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32 PSl/onOSIS 
The Liverpool-bdsed softco has bUlt! a reputation as one of 
Europe's foremost 32bit developers with games sudl as WlpE'OUt 
2097. Edge looks at the company's next wave of titles 

4. m.,,,",,,,. '"UBI 
Garners who have been around the block a few times will know 
8bit classics sudJ as The Hobbif. Edge visits the antipodean 
company responsible, and discovers that a revival is afoot 

:i8 R lOut: RcsUm:t:1I0n 
The second, conclusive pan of Edge's eJlploration of the 
emulation phenomenon sees games from classic formats such as 
the Msx, PC Engine, ZY.. Spectrum and VIC-20 brought to the PC 

68 UIOcooamc Ulolcncc 
The violent content of some videogames has long been Cl bone of 
contention among concerned parents and reactionary politicians 
alike. Edge examines the debate that simply will not die. 



In(el's penllum 1I chip launches 
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Satum 2 details ~, r~ling an aHiance between~ "" 
3Dfx; Pentium 11 LaIJl'lChes and meets ItS nval, K6" from ; 
MicrOsoft and Inlel prepare their push into the COIn-op ma et 
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Eefte looks at the thrMng amateur manga ~_ the Japanese 
~ to ~4CY software. and a new COIrHJP. lTom arCade 
gICInt Sega v.11ic:h IS about as unlike VF3 as could be imagined 

The Japanese approach to vigeogame advertising in the prejS 
comes under sautmy, as weU as a new venture oy Lara Croft .. ,., .. 
SimlS pr~ts PC owners with SWce Staoon Srmuiator, while 
IBM offers a UK~ Yer5IOI1 Of ItS World Book. In BOOks, 
'Hakyoo Days' presents Interviews with classIC game designers 

I!O •• '''''" • • " •... 
After eschewin&. adventl,lr~ influences and tadlin& a fulk>n 
=me ~ the fabuloUs PC title Moto Racer, Gallic 

Delphine is on it 1"01. Edge meets the men at the helm 

I!' Pr'BOrBSn 
Edle previeyvs~, G-PoIice and Colony Wor;.trom 
PySgr"IOSIS, plus Gex: Enter the Gedro and Nudeor Strike 

11 ll1lBOrSSn 
Nintendo ~ once more that it Dfoduces &a~ like no other 
company With the hi~1y anticiR'lted Stor Fox 54/Ju'. v.11ile $Quare 
delivers Toba12, and'Bullfrog {finally) releases ngeoo Keeper 

'Ii '''flU/SW 
Edft looks bad on the game ~ made 3D P<*Y'89n grapOCs a 
wo7KabIe proposrtion on lEibrt CCflSOIes. Star f(i(, aoo examines 
another emulator which allows coirH:lps to be pLayed on the PC 

" ''''ar, 
Eclte's CGl seaion looks at diverse imagery from ~ 
Co«:Iny Wats and Overboard, and T ·Hers Pax Impeno 2 

In a new oolum~l Edle focuses on the videORame develQpment 
g:~, this. monm fe.1wring a repon from the 'Computer Game 
~s Conference In Santi! Clara, Callforma 

II!4 .rll"u/SW 
~'s CJynorrute BasebaIf 97 joins MOXHTlUm Force ar"ld Marvel 
Super Heroes VS" StTeer Ftghter In Edle's coin-op round-tJp 

l,lIar, 



THE LATEST NEWS FROM THE WORLD OF INTERACTIVE ENTERTAINMENT 

B.~L musc es In 
on Saturn successor 

Sega lines up silicon hotshot 3Dfx as a partner for its make-or-break successor to Saturn 

been assured by several industry 
that the system will indeed be based 

3DI'x Voo<loo Graphics chipset and not, 
, the rival PowervR 

I which has its own 
, was ruled out early on, despite 

i both the Model 2 
arcade boards. This 

The Voodoo Graphics 
technolocy. cunently 
featured In PC cards, 
may power Saturn 1 



• 

Ex Lockheed Martin employees have 
spec:ulated that the next 5eCa console 
will have a similar spec to Model] 

PC connection via Microsoft dovetails 
:nic;el,- with Sega's own future plans for i 

range, and opens a useful development 
gateway between saturn 2 and the lucrative 
'Pentium market. 

nSpace, which has recently completed 
'p1a'yStaticln shooter Tiger Shark, has a unique 

on Black Belt, as founder 

~~~,~:'::;~:a~t ::;ow:cost a ready-made 
~de-velc)pnlent community already familiar with 

:~;~:;,~~~;;::~a~n~d~a:~p~;la:it,~form for expansion market. Difficult 
and poor thirdparty support, 

have dogged the saturn from 
being addressed; but getting the 

Itec;h""OlN right is only half t!le battle, 
so well. Without a world-class 

~-----------------------------------------

new 5 

JDfx In demand 

Total Immersion, :sOh 

Interactive's developers 

propam, has had to dOH 

hs doors to any new 

members followinl 

overwftelminl demand 

for the HMce, Those 

developers already 

recistered haft access to 

inside infonnation on 

:Sfh products and 

partners, a 

communication channel 

with otfler members, 

Software Development 

Kits (SDKs) and a say In 

future :SOh chip features. 

There can be few PC 

developers now that 

.. ren't either currentty 

workin .. or considerinl 

workin .. with Voodoo 

Graphics technololY. 

I. 
3 • .. • 
~ 
• • 
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PC giants revea pans to 
storm arcade market 

Intel and Microsoft reveal details of a venture which could create a major coin-op force 
-----1 

Intel and Microsoft have announced 
full details of a JOint initiatIVe 'Nhlch 

I I arcade Industry. 
has produCed a hardware 

~p<dicaljon for an easily adaptable PC-based 
i , while Microsoft IS committed 

orcvidiin.the operating system and 
~ilngelisingthe technology to softcos In an 

game development. To 
arcade cabinet 

• 

arrive at a commoo 
~p<", ';lnce tl1,en,lntel, 3Dfx, Happ and 

all jumped on board. 
concept for an open Arcade 

y,;:;~:~t:~r:;~~ calls for at least a 233MHz r of memory, a 3GB hard drive 
3D Obsidian graphics 
around 3Ofx's voodoo logiC 

Tll'" "'Juld then be built Into a COln-op 
WIth a COM port 

important to point out, however, that 
I or Microsoft are actually 

~:~~~~~;tt;'he~;open Arcade Archltecture -
It! I suggesting it as a oosSlbiilitvto l 

malluf'''turers and PC game 
~.""lClpers .. Intel's aim is to sell its Pentium 11 

a new mar1:.et. 'Nhereas Microsoft of 
is touting its operating system and 

It WlII be down ID companre~ 
to develop machines based 

Microsoft's specifications, and 
oe'velCloors produce suitable games 

plgne CTgZY Is a flight I 
radng game which 
takes full advantage of 
the DlrectX5 software 
development klllt Is 
now being optlmlsed 
for Intel's Open 
Arcade Archltedure 
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urn ren ers 
Pentium Pro obsolete 

But chip manufacturer, AMD, already has a cheaper alternative ready to ship 

r~~~~'~:~~:~'de;'~t,:'~, Pentium Pro r Clock speedS at launch are 
and 266MHz, with the 3Q(lMliZ v'ecslonl 

to appear in the third Quarter of 1997. 

The new cartridge packaging. which 
pre-Iaunch rumbles of discontent 

PC manufacturers forced to redesign 
motherboards and retool their assembly 
has produced one unexpected factor In 

~~~~~:~~'~~ II's favour: its design Will allow f prices to be lower than 
2CXXl, for example, 

~"''''ng-pol'nt system and, although these are 
affect anything but the most 

Intel is working to patch 
perhaps the most 

~u'rpnSlng aSPE!<:t of the new chipset is that It 
Pro completely obsolete. 

I 
tOI~~"ltllr in ballpark performance terms, but 

a standard MMX Pentlum slot. 
that when running WindO\-VS 
NT - apps, such as games, K6 

ITlilCn",e .. ,,11 operate faster than PentJum Pro 
POSSl~1 even "ent,"m lis, yet should 

5o<"H"!CI""''' to MMX Pentlum 

Softw .. re pir .. '" m .. ,. ' .. ce 
stro"ler sentences .. fler .. 

recent decision in Leeds 

Crown Court. 

A m .. n who w.s 

."ested .ft.r .. r .. id on 

his home by West 

Yorkshire police reve .. led 

,old CD-ROM 

m .. nut.dunn, equipment 

.nd thouMnds of copies 

of pir.ted softw .. re 

ple .. ded ,uilty to 

under the COPy-rilht 

Desi,ns .. nd p .. tent Ad of 

1988 .. nd the Trade M.rk 

Ad of 1994, .nd was 

sentenced to .l1 months 

in prison. The sentence 

w.s suspended for two 

ye." .fte, the court look 

the defendant's person.l 

circumst.nces Into 

.ccount but informed him 

th .. t • furthe, offence 

would result in 

immedi.te imprisonment. 

The case is hoped to 

bri"l .bout h.rsher 

sentences in lener.1 

where such crimes 

are concerned. 

AMD's answer to 
Pentium Ills the K6 
(hip, already touted as 
• faster alternative 

~ 

c 
= • 
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Ana aystatlon 
conversion arnves 

___ l~A~S ~E~3~~~~~~~N~in~t::e~n~dj;;0~-:;~-;.r!-;~-'i!~R~a~r~e has lost staff to the land of the 

SCIlly ...... 

Sony' ......... 

........... 1 ......... 
IMInched In HI,.n. 

Nblllinla. ¥3.000 (lIS). 

SUrprisillltr.·, ..u ., 
offeritIa the oIMous 
... nt.ps ..... n 

... Iope controIlHthocI 
afIonh. the .pad ..... 
buIIt· .. _ 

IMCh.ln ...... whkh wo'" 
In a ,ienl", manner to 

the NM JGltf", 'ack, 
IhoLtlh the phyIilCIII 

.Had is much more 

...... (chlefly"",­

the KtIon ...... ,... .................. 
"-YStation ,eth., tUn 

'AAA' INI"eri •• ). 
The fint .. _ 10 UN 

SoftJ'I MW,.4 was 

8usItIdo.,.. (see E45). 

foIlowwd by ToIHII2. 

reviewed on ,... 10. 

another setback: last month wtlen six 
Rare employees left to form their own ' 

studio - and develop for sony. The team­
three programmers, two artists and a game 
designer - are calling themselves Eighth 
lWonder, and have already clinched a three­
ltitle PlayStation publishing deal. Though not as 
serious as the desertioo of Square or Emx. It'S 
a psychological blow nonetheless and grves 

SorIy camp a stick: WIth which to beat 
INirlter,doat tl1e E3 show in Atlanta 

choice of storage medium. It'S like building a 
Ferrari that can only take one litre of petrOl at 
a time. cartridges place limitations on the 
developer and, more importantly, lead to 
raised prices for the consumer. Despite the 
claims that cartridge was chosen beCause it 
reduced loading times, I think that all but the 
most loyal of Nintendo stalwarts recognise 
that it was a purely commercial decision. 
Edge: Apart from the obvious commercial 
advantages of developing for the PlayStation, 

