With a huge range of 
cars and extensive customising options In Rage Racer, 
Challenge, being constrained to faint variations on the 
one car theme, builds In subtle control nuances and a 
fairly translucent character smokescreen - instead of 
chOOSing between different cars, you chOose drivers. 
These are a self-consciously hip bunch of hackers, 
modelS, architects and the like, and even come 
complete With different levels of indifference, love or 
hate between each other. And, thanks to the Boxster 
convertible, Sony has been able to at least attempt to 
wedge some more variation in With a spot of 
superfluous motion-capture, giVing each driver a range 
of Signature moves. More pertinently, they all have 
their own driving styles. From unpredictable Italian 
Marco (a mechanic) to consistently aggreSSive 
Swedish model Rachel, players will come to know each 
of their competitors all too well. More importantly still, 
each car does handle slightly differently - hacker 
Tal<.a-bo seeming to have been lumbered with a 
frightening amount of oversteer, for example. 

Because of the evenly balanced cars, shunts like this .re frequent but all too brief affairs (left). Thou,h verces slow your (ar down In the 
traditional punlshinc manner, the effect Isn't as severe as In some cames (centre). Trackslde details are sober but Impressively realistic (riCht) 



However, there's no denying that, even with the 
easily attainable 'secret' black Test Driver car, 
challenge lacks variety. which is where those controls 
come in, and to the rescue. There's a real feeling of 
weight to the steering, and although this may be 
offputting to the casual player, committed racers will 
soon become familiar with the more twitchy aspects of 
handling. Heavy cornering means that not only will you 
have to go to the trouble of learning the courses, but 
you'll have to delve into SCEE's impressively deep and 
authentic-feeling control engine. Long corners will see 
the back end of your car slipping subtly, and 
experienced racers can use a combination of brake 
and throttle to enter the sort of subtle drifts that put 
Namco's sledgehammer slides to shame (if Challenge 
gets the right amount of exposure in Japan, its 
notoriously drift-happy market should love it). Firmer 
application of the brakes provokes more extreme 
skidd ing, and you'll have to get to grips with some 
sideways motion and punchy throttle use to get 

From top: flying cones. the radng game genre's 
createst cliche; the Japan course features 
mlslead~nl corners; Ignore these roadside signs 

test screen 

Once you get towards the quicker times on the course 
of your choice, the engine's depth means that you'll 

actually feel as though you're driving on the edge 

around the game's many tight corners quickly. Add in 
a frightening handbrake and you have a much nippier 
racer than first impressions suggest 

The courses themselves also give the game a 
valuable longevity boost. While the initially selectable 
tracks are less than inspiring, they open up into longer 
versions of themselves as games progress and, better 
still, become 'interactive'. Each Circuit contains many 
shortcuts which, on any given lap, mayor may not be 
open. Miss one when it's accessible and you'll 
generally find the CPU drivers not making the same 
mistake and merrily Skipping past your car. 

The twoplayer split-screen mode performs well, 
but isn't quite as eXCiting as such affairs can be. The 
sim-style approach is a real handicap here, as races 
are more often decided by one or two momentum­
sapping mistakes than any stunning overtaking 
manoeuvres or barging skullduggery. On the other 
hand, the same precisely weighted approach pays 
dividends in the true racing fanatic's mainstay, the 
Ghost Mode. Once you get towards the quicker times 
on the course of your choice, the fantastic depth of 
the engine means that you'll actually feel as though 
you're driving on the edge, experimenting with 
different racing lines, drifts and verge-cutting detours. 

If the rollercoaster courses and binary quick-draw 
handling of Namco's games leave you cold, try SCEE's 
take on the genre: its subtle control nuances £ 
and challengmg depth work excellently. 

Edge rating : 

Eight out of ten 

'ak~bo.ln the red ur, suffers from 
more than a touch of owenteer (top). 
The alpine level hump jump (abowe) 

On any of the Came's innovative 'inleractive' courses, barriers such u these may appear on 
one lap onty to disappear the next The player must look out for any potential short cuts 

Format: PlayStation PubHsher: SCEe 
Developer: Inhouse Price: £40 Release: Out now 
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FIFA 64 

Overhead kicks. volleys end other extrave.ent moves ere eveneble In FIFA but the 
ov.-hurdened control system means that luck can play as much of a part as deslen 

The Imposlne stadiums lend FIFA 64 a ble match 
atmosphere that sadly. the came falls to rise to 

rn espite being universally savaged by critics 
I three months ago, EA's 1997 FIFA 

refurbishment on the PlayStatlOn stili 
managed to perform incredibly well sales-wise. That is, 
of course, a testament to the strength of EA in the 
marketplace and the FIFA brand name it has built up. 
Although, it has to be said, previous FIFAs, stretching 
all the way back to the original isometric-3D Mega 
Drive game, have never been world beaters. And the 
fact that only Gremlin'sActua Soccer offered any kind 
of OPPOSition on Sony's machine surely helped. 

On Nintendo's machine, however, a remarkably 
high standard has already been set by the astounding 
J-League Perfect Striker. Indeed, Konami's title could 
possibly qualify as the finest interpretation of football 
on any format. Still. the solid team of John Motson, 
Andy Gray and Des Lynam together with the enviable 
chance to play in international competitions and the 
Premier League give FIFA 64 something that J-League 
cannot match. 

However, this only makes the end result all the 
more disappointing. It's not that FIFA 64 is any worse 
than its 32bit predecessor, but considering the 
unmatched and already proven potential of the N64 in 
the footballing field, the player could be forgiven for 
expecting more from EA's stalwart licence. 

Prior to a matCh, there are tactical screens With 
different formations, starting line-ups and Individual 
player positions for perusal. FIFA's options are 
disappointingly limited, though. For example, there are 
only six formations, including a blatantly misguided 
sweeper system where four defenders play across the 
back. Still, there Is just enough scope to tailor your 



FIFA 64's Iraphlcs and array of camera anlle, 
may look entlclnl, but ultimately It's the on-pitch 
action that counts. Or rather doesn't. in this case 

own team to how you see fit before taking to the pitch. 
Shamefully, it's on the pitch where FIFA 64 is 

lacking. The new features run to double figures but are 
largely cosmetic. Most radical is the 'Picture-in­
Picture' camera facility which adds a small rectangular 
screen in the top right of the screen. A twist on the 
more traditional radar screen, it's meant to give the 
player a better idea of players' on-pitch surroundings 
but really only serves to further confuse proceedings. 

Other new inclusions are similarly pointless. 
There's the 'N64 Cam', which is essentially a less 
impressive version of the standard 'Tele cam'; 
isometric tactical screens; and some daft goal nets 
which burst out several metres when a goal is scored. 

But the real problem with FIFA 64 is its game 
engine. It suffers from the same problem as the 
PlayStation incarnation in that it lacks any sort of pace. 
Once an opposition player has swept past you, it'S 
unlikely you'U ever catch him as the weak speed-up 
and flawed tackle controls conspire against you. 

In fact, every problem that dogged the previous 
version of FIFA reappears here. The controls seem 
inconsistent, with the shoot and pass buttons 
sometimes operating a part of your player's repertoire 
that you really hadn't intended to discover. And, like 
too many incarnations of FIFA, It'S easy to score time 
and again from the same POSition. Slide diagonally into 
the penalty area and there's a nigh-on certain chance 
you'll hit the target. Just as irritating is the fact that, If 
you leave a player for any amount Of time, he'll take it 
upon himself to try and tackle even if you hadn't 
instructed him to do so. consequently, your players 
often find themselves out of position as a member of 
the opposition ghdes past their half·hearted foot-inS 
and penetrates the penalty area. 

