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arch should have been
Nintendo's month in the UK
Publicity regarding the launch of
the N64 had been bubbling away nicely
for weeks and was more than ready to bail
over }.n,' the time the first of the month
amved. But then the PlayStation pnice drop
was announced, and suddenly Nintendo
was highting a very different battle
Why £1297 Why March? The obwvious
t-,‘([}h”l.[TluH is that S HTY 1S TUnmng scared.
Nintendo's superconsole 1s clearly a more
powerful machine, and that knowledge
has been seeping into the public
consaousness for almost a year
But there is also a tremendous sen
e in the move. The Play

has a huge installed

user base, anc
nvare that the console would be
y to retain such healthy sales if it
it the same pnce. Dropg
however, makes the machine

IiNg

attractive to a whole new market
||

also knows that at

£250 th
by comp
recent U

4 is extravagantly expensive
= nng a
pnce drop which has brought
the console m to $149 — equal to
approximately £90. In other words
£20 more than Turok costs in the UK

At under £150, the PlayStation has
almost become an impulse purchase. But
what are the implications of this move
for the industry? If consumers become
used to price points like this, will
comparatively expensive high-end
videogame technology find its way into the
Inving room in the future?

It's clear that competition feeds this
industry — one glance at this month's AOU
show report will confim that But how far
are hardware companies willing to go in
order to defeat their nivals? With several
currently in development,

;on — espeaally cons

a mere

the ans

 are just around the comer

The future is almost here...

[ Erton e futurs of interoctive antertaiment B
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Previously a part of the Mindscape group, this French codeshop
has recently broken away to become an independent. its new-
tound freedom appears 1o be working much to its advantage

46 TIreasure

Consisting of a group of programmers and designers who worked
at Konami during its heyday, Treasure has produced a number of
16bit achion dassics. Now its attention is tuming towards 64bit

PlayStation owners really are spailt for choice when it comes 1o
racing games. Edge visits French outhit Infogrames to check out its
contnbuticn 1o the scene, V-Rally, and its other Upcoming titles

o8 [INe Seallle soFlware scene

Amenca's West Coast is remarkably densely populated with
computer entertainment companies, the area around Seattle in
particular. Edge travelled there to mvestigate the scene
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The much-hyped DVD
format drew crowds

THE LATEST NEWS FROM THE WORLD OF INTERACTIVE ENTERTAINMENT

Pentium Il technology

ominates at CeBit 97

his year's CeBit show, held as ever in
T Hanowver, lived up to its reputation as
the biggest and most logistically

daunting technology exhibition in the world, As
usual, the physical difficulty of traversing
20-0dd packed, alrcraft-hangar-sized halls, the
unavailability of accommodation within a
50-mile radius and near-permanent traffic
gridiock 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 Intel's Klamath processor,
henceforth to be known officially as the
Pentium Il. Several PC manufacturers gave
closed-box demonstrations of Pentium Il
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 Il versions from scratch. This, allied to
allegations that preproduction chips generate
more heat than Pentium Pros, means that
Pentium |l machines probably won't go on sale
for some time and early models will be
fearsomely expensive,

The Pentium Il plugs into PC motherboards
inside a cartridge rather than fitting into a siot

Intel remains silent as developers reveal tantalising ‘Klamath’ details

d the design to overcome memary

bandwidth problems which have come into
play because of the sheer spead of the
Sentium Il According to Intel 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
more rapidly than the original slot

n." In other words, it will give Pentium ||
machines yet another speed boost
Disappointingly, Inte! also revealed that the
tium W's implementation of MMX is
identical to that of the Pentium, so that game
developers wishing to address the floating-

point registers for 30 geometry and some
dering calculations will have to switch away
from MMX commands. Intel pointed out that
the Pentium Il ‘floating-point performance’ is
stunningly quick, but this will surely provide 3D
game developers with yet another reason to
ignore MMX. A spokesman for VideolLogic,

Pan

curious to see the future
'\ of data storage

ies were revealed at Hanover's

a huge range of technolo
out doubt the star attraction

as in existing Intel PCs. Intel claims that it has w, the p. um Il was

CeBit sl

‘ Althou
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This sci-fi phone box
was one of a number of
non-consumer gad
shown off at CeBit

ADVANCED

TRIABYEN

Among the desirable
technologies on show
at CeBit was the Sharp
Colour IR: a digital

camera and palmtop
PC in one solution.
The unit should retail
at around a grand

however, did suggest that the Pentium II's
MMX implementation has some hope of
winning over 3D games developers. 'With the
Pentium II, you can switch out of the
fioating-point registers and back to MMX in a
single clock cycle, whergas with the Pentium
it takes about 50 clock cycles.” Consumers will

find out whether this grips game developers as

a8 viable option (or whether they will just deem
it too fiddty) when the Pentium Il is officially
launched later this month.

Another piece of intel technology
which will bring unequivocal benefits to PC
gamers is Advanced Graphics Port, or AGP,
which was described by the company’s Pat

Gelsinger as ‘an intelligent cross-bridge to the

memory, which separates graphics frame
buffer traffic from the system bus and gives an
imeilligent graphics port to the memory,”

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

HICS P

AR mw@a*‘%ﬁ&i

consoles, and allows the graphics chip to
‘share’ the PC’s system memory. AGP, one
product of a deal between intel and Lockheed-
Martin, has been built into the Pentiurn ||
motherboard specification and is likely to find
its way into lesser machinery around the end
of this year. The graphics performance it offers
could make some game developers’ dreams
come true.

Meanwhile, rival ...,

manufacturer AMD spoke for the first time
about its intriguing new processor, the Ké. it
claims that the chip, due to start shipping on
April 3, performs similarly 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 Ké processors, and Ké&
machines should cost little more than ordinary
Pentium machines. AMD also pointed out that,
thanks 1o its cross-licensing agreement with
Intel, the Ké supports the full MMX extended
command set yet, thanks to the fact that the

(left), due to be

IBM revealed its new Aptiva S PC |

chip’s physical design is entirely AMD's own,
Its MMX implementation does not take over
the floating-paint registers. In theory, the K&'s
MMX should be better than Intel's own, But as
nobody outside AMD has yet tested the K6, it
remains to be seen whether this is true

A tantalising glimpse of Talisman,

Microsoft's next-generation software/
haraware specification which will take over
from DirectX some time next year, was offered
at CeBit - not by Microsoft, which always
courts the German press and ignores the rest
of the world at the show - but by Philips, one
of its Talisman partners. Philips talked about its
TriMedia 'media processor” chip, which
essentially performs similar processing
functions to intel’s MMX extensions but takes
them away from the processor, freeing it up
for other tasks (such as fioating-point
calculations). Philips has struck a deal with
Apple to team the TriMedia chip with its
PowerPC processar, creating a package which

ORUEPERSBies

should compete with MMX-equipped Intel PCs.
Philips claims that TriMedia, In conjunction
with a Cirrus Logic 2D graphics chip and a
Fujitsu RGB output chip, will form part of the
Talisman hardware spec, which, according to
the company’s Dion Lisle, will deliver ‘the full
multimedia experience with ass-kicking 30°

Lisie maintained that the ethos behind
Talisman Is to provide a "balanced architecture
delivering very high-end 3D graphics’. When
Talisman arrives, it could, at 1ast, bring the
PC’s gaming performance up to levels enjoyed
by current consoles. This is something that
DirectX has, in some ways, falled to do.
Tallsman 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 which 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: Talismar is not E
likely to appear in full until 1ate 1998,

| news

Satum 2 denied

Further details on Sega’s
follow-up to the Saturn
have recently come to
light. It has now been
confirmed that the
machine, currently
codenamed Black Belt,
will feature PowerVR
architecture. The setup
should be based on the
PCX2 chip (not the
standard PCX1 found in
current PC cards), but it is
not yet known how many
Image Synthesis
Processors (the basic
graphics calculation unit
of Power VR architecture)
will be used in parallel.

In addition, Sega is
apparently negotiating
with Microsoft for the
rights to use its Microsoft
Arcade Operating System
(see suplement). If the
deal goes ahead, the
console will easily be
able to receive ports from
Microsoft coin-ops.

Sega is allegedly aiming
for a late-'98 launch in
Japan with the rest of the
world following in 1999,

The revelations, which
came from sources
outside of Sega,
prompted a company
spokesman Lo issue a
statement, saying:

‘The company Is always
working on new
hardware and evaluating
different technologies but
we deny the current
rumours because this is
inaccurate information.
I'm sorry but | can't tell
you anything about our
future plans at this time.’
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Konami’'s Cobra chipset
ows Sega away at AOU

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

Sega thrilled show-goers with AM1's House of the Dead (top), AM3's
skateboard sim Top skater (left), and AM2’s Virtua Striker 2 (right)

or the |ast three years, Sega and

Namco'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 ADU show - as usual a brash, noisy
event taking place at the Makuhari Messe in
Tokyo — saw the underdogs finally rivalling
their jong-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 Piiot, an
innovative combo of flight sim and racing title,
as well as M2-powered title Polystars and,
most impressively, two demos employing the
company’s new high-end boarad.
Cobra, capable of displaying between 1

and S million polys per second and a hi-res
image of 1,280x1,024 (see E40), was to all

L J
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Polystars, Konami's M2 title (above left and right), is an old-school
scrolling shoot "em up embellished with fine visual detail and smooth
animation. Although derivative, it attracted its fair share of admirers

star of the show. The
were the beat "em up

t last year's Jamma event and
mer, still codenamed
imilarities to Virtua Fighter 3
in terms
res a field of

intents and purposes tr

WO vided dem

g jam, The f
PF573, has m
and e
visual excelienc
long grass, w

SNOW SCenery is
mprassive (as in VF3, different
nditions form an important part of
each stage design), and realtime light sourcing
works throughout the game to produce some
effective atmospherics. The only drawback Is
that high productic sts will be passed on

fighter. The Kor

particularly
weather ¢

stunning continuation of the
RUn racing series, was
though. The near-

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

hined with the life
on, left ar k
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Over Rev is Jaleco’s
Model 2 racing title

reflective windows, and a test circuit show

ng

one of the sports cars spinning realistically
through a series of cones

Away from ultra high-end development,
Hang Pilot attracted a crowd of onlookers. The
coin-0p, which combines racing with flight
skills (there are dozens of objects to avoid or
fy through) features two screens —one to
show the route ahead and one the ground
below - and a range of new racing tactics
Playing the game is a very interactive
experience. to descend and pick up speed,
players must pull the ghder bar toward them
and to adjust balance they have to shift their
n the base unit. Edge senses a whole
genre on the way. Operation Thunder
Hurricane (see Arcadeview) and shoot 'em up

Konami's second Cobra demo, Racing Jam, resembled a very

‘ sequence, and if it plays as well, coul

easily challenge Senm

PolyStars completed the company's line up.
The [atter was most interesting for its use of
M2 hargware (see this month’s supplement)
Another big event of the show was the
announcement of SNK's new high-end sdbit
arcage board, finally bringing the Company out
of 2D exjle. To show it off, Samurar Spints 64,
the board’s premiere tite, was revealed in
demo form, and looked more than capable of
taking on Virtua Fighter 3. The game retains
many popular characters from previous
Samurai Spirits incarations (as well as adding
four new ones) and again offers players the
Opportunity to use weapons. Interestingly,
Samural Spirits 44 seems to have taken the
Bushido Blage route by offering huge arenas
rather than closed fighting spaces a la Virtua
Fighter. Like Capcom, however, SNK will have
the difficult task of transcribing its 2D
gameplay Into a new 3D range of titles. Will it

Fant Scud Race

>
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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 114), and AM3
presented skateboarding simulation, Top
Skater. Here the player races against time
through a serles of courses and, as in Wave
Runner, must perform a range of stunts while
jumping. Every part of the course — walls,
ramps, etc - can be skated over, and the
animation Is extremely fiuld and realistic,
making for an exciting sports sim

As with Hang Pilat, 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

Maodel 3 is still clearly the most advanced
technology in the arcade and both AM1 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

As well as 3D games,
SNK showed off 2D beat
‘em ups and puzzlers

To premiere its brand new 3D arcade board, SNK showed off a video
demo of Samurai Spirits 64. The game looked fairly high-end but
could not compete with Konami's utterly breathtaking Cobra titles

stalled. All three of its major AOU games -
Street Fighter lll, Vampire Saviour and Battie
Circuit (a multiplayer beat ‘emup setina

PB DAL ERM NG Eody A I

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 cansole 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
AQU, Sega had a full line-up of great games to
show off. AM2 (which retains its monopoly on

futuristic cyborg-infested world) - are 2D 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 1l board and,
although both boards are comparable in terms
of graphics, CPS Ill, with its improved speed
and fluidity of animation, represents the
future, At least until Capcom takes up the 3D
gauntiet 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, of course, and System 33 is still

X 300

Model 3 development for the time being) nowhere to be seen. However, what the SNK's Mh?d:““:::‘: six-
resented the visually gorgeous Scud Race company lacked in technology, it made up for e -
p ly gorgeous pany O8Y. P which shows CG movies

(see E43) and the football title, Virtua Striker 2
(E43). The latter makes full use of motion
capture to create some incredibly realistic
player movement, and includes sophisticated
Al routines to make each team play differently.

in wit and creativity. The System 22 title,
Armadifio Racing, was Namco's unexpected
and off-the-wall treat (see Alphas)

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




Taito revealed its Wolf board (top left) as well as bizarre train sim Densha de Go Go (above far left and centre). Also
on show was a new version of Breakout clone, Arkanoid (above right), featuring new pick-ups and great backgrounds

Capcom’s new beat ‘em
up, Battle Circuit, stuck
within the company’'s

predominantly 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
game, allowing players to
sit in small tanks and fire
balls at each other.
Furthermore, SNK
revealed the slightly
more traditional MFX
3000, a hydraulic cabinet
which shows various CG
movies to up to six
people at a time while
jiggling them about a bit.

Talto Wolf {

supplement) features

technology and is appare

1 million polys per second. A racing
ced to show off Wolf looked

er, in fact, than Atari’s San

t could be that Taito is employing
ul configuration of Voodoo
up-to-date versio

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

jare side of things, horizontally

other ha pve simulation
the player he take a numbe
girts out on a first date. 1
however, which will doubt
number of frustrated Japan
cursing Taito's unadventuro t
The AQU show was a pi ng mixed bag
of technological leaps forward and Innovative
surprises. Predictably Imost ar
omnipotent iy Capcom
gtoc 20 games
unabashed. NC y cabinets, it seems, have
Decome Qe nguer and each of the major

f different

3
Siara

SUIt §

yers and ar
1 may well prove s
g of innovatio
2 games thems J
g. the future of coin-op gaming

king even brighter than it is E
jent

5, ins of

Of the various amusement park rides

on show, Namco's bike machine (top)

and its tank battle effort (above) were
mmmﬁ the more interesting. Other

rides (left) attracted willing victims, too

newa

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 Model 2 board to
three developers, Jaleco,
Tecmo and Data East, all
of whom have produced
games using the high-end
technology. On paper, at
least, the arrangement is
beneficial to all parties,
providing Sega 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 Model 2
games often look rather
similar - hence Tecmo's
Dead or Alive is a dead
ringer for Virtua Fighter
2, while Jaleco’s Super
GT24h is reminiscent of
Daytana USA.

Perhaps as a result of
this, Jaleco was the only
one of the three to
present a new Model 2
title at AQOU. Over Rev,
like GTI 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, Gallop Racer. Here
players have a choice of
different horses and must
select the best ane 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 game in
the Bust-a-Move mould,
entitled Magical Drop 3.

Tecmo and Data East
will no doubt return to
Model 2 in the future, but
innovation will be
needed if their games are

S
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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

utur
The follow-up to the new fT‘.d.:i:f_-".s
popular 3Dfx Voodoo was the only logical conclusion from what
graphics chipset has wa diaily an which heralded the
been revealed. 1 )
Codenamed ‘Banshee’,

the new chipset is
expected to offer
performance similar to
3Dfx’'s X5100 technology.

Otherwise know as
Obsidian, the XS100
board is currently
intended for use in
military simulators and
high-end graphics
modelling workstations. winners — like Disney Interactive, which spent

pob the show boasting from its vacht that it had
h; :::L: the exi " already paid E\:':t'.l‘mlri’-. startup costs and turned
of ‘Banshee’ but stdilasse el 2
developers maintain that : '
the board is expected to
reach the market by
early 1998,

Price details are
obviously not yet
available, but the board
is expected to clock in at
an affordable,
mainstream rate,

this from licensed discs

2q QISCs

vireframe. The first gar No, this aren't photos, but pol models mapped with photorealistic
generation of talkir g, textures by Pepper’s Ghost ctions’ avatar engine. Impressive stuff

Is still in its early

ming Amixt

5 turned up at Milia with

t Eidos was there

te the latest versic its video
compression and playback Codec - now
featuring a more user-friendly name (‘Escape’)
and a more intuitive interface at developer
evel. Eidos’s was also the stand

Power, showing off Glass Works' c

N Mas extra Storage capacity was
Milia’s biggest shock was the announcement that News Multimedia, t @ new spin on an industry E
producer of Makers of the 20th Century, was about to cease trading I nking pains.

N
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The UK N64 launch
featured dozens

of Nintendo consoles,

all running key titles

Demanding times for Né64

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

intendo has surprised the videogame

Industry by announcing an Néd price

drop in Japan and the US. In the east,
the machine will now retail at ¥16,800 (£90), as
opposed to the previous price of ¥25,000
{£130), The States sees a reduction to 5149
(£%0) from $199.