hat was it that drew you to the system? 
o· It seemed the most 

its future plans 
that the-4?,!ayStatioo's daYs 

nur')ll€:red, though? woo't'rt..JJe a bit of a 

~~~~_~~ft:~ the 64bit power of the....N64? 
believe the PlayStation's davs are 

numbered. In fact, I'm sure we're yet to 
anyone get the best from the hardware. 

I looked at it. 

PlayStation. 
Edge: What land of games will you be makJn& 
and how will they differ from the titles you 
'worked on at Rare? 
OD: We're not placing any limits on the kind of 
games we WIsh to proouce. We currently have 
a game in mind mat we're WOrking on, but I 
can't really say anything more at this stage. I 
think our titles witl differ considerably from I 
those developed while at Rare - they'll be 
more diverse. Whether we have succeeded in 
our aim will only really become ~ 

PS down the line ~ 



After IIIOIIths of 

specubltion. Am". 
T.ellnolotio hili fiNlly 

been sold to us-bned 

co.tew.y 2000, ..... 

known in the OK for 

IlNlnufKlUri"l PC dottes. _\M.not 
............ ---. whkh ended .... yu, 
wtth ......... of just 

""' Ubn and ..... Mt 
IIICOIIMI CIf oYer OSO 

million. is undetstood to 

havebouptttt. 

c~ny with .11 Its 

...... Includhta all 

,.teats. trade_rIls and ............. 
Rick SnycMr. Gateways 

............. -.................. 
quiet about whet the 

tutu .. hoId5- '(I'hls] will ............ , 
illtelt.ctu.1 property 

posidoD and invipfate • 

com,.., that has been • 

pkmHr In muttimecU. 

salutiolll and operllti"l 

systems tech_Iop.' ..... "" ............ .......... of_ 
T.d",.' ......... , ......... a. t...ct of GM ... y. 
Amip InternatioMl. 

new 5 

Fog gins to 
from 6400 project 

The truth about Nintendo's long-awaited storage peripheral emerges 

storage device at a developer's 
tanf€.rerlCein Seattle. The event, held in April, 

around 200 N64 developers and 

d ~~~I::'~~~;i~;N~64 game development 
a: by Alias, Multigen and 

US N64 chairman Howard 

l:~i~'~i:';~;e:~:~ to promise that this is the t era of support for 
~hirdDartY sa'ftware 

"r>ac<ic,cconnector on the base of 
Ihe cansc"e i I tamper-proof 

door which only opens when 

"DD disks (left) are 
twice as thick as floppy 
disks and hold 64Mb 
of information . 

s.m,u", h .. purchased 

300" h.lnhn,. system, 

bushtus for Sto million 

In cah. The kon:an !Mnt 

win form a new company 

baseclln Silicon Van.-y 

focustnt: on multimedia 

systellM and 

""'konductor products. 

The deal follows the 

Sloom Iken,iftJ of 300', 

Ml technolOty to 

Mataushita 'I months 

alo. and incr.aSH :SOO', 

capital in order to 

complete Trip H .... dnl· 

vhIon of...m", toward, 

a software company. 
Whil. both companies 

had oripnally thoupl of 

a joint venture witt. .ach 
partner inv.sti", S:SO 

Million. it _, cteddecI a 

..In transaction wa, 
p ..... ,.ble. allowi", the 

companies to conc.ntrat. 

on their Indivtdu.ll 

projects. the deal has 

.... n.edbutis 

pandina: appro"al from US 
and Ko ..... n pWfln ... nts. 
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(out there) 
REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY 

Surreal In Japan 
estern videogame adverts are often 

rather obvious affairs, relying on 
screenshots and prerendered characters 

rather than clever imagery to get the message 
across. In Japan, however, game publishers 
take a rather more surreal course - even with 

their highest-profile releases. 

A case in point is the recent campaign for 
Star Fox 64. This is one of the most eagerly 
awaited games of the past three years, and, 

considering the strength of the visuals, it 
would have been easy to show a couple of 
shots and leave it to the reputation of the 

original to sell the product. But no. The 

adverts featured Japan's current top pop 
starlet clutching a joystick while dozens of 

youths queue expectantly behind her -

presumably for a copy of the game. The idea 
may well have been an attempt to mak.e the 
title look like a fashionable item, popular with 

cute pop stars as well as gaming otaku, it 
could also just have been titillation (Japanese 

game mags are full of pictures of female pOp 
idols). Whatever the case, it's the use of a 

strong image, unrelated to the game, rather 
than a collection of screenshots, that makes 

the ad stand out. 
Weirdness in general is very popular with 

Japanese game advertisers. When Psygnosis's 

Destruction Derby premiered there, the ad 
featured a photo of two men in small carts 

racing each other in the hallway of a house. 

{Ninlendd} 

More recently, Square Soft's ads for Front 

Mission Alternative admittedly showed a fe'v\l 
screenshots but placed these under the 

legend, 'Wargasm'. 
Even hardware is susceptible to surreal 

advertising: a recent PlayStation campaign, for 

example, featured a selection of characters in 
various game-related costumes, surrounded 

by strange paraphernalia. A far cry from 'Do 

not under estimate the power .. .', ete. 

While British publishers continue to roll 
out bloody baths, disembowelled teddies and 
bits of animals wrapped in newspaper, their 

Japanese counterparts are amusing readers 
with interesting and innovative ideas. Perhaps 

there is something to be learned here .. 

.......... ··--.~·=::: .. 7.:::?:::=-:'----

s s ith Bono and co 
E dge has been watching the interplay between videogames and 

music develop for over a year now, but was completely 

unprepared for the latest incidence. Yes, Irish rock giants U2 have 
commissioned Core Design to produce exclusive Lara Croft footage for 

their latest world tour. Apparently the group are real fans of Tomb 
Raider and personally asked if she could appear on stage with them. 

The £75m 'PopMart' tour, which began in las Vegas in April and will 

reach Wembley stadium on August 22, features the all-action starlet 
cavorting on a huge 7,()()().square-foot video screen. At the end of one 

song, she is even pictured walking into the distance with Bono. Poor girl, 
And this is not even Lara's first flirtation with the music industry­

Eidos was planning to release a Lara Croft single a few months ago, but 
the project fell through . 

.she shouldn't give up hope, though: as a young, beautiful but 

ultimately two-dimensional woman with little basis in reality, a career as 
the sixth Spice Girl beckons. Polygon Spice, perhaps .. 

o 



EDGE SINGLES OUT THE WINNERS AND LOSERS IN 
THE INTERMINABLE BA TILE FOR VIDEOGAME (RED 

(game on) 

Seattle's The Other Side network gaming arcade houses linked 

pods equipped with state-of-the-art PCS, headsets, surround 

sound and a multiplayer X-Wing vs TIE Fighter. Currently the 

most in-your-face videogame experience around. 

Your Pentium 166 is already looking a bit sad and you're sick 

of hi-res chug-o-vision. Bung in a lOfx card, boot up Moto 

Racer and you'll never look back. Sega and Intel seem rather 

impressed with the technology, too. 

Konami's PAl version of ISS 64 is a top notch affair - virtually 

indistinguishable from the NTSC original. Result. 

Leeds Crown Court, for taking a tough line on software piracy 

and sending an offender down for an lS-month stint in chokey. 

SIDPLAY, a S10 chip emulation package for the PC and Mac 

(see page 97), shows game music designers just how much 

more inventive the craft's exponents often were in the '80s . 

• • • Forthcoming games beginning with the word dark: Dark 

Project, Dark Reign, Dark Earth, Dark Colony, Dorklight ConflICt, 

Dark Vengeance, Darknet, Dark Sun, Dark Rift .. the list goes 

on. For God's sake, lighten up. 

THE Games' 'Get Into It' slogan for the N64's press and TV ad 

campaigns. Somehow, objects of desire lose their allure once 

you're told to 'get into it'. 

us console RPG translation experts Working Designs has 

decided to launch a videogames label called .. Spaz. Doh. 

NCL obviously doesn't care about its PAL conversions and 

both Wave Race 64 and PifotWings 64 suffer from thick. ugly 

borders and a noticeable drop off in speed. Nul point 

If Square Soft USA's translation skills are anything to go by, 

Final Fantasy Vlfs launch in the us on September 7 will let 

encourage US gamers to 'kick some RPG butt'. Oh dear. 

Sega sticking its head in the sand while the Internet buzzes 

about Saturn 2. We know what you're up to. Or do we? 

(game over) 

OUt tnere 

'!~~ (PC. 3Dfx-accelerated) i superbly througtJ a 3Dfx-based card The deslgJ'1. handlq: 
I has beaten the Japanese at the r QINn game 

~n"em""·· (N64, NTSC import) 
.. ,~. ~ I 

I. 
3 • .. • 
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• 
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ODOROUS ANTICS 
EDGE EXPLORES JAPAN'S CYBER SOHO AND DISCOVERS AMATEUR MANGA MATERIAL. AND 

BIZARRE PRERENDERED SEX GAMES. MEANWHILE. SEGA HAS 
UNVEILED AN UNUSUAL AND POTENTIALLY MALODOROUS TWIST TO THE PHOTO BOOTH CONCEPI'", 

'o-it-yourself manga ~ 
at content wjth just going out and buying comics, Japanese manga fanatics dr and · tribute their own 

'fforts, with some even signing up for extra-curricular school lessons or postal cour to learn how. Much 
,f this material (known as koojin manga - koojin meaning 'individual') is based 0 a ous characters from 
'xisting comics, anime and videogames, and the stars of Samurai Spirits and kstalke'ts have proved to 
-specially popular in the past. Recently, however, zombie stories featuring Chr" and Jill from Biohazard 
ave become more fashionable. "-

Not surprisingly, works based around female protagonists - or more sp ifically around femaf'e. 
rotagonists indulging in group sex - are the most common. Saturn titles ongefJon and Sakura-T a'ison 
ave inspired a wealth of koojin manga imitators because of their cute gi~ e heroes, and it is not 
ncommon to find comics depicting various Virtua-Fighters in romantic p itions with various Street Fighters 
although Edge suspects the likes of Blanka, Zangief and Geoffrey are ye to appear - especially together). 

At the moment the small circulation of these comics has protected k . jin authors from copyright 
roblems. Authors often print just a few hundred copies, selling them to ff~·ends or specialist shops (...vIlo 

hen sell them on for around ¥400-¥3,OOO). This is far from a small-scale nd anonymous activity howeVer: 
uthors of the most popular works have often gone on to become professl nal manga artists. 

Sex games-in 3D 
Staying with the ~ com ter im~ges theme, until last year there was little discernable difference 
between professiondlty oduced pornographic products and their cruder amateur counterparts: despite 
being prodUCed~n M rath than floppy disk, they relied heavi ly on 20 images and revolved around 
simplistic games ich req ·red v ry little animation. Now, however, a new era of computer sex. is 
emerging fe~t . g 3D polyg al aracters which maintain the standard manga look - ie colourlul, cute, 
youn& petit - but which no ,of ourse, 'move about' in a 3D environment. 

AlthoJ-lS these CD-ROMs a ther limited at present (visuals are basic and not particularty detailed, 
and every sex scene is prerende ), this is certainly a glimpse at the future of computer pornography. 
Edal has seen one such CO-RO and was surprised, not by the explicit and violent nature of the 

, /olygonal eroticism, but by a biza e scene involving a cannon and a pair of disembodied legs. 

~egasmells 
lof 'picture sticker' machines. Working like standard photo booths, these 
Howing the user to add text to the image and then print it out as a 

Last year saw the release in Japa 
unit5'~dd an important frisson by 
sticker. · azingly, the machines 
have to q ue to use them) a 

Ive proved enormously successful (even now potential customers often 
ovelty coin-ops subsequently became big business, especially among 

'o-it-yourseH pornography _ I _ _ the female s or. 
-or a number of years, Akihabara shops have sold dISCS full of sexy mangfl art, ut now, in _ Similar Determm tQ. capitalise in th phenomena, Sega, which already produces its own 'photo sticker' 
henornenon to koojin manga, amateur artists are compiling and selling their 0 sau chscs. These machine, has recen~~nv i1'~ a ew Aroma Club coin-op - aimed at women office workers and high 
ilettante efforts retail for around 111,000.113,500 on formats such as the FC, Mac. owns, etc. and school students. Here, ers put c ins in the slot and then tell the machine about their personality and 
Isually come in the form of straightforward galleries. Some, however, have added SI le game element current mood by a~ erin~uesti ns ...vIlich appear on the unit's screen. After a short wait, the machine 
often the player has to remove tiles to reveal a picture of a semi-clad girl be th, othe ·mes questions dispenses a bottle of perlu ch en to reflect the player's responses. 
ust be answered to strip the pixellated babe. The artists responsible arelg«;1tlng more profiCl ~, Although-prayers who tell ,.. a C,lUb that they're feeling rosy today are probably in for a 

odare..now-p!odoofl8-Clllde.beat..£m..ups..stauingJalllOus...manga charaij(ers p1easanESpray---'lf...ea~de.loi venJmows..wbat:JLhappenjLyillLlelLiLynll're feeling shirty 

, ""·· "' ''~J'A 
,, ' ,' /i, 
t :~l 

1,_ ' · 

Amateur manga artists saturate their, works with game 
imagery - Biohazard characters are a popular choice 

Polygonal porn: 3D 
imagery is becoming 
increasingly popular, WIth 
some particularly depraved 
souls progressing from 
prerendered manga girl 
action to fully 'interactive' 
sex-themed games 

I.L .i'· I:."" 
"'" )i 

~ , ,"; . »~ 
~ 

~=-~.~ ". ::"T"j,. 

Many home-grown 'manga babe' games, such 
as this one (above), featuring Sailor Moon 
characters, are simple 'Pairs'-like experiences. 
VV'hatAroma Club players end up with (right) 
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EDGE ifRAWLS THE INTERNET FOR THE LATEST DEVELOPMENTS IN ONLlNE GAMING 

Twilight Lands 
-On, which bi Is itself as 'the leading 
on line entertainment channel' for the 
Internet, may just have found the 

killer app it's been looking for. Bought in from 
Ice Online, whose previous efforts include the 
mUltiplayer Tank Warrior, Twilight Lands is a 
3D, first-person RPG in the tradition of EA's 
16blt classic, The Bard's Tale, only with 
hundreds of simultaneous users. 

The game features a more advanced 3D 
engine than Studio 3DO's Meridian 59, w1th 
rooms on top of rooms, and SIX degrees of 

movement, allowing charaders to look up and 
down and jump. At the moment charader 
classes are limited to the standard warrior/ 
clenc/sorceror beloved of pencil-and-paper 
roleplayers, and there are presently only 100 
'rooms' 10 discover, though Ice promises 
forests, mountains and deserts to follow. 

Unlike many online games, however, 
Twilight makes good use of the Net's unique 
attributes, allowing groups to set up clans, 
own buildings, chdt. ,md even employ onr 
another as mercenanes or assassms. 

Ice Online's Twilight Landsr.resents a 
first-person view of a detai ed 3D world 

The Twilight Worlds software is free to Entertainment Online members, and membership costs just £5.99 a 
month. For more details both on the game and subscribing 10 the service, visit http:/ /www.e-on.com 

Modem canfi rmed for 6400 
Iroshi YamaUl:hi has at last confirmt~d that the N64's 6400 device wi ')€ modem 
compatible. He recently told Asia Week: '[6400] will allow users to replace the original 
charaders In games with new ones via modem and later by satellite communication. 

This is why we chose to use cartridges instead of CD-ROM which can't be written over.' 
This writeabihty would make the 6400 superior to Saturn's Netlink in terms of web bro'NSing. 

Sega's device has no cache so each time a page is referred to, it has to be reloaded into RAM. 
The 6400 could cache pages onto Its wntable areas making it qUICker to access previously 
v1ewed sites. However, while it is confirmed that 64DO will work with a modem, it is unclear 
whether the modem will be Included with the 6400 or released later. Question marks also 
hang over the speed of the modem (Netilnk is 28.8k - anything less would surely be unwise), 
and the nature of online gaming the system will support (peer-to-peer or true Internet). 

The 64DD storage device is due out in Japan by Christmas. Nintendo can be found at WNW.nintendo.com 

OirectPlay away 

le/dD 64 could be one of the first games to 
take advantage of 64DD's modem connection 

reviously, to III lk, a titl· compatible with modem, senal, local 
Area Network 31 ] Internet play, programmers had to write 
difft~rent (ocil' to address each of the communication protocols 

involved (TCP/IP, IPX, dC). As part of its new OirectX 5.0 SOK, however, 
Microsoft hdS dflrlOllflCed il solution d(")igned to help developers create 
online games without having to go through this tim€l...,asting procedure. 

accurate performance charactenstics to the application and let it decide 
the best strategy for messaging,' says program manager Ajay Jindal 

According to Microsoft, OircclPlay, currently available in Bcta form. 
has already been adopted by a number of developers including St~gn 
(Sega Ralfy), EA (NBA LIVe '97) and Adivision (A· /O Cuba). 

DirectPlay forms a bridge betwPf'n the developer and the VoriOllS 
types of networks, effectively making the idiosyncrasies of each different 
communications link transp&enL In Ihis way, df've!opprs don't have to 
worry about addressing the individual nuanCe<; 01 those protacols 
(which can take weeks of coding) - they just write to DirectPlay and it 
does the rest. Additionally, OuectPlay has an open service provider 
architecture allowing custom protocols to be plugged in under 
direct play, like A r M, ADSl, etc. The nevoJ APr also simplifies online 
gaming sites' lobby services (ie where players meet to play games, see 
high scores, Join tournaments, etc), so things are made easier for the 
user at home as well as the developer. Microsoft is keen to point out, 
however, that DirectPlay cannot solve the problems of latency and 
bandwidth inherent on the various networks - 'At best it can supply 

More information about the DirectX 5.0 software development kit, including 
DirectPlay, can be found at Microsoft's own web site at WNW.microsoft.com 

Plus, several online gaming providers - including Mpath, America 
Online's ImagiNation ~etvvork and the Microsoft Interne! Gaming Zone, 
Inc are supporting the intiative. 

Monster Truck Madness is one of Microsoft's own titles currentty 
being used to test DirectX 5.0 and components like DiredPlay 
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numBIlI 
A meeting point for media capitalising on 

the digital entertainment revolution 

s the stuff of science fiction becomes reality, MariS brings astronomical 
dreams to the PC With a stunning VR exploration of a space station yet to be 
built. This month'S electronic devices are true celebrations of the new Space 

d S O(ld'l?n 
T 

No l 14 wW I It·: .. :~. il Age, with a pOCKet-sized deVice you can use for e-mail and databases on the move 
Meanw'lile, digital-audio revolutionaries like Skint, Distance and Platlpus offer 
discerning listeners the most modern soundtraCKS around. £ 

Space Station Simulator 

pace nut PC owners may well have come 
across Maris before, perhaps via its mind­
blowing (and mind-blowingly difficult to get 

to grips WIth) virtual reality astronomy program 
Redshift 2. That title let users travel through time and 
explore the nigtlt sky from different parts of the 'vVOfld, 
hitch rides on the comet Hale BOpp as it passed the 
Earth and so on, and it was mathematically rigorous 
enough to satisfy even professional astronomers 

space Station Simulator, the company's tatest 
CD-ROM, is just as Impressive in technical terms, and 
its subject matter has even wider appeal: it covers 
the international Space Station, a complex dedicated 
purely to research, which hasn't even been built yet 

Don't fret, though - this is not some crappy 
pictures-and-text educational multimedia effort. SSS 
lets you assemble your own space station (using the 
various multi-national components of the ISS) in lego­
lik:e fashion, then float gracefully through it. The 
finished representation is so realistic that it is being 
used to familiarise the astronauts who wi ll populate 
the real thing. 

It also lets you Indulge in a spot of space-wall(ing, 
connect to the Internet for an update on the real (as 
opposed to virtual) proJect's progress, explore the 
projected launch sequence of its various 
components, and glean all sorts of information about 
what life for its inhabitants 'Nill be lik:e suspended in 
space, It's a brilliant guide to a complex and 
specialised subject 

Ultimately, Space Station Simulator's appeal may 
wane before that of, say, X-Wing vs Tie Fighter, but it 
makes most of the other multimedia CD-RaMs look 
like so much orbiting space junk. And it's one of the 
few items of software in existence which actually 
makes use of an MMX Pentlum PC. Although SSS will 
run on a non-MMX PC, it does rather chug along, 

which rather hampers the experience. 
Space StatiOn Simulator is a great way of 

exercising those childhood dreams about becoming 
an astronaut, without having to brave space sick:ness 
or becoming super-fit, Joining the us airforce and 
hoping for the best. 

CD-Rom £ 

music £ 
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kmt Records has more than come up WIth 

the goods in this. lhe second part 01 its 
'Brass.c Beats' compltatOO With some of the 

label's finest artists behind the wt1eel, fN€fY track 
on thiS album exhLdes quality and ongwl3lay 111 
its own right. From the fantastic big DaSS beats of 

FatOOy Slim and HarcJiulox ('MIChaeI.lOCksoo· and 
'Coli can1 to the ingeniously put together 
scratch and hip-hop 01 Cut la Roe & Bassbin 
TWlnS ('Post PunK Progression & 2 Turn tables' 

and 'a crate of Skint"). ThiS album IS a quality fiX 
for anyone With classic breakbeat or hip-hop 
addiCtion. BlIi It. 
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si< any propol1ent of electroniC rTlUSIC 
about Lee Perry and they'll tell you he's a 

quintessential Influence, Along With many BlaCK 
Art. cohorts, he was mal;,mg brilliant ambient dub 
wt1ile the liKes of The Orb and undetwOl"ld were 
fOllowing their mothers around salnsbury's. To 
ackrlcM1edge this respect Island has re-released 
a lew ClaSSIC Perry-produced albums including 
this one from 1976, I1 is testament 10 Perry's 
creativity that the big beats, rumbling bass 
sounds and distorted rhythmns whictl fill·SUper 
Ape' were created WithOut a modem sampler In 
Slgtlt Inspirational 



CD-Rom £ 

World Book Multimedia: 
UK International Edition 

G-Sho(k/ G-Whale 

aSio will introduce only 1,CXXl 
of these 1Mlale versions of 
the chunky and stylish 

G-Shock. and Baby.{3 watChes to the 
UK market. but they will be well wonh 
tracking dQlNrl. 

'vVhen the watches' backJights are 
turned on, the G-Shock version displays 
an imprint of a whale breaking out of 
water, wtlile the Baby-G model shows 
one of six random INhale ammatlOns. 

Both offer the facility to store 
personal details, including your name, 
address, phone number and even 
blood type. 

The watches were commiSSioned 
to celebrate the 6th International 
Dolphin and Whale Conference, and a 
portiOl1 of the sales price will be 
donated to the conference 

These are watches are fOf the 
conscience, then, as...vell as the wnst 

ery little has changed since the very first 
interactIVE! encyclopedias began to pop up 
five years ago, as a response to the huge 

National Curriculum In mind, for example. and adds 
'highlight' and 'stiCky note' OPtionS so pupilS can 
customise inlo for Mure reference. 'Time Frame' is 
another Winner, allOWIng the user to enter a date and 
receive all the into relevant to It. making the cause 
and effect of histOrical events ea~er to understand. 
For those 'Who are just cunous, there's even a 'just 
looking' screen which displays a random collection of 
articles and pictures from 'I.tuch to choose The whole 
thing is beautifully presented and IntuitIVe to use. 

storage capaCity of CD-ROM. The number of entfles, 
ammatlons, pictures and sound clips has generally 
increased, but often there is little to distinguish 