Visually, FIFA has undergone some welcome 
surgery but, once again, the resultS are less than 
satisfactory. Because of the N64'S ability to generate 
cleaner-looking polygons, each player has been 
smoothed out and refined. This makes animation less 
robotic but unfortunately gives players a strangely 
fuzzy appearance. using the closer cameras, such as 
the 'Shoulder' or 'Bait Cam', solves this problem 
somewhat but the more playable 'Tele Cam' has an 
unnecessarily hazy look. Ultimately, after concentrated 
play, players will begin to yearn for the sharp-edged 
footballers evident in the PlayStation version. 

Playing FIFA 64 is something of an anti-climax, 
then. In development. this sounded like an excellent 
addition to the N64's growing CV but, in praCtiCe, it's 
often disappointing. Whereas )-League Perfect Striker 
gave each joypad button a use, FIFA 64 commits the 
cardinal sin of having combinations of buttons perform 
different moves, which causes a great deal of 
frustration. Trying to make console·based football as 
varied and realistic as possible is very important, but 
so tOO IS providing the player With an Intuitive and 
creative set of controls. Crucially, FIFA 64 fails to 
reconcile these two key factors. 

N64 football fans are advised to wait for the June 
release of Konami's International Superstar Soccer 64 
- the European version of J-League, complete with 
domestiC teams - rather than paddle in these waters. 
The coup of having three big-name commentators and 
the allure of the Premier League may well prove too 
much for some but invest money in FIFA 64 and £ 
you're likely to end up ruing a hasty decision. 

Edge rating: 

Five out of ten 

Format: Nlntendo 64 PubliSher: Electronic Arts 

Developer: Inhouse Price: £60 Release: Out now 
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FIFA '4", more cosmetic camera 
options (top) are next to useless 
inlame, but some, like the 'aan 
Cam' (above), certainly enhance 
the adlon replays somewhat 
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test s er e en 

Tenka 

All of the adversaries, aided by their polnonal make-up. attempt to 'errorbe the player (left). Unfortunately. they r.rely mana,e to shock In 
proper ,ame,'., terms. An _"renin, ,old-pblted assall,,"t pops up in of the lame's many corridors (rICht). beClln, to be downed by,unfire 

One of the ,ame's strongest points 
Is Its effedlve use of texture maps 
and Ingenious lighting effects 

S
ince Duke Nukem, the race has been on to 
produce faster engines, with more of the up­
and-down perspectIve movements and 

jumping and crouching that seemed the obvious next 
step. Sadly, on the PlayStation at least, all these new 
degrees of freedom have rarely managed to produce 
an experience as Immersive and atmospheric as the 
strictly eyes-first Doom. Ten/(a is a case in point. 

The game boasts polygon-generated enemies 
with smooth texture maps. It also flaunts some 
effectIVe lighting effects, true 3D levels, and the sort of 
complex control freedoms deScribed above. So why IS 
Doom stili Edge's preferred Playstatlon first-person 
shOoter, despite its relatllJely primitive controls and 
visuals? Where Doom trawls tightly confined tunnels, 
but also traverses Wide-open death-filled spaces, 
Tenka sticks rigidly to a series of interlOCking corndors. 
While Doom bUilds atmosphere and Sharply 
punctuates it With sudden bursts of ferOCiOUS action, 
Ten/(a steadily rations a small seleCtIOn of thinly 

spread cyber brutes. Doom can be a scary game 
experience. Ten/(a is mildly claustrophobiC. 

Developers wishing to make the most of a more 
flexible engine could do a lot worse than look at how 
id's own attempt, Qua/(e, works. Ten/(a would certainly 
have benefitted from at least the odd multi-layered, 
relatively open level. where a glance downwards 
exposed Obliviously patrOlling monsters and attacks 
from above are always a pOSSibility. 

Ten/(a is also unusually linear, with very little of the 
doubling back that most examples of the genre 
demand and, indeed, thrive on. 

Not that Ten/(a's a bad game, not by a long chalk. 
It is a good-looking piece of software, and solid 
enough In most departments, but like almost every 
Doom wannabe, It lacks the focus, atmosphere, £ 
and, VItally, level design of id's old master. 

Ed ge rat i ng: 

Seven out of ten 

That same golden child receiving the corred punishment (left). Tenktt's main areas of open combat are simplistic. square rooms (centre). 
Despite its failings, there's no getting away from Tenktt's speed and Impressive graphical use of three dimensions. Or. in fact. this brute (right) 

Xi~ __ -c~f~~~m~a~t:~p~la~y~s~~~t:~io~nC-__ t-__ ~p~U~b~Ii~~er~. ~p~sy~g~n~O~SI~S ____ -' ____ ~ __ -c~ __________ -1 
a DevelOper. Inhouse Price: £45 Release: Out now 
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CPU players crash convincinrly. but fallen riders 
will be back on your tail in seconds, unconvlncinrly 

I
t seems that, more often than not, 
motorcycle racing games are the poor 
relation of their four-wheeled COUSins, 

always appearing to follow a standard formula: take 
the engine of a successful car race smash, replace the 
car graphics with bikes, replace the controls and 
generally make things lean about a lot more. At least, 
that's what Manx TT feels like. 

The re's no arguing with the pedigree of sega's 
previous racers, of course, but Manx TT is something 
of an oddity. The arcade original was a showy beast 
but more of a novelty than a neceSSity. The Saturn 
converSion is the same, only more SO. 

Manx TT offers two circuits, the laxey and the n, 
both of which reappear mirrored and reversed once 
the baSIC game IS mastered. laxey is the starter traCk, 
a swooping series of w'de bends With a finish along a 
coastal road. n is more In the classic image 01 the 
famed Isle Of Man races with a circuit that tears 
through little villages. completing the lineup is an 
array of bikes which trade off the standard handling, 
acceleration and top speed with each other. 

All the elements for a successful racer are here in 
Manx TT, yet the twltChy, oversensitive controls do 

The scenery In the rame 
provIdes the usual selection 
of driving ,ame components, 
Indudinr a tunnel (above). 
The first-person view (right) 

r.rovides the most reallstlc­
eellnr racinr experience, 

althoulh standard controls 
spoil proceedin,s somewhat 

or or.c r •• 

Manx TT 

Conversion duties for Manx TT were Jiven to Australian cod.shop Tantalus. The team's 
3D enrlne performs quite adequately, and the lame maintains a respectable frame rate 

make It a trial to play well on the Saturn It's very hard 
to follow the racing line with the Saturn's pad as all 
you can to do is keep nudging it in one direction or go 
the whole hog and lean in for a sharp turn. So great IS 
the oversteer that Just driving a 'clean' lap Without 
scraping the barriers IS an achievement at first. 

A much better OptiOn is the Saturn's analogue pad 
or Steering wheel. The former still suffers from 
oversteer but is far more manageable, the latter, if 
anything, understeers. The use of such peripherals 
doesn't make the game, however, merely salvagmg It. 
It remains a second-row racer and can be enjoyed, If 
only as above-average sustenance dUring the £ 
wait before the next super car comes along. 