Nintenda'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 aof
the Japanese videogame market, and by the
recent US Plays price drop to $149.
Neither Sony nor Sega has announced a
similar price drop in japan

Meanwhile, in @ modest re-enactment of
the N&4 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 Joe McNicholas, Virgin's senior
product manager, several customers slept
outside the Liverpool and Reading Megastores
on Frigay night hoping buy an eiusive 64DIt
console, Unfortunately, because a huge
proportion of the 20,000 machines allocated to
the UK were pre-ordered, many of those who
queued for he umea away
empty-handed -’ar-r'arﬂ'n!‘,-_ Virgin only
received 10% of the ma it had I
and the average time it took for these stocks
to sell out was just 12 minutes

To save committed gar
on the streets all night, larger branches o

( cs Boutique actually opened up at
h'._ on March 1. At the Oxford Street
branch, around 2C customers turned up to
collect their pre-ordered machines (and also
find themselves being filmed by GMTV). Also
ixford Street, HMV took deidivery 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 maching
was preceded by a launch party held at the
Riverside Studios In Hammersmiith. 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. Dunng the event, gUests were given
the chance to play several N64 games

On the other side of the pand, Nintendo of
America is stepping up Its fight against
software piracy in the wake of the US N&4
launch. The company, which claims it is losing
an estimated $800m per year through piracy,
has urged acting US trade representative

irs had to

5 from sleeping

hannkhomttnplperfnmdltﬂnUKhuadl rty before cutting
the celebration cake. Outside, Turok was advertised

i odgi nal style

ing hot
INg Kong, Taiwan, Paraguay
and Venezue = Of those countris

china, Hong
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e world and that
yrding to a
. 50 other US companie

! ntendo are supporting the
sanction recommendations

In a separate offensive, NOA has also filed
a lawsuit against Talwan semiconductor
manufacturer Winbond Electronics. The
ames giant claims that it has identified
ade by Winbond in certain disk copier
oridwide

they remain the largest
ngame products int
sanctons st ]J\.llu L

VIDH

flunw Jlsk and«-ﬁr 11aru rJrn.-e .ma then ICF,‘CI
that information into blank N&4 carts

This is the |atest in a long line of anti-piracy
measures undertaken by Nintendo: the
company has filed hundreds of lawsuits
against copler manufacturers over the last ten
years. If the Winbond action
successiul, however, it may prove a E

y Inavery |long war

Nintendo is waging a

war of ‘zero tolerance’

against manufacturers
copying devices

(]

L66L 114dy aujzeSew 3003

(Y
N




out

there J

EoaE magazine April 1997
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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 PlayStation 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 consale, 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 out/sampling rooms at
a number of parties in London prior to
launch

So what made the Sony team target

clubs? Pippa Day, product 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 clubbing,
and | 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

free inside! .
win!

. |

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 s. Furthermore,

the PR department for the machine has set

up a gaming league amongst Dis which has
been followed with

dance music media. Again

erest in the

Ty IS targeting
the trend setters and the role models, and the
message Is getting through,; the console has

a staple part of Batish club

vay siowly into the hean of

a. that a lot of Dis will
work in the studio all day and then they've got

‘| know, for exam

Playstations in there for relaxation purposes,’
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enthuses Day. 'So when they're having a few
beers, that's it — they start playing. And
obviously, there's a very competitive streak
within the DJ fraternity 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 activity has long since lost the baggage
that once seemed to go with it

And what do the traditionally conservative
Sony bigwigs 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 going, "Mum, mum, mum,
I've got to have a PlayStation..." It's a very
aspirational product.’ Aspirational product?

It was never like this with the Spectrum
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intendo executives may be frighteningly
senous 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 Mario 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 which
would 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 Mario Kart itself.
However, Lincoln refused to give up, even when
he hit the pavement, going up on two wheels 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 parties admitted that they had
enjoyed the expenence, Lincoln stressed that this
would not be an annual event. However, the race
may-well prompt Yamauchi and Miyamoto into a
bout of sword-fighting for the release of Zelda 64.
If so, Edge will put a fiver on the chairman...

ollowing its foray into club culture at

Islington's Complex, Gremnlin 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 sci-fi trading game, Hardwar.
DR are no strangers to the clubs/games culture,
having been heavly involved with the game that
kicked the whole thing off, futunstic
racer Wipeout. For Warmp,
however, it's something
they've wanted to
do for a long time.

‘A couple of

the creative guys at
Gremlin grew up
with Warp here in
Sheffield,’ explains Warp's
Creg 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 label, is
a complete game nut, and wants to do an

X

-A\VZs
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out there

(out there)

onginal track. Most game soundtracks are
completely crap — Duke Nukem, for instance,
typical power-chord stuff, complete shite. it's got
10 be a good idea to have professional musicans
creating the music instead of these in-house
guys who 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
matenial. They may want
to reconsider, though, as

Hardwar, oniginally slated for a

simultaneous PC and FlayStation 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 Club Code. Except to
add up the takings, that is.
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Internet raiders

Multiplayer 3D
space combat
has long been
the stuff of idle
daydreams. Now
it is becoming a
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As in Elite, mastering
the docking process is
as important as space
flight combat skil

Though Planetary Raiders uses flat-shaded polygons throughout, the game still looks impressive -
“\\ considering that it's playable over the Internet. A huge range of spacecraft are set to embellish the
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More info

Planetary Raiders

Interactive Creations’ website
provides more details of all its
Intemet games, Including how
to become a beta tester. It can
be found at: www.icigames.com
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tis very rare thal people get the chance to

talk about therr favourite videogames in the

zame way a3 they discoss thesr favounte
fikmes:, picking) can classic yoenes, reiterating the best
jokes and debating the key characters with genume
warmth and affechon, The Monkey islond adventures
from LucasAns are amang & very select group of titles
where thes kind of thing happens,

The Rrst Monkey Island appeansd back in the 386
days, when the PC was still i its infancy &5 & games
platlorm. What impressed gamers about it was the
intuitiveness ol its point-and-chok interface and the
sheer depth and great humout of the brilliantly
designed storyfine. Characters fike Stan rhe sucond-
hand ship slesman, and scanes such es the insult
frghts and the first encounter betwesn the lead
character, Guybrush Thieepwood, and Elaine stick out
in thee mind long after end-ol-level bosses and secrey
sectinns of other games have slipped away, Monkey
Island 2 was, unilke most sequels, more of the ssme
nonlinedr, surteal and uttedy enthralling,

The success of the titles is down to people ke
Jonathan Ackley and Lary Ahem - co-progect leaders
on the third instalment, The Curse of Monkey Kland
Both have fong histones at LucasArs
a5 programmed on Doy of the Tentocke, Full Theattle
and The Dig (‘For a shor time | went i another
company, but | don't like to talk abowt that’), while
Larry began as an animator on Mankey Islond 2 before
progressing 1o lead animator on Day of the Tentocle
and Full Throttle

O a recent jaunt 1o the States, Edge met the guys
and tried 1o extract from them as much infarmation
about The Curse of Monkey islond as possible

Jonathan worked

Edge

Jonathan Ackley: Well, the graphics have got betterd
Actisalty, what we're doing with Curse of Monkey (skand
Is & reaction 1o how the LucasAns adventures have
changed, becawse we wanted o game with really deep
gameplay. Recently, the garmey have bean shightly
shones. With Full Thrortke, for example, the real push

‘We wanteculo cr
least they re bein

and punch was the cool use of video cuts. Cur goal
wath thes game was to have all the punch of Full
Throttle — yknow, that “peeawhizz’ facior — but akso the
gameplay and depth ol, say, Monkey lsfand 2 or
Indiana Jones and the Fate of Ationtis. We wanted (o
step biack, because this is o sequel and becatse we
wanted ta be true to the style of gameplay that made
the ofner Monkeys 5o popular

Edge

JA: Well 'm nat sure about the charm of the games - |
thought Fulf Thratile was a pretty good game, but | felt
whiat they were lacking was game length,

Larry Ahern: And a lot of the little detaile that g=t
thiown in,

JA: You know, | think when people et frustrated with
an adventure game, it's when they hit a brck wall and
theie’s nothing funny or interestmg or new to do. in
any adventure, you're going 10 hit a back wall soaner or
later, it's just the nature of the geore. You want the

puzdes to be hard However, we wanted 1o make the
emaronment full and mieractive <o when players hit
thase bhick walls, at least they're beng kept amised
ke they're tipng 1o find Ihesr way through

BA: As we started warking an
ke wee wanied to try to get into & few more piratey
situations. We were Jooking af getting the player to

puzzies lor this game we

actually shool o cannon at another boat and do same
mare swash-buckling kinds of things - things we
weren'| able 1o mclude in Monkey Iskonds | and 2
because of technolpgical fimitations. S0 that's sel us up
for & Tesy purzies

1A: We really liked the non-ineanty of Monkey 1
Panticularty the threetrial stiuctime on Melie island. So
n Curse we actually have two complete islands shd
each one has a three- or five-inal structure. So it you
get stuck in ane direction, you can go and explone
anether, and if you're stuck on that ooe, there will be
another one, 5o you can always go back and forth and

solve puzdes i just about any order

BA: | e

dooumy are 55 populer 5

't think o 1 thenk

s reason Quoke and
5t because they e peat

games and | think if we come out with & great game
selves, albest a different kind
will really buy into #

our o gamia | fhink peopie
4 and enjoy it

LA: We dis deat wath sl that, bl it was definitely
something we wete kind ol all sweating over as we
were first working on the designa It was lke, okay, we
dort want 1o ignore whint happened ot the end of
Monkey 2, but it was kind of a comphcated situation
that they left us in So not 1o give 100 much away, what
basi.ally happens s that, at the beginming of Curse we
st with Guybrush not being fully aware of what

= a'i'ae'é}';’ﬂ'l“‘}‘né? wallll at

(eptl amuse

happened hirsell, He starts off thinking it was all down
1o some kind of voodoo curse, and 48 you play the
game ( evolves and Guybrush slowly figures out what
happened to him

So for people who maybe haven'i played Mankeys
| and 1 before, or haven't played them in' a whils,
Curse kind of retraces some of the steps, and explains
lots of little: nany-gritty thangs that somebody might want
1o knvawe. But if they don't care, they can just skip right
past that
JA: We knew that the gamers who played Monkey
Iilond
redlise that there are thousands and thousands of

2 would hate us i we didn't explain it We alsa

people wha haven't played Monkey 2 who will
potentially be playing Curse, and we wanl to suck them
into the story, Consequently, the information s thene i
they wart i, but they don'l have to pursue that line of
questioning if they're not interested in it

LA: Alsa, Mankey fshand 2 leaves you at this camival
sething and we didn't want to start Curse with "Hey,
arkary, you bought a pirate game, but here we are at a

mﬁn dhmm
mum-ﬁ-dmm

camival!’ That's also pant of the reason Curse sort of
jumps ahead m e and Guybrush s kand ol hinting &t
telated things, bint he doesn’t necessanly
knowy cxactly what Bappened 1o him. He has 1o refrace
e finct out agam how all the things relste.
S0 wiht irto the big piratey adventure
kired of thing, then sverything else kind of comes out
as you play

hese cai

wteps and

W pliyer dives

LA: | like the pirates at the Scum Bar, mysell — the guys
Thiat groee yima the thiee trials. | thiught they were prefty
cool. | ke Meathook.
JA: | like thee insult sword fighting, ancd | fhed Stan quite
a bt
Eddge

2 Uh, we just can'r say. We just can't say, But rest
assured, same of your old favourites will retum
P ) b A U

JA: Wee had some general ideas of chamtier types that

we wanted to see in an adventure game that we hadn't
n belare. And alvo, when we were invesrting the

].u.r:.'l-'_'-. wE were trying 1 come up with-exolic and

interesting lncakes and then we thought of charactsrs

that might fit thase locales

LA:; Like, for example, we have & pirnste barber shop

called The Barbary Coast - yknow, pirate barbers: hey,

that's fun|

Coge fidea

3A: Yes, if's definnely stll the case. It's just o joy for me
# 4 programmer when new art comes theough and |
see it in the game and i makes rme bogh. Lary and |
will have been working on this game for two years by
the time it's all over, and | cenainly expected 1o be tined
wof the gags. You think of the gags and you write them
down on paper, and you think, well, I'm going o be
ready for the punchiine, but then when you <ee how
these muys have animated it, or hear that certamn sound
effect the solind guys have given o a sillistion, it just
comes alive and it cracks me up

LA: Iirst yestenday we were puthing in a bunch of facal
gestures and started fiowang n lnes of dalogue we've
seen a thousand times belore and all o 4 sudden
Guybrush 15 acting and we're laughmg our haads off

T T E

Thi Curs & Moy (e we be ssved 1 &
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seamned like an odd move for Ron Millar.

With the hugely successtul Waorcraft 2 still
selling in bulk, RPC Dioblo doing the business and
Starcraft on the horizon, the accepted wisdom is that
now would be a good time to join the company, not
leave. But Millar, the creative force behind all these
titles, not to mention the onginal Warcroft, felt the time
was night to break away. Edge caught up with him at
Activision's press day, held, appropriately, in the
medieval setting of Shopenhanger's Manor, the tasteful
half of Maidenhead's Holiday Inn, where he spoke
about the split with Biizzard, the work he's doing for
Actvision, and his new company, Redline Games.

T o many people, leaving Blizzard must have

Edge: How did
RM: | was always into games when | was a kid My dad
worked in computers, and he used to get into trouble,
because he'd bring these computers home with him,
and I'd end up just playing games on them all night.
But | used to hang out in arcades and | played mostly
Apple 1l stuff, and from there | gol into programiming a
little and designing my own games, | had some frends
wha were alieady in the games industry and when |
lost my job loading thucks | got more into antwaork, using
my ST, and got my foot in the door at Visgin in 1990 -
as an arist. | fiked programming, but it was too much
hard work. | would have had 1o get up early in the
maming and study math and things ke that — not
really m‘,- :.tyk.-

Edge: v ere frexd from Vinon What 1

RM: WeII Iwarked Ihm: for & while and | was coming
in late and there were some other political problerms -
| think | was just too opinionated. | was supposed to be
an amst on @ game and | was telling them how to
redesign it, which they didn't appreciate too much. |
was prefty young at the time, and very, very
opinionated. Aryway, they fired me. The official reason
was ‘coming in late’. So | got a job at Silicon Synapse,
which was Blizzard at the time.
Edge: You stayed fidri't get

RM: It was. Blizzard was great for a long fime. | worked
on a lot of games, on both the an side and games
design — Rock 'n ' Roll Racing, Lost Vikings,
Blackthorne. We did a lot of console stuff, 3 lot for
Interplay and then one day we started on Worcralt 1,
which was when it really took off. That was when we
got bought out and changed the name to Blizzard. That
game was really imporant for me - it was a sleeper
hit, you know, it sot of gradually built up a following,
and it paved the way for some expansion, And they
said, well, how about Warcroft 27 And | said yes. It was

title. Chris Benson, who's a designer there, was a
good friend, and we used to hang out togethet and
play D&D and that stuff, which really gave us that
coherent, common paint of reference when it came 1o
building that world.

Edge: ¥ f

RM: Several reasons, actually. | began to feel as if | was
stagnating creatively, I'd do things like change my office
arcund, and try this and that, just for the sake of it
Despite that cool envimnment and great people, | just
needed a change. When you work on something as
hardcore as Warcralt 2, you go through some really
hare times with each other, and some of those guys
are like family 1o me. But by the same 1oken, that sort
of imensity leaves you a little bumt out and you need
ta get with fresh minds and fresh people.

| also found the corporate environment difficult. |
always preferred Blizzard the way 1t was, when it was
smialler, and | needed more creative freedom, It can't
be helped, though. With big success comes big money
and big decisions and bigger management. Bluzzard's
pretty good at keeping a lid on that, but it's inevitable
that a few bad ideas will slip through the neb. Dicbic
wasn'l really what it could have been, or should have
been, in my opinlon. Another factor was that for some
time | had wanted to branch out on my own and try
out some of my own dnu
ldgr Sl Sesrvite sl

Wy T e I'[ e,

RM: Yes, it does ieel strmgu and it was an extremely
hard decsion to make. | had a huge involvement in the
game, more 50 than with Waroroft 2, even. Starcroft
has some really ongmal stuff in i, ke three vastly
diffesent races to control, with different intelligence,
tactics, everything. So it was hard, but | felt | couldn't
walt any longer. | left Blizzard before | saw Activision's
Dark Rergn. It was really tough leaving, and | was
looking round, and | wasn't really sure whether |
wanted 1o consult or do my own thing or what, and
when | saw Dark Reign, | just thought, wow! It excited
me 5o much that | really wanted to be part of it. My
room-mate and business parner. James, had worked a
lat for Activision, and he got me to meet the team, and
we got on and | thought, I'm glad | left. So now I'm a
design consultant for that game and we'll probably
work with them for our own titles under my company,
Rediine Games.