ber.....een different prooucts. Perhaps this is VoIhy IBM 
has put so mum effort into flllding new angles to 
enliven the BnbSh verSion of Its best-selling 1997 
World Book encyclopedia 

After a couple of hours' study, It is clear World 
Book can be spilt In t'NO: thingS It does bnlllantly, and 
Slight disaPPOintments. In the former category come 
the detailed, authontatlVe entries, the number of 
pictures and illustrations 18,<XXl, plus 750 maps, 134 
videos and 44 ammatlOl"ls) and an Internet link-up 
'Nhlch prOVIdes access to around 1,200 websites. 

World Book IS geared very much toward students 
and does everything It can to accommodate them. 
The information is designed specifically with the 

As for disappointmentS, me loclu~oo of virtual 
reality sectioos which allOw the pJayer to explore 
places like Stonehenge and the Eiffel TQINe' sounds 
Intriguing. until you realise they are only a few photos 
JOined together (perhaps a fully explO(able. texture· 
mapped polygon model would have been tOO much to 
ask). There are no InteractIVe games, as there are In 
Microsoft's Encarta, VoAlldl woukl have added another 
element to the package 

overall, world Book UK Pl'"OVtCleS a stylish 
reference proouct deSigned specifiCally for Bmish 
users. It wouldn't be completely accurate to say 
World Book makes learning fun, but It certainly makes 
many steps in the right direction . 
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nder \tie Lrlf"laSS!.llTlll1g surface of IRs 

OOltlIe-CO ~labOO IS a chIIIOUt a1DUm 

of rea. class. CO, (HIghway) kicotS off with Sun 
EIOCUic's bealrofUlIy haootJng·()Ja la· before 

progressing througtl a corrtlirlattOf' Of classIC 

mellOw trance $(dJ as Ral)t)t In the MOOn's·OUt 

of BOdy ~ience' and SlAM's 'E1"lOtlYe', and 

onto /"Ie'Wer quality exCUSlOl"lS SUCI"I as 'Ultra 

VioIef from International PeOple's Gang. WIth a 
second CO (Landscapes) offenng an even 
melJov.ler, rut sW cheese·free. Vlbe, Ifs the 

perfect aural accompal1lrneot to ease In thOse 

long SUflday rrunmg5 
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Mobile Communicator 

okia's 9(0) la cross between a 
handheld PC and a mobile 
phone) never QUite lived up to 

expectatJons for two reasons: It retailed 
at a cool £ 1 ,500, and its excessive oolk 
rendered It unattractrve as a mobHe. 

AIthoogh Its price has not been 
announced, Sharp's PMC-1 will at least 
acldreSS!ne 9CXX)'s other problem. tt's a 
PDAlmobile which is actually the shape 
of a mobile, but features a touch­
sensitIVe screen rather than the usual 
keypad tor dialling. 

Although It can't be used to surf the 
Web (an ideal which has proved 
Impractical With such deVices), users 
can send and receive e-mails, create 
tables and text files, and manage a 
database of appointments and 
adClresses. Just what you need - no 
more, no less. Destined to become a 
dead trencty Item of gadgetry. 

mUSiC £ 

.. s one 0/ the wor\cI's leacllng trance labels. 
Platlpu$ rare+ydlsapOolnts Terra Ferma 

lesserlM 1'/ respected trance duo Umon Jack 

rTW"IUS label bOSS SJmr:r1 Berryj tao(es a 

GancefIoof· fflendly approach 10 contast to the 

·awl· It, mpped-oot terntory that roost artISts Ir1 

tIllS scene occupy. As sudl. 'Turtle Oosslr1~r 

meanders between never~ saSha-sty1e 

epics Ilunar SUlnse1 and geoune quality dub 

trancers ("Floating). Apan from an OCca51OM1 

bout of Roben MIIeHty1e fluffiness, thiS IS 

progreswe and. In places, InfectIOUS. WortI1 

checking out 
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Digital Literacy 

est known for his bestse!ler 'The 

Hitachi Widescreen TV 

laying Mega Drive games on a 
• 14~lnch portable was fine-

the resolution wasn't realty up 
to being blown all over 28 inches of 
screen. That isn't the case With today's 
consoles, so 'I.'tIy not Invest In the best 
if you're to Invest In a TV? Hltachi's 
new range of widescreens includes 
this NTsC-compatible 32-lnch monster 
with Dolby Pro LogiC oecOClIng. output 
for fIVe channels plus an output for an 
external AV amp 

The set features Hltachi's 305 
surround system wtlich is supposed to 
replicate a full AV set·up's frve-speaker 
sound With tINO speakers. SUrprisingly, 
it grves a distinct feeling that sound is 
cOimng from behind you 

And when DVD gets itS UK launch 
later thiS year, you'll be ready tOV1ew 
your favounte mOVIes on Wldescreen. 

: Internet NavigatO(, Paul Glister here 
presents a profoundly confusing 

and disappointing book: 
The title suggests a look at the new 

forms of literacy 'Ntiidl we will have to 
develop as the Web becomes a more 
important part of our lives. 'Mlat the author 
actually does, however, is combllle long 
ramblings about many Internet-related 
subjects WIth personal anecdotes, often 
losing SIght of the central theme of the 'M>I1< 
- the ifT'll)Ortance of understanding the mass 
of data which bombards the web user. 

Of course, it is very fastllonable nght now 
to 'Mite a personal account of online 
experiences and how they have shaped the 
author's life away from the keyboard, OOt 
Glister Just doesn't carry this off as effectively 
as, say, John 5eabrook In 'Deeper' (E45). 

People do need advlce on how to use 
search engines and make sense out of the 
information that they present, but 'Digital 
literacy' Isn't that book. The Irony of this 
meditation on Web confusiOn is that Gilster 
wandered f!NoI<r'{ from the Initial Idea fQ( the 
book and got well and truly lost himself. 

musIc £ 
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t's hard to beloeve. but that beacon Of 
Northern rugIlthfe, the HacIenda. has 

been going for 15 yeiIIS roN - v.t1ICh IS all the 

excuse Deconstn.IctIOO needed to come up 

WIth ttKs hl€e coIIectlon, a gerlfe-brldgJng tup 
through such dancefloor dellgtlts as F'tUture's 
legendary 'Slam', Ahsoo L.menck's Where l.CM! 

liVes' and l'~ lOuIS' 'French Kiss' "-'s)'et 

another homage to the clasSICS, then, but one 
that's rescued by the club'sadVentorQtJSl"eSS 

young MC, New Orclef and Deee-LJle saueeze 
in alongside regular techno and hOuse legends 

NO Happy MOndayS, but otheIWtse K1eal. 

Halycon Days 

f Edge's two-part feature on classic 
videogame emulation (concluding 
()(l page 58) has INhetted your 

appetite for nostalgia, then 'Halcyon DaYS', a 
COllection of intervie-..vs With some of the 
legends of the gaming world, is certainly 
worth a look. 

Virtual Pet 

fter so famously talang Japan 
... by storm, the Tamagotchi 

('loveable egg', literally 
translated) phenoment)(l is ~sed to 
hit western shores. 

For those \Nho've somehow 
missed the blanket media coverage of 
the fad in recent months, some 
explanation of Bandai's novel toy will 
be necessary when you buy a 
Tamagotchi, the block LeD display 
shows a small egg. AIl hour after you 
hit the button on the back it 'hatches' 
and turns into a small blob bouncing 
around the screen. It's now your 
responsibility to feed, nurture and 
clean up after your 'pet' so it grows 
Into a strong, healthy creature. About 
a month later, the thing croaks, and 
you start all over again. 

Mad, but cheaper than a cat .. 

800lls £ 

Here, the likes of Jeft Mlnter present their 
0'Ml account of the games they have worked 
00, and provide a snapshot of what the 
industry was like before the PLayStation was 
even a t'oMni<le in sony's ~ --Many of the inteMewees have gone 00 

to gain fame in the f1l(Xjem gamll"lg illdustry, 

of course, but their early careers offer a 
fascinating loOk at videogaming Vvtlen It was 
a new frontier. These Individuals laid the 
foundations for the programmers of today, 

leaving a legacy of work that is unfortunately 
often forgotten as technology has changed 
and evolved 

The interviews are ooly available In HTML 
format on floppy disk., so you WIll need a Web 
browser to view the PC and Mac-compatible 
files. If Dadgum ever pubhshes the interviews 
in book form, though, a copy deserves to find 
its wCIy onto f!Very gamer's bookshelf. 
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• entIey Rhyttvn la's debut aIltm 

• StartS Off fairly low key WIth a melodic 

and relaxea feel, but this IS soon Wmed on ItS 

head WIth the stofmr1I near-dasSiC VItJ.t isa 

Frog Too .. 1'. ThIS ISIob.Yed by some 

expenmental beats and rhyttmS in the 3ItIY 
named titleS 'MII"Id That Gap' and 'RlKI on the 

Spot'. 'Beotley's Gonna SOrt You out!' is the 

warm. mellOw number you'll play repeatedly 

this surm'\eI", while trocb nine and 11 are as 

groundtxeaking liS their respective titles are 

lengthy and descriptive. A WISe buy fOf those 

v.tIo crave a new COOl. 





ituated in the heart of Paris, 
Oelphine Software Intemational has 
consistently delivered quality titles 

eaming them recognition as one of France's 
premier developers. 

Games such as Cruise for a Corpse, 
Rashbad< and Fade to Black all excelled in 
terms of technology and visual 
accomplishment, revolutionising the graphic 
adventure genre. HCJlNeVer, INith the release of 
Moto Racer, Delphine has entered neoN 
territory. For a company firmly established in 
action adventure games, an arcade-style 
motorbike racer represents a totally different 
avenue to pursue. adder still is the fact that 
the idea for Moto Racer should emerge out of 
Dragon Blade, a sword-wielding action RPG 
game. Edge braved the Channel Tunnel to 
chat to Oelphine's key members - project 
manager Philippe Chastel, project 
coordinator and technical producer Thierry 
Gaerthner, and art directors Thierry Perreau 
and Oenis Mercier - responsible for all of 
the company's major titles, about the French 
approach, Conrad, and their future projects, 
Dragon Blade and Moto Racer 2. 

Edge: Given Delphine's rich heritage of 
adventure games, hO'N on earth did Mata 
Racer ever happen? 
Philippe Chastel: After Fade to Black we 
started researching Dragon Blade [a 3D 
adventure game]. It's an ambitious and 
important project and when it started to fall 
behind schedule the opportunity for an 
intermittent game arose from fooling around 
INith its collision detection program. This was 
how Moto Racer got started. The original ideas 
we had weren't working for a racing game so 
at the end of last year we decided to dissolve 
Moto Racer into what would be more of an 
arcade game which would give better results, 

time. This is when we started to work INith 
polygons - in Guise far a Corpse the main 
character was made out of polygons in 20 as 
was the case INith Another World, which also 
had polygon backgrounds. 
Edge: Rashbock. continued the movie genre 
and the Conrad character became fairly well 
known. How did he come about? 
Thierry Perreau: He was originally called 
Michael, not Conrad. I think it was the 
attraction of doing a science fiction game that 
persuaded Paul [Cuisset] to do it 
TG: Wasn't" supposed to be based on the 
movie, The Godfather'? 
TP: That's right, it was. The original plot was a 
futuristic adaptation of 'The Godfather. 

audience 

OM: We wanted to incorporate the Godfather 
character into a space adventure and 
eventually it became a space adventure 
without the Godfather at all. In fact, I don't 
mOoN if the idea of transposing the Mafia 
elements into a galactic system with other 
smugglers appealed to the studio. This was 
why Conrad was originally called Michael, after 
Michael Corleone. 
Edge: What about the character animation 
in Rashbad<? 
PC: We'd thought of using rotoscoping as in 
cartoons and someone had a camera 'Nith 
which we filmed one of us walking across the 
room just as an experiment We used Deluxe 
Paint and INithin a ...veek we got pretty .,. 

quality over quantity. Most people at 
and will work until they are satisfied with the 

particularly in terms of speed as 3D cards 
were appearing on the scene. This was neoN to 
us and the VWndo..-vs 95 version was also a 
first as was the idea of developing it in C++. 
As a 'result, we were forced to stop work on 
Dragon Blade for a feoN months in order to get 

. the whole team working on Moto Racer to get 
it out on time. 
Edge: Would you agree that one of your 
earliest games, Another World, really started 
the movie-style adventure genre? 
TP: Well, Cruise for a Corpse already had the 
basics of a cinematic approach that Another 
Warld took further. 
PC: Yes, but it wasn't made by the same 
people. Another World was developed by Eric 
Chahi independently from Delphine so one 
can't say that the cinematic genre started INith 
Another World or Cruise for a Corpse. The 
research that went into both games resulted 
from finding ways of reducing the size of 
adventure games because these were getting 
too big for floppy discs that were used at the 
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audience 

:;: <Ill convincing results. At the time, rotoscoping 
:: was very promising, then of course motion 
~ ",pture technology arrived which we could 
~ afford due to the success of F1ashbad<, 

allowin8 us to do Fode to Blod<. 
Edge: How do you view the game now? 
JP: I still play rt now and a8ain. Maybe rt could 
have done with a bit more playability. It's also 
a bit complicated; some of the moves are a bit 
complex to execute, but otherwise I think it still 
holds its own - in visual terms as well as 
having an interesting plot 
OM: There are certain games which age very 
well and which work well regardless of the 
technical capabilities of the machine. 
TP: Moria, for example, will never age. It's the 
sort of game that one always enjoys coming 
back to now and again and I think this is the 
"'se wrth F1ashbad<. 
Edge: You mentioned playability - what else 
would you have done differently? 
PC: I think what Flashbact was really lackin8 
was a third dimension, as well as scrolling, 
which was aiticised at the time. We'd really 
concentrated on the animation, which we'd 
perfected, and the amount of memory rt took 
up meant there was not much room left for 
the backgrounds. tt was also a techni",1 
problem. HO\oVeVer, using 20 meant there 
were no orientation problems. When 
experimenting with 3D, one of our biggest 
problems was how to aUQIN a player to adapt 
to a 30 environment as easily as 20. So it 
might have been difficult to implement 30 at 
the time. But Aashback and Fade to Black are 
8ames which rely heavily on the strength of 
their design and plot - they're not simple 

contemplated doin8 Aoshback 2 in 2D. At first 
by adopting the same side view as in the 
original game, then a top-down view as in 
Gauntlet, and also some pseudo-3D sections, 
before actually decidin8 to go for full 3D. 
Edge: Graphical finesse is something often 
associated wrth French 8ame development 
Do you see Delphine as quintessentially 
'French' in rts stye and approach? 
Te: We don't feel any different in the way we 
develop our games from the Americans or 
other European developers. Of course, other 
countries perceive our games as very partiOJlar 
in style but we are not aware of this as it's 
difficult to see it objectively. 
PC: Actually, it's very paradoxical because we 
live in a OJlture with all the latest Hollywood 
blockbusters, and everythin8 that dealsIMth 
sci-fi - we love it You vvon't see any of our 
games based on Jean de Aorette, for example. 
But maybe because we're French, seen from 
the outside our games carry distinguishable 
traits. HOINeVer, this is not something we go 
out of our way to achieve - there's no 
intention of prejudice. 
TG: We just want to make games. 
OM: However, ~s true that when you look at 
French game production in general, there are 
occasions when more emphasis is placed on 
8raphics rather than playabilrty. 
Edge: What do you think are the major 
differences between French, European, 
Japanese and American games? 
JP: In terms of playability the Japanese are 
gods, they manage to do amazing things. 
Super Moria 64, for example, is above 
everythin8 else. 

with 3D; one of our biggest problems w 
aaapt to a 3D environment as easily as they 
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arcade games that one forgets within five 
minutes of havin8 played them. They have 
somethin8 that holds the player and makes 
them want to see what's next. 
Edge: How difficu~ was the move to 3D wrth 
Fade to Black? What are the specific game 
design problems associated with such a move? 
PC: Well, just before Fade to Block, Doom 
came ou~ but VIle were so used to seeing a 
character that the first-person perspective 
bothered us. We liked to see the character's 
reactions - the movement involved when he 
pulls his gun out or looks left or right, for 
example. Maybe this is what makes our games 
more diffiOJIt to master in terms of playability. 
This is aaually what we have been criticised 
for in the past - that we're trying to get too 
dose to films, we use too many dose-ups. As 
a result, the adaptation time required for the 
game is longer than that for Doom. Also, the 
camera gave us many problems. We didn't 
want it to go into the walls, whereas in some 
games, developers don't seem worried about 
this. But it's something that really annoyed us, 
so we spent a lot of time dealing with it as 
Vv'€11 as the character animation. Those were 
our main problems. 
TG: Also, before slMtchin8 to 3D, we'd 

PC: That's true of all Nintendo games. 
TP: Nintendo are usually very strong on 
playabilrty and they manage to combine rt wrth 
a strong graphical environment - at least in 
the case of Morio. In the US, things are 
different They have good ideas but these are 
sometimes let down by the production side. 
Generally, with European stuff one feels there 
is something extra, an attention to detail, but 
it's true that playability is sometimes lackin& 
something the Japanese have complete 
mastery over. 
OM: With Donkey Kong Country, for example, 
Rare created a game that is totally universal. 
Yes, there is Nintendo behind it, but as you 
play rt you forget the publisher - the 8ame is 
playable, IMth many qualities. I think a great 
8ame 80es beyond questions of nationalrty; 
the player concentrates on the game, enjoys it, 
and is engrossed in the plot I don't think we 
can generalise - there are several developers 
that are able to produce masterpieces. 
Edge: The 'cinematique' techniques 
employed in your products help wrth the plot 
formation of the games. HQIN important is it to 
give titles that movie feel? 
TP: When you want to tell a story, you must 
have cinematic scenes, these are important 



What we have in Fade to Block are 
prerendered scenes. The next step is to have 
these scenes happening in realtime This is 
interesting because prerendered scenes are 
totalf; visualf; different and therefore extract 
the player from the game. tt would be 
interesting to keep the same visual aspect all 
the way through the game, incorporating these 
scenes as an integral part of the game. 
Edge: Suref; developers must be getting 
dose, graphically, to creating the cinematic 
sequences in realtime? 
TG: Yes, in fact it's already done in some 
arcade games or something like Final Fantasy 
VII on the PlayStation which has scenes that 
are predefined but rendered in realtime so 
that the flow of the game is not interrupted. 
TP: In Moria 64, for example, there are no 
cinematic sequences but every now and then 
the action stops and Mario indulges in 
conversation and it's fluid - there's no break 
up of the game, • foons pan of it 
OM: The difficulty comes from the fact that. 
must remain a videogame. The cinematic 

quantity. I think most of the people at 
Delphine are perfectionists and 'Nill work until 
they are satisfied with the results. This of 
course takes longer than just leaving a game at 
a meref,i satisfactory level. Th~ is why our 
production rate is lower than other publishers, 
but vve're also a small team with limited 
means. Nevertheless, vve've allNays agreed on 
producing less games and to try and make 
those as good as possible. 
PC: Having said that we still have to make a 
living and vve're not in a position where we 
can do something like Aashboct every couple 
of years that would allQVol us to continue with 
other developments comfortably. This is why 
we're managing two developments 
simultaneously in order to reduce the financial 
risk. That does not mean that the 
development time is shorter. The games 'Nill 
take just as long as previous efforts, but at the 
end of the day there will be two products on 
the shelves. In any case, you can't ask us to 
produce a game simply for money-making 
reasons because we only develop a game if 

er happened by accident. We had a simple 
over a landscape and we thought they looked like 

aspect must be assimilated into the game 
without disrupting the gameplay so that the 
whole thing remains interactive. It must add to 
the game rather than take it over. 
Edge: Do you think that the odd qualities of 
your games limit their commercial success? 
lG: It's possible. We try to have an 
intemational approach when it comes to all 
our games. We knQVol that in certain countries 
our games have been aiticised for being too 
complex, whim was the case with the PC 
version of Fade to Black.. This is one of the 
reasons why vve simplified the control system 
for the PlayStation version. We are aoNare of 
past aiticism and try to create a product that 
'Nill 5efVe the biggest possible audience. This is 
what we tried to do with Moto Racer - to 
have an arcade game that would be very easy 
to play as well as having extras such as the 
ability to pull wheelies, but the concept 
remained as simple as possible. 
PC: I don't think we have a 'Delphine loo~. 
We didn't set out to make a game that would 
be orientated towards a Japanese, American or 
European market There was no market 
researm carried out to make sure the game 
would work everywhere. We just liked the idea 
and so went ahead and did it Maybe this is 
what constitutes the 'French touch' that we 
mentioned earlier, but we do it because we 
like it - vve're not trying to copy something. 
This has probabf; been Delphine's strength in 
the past but with Moto Racer we've leamed 
that there are other things as well as the 
importance of the user intelface, particularly 
for an arcade game. We're nQIAI placing more 
emphasis on playability so that the gameplay 
is easily assimilated by the player. 
Edge: Do you believe that doing fewer titles is 
the key to success? 
TG: We've always preferred quality over 

we like its concept 
Edge: Is this Delphine's underlying 
philosophy? 
PC: Yes, but of course this causes problems 
with the commercial side of the company. 
They'll want the game out as quickf; as 
possible and we'll only release it when we're 
happy vvith it Havvever, they're aware of our 
passion for games and if we haven't got a 
partiQJlar level finished it's because we don't 
think ifs ready yet and they trust our 
judgement - there's no real pressure from 
them to get the game out 
Edge: You mentioned HoIlyv.ood movie 
blockbusters and science fiction. What are your 
other influences? 
PC: At the time of Aashboct we were realf; 
into [Frenm-bom comic-book artist] Moebius. 
JP: We realf; liked the stuff he was doing and 
in fact we got him to do the artwork for the US 
Fade to B/ect PC bc, 
Edge: Where did the inspiration for Moto 
Racer come from - Manx TT, perhaps? 
TG: Not at all. It was very much something 

that happened by accident tt was while we 
were working on the early collision detection 
tools for Dragon Blade and Microsoft's 
software, because the game relies totally on 
DirectX. Paul Cuisset had started 'vVOrk on the 
collision detection system and was also 
playing around with it to see how the game 
would work in a network set up. He had a 
simple model with cubes moving over an 
undulating landscape. We thought they looked 
like motorbikes and that was when we first 
had the idea to base a game around that After 
many redesigns, we arrived at the version we 
have today. The initial concept was totalf; 
different from any other bike game so there 
was no inspiration or influence from another 
company's work. As we went along. 
eventually changed into something more 
dassical in concept simply because our initial 
ideas didn't really work. for a race game. 
PC: It is totally dassical in terms of the game 