Ed ge rati ng : 

Seven out of ten 

In a typical console compromise, 
the split-screen Iwoplayer mode 
sees detail cut down In the 
distance. occasionally makln,lt 
difficult to prepare for corners 

Format: Saturn Publisher: sega 
Developer: Tantalus Price: £45 Release: Out now 
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test screen 

°i Sentient 

Set pieces (above) intersperse the 
freeform adion. lending a filmic air 

The use of small talk enhances the feeling of exploring a living environment. but flaws in 
conversation are often visible. The player can sometimes listen 1n on other conversations (left) 

~ 
science-fiction epic boasting a realtime 3D 

... environment, complex personality modelling, 
advanced sentence-based communicatIOn 

and a multi-faceted script. On paper, Sentient has all 
the appeal of a next-generation console title. And yet 
the sensations invoked by the game recall the classic 
adventures more than anything. This is simply the 
latest attempt to do something new with the graphic 
adventure format. 

The plot throws the player into the unstable 
environment of a space station hOvering on the edge 
of a far flung star, where the immediate dangers of 
dying through asphyxiation or at the hands of security 
personnel are soon replaced by more subtle perils. 

Something is drastically wrong out there, and the 
repercussions are beginning to have an effect on the 
200·odd crew of the station. Naturally, it falls to the 
player to unravel numerous subplots and conspiracies 
in pursuit of the ultimate truth. 

The two methods of progress are communication 
and object manipulation. The latter reinforces the idea 
that this is simply a well dressed adventure game, the 
initial stages setting the style, as the player is charged 
with locating a lost radiation report and handing it over 
to the right person. It's the interaction with - and 
independent actions of - the other characters on 
which Sentient really hinges, however. Some deft 
character modelling techniques have been used, 
ensuring that the protagonists all go about their 
regular business, make idle chit chat and discuss 
important issues with each other, and respond to the 
player in the correct manner. There are obvious flaws 

in behaviour and responses, but the overall effect is 
quite impressive. 

Similarly, the effort invested in bringing a vast 
space station to life has paid dividends. Exploring the 
levels, rings and quadrants of the station is a major 
undertaking in itself, a task made easier by the 
graphical diversity of different locations and the ability 
to obtain directions from other characters. 

More problematic is the communication system. A 
multiple menu system makes it possible to ask 
questions about people, locations, items and topics, as 
well as make statements, show emotions, give 
commands, etc, But attempting to navigate these 
menus using the PlayStation's controller proves a real 
pain. It soon becomes obvious why such ambitious 
communication methods haven't been attempted in a 
console title before - it simply isn't practical. 

Then there are the lengthy periodS spent traipsing 
up and down the station's corridors in search of some 
character who continually moves from one location to 
another, only to find them and discover that they don't 
possess the information or item needed anyway. The 
game starts to resemble a wild goose chase with 
clever personality mOdelling rather than a coheSive, 
tightly paced cinematic experience. 

Sentient is a unique and innovative experience, but 
its flaws serve to illustrate the fact that interesting 
doesn't always equal enjoyable. A thriller that £ 
isn't particularly thrilling is the unfortunate result. 

Edge rating : 
Six out of ten 

Format PlayStatlon Publisher: psygnosis 

Developer: Inhouse Price: £40 Release: Out now 
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'I Comanche 3 

NovaJoC1c's new Voul Space 2 rendering system can effortlessly create rollin, hills. deep 
valleys and transparent water. The technololY can, however. take • toll on PC performance 

GJ ot on the texture-mapped heels of its 
impressive Jet Simulation, F-22 Llghtnmg Ill, 
Novaloglc's new chopper game Comanche 3 

marks the second outing for the company's Voxel 
Space 2 terrain rendering system, While the onginal 
Voxel 3D engine fractal technology, used in Comanche" 
Maximum Overkill and the tank slm Armoured Fist, was 
bloclcy, Indistinct and downright ugly, VS2 is smoother, 
clearer and twice as fast. Playable in SVGA graphics 
modes up to 8OOx600 and providing support for high­
tech white elephants such as the VFX1 VR helmet and 
stereoscopiC 3D glasses, Novalogic's simulation of the 
RAH-66 Comanche attack helicopter IS - graphically, at 
least - cutting-edge software. 

Visual detail is excellent - gorgeously texture­
mapped hills and valleys disappear into a fog-hazed 
distance, snow-capped mountains are edged by dense 
tree-lines, wtlile translucent smoke clouds billow mto a 
lens-flared sky_ It's the attention to ground detail that's 
so striking, though, the VS2 engine defining small 
features such as tents and wooden watchtowers, as 
well as a wide array of hot military targets like Hind 
gunships, SCUD missile launchers and T-SO tanks. 

With over 30 Challenging missions, split into four 
different campaigns, plus multi player Options that 
enable flyers to Indulge in twoplayer cooperatIVe 
missions, as well as free-far-all network warfare with 
up to eIght players, Comanche 3 has gameplay In 
spades. It's not just Its looks that have undergone a 
makeover either while the original game was an 
arcade fly-and-flght spectacular, Comanche 3 embraces 
the hardcore Simulation ethic With unbridled enthusiasm 

It's now impoSSible to adopt carefree tactics, 
hurtling fearlessly over the undulating terrain like a 
mOdern-day Alrwolf - that was the old Comanche. 
While the helicopter in Comanche 3 is easy to fly and 
realistically modelled, an understanding of modern 
helicopter tactics is more useful than Quick reflexes. 
Like most modern aerial warfare, the most successful 
strategy is to avoid being seen by the enemy: stealth Is 
the key_ Comanche 3's missions aren't always fun and 
action-paCked, but they are a realistiC recreati on of 
modern chOpper combat Fortunately, aerial no-hopers 
can use the interactive training missions, which teach 
beginners the basics of navigation, terrain-masking, and 
alr-ta-ground aM air-to·alf mterdiction_ 

If there's a Criticism, 1's that all thiS lush 
extravagance and attention to detail exacts a hefty 
price. Even running the game in the standard 64Ox480 
SVGA mode demands a lot of a Pentium PC, so much 
so that potential buyers should be lookmg at setup 
spec of at least 166MHz. 

Comanche 3 abandons its arcade shoot 'em up 
roots in favour of a more serious slant It's graphically 
superior to Dj's Apache and Hmd sims, and easily on a 
par with EA's definitive Longbow effort - although it 
lacks the depth, 

Ultimately, Comanche 3 strikes just the right 
balance between seat-ol-the-pants flYing and £ 
the heavyweight demands of simulated realism. 

Edge rating : 

Seven out of ten 

:L-__ ~=cF~o=ma~t~:~p~c~:7 ______ r-__ ~P~U~b~"~=e='~· ~N~O~V.=l~O~gl~c-----r---c~==~~==~-------i ef Developer: Inhouse PrICe: £45 Release: Out now 
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0 football games seem to be de rigeur 
nowadays. but although they often lOOk and 
sound good. they've become Increasingly 

difficult to play. Give FIFA ten minutes and anyone can 
perform the range of headers, bicycle kicks, long 
passes and throw-ins. But they probably won't know 
how they did them - frantic, random joypad 
hammering IS often enough to whack the ball forwards 
in the vain hope of sneakmg a lucky goal. Stand back 
from the main FIFAIActua battle and It'S easy to see 
that both games are actually more concerned with 
top-drawer graphics, realistic ammatlOn and new 3D 
technologies. Just what happened to good, old­
fashioned playabihty? 