Edge: Radline Cames

RM: | 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 time is really not an ssue at the

partner, Redline Games

finding the right people to work for you. It's tough to
find people who aren’t jaded, people who are fresh
and whao haven't worked in the industry before but who
have something great to affer. New blood ks
tremendously imponamt - this industry is bad like that,
we tend 10 just recycle the same people over and over.
Edge: The
jesigners leaving big companies = peapli ke Peter
Mol\mour Chris Roberts and Sid Meler, 10 name
but & few. Why 5 that do'you dhink. ant why now?
RM: Deslgnmg games takes 8 lol of resources, and that
means a big company most of the ime, with a lot of
people. | know that id said in Wired that they're less
wornied about big companies than they are about two
Buys in & garage coming up with the next Quake, but |
thirk that's unrealistic. The bare minimum you need
today s 12 people to develop & game, and | think what
people are really searching for is the right environment
to create in. Big companies address this with internal
studios, but it's not quite the same as having your own
small outfit. It's okay if you're just starting out in the
inchustry, 1 think for me and for these others you
mentioned, the reason we want to go smaller is
because then when we make a game it's our game -
it's our company. | was really starting to feel at Blizzard
that what | was working on wasn't really mine any
more. | was working on five separate projects, and
spread 50 thin that nothing | worked on ever got the
attzntion it needed. I'm hoping the games industry will
move towards the band model, where you get 1o
create, and the big companies izke care of all the
legal, practical stuff. That would be cool.

e 10 e a trend lowands key

[

eople who are frem iw hwen t
T dust :b _,‘9' i {ywe
00

somethlng to .-o‘ff-er. New

my baby, and | had a lot of great ideas that | couldn’t
use in the first game

Edsg I was & hogd secno How

m ‘Ihere was a gn:al teamn there, and I'd say that of
the team, there was a core group of about six of us
that really made the game what it is today. My side of it
was mare the missions and what units would be in the
game, because | come from a pretty heavy wargaming
background — 1 loved Warhammer and Magic, and |
think it's pretty abvious 1o see those influences in the

is impo

moment. I'm going to be taking a break from strategy
games after Dark Reign, so that gives you a clue as fo
the kind of game it won't be. We didn't really have that
miuch of a problem setting it up, either — because of
our past expenence n the industry, getting backing was
easy. Obviously, it takes a iot of cash. The average
game costs between about $1-2 million 10 make these
days, but I'd prefer that 1o be spent on the game rather
than cosmetics and poorly acted Wing Commander-
style cut scenes. The hardest thing about setting up a
company like that is finding the right office space and

ul:.::uz:l'tm.
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The second Quake mission pack, Dissolution of Eternity, adds 16 new levels
to the game as well as some great creatures, induding a dragon (far right)

Prescreen Alphas

C owners have been kept Wailing 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 looks very much like
the video to the second Spice Girls hit, 'Say You'll be There'
but hopefully
the game will be more like ‘Mad Max'-meets-Destruction

(muscle cars, gesert badlands setting, etc)

Derby than ex-topless model-meets-mouthy northern bints
There is more on the way from the Activison stable

Quake Mission Pack No. 2= The Dissolution of Eternity, fo

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 boasts 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

eras. The title’s 16 oneplayer levels feature eight new
monsters (including fire-breathing dragons, phantom
swordsmen and disembaodied spectral swords) and there's
also a range of new weapons, including a vicious multi-
grenade launcher. All this is accompanied by some
redesigned deathmatch arenas and a version of the
popular Internet Quake game, Capture the Flag. What self-
respecting psychopath could refuse?

Activision 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 Intemet and allows
participants to deveiop 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 onginal feature that each player
starts off on an island of land floating in the sky. These

Activision's Interstate 76 promises to be a stylish driving shoot ‘em up
and will probably benefit from the latest 30 acceleration technology
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Konami's Drc E43), blends conventional platform action with RPG elements. The use of totally 2D visuals is rare
on the

yStation and lends the game a highly distictive look. Judging by these shots, 3D will not be missed at all

4 of-sight system, which means units controlied 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 sim,
TFX F22, into an airspace heavy with similar tities. The it is already responsible for EF2000 - a landmark modemn
company does, however, have a head start on many rivals: air combat title, TFX F22 shouldn’t suffer too many
difficulties distinguishing itself, though - boasting real F22
avionics suite emulation, accurate air-to-ground and air-to-

—— 4 air weapons modelling, configurable missions and

- multiplayer 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

lation and weather modelling to accentuate the authenticty of the flight
expepence. DID is also supporting vanous 3D accelerator cards to ensure that
the lush, detailed landscapes do not compromise the speed of the game
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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 role of
A5-vear-old martial arts expert, Lo Wang. Wang apparently makes humarous quips throughout the game, That's while he's blowing people’s heads off

down the tactical side of things, simplified the menu
screens and brought combat Lo 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
‘emn 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

L—RS944L: 00" 21
1B : 00" 21

In Namco's bizarre coin-op, Armadillo Radng, players control their
scaley 'vehicles' with trackballs. 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 Lioth) within & frenzied first-
person environment.

Along with the TSR license, Descent to Undermauntain
also boasts 20 dungeon-based levels, dozens of polygon
mansters and a wealth of realtime lighting effects. The
visuals certainly have improved since the Descent days:
detailed and well-modelied creatures hobble about the
screen and locations are much more graphically
interesting. However, whereas Descent stood out due to
its, at the time, unigue 3&0-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. E

Capcomn 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
combas to the mix, while offering
new character clothing and
redesigned, re<oloured backdrops
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Team ApacHe

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

The third campaign sees players working as part of a NATO force in Latvia (left), fighting what is effectively the Russian army, with the threat of
sophisticated hardware offset by the enemy’s poor morale. Team Apache pilots can expect lovingly depicted buildings (right) to topple over when hit

Imis® decision to abandon winged
B 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
mave go further than that. Gameplay
director Lee Brimmicombe-Wood says.
I think this game will change the way
flight sims are written."

The innavation at the heart of the
game is a convincing campaign 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 helghtened

Shoot-outs between office blocks are perfectly feasible in the game, thanks to detailed landscape modelling assisted
by 3D cards (left). The Columbian campaign (right) pits combined US and UN task forces against Marxist neo guerrillas




by the way the casualties of war remain in
the gameworld."if 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 entering an ever-
changing environment is only one of many
difficuities 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-
Waood. ‘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
systemn 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. |
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 full 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

“We don't just have vehicles in the game environment, we
have infantry, too,” explains Brimmicombe-Wood. ‘You'll be
able to see men get out of a Chinook, attach a line to a
downed Apache craft, then return to their own copter’ (left)

prescreen _
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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 D3D 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 bulldings. 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 E
the visuals as realistic as possible.’

Battling against the Iraqis in Saudi Arabia, players must accustom

themselves to longer distances, as well as more organised defenses EE
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Hexen <

Using an enhanced version of Quake’'s engine, Raven Software is working on

a Hexen SeqUEI to die fOl', mixing role-playing influences

with full-on blasting in some of the most intricate environments to date

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

Despite its han another imitation. However,

aven has long been regarded as had trouble establishing itself as anything
the poor man's ore t t W

SUC
and the Her
now that the dev
beginning to show its true talents, thanks outlines tf
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once agai
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was

255 with

oom, taking what is essentially a
shoot ‘em up and adding a number of realism, such as rain, blowing leg
basic RPG glements to
strong was the original Doom that Heretic

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

in's Shadowcaster,
Hexen, it's only
opment house is

oneplayer game being so

n 2 could easlly turn out to be
ne. Raven's Brian Raffel

2 differences between Hexen
its sequel: ‘The major difference is
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in these shots may look a little famili
Quake, as is the 3D engine, in a shi enhanced
form. Current consoles would stru, with this kind of detail

, as they're

The environments bear little resemblance to their Quake ancestors, with higher polygon
counts and colourful, detailed textures. With a 3D card in place, this will look astonishing

fun Just running around Smast
up as itis hunting down maonste

arks of

breakable stained-glass winc
chamber ks, books,
even a polygonal quill pen, Compared to
¢ stic approach (empty just don't look realistic enough

Quake's impression

corridors and cavernous halls), Hexen 2 Is With full D30 support bullt in he
nuch more detailed, and the textures same emphasis on interconnected game
exhibited by mon S5 a lot WO and hubs, He 215 likely to be
has be or the first post-Quake title really
QuakeTest on the Internet some ten test the technology. Multiplayer options

months ago. All the creatures are polygon I o . and if Raven can
models, but the crude brown textures

familiar to Quake are nowhere to

De seen

One in particular, the gold Goler nds
out, with smooth, gold-effect skin and
more complex geometry than ic TUNtS
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Having lost its Mechwarrior license to Microprose, Activision is bringing

a different kind of mobile-suit combat to the rc.
And, with the aid of 3D cards, it's looking huge already...

Accelerated demos of Activision's Mechwarrior 2 title have been bundled with just about every 3D card on the markel. Impressive as they were,
Heavy Gear, in its 3Dfx form (above) locks to be in a different league, thanks to a polygon count almost twice as large, and brand new landscapes

ctivision is not a company to rest
on its laurels, Following the
unfortunate loss of the

Mechwarrior license to a FASA/MICroprose
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 Mechwarriar
2 team, which now boasts Frank Evers,
who worked on the impressive Earthsiege
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 tanes, 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 Mechwarrior games were
combat based, sure,” he admits, "but
Heavy Gear will add a number of new
elements to the gameplay. These robots

Though the cityscapes are still fairly basic, it's possible that interior
firefights may appear in the game, which would be a neat twist
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“The Gears’ size and moblllg y
allows for interjor shoof- outsdt Kin
cover, side-stepping and so o

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 Activision’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

trees, as well as
cover during a firefight

Heavy Gear's landscapes will featu
mnm:nhmum':a
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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 Zork
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.

The Gears are far more detailed than those of the Mechwarrior titles.

Scenery will benefit greatly from bilinear filtering once implemented 46
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Even though it's not in 3D, a new reworking of
the Flashback genre may turn out to

be an innovative 32bit gaming experience

Oddworld's visuals are especially rich thanks to its creators’ background in computer graphics special effects. Behind such glorious-looking scenes
lies fairly standard run-and-jump gameplay (above left), enriched with an original ‘speech’ system, which allows Abe to communicate with others

m Abe’s Oddysee was only revealed

to a select few showgoers behind closec
doars. Initially called SoulStorm, 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 maore strictly
2D-styled platformers

Developer Oddworld Inhabitants was
co-founded in 1994 by Lorne 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 helghts

‘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 manner of devices will appear throughout the game. In the typical

platform adventure game style, making use of each will be vital

Explosion effects look
particularly impressive




Having been in development for two-and-a-half 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 character

with the technical limitatic

nand Saturn in r

story set on &
5 0dawc

role of Abe, a Oddworld
eat-packing
overs that his

slave-rac
plant, Abe

!.-.[lg sCreens sim
total of 110 screens in the
But, maintains Lanning, the F
comparison is misieading. The
fs ons in this game that are lifelike
ch makes it very different. You have tt

areaiot

ors

and behaviours, not just the mechanics

Understanding the characters is how

g to make progress further

e world.'

e stretching a point to say that
ters are lifelike, but

YOU're §

155essi0n of the minds of
he can then use

Communicating with other characters will form an integral part of
gameplay, although details of how this works are currently vague

ture, L

lary with whic

Deat ‘em ups. it's certal
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With both Bushido Blade and this follow-up toits
hugely distinctive debut fighting game in the works,

Square Soft is showing that it's taking the beat ‘em up genre seriously

Tobal 2 retains the Gouraud-shaded characters of the original and
many of the same characters, although the appearance of the Chocobo
bird (above), previously seen in the Final Fantasy series, s a first

hen Tobal No, 1 arrived in lapan
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, Tobal 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.

Squaniahas desi IFned Tobal 2 with the

new apalogue

control er in min

Not deterred by Tobal 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, Tobal 2 is
designed with the PlayStation’s new
analogue controller in mind, and the quest
mode follows 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.

Tobal 2 has some way to 2o if it hopes
to match the benchmark titles of Namco
and Sega, but Square’s experimental
approaches to the genre simply E
demand attention

Iighln u’b’t‘l‘lri.l
ng s
charged
e ek b
devastating effect
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MoTo Racel

Fade to Black developer Delphine is now workin

Motorbike-racing game
fans will fondly
remember Enduro Racer
and Super Nm:ﬂ,m -
Motor Racer cribs ideas
from both Sega games

The trial bike sections
offer both country
locations (top) and
stadiums to race in

a fufl

on something rather different -
-on motorbike racing game that's primed to

leave its PC competition choking on dust

espite recent developments in
m 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 expenernce. 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 which
has never before strayed into the realms
of either the arcade or the racing genre

Moto Racer is, in fact, a motorcycle
sim, s0 the French company is
automatically stacking the odds against
itself. Due to the complexity of transferring
bike handling to home platforms, aimost
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 paintless, aesthetic
addition, instead governing the way a
course should be attempted.

Visually, too, everything is present and

oy B==
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correct. Each circult is well-designed and
textured, and the bikes themselves are
realistically drawn. Effects like realtime
lighting also play a part. Delphine has
Included MMX compatibility and will
nopefully dip generously into that
particular pot of visual extras in order to
enhance peripheral visual touches

with features such as a multiplayer
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 E
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. he home conversion should
provide Sega with a chance to built on its merits and repair its flaws

hien the 32bit consoles first
m appeared, it looked as though the
flight shoot "em up would become

a key genre. Sega's Wing 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 heaithy 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
intercontinentat rockets — have to be
destroyed within a certain time or they
escape, costing valuable points.

0On 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 bath 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 /s to return to
the 32bit console scene, Sega’s E
title could well lead the march.

the
fame's ey festures
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Kaldsto

The French company once known as Atreid Conceft
has emerged from Mindscape’s shadow
and is celebrating its rediscovered independence with a trio of new titles

Kalisto has a number of titles in its roster: the launch PowerVR title, Ultimate Race (top
of page): Dark Earth, an epic adventure game for PC (above left); and PlayStation beat
‘em up Nightmare Creatures, set in the foggy backstreets of Victorian Lendon
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it was supposed to be the beginning of a beautiful friendship

Mingscape was In dire need of development talent and Atreld
was desperate to expand. Mindscape moved in, changed the company’s
name to Mindscape Bordeaux and started work. Three years on, the
matriage is over, and Atreid has emerged with a new name, Kalisto, three
new titles, renewed seif-confidence and some serious plans for expansion

Gaume, a lapsed academic with boundless energy, an enthusiasm for

games and a knack for picking team players with real talent, founded the
firm [n 1990, It created Pac in Time for the SNES and gained the hanour of
having the game released by Namca itself - the first time any developer
outside lapan had been allowed to use the character. It didn't release
another game until Al Unser Jnr Arcade Racing for Mindscape, a competent
but Inevitably sub-Crammond racing game. Its other brave attempt was
Warriors for the PC, which tried 10 fuse Virtua Fighter-style polygon

pEnh

characters with preréncereq scenery similar to that of the Alone in the
Dark titles. But those were really just rehearsals. ironically, Mindscape wil
not get to benefit from the main attractions, Uinmate Race and the
forthcoming Dark Earth and Nightmare Creatures.

"After three years, we realised that we really had no future together,”
sighs Gaume. ‘The extra money had been useful, and there was a greal
deal of cultural and technical exchange, but there was also a huge amount
of pressure from the parent company, Pearson, who had pald an
extartionate amount for Mindscape and were looking to cut costs, There
were many lalented people at Mindscape, and we had a very useful two
years with them, but In the event we fell that we were really |List another
ane of the ftems on the corporate task list.’

And so they split, Gaume raised the moeney o buy back the company,
replaced the Mindscape Bordeaux tag and set about creating the kind of
enviranment ne knew woula lead to some great games.

- hen Nicolas Gaume sold Atreid Concept to Mindscape in 1994,

I‘I'IEC ara ers

Walking around the Kalisto offices in the business district of
Bordeal, it's evident that the emphasis has been placad firmly on
nurtLring team spirit and creativity rather than buying fancy desks,

,sclence-fan sy

conference phones ar wall-to-wall shag-pile carpets. it's dark, maze-like,
and cluttered; faces are last in the gloom, and programmers and designers
sit huddled around each other's scréens as if for warmth

The biggest room is occupted by the most ambitious praject. Dark Earth
Is an epic soence-fantasy adventure for the PC, with stunning rendered
backdrops and realtime 3D characters, The 20-strong team cumently
hringing it to life is headed by a former games joumalist. Guillaume Le
Pennec, who believes that it could be the start of somathing realty big.

"With this game, we are creating an entire world, with its own people,
its own history and its own mythas,” he gushes'Before we could start on
the game, we spent months and months working on the background,
making it wholly believable, making sure the continuity was there, and
drawing all the threads together.”

The design document for the game could sink & battleship, covering
everything from the myriad races that Inhabit Dark Earth 10 its Nlora and
fauna. The plot is equally weighty. The central premise is that Earth,
following a catastrophic meteor storm, has become:shrouded I a great
cloud of dust that has blocked out the sun and covered the continents in
great sheets of ice. Humankind gathers in gréat coitadels for protection from
the strange, demonic creatures called "Stallites” which Iurk on the wndra
and spring up wherever the sun breaks through the cloud. An entire
religion has evalved to explain the perpetual night, presided over by the
Sunseers. The player's character, Arkan, Is waunded whilg guarding the
seers and infected with a virus. The game then bacomes a tense race
against the clock to find a cure before it's too late, and 1Qdiscover the
secret behind the apocalyptic metear storm

Dark Earth Is an impressive pieca of sottware in a number of ways. The
backgrounds have all been rendered on 5GIs and are of a similar guality {0
those of Square’s Final Fantasy Vil The plot gives rise to a style that blends
bronze machinery, guns and technology with medieval swords'n’sarcery.
Imagery. There are some 250 screens to explore (Infogrames’ Alone i the
Dark had only 50), all rendered In Softimage and 30 Studio. The result is




thiat it looks every inch like the kind of game the disappointing Timegate,
from infogrames, should really have been. Although the team is justifiably
proud of the visual flair of the title, Le Pennec Is k2en to emphasise that the
mast crucial aspect of designing an atventure is the play-balancing

IFyou dan't get that right, you may as well forget it. We don't want 1o
be creating games for spacialists, we want to make games that have a
broad appeal, in the same way that films do. The problem with games like
Resident Evil and Biotorge, although they are great titles, 1S that they put
top much emphasis on combat, with no character interaction - it's just kill,
kill, kill. We're trying to create something with infinitely more depth.’