itself but it is totally original in its conception. 
This is wnere we can see Delphine evolving in 
the right direction. We have kept our originality 
in design and animation and we've leamed 
about the user interface and the classic 
elements of a racing game. It seems to 'vVOrk 
well and we hope • will benetn the user. 
Edge: The replays in particular are very much 
like those seen in Namco and Sega racing 
games, though, aren't they? 
TG: Of course, we are all fans of arcade racers 
such as Rage Racer from Namco and the titles 
from Sega. We've all played them passionatef,i, 
but we were not inspired by them for the 
replays. Once you place cameras along a 
ciraJit and film a vehide travelling along it you 
end up with very similar results. 
OM: In fact, the first game to do this was Indy 
500 on the PC which allowed you to replay 
races from several angles, even before that it .. 

I. 
! • .. • !! 
• • 



• c , 
• c 
N • .. • 
"i 

audience 

.... was done in the arcades with Daytona or 
Virtua Racing. 
PC: It was al\.vays our intention to get good 
camera views. This follows on from Fade to 
Black. where we worked hard to get the 
camera right, which of course helped us when 
it came to Moto Racer. For Moto Racer 2 
there are even more cameras. 

The thing that's great about 3D is that 
you can put cameras 'Nhere you wouldn't be 
able to if you 'Were doing a film. The potential 

graphics. There is only one way to really do 
this so we're going out on location to get 
realistic light readings so as to integrate them 
into the game. The lightin& shadO'NS and use 
of colour will all be more ambitious. 
le: In Malo Racer we worked on Window.;: 
95 and with 3D cards for the first time. As a 
result, we didn't use this combination to its full 
potential. So for Mato Racer 2 we have the 
time to extract all we can and add all the 
effects that 3D cards allow to end up with a 
visually more realistic game as well as a 
technical improvement because we will be 
able to fully exploit the technology. 
PC: Furthermore, we're also working on 
cnaracter animation such as getting up, 
running back to the bike and lifting it up 
after falling. 
Edge: Will it use the same lap concept or are 
you considering stage-based gameplay? 
PC: We thought about this and decided we 
don't want to change direction. We quite like 
the concept of circuits and championships so I 
think we'll stick with dosed tracks. But we 
might have the road splittin& offering the 
player short cuts which will be harder to 
negotiate but worth the effort if done properly. 
Edge: The 3D cards obviously offer n€'oN 
possibilities. VVhich do you think is the best? 
le: It's difficult to say because we work with 

hindsight and experience from Mote Racer 
when dealing with exterior environments, for 
example. We'll integrate all of that into this 
new concept which will support network play, 
allowing several characters to participate in the 
quest such as wizards, warriors, priests, and 
elves - all of the typical characters of legend, 
each with their 0'vVI1 strengths and 
weaknesses. But the emphasis will be placed 
on action and combat scenes with strategic 
management elements so that characters are 
used to their best advantage. 
Edge: Is the 30 engine an evolution from 
MalO Racer? 
OM: We always try to improve the engine with 
each successive game. Again, this is the case 
here, with specific technical advancements in 
terms of lighting and better visuals allowing us 
to do a 3D game with vast interior and exterior 
settings, all in realtime. 
Edge: Will you be developing for the N64? 
PC: At the moment we have nothing planned, 
we're just working on PC and PlayStation, but 
we're not against the idea of getting an internal 
or extemal team to convert one of our titles for 
the Nintendo 64. 

As far as cartridges are concerned, I think 
it's a shame such a machine does not use 
COS, particularly as from a development point 
of vi€IN it would be easier for us as we 

convinced we'll get to the stage where players wil l be aoclOirrte 
in charge of camera placement as things become more 

is there to make games more powerful than 
movies. It's a neoN thing that I think game 
developers are beginning to realise and 
master. I'm convinced we'll get to the stage 
where players will be appointed to be in 
charge of the camera placement as things 
become more complex. 
Edge: VVhat is your favourite arcade racer? 
lG: Rave Racer, in a hydraulic cabinet, linked 
to other machines. In Paris we only have a 
fourpJayer version but I know that in London 
there is an eightplayer version. In link mode 
the competition is relentless - you never know 
who is going to win until the very end because 
the situation changes constantly. At one stage 
we even had a scoring system like in Formula 
One, but this created too mucn tension, 
particularly for those who were bad losers, so 
we had to stop it 
TP: Konami's Racing Jam looks fantastic, I 
can't wait to play it Cri Club is also very, very 
good - you really feel as though you're in a 
real tOVYTl. 
Edge: How do you see the PlayStation version 
of Malo Racer tuming out? 
le: It won't have a link mode. Instead we've 
included a vertical or horizontal split-screen 
option for two players. We'll also concentrate 
on lighting effects that we didn't have for the 
PC version. There will also be two extra · 
tracks, and the whole front-end has been 
totally reworked. 
Edge: How will Mata Racer 2 differ from the 
first game? 
PC: It will be more realistic in terms of 

several of the manufacturers so we might 
upset one by choosing one of their 
competitors. We think the 3Dfx is the 
strongest. although it suffers from certain 
constraints that can cause problems. But in 
terms of pure performance, I think it's got to 
be the one. 
Edge: VVhat details can you reveal about your 
next project, Dragon Blade? 
OM: It's a game set in a medieval universe 
with all the cliches associated with RPGs such 
as experience and damage points - but these 
will be invisible to the player. Our aim is to 
produce a RPG that is accessible to all, to get 
non-RPG players to undertake the quest It's a 
project we've wanted to do for a long time 
which was held up because of the PlayStation 
version of Fade lO Black. and MalO Racer, but 
that we now continue with the benefit of 

~------

wouldn't have to deal with memory size 
restrictions. However, it's more dynamic, the 
result is instantaneous, but the price of the 
software is higher because of the format 
Edge: Finally, will we see Conrad again, 
perhaps in some n€'oN dothes? 
TP: [laughs[ If there's another Conrad game, 
he will be able to change his dothes. 
le: At the moment nothing is definite, and if 
Conrad does reappear it won't be before 
1999 or even 2000. MalO Racer 2 and 
Dragon Blade will be 1998 releases so we 
'NOuldn't be able to undertake a n€Vlf project 
until then. 
PC: However, Conrad remains a strong 
element in the Delphine line-up and we have 
the possibility to do a sequel within the sci-fi 
environment that we adore - he's not £ 
dead, after all .. 
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Prescreen Alphas 
mJ 0 doubt fed up with the publicity garnered by its 

rivals, both those with their own 'better than 
Quake' engines and those licensing the 

technology, id has released the first shots of Quake 2 . 

Though the firm remains tight-lipped as to the game's plot, 

setting and level designs, it's already obvious that the 

sequel to the best-selling PC game will represent a 
significant leap over its previous incarnation. 

By the time Quake 2 is finished, the entry-level PC will 
be a 200MHz pentium, almost certainly equipped with a 
3Dfx card or similar. The Texas-based id has been focusing 

in recent years on technology rather than specific game 
concepts, favouring OpenGL over Microsoft's 030 APt, and 

-' 

pioneering muttiplayer solutions, and it can be counted on 

to push the PC to its limits. From the screenshots most 
recently released, a number of improvements are already 
evident. Realtime shadows and dynamic lighting effects, 

which were originally dropped from Quake, will feature this 
time around, as will transparent water, a feature that 
would have significantly enhanced the original game, 

particularly in the superb deathmatch mode. The monsters, 
too, that were criticised for being too basic (or even 'too 

brown') in Quake, are a generationalleap forward, 
constructed from many more polygons for a greater variety 
of creatures, and fully animated instead of key-framed, for 
more convincing movement. 

The real challenge for id, however, won't be a technical 

one (all the special effects promised for the sequel will be 
de rigueur by the time the game is complete), but a 
creative one. Though Quake was untouchable as a 

multiplayer experience, it was sadly lacking in oneplayer 
mode, particularly when compared to its forebears, Doom 
and Doom 11. John Romero, who recently left id to form 

development company Ion Storm, has said that all of id's 
pioneering titles are effectively technology demos, and for 

First shots of Quake 2: it's already obvious that the Quake engine has 
advanced consK:lerab~. Textures are far more detailed, as are creature 
models. This time around, id promises dynamic lightin& realtime shadows 
and transparent water (which should improve the death match mode), 
and greater variety in the game's scenery. Some of the rooms (below) 
are breathtakingly huge, and the mood, as ever, is pure dystopia 
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Top Gear Rally from Boss Game Studios is one of the next wave of contenders for the title of supreme N64 racer, which is noticeably lacking - and 
therefore badly needed - from Nintendo's current range of N64 products, The finished title will offer impressively realistic-looking weather conditions 

the real meat, gamers should wait for the sequel. If that's 
true, then Quake 2 could well fulfill its promise as one of the 

most eagerly awaited games of the year. If not. then the 
Internet, at least. won't know what's hit it come Christmas. 

Compared to other platforms, the Nintendo 64 has yet 

to possess an adequate racing title. but things may be 

about to change with four new driving games destined to 
appear on the 64bit console. TOp Gear Rally follows on 

from the successful TOp Gear series for the SNES; as its 
name suggests, the Boss Game Studios' game 
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.) I'~ ,,, <.) 

concentrates on off-road racing antics. offering six tracks, 
nine customisable vehicles with two hidden cars, the usual 

three modes of play - tournament, arcade. and practice­
and variable weather. The latter is remarkably impressIVe 
in its realism as Boss has made good use of the N64's 

lighting effects - particularly the reflections off the cars' 
sleek bod'y"Nork - as well as including a high level of detail. 
The finished version will include a split-screen mode 

allowing two players to brave rain, snow and fog in order 
to race along the customary bridges and tunnels. However, Ill-

Lamborghini 64 (above), from Trtus. These earty shots show an impressive car model and fashionable lens flare 
effects. but little else. Much of the 5Cenef)' remains to be textured. though the light-sourcing and effects can dearly 
be seen, casting shadow, throwing one side of the car imo dar\ness and recreating the haH-light of dusl No 
opponents have yet been s.hoYm. but Trtus claims that players can expect a choice of another three supercars 
when it's released towards the end of the summer, as wen as a wide vanety of tracks and. of course, an analogue 
control option. Tnus 'NilI no doubt be hoping that Lamborqhilll 64 will justify its Dream Team membership 

The PC gets yet another flight sim, this time from MicroProse. Fakon 4.0 
is at least remarkable for its scenery detail and engine. which should 
draw to the horizon without the need for excessive fogging effects 
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SF Rush is a promising and much 
needed title for the Nintendo 64 
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Arguably the best features of lmagineer's forthcoming N64 title, Mu/ri,Rodng Ch<1mpionship, are its superb Cilr physics model and handling routines. Drive 
onto gravel, and the the car skids, the rear-wheei drive pulling the bad:. of the vehicle into a slide. Analogue pad and Jolt Pack support add to the realism 

... the game will not restrict players to the track, allowing 
them instead to leave the road and explore the 
environment should they wish to do so. 

Microners EOS marks a return for the 
company after a prolonged absence 

from the gaming scene. The developer 
has tried to differentiate its title from 
Pfevious shoot 'em ups by including 

obstacles for the player to avoid, giving 
the sense of 3D. VISUally, the game 

boasts extravagant lighting effects 
combined Vv'ith a high polygon count 

Lamborghini 64 from Titus, meanwhile, is a tarmac 
racing-only affair, featuring the Italian supercars hurtling 
along wide, us-style roads. Five racing mOdes will be 

offered and in addition to the lamborghini Diablo featured 
in these shots, a further three cars are promised. At this 

stage there is very little texturing in evidence and the 
environment looks barren, something the developers will 
hopefully attend to before the game's release. 

Imagineer's Multi-Racing Championship continues 
the racing theme, adopting a rally-cross approoch by 

incorporating tarmac and dirt sections into the same 
circuit. Its graphics are currently looking impressive, with a 
pleasing level of attention to detail (brake lights, dust, 

headlights, etc), while the circuits offer different routes to 
negotiate and hidden shortcuts for the player to discover 

will also be present. In the version Edge played the 

~---- --

handling was great. with a completely different driving style 

needed to be adopted when moving from one surface to 
another (the Jolting Pack rumbling effectively when 
travelling over rough terrain). 

Atari's San Francisco Rush is also due to make an 
appearance on Nintendo's machine. The game is being 

converted from what was one of the first coin-ops to 
incorporate the Voodoo Graphics chipset technology. 

Although it's doubtful that the N64 version will be able to 
match the arcade version's visuals, the game is currently 
looking early but should still incorporate the best elements 

of San Francisco's steep, narrow streets resulting in huge 
jumps as the player hammers around the detailed and 
exciting racing environment looking for shortcuts in order 

to catch up with other competitors. 
On the PC, MicroProse is continuing its combat flight 

simulations with Falcon 4 ,0 . The multi player game takes 
place over the Korean peninsula with the player taking on 

the role of an F-16 jet fighter in a series of photorealistic, 

According to Sony's marketing 
learn, Clash Bandicoot 2 should 
differ substantially from the original. 
levels will be less linear and the 
paths wider, a~hough still slightly 
restrictive (left). Rather predictably, 
the platform game will again 
feature (rash's nemesis, the evil 
Or Neo Cortex (far left) 



Blade, hom Rebel Act Studio in Spain, already hok:ls a commendable level 
of graphical detail, ensuring a realistic400king environment During fights, 

players will be able to separate opponents' limbs from their bOOies (above) 

texture-mapped settings. MicrOProse believes the graphics, 
combined with detailed models of F-16 avionics and 

weafX)ns, could result in the most realistic flight sim to date. 
After a long absence, Micronet is back with a 3D shoot 

'em up for the PlayStation. In EOS, the player controls a 

robot in order to defend his country from its violent 
neighbour. Although EOS resembles Ray Storm in the view 
it adopts, it will allow the player to slalom between objects. 

With a high IX>lygon count and some impressive lighting 
effects, EOS currently looKs like a promising July release. 

work is already well under way on Crash Bandicoot 2 

(working title), sony's follow up to last year's successful 
platform game featuring the orange marsupial. Early details 

suggest that gameplay has changed from a simple linear 

obstacle course into levels offering different paths to 

pursue. The story pickS up where the original left off, with 
Crash again having to face Dr Neo Cortex. New moves will 

be available and, of course, different enemies will have to 
be fought. The game is expected to support sonys analogue 
pad in order to exploit Crash's new-found 3D freedom. 

Rebel Act Studio's PC title Blade, offering a fantasy 
world of polygon characters able to perform a variety of 

moves, is look.ing promising. Combat with any of the 
game's many weapons results In wounds and mutilations 

making it possible to hack opponents to bits, a particularly 
effectiVe feature if Using the elghtplayer network play. The 

pre s cre.ns 

Acclaim's PC strat~ sim, Constructor 
(above), T-HQ's Pax Impeoo (top) 

Tantalus is responsible for the PC 
conversion of Monx TT, which will 

feature the now obIigatorf 30 card 
support It has been pre-empted 

somewhat, however, by the already 
excellent Molo Racer 

3D world employs realtln1e lighting and shading effects. 11> 

ViffUal Hiryuken from Cukure Brain boasts highly detailed fighters and a 60fps hame rate on the PlayStation. The company originally produced lacklustre SNES titles such as Golden Fighter 
although if the recent demo Edit! oMtnessed was anything to go by, it must have polished up its act. INhether the PlayStation really needs anomer beat 'em up is another thing akogether ... 
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Flying Nightmares 2, from Simis. vviO 
take a<t-Ia1:r of the PowerVR chipset 

Psygnosis is wooon8 on a number of accelerated PC 3D titles at the moment, including this World War 2 flight sim. It's untitled as yet. but marks 
something of a departure for the company, more commonly associated with shoot 'em ups and racing titles than sims. Expect plenty of action 

<4 By the time prey, from 3D Realms. finally hits the 

streets. Quake 2 may be almost upon us. The game, which 
features technology and maps which look. alarmingly 

similar to id's masterpiece, was due for release some six 

months ago, but now looks unhkely to arrive this side of 

Christmas. The wait may prove worth it. however, if the 

team can deliver on their latest promises. Prey, it is 

claimed, will run in hi-res 16bit colour and boast many of 

the features mooted fOf Quake 2. such as reattime 

shadows and transparencies, but the most significant 

development is its art. Instead of presenting PC gamers 

• 

with yet another grey/brown maze game, 3D Realms looks 

to be drawing on its experiences with Duke Nukem 3D, and 

creating a colour.saturated world that reflects the alien 

origins of the enVironments. The plot is rather original. too, 

with the player cast into a map to do battle with three alien 

races, the key being survival. 

The sequel to last year's surprise hit Tomb Raider mus~ 

surely be. The follow up again features Lara Croft but this 

time most of the action takes place outdoors - Vel'lice anc! 

the Great Wall of China are but two examples. Rather than 

releasing a substandard follow up, Core is making sure 

Tomb Raider 2 improves on the original; Lara will be able 

to crawl and climb ropes, her opponents' AI will be more 

advanced, graphics wilt be more elaborate, with more 

puzzles and more varied locations. A hot tip for 

biggest selling game at Christmas, then. £ 

Prey is already six months late, but could just be worth the wail Though 
initially just another QlHJke done, the recent graphical overhaul has left it 
..wh a distinctive, colourful look that could lift it above the Unreal/Quake 
2/Dark Project pack when i(s eventually released in the autumn 



After the qUdlity of 
Konami's 155 Pro on the 

PlayStation, Talto may find ~ 
hard to lee!' up v.ith lIS 3D 
soccer title, Super Football 
CMmp, though the .K4<ie 
original at leaS! offered an 

enjoyable kickalxlut 
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Konami's Racing Jam, which uses the 
company's Cobra arcade board, continues 

to amaze with lIS near-photorealislic texture 
mappng and the true-to-life handling of its 

equally real Cd~ The night section (left and 
top right) is JartiaJlarly impressive. 5ega's 

own fabulous effort, Scud Race, could well 
have a rather dose race on its hands 
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Rodmon X4 for the 
PlayStation looks like a retum 
to form for both creator, 
(apcom, and the series. So 
far, 32blt versions have 
disappointed bUI visually, at 
least. this appears fabulous 

pre screens 

Having surpnsed eYef)'OOe last year WIth the iegenda'Y Tomb 
Raider, Core's designers rnUSl haYe thought long and hard 
about how to follow their hit with a worthy successor so as 
not 10 turn what is arguably 1997s most eagerly awaited title 
into the year's biggest dlsappointmenl Initial impressions 
suggest they have taken the (feN) cnticisms aimed at their 
first effOl1 and managed to improve most areas of the game 
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In-house titles Psybadek (top tdt). Colony Wars (left) and OrerbotJrd (above) provide. diverse 
ranp of ,amlnl styles and prove there's much .. ore to hyposis tlYin si .. pIy flashy radnll_mes 

While many look to Japan for leading 32bit console games. 
the creator of Wipeout is going great guns in proving that a wealth 

of quality software continues to be born on UK soil... 

rl] Ithough Nameo and sega have 
.. been widely credIted WIth ushering 

in the 32b1t age through the likes 
of Tekken, Ridge Racer and Virtua Fighter, 
liverpool-based Psygnosis played a large 
part in recruiting western garners to the 
cause. Wipeout. for example, WIth its slick 
sci-fi visuals and incredible speed, near 
revolutionised the racing genre. wt'Iile 
Destruction Derby managed to create its 
own niche - the smash 'em up driving 
game - encouraging several imitators. 

Since this first generation of PlayStation 
titles. the company has published many 
more successful products - some from its 
in-house teams in Liverpool and Stroud. 
and others from thirdparty developers like 
Bizarre Creations (F1). It has also toyed 
with saturn development and. perhaps 
more promisingly, embraced the PC. 
leading the rush to experiment wIth and 
successfully employ 3D accelerator cards. 

Edge recently made a whistle-stop 
tour of the company's many in-house and 
thirdparty teams to find out what is up 
their respective videogaming sleeves .. 

As for thlrdparty Input. Psyposis boasts Rascal (top) from 
Southport-based Traveller's T.les. FI '97 (above left) from Bizarre 
Creations. and SIHu/o"" MGster from Traveller's Tales offshoot. Tales 2 

Of the two PlayStation titles 
currently In development at psygnosis' 
Liverpool HQ. psybadek is definitely the 
most offbeat. At first glance it looks like 

" 



The stunnhlc11ptinc effeds .nd ovenll visual q ... llity e'lident in Colony Wars (PblyStatlon version shown) 11,. 
... surprlsln, considerin, that ib tu ... comprises members who wo .... ed on both of the super-slick WIpeout Cllmu 

just a standard boarding sim, but this, 
claims producer Andrew Bennett, is not 
the case: 'Yes. the characters ride around 
on hoverboards, but this is very much a 
Quest-based 3D platformer. We're trying to 
create a game which fits that genre better 
than some of the titles we've already seen 
on the Playstation: 

Instead of presenting the player with a 
series of tubed courses as in other board­
based games, Psybadek features 50 freely 
explorable levels based around five 
environment styles - Jungle, Mountain, 
Technoplis, Desert and Underworld. The 

'Yes, the Chi1r"der~ ricle around 
on 110verboards, but this JS Y~r..v 

mucl1 a quest-based plattbrmer' 
game is also stacked full of standard 
platform elements. Platforms play an 
importa(lt part, of course, but there are 
also teleports alld wormholes to transport 
the player from one part of the level to 