At first, new 3D arrival Kick Off 97 seems no 
different. All the usual football features are here -
autO-replays, multiple camera angles, goal 
celebrations and motion-captured player animation 
(Anco drafted in Arsenal players David Seaman, Patnck 
Viera and lan wright to provide the raw data). The Kick 
Off player can choose to play in league, cup 
competitions and friendly matches; there's even a 
practice mode allowmg the taking of endless corners 
and penalty kicks, or to rehearse set piece moves 
unhindered by opposing defenders. In addition, almost 
every aspect of the game can be adjusted - the game 
has two play modes, Arcade and Simulation; pitch 
surfaces and weather conditions can be randpmlsed 
or predefined; while there's also a team editing facility, 
allowing anaUy retentive fans to change player names 
and redeiign football strips In terms of options, Kick 

Off 97 has practically everything. 

Kick Off 97 

In addition to all the in·vogue 3D views (often pretty 
but totally unplayable), Kick OH 97 has a fluid 
overhead ID mode (above) for Sensible Soccer purists 

But options are never a football game's problem. 
FIFA and Actua have become the PC football games of 
choice, but they've required a hefty Pentlum 
processor to get the best out of them. Kick Off 97 is a 
little kinder to hardware. The game may initially 1001::: a 
little bland and FIFA-esque, but this is one soccer sim 
that can maintain a decent 20fps update without 
haemorrhaging a processor. Kick Offs main advantage 
is that ifs fast and playable, and together with 
digitised commentary from ITV's Jim Rosenthal, plus 
some gOOd in-game visuals and menu presentation, 
it's easily on a par with its competition. 

Refreshingly, Anco has been careful not to 
sacrifice any enjoyment for throwaway eye candy, and 
in addition to the isometric 3D plaYing views It has 
thoughtfully Included a Sensible soccer-style overhead 
affair. This zoomed-out view allows the player to see 
more of the pitch, to plan sweeping moves and 
defensive tactics. It may not be pretty, but ItS inclusion 
WIll appease those yearning for the visually­
perfunctory-but-playable values of Sensible Soccer. 

Fast-paced and eXCiting (shame about the 
occaSionally dodgy Rosenthal vOlceover), Kick Off 97 is 
a game that might snap the Actuas and FIFAs out of 
their complacency. A Champion of gameplay, With 3D 

frills that won't cripple a PC With their £ 
flashiness, thiS is a sound PC football title. 

Edge rating : 

Seven out of ten 

Format: PC Pubjisher: Maxis 
Fast 3D adion without crippling 
your PC: Kick OH 97 easily makhes 
the 3D delights of Adua and FIFA 

Developer: Anco Price: £40 Release: Out now 



screen 

Excalibur 2555AD 

There's no denying the Impressive nature of 
graphical effects employed, but Exco/ibut's 
shalJow approach to its quest spoils the party 

E
ver since Infogrames kickstar.ted the genre 
with A/one In the Dark, the 3D graphical 
adventure has been pushed In different 

directions by developers the world over. 
Telstar's stab sees a female adventurer exploring 

13 levels comprised of a network of rooms and 
COrridors on a single 20 plane. The chambers look 
wonderful, the PlayStation's lighting effects bestowing 
coloured glows which are perfectly transferred to 
objects and characters as they pass by. The choice of 
camera, from smooth tracking Tomb Raider style to a 
panning and swooping (though far from playable) 
remote is certainly impressive and the rapid 
appearance of rooms is a blessing after Resident Evil's 
tiresome door-opening lags. However, five minutes of 
play will reveal that although everything appears 3D, 
(your character wanders around, varied attackers 
blunder in swirling clubs and swords) one of the 
available three dimensions simply doesn't get a look 
in. Tomb Raider didn't require a map because of the 
unique features of each of its levels. Here, where the 
levels are made from box-Shaped rooms placed side 
by side, each with unremarkable contents, the 
compass and auto-map are essential 

Doing battle with the levers occupants also fails to 
generate the excitement it should. Three sword swipes 
and a blocking move are available (pluS some combo 
moves, achieved by a series of button presses) and all 
are quickly mastered which sometimes makes the 
occasional interruption from attackers more a chore 
than a pleasure. Also, attacks may be completely 
avoided thanks to the fact that enemies never give 
chase outside of their rooms and, most 
disappointingly, in cases where more than one 
assailant leaps up, they attack in turn, passing the 

combat AI routine between them as each one expires 
perhaps the game's greatest failing is its RPG 

aspiratIOns. The successful completion of a level 
involves a hmlted, linear process: static characters you 
meet will ask for an object; you later find that object, 
return, hand over your booty and are rewarded with 
another object required by another character. After 
five or six such interactions you'll earn the key to the 
exit and you're off again 

Excalibur's premise held much potential, but the 
finished game fails to fulfill it, leaving something 
whose uncomfortably restrictive limits tarnish £ 
Its clean presentation and fme atmosphere. 

Edge rating : 

Six out of ten 

These text messages are also delivered in audio 
format. having been recorded by voice adors 

Format: PlayStatlon Publisher: Telstar Electronic Studios 

Developer: Tempest Price: £45 Release: Out now 

The combat system itself is fairly 
enjoyable, but the enemy AI 
routines are rather predictable 
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test screen 

'i Theme Hospital 

Detailed information on staff members Is Instandy available. with the opportunity to pluck 
them out of their current environment and drop them elsewhere in the bulldin,lf necessary 
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Ifs possible to compete via networit 
play, while solo plarers take on 
CPU-<ontrolled riva hospitals 

~ 
hile Theme HOspital shares the Designer 
Series label and basic management directive 
with predecessor Theme Park, It IS In fact a 

world apart from that revered title. 
The complexities offered by gIVing the user free 

reign over the actual layout of their medical 
establishment is made yet more complicated by the 
staff-management aspect of the design, where control 
of the doctors, nurses, receptionists and caretakers is 
at best indirect. The interplay between these two 
aspects tends to rob the game of a clear-cut playing 
method, but ultimately adds many new levels to the 
management challenge. 

This is a game environment where the staff go 
about their business Independently, adapting to the 
user's hospital architecture, the pressure they're put 
under, and the facilities available - be they operating 
rooms, pharmacies, rest rooms, tOilets, or one of the 
comical treatment rooms. It'S the latter element which 
is played to the hilt, with ailments such as invIsibility, 
heaped piles and halryitls having to be diagnosed and 
treated accordingly. 

The isometric viewpOint, a keen compromise 
between clean functionality and cartoon stylings, 
works well, while a sleek control system removes 
much of the potential confusion when it comes to 
actually building the variOUS hospital rooms and 
wards. The approach to the hOspital staff is ~in"lilarly 
well handled, making it poSSible to instantly check up 
on a doctor's abilities, energy, and enthusiasm. 