Playing the beta version proves that Kalisto is on the right track
Although the speech 1S In French, it's already cbvious that Dark Earth has a
lot mare ta offer than pretty visuals and fight scenes. There are more than
95 different characters, and all can be attacked, befriended, questioned or
completely ignored. Spot animations bring the rendered scenes to life, the
detalled 1extures on the character models give each one its own
personality, and the smooth animation suggests a degree of polish more
sommaonly associated with adventure veteran Delphine. If the game Is 8
success, Kalisto may well find itsell competing with its heroes, inciuding
LBA créators Adeline. Le Pennec s a huge Alone in the Dark fan, and he'd
be dafighted if his team could be credited with taking the genre further

Although most of Kallsta's resources are currently focused on
DrNgINg this ambitious project to life, it 1s by no means its only hope
Gaume realised in 1990 that 30 games were the future and set about
building 2 universal 3D code library - an engine that could be adapted to
aimost any genre. Entitled Libsys, the technology is constantly evolving, and
from the outset has been largely structured around Windows and the Mac
Predicting that Wandows would eventually become a gaming Standard must
have sesmed [like a pretty big bet in 1990, when DOS games were only just
peginning to find their feet. Gaume is pleased that he backed the right
harse, but he doesn’t see himself as a visionary

"All I wauld 'say is that, at the time, it was obviously a very big gamble
for us to be thinking in those terms, when the rest of the industry was full-

Ultimate Race is currently the best-looking racing game available for the PC. It runs in hi-colour at over 25fps, and features realtime
shadows, lens flare, hi-res texturing and some superb arcade-quality scenery. Importantly, another version is due soon, with extra tracks and cars
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steam anead with DOS, We didn't ignore DOS, obviously, but In developing
Libsys, we assumed that one day cotle woult! be 32bit and that it would
have to run under Windows, and we were right. We didn’t, unfortunately,
predict the rise of the PlayStation!”

They may not have predicted the rise of PC 30 cards either, but they're
nevertheless one of the first developers 1o get to grips with Videol ogic's
PowerVR technology, via Ultimate Race. Race was developed using the
Litisys libraries, and on the evidence provided by the title, Kalisto seems
perfectly prepared for the PC's emergence as a serious games maching
Although only currently available as-a pack-in bundle, the game s ar
Incredible achlevement. It runs comiortably between 25 and 301ps in
AA0x480, and leatures lens flare, minimal scenety pop-up and some
amazingly detalled scengty. In fact, Ultimate Race suggests thal arcade
titles such as the 3DMx-powered San Francisco Rush are only a year away
from being possible on the humble PC

Howevar’ Lihsys has been sidelined in tavour of development on

the imminent PlayStation action title, Mightmare Creatures. The project
leader is Cyrille Fontaine, and he's not an easy man to find in the haif-
light of the Kallsto bullding The cramped office space occupled by the
team Is filled with PlayStations, comics and clutter, and the ambient light of
the monitors throws everyone into suitably nightmansh rehet. Fontaine
SeBms weary as he bemoans the fact that his beloved Libsys could not help
thiem with the game

‘We really are forced by Sony (o use their own libraries,” he admits
"That’s okay, but Kalisto has spent years working on a number of excellent
3D libraties that would have mada things much easier Luckily, at this stage
it's not really a problem, because the PlayStation really is ideal for fighting
games, The only real problem we had with it was that we started work on
the game almost two years ago, and at that time we weren't sure how
powerful, or not, the console would be. We thought it would be a littie bit
faster than It Is, but we've managed to work around It *

Although It initlally bears all the halimarks of a Tomi Raider clone,
Nightmara Creatures 1s a stralght 3D scrolling beat "em up, Fontaine
compares Tomb Raider to a ‘30 Prince of Persia,* and defines Nightmare
Creatures 8s a ‘30 Double Dragon'. Like Tomb Raider, however, players can
elect to play as a female character, fighting thelr way through 15 Jevels of

Both Dark Earth’s Guillaume Le Pennec and Nightmare
| mmrcwu:mmmmhm

oid Londan town - superbly recreated in realtime with lght Sourcing.
transparent fog effects and some truly gruesome-looking opponents. Some
leap out at the player from behind gravestones and walls, others swoop
dowen from the skies and some attack in small groups. Itke ‘raptors,
‘armosphenc’ is the operative word here,

Mindscape will no doubt kick itself when these titles see the light of
day. Each one looks extremely promising, and as a company, Kallsto
possesses a level of enthusiasm and creativity that would be the envy of
many developers. If it can maintain the momentum, finish Dark Earth and
score a hiton the PlayStation, then the future looks bright indeed far
Nicolas Gaume and his team,

~
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The smooth, detailed environments of are comparable to Core’s groundbreaking Tomb Raider.

The intelligent camera automatically zooms out to give the

the best view of the game’s 15 different monsters
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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

estling in the heart of Shinjuku’s infamous electronics dis
small developer with a world-class reputation, Treasure |
C e titles such as Gunstar Heroes,

the oddly RPG-infused Saturr
0 meet the president and C
Treasure, Masato Maegawa, and Enix’'s Yuchi Kikumoto, and to se
work being undertaken on Nintendo 64 title Yuke Trouble Ma
GO GO Trouble Makers). Enix IS present becaus shing the game
despite the company’s newly-cei Sony through its
forthcoming Dragon Quest Vil (rece 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 1 characters’ weaponry in his
company’s action-led games. He explains how Treasure was created five
years ago and founded on "Just ate great gam ribing
how this vision flew in the f yrporate Japanese publishing where few
taken and 'ce t tD De strictly a d to. This desire
a3l autonomy S working under suc r B -

a

worked for Konami

Maegawa-san graduated from university eight years ago and
iImmediately joined Konami as a programmer. it was here that he
programmed the Game Boy version of Dracula Densetsu (Castievania), 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 Ninte
handheids woridwide, an example of Japanese mode
Castlevania IV is anather title that Treasure’s staff pi
it it was rival16bit techriology - Sega's Mega Driv

: t started out. After completing Gt
e of the definitive 16bit action games - Treasure went on to
create other highly regarded Mega Drive titles such as Yuyu Hakusho,
Dynamite Heady, Alien Soidier and Light Crusader. Now, though, it has
turned its attention back to the Nintendo, and naturally its N&d technology.

0
The SNES classic

n

e company




Treasure started work on Yuke Yuke almost two years ago, At the time
the Né4's chipset wasn't even finished and a lot of guesswork was needed
to form the early design concepts. Little was known about the machine's
polygon handling, other than the fact that pixe! 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
uncomman to any hardware launch, The resulting game s shot through
with the same desire to delight that infused Treasure's previous essays In
platform gaming, but takes full advantage of the Né4's hardware to create
some of Yuke Yuke's mast impressive effects. Edge quizzed Maegawa-san
and Kikumoto-san regarding 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. | suppose we were

“Enix basicall‘! hunts for brilli?nt
developers. Tredsure is tfamous for
action games, so we got together’

just cunous. In fact, when we were working on the Mega Drive, Nintendo
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
Nintendo - our choice was based on the functionality of the hardware
Edge: And why did Enix decide t0 work with Treasure?

Yuchi Kikumoto: Enix has no internal development and we basically hunt
for brilliant developers and contract with them. Treasure is famous

for action games, so we wanted to try at least one time with them

MM: Personally, | have a lot of time for Enix [laughs]. In fact, when | was a
student | had an interview with them. | wasn't chosen, though. .. [iaughs]
YK: [Surprised] | didn't know that

MM: In fact, | have very good memaories 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 Né4 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 YYTM 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 | 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. In 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 unigue to the titie. 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: How 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

presc

reen

Yuke Yuke Troublemakers is one of the most original N64
titles to date inasmuch as it shuns s in favour of
sprites. The result is a game which back to classic 16bit

for us. Cartridge- and CD-ROM-based machines cannot be
ned in the same way. Cartridges have their advantages and
ntages. 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 cn the N64
Edge: Did you use any special hardware technigues with YYTM?
MM No, not really, but we w on a particular boss.
The game Is ess ly 20 b ed in 3D. We had to link
small, individual listically. We also had
play with the lighting effects e programmer did a great
job. You could say we used the know-how we've acquired over the years
Edge: IS the Né4 an easy platform to develop on?
MM: It is pretty difficult. Compared to the Saturn 1 think it’s more difficutt
Bul after making one piece of software for the Né4 you get used to it and it
no longer becomes a problem >

ntia

For this boss ti

Treasure's Masato Mﬁ:w. presides over one of the smallest but

most dynamic and ex

g development teams in the world today 46
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game but Treasure is justly proud of its impressive 3D spedal effects, best seen in the ga
heroine, Marina, has a great number of joints which give her very smooth, fluid movements

yOu part! 30m
MM: Shigeru Miyamoto, naturally, [

re Shigeru Miyamoto,

far as game development goes’

during th
Edge: W
MM: Pe
staff but 1 k

Yuchi Kikumoto is section chief in Enix’s software planning
department, is closely linked to the development of Yuke Yuke




-

‘ﬁ + .. —-.' ‘) - ’

. AR nio ~aE e e i .

- -
_ , .L : 6.&. JINGIRD) SN

French outfit Infogrames was once known only as thé producer of well-crafted if gather .
‘specialist’ titles like Alone in the Dark. But the company is changing. Thanks to a tie-up

with Manchester-based pu'blisher Ocean, it Is moving away from its position on the

periphery of the games world ang [s demandifg a gentre-stage role. Edge retyrns o Lyah
= 9 tq discover the true extent of Infogrames’ new-fourd global ambitions..."




he French town of Lyon 15 the spitting
T image of the 1owns used for all the
stuck pholtgraphy In French language

textbooks, It's got small cafés, shutterad
bulldings, and drivers wno thirk that a red light
lect target’, Pedple saunter about,
SMOKINE CIgarentes and sipbing tlack coffeg
Thete's a certain air of, how shall we put i,
‘laissez-faire’. Everywhere, that IS, but in the
‘rete tower biock that dominates the rue du
Ter Mars 1943

Behind the ragged vinyl shutters (hung.
oy, on the outsitle of the windows
Infogrames, and everyone in that bullding s
Workiing s fast and as hard as they can 1o
seCure intemational success for  company that
nas, unti! recently, been a strictly Eurcpean
Creature. However, a recent merger with British
veteran Ocean has given it giobal ambtions that
include a wotidwide multimedia arm, elevision
interests and, of course, videngames. Most LK
gamers will anly be familiar with intogramas’ PC
suftware, in particulaf the groundbreaking Alane
In The Dark titles creatad by French codeshop
Adeline, but that relationship ended, somewhiat
acrimoniously, Some time ago, Infogrames is
now looking for-a new diraction that sees it
embraging the PC, PlayStation ang Nintendo 64

Things look consideranly more chearful
nsitle the Bullding than outside. Giant cardboard
cut-outs of game characters (itter the nallways -
a NUge Tin-1

means 's

3 lves

i, an oversized Smird

%:k / —— ‘% o T e, .-.-‘I‘.-sa
g 8 s o BV o
r P ., 68 -
Rt B i 2
- 5 1 sepe W N
v is something of a departure for Infogrames, traditionally associated
-iﬂmnhmmmmmm I‘hmmiua:dlb!,qnlthlf

{fromithe SNES title) and. unsurpnsngly, Asterix
ang DBehx. 11°s not dificult 1o see why Oce
ned sutih a sweet deal. After all, it's not

£asy to be taken seriously in the world market
when all your games are so gisti

stow-moving adventures. Ocean h;
las! year recruinng quality develd 5
Neos), and nurturing its Intermal devel t
leam, Tribe, which is producing a number of
action titles - @ genre Infogrames has long been
eape! 1o expiore. The first break from tradition
will be PlayStation racing title v-Rally, aevelnped
within the colourful confines of the Lyon office
Thete's been something of a buzz
surrounding this game since it
announced only two months ago ‘H e deak of
Whiat appeared 10 be hi-res streenshots
suggested a real breakthrough In PlayStation
technology - & rumour thal gained more weght
when It was announced that the t&am
responsibie had bypasseg Somy's libraries and
written directly o the chip. Edge printed the

DENL the
has

SHOWS In PreScreen Alphas and was eager 10 get

IO'grips with the real thing.
V-Rally, as it happens, does not use a hi-res
mode. It 15, however, extremely quick. ‘For Rally,

e Sty
i8S were sir

Jiels
iovol of speeg

oducer Stefen Baudet
ply &t out any lorary o
iTame raties {1 the

direCtly b the

cally, we
that siowed (he
ana programir
and GTE processors in maching c
The alpha version thal Edge toyed with 15
easily as fast as anytfing vet § an Sony's
machine, incliuding the rough-fiewn but
expansive Rage FH: er The courses - a daunting
45 of them - vary from jungle temains, deserts,
lownscapes and the opigatory mountain
passes, spread over three geographical areas -
AlricaiEngland and Corsica. The vehicles
inciude ufficially lcensed models from R
Mitsubishi, Lanefa, Peugent, Sest, N
Ford, aswell s a number of mdden cars. The
feam has incorporated westher effects sugh as

on {0 mght and day
sound. Pop-up Is minimal
| IV ABSL OOIm Seems
ciut that it"s yet 1o be optinmi

iliar Pla }f“',ﬂlll'l glitches are sl [
rwrnh break-up lines mysteriously apg
Lime to imel, and the car dynamics
perfect, buras Baudet points out, §
still under construction

There are very few racing gar
thal ectudlly use true car
"We looked at avery title we co
on, and realised that almost ne Fihem bear
any resemblance o the way a real car would
hanadie. Triere wite & few excentions, notably
PSYENOSIS” Formuta 1, GP2 from MicroProse,

3. Rally in parts, and perhaps Screamer 2, bt
miall number. The one thing
nmon, as well as trie modelling,
I that Hn’y r all considered 1o be superh
EdMEs. It's witdl to get iné handling nght *

To supplement the agvanced dynam

tes three different oo
from Beginrier 1o Expert, with the raalism
ncregsing with eacn level, In Expert, all the
precise forces that act
Nt account and the ¢
impassibie to control fiet’s
become so real that it's unplayabie)

Ari Vatanen, winner of both the Paris
Dakar and the World Rally Champianships and
spacial agviser on the project, tlavtests the
game on g weekly basis to ensure that the

3 and 3D stere
h everyons i

et our hands

Rally Icos o

i.“-': that it goesn'l

realism and fun of rallying remain balanced. |f
anyone should know about car dynamics, it's
nim, However, when Edge arrives,

vatanen is

continued
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nowhere to be seen, having rolled his car four
times over while rallying m ttaly ot the wee

The general feehing &t Infogrames 15 th
V-Rally will be a real breakthrough, and indee
Edge was impresse :
e enging. Baudet
is supremely confident, 'We're d
get the most from the PlaySiaton in terms of
speed,’ he declares, "'We spent years working on
the 1ebit consoles,in 20 environments with
games running at S0+601ps, so we're nof used to
sEeing our Sames running siowly. The PC, for
example, has games such as GPZ, which have
imwered people’s expectations, butl we bebeve
that if you grog below 30fus rficantly
reduce the playability of a game, which'is wiy
V-Rafly never draps Delow that egardless
of the number of cars onscreen.’

Brave words, but that's a pretty tall arder
Even on s 200MHz MNVX PC, Edge has seen
marly a racing game Sigw dramatically when
othier cars appear an the scene. So how does
Infogramies intend 10 OVEICOmE this seermingly
insurmountable probiem?

‘With a watchdog,” Baudéet replies,
mysieriously. "We've bullt in a kind of watchdog
program that monitors the frame rate, It checks
the geiay between the OPU and the GPU and If it
discovers on one frame that it's gatting close to
the Himit, then it just leaves a few elements out
of the next frame until the tming is fixed. By
calculating o a frame-by-frame basls, It's
extremely responsive and economical, so the
player will probably never notice the drap in
detail between the frames.”

Baudet's pet hate is racing games with onily

you si

“r' 3"5-_. .

-
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‘gi Ay, ok Ca

space Cirgus i -
smontﬁ{'ness and the depth
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one track, like Rigge Racer. V-Rally's 45 tracks
may sound lika overkill, but many of them are
the same tracks with different weather
congitions or seen at night. However, Baudet's
team has created a track gengrator which
a@llows the player to Set severil parametars,
such as number of elevations, stage size,
difficulty, terrain, weather and time of day. The
game then generates a random track design,
which can be discarded, used, or saved o a
PlayStation meamary card (with gach track
OCeupying Just one siot).

Quite apatt from the teghnical
sehlevements, V-Rally is intaresting for theé-story
of its conception, As Bauoel explaing, V-Rally
was initially desigred as a Formula T simulatar,
untl infogrames discoverad that it wasn't the
anly company biading for the licence

‘We had a coupie of prodems,” he
canfesses. ‘Hally was onginaily intended to be
an F1 game, but first of 511, the F1 organisation
forpot o mantion that the Hcence was availabie
to 8 number of comparses and, coviously, you
lose the exclusivity if there are ten other
“officially licensed” games out there, Secondly,
Sony neglected to infarm us that Psygnosis had
the licence too, and that their game would be
ot before ours. We felt that there was a conflict
of interest, so we looked at what we had
achieved with the basic enging, and decided 10
make a rally game mnstead

i

V-Rally will be the first of the new

Infogrames games 1o see the light of day, but
there are a number of other projects currently in
production, many of which are being kept under
wraps (& Nintendo 84 title is mooted). Space
Cireus, for thee PC, 15 the one with the most
potential, although it's still nownere near
completion. As Edge makes |ts way through
day-glo corridors towards the Spsce Circus
team, the atrnosphere changes; from an open
welcome 10 Open Suspicion, Programmers in
spectacies dodge past. people stare from
behind nalf-open binds and the Space Circus
team themselves obvicusly gon't welcome the
Inttusion. Understandable, perhaps, when

Uid be one of the

Onscres 5 runs at 30ips, using
all the tricks that the 3Dix card has to offer: the
SUn DHnds with its glare as Starshat, the her, a
spritely @iin hgure, runs, jumps and cartwheels
around tha 3D enviroament. It's not often a
game can bé comparag game 1o Mang 64, but
Space Circus looks as il it's the closest PC
owners will get tothe Nintendo classic

Space Circus is exciting nat just for its
smocthness and thagepth of 153D
environments, but for its leve! of interaction:
Stafshot can talk 1 many of the characters he
meeats ingame and nas to.spend his time
Seeking out new aliens forhe travelling ‘Space
Circustofthe titie. The gameplay aims 1o strike
a balance between the plgtform antics of Mano
&4 antl the plot-driven evolution of Zelds

Not all of infogrames’ games will be
produced inhouse, though. The company has
always prided itself on nuitunng extemal
development, and the new ties with Ocean haye
brought a number of new challenges for the
management and production teams. Eric
Mottet is the vice president of production at
Infogrames in Lyon, though he's rarely In his
office. instaag; he spands mast of his tima in
Califormia, Mancnester, Paris O Brussels,
headmg-up the Development Suppon Group. it
may sound like 2 variation on Alcohalics




Anonymous, but in all seriousness, the group is
there to ensure that technology and resources

are shared between the development teams to
the mutual benefit of all.