another, and moving platforms which 
hover precariously above lava PitS and 

I .... 

TIle scenety In ,..,_ (lDlx shots) I. 
wel~""" and ........ Iy textund. and 
each environMent style p'lIdualty merps 
Into the next rather iUn suddenly dlanclnl 

• 

spikes. Pick-ups and power-ups appear 
too, with weapons like magnetic mines, 
boomerang bombs and seeker miSSiles 
available along with invulnerability and 
jump-jet power-ups. 

The way that standard platform 
features have been merged with boarding 
sim elements is interesting. As in, say, 
Cool Boarders, the player has a range of 
tricks to call upon, but here they're not 
performed to gain points, they're used to 
knock out baddies. The better the tnck, 
the more damage it does. 

Also notable is the manga-Insplred 
design of the characters, bringing In a hint 
of Japanese game style. The player can 
choose to play as either Mla or Xako, both 
of whom are represented as cute 
teenagers, each boasting their own 
special moves. There is also a whole gang 
of other cute kids In the game, each 
needing to be rescued at various points in 
the quest - a quamt play on RPG themes. 

With such a large range of gameplay 
styles and influences, Psybadek could be a 
strong addition to the PlaYStation's 
lacklustre library of platform titles. .... 

Missions vary from 
spyin, to protedInl 
dviUan aaft.. so ifs not 
1111 shoot. shoot. shoot 
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OrerboGnls caMera 
ancte can be atterecl to 
wIew the lush scenery 
tro. allllost any a. 

Even PsylHHlelts backlies and the 
scenery are cute. brinp.C to .Ind the 
peIf_ of pIotfono .... Marlo .. 

... Colony Wars retains the 'futunstlc action' 
tag, but moves Into the territory of the 3D 
flight shoot 'em up. The plot alone is pure 
'Star Wars': mankind has colonised five 
solar systems and 40 planets, and now 
has a tyrannical hold over many kingdoms. 
Fed up of this interstellar dictatorship, a 
few of the outer systems form a new 
'League of Free Worlds' (ie the Rebel 
Alliance) and set out to defeat Earth (ie the 
Empire) and its huge armada of 
spacecraft. The player naturally takes on 
the role of one freedom fighter and, in a 
series of spacecraft (scout, bomber, strike 
craft. ete), must choose a route through a 
tree of 70 missions. 

Producer Andy Satterthwaite (who 
previously worked on Wipeout 20(7) is 
unabashed about the game's inspirations: 
'Our initial aim was to create a space epic. 
we all love ·Star wars·, ·Star Trek· and 
·Babylon 5·, etc, and we really wanted to 
capture the feeling of space in the game. 
However, we also wanted to keep it fun, 
keep the arcade element in there, rather 
than the kind of thing you get with space 
games on the PC - y'know, ·OOh, there's a 
dot in the distance, get it into the middle 
of the screen and shoot it!· We wanted a 
close combat feel, but in a gorgeous 
space environment.' 

Although the premise of Colony Wars 
is rather familiar, it is this emphasis on 
arcade-style combat and especially 
gorgeous visuals that set it apart. So far, 
only a minority of PlayStation titles have 
attempted to use the machine's hi-res 
capabilities, but this game brings its 
512x240 mode into play with impressive 
results. The craft design is the piece de 
resistance: fully texture-mapped 
spaceships buzz past the screen leaving 
amazingly realistic vapour trails and blast 
flares. Even the scenery - usually 

o 

understandably sparse in space combat 
games - has been filled With detail. Here, 
fully textured and light-sourced planets, 
nebulae and stars cr<Mld each sotar system. 

Much effort has gone into making 
colony wars atmospheric and believable. 
Could this be the space shoot 'em up to 
blot the memory of Wing Commander 11/ 
from the minds of console owners? At this 
point, the signs are poSitive. 

Overboard is described by 

psygnosis as a 'pirate arcade puzzle 
game', which sounds, if not unique, then 
certainly very different. 

'Our aim was to produce something 
with a dash of originality and an emphasis 
on fun and playability: confirms producer 
Alan Bunker. 'Many of today's action 
games are dark, moody and futuristic, 
which isn't necessarily a bad thing. but we 
wanted to inject light-heartedness back 
into games.' 

It cenainly looks like the gameplay 
liveS up to this declaration of intent. In 
OVerboard, the player takes control of a 
pirate galleon that must be sailed through 
15 sea-based levels. The aim in each is to 
reach the gold at the end, but there's 
plenty to do on the way: tricks, traps and 
sub-missions litter each individual level, 
and there are secret areas, too, making 
the game appear very much like a classic 
NCl SNES title. 

Adding to these puzzle and exploration 
elements is the inevitable shoot 'em up 
ingredient. Intelligent enemy ships, land­
based gun turrets, balloons and 
submarines all play a part in the game, 

The exotic weapons available in OlleriHHlnJ Indude a Ilcfttnlnc CUn 
(main). depth chaFCes (above left) and a flame thower (above rlpt) 
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Overboonl takes place 
In seYeral dtfferent 
",aphlcal rqions. each 
Impeccably deslped 

meaning attack can come from almost any 
angle. There's also a weird range of end· 
of-level baddies (giant lobster, Inca Statue, 
diplodocus) and weapons (mines, depth 
charges, oil slicks, name throwers) wtlich 
suggests that OVerboard's designers are 
following the sadly often-ignored Nintendo 
rule that reality should never get in the 
way of a good game idea. 

As for visuals, OVerboard has an 
overtly colourful cartoon style wtlich suits 
the apparently tongue·in-cheek nature of 
the gameplay. The scenery is neatly built. 
detailed and varied with the five scenic 
styles - caribbean. Inca, arctic. industrial 
and Middle East - all boasting individual 
buildings and landscape features. Plus, the 
various Gouraud-shaded, texture-mapped 
ships are equally well-conceived in 
accurate-but-cutesy PlayStation 
interpretations of the real things. 

Hiding beneath the toyland graphics 
are a few realistic touches. The movement 
of the player'S ship, for example. is 
affected by the roll of the ocean, and there 
are variable weather conditions (cloud 
cover. fog banks, etc) wtlich should add a 
little extra for the would·be pirate to worry 
about As with the weapons and end-of­
level baddies, however, a few realisms 
have been abandoned in favour of 
playability. Edge finds it hard to believe 
galleons really did perform 'handbrake' 
turns and rush through the seven seas like 
high-powered motorboats. They do here. 

Despite the existence of Crash 
Bandicoot and pandemonium, the 
PlayStation still hasn't got a true 3D 
platform game able to even think about 
competing with Maria 64. While many 
prospective challengers are inevitably on 
their way, psygnosis plans to be first off 
the mark with both Its own in-house effort. 
psybadek, and a very Nintendo-esque title, 
Rascal, from Traveller's Tales. the creator 
of 16bit games Toy Story and sonic 3D. 

Rascal, the son of a scientist, is sent 
back in time after fiddling with his father's 
time machine. It is then up to the player to 

End-of-level baddles like the Inc.a 
statue (aboye) tower out of the screen 
and dwarf the player's pirate ship 

get back to the present. solving puzzles, 
avoiding traps and battling with the huge 
range of evil creatures. The journey is 
diverse. spanning seven worlds - a 
medieval castle, the wild west. Atlantis, 
AZtec, a pirate shiP, prehistoriC, and the 
'Time Dimension' - each featuring three 
time zones (essentially creating a total of 
21 (eve(s to travel through). Additionally, 
there is the promise of a bonus game if 
enough 'bonus bubbles' are collected 
throughout the adventure. 

Visually. Rascal arguably surpasses .. 

lIoscm bouts SOMe beautiful f'Hltime Ichtin, 
and sINdln, effects which accentuate the 
atmosphere of each location to maxim .... effect 
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Traveller's Tales' visually stunnin, Rascdl UHS up to 111.000 
colours on-screen - and in hi-res. Despite this obvious ".phlal 
richness. thoup-, the lame Is still expected to run at 60fps 

<Ill anything yet seen on the Playstation and, 
liKe Mario 64, the game is packed with 
impressive peripheral touches - the pirate 
ship level. for example, features a rOCking 
screen to give the Impression of rolling 
waves, and a chrome SUit of armour in the 
medieval castle level boasts a splendid 
N64-style reflection effect, glittering with 
light from surrounding torches. 

Away from attractive background 
features, the designers are also promiSing 
decent character design (even if these 
early conceptual designs reveal a rather 
cheesy apprOaCh). AS a technical exercise 
Rascal could well be a title to back up Juan 
Mentes' unpopular and highly controversial 
assertion that MariO 64 does nothing that 
couldn't be achieved on the PlayStatJon 

Enemies In Shadow Master Indude spiders. dracons. crabs. scorpions 
and explodlnc pods - each level bo.Ists Its own Individual meucerle 

• 

(see E44). The team does at least have the 
pedigree to give it a stab ... 

The craze for first-person shoot 'em 
ups shows no sign of abatement and 
Shadow Master, from Tales 2 (a team 
made up of ex-Travellers Tales members), 
follows a familiar line in terms of setting: 
an evil dIctatorship is moving through the 
galaxy, stripping planets of their resources 
and enslaving the indigenous lifeforms. 
The player has to stop this shadQ'Ny 
empire by visiting seven of the overtaken 
worlds and killing all the baddies. 

There are a few departures from the 
Doom rule book, however. Players vievoJ 
the action from an attack craft rather than 

Rascal coulJl be. thehtitle to l>ack up 
Juan MOJ\tes (lalm t at Mar.o 64 

could be done on the PlayStation 

through the eyes of the game character, 
and the action is mission based so they 
will often have to protect other craft rather 
than just go around blasting things. Also 
interesting is the fact that the visuals have 
been designed by fantasy artist Rodney 
Matthews. Despite his input, however, the 
game bears more than a passing 
resemblance to Neon's Tunnel B1; a 
claustrophobic sci-fi setting, great 
explosion effects and the use of an attack 
craft as the player's vehicle all sound 
familiar. Hopefully, though, the varied 
nature of the planet environments 
(ranging from arid deserts to tropical rain 
forests) will give Shadow Master the 
graphical diversity Tunnel sadly lacked. 

In SIuHIow McIsfw. the 
p&.yer can nD .... 
wupons - .. nonI Idea 



Serious collisions cause tyres to burst body work to be removed. 
and cars to flip over. leavina: debris scattered .cross the track 

T1te split·screen option 
offers the vital 
twoplayer element that 
the orla:lnallacked 

As is the case With all hugely 
successful sports games, a sequel to Ft 
was inevitable. At least here the promise 
is a totally new game rather than a simple 
graphical revamp. 

The most obvious change is 
chronological: Ft '97 is based on this 
year's season rather than 1995's, and 
again includes all 13 teams and 17 
circuits. Elsewhere, the changes 
are less obvious, but more 
profound. According to 
producer John Rostron, the 
engine was the first element 
to receive a thorough service: 
'With Ft, there 'Nere a few 
things we weren't doing 
correctly with the engine. Since 
then, we've run the code at sony and 
they've shown us where we could have 
improved it. The mistakes were staring us 
in the face, but sometimes they need to 
be pointed out.' 

It IS perhaps this engine recodlng that 
has led to the many visual improvements. 
pop·up, the nightmare of PlayStation 3D, is 
kept to a minimum here, whereas effects 
such as lens flare and diffuse lighting are 
brought to the fore. Most important. 

though, is the Jump to hi·res, which should 
have a significant effect on the visual 
quality - but won't, according to Rostron, 
hit the steady 30fps (NTSC) frame rate. 

Much has also been done to heighten 
the realism of the game. On crashing, cars 
burst into flames, engines expire causing 

oil spray, while suspension buckles 
severely, affecting the car's 

handling. Authenticity 
continues with the inclusion 
of the 107% rule for 
qualifying, and the five red 
lights starting sequence 
introduced for last year's 

season. Plus, for the truly sim 
headed, piHane speeding 

penalties and the POSSibility to 
communicate with the team via an 

in·car radio also feature. 
For those less concerned with the 

intricacies of the sport, the arcade mode 
hasn't been neglected (cars can power 
slide. for example) but it's obvious much 
work has been put into authenticity. 
F1 '97 is certainly an ambitious project. 
then. and one that shOuld easily prove as 
commercially successful as its £ 
money,splnmng predecessor. 

spot visual effects. such as spray flylna: when cars 
skid aaass the track. are beina: used In F, " 7 
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The 1997 line-up -PIaY''''''''''''' -
R_ 
PiayStatlOnlPC 
November 

F1 '97 

PlayStatiOnlPC 
September 
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Crystal Dynamics' tail-thrashing lizard has survived 
the demise of the 300 and is all set to 

return to the gaming world in this f1eshed-out, all-3D sequel for the PlayStation 

One of the the strenllhs of the orillnal Ge~ was Its wide ranle of level themes, and its PlayStatlon succeuor continues that tr. dltlon with 
Inventively des1lnecf worlds such as Horror, Cartoon, Sel-FI, Pre-Hlstoric. Martial Arts, and a 'Tron'-lIke aHalr set Inside a computer 

[ij ex was the platform game for the 
failed 300 system. While the 
game never pushed any 3D 

boundaries, the title character's quirky 
dialogue, TV-themed worlds and wall­
crawling play mechanics made for an 
enjoyable game. Two years later, Gex is 
set to return in Gex: Enter the Gecko, still 
cracking his whiP of a tail, clinging to walls 
and mouthing one-liners - only now in a 
completely 3D environment. 

'It presents new and interesting 
problems for us to solve,' says senior 
game designer Richard lemarchand 
about working in 3D. 'It also creates huge 
new gameplay possibilities, because you 
really can have path branches going off in 
all directions. As the game designers, we 
have to think about how we can help the 
player to perceive the spatiallty of our 
levels, and I think that's the most 
important thing for anyone coming to 3D 
platform-game design.' 

In a nutshell, the several levels seen by 
Edge present a richly lit and deeply 
textured world like Crash Bandicoot's, 

• 

with about the same range of freedom as 
Tomb Raider and action more on a par 
with Maria 64. Crystal DynamiCS' design 
team was very wary of comparisons to 
Bubsy, the 2D platform bobcat whose leap 
to 3D has not been inspired. 

'Almost every location in Bubsy 3D 
feels the same: says lead designer Daniel 
Arey. 'In this game, because Of the 
different shapes that Richard and other 
people have done in the level and the 
different lighting, you always know where 
you are. For instance, every time you're 

A wealth of quirky enemies feature In Ente, the Gecko's ropes' 
,allery. The Inspiration for this nasty example Isn't dlffkult to fathom 



Project director Glen 
Schofleld Is convinced 
that Ente, the Cecko Is 
a match even for Mario 

going through a door it's like, oh yeah, this 
is the triangular door, or this is the door 
with the raised stepway, and it makes it 
just very easy for players to map out the 
environment in 3D: 

As Gex can 'facestick' to some 
surfaces and climb on walls and ceilings, 
the designers have really been able to 
maximise the 3D environment. 
Lemarchand, a veteran 16bit designer, 
explains how he created a maze on the 
ceiling through which Gex must navigate. 
'I think this is the thing that really knocks 
Gex into the 21st century: he says, 
'because suddenly everything in the 3D 
environment is a potential play surface, 
not just the floor, which was the case for 
Crash and Bubs and even Mafia.' 

Arey, who worked on the design of the 
original Gex, cuts in to explain that many 
secrets will pe found in places only 

As G~ can 'facestick' tQ surfa(~s, 
the Cleslgner"s lJavehrealJy be~n able 

to Ihaxlmlse t e 3D environment 
reached by exploratory climbing. 
'Suddenly: he says, 'it's like ~Descent 
Gecko~. You're not just confined to a 
simple flat plane or even the stair step 
plane - you're actually getting up on that 
wall. So 3D means something.' 

This time, Gex is working as an 
'X-Files'-type agent sent to capture Rez, 

Ctystal Dynamics almost went under alone with the lII·fated lDO, but 
Ente, the cedo .. ..tu its retum with it leaner and perhaps fttter team 

• 

pr.screen 

Gu"s 3D backdrops are .hanced by rich colours, and IIptlneand 
trans,.rency effects which exploit the Playstatlon's ca,.billtles 

which means traversing more levels with 
cable-channel themes like the original. 
According to Scott Steinberg, Crystal's 
VP of marketing, the worlds will be just as 
dramatically different 'The feedback from 
the first Gex was that the tile sets were so 
diverse that when you were in, for 
instance, the Iwng-tu levels, It was 
dramatically different than being in the 
cartoon levels, and people loved that: 
While some themes return, like the Horror 
world and the Cartoon world, Steinberg 
insists that the level of parody will be 
taken to a much riskier extreme. 

Gex: Enter the Gecko already boasts 
some superior technology and works with 
sony's new dual analogue pad. Comedian 
Dana Gould will also return to help write 
and voice Gex's one-liners - and, because 
the lizard's 3D-modelled face can move to 
12 animated positions, he will be 
lipsynched in realtime to the vOiceover. 

Not long ago, it was uncertain lNhether 
Crystal would re-emerge from a major 
studio downSiZing HoY.tever, not only is it 
likely that this game will remforce the 
PlayStatlOn's credentials as a platform 
upon which convincing 3D experiences 
can be realised, but it looks like both 
Crystal and Gex are poised to leap to 
places that some game characters £ 
can only dream of clinging. 

Ente, the Cedeo exploits the full effect of Its Impnsstve lD environment 
by tralnin, the camera on the action fro ... every conceivable anete 
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A group of technologically aware defectors from Looking Class 
is attempting to harness the 30fx chip and 

ride it home with its maiden title - the first high-end. native 3Dfx game 

The lame uses real space physics. which doesn't permit b'aditional 
game produdlon tricks. such as foeein, out f.r-off objects ... 

~ 
any game companies have been 
born out of a split. Such was the 
case with GameFX. now nine 

months Old, when Noah Davls led a 
group of fellow Looking Glass employees 
dcw·m the road to its new Arlington, 
Massachussetts office. Davis, president 
and CEO of GameFX, and LG's former 
director of technology, regards the move 
as a forward-thinking one. 

'GameFX is dedicated to putting high 
technology back into gaming,' an even· 
toned Davis says. 'We aggressively go 
after cutting-edge technologies, not 
necessarily reinventing but adapting them. 
and putting them inside of gaming 
components as Quickly as possible.' 

Given the look of its first title, Out of 
the void, GameFX is managing to do just 
that. This 3D space shooter'S gameplay is 
still at an early stage, and Davis insists 
that the design will be kept arcade-simple. 
It's nevertheless a technically stunning 
example of how 3D acceleration can 
transform PC games, with an apperance 

-

Gamefl's realistic :r.' s dal,.rtltionlnc 
system' Is but one a host of eraphlal 
strencths lIIat Out 01 the Void etnploys 

that would have only been achievable in 
prerendered footage only a few years ago. 
The fully 3D environment features 
polygon-modelled spacecraft using 
complex textures with more detail than 
anything in the cur~nt market. Also 
immediately evident are the extraordinary 
lighting effects, almost comparable to 
cinematic special FX. 

Breakthrough graphics don't usually 
come with mass-market machines, 
though, which is why, currently, Out Of the 
void only runs on a P200 and requires 
3Dfx acceleration. 'If a common machine 
is a P60, P90 or P120, that's too low for us 
right now: says Davis languidly. While 
readily accepting that the mass audience 
isn't there for him yet, DaVls believes that 
if GameFX builds it, they will come. 

Instud of rulnlnc visual continuity by dlsplaylnc • d ..... ce 
meter, the colour etnanatln, from the ship dlsplllys Its d.ma,. 



Out 01 the Voltls eneine pushes around tens of thousands of 
polYlons and uses sever.1 IIptlnC models to create a visual style 
th.t Is more com .. only assodated with prerendered sequences 

TO achieve this end, he has 
established strong relationships with both 
3Dfx and Intel. Both companies need 
developers liKe GameFX which can create 
showpieces for their hardware, as 3Dfx 
president (and ex-capcom USA boss) 
Greg Ballard concedes. '3Dfx really 
thinks of itself as a platform, not as a chip 
company: he says. 'They hired me as a 
way of making a connection to the games 
business, the theory being that we need to 
have a direct link to game content as a way 
of exploiting the power of this technology.' 

And the competition in the accelerator 
race has already grown. 'This title has 
been developed on a board released last 
November,' says VP of marketing Andy 
Keane. 'You're not on a six-month 
treadmill with our chip. Out of the Void is 
evidence of this. This chip will still have 
distinct value into the following year.' 

Tbe player's ship morphs and becomes more powerful at the end 
of each level to Cive the came a somewhat evolutionary nature 

Davis is also very much behind the 
3Dfx development team. 'We're of like 
minds: he says. 'They want to do stuff 
that no one understands how to deal 
with QUite yet, and that's exactly what 
our goal was.' 

Interestingly, Davis sees Out of the 
Void as an episodic game, With new 
gaming episodes available every couple 
of months. 

'Basically, GameFX is a big 
experiment,' Davis says. 'We have 
different methodologies for games and 
their storylines: He explains that a comic 
book will ship with the game, providing 
players With a background story for the 
action. As Edge went to press, GameFX 
was in negotiations With potential 
publishers for this and future titles. 'With 
this type of space-action game, there are 
a number of licences begging to be done 
like that.' asserts Davis. 

But due to the limited number of 
gamers whO will be able to run Out of the 
Void, Davis doesn't expect the game to be 
available through retail. However, he 
emphasises how proud he is of his team, 
and what it has managed to accomplish in 
the face of companies which have been 
slow to accept new technology. 'The thing 
is, there's such a gap between what 
current games give people and what's 
available given the current processors and 
3D accelerators. tt's gonna take a £ 
year for people to catch up: 

r e screen 

Out of the Voi's unique 
visual style will ensure 
it attention - thouch 
not to the mass market 
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Each level has invisible 
boundaries whose 
limits cannot be 
exceeded (above) 

Little-known Japanese codesho'p Xing has set its sights on the 
lucrative PlayStatlon racing market with its latest title, 

throwing out cars and putting planes in their place. Will it fly? 

~ 
t first glance, Air Race (known as 

... Reciproheat 5000 in Japan), from 
Japanese developer xing. looks 

like yet another abortive attempt to bring 
the PC favourite. the flight sim. to the 
PlayStation. loaded, as it is, with models of 
prop-driven fighter planes from the Red 
Baron variety to Japanese Zeros. 

In fact. Air Race taps into the most 
popular 32bit genre, the racing game, its 
use of planes rather than cars paving the 
way for gameplay closer to Wipeout than 
Rage Racer. 

Each of the 12 planes can perform 
Simple stunts, and each has its own, 
unique, speed and handling characteristics, 
and, throughout races, are limited to an 
invisible ceiling to ensure that they never 