It is of course the well-tuned balance of in-patients 
and ailments versus limited resources that makes 

As money is amassed, new sections can be built 
such as this haiNestoration clinic (above) 

Theme Hospital such a compulsive experience 
In truth, this is a refinement rather than a 

complete reinterpretation of the genre. The sense of 
helplessness induced by having so many characters 
roaming independently around the environment does 
occasionally frustrate, but such confUSion is really a 
necessary by-product of the ambitious design. Few 
games can boast of a teeming gameworld governed 
by so many subtle variables, yet all under the 
Influence of the player. That Theme HOspital is as 
rewarding to play as it is teChn ically admirable £ 
IS a genume achIevement 

Edge rating: 

Eight out of ten 

:l ____ ~~Fo~r=ma=ct:~p~c~~------t_--~P~U~b~Ii~==er~:~B~U~'"~ro~v~EI~ect~ro=n~;cTA~rt~S~O=~~~~C-____ --1 er Developer: Bullfrog Pnce: £40 Release: Qut now 
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Son,oku's backdrops are disappointin" their 
statiC. digitised nature lacking even a sinrle 
layer of parallax. let alone simple spot etfeds 

[3 oei's first 3D fightingg.am. e. is slightly better 
than many expected from a wargame 
developer - although It JOins a growing list of 

titles that might be called the Children of Soul Edge. 
The counterfeiting process begins with a game 

engine that flagrantly borrows reversals, guard 
impacts and counter stuns. At least the motion 
capture has integrity, with some acrobatic Jump-in 
attacks that carry better we ighting than most other 3D 
titles. A few quirks have crept in - Clockwise-only 
sidesteps, for instance, and idiosyncratic (sometimes 
plain cheesy) okizeme stay-downs. But the dearth of 
truly impressive special moves is a shame, as only 
certain throws and super moves can ever wrench the 
camera away from its stubbornly side-on viewpoint. 

Those super moves, or 'Musou', are enabled by 
the filling of a secondary energy bar, and resu lt in a 
flurry of strikes trailing that now-familiar wei.lpon glow. 
All too often they seem to obey Deuce's Law of 
Inverse Vocal Power: the more impressive your attack 
sounds when cal led out, the less likely it is to hit, or to 

test screen 

sangoku Musou 

The Three Kingdoms era of Chinese history so relished by Koei has also lent its flavour to 
Sangoku. Each of the charaders wears traditional costume and wields uedible weaponry 

do significant damage when it does. 
Ultimately, Sangoku's stumbling block is ItS limited 

scope. Like Soul Edge and ItS proli ferating clones - and 
quite unlike SFI/, in any incarnation, or even Tekken 2-
there's not enough room to develop your own 
sequences and move combinations outside of its 
preset combos. That's not to say sangoku isn't 
capable of delivering an enjoyable twoplayer 
experience, but the pleasure is ephemeral. 

Big-name investment in the lucrative field of 3D 
fighting games has delivered some truly splendid 
cutti ng-edge titles that demonstrate the potential of 
32bit game development. consequently, it's a tall 
order for a newcomer to compete with any hope of 
success. By brazenly imitating a considerably better 
game, Sangoku practically relegates itself to average 
status and is thus unlikely to find prominence £ 
among so many riva ls. 

Edge rating : 

Six out of ten 

Format: PlayStation Publisher Koei The viewpoint only rarely breaks 
away from a side-on perspective 

Developer: omega Force Price: VS,SOO (£30) Release: Out now Uapan) 
, 
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F1 

Frs outstanding graphics 
put its llbit consoles 
counterparts to shame. 
The exhaust-stained tracks 
and packed grandstands 
(left) are matched by the 
sweeping background 
landscapes (below) which 
give the game a real-world 
feel that other racers lack. 
Spot spedal effeds ilfe 
similarly impressive 

Ij] lavStatlon F1 was, of course, a best-seller on 
• the machine But $ony's format IS one where 

the competitIOn is just about non-existent. 
The PC, conversely, already has a sterling benchmark: 
in the form of Geoff Crammond's GP2, leaving 
psygnosis' game with an uphill climb, to say the least. 

Provided you can ignore the difference in price of 
the required equipment ([130 for a PS, at least £1,200 
for the required PC and 3Dfx card - Diamond's 
Monster3D is recommended), F1 3Dfx is, visually at the 
very least, utterly incred ible. Apart from the short­
lived, Single-track, instant gratification of Ultimate 
Race (bundled with VideoLogic's Apocalypse3D card), 
nothing on the PC is as visually as impressive as this 
game. As well as the 3D card requirements, though, be 
prepared to throw some megahertz at the game: a 
P100 will draw in backgroundS uncomfortably late, but 
a P166 and upwards provides a satisfying race 

As for the game, it isn't as complex or as satisfying 
as MicroProse's GP2, a game psygnosis is anxious to 
avoid a head-to-head with, but with which 
comparisons are inevitable. Instead, F1 is a more 
immediate game, but one with more than a fair nod 
towards ca r setups and realistic collision dynamics 

It'S still tremendously entertaining, but has less 
staying power than its unaccelerated forebea r. £ 
CA DirectX version is due next month, incidentally.) 

Ed ge rating: 

Eight out of ten 

Format: PC 3Dfx (also PlayStatlon) 

r! Publisher: psygnosis I Developer: 

la Price: £40 I Release: 

• 

Bizarre Creations 

Out now 

BY THE TIME YOU 
FINISH READING THIS, 
ANOTHER TOROSAURUS 

~ILL HAVE BEEN 
SENSELESSLY 
SLAUGHTERED. 

Men armed w ith automatic 

weapons are slaying dinosaurs in 

cold blood. Worse, an entire 

species is dying out through our 

ignorance. Horned males; 

lactating mothers; defenceless 

juveniles. All gunned down 

because people continue to 

believe a myth. Fact: the 

Torosaurus is not a bloodthirsty 

monster. This gentle plant-grazer 

is triggered into violence only 

when protecting its young. 

Which begs the question: 

how powerful is the imagery 

which feeds the propaganda? 

A new game release from 

Acclaim for the Nintendo 64 

reveals the answer: 

Turok Dinosaur Hunter boasts 

the kind of advanced graphiCS 

which blur the distinction 

between fantasy and rea lity. The 

time for positive action is now. 

SAVE THE 
DINOSAUR 
FRON THE 0EA0lY ARSWL OF TUROK 
DINOSAUR HUNTER ON It/NTENDO 64 

~.'P. RNIN G 
TUROK DINOSAUR HUNTER IS UNLEASHED 
M!gim N n' 0 NTH E N 64 Ft NINTENDD64 
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Exhumed 
Publisher 
Release 
Price 

PlayStatiOn 
BMG Interactive 

Out now 
£45 

n first-persoo 3D shoot 'em up, Exhumed 
IA1 confidently flaunts it; Doom influences from 

the word go. Here, though, that's not such a bad thing. 
Egypban mythology figures heavily in the plot as 

your task Involves resctling a kidnapped Pnaroah 
mummy, visiting a plethora of outdoor and indoor 
ioc.abons in the process. The game's 3D engine runs 
at a gloriously smooth pace and the visuals in general 
are excellent, being far more varied than PlayStation 
rivals Doom and Alien Tnlogy, WIth authentic tiling 
effects and hieroglyphic doodles. 

It's noticeably tough, too, WIth some levels taking 
up to an hour to complete, and there are a fair 
amount of puzzles involved (sandals must be 
collected In order to hop heghts, and a mask to 
breathe underwater, for example). &humed is 
essentially but another 3D shooter, albett one £ 
which has had care lavished upon It in heaps. 

Eight out of ten 

m blSoh's futunstlc racing game, Specifically 
designed With MMX In mind, certainly gives 

some indication of the te<:hnology's power. Sadly, it 
00es precious little else. 