"The idea behing the Development Support
Group (s that the commaon links between
projects, such as 30D engines, code libranes and
technigues, can be shared between all the
developers, both Internal and external,” Mottet
explains. 'l doesn't mean that people are
stealing each other's ideas, but it does speed up
the development process. We also have a
dedicated technical team responsible for
programming and refining 3D routines, explaring
new ways 10 take advantage of the various
platforms, and staying in uch with all the latest
technological developments,’

Mattet also spends a great deal of ime
liaising with the developers and ensuring that
gach project is procesding according 1o plan
This is no easy task with the teams spread So far
apart. There's the Ocean office In San Jos&,
Currently working on Mission: Impossible far the
N64; the Paris group, which is tied up with the
forthcoming Sports range; and the Manchester
teams. which are dealing with the Tribe games.

There's also
Neon in Frankfurt and

Appeal in Beigium, the latter team being the
current stars in the Infogrames firmament. The
team is putting the finishing touches to No
Respect, an arena-based combat game, and s
aiso in the thick of development on the
outstanding PC action atventure, Outcast. A
small team based In Jambes, a sieepy town
aboul an hour's drive trom Brussels, Appeal has
a rich history, although it is virtually unknown in
the PC world. The company was founded by
three programmers, Franck Sauer, Yves
Grolet and Yann Robert, who came from coin
op déveloper Art and Magic through the Amiga
days 10 console conversions. Their mos!
successiul title, the Whmate Tenms coin-op, had
the hanour of being something of a hit in Japan
a natariously fickle market. The team who now
form Appeal not only designed the game but
ware also responsible for the board itself.
They'te thergfore no strangers 1o the more
technical aspects of game development, and It's
litthe surpnse to find that they'ré the proud
owrniers ol a sophisticated new 30 engine that
allows for smoath, non-accelerated, true-3D PC
games. No Respect will be the first 1o use the:
engine, with Outcast to follaw in the autume,
What isa@ surprise |s that the engine refles on
vexels rather than polygons to generate
landscapes Equally surprising s'ihat these
vaxels bear none of the hallimarks of their

predecessars = no pixellation, no slowdown and

2 suspiciousty high resolution,

Sauer explaing "You could argue that by
using voxels we'ré going against the current
Way of thinking, but really the mast iImportant
thing for us is speed and realism. We beliave we
can have bothin one engine. We do use
polygons. but only for the ships in No Respect,
not forthe bulidings of for the landscapes

Admittedly, the arenas do betray their voxel
origins once the player moves 160 close 1.8
mountainside or dips (0o steeply towards the

“ground, but pixaliation is nowhere near as
evident as might be expectad, and the bulldings
themsaives loak just like polygon models. So

>
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Eric Mottet is Infogrames’ vice president of production. Much of his time is
Lyon, Brussels, Manchester and California, ensuring that development e

- |

how have they managied it

‘The secret 10 this technigus s 10 Iind a8 way
10 texture-map the vertical sies of the voxels,’
explains Sausr. I other words, we can trest
them like polygons, but wanout the need Lo
construct the underlying geametry, which eats
up processor trme. The maps are Hult in 30
Studio and then transferred into voxel maths
and texiured on the fly, A voxel landscape s
routmely much {aster than a polygon lsndscape,
sspecially for e PC O course, there'sno nged
for a 3D actelprates f you're not chucking loads
of complise QBRI around

Hence, Both Np Respect 2nd Outcast willrin
quite respectably on a 100MHZ PC, without the
graphics cands that many developers are rélying
010 save their games rom thie frame rate hel
LOMMON tthe most ambitious PC projects
Qurcast lakes the 1echigues used in No
Respect a stage futther All the charactets in
this Sti-fl action aovenune ate tonstructed
USINg polygon modets, attached to a previously
creatat skeleton and snimated with Alias Power
Anfimator V7 On Silicon Graphics werkstitions
The stunfning:looking bullings are voxel-basaed,
with the odd polygon henz and there 1o the
tops of Grehways (voxels cannot Bend or have

‘holes’ in them) and for some of the more
ntricata structures (tables, chans, ). The
main character, unimaginatwely called Stan,
fooks extremialy real, thanks 10 Appeal’s bumg-
mapping textures which warp like skin when the
character moves, giving clothes an atthentic
{00k and the skins of the strange craatires an
impressive degree of realism, further enhanced
by an exacting set of Al routings known as the
"GAIA Enging’

The GAIA Engine Lses “agems”™ to deline the
Behaviour of the creatures within the game,”
explains Sauer. These agents, which are
atranged hierarchically, with the most important
being the "survival® agent and, of course, the
sense agents, such as “look at” or "listen”. Eath
reacts differamly 10 2 situation ang produces a
behaviour pattem based on the croumstances.
For examplg, et's say you're shooting at a
sojcier guard, He has his own Order 1o attack
you {the firsl agentd; combinedwilh his fear of
bemg shot (secand agent). This might produce a
Behaviour pattern that combines the two, such
asdaking cover before firing at you, It feels
meredibly natural *

And ‘natural’ s apparently how the
relationship between Infogramies and Ocean

feels. It may seem like an oad coupling, Butthe
companies are différent enough to provide each
cifer with new opportunities, which can only be
good for the ambitions of the parént tompany,
Infogrames Fntertainment. Suddenty, the
groundbreaking days of Alone in the Dark seem
frrelevant, The new Infogrames has the talent,
e technology and the muscie Lo be the player
Hat It always Knew It shiould be, and It 1S
stepping confidently into the lignt:
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Aricioy-and demanting marke!
| ko as 'mstBmedia’, and ey
weren't patticuy successit,
Hiwowet, thieto o a it of
‘dodelopmant falen £ At
PGS, W e direudy seen
the products thesy hone lisd un
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get together? A5
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were looking b enand, we met up with David Ward:
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| is making a break for it with its
games development
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eah, the police popped him a couple of times lor drink-driving and
he ended up losing his license: | used to drive him over here all the
time.* This is Tim, Edge’s tax| driver, a Boston-bred, baseball-
capped fellow whose waistling betrays an obvious fondness for
that most iconic of American dishes, the burger. In the best taxl-driving
tradition, he's regaling his passengers with one of many guess-who-|-had-in-
the-back-of-me-cab-the-other-day tales - in this case one Bill Gates, the
founder of a certain Seattle-based computer software colossus
Edge Is in Seattle because the place, and the west coast area of the US
that surrounds i, is home to a wealth of computer companies - hardware
manufacturers and software developers alike. Some are well-established, like
Gates' MicroSoft in Seattle and Nintendo's American HQ in Redmond,
Washington, while some are only beginning to make names for themselves
This latter group is of most interest to Edge, which Is visiting three fledgling
entertainment software companies durng a whistle-stop tour of the city among
whose lesser claims to fame is being the birthplace of grunge .

As Edge crosses a bridge, heading towards its firsl stop at Boss

Game Studios, Tim, in his self-appointed role as taxi driver-cum-tour operator,
Is beginning to get up a full head of steam.

‘We can only use this lane because I've got at least two passengers on
hoard - any less ant you have to use one of the athers. One guy, though, he
used to drive to wark every morning with two dummies propped up in his car,
heh heh. It didn't take the police long to rumble his plan...”

He sn't finished yet. ‘There used to be another bridge like this one just
down from here. It was like a floating one, like a pontoon sorta thing, and one
day some |erk left one of the doors open and all this water poured in and
obviously the whole thing just completely fuckin’ collapsed.’

boss game studi

qs.
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Hearing such examples of human fallibilities does not exactly inspire

-confidence when visiting foreign parts. It is with some trepidation, then, that
Edge finally steps out of the cab and approaches the building which is home to

Boss Game Studios, a development house formed as an independent venture
by Boss Film Studios, the special effects company whose CV includes work on
such celluloid notables as ‘Ghost Busters'. 'Die Hard' and 'Species’.
Fortunately, its inhabitants appear sound of mind by companson to some
of their more unhinged compatriots. Oddly, though, considering the company’s
American lineage, its four key personnel all hall from the UK vice president of
product development Colin Gordon previously worked as development
managet at Virgin In London, technical director Rob Povey worked for a
number of English development houses before leaving for the US: art director
Martin Sawkins once held a senior artist position at Sega Europe; while

‘music director Barry Leltch used 1o be senior musician at Ocean Manchester.

| guess It Is unusual,” admits Gordon,” bt they hired me first. so | wanted
1o work with peapie | knew, and could relate 1o, so it made sense. Does [t make
the company any different from other US developers? Yeah, we have to pay
mare for our lability Insurance, and when we go out drinking we know which
four will still be there when it's closing time!'

The company’s . .. Spider, has just been released by BMG
Interactive. While the game, a PlayStation platform affair similar in style to

“Crash Bandicoot and Pandemonium, isn't a groundbreaking piece of sottware

(though It does have its fair share of clever toluches and, of course, an original
Jead character), it's a fine first effort and paves the way for more ambitious
projects in the future.

The first of these is Top Gear Rally, a Nintendo 44 racing game which is the
follow-up to the absurdly addictive 18bit Top Gear series from Kemco. The
‘game Is set to offer six different tracks, mine cars (with the possibility of secret
maodels to be discoverad beyond that), three modes of play (Practice,
Toumament and Arcade), customisable vehicles (players will be able to change
paint colours, tyres and engine specs), and variable weather conditions

Edge s sitting in Boss's conference room as Rob Povey plugs in an early
version of Rally and begins 1o demonstrate the game's 30 engine. Selecting a
debugging mode, he uses the joypad to rotate and spin a car model onscreen,
demonstrating a remarkable specular lighting routine which gives incredibly
realistic-looking refiection effects upon its sleek lines. Now, he’s plugged in
another pad and brought a second car into the fray, switching on its headlights
1o bounce them off the other car's body. The resulls are like nothing seen by
Edge on the Né4 to date. Flipping into snowy weather mode, he proceeds to
drive around the track, showing off the headlights as they cut through the now-
foggy atmosphere, The effect is hugely impressive for & home system

Il Edge's research is up to scratch, driving titles are its readers’ most
favaured form of game. Sadly, Né4-owning Edge readers have so far had littie 59
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‘We've tried to be verv realistic about it but still keep it
make it play like a good game rather than a simulation’
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tw dniividonls Sizing up the futurn of cansnig

Just around the corner from Boss is

a less corporately structured outfit

whose console 3D endeavours are
currently flavour of the month ..
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M Exhumed published by Interactive, is a fi
3D shoot * :nlm(mww llﬂduglne.mcﬂfmls{ri:hl)“

building The adjacent room doubies as a pool hall and & music studio,
while beyond that is the gaming room, where a 50-odd-inch Toshiba
television serves as the output for a stack of gaming machines
Upstairs, in @ warehouse-like section of the building, there's.a
skateboard half-pipe and a collection of musical instruments used In

staff famming sessions during their free time. At lunchtimes they shoot

basketball in the car park Yes, this seems like a good place to work
To look upon Lobotomy as a bunch of guys only interested In having
a good time is-to totally miss the point, though. This Is the codeshop
which crafted Exhumed, one of the very few exceptional console-
based Doom-allkes in existence, and the game which granted the
company the honour of bringing Duke Nukem and Quake to the Saturn
The two men behind this unigue and formidable setup are co-

crafted Exhumed, one of the
econsole-based Doom-alikes
which has brought the team

founders Paul Lange and Brian Anderson, both of whom came from
Nintendo US headaquarters, Just down the road in Washington. Lange
admits that the conditions at Lobotomy are quite different than those
of NOA, but was this something he always pined for?

‘Kind of, but we really didn't know what it was like untll we created
It. AL Nintendo, you go to work, you do your eight-hour day, you go

‘home and you do something else Here, you live and breathe your job
.and you may not go home

Such dedication to their craft has seen the team bulld 3D engine
technology that ranks as the leader in console terms. ‘| don't see

-anything better as far as lirst-person games go," attests Anderson ‘I'm
‘talking more in terms of engine speed and art quality, plus there's a

slight difference in our game design that sets It apart from the typical
first-person shooter But definitely the technology that we've
developed in-house s, | think_ superior to other similar technologies
used In first-persan console games. We haven't seen anything that
runs as fast that uses as large-sized areas and environments.”

The Saturn conversions of Duke Nukem and Quake are cracking
along at a respectable pace Each uses a slightly modified version of

rn et I L

lighting effects. Shﬂ::”roulilumhdu

technical marvels with Saturn Exhumed's
employed in the Duke Nukem conversion
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outside of Sega’s own AM teams, and,

by Exhumed, the company design skills to match

the engine developed for Exhumed - Duke's to accommodate the wide
apen spaces evident in the game world, Quake’s to engineer the
. complexity of the architecture of Id's classic. But can Lobotomy's 3D
technology really hope to bring something as ambitious as Quake to
the Saturn successfully?

‘Well, yeah,' assures Lange. ‘Our engine works differently than the

PC Quake engine does. Ours |s tajlored to what the Saturn does best,
_and that respect it'll be most adequate '

On the evidence witnessed during Edge’s visit, such claims do not
seem over-ambitious, giving Saturn owners some first-rate thirdparty
software to look forward ta during the remainder of 1997

As Edge is led into the gaming room, six members of staff are

sitting around the gargantuan television playing Death Tanks, a Worms-

style multiplayer affair which appears as a hidden subgame In the US
release of Saturn Exhumed. With so many players taking part, the
game reveals itself to be a minor work of genius, and further proof that
this relatively small group of dedicated gameheads knows how to put
entertaining software together, whether it's full-on, multi-level 3D
shoot ‘em up extravaganzas or a graphically crude, 2D combat game.

The prevailing atmosphere within the gaming room soon reveals
itself to be of ‘enjoying work' rather than simply ‘going to work',

“The main attraction of Lobotomy,” reckons Lange,” 1s our unususl
way of doing business. We're a really tlose group. Even when therg's
20 of us, the people mesh well and talk to each other and we
have a comfortable environment Either people get a real job or
they come and work for Lobotomy. '
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yuhile its name might suggest
otherwise. Zombie is one of
Seattle’s liveliest up-and-coming
videogame software houses
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Zombie's Internet tank battle sim, Spearhead, is one of the most
complex yet devised, and can be played via a free Zombie server

has a half-hearted stab - not one has been as brave as Spec Ops

"ons is clearly eager to move away from the standard videogame
templates. ‘It's not going to be like a normal shooter where you take
hits and health is reduced. If you're shot. you're wounded. |f you get

tlo the same thing at any given time, which will make it even harder,
50 we're hoping people will get a lot of pleasure out of that'

These ambitious elements would amount to little without & decent
JD engine, of course, and Zombie has one in place in the form of its
‘Zenging’. "I would venture that it's superior to other technology In a
couple of aspects,’ says Lang. "Right now, one thing that's happening

t_i‘a_lllte'hlts' and your health is reduced. lf'you‘re' shot.

shot again, you're dead. it's goihg to be one of those games where you
work very, very hard to advance.”

As an idea on paper, this approach looks toth oniginal ana
intriguing. But isn't such a system going to be overtly restrictive in
terms of keeping the action cranked up and the game exciting?

‘) think it's a fine balance. We haven't got into play-balancing yet
but it's a valid point. The thing | feel confident about is that, because
we're using this strange attractor approath, the chardcters will never

ware Long, co-founder

15 3D APIs like Criterion's, Renderware's or Open GL from SGI are
accelegrated by these cards and now you no langer really have to write
your own 30 engine. But we wrote one to optimise a variety of
reasons. One reason was this database hex that allows you to have
lots of texture maps swapping in as you play the game. The other
reason was we're using some pretty sophisticated Al techniques.
something called potentjal fields or strange attractors which allow for
pretty complex behaviour from the non-player characters. And in the

3 character is a full
vmnwmhndn.m

maodel (above), while the
counterparts (right)
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game, you have six rangers and they flock and move appropriately with
you. 5o, if you run up to a door in a building, your ranger buddy, will
automatically run up, kick the door in and stand back with his weapon
- the animatign’s very fucking cool.’

Another true-to-life aspect of 5pec Ops is that every character in
the game i5s made up of palygons which are téxtured using
photographic data. ‘We used studio shoots where we went in.and
bought all the costumes and brought rangers In and shot them against
a blue screen from four perspectives,’ elaborates Long. 'It's like
making a dress, you cut those out and lay them on a 3D model. By
going for all photo texture sources, the environments feel Incredibly
real, especially when we put the character in there and finally add
good audio which, typically is that last thing that games companies
pay attention to, We've been out in the field four times with the ranger
battalions here in Port Lewis and captured audio.’

Spec Ops seems to have realism cracked in playability terms, too
‘If you're ganna Jump you're gonna jump over a low obstacle. You're a
real human being, you don't have any super powers. As lar as your
character's concerned, we had a long debate about whether you aim
Or do you just swing and fire and | said, "You're a fucking ranger, man
You're super-lethal. You hit what you aim at." And so, IF your start
running, your gun will automatically drop down. If you run out of
ammunition you'll automatically drop your clip and reload. You'll be
able to place C4 explosive charges, pull it out, set the fuse, you can
throw grenades, shoot all the weapons that we have.’

texture sources. the
incredibly real, esnecially
in there and add the audio’

nder

An ambitious project indeed, then, and one that'll certainly be
worth close examination when it appears towards the end of the year

’
Zombie’'s other big project at the moment |s another military-

themed title - Spearhead. an Internet-based tank battie simulation
game for the PC and Macintosh.

John Willlamson, producer of the game, seems {0 concut with
Spec Ops' design Ideals: ‘We're focusing on realism, realism, realism,
whenever possible. All the texture maps that we have are photo
texture maps, either from bulldings or real tanks. We went out into the
field and recorded tanks at a live fire, so as far as | know we're the
‘only people with real digitised sounds.’