stray too far from the track. 

There's more room for manoeuvre 
than fans of the psygnosis classic will be 
used to, with the routes routinely splitting 
and opening out, blue markers indicating 
the correct path. It won't be advisable to 
deviate from the set course, though 
there will be short cuts to be exploited. 
and extra points and speed-up rewards 
for perfectly executed barrel rolls and 

... ... ... ... .... ... . ... ..•. . 

A radneeame that swaps the open road for the wide blue yonder, AI, 
.GCe's distinctive appt'Ollch and colourful visuals will be its trump cards 

for flying through arches and various 
tunnel sections. 

AS yet. only four tracks have been 
completed (although more are promised 
for the final version) and they adhere to 
the standard foresVice/canyon/city 
designs common to seemingly every 
racing game ever created. 

The inclusion of a split-screen 
twoplayer mode. with little noticeable 
slow-down, should provide added appeal. 
and xing will be hoping that the planes 
themselves provide enough variety to 
distinguish Air Race from its more £ 
terrestrial counterparts. 

The obl1eatory Ice level, 
replete with family of 
penplns. Playen must 
follow the blue spheres 

The split-screen twoplayer mode Is impressive. Head-to-head eamlne 
is made especially Inlerestlne by the diverse ranee of planes on offer 
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After two years spent licensing p'roducts, Japanese publisher Itochu has 
turned its back on western conversions, electing instead 

to produce its own science-fiction-themed adventure 

Nessfl mixes FMV with 
realtime , .. me sequences 

~ 
Ithough Itochu (Japan's biggest 

, trading company) is not that well 
known withm the videogame 

industry, it first ventured into interactive 
entertainment two years ago, publishing 
conversions of titles such as colonisation, 
Transport Tycoon, and Burn Cycle. 

However, the company has now 
decided to publish its own games for the 
Playstation and saturn, and has several 
titles in development: G-vector, a Saturn 
shoot 'em up, Mobius Link 2, a conversion 
of the successful Windows 95 war sim, a 
3D Playstation version of Transport 
Tycoon, and Nessa no Hoshi, an origina l 
concept again for Sony's machine. 

The action takes place on Nessa, a 
planet where humans and aliens coexist in 
a desert environment. However, the 
planet's most important resource - water 
- is controlled by the alien community. As 
Dan, whose mother is dying, the player 
embarks on a quest to find water and 
cease control of the precious liquid, saving 
his mother in the process. 

Most of the game features 
precalculated sequences with the player 
selecting the direction of travel. However, 
Nessa differs from the usual adventure 
game concept by including fighting stages 
akin to a 3D beat 'em up, complete with 

• 

As Dan, the pl .. yer must se .. rch the land for water, fl,ht .. liens .. nd 
return home to save his mother In the process. All In .. days work ... 

throws and special moves, between the 
precalculated wandering. Further 
differences are evident in the way the 
game progresses. Players who find the 
combat sequences too difficult, for 
example, will be able to complete Dan's 
journey by engaging in more exploration 
and puzzle solving. 

For Nessa, Itochu has employed Carlos 
Kuroda, president of Genki and developer 
of the Kileak the Blood series, to take 
charge of the game plot (here working 
independently from his own company). 
Responsible for character animation and 
rendered sequences will be Ichiro Itano, 
who has deSigned fighters for some of the 
PlayStation's most popular beat 'em ups. 

Assimilating two game genres into one 
is not a new concept. Square Soft, for 
example, has tried this twice with the 
Tobal range (by inCluding a rather weak 
'quest' mode in addition to the fighting 
action). It will be interesting to see 
whether Itochu has more success £ with this intriguing title. 

The !lame borrows 
heavdy from 'Dune' 

I. 
3 • .. • N 
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Having established the paradigm with its hugely successful Strike series. 

Electronic Arts is returning to action with an 

continuing the tradition 
of So"iet Strike. the 
polygonal backdrops 
are richly detailed 

explosive new helicopter action extravaganza 

Progressive levels feature affectionate 
homages to the game's predecessors 

[ij ame companies have always 
adhered to the 'if it ain't broke, 
don't fix it' approach. Successful 

formulae are safe. Successful formulae 
sell games (ask Capcom). Occasionally, 
thOugh, a developer follows an established 
formula and comes up with a product that 
is new in all the right places. 

Nuclear Strike picks up where the top­
ten-selling Soviet Strike (E39) left off, 
recycling and refining the Soviet engine, 
but with several crucial improvements. 'AS 
far as gameplay goes,' says Michael 
Kosaka, the game's enthusiast ic 
producer, 'we're coming back with a 
bunch of new features. This time the 

engine's going to be faster and smoother. 
we've got a better frame rate going on.' 
Elsewhere, adherence to the Strike 
tradition entails a ludicrous plot involving a 
lunatic and a nuclear device. 

Foremost among the new features is 
the ability to pilot new vehicles. 'It'S not 
just the Apache,' Kosaka explains. 'We've 
got a Harrier, an A- ' 0, tanks, a little bit of 
everything.' Additionally, EA aims to 
expand on Soviet's ersatz Command & 
Conquer level wllere tile player took 
control of a squad of troops; tllis will recur 
in at least one of Nuclear's levels. New 
weapons, including infra-red tracking 
systems and flame tllrowers, will propel 
tile game into tile post-nuclear age. 

Nuclear also offers a truly persistent 
environment. If a player shoots a spread of 
missiles into the ground, tile resulting 
crater remains for tile rest of the level's 
duration. Tile ricllly detailed polygonal 
models Edge was sllown promise a level 
of visual finesse to eclipse its forebears_ 

Context-sensitive music (in tile style of 
LucasArts mould-breaking iMuse) will 
matcll, beat for beat, the player's 
changing fortunes. Hardly original, but a 
pleasurable addition to tile gaming 
experience nevertheless. 

Answering criticism of the early Strike 
games' cliff-like difficulty curve, Kosaka is 
bullish. 'We're not going to rely on just 
giving you more bullets,' he says, 'because 
that's a cheap way to do it: By channelling 
information to the player sympathetically, 
Nuclear Strike should prove far less 
monolithic to the gaming novice than its 
illustrious predecessors while £ 
retaining its appeal to die-hard fans. 

Nuclear Strike puts a 
broader selection of 
combat vehides at the 
player's command 

Players of So"iet Strike endured ponderous. dunky scrolling thanks to the dubious technique of spooling 
background geometry from CD. Nuclear Strike's refined engine boasts a hUlely improved frame rate. fortunately 
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Man .. ln, director Adam Lancman (left) and chairman Fred Mllcrom 
have kept Melbourne House on the rails for a staeprin,18 yean 

• 

Australia's premiere 

developer has been 

making games since 1980. 

It created the legendary 

8bit adventure The Hobbit 

and the grandfather of the 

beat 'em up, way of the 

Exploding Fist. Now it ' s 

planning a comeback. 

Except, that is, it never 

really w ent away ... 



Edge travels halfway round the world to 
visit a videogame development outfit that 
is almost as old as the industry itself ... 

of the US, and the UK are the gaming hotspots that provide 
the bulk of 1997 ' s headlines and blockbuster output. But 
this hasn ' t always been the case. 

Back In the early -to-mid·'SOs, when the Commodore 64 
and Sinelair spectrum were the game-playing platforms of 
cho ice. the door was left open for anyone - just as It is in 
the PC market now - for any company to make a game and 
publish It . This time period Is one of the classic gold rush . 
experimental eras of western game development and 
spawned such veteran game companies as ocean , US GOld . 
and Ultimate Play The Game (which would later change its 
name to Rare) . But before all of these companies were 
even drawing up design documents or hiring programmers, 
Melbourne House (the publishing label of Beam Software) 
had become the premiere game label of a generation . 
'You'd have to go to Japan to find a game developer who 
started before we did and are stili going strong,' says 

.-___ -.;A:;;lf,,'i.jed Mllgrom, chairman of Beam International, with a 
Justifiable sense of pride. 

The company first shot to centre stage in 1982 with The 
Hobblt (arguably the world' s first gra phic adventure, based 
on Tolklen's fantasy noven and reinforced its status In 
1985 with way of The ExplodIng Fist, a one-on-one karate 
game with excellent playabUlty and memorable music, 
which helped paved the way for the hundreds of beat ' em 
ups since. Fist sold an astonishing 500,000 copies across 
Europe. With a supporting cast of solid titles such as 
1983' s Penetrator (a Scramble clone), 198.'S Lord of the 
Rings (the much·antlclpated follow·up to The Hobbltl. and 
1986'S Rock 'n ' Wrestle (the first wrestllnlgame for 
computer formats which, yes, mixed the sport with 'rock' 
music), Melbourne House blazed a trail that others would 
follow. It Is certain that many of today' s game deSigners 
were first Inspired by these Australian pioneers. 

The Kruslt Kill '11' Destroy (KKND) te ... pose In their nillur.1 
IuWtd. The I .... e h •• been well recelyed the worlel owe 

In 1987, however, the Melbourne House story seemed to 
come to a close. 'Beam software was running the 
development from Australia and Melbourne House was our 
UK-based publishing arm, ' explains MlIgrom. 'So we had 
the full publishing operation. But aro und 1987 a lot:-O:;fi'-o?u':":r~------------------­

UK people went on to other companies and at around the 
same time the Industry was moving f rom 8bit to 16bit . It 
was a pretty chaotic time. We didn't have the management .,. 

Krush Kill 'n' Destroy (far 
left) Alien Earlh (left) and the 
recent Cricket '" (top left) 

!. 
• .. • 
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Fred Milpom reminisces about Melboume House's early days 
(top). Meanwhile the Alien Earth teant uke over a tram (above) 

• 

<41 depth at that time to run both the publishing and 
development sides of things, so we ended up selling off 
the Melbourne House publishing side to Mastertronic.' 

And from this point on , the Melbourne House name 
floundered . 'Mastertronic decided that Melbourne House 
should move directly to 16bit and ditch its 8bit heritage.' 
explains Milgrom , ' and as a result we spent a whole year 
developing products that went nowhere. They never got 
published . It was a complete waste of time. A year later 
Virgin bought Mastertronic and got the sega licence ­
which is what I think they were really interested i n all 
along - made heaps of money, and Melbourne House was 
left to fall by the wayside .' 

Beam Software then devoted its energies to becomi ng a 
developer of games for other publishers, a task at which it 
has achieved prolific success. With 28 NES games, 8 Mega 
Drive games, 14 super NES games (including the 
superlative Smash TV conversion). 25 Game 80Y games, 
three PlayStation games (including Gex for Crystal 
Dynamics). and two Saturn games (including Lost Vikings 2 
for Interplay) under its belt , Beam has kept itself busy . ' We 
were doing lots and lots of thirdparty development on the 
consoles,' explains Adam Lancman , Beam Software' s 
managing director. 'We tended to get the jobs that no ORe 
else wanted to touch because we were known to have the 
technological smarts to achieve results In areas that 
no-one else wanted to attempt.' 

These ' technological smarts' are largely born of Beam -
as with all Australian game developer - having to remain 
largely self-sufficient. 'Nearly all of the game-making 
talent In Australia has, at some point, worked at Beam : 
explains MlIgrom . ' At the moment there are half a dozen 
companies coming up who are making games. There ' s 
Australls In Queensland who Is doing Dark Reign for 
Actlvlsion, there' s Digital Entertainment in Sydney who are 
doing multi-path movies, there' s Silver Lightning who did 
Moto Challenge. And If anythi ng characterises Australian 
development It 's probably a sense of self-reliance and an 
ability to make your own tools. It ' s not as if any of us can 
Just pop down the road to Visit, say, MetroWorks to get 
answers to questions. We largely have to come up with our 
own solutions and sort out our own problems. And so far, 
we've been lucky enough to guess which way the market is 
going to change r ight more often than we' ve guessed 
wrong.' Lancman concurs: ' We wouldn 't be here after 17 

.u.. ..... M ' w ........ ...e .... 1III'IIed ......... 
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The co.,. .. y"s MM hoMhos In fnHd 01 their HQ (left). MD AdtI. Lanmtan (rtchtJ 

years If we didn't know how to change with the times and 
work with new technology.' 

But the real news with Beam Software in 1997 is that it 
has relaunched Melbourne House as a label. 'virgin simply 
let the Melbourne House name lapse, ' reveals Lancman 
with a smile. 'So we took it back. It' s ours again .' In 
March , the Command & conquer-inspired Krush Kill 'n ' 
Destroy (aka KKND) was the first Beam game to be 
released by the Melbourne House publishing label in 
almost ten years. It received critical acclaim around the 
world (E43) and was quickly followed by EA' s Cricket ' 97. 
And more games are on their way. 'We ' re still going to 
continue developing games for other people, ' explains 
Lancman, 'but we believe we have an understanding of 
what the punter out there is looking for. We ' re not driven 
by the sales and marketing people who often don't have 
the full picture or knowledge of who It Is that's playing 
these games, so we can produce the games that we want 
to make for ourselves.' 

As for the style of games that Melbourne House will be .. 

• 

atul 

Alien fortlt is currently looklna:like an excellently 
rendered PC Nw ..... r. with multiple locations and 
so •• I.presslve SVGA debll. Th. smooth-scrollln, 
Hodrops are I-buffered so that the player Is brielly 
obscured when walklnl behind certain objects (above). 
TIle prerendered anl.atlons remain unobtrusive, too 
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.... producing, It seems that a little bit of everything Is 
the order of the day. 'We don't have a particular 
speciality of expertise, not like, say, Mlcroprose 
which has concentrated on slmulatlons: concedes 
Mllgrom. 'But one thing that we will continue 
producing Is non-North American sports games. 
They're rarely In the top ten at the end of the year, 
but there ' s always a strong market for them, ' he 
reasons. 'Sports games are good bread-and-butter 
work: Lancman affirms. 'We also believe that we 
have a strong understanding of adventure and 
strategy games, so we ' ll continue to produce those: 
continues Mllgrom. 'but we're not ruling anything 
out. We' " produce anything that we think Is fun-and 
playable, really .' 

So will garners see modern -day versions of the 
games that made Melbourne House such a success 
in the ' SOs? Exploding Fist 64, perhaps? ' I think the 
only value left in any of our old Sbit games is in the 
names of the titles, not in any of the designs or 
gameplay,' admits Milgrom. 'And even there it ' s 
wearing a bit thin . It ' s more nostalgia than 
anything . Way of the Exploding Fist is a great name, 
but r ight now we don ' t have a vehicle for it . we 'd 
have to come up with a radically different game if 
we were to release it again in 1997.' But that 
doesn 't mean that the underlying respect to 
gameplay and playability that made these old games 
such classics is no longer part of Melbourne House' s 
ethos. 'We ' re looking at the trend towards retro 
gaming, sure: says lancman , ' and the gameplay 
that worked in 19S0 still has relevance today. We 
may dress it up in a different way, but 
fundamentally the gaming experience of, say, 
Pac·Man is as valid today as it was 17 years ago . 
You now have to dress It up with 16bit colour, 24bit 

abit classics Way 01 the Exp/0rllng Fist (left) and The Hobbit 

.... _'17_~ .. _ .. 
X' ................. , ... 
,..... ....... -tw-t 

sound, and Introduce some new bells and whistles, 
sure. But as a gameplay experience, It's stili valid.' 

The development of Alien Earth, Beam's current 
main project, due for release through PlayMates, 
seems to follow this philosophy. A follow-up to 
Shadowrun (1993's critically acclaimed but 
commercially underachieving Super NES release) , 
Alien Earth's producer, D.vld Glle., hopes to 'keep 
the original's RPG/combat/adventure gameplay 
elements that people liked, but up the graphic side 
of It to a state-of-the-art level.' The game sets 
players In a universe In which humans face 
extinction at the hands of aUen Invaders. viewed 
from above, players must escape the Infighting of 
the human survivors, travel from a Jungle, through 
wastelands, to a city where he they discover the 
resistance movement and eventually tackle the alien 
mothership Itself.' Beam Is especially proud of the 
game's visuals, and Is currently employing a team of 
15 people to ready the title for a late-1997 release. 

And for the future? 'we're going to be doing 
PlayStatlon products, as well as PC games: reveals 
Lancman. 'But It's unlikely that we'll develop for 
Nintendo 64 cartridges,' contin ues Mllgrom. 
' because we simply can 't afford the cartridge 
business at the moment.' And what success does 
the new Melbourne House label hope to achieve? 
'The videogame market is becoming Increasingly 
dominated by seven or eight major publishers,' 
concedes Milgrom, ' but that doesn't mean that 
there isn 't room for focused, in dependent 
development studios producing great content. And 
the industry needs that freshness and Innovation -
Quake and Doom would never have happened 
without it .' And for those still hankering for the ablt 
classics of old ? ' If you want to play any of these 
games: suggests lancman, ' just go to our webslte 
[www.beam .com .au] and you can play most of our 
old Sbit games using PC spectrum and Commodore 
64 emulators . And you know what, they're stili £ 
a lot of fun .' 

Edce would like tu thilnk Adil ... FreeI. Klrsteft BHmlsh ilnd illI ill hilm SOftwill\l! for their kind hospkaltty durlnr Its my in Austr .. li .. And espedlolty lot- _ ftlrhfs Ntla .. . 
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Metal Geor ~aljd 1\ ~f't '" Impr~\<; lvf"lV r .. ;,I.\tl( ~I .. ,II;,," nudear wupon .. depot Thesp renders are indicative of the effort that has gone into what 
will be one of Konaml .. bl5t:2 .. \t ga".."" of th .. y""r Thin" Re,",dent Evd meets-Fade to Black and you'll get some idea of what Konaml is planning 

I~letal Solia. 
Konami's :nbit endeavours to date may !>ale against its 16bit heyday, but 

an update of a renowned MSX title could give it the momentum 
to muscle its way back into the consciousness of gamers the world over 
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Most objects in the environment are interactive. The inside of trucks, for 
example, can be used for hiding. although it isn't re<ommended (above) 
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The action can either be view j" ... 

thIrd· )€rsoll perspective (useful for 
Icr.aIJn5' hidopn ~pmles) or throu h 

screen 

A lot of emphasis is placed on the use of IlJhtIn .. with particularly 
impressive results -the Mood of the C.ae Is predoIninantty dark 
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Although action sequences may occur frequently (left), the main aim of Metal Gear Solid is to go about your business unnoticed. To achieve this, the 
player will have to search the factory for air ducts, lifts, passageways and security passes to allow access to rHtrided areas of the depot (riCht) 
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SI' Edge eve:;~ tt: con 
E4Ul, Its grapri Ive ...cel )utJan lally 
mproved. The 3D e,lvlronment s 
impressively realistic In its complexity and 
everything moves along very smoothly 
The use of colour may give Metal Gear 
Solid a sombre looK, but according to 
Youji Shinkawa, graphic design director 
this was the Intention, 'When you compare 
MQtal Gear with Oll-tel game) 1001(- like 11 
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" '11 The complex. realtime came environment is 
based on hiChly detailed SGI models (above) 

S jiLfl t·o d ~ en h" :h-"r_ 10S from 
the baCK~r')unj HCW,'\If'1 W,len the 
'h ... ~.... ~ r. YII "::; very C>dYoJ 0 PiCk: 
"CI P rson::! y, real,y Irka :t1 game s 
~rl( JTS Jnc I we .... J ') Je hghting 
fee whl..' dJrk.b.J,lfltense. tgives 

the wrJle thi ,g d very :()(., atJTIOsphere 
Another aspect that las ecelVed a 

complete overhaul Since the onglnal game 
IS character deSign. Snake himself has 
been altered substantially because he was 
thought to look too old in the original 
game. 'We did nol believe this to be gOOd 
tor ttle game's commercial potential SO we 
redrew him. He now looks younger than 
before,' explained Shinkawa. The 

Throughout the came the player will have to switch between 
viewpoints to maximise his chances of survlnl. The first-person 
perspective works best durinC one-on-one close combat (above) 



All of the locations are construded in realtime 3D which provides a seamless transition from room to room, Tomb J 
Raider-style. The player can choose whether to engage in combat (top) or to keep out of trouble. Some chance .. 

Conceptual designs for 
Metal Gear Solid reveal 
• diversity of features 

customanlystn~l1g J~}e')e C .jldcter 
deSIgn is also t'lJlde ' 11 ~t '" "11 ~ 1 
members If th'" FOXH( )UNr t('" 11 
particularly as tlll'Y Jre tl ~ worK ,f 
ilcclaimed manga aft I,,! Ko lT1d wh !1as 
brol>gflt substantial l'ldlVidualiOuch ~ to 
their clothes and Dl1y~ ,·;)1 femur"" WI le 

keeping the over .. dl,ma" al ty, .... c 
conte, i'l'ad 

The game'~ ICll1: r€d:sm :;; tl1P 
result of pa instaki,lg work larrled 'Jut by 
Stllnkawa'limSI'" My first assignmellt 
WJS to desigl Mural Gear rnl·(r-arlJcal 
modets J work:e " 10 ~ for dnnul two 
m01ths Jnd '11ade d fie 'nt ~c!s u: i'lg 

plastic parts. H Ir 1-..1e dr"w the 
lIustratl~t'ls that I.'. n u am 

Tb ·menlt ., I u dC'dI, ~ 5 

JQLh Y im ...... l' ~ vc seal h;.; 
ma '<;!IC stladow: t(J'....... ..c te" 

'T\ 1eoaf'd In tr • ""',"lv.:, ana <' 'kl' 
bt>lc ~<; :onvlnc 1~ly fn'11 Run :JJrrcl<: 
'Our po 'Cy 1<:' If) ~are about thiS level of 
detail Genr1ally, In movle~ people care 
about Ih(' smOlt drtails [butl thiS is not 
usuiJlly the Cdse in games, f'or Meta,1 Gear 
wp tod< carp of thP.se small detal':;' I'm 
alway.> rloubtiul when producmg a game 

. ..j I· d~l!Jonal way so I prpfe' to ~mbark 
uoon a game Jr 'h,:> same way as \;"'IJUld;f 
a WQ~ .jlf'C' 'g.3 ·lrTl' says ShinkJwJ 

Mf'/at (,;,"dr Sola CLlrrrntly ")()k: t(' be 
a ..,tun·' "'5 titl,' Most importJ:nJy, h l tile 
pOlP'1t1al to ,~IC'vat(l KQnami's status tne 
same way Resident Evil raised CJpCOfTI'S 
If thiS proves to be the case, PlaySt<lliO'l 

wnCI' may soon be celebrating tl ~ 

"1 n' forM of another Japanese 
jE'V :op wh l:~ was, Jntl e~e lily, £ 
o one 1 .JI of t'1e rur -g 

Being deteded will result in all of the terrorists in the vicinity to attack 
simultaneously (above). To help Snake with his mission, a number of 
extra objects exist. such as explosives (top right) and IR goggles (right) 
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Huge and muttiple 
explosions look set to 
play an important role 
in the proceedings ... 
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'Progress, far from 
consisting in change, 
depends on 
retentiveness. Those 
who cannot remember 
the past are condemned 
to repeat it.' 

G! C' gl" )antayana 186::'· 952) 

rr,n hen the coin-op videogame was invented, it produced 

W arcades that became full of distinct, unique games, their 