The wastelands and post-industrial cltyscapes that 
make up Pods orcuits are ImpresSIVe on the surface, 
moving smoothly and very quickly, but in design 
terms they are uninsplnng - often uncomfortably 
angular, with large, slab-Sided walls and canyons WIth 
a single texture slapped on them. The vehicles fare 
little bener, theer designs looking more like '70's 
visions of futunsllc cars than what is expected today. 

The racing Itself is simllarty disappointing: 
handling is flat, and it rarely feels as though you're 
fighting for grip and wrestling to maintain control of a 
car, merely poinnng a chunky model arotJnd a fast­
mCMng landscape. A fasonabng demo of 3Dfx £ 
power, then, but too shallow to recommend. 

five out of ten 

Total NBA '97 
Publisher 
Release 
Price 

PlayStation 
SCH 

Out now 
£35 

O ota/ NBA '96 was the first PlayStation game to 
come out of Sony's London office, and It 

remains a benchmark SimulatIOn, combining fabulous 
visuals WIth honest sporting endeavour. In short, it 
was a game that 'worked', something that took the 
genre to greater heights. 

This sequel smooths out the edges of its 
prede<:essor and indudes revamped graphics and 
aU-new mOtlorKdptured animation (courtesy of NBA 
pro latreU Sprewell). Player movement is incredibly 
slick. while the photorealistic faces that now adorn the 
players add even more to the atmosphere. 

AJthOllgh Sony is keen to parnt out that Total NBA 
'97 IS a new game, anyone who's played the onginal 
will find a comforting familianty v.;th the sequel. It still 
plays a beautiful game of basketball, only It looks 
much better. Total NBA '97is, therefore, an £ 
absolutely essentral sports Slm. 

Mass Destruction 
Publisher 
Release 
Prrce 

Nme ten 

saturn 
sega 

Out now 
£40 

[T.T] ith transparencies and other such effects 
W currentty de ngueur fOf console games, some 
'NOUld think it inevitable that 5ega would seek to 
acquire rights to BMG's expIosKJn-paded shoot 'em 
up. However, while Mass Destruction shaws that the 
Saturn's oh-maligned technology is capable of bener 
than conversrons such as Reloaded may suggest, rt 

still subscribes to the style-over-cootent cause. 
That players can destroy almost every standing 

structure WIth an impressive array of VYeapoilry is 
Initrally pleasing. but the appeal of USIng a flame­
thrower to torch a buikflng soon beginS to wane and 
it's during this period of play that the game's shallow 
structure and poor opposition AI become apparent 
Twenty-fOllr levels, each WIth SImple ob,edrves and 
Invariably banal encounters WIth opposing forces are 
.....+rat 5ega got for lIS pound of flesh. Satum £ 
OWTlers will expect a lot more. 

Six out of ten 

Ultimate Race 
publisher 
Release 
Price 

PC PowerVR 
Bundled with PowervR 

Out now 
£35 

I':W s a technical demonstration of the PowerVR 
W chipset, UltImate Race could well be the retort 
PC owners have been walnng for to silence their 
console--owning peers. Due to the nature of the 
chipset, only a.vners of P200 MMX machines will be 
able to get the most out of it. but then you do get 
sumptuous 16bit colour running in a resolution of 
800x600 and at a healthy 25--3Ofps. 'h'here most PC 
developers fall down - composing VIsuals deserving 
of such technology - French codehouse Kalisto (see 
page 42) has excelled, and the result is a beautiful­
looking racing game, almost approaching cotn-op 
standards In deslgO terms. Ultimate Race handles 
well, too, but the fact that, a) the game is only 
available WIth the card, and b) it only has a SIngle 
(albeit huge and vaued) track means It 'NOUld be 
unfair to assess this as It anything other than a £ 
glamorous and highly playab1e demo. 

Grid Run 
Publisher 
Release 
Prrce 

n. 

saturn 
VIE 

Out now 
£40 

r;:J rid Run forms part of the grOWing action game 
.:.I genre which Involves collecting flags and 
oUlWltting your opponent Set in the OlIter reaches of 
space, the player has been tricked into a cosmic 
game of tag against a variety of opponents ranging 
from cumbersome androids to the more fiendish 
cyber dinosaurs. 

EmplOYing Mode 7-style backdrops mixed with 
the Saturn's effectrve sprite-handling. Grid Run is 
graphically ImpresSIVe, fast and offers some deverly 
designed maze environments. 

Although fine as a onepIayer game, it's against a 
friend that Grid Run excels as both parties race to 
collect flags and avoid being tagged 'it'. There are 
plenty 01 power-ups to collect as you aim to slow 
your opponent down and reach the finishing line and, 

although not a technical marvel, Grid Run £ 
remains an entertaining title nonetheless. 

5eVen outof ten 
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Kallsto's ambitious sci-fi 
adventure, Dark Earth, is 
set on an Earth plunged 
back Into the Dark Ages 
by a huge meteor 
e.plosion. consequently, 
the game blends visual 
themes from the present 
and future as well as 
distinct medieval 
sword.'n'sorcery 
elements. The title'. 
chronological eclecticism 
Is reflected In tills 
brilliantly In_ 
render of Arkan. the 
player', character. 
striding away from • 
massive metallic citadel. 
If the graphics In the 
game can match this 
Image In terms of 
att&ntlon to detail and 
8tmOSphere, It 
c_lnlybe 
key PC_of 
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(letters) 
:t • . • 

Should M2 suffer for 3DO? 
• oes M2 have to suffer from being linked to 

the 3DO system? 1, along with many 
others, have never had so much fun with any 
other videogaming system. It boasted many 
playable games, and a surprising number of 
titles which technically outshined their 
PlayStation/Saturn counterparts -like Space 

Hulk, for example. Despite a very poor spec (6 
MIPS and lower-than-50% cycle rate), it had a 
wide range of built-in effects and an OS which 
attained the highest performance possible under 
the circumstances. Need for Speed, for example, 
was a stunning achievement 

I was in gaming heaven until the 3DO died 

and I couldn't get any new games. Unlike 
another next-gen system, it doesn't suffer from 

the common problem where your CD drive 

starts failing and the half of your games that do 
adually work, take twice as long. Now that's a 
lousy consumer image if ever there was one! 

I am eagerly awaiting M2. Although I am 
disappointed that there will be no upgrade, I've 
always conceded it wasn't possible. Where 
would the save cords plug in? How would you 
run a 128bit bus over 32? Wouldn't you need to 
add two new joypad ports for analogue input? 
And, most crucially of all, how would a CD-ROM 
of a different type and driver load both M2 and 
300 games? 

Unfortunately, it seems Matsushita has 
snubbed 300 thirdparties (many were willing 
to develop games for M2 when 300 owned the 
technology), as Virgin and Interplay have both 
dropped development plans. M2 certainly does 
have the power to hit the market like a tidal 
wave and I think most 300 owners will only be 
too happy to consider upgrading. However, with 
hardly any software support, it may go the same 
way as the Jaguar. If I were Matsushita, I'd hold 
it back until Odober so the machine could be 
hyped up and a strong marketing strategy 
devised. But then it may be too late to get a 
share of the market ... 

D Mackness, 
Leicester 

Compared to the fonnats such as the 
PlayStation. the M2 is certainly a less desirable 
propositton to developers - not necessarily 
because of the 300 Mk 1 's reputation but 
because of the fog that clouds the system's 
future in general. 