-
i _‘.‘ -~ €

Models were filmed against blue-screen backdrops to create the
texture maps for every character in Spec Ops, be they enemy or allie

The game has been designed from the ground up to be a
multiplayer experience, a factor that is emphasised by a refreshing
approach: players will be able to play over the Internet by connecting
via a Zombie-based server for free. This aspect, along with its
Incredible comprehensivity, gives Spearhead the potential to be one
of the most popular multiplayer networked games in the future

Il the finished versions of the titles seen by Edge during its visit
demanstrate a level of content and coherence to match their obvious
ambition, Zombie will surely grow in stature, taking its raputation
that little bit closer to those of the more world-renowned
companies that share its West Coast America roots. E
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| ® PC/Mac CO-ROM £12

EDGE

A meeting point for media capitalising
on the digital entertainment revolution

ompuTer technalogy was supposed to kill off reading - "Wny will people
C Iparr to read, f they can point and click at pretty pictures?” poes the
. Luddite argument. This month's CD-ROMS are both based on works of
tarature, NoOwever, Droving mhat tnere can te a heaitiy intérpiay DEtween the
two media Edugalional issles aside, a great album from Daft Punk and-a E
puit of tube-shaped speakers lighten other comers of the medis Weirid)

|« Published by Fox Interactive

Romeo and Juliet

Hempts to modemise
Shakespeare can be horrific:
productions of "Macheth' with

actors dressed as gangsters or scifi
characters must haunt every Drama
student’'s memories. Diractor Baz
Lubrmann, howsver, has used the cogl,
recognisable scenario (Venice beach,
CA) to reach a young audience and to
accentuate the thames of sex and
youth. The hard would have approved.

The CD-ROM compeinion to the fim,
which successfully mimics the movia's
obsessions with style and youth cliture,
works as well, First off, the presentation
is beautiful, using classical mages as
jcors and featuring dozens of piclures
and clips from the film throughout. The
Irterface Is interesting, too, allowing the
user to view pictures from each scene In
thronological order, and 1o chick on
important hotspots (lead charagters,
iterns, ete) for more Infarmation. it's alse
possitie to go on to view {rather brief)
background detalls on the social
structure, moral values and gender roles
In the film's ‘Verona® beach setting:

What extends this prodict beyond
soUveNir status, tholugn, Is its inclusion
ot both the original téxt and the screen
piay, Users can thils compers the two,
discovering what has been cut sut and
what has bean altered to make the text
fit with Luhrmann's visign, A great idea

Al iry all, this CD-ROM s 2 clever,
well-produced companion (o a stunning
film. While it could have revealed more
about the movie (Set/costiime designs;
nterviews, etc) it does shed Iight on the
piay's themes and kay symibols. This
isn't just tor A-level students, it's for
anyona who wants 1o understand the
movie on a higher level

* Dut now

« Published by MacMillan Interactrve « PC/Mac CD-ROM £40 |

« Developed by MultiMedia Corparation « Release: April 30
Sophie’s World

A tinaway bestseller which appearred from nowhere, written by an

unknown Norwegian (lostein Gaarder). Frankly, t grove most to despan” an
idint's gl to phijosophy dressad up in Lrtspeakably clichad novelistic undetwear, it
may be guod airport bockshiy fodder, but why was e press so kind to 17

Hizarraly, the CD-ROM version, published by Machillan - winch, by the way, has
an exceilent track record when it Comes to quitky book adaptations - is rather good.
If youl |k that sort of thing. 16 gaby to see witty [t works so well; the lingar CO-ROM
bluepnnt-torces sbandonment of the-book's faltenng prose styfes, and therefare
convenigntly eliminales the weakest aspect of ‘Sophie's wWorid

Sa; instead of & lama Wit gives you the impression that the wiiter |s
mammmsm@ngmrrm WO DIDCASSO, you geta CO-ROM with a tried-
and-festad point-and-click intsrface: Thrdugh fis Interface you must progress by
sulving Some rather Lnusual lateraltinking pliz2ies; a featire which allows this
product o-work vary effectively (and nat at &lf patronisingly)as a philosophy primer

Here, he malarkey used to develop the plot in the hoak - protagonist Sophie
Amundsen's racent of mystefions philasophical letters— has been subtly-altered so
that you receive the same lettars, but a5 # they wers e-malls, Acting on thess, you
progress siowly but surely through a number of different scenarios accessed by
SOMINE puzzies, ieaming about philosSopny Bong the way.

The CD-ROM also has a very imptessive tme-line saction containing & potted [
philcsaphical history, and you can trawl through this «f yddon't fancy the point-and-
click swiff. Apart from anything else, this makes Sophie's World, to Edge’s
knowledge, the only philosophy reference CO-ROM on the market

Don't expect action-packed scenes or, indeed, army fofm of gameplay which does
anything but grind along at a snail's pace. But, if you are fascinatad by philosophy
you'llfind Sopfie’s World an interesting purchase. The CO-ROM, nat the book, mind,

he book ‘Sephie's werld was somaetiing of a ane-off n the publishing world:

Iean -Paul .ﬁl‘lm“_

France, and beckme &

contributor to Parisian culture, As
well i publishing readable and
popular philosophcal works Sartre
weans shvo & successtul playweright,
wavelist, pol snmentator and
literary critic
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‘Convergence’ remole control

2000AD

84 'S a i=lephane —but it's a telephone

with a diffarence, Bullt 10 o the basa s an

infrared motion detector which guards your
homii while you're aut. When the phone wenses
mavesment, | 5 3 moftet Hor authotset users to
TUMMZE BroUng in e pockets for g 1

D

of your cholce: friends, famity,
0o When the TAD000 connects with
omwone, et person can ask the 'intruder’ who they
afe vig the speakérphane - if it's not a false alarm,
ey can call the police directly.

AcCesenties for the TAZDOO inciuce agditanal
remote 1R motion detectors, a smoke detécor and
doar/window contacts. it yod haven't been Bigken n
i, YOU &2 call your mum on it, 160

e
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SoundTube speakers
C Yo lve In 3 standard
suffer badly i placed

not-against a wisll). These weirt finte-ar
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* TelAlert. Inc * Available now (US)
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Homework
Dafr Punk

Dape On Plastic 4

Blow Your Headphones

The Herbaliser

Cold Krush Curs

The Marming Alter

Various

What Goes Round

. Vanous

Various artists

D) Krush v Coldout/Food

Narya Tunes

Hirga Tunes

¥

he fact tnat tese prolific Frencn DUs

have managed to fit tme into thest
schedule to make an aitum at all was
surprismg. That e aloum should be ihis good
i5 @ near miracle. Merging hard teching
elements with 70s disto sensibiiies and
plemy of kisch funk postunng. the Gaic
twosome howe Creatisd an aciactic work of
puzzing adciveness. The recent single 'Da
Funk’ is.an etfectve adven for what (o expect
thudding basdines, chuging keyboards, weird
tunes. Vive i ditfarence.

nstal-hasad D) lohn Stapleton’s fourth
E setlection of g beats shows rerewed
X of hig-hop loops and funky niffs
Ty record for
types fihough the chart crowd

& i

creste the inag) g2

BhOY's Remember Me' and DI
ULt M Clgar My Throat'). Sustaining
tt positive vit2 rom Canmy Saber’s apening
cut right through to Raw Deal's closer s nol
mean feat, but ‘Dope 4' does |Lwitn eaze,
priving that breskbeat-Dased musi & more
vibrani than ever.

T he tite of the Herbalisar's naw alburm,
‘Blow Your Headphones' spoaks true.
Hip-top, |7, scratch and vocals (the Latter
fermale arust, What Whatl, biena to create
Haricore” and
‘Ginger umps the Fence” Plenty of samples
Dreakbeat and rag aiso flow throughout with
Fatuan and Big Ted who provide
Iyrics to the: awesome "Saturday Night'
This aibim &5 filled with anthusiasm and
ERpEATICELDN, rOWAng the IStentT With 3
host of classic tunes: Great value

izt fracks ke Hiring o

Moy the sucoess of Journeys by 04

Coideut have now Merge forces with
fedionw Minjas D) Food and D) nugh to offioad
hég-auUSity souncs tough an st ve West
piay-off. Tracks from the London Funk Alistars
Cluriie's Ba THo S and [ Vaoim [Heads S48
AR Readly) stand oot on the first UsC. while
Luse ViDert's Gat Your Head Down' ang
Coito o'y Tk Ligves provds the secong
W eaity cool, et sountis. Quaslity tunes
el vast combnations of mythins ana styles
cesmant = form & very fine compdation

ssipned t SO0the th sivege beast after

@ ngnt of weanng your feet sown to
fhem sniies on & dancofioor, The Moming After’
Containg 3 SUIpHSIng amount of astanishingly
chulied! dram ' Dass from the likes of justice &
Blame, T-Power and) SUbLTOmE, Whikch malt mio
legenciay downEmpo efions irom, among
s, Phote and Fisid. Although tmay geta
azzy for some 1astes wards me end, this
T even tha most axtreme state of wired
parantid o a contentad chill.

it

welll 1

E s-Crrum Clubsber Charlie Hall's srmall but
perfectly formea st sets out (ks sail
with 3 superts compilabon, taking in everything
from upbesat four-to-te-aor techng & chunky
trig-hop, without bypassing dub-rance of the
Chicag 1 Sehoot s0und. Buy this just 1o fing
out what Akl Shesiby's naugnty Tve Got a
BBO For You' stands for. Or, for that matier, the
TEal, Brown-up techng cuts from Multiples,
Phreax and D) Shutflemaster, Froper, quality
gance music for these in the know

* Daniel Ichbish and
Susan L Knepper
* Prima publishing

o£l2

« ISBN 1-55958-225-1 |

The Making of

rak sy
‘ | |

GANIEL HOBIAN e

L

Inside Electronic Game Design

hie electronic games industry will hold the
dream career for many Edge readers. How

many times have you played a game, and
thaught you could do better? The lack of formal
training in this field shouldn't dampen anyone's
ambition to becoma a games designer. As the Comics
industry is essentially fan run, so the games industry
s populated with gamepilayers who have tured thelr
pbsessions INto careers,

How you go about getting that job as a game
designer is distilled into the five chapters of this book.
From an excellent potted history of the viteogame
industry to a brief look at an actual game design
proposal, you'll find a wealth of insider information

Riased towards the American sxperience, of
course, you may feel that this doesn’t apply to the UK
market. Nothing could be further from the truth. The
US market-specific slements are perhaps of less
interest, but part two on game theory Is an essertial
rgad no matter wiich continent you live on. Packed
with practical advice, any budding games designers
would do well to get hold of a copy

InS1dE*
eLECTIOoNiC,

A
¥

“GawMme d

aRnlk
KAtZ

Yates

The Making of Microsoft
his English translation of a French titie is at
T first glance just another rehash of the well-

worn Microsoft story. However, as many

Books n this subject glass over the early years in
their rush to talk about the release of Windows 3.0 -
forgstting that thess years are fascinating in
themsalves - ichbiah and Kneppet put those
beginnings under the micrascope

For a change, the minutiae packad into this titie
makes it an ideal read il you need detalled
infarmation on the genesis of this company, from
Gates' and Allen’s early years playing with & PDP-10
at school, to their alliance with IBM, The detall makes
this book stand out

Originally published in 1993, this transiation
stands the test of time and is one of the best books of
1S type. It's & 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 efsewhere to
complete the story. You could of course just read the
second half of Gringely's book,




_ testscreen

Ine April 1997

EDGE magaz

Porsche Challenge

time I 49:6

Thanks to the use of over 500
visually impressive, realistic-

ns per car and some effective - but not faultless -

lighting routines, Porsche Challenge is one of the most
ng racing games yet seen on the PlayStation. The cars maintain a near true-to-life look throughout the game

choice is limited to one car,
it is one rather glorious example

ony Computer Entertainment Europe made a
B 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
take the Boxster into the hearts and minds of
videogamers the world over. Good choice.
Unsurprisingly, Car companies are ng
twitchy about just how their multi-million-p
projects are portrayed, and what should be Porsche
Challenge’s strongest point seems, at first, to be its
Achilies heel Along with full blueprints, technica
Specs and the opportunity to Grive the real thing, tne
programmers seem to have recelved plenty of
concrete restri The game therefore falis neatly
into the sim section of the racing genre, and is
probably too sluggish to really satisfy committed fans
of arcade-style examples. While Namco is free to offer
@ 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 constraine faint variations on the
one car theme, builds In subtie ¢
fairly transiucent character smokescr
choosing between different cars, you choose drivers
These are a self-cons. nip bunch of hackers,
models, architect Ike, and even come
complete with different levels of indifference, love ¢
hate between each other. And, 'h'irllr\' to the Boxster
iD ttempt to

)i nuances and a

gen - instead of

r

wedge some I'"--er variation in with a spot ._‘I'
superfluous matior-capture, giving each driver a range
of signature moves. More pertinently, they all have
their own driving styles. From unpredictable Italiar
Marco (a mechanic) to L.f.ms...,tfar itly 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
Taka-bo seeming to have been lumbered with a
frightening amount of oversteer, for example

Because of the evenly balanced cars, shunts like this are frequent but all too brief affairs (left). Though verges slow your car down in the

traditional punishing manner, the effect isn't as severe as in some games (centre). Trackside

ils are sober but impressively realistic (right)




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 althougn this may be
offputting to the casual player, committed racers wil
soon become familiar with the more twitchy aspects of
handling. Heavy cornering means that not onty 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
skidding, and you'll have to get to grips with some
sideways motion and punchy throttle use to get

o o

From top: flying cones, the racing game genre’s

greatest cliché; the Japan course res
mlslud_lng corners; ignore these roadside signs

testscreen _

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 iess than inspiring, they open up into longer
versions of themselves as games progress and, better
still, become “interactive’. Each circuit contains many
shortcuts which, onany given lap, may or 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 perfarms 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
manoeuvras 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 Take-bo, in the red car, suffers from
the engine means that you'll actually feel as though more than a touch of oversteer (top).
you're driving on the edge, experimenting with The alpine level hump jump (above)

different racing lines, drifts and verge-cutting detours
If the rollercoaster courses and binary quick-draw

nandling of Namco's games leave you cold, try SCEE's

take on the genre; its subtle control nuances E

and challenging depth work excellently
Edge rating:
Eight out of ten

On any of the game’s innovative ‘interactive’ courses, barriers such as these may appear on
one lap only to disappear the next. The player must look out for any potential short cuts

Format: PlayStation

Publisher. SCEE

Developer: Inhouse

Price: £40

Release: Out now

<
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FIFA 64

The imposing stadiums lend FIFA 64 a big match
atmosphere that, , the game fails to rise to

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

refurbishment on the PlayStation still
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.

P W . P AT T TR et . Although, it has to be said, previous FIFAS, stretching
. all the way back to the original isometric-3D Mega
- o Drive game, have never been world beaters. And the

fact that only Gremlin's Actua 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 &4 something that J-League
cannot match

However, this only makes the end result all the
more disappointing. It's not that FIFA &4 is any worse
than its 32bit predecessor, but considering the
unmatched and already proven potential of the Né4 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
Overhead kicks, volleys and other m“ﬂ.m moves are available in FIFA but the player positions for perusal. FIFA's options are
overburdened control system means that luck can play as much of a part as design 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 graphics and array of camera
may look

angles
cing, but ultimately it's the on-pitch
onl!utwlnt's'.mmrdom‘thﬂﬂsm

own team to how you see fit before taking to the pitch
Shamefully, it's on the pitch where FiFA é4 s
lacking. The new features run to double figures but are
largely cosmetic. Most radical |s 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 pointiess.
There's the ‘N&4 Cam', which s 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 |5 scored
But the real problem with FIFA &4 1S 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'll 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 playar'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 glides 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 Néd's ability to generate
cleaner-looking polygons, each player has been
smoaothed 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 "Ball Cam’, solves this problem
somewnhat 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 PiayStation version.

Playing FIFA 64 is something of an anti-climax,
then. In development, this sounded like an excellent
addition to the Né4's growing CV but, In practice, it's
often disappointing. Whereas J-League Perfect Striker
gave each |oypad button a use, FiFA é4 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
50 100 IS providing the player with an intuitive and
creative set of cantrols, Crucially, FIFA &4 fails to
reconcile these two key factors.

Né&4 football fans are advised to walt for the June
release of Konami's intemational Superstar Soccer &4
- the European version of /-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 44 and
you're likely to end up ruing a hasty decision.