themes exploring every idea imaginable. The more you played 

them, the befter you got, and the longer your game lasted. If 

you got good enough and plenty of people did - you could 

play Defender, Pac-Man or Asteroids all day on a single credit. 

They were 'games' in the absolute sense if you obeyed the 

rules perfectly, you'd never lose. 

There has, however, been an almost unnoticed but 

completely fundamental change in the whole underlying 

concept of arcade games in the last ten years. Modern games ~ 



.. aren't really 'games at all, strictly speaking they're 

essentially low·rent fairground rides, designed to offer arcade 

operators a clearly defined play length, ideally around two to 

three minutes (freeing them from the nightmare of some 

gangrenous youth hogging a potentially-profitable machine all 

day for 10p). Players are not bUYing the skill challenge of the 

old games, but a fide, a preset experience (which also explains 

the maSSive predominance of the huge, expenSive Sit-down 

simulators which have taken over from the old stand-up 

cabinets in almost every modern arcade) 

There are essentially two games In modern arcades the 

.. ~ .. ..­-------• ~) _ f I ~ _ - .... -
1-· - •• I' - • I - _ . 

racing game and the beat 'em up In this context, something 

Itke a football game in fact qualifies as haVing the same values 

as a beat 'em up, as they are designed to be played 

competitively by two players (most garners sneer at the 

oneplayer mode), one of whom will obviously lose within a 

couple of minutes and have to put more money in Racing 

games, after the very short learning curve required to get 

through all the CheCkpoints/tracks, have an obVIOUS predefined 

conclUSion. In fact, the better you get al a racing game, the 

shorter your actual game gets. AS your skills Improve. you 

reach the end faster and faster It's hardly surprising, then, 



that players who were around in the '80s sometimes hanker 

for the old way of dOing things. 

One thing that puzzles many garners, though, IS that It'S 

taken so long for successful emulatIon of old games to 

happen people have been expecting arcade-perfect com·op 

emulation, in particular, sInce the advent of the sega Master 

system. After all, the old coin·ops generally took up less than 

SOK of memory, and ran at tiny clock speeds of between 1 and 

4Hz What's so hard about doing, say. Ga/axian property on a 

100Hz PC or a state-of-the·art console? 

'SurprisIngly, the PC's video hardwam is only Just 

becoming good enough to produce the sort of Images that 

were used on the old arcade games.' explains programmer 

and distributor lee Taylor 'For example, the churac..ters in 

Galaxian, like many other arcade games, used both character 

and sprtte displays to make the screen when the Galaxians 

are to convoy, they're in character RAM. but when they attack. 

the Image is deleted from character RAM and a sprite is put In 

exactly the same place. Reproducmg this on th~: Pc. means 

uSing a bilmapped display, emulati'lg both c/1.,la1.I(:' ilOd 

spnte displays. So if a coin-op Galax'ar appears. U~ UHt unc 

write to RAM, emulating It on the'C rCQult '_~ )omcthlng like .. 



.. 64 read dnd 64 wnte operations. Tlw number can be reduced 

a bit by optlrlllsalion (using word or double word read or 

writes as opposed 10 byte ones), but eVf>n then you're looking 

at an exponentlally higher number of memory operations 

compared to ttle anginal hardware. Add to that the actual 

emulation of the origmal processors, and things start to get 

complicated fast' 

Another emulator author, Chr; s Hard y (respOnsible for 

Windows 95 versions of phoenix and Pleladesl, notes that 

'Generally, the older a computer or game is, the more tricks 

the hardware designer and software engineer had to do to get 

the required results. The Atari 2600 had very simple Ilardware, 

but It'S pushed to the limit by the games programmers. Often 

sprite attnbutes were changed at near pixel level (spnte 

multlplexing) to get simple effects, which IS a nightmare.' 

So why are so many people knocking out these emulators 

like there's no tomorrow? 'Aside from a few problems like 

these with displays, I think the actual writing is quite easy 

One of ttle most Important things to remember is tllat it's not 

necessary to actually know any tiling about how tile arcade 

machine works internally. As long as tile programmer 

emulates the hardware so that the game ttlmks Ifs running on 



a real machine, then the game will run exactly like the real 

thing. You don't have to worry about what to do with the 

sprites, what's important is that the emulator knows. Then 

It'll do at! the real work for you.' 

So It looks Irke emulation is here to stay, despite the 

protests of modernists 

The emulation scene is, ironically, one of the most dynamic 

in the whole games business Except, of course, that it's not 

actually part of the games business at all With very few 

exceptions, emulators represent a free lunch for game players 

- a web-connected PC is at! you need, whether it's your own 

or a one situated in a Net cafe. Nearly all emulators are tiny, 

and can easily be taken away on a floppy disk the most 

recent space Invaders arcade emulator takes up a mind­

bogglingly tiny 3K . And failing even that. many mail-order 

OUtfits sell COs packed with emulators and thousands of the 

old games. While copyright on these ancient games is a 

substantial grey area, none of the owners of said copyrights 

seem to actually care very much (in most cases, at least - see 

'Breaking the Law' bOxout, E4S). 

And while some might think it a bit odd for a magazine like 

Edge to say so, there can be very little doubt that this is a 



.... laudable sentiment The games busmess has been keeping 

Its history locKerf In the closet for far too long, condemning 

itself to repeat the same mistakes and learntng many of the 

same painful lessons over and over again. mLlch to the 

chagrin of the game-buying public. 

The emu scene is a rich source of enlightenment for 

anyone with an mterest in vldeogaming and If 

experimenting with a few emulatlons shows a developer or 

publisher what actually made the vldeogame business take 

off and fly tn the first place. the next generation of 

games (and game players) can only benefit £ 
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r:I ver since videogames first appeared, in 

l.:II both their home and arcade incarnations, 

they have attracted a mixture of suspicion and 

mistrust from uninitiated onlookers. At first, the 

fear was that games were turning children into 

antisocial automatons. Parents watched in 

horror as their kids mindlessly fed coins into 

Pac-Man machines and sat goggled eyed in front 

of TVs attached to small plastic consoles. 

Playing outside in the sunshine seemed to have 

become a thing of the past - a view regurgitated 

in endless books, newspaper articles and 

reactionary political speeches across the world. 

Over the last three years, however, this 

general suspicion has become more focused -

especially in North America where top ranking 

politicians and academic figures are taking an 

active role in the debate. possibly influenced by 

the mass moral crusade against violent 

television and cinema, attentions have turned 

toward specific titles like Doom and Mortal 

Kombat. The chief concern is, of course, that 

playing violent videogames can lead children to 

become violen t in real life. 

It is a view most gamers would dismiss as 

nonsense, but there are many intelligent. 

committed individuals convinced that there may 

be li~kS. Furt hermore, as has already been 

witnessed countless times with the movie 

• 

industry, the standpoints taken here are bound 

to have a huge effect on global opinion. So, the 

Question is, what are the links between 

videogames and real life violence, and what are 

campaigners trying to do about them? 

One of the most vocal proponents of 

the 'violent games beget violent behaviour' 

theory is Democrat senator Jose ph Lieberm an. 

His concerns, initially focused around violent 

television, began in 1993 when he noticed the 

programmes his youngest daughter watched 

were very different. in terms of content. to 

those viewed by her siblings a few years before. 

'My chief of staff and I were talking about this: 

says Lieberman, 'and he was telling me that he 

was having this argument with his son, who was 

then eight or nine, about Mortal Kombat. The kid 

wanted it, but my chief of staff didn't want to 

buy it for him.' 

'We watched it, and I .. Let's just say I was 

struck by the graphic nature of the violence, and 

by the extra dimension of the kids being 

involved in the violence. Kids playing these 

games are participants, Kids watching TV at 

home are observers.' 

Prompted by this Initial encounter with game 

violence, Lieberman held the first videogame 

hearing with fellow Democrat, Senator Herb 

l '-.,.,. ~ . -. , . 
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(From top) (armageddon, 
Vlrtua Cop, Doo,. and Mortal 
Kombat have all caused 
controversy due to their violent 
content. But does this violence 
rulty affed chlldrenl Senator 
Lleberman is convinced 



JUST WHO IS SENATOR 

JOSE PH lIEBERMAN ? 

Democrat Joe lieberman 

(connecticut), was elected 

to the US Senate In 1988. 

His main Interests are 

fighting government 

waste, creating jobs and 

protecting the 

environment. but he has 

also become something of 

a scourge to youth culture 

over the last few years . 

His Involvement with 

vldeogames began In 1993 

when , at a Senate press 

conference , he spoke out 

against violent tiles such 

as Night Trap and Mortal 

Kombat, expressing a wish 

to ban violent games 

constitutionally . Instead , 

he contributed toward the 

setting up of regulatory 

body, IDSA (Interactive 

Digital Software 

Associat ion ), and a US 

ratings system, ERSB 

(Entertainment Software 

Rating Board ), In 1994. 

He has also joined the 

moral crusade against rap 

music and violent films, 

making him very popular 

with right-wing American 

parents and very 

unpopular with their more 

open -minded progeny . 

KOhl, in December 1993. Here videogames were 

described as 'The nightmare before Christmas' 

and both parents and children were warned 

about the violent content of certain titles. 'Our 

second goal was to appeal to videogame makers 

- just as we have appealed to television 

producers, to rap music prOducers, to movie 

producers - to consider the impact of games on 

those playing them. We'd like these people to 

draw their own lines, over which they will not 

go, as to what they will and will not include in 

the stuff they produce - hopefully because they 

are concerned about the impact on the game 

player's behaviour - particularly children.' 

Not content to leave things in the hands of 

developers, however, Lieberman jumped back 

into the fray in 1995, orchestrating a bill to make 

the age rating of games compulsory in the 

States. His stance on the issue of digital 

violence remains unequivocal: 'Underneath all 

this is the conclusion that people who play 

violent videogames, particularly children who 

play violent videogames, probably will have a 

tendency to be more violent, or at least less 

struck by violence, in real life. For some people, 

violence may become more acceptable or even 

normal for them in day-ta-day life because of 

their experiences with violence in videogames.' 

As for proof of this argument, Lieberman is 

• 
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honest In his admittance that 'there isn't much' 

at the moment. There have been several studies 

made into the effects of videogames on 

children's behaviour patterns, but Ueberman is 

more concerned with the hundreds of studies 

made into the impact of violent movies on young 

audiences. As he states, 'in controlled 

experiments, it has been shown that when 

children watch violent movies or violent TV, 

their behaviour is affected. And there's even 

more anecdotal testimony from parents who tell 

me that they've watched their k.id'S behaviour be 

affected by playing video games. ' 

The idea that children imitate what they see 

in movies and vldeogames is based on a wider 

concept known as the 'social Learning' theory, 

which suggests that children learn primarily by 

copying what they see around them. Can it 

really be applied to videogames? And does it 

validate Ueberman's argument that videogame 

violence causes real-life violence? Other experts 

in the field of technology are not convinced. 

Professor Henry Jenkins. director 

of media studies at the Massachusetts InsUtute 

of Technology (MIT) is one opponent to 

Lieberman's ideas. He believes that the senator, 

and other politicians like him, are blowing the 

relevance of videogame and movie violence way ... 

~ 

c , 
• 



• c 
N • .. • 
°i 

violence 

I nfl uencedlbY the mass 

. mO~usade 
against violent television and 

~inema, attentions have 
turned to Uoom 

.... out of proport ion, to the extent that both are 

now being used as scapegoats for society's 

more pressing problems. 

'I don't think he's confronting the real 

problems: states Jenkins. 'Senator Lieberman 

and his political all ies cry crocodile tears over 

violence in children's media and proceed to vote 

to cut down we lfare funds for young ch ildren, 

encourage us to try juveniles as adults so that 

they're thrown into adult prisons, vote in favour 

of taking illegal immigrants children out of 

public schools and do little about the financial 

support ~dead beat" fathers owe to their 

children. we have a whole culture of economic 

deprivation and domestic violence and these are 

the rea l problems confronting children.' 

Even if videogames are accepted as an 

influential part of childhood development, 

Jenkins asserts that they can have a beneficial 

rather than malignant impact. Due to urban 

development, for example, playing safely 

outdoors is no longer an option for many 

children, so for them, videogames provide an 

alternative environment for recreation. As 

Jenkins says, 'in 1997, we can think about 

videogames replac ing all those things that were 

once done in the back yard. When you play 

Maria 64, you have to leap from rock to rock, 

when you're playing Tekken 2, you're fighting it 

o 

out with your fists against an opponent - and in 

both cases you're enacting the same kinds of 

things that took place in the backyard play 

culture of the 19th century or even the suburbs 

of the '50s and '60s.' 

The Tekken 2 reference is particu larly 

relevant: 'Fist fights are hardly a new 

development of the 20th century,' argues 

Jenkins. 'We have a description of kids in the 

19th century greeting each other by throwing 

bricks at each other's heads, hurling rocks, 

sticks, crab apples and pine cones. Aggress ion 

is a natural part of childhood, and yet we 

cont inually try to deny it. This is not someth ing 

that's changed over the thousands of years of 

the history of childhood.' Which raises a key 

point of contention. Lieberman's argument is 

that videogames cause violence, whereas 

Jenkins asserts that violence is innate. The only 

difference now is that this violence is happening 

on a TV screen in the living room rather than out 

in the park or back garden. As a consequence, 

contemporary parents have the chance to 

witness (and therefore worry about) their 

children's propensity toward violence - a luxury 

rarely afforded them in the past. 

However, Lieberman claims he understands 

that there is innate violence. The question he 

asks is, what do we do about it? 'I mean, do we 

PARENTAL WISDOM? 

Senator lieberman places 

great emphasis on the 

number of complaints he 

gets from parents about 

violent videogames. But 

how reliable is this 

parental evidence? 

Professor Jenkins is 

sceptical : 'Many parents 

look at videogames and 

see only a series of 

colours, splotches, dots 

and moving figures . Often 

they can't figure out 

which character is being 

controlled by the joypad . 

Hence, parents often feel 

a sense of frustration , 

technophobia, and anxiety 

about this alien machine 

in their living room . And 

this colours their 

response to the issues 

surrounding videogames. 

Jenkins also believes that, 

for children, playing 

videogames is a way of 

carving out a separate 

cultural and social identity 

which is not under 

parental control . Again 

parents feel threatened 

and use 'violence' as a 

scapegoat for their own 

personal concerns. 



Games like Resident ftflll 
(top), DMA's Grand Tlteh Auto 
(middle) and House of the Dead 
are aUllkely to cause concern 
over the next 12 months 
because of their violent 
contenl AlthouCh camp.lcners 
.re currently seekin, to merely 
Inform parents about Came 
violence. Is censorship colne to 
drift on to the moral acend.? 

try to control it, or do we create a climate in 

which it is encouraged, in which it is rewarded, 

in which it is made more acceptable?' Again, 

however, Jenkins provides a different slant on 

the argument: 'You've got to understand what 

the experience of playing a violent videogame is 

about. Is it about violence and aggression, or is 

it about empowerment?' His ideas concerning 

violence in videogames are closer to the 

'CatharsiS' theory - the theory that, through 

play, children are able to explore and expend 

their hostility safely. AS he says: 'It may be that 

the game brings out something aggressive in the 

child. But it may Just as readily be that the game 

becomes the outlet for his aggressive feelings. 

I've· seen my own son come home after a hard 

day at school, completely frustrated, stomp 

open the front door, slam his books down, race 

to the Nintendo or Sega system, and play 

aggressively for an hour, and then come back 

sweet as peaches.' 

At the same time, however, the argument 

that games can be beneficial to children -

helping them to explore their aggression safely -

is not entirely without its flaws. There are, for 

example, few players who have not thrown their 

joysticks across the room in frustration at not 

having reached some decisive point in a game -

the exact opposite effect to that envisaged by 
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Jenkins. Failure with a particular software title, 

then, can lead to just as many dark moods and 

tantrums as failure at schOOl. This disparity is 

something the professor himself admits: 'I'm not 

here to give videogames a completely clean bill 

of health. I do think that there are some real 

questions about the nature of narratives, or 

game scenarios, we're given by game makers.' 

These questions highlight a vital question 

about how far legislators are willing to go. At the 

moment, most public figures speaking out 

against software violence claim they are merely 

representing parents who feel they have no 

control of the software their children have 

access to. The calls are not for any kind of 

videogame censorship, but a rigidly enforced 

age-related rating system printed on every game 

box - as Lieberman himself states, 'we're asking 

for a kind of disclosure, or truth in advertising, 

to let people know before they buy, what's in 

the package.' 

If this is truly all that Lieberman and his 

followers want, then their demands have already 

been met. In the States, the rating of all games 

is mandatory (courtesy of Ueberman), and in 

Europe, most software publishers are members 

of the trade body, EL$PA (the European Leisure 

Software Publishers Association), which 

stipulates that an age rating must be placed on ... 
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'Fist fights are hardly 
a new developmento
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we know of I S in the 

ttlrocV\irng bricks 
at each other' 

... the box of each game produced. In theory at 

least. parents now have the power to stop 

children buying violent games. 

But this is clearly not enough for Ueberman ~ 

he also wants to push developers away from 

producing violent games altogether, regardless 

of the rating system: 'Senator Kohl. Dr walsh 

[founder and executive director of the National 

Institute on Media and the Family] and I did this 

press conference last December in which Or 

Walsh released a list of games that he fe lt were 

too violent. We were there, getting a little bit of 

attention, say ing to the videogame industry, 

~Hey, take a look at these games here and 

consider whether or not you want to put stuff 

like this out. ff

' With experts like Jenkins also 

expressing worries about general content, it is 

not inconceivable that outright videogame 

censorship will slowly wheedle its way onto the 

American political agenda. 

worryingly, however, this climate of 

controversy and concern is not limited to the 

States ~ British politicians, tabloid journalists 

and general guardians of nat ional morality are 

also slowly waking up to the 'threat' posed by 

videogames. Last year saw a brief but bright 

flash of media controversy over game 

advertising, and March saw distributor JM 

Interactive refusing to handle SCI's PC car battle 

o 

title, carmageddon (see page 93), allegedly 

because of its violent content. PredictQbly, the 

government took great interest in the affair. 

Home Office minister Tom Sackville stated that 

he was 'appalled by the alleged contents of 

Carmageddon: and went on reiterate 

lieberman's fears that long·term exposure to 

violent videogames could well have a damaging 

effect on some children. Even though his 

comments have hinted at the possibility of a 

future moral scandal (envision the headlines: 

'Ban This Sick Game' Cries Decent Family Man, 

sackville). the government is apparently happy 

with the ELSPA rating system. For now. 

Ultimately, the effect of videogame 

vio lence remains a grey area. Senator Ueberman 

may feel he has enough proof to support his 

claims against the phenomenon, but much 

scientific research into this area is flawed (see 

interview, opposite). It is clear, though, that this 

will not stop politicians and newspaper hacks, 

on both sides of the Atlantic, from analysing the 

'evidence' and drawing their own conc lusions. 

One thing is for sure, if the media does turn 

the full weight of its attention toward the 

videogame industry ~ armed with or without 

evidence ~ the average gamer's lot will 

never be the same again .. £ 

ELSPA 

The European Leisure 

Software Publishers 

Association was founded 

in 1989 essentially to 

provide a central voice for 

the interactive leisure 

software industry. Almost 

all leisure software 

producers are members 

and the benefits of this 

membership Include free 

access to ELSPA' s regular 

market research reports, 

grant support and the 

help of ELSPA' s anti-

counterfeiting crime unit. 

ELSPA is also 

responsible for the 

voluntary Age Rating 

system ~ a means of 

rating software which is 

endorsed by the 

government and was 

established in conjunction 

with the Video Standards 

Council. Every game 

released by an ELSPA 

affiliated producer must 

carry a VAR rating. 

Almost SO% of games 

evaluated using this 

system have been passed 

as suitable for all ages, 

and only a tiny fraction 

have had to be sent on to 

the BBFC for an official 

'15 ' or ' 1S' age rating. 
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everal scientific studies have been 
made into the effects of vldeogame 
violence on children , but how 

accurate are they? To find out, Edge spoke to 
Or Mark Griffiths. senior lecturer in psychology 
at Nottingham Trent university. Grlffiths 
specialises in technological addictions and 
has spent three years studying vldeogames. 

Edge: PsychOlogist 
magazine analYSing all the research literature 
currently available on violence In vldeogames. What 
are the conclusions made In th S piece? 
Mark Griffiths: Basically most of the research 