It is simply too early to tell whether or not 
Matsushita's machine will go the way of the 
dodo. It would certainly be sad if such powerful 
technology were to never realise its 
obvious potential •.. 

Nintendo - wake up to COs 
rn intendo uses the excuse of slow access 
W times when defending its choice to use 
magneto-optical disks instead of CDs, but surely 
this is now not the case with the arrival of 16X 
CD-ROM drives at around the £1 00 mark. It's 
claimed that the 64DD unit is four times faster 

• 

than other consoles' CO drives (four times 300k 
equals 1,2ooK/second) - even though this is 
fast, 16X drives offer double that rate, so 
Nintendo cannot uses slow access times as an 
excuse for shunning CO storage. Nintendo also 
claims that 6400 disks are capable of storing 
64Mb of data with 32Mb being writeable. What 
a waste. Does Nintendo think garners are going 
to fill 32Mb with customised data? A 128Mbit 
memory card could probably handle at least ten 
games, so COs could be used instead. 

Steven Gilchrest. 
Scotland 

Nintendo has been deliberately elusive when 
probed about its plans for 6400 (above) 
software, so it's difficult to say what exactly will 
constitute writeable data on such games 

Your assertion that 128Mbit memory cards 
would be able to perform the same function as 
writeable portions of 6400 disks is certainly 
wrong, though: the latter'S capacity is likely to 
be filled with complex graphical data as well as 
simple stats and the like. 

Edge is N64-biased 
amie Mclean (letters, E42) was right: 
however much you deny it you think the 

sun shines out of Nintendo's redum. It seems 
that only N64 games are worthy of getting nine­
out-of-ten and above ratings. 

And example is F1 and Destruction Derby 2 

on the PlayStation: you gave them both eight. 
Now I think every other magazine gave them 
both 9~ or over. Thankfully, the games' sales 
records recognised the fad. 

The only nine-rated PS game in the last few 
months has been Tomb Raider, which I think is 
better than Mario 64 - and a few people I've 
spoken to agree. Don't get me wrong - the N64 
is a good machine, with Turok and PW64 being 
top-notch games, but Nintendo has made a 
catastrophic mistake in choosing cartridges. You 
seem to try to cover over this fad, ignoring 
Turok's eight levels - Doom has over 50. 

Wipeout 2097's music would not be possible 
on cartridge, and you can't ignore the fad that 
the N64 is limited. FFVlfs sales prove the point. 

Daniel Harvey, 
Verwood, Dorset 

Edge is anti-N64 
aving recently bought a PAL Nintendo 64, I 
have to say that it is completely amazing! 

Reading your feature in issue 43, though, made 
me slightly annoyed. Who cares if there are 
black borders onscreen - it doesn't affect 
gameplay - or even graphics - so why bother 
listing it as a disadvantage? Also, you seem to 
have got your facts wrong: the Euroconnedor/ 
SCART cables do work with the UK machine - I 
use the cables from my UK SNES. 

As a UK magazine, Edge should be in no 
way encouraging the import market. Rather it 
should be fully supportive of the UK games 
scene and review games closer to their UK 
release dates, not months before, when nobody 
but yourselves can play them. 

Alii would say to potential N64 owners is, 
don't even consider an import machine - get 
the UK version. This is a point which Edge 
should have fully stressed all along. 

And,ew Giles, 
Henley-On-Th.mes, Oxon 

Edge isn't in the business of rubbishing the PAL 
videogame setup for the sake of it but certain 
comparitive nuances must be reported because 
of their obvious effects upon the consumer. 

Regarding your example, the PAL system's 
capabilities do affect Mario 64's gameplay - the 
game runs at a Slightly slower pace than how it 
was originally intended to when it was 
designed. Ultimately, though, as Edge said at 
the time, it's down to the individual whether or 
not this aspect should be a weighty concern. 

Regarding the PAL machine's connectability, 
last month's supplement said that, like the us 
model, the UK machine cannot output an 
RGS signal - an incontrovertible fact. 

Accelerate to accumulate 
ow that 3D cards are finally delivering the 
kind of performance that PC gamers have 

been crying out for since the PlayStation was first 
thrust into the limelight, let's hope that we don't 
get a repeat of what happened when CD drives hit 
the mainstream market - graphical quality at the 
expense of gameplay. 

Although initial signs are good, (30fx Tomb 

Raider, OpenGl Quake) I can't help but think that 
game designers and programmers are once again 
going to get sidetracked and start churning out 
mouthwatering visuals along with all the 
playability of a dry roasted peanut. 

As I'm writing this, it's just hit me that the 
previous two games mentioned were there before 
the hardware, which means that the best 
examples of the hardware (with the possible 
exception of Ultimate Race) are just games which 
have been patched, and are damn fine games 
without the extra frills. 

let's just hope that all this new hardware 
doesn't go straight to the softco's desire for simply 
making money, and that the extra power available 
helps to further enhance games designers' ideas, 
rather than to help sell poor ones. 
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On a different note, Gary Moran (letters, E42) 
raised a few interesting points. I can remember 
being terrified at the 'beep' being produced while 
playing Alien on my Spectrum around 13 years 
ago (was it really that long1Q. I've never been so 
scared of a green Mob of a graphic on my screen. 
The T-Rex in Tomb Raider didn't invoke anywhere 
near the same reaction, so maybe games just 
seemed more real to us when we are younger. 

Anyway, in a totally immersive VR 
environment, most men would probably be too 
engrossed in lara Croft to take any notice of a 
marauding dinosaur. 

Mmmmm, virtual.. 
Ropr ISM(, 

Ooncutef, South Yorkshire 

The first PC version of Fl to be finished was in 
fact the 3Ofx-specific one but generally 
speaking, developers have indeed taken the 
safe option to date by simply revamping existing 
game engines. This has been necessary in order 
to get examples of 3D-accelerated software onto 
the streets as soon as possible, though, and 
there is a wealth of future releases set to take 
full advantage of acceleration technology 
rather than simply treating it as a 
secondary consideration. 

AI: the future of game design 
s it me, or is everybody missing the 
oneplayer deathmatch option from their 

copy of Quake or Duke Nukem11 can't seem to 
find it on mine. How much does the multiplayer 
option enhance shooters such as id's epic? I 
don't know - I've never used it. I'm confined to 
picking off static enemies who always seem to 
appear in the same place every time I play a 
level. I'm rarely surprised on a level I've played 
before by a monster I didn't know was there. 
The problem is that the enemies are placed by 
the designers in locations designed to scare you 
the first few times, but after you've learned 
where they are, you can round the corner and 
blow them away before they even get their 
customary growl out 

It gets even worse when designers include 
enemies that materialise out of thin air - all you 
can do is die and remember for next time. This 
isn't the way games are supposed to be played. 
Games that rely on people memorising the level 
are not worthy of the tag 'next generation'. 
Quake was a game that relies on skill, but it still 
falls foul of people who've played it through so 
many times that they can remember where the 
next attacks will come from. 

The solution1 Make the oneplayer game 
more like the deathmatch. Reduce the number 
of enemies to around ten to 15, make them a 
lot harder, make them a damn sight smarter 
and give them the power to wander the level in 
search of the player, without him or her having 
to be in visual range first. This would make it 
much more like a oneplayer deathmatch and 
would enhance the playability no end. 