Edge rating:

Five out of ten

Testscre L

FIFA 64's more cosmetic camera
options m} are next to useless
ingame, but some, like the ‘Ball
Cam’ (above), certainly enhance
the action replays somewhat

Publisher

Electronic Arts

Format: Nintendo 64
Developer. Inhouse

Price: £60 ]

Release: Out now
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All of the adversaries, aided by their lvaal make-up, attempt to terrorise the player (left). Unfortunately, they rarely manage to shock in
proper gameplay terms. An anrmlv:?p d-plated Iurllalll pops up in of the game’'s many corridors (right), begging to be downed by gunfire

gine could do a lot worse than ook at how
attempt, Quake, works. Tenka would certainly

itted from &

{ tné 00a multi-iaye

Ce as Immersive and 05[ casthe relatively opes ras

es-first Doom. Tenka is 8 case Ir and attacks
The game boasts polygon-generat
with smooth ture maps. It ¢ flaunts

e lighting effe

exposed oblivio:
from above are alw
Tenka is also unusually linear, with very little of the

amples of the genre

ex

~mritrry] §

One of the game’s strongest points
is its effective use of texture maps
and ingenious lighting effects

a

Edge rating:

That same golden child receiving the correct punishment (left). Tenka’s main areas of open combat are simplistic, square rooms (centre).
Despite H.ssgllings. there’s no getting away from Tenka's speed and impressive graphical use of three dimensions. Or, in fact, this brute (right)

m
o

| at PlayStation . Psygnosis
Developer: Inhouse Price: £45 Release: Out now




CPU players crash convincingly, but fallen riders
‘wlll bultonmrhllins‘:’undl.

testscr

Manx 11

TiME

CU* kS ’'&Q

t seems that, more often than not,
motorcycie 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, repiace the
car graphics with bikes, replace the controls and
generally make things lean about a lot more. At ieast,
that's what Manx TT feels like
There's no arguing with the pedigree of Sega's
previous racers, of course, but Manx TT is something
of an oadity. The arcade original was a showy beast
but more of 2 novelty than a necessity. The Saturn
conversion is the same, only maore so
Manx TT offers two circuits, the Laxey and the TT,
bath of which reappear mirrored and reversed once
the basic game is mastered. Laxey is the staner track,
@ swooping series of wide benas with a finish along a
coastal road. TT Is more in the classic Image of 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 twitchy, oversensitive controls do

The scenery in the game
provides the usual selection
of driving game com .
including a tunnel (above).
The first-person view lﬁg‘al)

ravides the most realistic-
Llllll racing experience,
although standard controls
spoil proceedings somewhat

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, meraly salvaging it
It remains a second-row racer and can be enjoyed, if
only as above-average sustenance during the E
wait before the next supercar comes along

Edge rating:

Seven out of ten

cal console compromise,
screen mode
sees detail cut down in the
distance, occasionally making it
difficult to prepare for corners

Saturn

Publisher: Sega

"\ Format
Developer: Tantalus

Price: £45 |

Release: Out now
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ieces (above) intersperse the
action, lending a filmic air

And that's

not all._. Do

you think our

metabolisms will ever be
the same after this

boiling?

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 in on other conversations (left)

science-fiction epic boasting a realtime 3D

environment, complex personality modelling

advanced senten sed communication
and a multi-faceted script. On paper, Sentient has all
the appeal of a next-generation console title. And
e sensations invoked by the game rec
adventures more than anything. This Is SI'ﬂ"'
est attempt to do something new with the graphic
ture format.

w

environr t of a sp

of a far flung star, wh

Iy re, and the
beginning to have an e on the
of the station. Naturally, it falls to the

of the ultimate truth
The two methods of progress are communication

and object manipulation. The latter reinforces the idea

tf

this is simply a well dressed adventure game, the

Initial stages setting the style, as the player is charged
with ing a lost radiation report and handing it over
to the right person. It's the interaction with — and

independent actions of - the ather characters on
which Sentient really hinges, however, Some deft
character modelling techniques have been used

ensuring that the ertagDr ists all g'u about ner

regular bus
important issues with e
he correct mé

cn lﬂl‘-"lc-l, and respon
ner. There are obvious flaws

0 unravel numerous subplots and conspiracies

viour and responses, but the overall effect is
Impressive
riy, the eff

t Invested In bringing
ation to life has paid dividends. Exploring the
5 '||Ja[‘.l%nt4 of the station Is a major
m’kvru:kung In itself, a task made easier by the
graphical diversity of m[.'r:r—:n'-_ locations and the ability
o ins from other characters

multiple menu e to ask
questions about s and topics, as
well as make statements, :hr W emaotions, give
But attempting to navigate these
menus using the Play 1's controller prov
pain. ous why such ambitic
communication rﬁpth ds haven't been :.errurerI ina
console title before — it simply Isn't practic

Then there are the lengthy pe
up and down the station’s corridors in
character who continually moves from one locatior
another, only to find them and discover that they don't
55 the Information or item needed anyway. The
e starts to resemble a wild goose chase with
clever personality modelling rather than a cohesive,
tightly paced cinematic experience

S it IS a unigue and innavative experience, but

s flaws serve to lllustrate the fact that interesting

doesn't always equal enjoyable. A thriller that E
isn't particularly thrilling is the unfortunate result

Edge rating:

| makes it pe

cor

=

oa

Six out of ten

. PlayStation

Publisher: Psygnosis

Orm
Developer: Inhouse Price

£40 Release: Out now
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comanche 3

Novalogic's new Voxel Space 2 rendering system can effortlessly create rolling hills, deep Edge rating:
valleys and transparent water. The technology can, however, take a toll on PC performance

ot on the texture-mapped m-e-s of its
impressive jet simulation, F-22 Lightning I,
NovalLogic's new chopper garr{- Comanche 3
marks the second outing for the company's Voxe!
Space 2 terrain rendering system. While the original
Voxel 3D engine fractal technology, used in Comanche
Maximum Overkill and the tank sim Armoured Fist, was
blocky, Indistinct and downright ugly, VS2 is smoother,
clearer and twice as fast. Flayable in SVGA graphics
modes up to 800x600 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 detall is excellent — gorgecusly texture-
mapped hilis and valleys disappear into a fog-hazed
distance, snow-capped mountains are edged by dense
tree-lines, while translucent smoke clouds billow into a
lens-flared sky. It's the attention to ground detall that's
50 striking, though, the V52 engine defining small
features such as tents and wooden watchtowers, as
well a5 a wide array of hot military targets like Hind
gunships, SCUD missile launchers and T7-80 tanks
With over 30 challenging missions, split into four
different campaigns, plus multiplayer options that
enable flyers to indulge in twoplayer cooperative
missions, as well as free-for-all network warfare with
up to eight players, Comanche 3 has gamepiay in
spades. It's not just its looks that have undergone a
makeover either: while the original game was an
arcade fly-and-fight spectacular, Comanche 3 embraces
the hardcore simulation ethic with unbridied enthusiasm
It's now impossibie to adopt carefree tactics,
hurtling fearlessly over the undulating terrain llke a
modern-day Airwolf - that was the old Camanche
While the helicopter in Comanche 3 is easy to fly and
realistically modelled, an understanding of modern
helicopter tactics Is more useful than quick refiexes.
Like most modern aerial warfare, the most successful
strategy Is to avold 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 recreation of
modern chopper combat. Fortunately, aerial no-hopers
can use the interactive training missions, which teach
beginners the basics of navigation, terrain-masking, and
air-ta-ground and air-to-air interdiction
If there's a criticism, it's that all this lush
extravagance and attention to detail exacts a hefty
price. Even running the game in the standard 640x480
SVIGA mode demands a lot of a Pentium PC, so much
50 that potential buyers should be looking 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 graphigally
superior to DI's Apache and Hind sims, and easilyon a
par with EA's definitive Longbow effort - although it
lacks the depth
Ultimately, Comanche 3 strikes just the right

balance between seat-of-the-pants fiying and E
the heavywelight demands of simulated realism

Seven out of ten

PC

Publisher: NovalLogic

Format
Developer

Inhouse

Price. £45 | Release’ Out now
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Kick Off 97

In addition to all the in-vogue 3D views (often pretty
but totally unplayable), Kick Off 97 has a fluid
overhead 2D ...o'J. (above) for Sensible Soccer purists
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Edge rating:

tball strips. In terms of options, Kick Seven out of ten
Fast 3D action without crippling
Format. PC Publisher Maxis your PC: Kick Off 97 elsllf matches
Developer: Anco Price. £40 | Release. Out now e o e i
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There’s no denying the impressive nature of
graphical effects employed, but Excalibur's
shallow approach to its quest spoils the party

ver since Infogrames kickstarted the genre

with Alone 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 2D plane. The chambers Inok
wonderful, the PlayStation's |ighting effects bestowing
coloured glows which are perfectly transferred to
objects and characters as they pass by. The ch
camera, from smooth tracking Tomb Raider style to
panning and swooping (though far from playable)
remate 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 level's occupants also falls to

generate the excitement it should. Three sword swipes
and a blocking move are available (plus some combo
maves, 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
avolded 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 n turn, passing the

combat Al routine between them as each one expires

s RPG

P»—rnj,_.r\'t'r— CAMEe’s g

ect falling
ion of a
static character
t, you later find that obj
return, hand over your booty and are rewarded w
another object required by another character uﬁer
five or six such Interactions you'll earn the key to the
exit and you're off again

Excaltbur's premise held much potential, but the
finished game falls to fulfill it, | g something
whose uncomfortably restrictive limits tarmish
it an presentation and fine atmosphere

Edge rating:

Six out of ten

These text messages are also delivered in audio
format, having been recorded by voice actors

Publisher

Telstar Electronic Studios

. Format: PlayStation
Developer: Tempest

Price: £45

The combat system itself is fairly
enjoyable, but the enemy Al

routines are rather

ctable
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hile Theme Haspital 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, tollets, or one of the
comical treatment rooms, It's the latter element which
15 played to the hilt, with ailments such as invisibility,
heaped piles and hairyitis having to be diagnosed and
treated accordingly

The isometric viewpoint, a keen compromise
between clean functionality and cartoon stylings,
warks 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 similarly
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

is amassed, new sections can be built,
such as hair-restoration 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 technically admirable E
Is a8 genuine achievement

Edge rating:

and ailments versus limited resources that makes Eight out of ten
pete
play, while solo take on Format. PC Publisher. Bullfrog/Electronic Arts
CPU-controlled hospitals
P74l Developer_Bullfrog Price. £40 [ Release. Out now

»



Sa u’'s backdrops are disappointing, their
static, digitised nature lacking even a s ﬂ:
layer of parallax, let alone simple spot

sangoku Musou

‘ Sangoku. Ea

| testscreen _

The Three Kingdoms era of Chinese history so relished by Koei has also lent its flavour to
of the characters wears traditional costume and wields credible weaponry

oel’s first 3D fighting game 1S 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 Iintegrity, with some acrobatic jump-in
attacks that carry better weighting 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 result in a
flurry of strikes trailing that now-familiar weapon glow
All too often they seem to obey Deuce's Law of
Inverse Vocal Power, the more impressive your attack
soundswhen called out, the less likely it Is to hit, or to

do significant damage when it does

Ultimately, Sangoku’ s its limited
scope. Like Soul Edge and its proliferating clones - and
quite unlike SFil, in any incarnation, or even Tekken 2 -
there’'s not enough room to develop your own
sequenceas and move combinations outside of its
presat combos. That's not to say Sangoku isn't
capable of delivering an anjoyable twoplayer
experience, but the pleasure Is ephemeral

Big-name investment In the lucrative field of 3D
fighting games has delivered some truly splendid
cutting-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 im £ a considerably better
game, Sangoku practically relegates itseif to average
status and is thus unlikely to find prominence E

dmong so many rivals.
Six out of ten

Edge rating:

Publisher

Koei

Format: PlayStation
Developer: Omega Force

Price: ¥5,800 (£30) |

Release: Out now (Japan)

The viewpoint breaks
away from a sloll:-liyu:. ;edl;pec;ve
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FI's outstanding graphics
put its 32bit consoles
counterparts to shame.
The exhaust-stained tracks
and packed grandstands
(left) are matched by the
sweeping background
landscapes (below) which
ﬂ:e the game a real-world
| that other racers lack.

ey I

THIS LAP

| BERGER 28 THIS _LAP
FER { 206

& TAG HEUER Official Timing

e lays n F1 was, of course, a best-seller on
|§ the machine. But Sony's format is one where
,__-Ji'! the ; -exjsten
he PC, conver already |
n the form of Geoff Crammond’s
; ame with an uphill clim
Pr .an ignore the

equipment (E130 for a PS, at least £1,200
for the required PC and 3D{x card - Diamond's

- nended), F1 3Dfx |s, visuall
st, utterly incredible, Apart fror
, Instant
th Vide

Re

nothing

SIYING race

or as satisfying

5 15 anxious to
e. Instead, F7 1S a mare
ate game, but one with more than a fair nod
tups and realistic collision dynamics

(A DirectX version s due next month, incidentally.) E

Edge rating:

Eight ten

Format. PC 3D#X (also PlayStation)

I PSygnosis Developer. Bizarre Creations

2 0ut now

5 -
&l Price: £40 Re

BY THE TIME YOU
FINISE READING THIS,
ANOTRER TOROSAURUS

WILL RAVE BEEN
SENSELESSLY
SLAUGKTERED.

Men armed with 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 youna.
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 reality. The

time for positive action is now.

SAVE ThE
DINOSAUR

FROM THE DEADLY ARSENAL OF TUROK
DINOSAUR HUKTER ON NINTENDD 64

VEARNING
TUROK DINOSAUR HUNTER IS UNLEASHED

Alaim

NOV ON THE Nb&

i NINTENDOS?
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Testscreen round-up

Playstation

= __BMG Interactive
____Out now
£45

first-person 3D shoat *

m confidently flaunts its Do 5
the word go. Here, though, that's not such a bad thing,

Egyptian mythology figures heawily in the plot as
your task irvolves rescuing a kidnapped Pharoah
mumny, visiting a plethora of outdoor and indoor
locations in the process. The game's 30 engine runs
at a glorously smooth pace and the visuals in general
are excellent, being far more varied than PlayStation
nvals Doom and Alier Trifogy, with authentic tiling
effects and hieroglyphic doodles.
y tough, too, with some levels taking
up to an hour to complete, and there are a fair
amount of puzzies involved (sandals must be
collected in orger to hop hegh
breathe undenwates, for example). Exhumed s

and a mask o

essentially but another 3D shooter, albeit one E
which has had care lavished upon it in heaps

Edge rating

Eight

of ten

Pod PC 3D
_Ubisoft
_Dut now

£45

biSoft's futuristic racing game, specifically
m designed with MMX in mind, certainly gives

some indication of the technology’s power, Sadly, it

does precious little else

The wastelands and post-industnal cityscapes that
make up Pod’s circuits are impressive on the surface,
maoving smoathly and very quickly, but in design
terms they are uninspiring — often uncomfortably
angular, with large, slab-sided walls and canyons with
a single texture slapped on them. The vehicles fare
little better, thewr designs looking mare like "70's
visions of futuristic cars than what is expected today

The racing itself is similarly disappointing
handling is flat, and it rarely feals as though you're
fighting for grip and wrestling to maintain control of a
car, merely pointing a chunky model around a fast
moving landscape. A fascinating demao of 3Dk E
power, then, but too shallow to recommend.

Edge rating

PlayStation
SCEE

PC PowervR

Ultimate Race AL
___Bundied with PowerVR

_ Out now
£35

otal NBA '96 was the first PlayStation game to
. come out of Sony's London office, and it
remains a benchmark simulation, combiming fabulous
wisuals with honest sporting endeavour. In shon, it
was a game that ‘worked', something that took the
genre to greater heights.

This sequel smooths out the edges of its
predecessor and includes revamped graphics and
all-new motion-captured amimation (courtesy of NBA
pro Latrell Sprewell), Player movement 15 incredibly
slick, while the photorealistic faces that now adom the
players add even more to the atmosphere

Although Sony is keen 1o point out that Total NBA
'97 Is a new game, anyone who's played the onginal
will find a comforting familiarity with the sequel. It stil
plays a beautiful game of basketball, only it looks
much better, Total NBA '67 s, therefore, an E

Edge rating

Out now
___ E35

5 a technical demonstration of the PowerVR
m chipset, Ultimate Roce could well be the retort
PC owners have been waiting for to silence their
console-owning peers. Due to the nature of the
chipset, only owners of P200 MMX machines will be
able o get the most out of it, but then you do get
sumpluous 16bit colour running in a resolution of
BOOxG00 and at a healthy 25-30fps. Where 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 coin-op
standards in design terms. Ulimate Roce 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 vaned) track means it woulld be
unfair to as

s this as it anything other than a E
glamorous and highly playable dema

Edge rating

absolutely essential sports sim.
Nine out of ten

Mass Destruction Saturn Grid Run __ Saturn
Publisher o sega Tk Iy DL
Release_ = — . Out now 3 Out now
Pric £40 £40

ith transparencies and other such effects
m currently de ngueur for console games, some
wold think it inevitable that Sega would seek to
acquire nghts to BMGC's explosion-packed shoot ‘'em
up. However, while Mass Destruction shows that the
Satum’s oft-maligned technology is capable of better
than conversions such as Relooded may suggest, it
still subscribes to the style-over-content cause.

That players can destroy aimost every standing
structure with an imprassive armay of weaponry is
initially pleasing, but the appeal of using a flame-
thrower to torch a building soon begins to wane and
it's during this period of play that the game’s shallow
structure and poor opposition Al become apparent.
Twenty-four levels, each with simple objectives and
invanably banal encounters with opposing forces are
what Sega got for its pound of flesh. Satum E

Edge rating

Five out of ten

rid Run forms part of the growing action game
m genre which involves collecting flags and
outwitting your opponent. Set in the outer reaches of
space, the player has been tricked into a cosmic
game of tag against a vanety of opponents ranging
from cumbersome androids to the maore fiendish
cyber dinosaurs.

Employing Mode 7-style backdrops mixed with
the Satum’s effective sprite-handling, Grid Run is
graphically impressive, fast and offers some deverly
designed maze environments.

Although fine as a oneplayer game, it's against a
fnend that Grid Run excels as both parties race to
collect flags and avoid being tagged ‘it’. There are
plenty of power-ups to collect as you aim to slow
yout opponent down and reach the finishing line and,
although nat a technical marvel, Grid Run E

Edge rating

owners will expect a lot more
Six out of ten

remains an entertaining title nonetheless
t of tén

Seven
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The CGI aspect of videogaming is pgrhaPs its most diverse, its components
ranging from futuristic technology to Tantastical lifeforms. This month Edge
looks at a wide range of images which fall squarely within the latter category

Odd World: Abe’s
Oddysee is an innovative
take on the platform
genre, emphasising the
individual personalities
of the game's inhabitants
as a key element of the
action. As Lorne Lanning,
director of developer Odd
World Inhabitants, points
out, ‘Our drive is to
create unique lifeforms
that look, play and
behave like living beings.
Achieving this means
massive manipulation of
graphics technology as it
always wants to be stiff
and lifeless.’

This emphasis on
realism is something the
artists obviously took on
board when designing
these images. Both Abe
and his monstrous
accomplice (left) are
intricately drawn, with a
strong emphasis on
muscle tone, while the
landscapes (below) are
full of organic detail

Vg 1 |+ Christopher Chevarou
Scott Easley (e wnema

Jane Mullaney Eric Antanavich
_pe Cathy Johnson | dgi ot
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gallery

Gametek's futuristic military simulation, Dark Colony, is set
on a distant planet and pits human forces against the
extremely weird indigenous lifeforms (known as ‘Greys’).
Atril (left) was modelled by Ray Larabie with Metaball
Modeller in 3D Studio 4 to give it an organic look. The
textures were roughed out in Meshpaint and rendered in
Photoshop. Greg Bick then built the scene in 3DS Max and
rendered Atril with volumetric lighting.

With the Sydemon (below), Larabie made the body with
Metaball Modeller in 3D Studio 4, and the blades, horns and
teeth in 3DS Max ('Crash, reload, wait, crash, reload...’).
Each tooth, horn and blade has its own separate bump and
texture map. According to Larabie, ‘the Grey units are meant
to be disgusting. The artillery fires a pus-ball from its butt,
the air unit drops exploding foetuses, the mine is a fat
octopus. It's meant to make people sick.’ It works

Completing a trilogy of PlayStation beat
‘em ups for Namco, Soul Blade looks set to
outshine even it illustrious predecessors -
the two Tekken games that it appears to
borrow heavily from. The game's story
mode, based around the quest for the
titular Soul Blade, boasts some opulent
hi-res rendering showcasing Namco's
excellent character design. Above,
samurai warrior Mitsurugi rests his
katana on his shoulder, while Sophita
(above right), styled along Classical Greek
lines with her short skirt and sandal
straps, flourishes her chosen weapons - a
short sword and shield. The canyon scene
(right) is typical of the high standard set in
Soul Blade’s story mode
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Q&A with Jon Knoles

Edge: Wh

for the pi

wWas your Inspiration

Jon Knoles: Boba Fett may have
been a minor character in the
films, but there’s something about
him that has made him a cult
figure to ‘Star Wars' fans. In fact,
his popularity is almost as great as
Darth Vader’s.

The reasons for his fame are as
mysterious as he is. Even before
‘Empire Strikes Back’, we caught a
glimpse of this formidable-looking
bounty hunter in comics and in the
animated portion of the otherwise
forgettable Christmas television
special in 1978. As a kid | thought
he was the meanest-looking thing
I'd ever seen. Who knows why?
Maybe it's because his costume is
s0 wicked-looking. He looks as If
he's been run through the mill a
few times, too, judging by his
battle-scarred armour.

In the game, Shadows of the
Empire, | wanted Boba Fett to play
a major role, but he ended up as a
r y low-d ! i
figure (I think his poly count totals
600). But once the game was
completed, | knew we'd need a
high-resolution Boba Fett for
publications and such, as well as
the box cover for the game, which
I was also asked to create.

Edge: How D Studio

reation of

JK: 3D Studio was the only
program | knew well enough to
finish the model quickly. It reaily is
a hack job, though, in my opinion.
I'm not a very clean model buiider.
But a careful use of textures really
pulled off the image.

| used a 700-polygon human
template that | had brought over
from the N64 game and smoothed
it by multiplying the number of
polygons. it was easier to start ata
low detail level to better control
the shape of his figure. | then
made sure | gave him fairly normal
features, as Boba Fett isn't a
muscular guy by any means. Then |
drew what are known as
displacement maps (black-and-
white topographical terrain-like
textures which, when applied to
any smooth surface, actually
create raised 3D surfaces). |
wrapped these maps around his
legs to create the folds and
pockets of his baggy pants. To
save time, | took some things like
the gun and the contraptions on
his arms from another artist’s Boba
Fett model. | only had two days to
do it, so | just started pressing
buttons, certain that it would
come out horribly, but was
pleasantly surprised at how real he
looked once | was finished. Aside
from the jetpack thrust and some
highlights and reflected lights
added in Photoshop, what you see
in the image Is essentially the 3D
Studio rendering.

JK: The helmet was definitely the
toughest part to get right - and the
most essential ingredient in
making a convincing Boba Fett. I'd
seen a few other people’s
attempts at making a Boba Fett,
and while they were decent, they
Just didn‘t capture his look. | must
have rebuilt that thing five times in
five different ways. It basically
started with a hemisphere on top
of a cylinder. Then | just hacked
away at it and punched holes in it
and moved vertices around until it
looked just right. During all of this,
| had background images of Boba
Fett reference photos to help keep
me on track. Hey, when in doubt,
consult your reference!




Kalisto's ambitious sci-fi
adventure, Dark Earth, is
set on an Earth plunged
back into the Dark Ages
by a huge meteor
explosion. Consequently,
the game blends visual
themes from the present
and future as well as
distinct medieval
swords'n'sorcery
elements. The title's
chronological eclecticism
Is reflected in this
brilliantly Intricate

render of Arkan, the
player's ¢ Y
striding away a
massive metallic citadel.

If the graphics in the

game can match this

image In terms of

attention to detail and

atmosphere, it will > - ‘
certainly be one of the
key PC titles of '97 | N
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continued

Konami and Sega are exploring the lightgun genre with two games of marked
contrast, one being military themed, the other bearing schlock-horror values...

)peration Thunder Hurricane

o0B0110
sC 1 0
‘- -

Konami's Operation Thunder Hurricane combines the military setting
[ of Operation Wolf with the helicopter flight mechanics of Gunblade NY

completely different dire N5 Schiock

horror courtesy of Sega 3 .

S e —N e
HOUse of the Dead and war antics A v el h
via konami's Dperation Thunger . £ 4
Hurncang ¥

Here the pl
e acion i

:
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The game includes several sections which involve air-to-air combat. |
Turbulence may well play a part in making the targets more elusive I

e On-rails ightgun 2enre has sa
| far attracted a steady stream ol
entertaining titles. desplte its

abvious imits. For 8 while, the Wrtua Cap

With its slick urbian styling and S{ et out

wsed enemies, has defined what ng explosion effects. These ;hl':h “;i:;::g::':"i;

; 1 Io0K ke, Howaver, the S Wil Ao doubt ses the games features three speakers
(W Saw TG new games taking s g RONGEE : 1358 for surround sound

NYNCTaic Category and puting am

Jod iRl '”‘ - R _ad' v r - - AL D g0

DS <onami
The visuals in Hurricane are finely detailed, with plenty of suitably grubby textures and some fine 30 modelling on
N, 75 (UK) the enemy aircraft. Peripheral effects are also Impns“:‘,u. with ming:s, for example, leaving realistic vapour trails

Japan
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he relationship between arcade
T and home videogames 15 often
Seen as  bne-way transaction,

Wit jdeas flowing from the lermer to the
latter and nothing hoppening in reverse. By
borrowing heavily from Resident Fvil,
nowever, The House of the Dead proves
that ideas can flow the other way

This is Virtua Cop how George Romero
Woulkl present it it he were a game
designer. The player takes on the role of
Tom Rowsiun, a speciil agent whose
mission it 15 10 search the crumbling
Duiiting for & scientist whio has recently
disappeared (Resident Evil 10 o teg, then)
Insicle he finds a motiey collection of baasts
« pombles, man-eating frogs, rabid dogs
gl - alf quewing up to be blown away, The
period decor within, together with the vast
menagetie of monsters, gives the game a
disitinctly Lovecrattion feel, and the
designers ave capitahised on this gothic-
pore factor by Mming the ph
scenes in graiy "30s.style black-and-white
(n the topic of gore, each of the mansion's
Inhabaants dies in a different way,
depending onwhers they ard ik chest
explosions, fyng imbs and gaping
stomach wounds are all par for the course

The game also adds a fow choice
amandmiants (o the on-ras shoot-"em up
genre, s designers have, for example,
tried to @ive The House of the Dead a
gredter feel of three-dimensional depth by
guiding the player up narrow flights of
Stairs and through tignt comidors. as well as
Including sections where ducking and
crawling are necessary. This should combat
the "flatness” of the onginal Virtua cop,
where the action often felt as mough it
were taking place on a single plane

The title also Introduces a ‘mult-story”
concept, which is essentially Bn extension
of V-Cop 2's end-of-level route choices
Here, every saction includes certain 'key
2nmbies” and the player's route changes
depending on whether or not these
zombies arg kifled. Consequently, itis
noped that the e will provide a diffarent
experience dach ime a plaver comes to il
Also borrowed from WCop 2 15 the notipn
of Innecent bystanders. Here, though,
players gain extia lives ifihey manage o
save them - particularly fortunate as the
game Is apparently incredibly difficult

SO far, Sega has revealed only two

| &

| -~ o
! f - f
F n
| ) i—
! w | | AR % §-‘a- AL i L W
& & gt ik, et T 3 ‘;..-i‘ > N
1 I Y 3 s Sand - ==

rather similar-iooking sections, bt
Promises soma more diverse iocstions
later. Whatever the case, this remains a
DIOMISIng Le — |t ges, aiter ail, have
miich in its favour: Virfua Cop playabifity,
copious amaourts of gore (it makes
Resigent £wl ook positively U-rated in
comparisont and plenty of monstérs to
blast, The onty disappointment is that the
£3iMe empioys Model 2 rather than the
State-tlithe art Model 3 board. lidging by
the atmospheric and detailed visuals,

howeyer, the game does not appear
10 suffer much as a result

As in Resident Evil 2, creatures are

affected differently depending on where shot and what with. Rather
Mlﬂy.hwu&hhbhnh‘ypubﬁmdmm;rﬂrﬂ-:fn::mmmm
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retroview

he most recent titles
among this collection date

from 1980, a time when
Atari was at the peak of its creative
and commercial powers. Sadly,
though the emulations may be
arcade perfect, barely half of these
once-great titles are enjoyable now
for more than a few minutes.

The three basic shoot 'em ups
— Asteroids, Tempest and
Centipede — stand up best, with
the thrill of discovering new
Tempest levels lifting it clearly
above the others. The joypad
doubles well for the original
paddle controller here, and
intensity of the action is as thnlling
as ever. Centipede is similarly
manic but its cluttered screen
lacks the daring flash of Tempest
The simple points-chasing of
Asteroids, although bormowing
much from the seminal Computer
Space, also manages 1o retain
player interest for a while.

Of the rest, Battlezone 1s by far
the worst. The PlayStation pad fails
to adequately reproduce the twin-
stick controls of the onginal and
even when you do master moving

Phoenix

aio's Space Invaders was
I followed in 1980 by its
much-less lauded but far

more enjoyable Phoenix. The
game was among the first wave of
multi-stage shoot ‘em ups, each of
its level styles offering different
enemies and every fifth featuring a
gigantic, not to mention
revolutionary, mothership.

Phoenix even had rudimentary
transitions between stages. Hardly
what you'd call cut scenes, these
consisted of a screen or so of
vertically scrolling stars and planets
and some colourful wipes and
asterisk-filled ins effects

The game’s real strength was

Release: |\ 1

g Towies .
== 2oz \ A
-
- —— - |
L] .« b
.
|
- -
= RO SN
1
—
T [ ¥ ¢ L
= Q. . .! .
L2 .
. .
- = . uu.. '!"“!
. -
s . - -
-8 9 *
- s e -l .
- '"!‘ . -
— ™ -
— - 3
® - -
- .
. -
—— T ———— — L 4 T _

Clockwise from above: Super Breakout, Missile Command, Battlezone, Centipede, Tempest
These Atari classics predate many of the other PlayStation back-catalogue raids and their age certainly shows

and Asteroids.

the tank you'll be amazed by how
little happens.

The same couldn't be said for
Missile Command, which is an
action-heavy affair, but sorely

]

misses its trackball. Similarly, Super
Breakout, which rounds up the
collection, is a patience-sapping
affair — a joypad will simply never
perform as effectively as the

paddle so obviously needed to
play such a quick, hiddly game.

Overall, these are best looked
upon as chenshed memones
rather than retro revivals

.

artwork, and revealing interviews with

e .
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designers such as Ed Logg (far left), creator of Asteroids

its variety. On the first two stages,
two waves of fighters jiggled across
the screen & la Space Invaders,
then swept down to attack,
Galaxians style. On the next two
stages, you faced two sets of eight
phoenixes which began sweeping
across the screen as eggs then
hatched into huge, bullet-spitting
birds. Then it was on to the
mothership and some serious
multi-tasking: fend off the fighters
while chipping away at the big
shield, making a hole in the
moving shield and dodging the
boss's fire.

Phoenix's delightful fusion of
cunning enemy attack patterns
and simple-but-assured gameplay
made it a garme that stands
the test of time far better E
than many other \.retgrans
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Should M2 suffer for 3D0?

- oes M2 have to suffer from being linked to
" the 3DO system? |, 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 0S which
attained the highest pefformance possible under
the circumstances. Need for Speed, for example,
was a stunning achievement.

| was in gaming heaven until the 3DO died
and | 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
actually work, take twice as long. Now that's a
lousy consumer image if ever there was one!

| am eagerly awaiting M2. Although | 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 327 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
3DO games?

Unfortunately, it seems Matsushita has
snubbed 3DO thirdparties (many were willing
to develop games for M2 when 3DO 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 | think most 3DO 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 | were Matsushita, I'd hold
it back until October 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 formats such as the
PlayStation, the M2 s certainly a less desirable
proposition to developers — not necessarily
because of the 3D0 Mk1's reputation but
because of the tog 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 CDs

77 intendo uses the excuse of slow access
Lt 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 £100 mark. It's
claimed that the 64DD unit is four times faster

than other consoles’ CD drives (four times 300k
equals 1,200K/second) — even though this is
fast, 16X drives offer double that rate, so
Nintendo cannot uses slow access times as an
excuse for shunning CD storage. Nintendo also
claims that 64DD disks are capable of storing
64Mb of data with 32Mb being writeable. What
a waste. Does Nintendo think gamers are going
to fill 32Mb with customised data? A 128Mbit
memory card could probably handle at least ten
games, so CDs could be used instead.

Steven Gilchrest,

Scotland

Nintendo has been deliberately elusive when
probed about its plans for 64DD (above)
saftware, 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 64DD 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

B amie McLean (Letters, E42) was right:
.. however much you deny it, you think the
sun shines out of Nintendo's rectum. 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 | think every other magazine gave them
both 90% or over. Thankfully, the games’ sales
records recognised the fact.

The only nine-rated PS game in the last few
months has been Tomb Raider, which | 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 fact, 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 fact that
the N64 is limited. FFVII's sales prove the point.

Daniel Harvey,
Verwood, Dorset

we

Edge is anti-Né64

P‘l aving recently bought a PAL Nintendo 64, |
.. 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 Euroconnector/
SCART cables do work with the UK machine - |
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.

All 1 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.

Andrew Giles,
Henley-On-Thames, 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 cbvious 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 onginally 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 concam,

Regarding the PAL machine's connectability,
last month’s supplement said that, like the US
model, the UK machine cannot output an
RGB signal - an incontrovertible fact

Accelerate to accumulate

1717 ow that 3D cards are finally delivering the
WAt 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, (3Dfx Tomb
Raider, OpenGL Quake) | 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. | can remember
being terrified at the ‘beep’ being produced while
playing Alien on my Spectrum around 13 years
ago (was it really that long?!). I've never been so
scared of a green blob 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...

Roger Isaac,

Doncaster, South Yorkshire
The first PC version of F1 to be finished was n
fact the 3Dfx-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

Al: the future of game design

s it me, or is everybody missing the

oneplayer deathmatch option from their
copy of Quake or Duke Nukem? | can't seem to
find it on mine. How much does the multiplayer
option enhance shooters such as id's epic? |
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 | play a
level. I'm rarely surprised on a level I've played
before by a monster | 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 leamed
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 solution? 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 single- and multiplayer games. Well, if
you designed your singleplayer game as a
oneplayer deathmatch you would eliminate the
need to compromise your designs. It would also
improve player skill, and increase the faimess 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 Al 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 Intemet. Softies: why
not get the extra practice and implement
convincing stalking Al routines now? And in
reference to my letter in E34: Tom Zito - do
that with FMV.

Stephen Virgo,
Shoreham, West Sussex

Fot most players, improved Al 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 oft wirtually

mindless enemies

here are some players who
actively y memaorising enemy positions
Look at the popularity of Virtua Cop: to attain
high scores in this game it is absolutely
imperative to leamn enemy behaviour off by
heart. Game designers should perbaps keep
both markets in mind and develop a

range of options accordingly

32bit Mk2? No thanks

4 o, there is to be a PlayStation 2 and a

"~ Satum 2 (E41). Can Edge 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 Daytona 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 console.
Why not invest in an N64 and buy the end-of-
range games for the Playstation 1 or Saturn 1 at
reduced prices? One thing's for sure, there
won't be any disk jumping with cartridges.
Nick Rowe,

Leamington Spa, Warwickshire
Expecting the best games to coincide with a
machine’s launch is a new phenomenon. in the
8bit days, the finest software would often
surface at least two years into a platiorm’s
existence, and consumers understood that
games got better as designers learned mare
about the machines. Nowadays, hardware has a
much shorter lifespan, 5o programmers are
expected to develop instant and full knowledge
of a machine within months of receiving a dev
kit. This is olten simply not practical - a paint
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 Edge. 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
ourselves, we explain the legal implications and
the crippling effect they have on the industry -
especially small indies like myself. | find it hard
to compete with Woolworth's, etc, 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 RGB/NTSC-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 articles letting
peaple know what to ask for from unscrupulous
dealers? Why not give the half 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 clean up these articles for all of
our jobs' sakes.

Name and address 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 censorship.

Edge is not in the business of patronising its
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 enoggh to
understand this witholt crass signposting.

Loty
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Missing Mario’s point
think you missed the point
with your of Mario Kart 64.

Mario 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 — half
the time it feels like you're racing alone. Mario
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 Mario Kart 64. I've
been playing the game for a long time now and
think it will be an even bigger dassic 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, Ulumately it was decided
that it's a title worth buying - whether the CPU
cheats br whether it's as good a game as the
original ar not, or whatever - hence the
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