There would be other benefits to this 

approach, too. In E42, Cliff Bleszinski griped 
about the impossibility of designing a level that 
works for singte- and multiplayer games. Well, if 
you designed YOU! singleplayer game as a 
oneplayer death match you would eliminate the 
need to compromise your designs. It would also 
improve player skill, and increase the fairness in 
the game. In the beginning of Quake, world 
one, level three, for example, there is an ogre 
trapped behind bars. In the oneplayer game, 
you simply stand out of range and shoot him. 
Hardly fair or conducive to skillful play. 

This level of AI will one day be standard as 
computers will have to take over the role of a 
gamer who has signed off in the middle of a 
deathmatch game on the Internet. Softies: why 
not get the extra practice and implement 
convincing stalking AI routines naw? And in 
reference to my letter in E34: Tom Zito - do 
that with FMV. 

Stephen ViI'JO. 
Shoreh.m, West Sussex 

For most players. improved AI would enhance 
the oneplayer Quake (above) game a great 
deal. It is always disappointing to go from 
battling against intelligent, unpredictable and 
devious human beings to picking off virtually 
mindl~s enemies. 

However, there are some players who 
clivet., enjoy memorising enemy positions. 

look at the popularity of Virtua Cop: to attain 
high scores in this game it is absolutely 
Imperative to learn enemy behaviour off by 
heart Game designers should perhaps keep 
both markets in mind and develop a 
range of options accordingly. 

32bit Mk2? No thanks 
0, there is to be a PlayStation 2 and a 
Saturn 2 (E41 ). Can Edle give any reasons 

why gamers should be early adopters of either 
system considering that, after nine months, the 
price of the original consoles have dropped 
considerably, and that it's taken over 12 months 
to produce the games that should have 
appeared at the launch (eg Destruction Derby 2 

and Doytona CCE)? Will the same things occur 
the next time around? 

Then there's the N64, which is reason 
enough not to be an adopter at all. Although 
one of the early non-Nintendo games, Shadows 

of the Empire, might not be top quality, in two 
years' time there's likely to be an extensive 

library of true 64bit titles for Nintendo's consc»e. 
Why not invest in an N64 and buy the end-of­
range games for the pfaystation 1 or Saturn 1 at 
reduced prices? One thing's for sure, there 
won't be any disk jumping with cartridges. 

Nkk_ 
Le.minpn SIN. W.rwkkshire 

Expedinb the b~t games to coincide with a 
machine's launch is a new phenomenon. In the 
abit days, the finest software would often 
surface at least two years into a platform's 
existence and consumers understood that 
games got better as designers learned more 
about the machines. Nowadays. hardware has a 
much shorter lifespan, so programmers are 
expected to develop instant and full knowledge 
of a machine within months of receiving a dev 
kit. This is often simply not practical - a point 
which you unwittingly register when you 
mention that the N64's software library will be 
great in two years' time. 

As for price drops, this is an inevitable 
aspect of the hardware industry - there will 
always be consumers who pay more to buy a 
machine the moment it becomes available, Just 
as there will always be those who wait for 
cheap hardware. Manufacturers capture 
both markets with gradual price drops. 

Piracy is killing me 
have written to your publication on a 

previous occasion about what appears to 
be your pro-piracy stance, and find myself 
putting fingers to keys again on reading issue 
42 of Edle. In one article you placed no anti­
piracy comments following a lengthy 
description of copying devices for the N64, 
while your reply to one reader's letter leaves 
me stunned. 

First your article on page 10 reporting 
Nintendo 64 copying devices. We have known 
of their existence for some time now and do 
not blatantly pass on knowledge to customers 
about these devices. Up until your magazine's 
release we had only received one genuine 
phone call from a curious customer relating to 
these copying machines; now, in only one 
week, we have received dozens, all asking the 
same thing: if we stock the Cyclops, Doctor 64 
or Cerebus, and if not where can they obtain 
them! Having a strong stand against piracy 
oursetves, we explain the legal implications and 
the crippling effect they have on the industry -
especially small indies like myself. I find it hard 
to compete with Woolworth's, ete, let alone 
unscrupulous marketers trading in illegal CDRs 
and the like. 

Second, in your letters section you reply to 
a reader asking if NTSC games will run on a 
modified PlayStation and, instead of replying 
with the correct answer (which should have 
been, 'Yes, you can play NTSC US and Japanese 
games on a chipped UK PAL Playstation; they 
run full-screen and at 60Hz through an RGB 
SCART socket on an RGBjNTSC-compatible TV), 



you replied by telling the last remaining few 
gamers who don't know about piracy and gold 
discs how they can get them to work. without 
condemning it. 

Why do you print these artides letting 
people know what to ask for from unscrupulous 
dealers? Why not: give the ha" page to FAST or 
ELSPA for free and throw these garbage stories 
in the bin? You are supposed to be a 
responsible senior magazine, so seeing this is 
the case please dean up these articles for all of 
our jobs' sakes. 

NIIme and ICIdress withheld 
The availability of piracy devices for the N64 is 
news, so it receives coverage, it's that simple. 
Expecting Edge to ignore developments such as 
these is essentially censot'ihip. 

Edge is not in the business of patronising i15 
readers. News should be objective and impartial, 
letting readers know what is happening and 
letting them make up their own minds. 

Edge is comprehensively aware of the harm 
caused by piracy to both small retailers such as 
yourself and the companies actually responsible 
for producing software - and is wholeheartedly 
against the practice - but hopes that its 
readership is intelligent 'en9.'I8tl. to 
understand this without c!a~ signposting. 

Missing Mario's point 
think you compl~ missed the point 
with your analysis of Moria Kart 64. 

Moria Kart has always been about 
competing with seven other drivers. Most other 
driving games bore me, with little interaction 
with other drivers and repetitive gameplay - ha" 
the time it feels like you're racing alone. Moria 

Kart cheats on purpose SO that races are always 
interesting. The fact that you have to fight to 
keep your position makes the game all the more 
exciting. What I'm trying to say is that you're not 
supposed to take it so seriously. The point isn't 
to come first every race, it's to have fun. If you 
want to memorise course layouts and worry 
about driving the perfect race then play Ridge 

Racer. If you want variety, lots of laughs and 
good old-fashioned fun, play Moria Kart 64. I've 
been playing the game for a long time now and 
think it will be an even bigger classic than the 
original; it's just going to take a little bit longer 
for everyone to realise. 

My advice to Edge is to lighten up and enjoy 
the experience. 

Tekin Suleyman, 
Forest Hill, London 

What is the point of playing a racing game if the 
ultimate goal is not to win? 

The reviewing process in Mario Kart 64's 
case instigated more conference among Edge 
staff than just about every game in the 
magazine's history. Ultimately it was decided 
that it's a title worth buying - whether the CPU 
cheats t>r whether it's as good a game as the 
original or not, or whatever - hence the 
eight-out-of-ten review score. £ 
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Game em ......... - come un .... the -ISIlt In the first helping of. 
two-part feature detalJlnc tIftry aslJeCt of the scene. Tho •• lOOking to 

recapture the IIOty daYs ' -the Ater) Ves. CBS COlecovlslon. VI SPectrum. 
ComIllOdore .. or ~ ..,Sl( Will find It an Invaluall/o resourc . ... 
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