going on into the effects of game violence is totally 
flawed. Much of it is what we call 'cross sectional'. 
which means you look at a snapshot in time of a 
subject's life - there's no longitudinal dimension. 
There are, for example, about five or six studies 
where the researchers get children to play either 
violent or non-violent videogames and then measure 
their free play behaviour afterwards. And what this 
has shown very consistently Is that young children­
ie those below the age of eight - do seem to imitate 
what they see on-screen. Now that is a very, very 
consistent finding - in fact every study which has 
carried out that kind of research has shown it. 

But all that proves is that there's a short-term 
effect - that children copy what they've just seen 
on the screen. But what it doesn't show is if that 
carries through longitudinally - it could be that the 
child is affected for just a very short space of time. 
Also, this sort of study is very staged - It'S based in 
a lab and researchers surround the children with 
loads of toy guns, so it's not surprising that their 
post-game play is violent. 

The questionnaire is another popular form of 
research. Here, researchers give their subjects 
aggressive checklists tie questionnaires designed to 
gauge how aggressive a person isl and ask them 
how many computer games they play and what 
types of game they play. Researchers then try and 
make connections between a person's checklist 
answers with their favourite game genres. 

Now, the problem with this form of research is 
that all the data you get in is correlative - you may 
get the effect that little Johnny plays six hours of 
videogames a day and also scores highly on the 
aggression checklist. but that doesn't necessarily 
mean that the former causes the latter - there may 
be other intermediate factors going on like Johnny's 
upbringing; his socio-economic status, his biological 
predisposition, whatever - you can't rule thOse out. 
There is no easy answer in the whole videogame 
violence debate. I often get accused of sitting on -
the fence, but that's all I can do with the data that's 
been collected. 

What is interesting is that the children who say 
they like watching violent television are also the 
same children who like playing violent videogames. 

• 

violence 

But again you don't know the cause and effect. 
Many people say, 'well, these children are more 
violent because they like violent activities: but it 
could be that they were predisposed in some way 
before they started - that they were naturally 
attracted to television or vldeogame violence. That's 
the problem - it'S the chicken or the egg thing. With 
cross-sectional research, you don't know what you r 
subjects were like before. I could personally rip to 
pieces all the researCh that has been made into the 
effects of video game violence. InCluding my own. 
Edge: Do you personally think that violent 
videogames have an effect on Children? 
MG : Well, it's like the TV violence debate. NObody 
has done a definitive piece of research to show that 
TV violence has an effect one way or another, but 
you would imagine that if a child watches six hours 
of violent killing every day for ten years then, yes, it 
probably will have some effect - you don't need a 
psychologist to tell you that. I think it'S the same 
thing with violent videogames - if a young child 
plays Mortal Kombat six hours a day every day then 
1 would have to say, as a psychologist, yes, it 
probably would have some effect, but how bad that 
effect was remains to be seen. 
Edge: So are vldeogame! In general a bad influence 
on children? 
MG : I think there are positive and negative effects, 
and what you have to ask yourself is, does the 
positive outweigh the negative? On the whole I think 
it does. The problem is, there are nine types of 
videogame on the market and only three of those 
contain violence: the beat 'em ups, shoot 'em ups 
and the platform blasters. The others have no kinds 
of aggressive metaphors in them at all, but I think a 
lot of poeple looking in from the outside think 90% 
of all games are aggressive, which is rubbish. There 
are a lot of high-selling games which have no 
aggressive content whatsoever. 
Edge: Can games have any pOSitIVe effects, as 
Professor Jenkins asserts? 
MG: Games can give lots of pOSitive effects whether 
it's hand-eye coordination, whether it's an increase 
in self-esteem, whether it's fostering Challenge, an 
increase in curiosity, increase in cognitive skills, 
etc. However, this can all be achieved in games 
without any aggressive content - so why not £ 
create more educational games? 
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star Fox 64 

-

Nlntendo has used every trick at the N6"s dlspoHlI to cmde some splendid 
spot effecb (top), while the Ima&lnatlYe bosses are no &ess Impressive (rlcht) 

Sta, Fox " retails for Just U5 in 
Japan - tlurt"s InducR"I a Jott Pack 

m!l 
hen it appeared back in 1993, Star Fox 
revolutionised the console world - until then, 
polygon shoot 'em ups had only been 

associated with PCs. Given that Nintendo could not 
hope to cause the same impact with its successor -
3D games now being de rigueur across all platforms­
it was faced with the task of producing a game that 
would not have the luxury of technological originality 
to fall back on. In the face of this, Nintendo has 
triumphed - Star Fox 64 is magnificent. 

As in the original, the evil Emperor Andross has 
attacked the Lylat star system which incorporates 
Corneria, Fox's home planet. And once again, it's up to 
Colonel Pepper and his forces to save the galaxy. 

This time, rather than present the player with a 
choice of three set routes through the Lylat system, 
certain levels allow progression to a harder or easier 
mission depending on the player's performance. In the 
opening level. saving Falco from an attack by a trio of 
enemy ships will see Fox flying through a waterfall and 
meeting a different end-of-Ievel boss before gaining 
access to the harder route through the system. 

Indeed, the player will be called upon to bailout 
Fox's companions a number of times as they haven't 

...... , .. 
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improved their combat skills since their last 
appearance - annoyingly, they possess a gift for 
getting chased by enemy fighters and asking Fox for 
help. However, rather than plummeting towards the 
ground in a ball of fire when their energy bar reaches 
zero, never to be seen again, Peppy, Slippy, and Falco 
now abstain from one mission while their craft is 
repaired before returning for more attention seeking. 
The companions do perform one vital function, though 
- providing Fox with vital on-screen information. Lose 
peppy for one mission, for example, and the end-of­
level boss's energy bar will be absent, leaving the 
player to guess the level of its destruction. 

compared with the SNES title, Starfox 64 
represents a major (and obvious) graphical 
extravaganza. Texture mapping and anti aliasing­
rapidly becoming a N64 trademark - is in effect 
everyv.;here, providing far more detail than its 
predecessor. A higher polygon count also ensures a 
more intricate craft and level construction. The bosses 
display the usual Japanese strength in character 
design and are graphically astonishing, the best 
example being, predictably, Andross himself. Also 
particularly splendid is the water the player 



T1te use of colour In the I_me 15 extr_V_I_nt with 
each level d~ylnl_ vat _rf'_y of hues (_bove) 

occasionally flies over. While it doesn't achieve the 
level of realism seen in WaveRace, it does boast an 
excellent reflection effect, and firing a laser bolt into it 
results in a very satisfying splash. Furthermore, 
skimming the surface causes a pleasing water spray to 
emanate from the wing tips of Fox's craft, while a 
similar effect can be seen when the player uses the 
afterburners, airstreams rippling from the extremities 
of both flying appendages. 

Apart from the obvious graphical enhancements, 

test scr •• n 

Of the two new modes of tr_nsport, the t.nk is Hslly the winner with better flrepower _nd I very 
Impressive skle-rolllnl m_noeuvre similar to the Arwlnl's .... my fire deflection move (lboYe) 

the initial missions are Similar In style to the origmal 
game - the same planet surfaces WIth collapsing 
buildings to avoid and arches to fly under, and space 
sequences with a frightening level of debriS to put a 
stop to Fox's progress. HOwever, fly further Into the 
game and the familiarity ceases. The first obvious 
difference is the inclusion of arena-style levels where 
the player can fly freely while engaging in frantic 

The Arwing's new ability to loop the loop proves particularly 
useful, as enemy ships on the player's tail suddenly 

find themselves on the business end of Fox's laser cannons 

dogfights against Andross's ships. possibly the most 
impressive example of this is a mission involving a 
gigantic alien mothership suspiciously similar to those 
seen in 'Independence Day', with seemingly hundreds 
of ships battling it out underneath it against a glorious 
sunset backdrop. The Arwlng's new ability to loop the 
loop proves particularly useful dUring these stages, 
ensuring enemy ships on the player's tall suddenly find 
themselves in front of Fox's laser cannons. 

Other Significant changes are the inclusion of tank • 

Vlsullly. few of the levels un m.tch 
this psychedelic bonus st.ee (Ibove) 
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Various routes throuch the Lyllit system are possible dependlne on the player's performance. Althouch InWal missions are similar to Nintendo's 
SNES SUI, Fox. later sbces offer huce variety while maint.ininl the lame's overall sgndarel. In true NInten60 fashion. expect one or two surprises 

.. and submarine missions. The Landmaster tank 
sections are a great addition to the game, providing 
variety of a very high quality. The way the Landmaster 
rolls to avoid enemy fire or takes off to clear 
obstructioos or reach power ·ups is a joy to watch, as 
is the way it leaves track marks and throws up dirt as 
it traverses the level. On the other hand, the 
submarine section is disappointing. Its sluggish speed 

The battle mode adds to an already accomplished package. 
Tremendous fun can be gleaned from shooting 

other players and weaving frantically to dodge missile locks 

EKh level offers 11 different 
twist. Introduclnl new 
enemies. with new methods 
of illtbcklnl the player 

and rubbery controls, though admirably realistic, 
cause a jarring change of pace - It just doesn't 
integrate neatly into a game that, elsewhere, brazenly 
flaunts Its frenzied nature. 

The Inclusion of a fourplayer battle mode simply 
adds to an already accomplished package. Despite a 
Slight loss of graphical detail- necessary to keep the 

frame rate as high as possible - tremendous fun can 
be gleaned from attempting to shoot down fellow 
players and weaving between bUildings in a frantic 
attempt to break off a missile lock. 

In Japan the game is sold With the Jolt Pack., a 
bizarre gadget that complements the on-screen action 
by Vibrating vigorously every time Fox's Arwing is hit 
by enemy fire or crashes into obstacles. Regrettably, 
European gamers will have to obtain this slice of retro 
gadgetry (whose lineage can be traced back to the 
halcyon days of Afterburner') separately. 

It's difficult to fault Star Fox 64. A harder difficulty 
setting would have been deSirable - most players 
shou ld see the three routes' end sequences after a 
few days' play - but the desire remains to retu rn and 
complete the game with higher success rates, etc. 

shigeru Mlyamoto can consider th is another £ 
gilt-edged addition to his glittering portfolio. 

Edge rating : 

Nine out of ten 

Format: Nintendo 64 Publisher: Nlntendo 
Developer: In-house Price: VS,700 (£45) Release: Out now (Japan) 
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°i Tobal 2 

This secret Tekkenly flrst-person 
perspective exploits the clarity of 
the pure, If Inlenuous, styllnl - a 
far cry frolll Punch-Out ... 

S
uperficial diagnosis might cymcally consign 
Tobal2 to the burgeoning dossier of 
late-effort sequels. Sure enough, It exhibits 

all the major symptoms - a re-jigged game engine, 
longevity-boosting new options, slap-patch responses 
to consumer complaints - that commonly imply the 
original was never properly finished before Its 
commercial release. Playstation owners won't need 
reminding of this endemic disease. 

RIsking the twang of stretched metaphor, however, 
a thorough examination reveals otherwise. For all ItS 
obvious similarities, Tobal 2 demonstrates a caUtiOUS 
but genuine progression, paradoxically, through the 
appropriation of many 'traditional' features. Oiuies 
have returned, stunning the fighter who suffers 
intense successive hits or a timely knock-out punch. 
Grappling is upgraded to include new throws and 
pinning moves. And - surprisingly, for a 3D affalr­
characters can now launch fireballs and charge up 
arcing projectiles. PyrotechniCs aren't on the 
Dragonball scale but they'll please the TOrlyama fans. 

The most important advance is in the interface. 
Tobal2 is one of the first games to employ sony's new 
analogue controller and, although the difference 
seems subtle at first, it proves thoroughly worthwhile. 
By transferring sensitive motion control to the 
comfortable concave thumb· stick, sidesteps and 
dashes no longer require clumsy double-taps. The 
result is a greater degree of freedom within the arena, 
cleverly balanced to ensure that you're never left 
struggling to face your opponent. The ease of feinting 
and weaving grants a more fluid, orgamc feel to 

combat, and the extra moves made possible when 
Circling an opponent enhance the tactical dimension. 
Your character may even stumble when attempting an 
unfeasible retreat. With so many beat·'em-ups still 
relying on 'block, attack, block, attack' mechanics and 
a haCkneyed side-on formula that's no more 30 than 
Fatal Fury, Dream Factory's exploitation of the 
available teChnology marks an admirable step forward. 

Two new characters have been added 10 the 
roster. leotarded spin kicker Chaco-Yulani is at least 
human (never a certainty in Tobaf), if a little tired , The 
multi-talented Doctor V holds down the unlikely career 
combination of research scientist and boXing champ, 
his exceptional playability brushing aside any 
suggestions of a oeeJay imitation. 

Tobal2 retains that distinctive super-defined 
sharpness by employing a hi-res mode usually 
reserved for digitiSed stills and suchlike. The extensive 
use of Gouraud shading requires fewer polygons and 
simpler textures, enabling some impressively seamless 
animation in which blocked punches are truly seen to 
be stopped or deflected by authentic fighting poses, 
Despite this Clarity of movement. there's still 
something ineffably tame about the dull. hollow 
contacts that makes Tobal feel less intense than any 
VF or Tekken conflict. Perhaps the bright primary 
colours and the smoothly doll-like representations of 

Tok12 players should never st0r. movlnl: sldestepplnl .t speed with the analolue controller is the 
solid Method of dadllnl projedl es, leavinl your recoyerln, opponent prone to a tumlnl kick 

o 



Curious to note th.t the unusual ".phle techniques used for TOHI1 
positively reinforce Torty.m.'s squellky-den ch.rader desl",s 

Akira Toriyama's character designs aren't expressive 
enough, or even human enough, to elicit the same 
empathy you experience when Tekken 2'5 pugilists 
take a fierce crack on the Jaw. Perhaps it's the style of 
the game that makes every bout feel like a point­
scoring friendly rather than a visceral deathmatch. 
Even the built-in 'jolt' mechanisms of sony's analogue 
pad fall to raise the tension. 

Both the RPG-inspired Quest Mode and the 
Training Mode have been improved, though not 
enough in the case of the former to make it any more 
than a cunous dlversioo. It's worth reiterating that It 
takes two human opponents to truly appreciate what 
this type of game can offer, because the solo modes 
remain rather unengaging regardless of difficulty 
setting. It's not unusual to see the CPU suddenly 
executing immense juggle combos, or winning every 
grappling tussle in the way that only a computer 
opponent can. There's an unpleasant degree of 
cheesiness in its habit of bullying fallen players too, 
though this is due in part to some slackness in the 
ru les for rising attacks. 

The fundamental problem dogging the Tobal series 
IS that a sturdy (or even ambitiOUS) game design isn't 
enough to guarantee Widespread appeal. Dream 
Factory's contextual inventioolacks gnt to the extent 
that some players, particularly in the West, will regard 
the game's colourful alien milieu as juvenile. It's 
doubtful that even Tekken 2 would have enjoyed its 
success had it possessed bunny bosses or an alien 
wrestler who could double for Foghorn Leghorn. 

curiously enough, Tobal2's scenario presents 
martial arts as the agreeable pastime of dedicated 
outsiders engaged In a common purSUit, making no 
small parallel With the game's likely audience. Those 
prepared to look beneath the veneer and relish It 
purely for the depths of ItS combat system will find a 
rewarding level of compleXity that easily surpasses 
Soul Edge and ItS clones. Beyond the Intellectual and 
reflexive challenge, however, the matter of £ 
personal taste Will keep oplnioos firmly divided 

Edge rating: 

Eight out of ten 

ney enhanced the first came. 
but those simple wrestllnc 
strucrles to win 11 throw now 
seem shallow compared to Tokl 
Is various new comb.t options 

Format: PlayStatlon Publisher: square Soft 

Developer: Dream Factory Pnce: \15,800 (£30) Release: out now Oapan) 
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Complex controls stili trouble the 
dunceon-crawllnc Quest Mode 
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'i Dungeon Keeper 

A bile demon's vile bowel attaa 
(above). SlNIm fty liS pI.yers launch 11 
volley of spells at one another (ript) 

T
he copyright notice on Edge's press copy of 
Dungeon Keeper contains a humorous 
question mark after the '1997' date stamp. 

fitting given that the game has suffered the mother of 
all shppages. What was to be a neat little extenSion of 
the god sim genre almost three years ago has become 
nol only a labour of love for Bullfrog leader Peter 
Molyneux, but also his swansong, as he prepares to 
strike out under a new deve lopment banner. As 
parting shots go, few get better than this. 

The original concept has been retained, with the 
player finally getting to sit on the other side of the 
fence in a fantasy battle between good and eVIl. The 
threat In Dungeon Keeper comes In the form of 
hapless do-gooders mtent on sacking the player's 

The eraveyard spawns vampires when enough enemy bodies have been buried. Clearine 
unsightly dead bodies from the path of your pack of monsters also boosts their morale 

• 

carefully crafted dungeon, slaying its monsters and 
shamelessly making off with the gOld. In order to 
thwart such pesky kids, keepers must fashion the sort 
of dungeon that will attract exactly the wrong element, 
lUring all manner of monsters into employment. to 
help expand and fortify the underground lair and build 
up a powerful army to defeat the myriad invaders. It's 
not just heroes that pose a threat; other keepers, be 
they computer-controlled or other humans in 
multi-player mode, are also in it for the money. 

Dungeon Keeper is a strange brew, one that can 
almost be regarded as a blend of the standard god sim 
with the realtime wargame elements of Command & 
conquer. Even the way rooms are constructed for 
variOUS purposes - the storing of treasure, monster 
lairs, libraries, torture chambers, even temples -
echoes the freeform approach to architecture used in 
Butlfrog's Theme Hospital or even Maxis' Sim City. But 
really, this is a Singular creation that almost defies 
pigeon-holing, such is the breadth of vision governing 
the whole thing. MOlyneux believes it to be his best, 
most ambitious creation yet, and he's prObably right. 

Wl1ich makes explaining the playing process 
somewhat tricky. Essentially it's based around the 
age-Old expansion-versus-resources balancing act, as 
the player sends out ever-willing imps to dig out 
passageways and rooms. Nearby seams of gold must 
be mined to pay for such work, which then requires a 
treasure room in which to store it until pay day. The 
dungeon-in-the-making then requires monsters to 
nurture and lairs to be built in which to house them. A 
food-providing hatchery must then fOllOW, and it's not 
long before keepers are directing the construction of 
training rooms to build up monster experience levels, 
researCh rooms to come up with useful inventions like 
doors and traps, and prisons in which to place 
disobedient monsters, or heroes with the potential for 
corruption - all of which further saps those precious 
gOld reserves. Even torture chambers can be 



There lire 20 different ~vels to plllY throuth. featurin,11 brDlld Vllrlety of IIrchltecturlll styles. Hidden levels. 
end-Clime ~vels lIad five comprehensive tutorllll sections lire Illso Included In the Dungeon Keepe, pIIckll,e 

constructed, while later levels introduce graveyards in 
which to house undead and temples where sacrifices 
can trigger hidden effects. Such surprise features are 
integral to the Dungeon Keeper experience. 

As if the process of dungeon building wasn't 
complex enough, there's also the small matter of the 
keeper's minions, who all wander through the 
dungeon under their own steam, eating, sleeping, 
training, and taking on appropriate tasks in places 
such as the workshop or research room. Each creature 
type exhibits different characteristics too, showing 
animosities toward other races and even differing 
attitudes toward the keeper. Recalcitrant subordinates 
can be given a smack with a simple mouse-click. But 
while such discipline works well on imps, whO would 
otherwise go mining for gOld rather than reinforCing 
walls or laying floors, the likes of sorcerers and bile 
demons demand respect. Picking up gOld from the 
treasure room and lavishing it on such powerful 
monsters is often a far better way to get results. 

Such ambitious scale could so easily have buried 
Dungeon Keeper but for a control system that's been 
refined to an unbeatable level. Icons are - for once­
self-explanatory (though keyboard shortcuts are also 
available) and control is context-sensitive. On-screen 
Query modes, label explanations, level-specific 
instructions and a substantial Quota of tutorialleyels 
all ensure that this most ambitious of point-and-click 
games can be played without referring 10 the weighty 
manual. Even the AI routines are accomplished 
enough to make the actions of the monsters seem 
perfectly natural - a genuine accompliShment given 
the number of creatures running around, and the vast 
amount of possible actions at anyone time. 

While the game goes for broke with the fantasy 
role-playing theme, there's a playfulness here that 
ensures talk of spells, spooky monsters and 
experience levels is never taken that seriously. Rather 
it appropriates RPG cliches because they offer the best 

opportunities for on-screen pyrotechnics and wish 
fulfilment. After all, who wouldn't relish the idea of 
controlling a hOrde of undead, or viewing the world 
through the eyes of a giant spider or powerful demon? 
And with the opportunity to take direct Doom-style 
first-person control of creatures using a possession 
spell, it's perfectly possible to do just that. 

It'S arguable Ihat the combination of a polygonal 
3D gameworld and sprite-based creatures betrays the 
game idea's age. However, it's hard to believe that 
even the most powerful PC could show the ant-like 
activities of the dungeon any other way. And thanks to 
some excellent lighting, shadowing and translucency 
routines, as well as appropriate lensing effects when 
using the possession viewpoint (dragons have a view 
clouded by smoke, while giant flies have a suitably 
mUlti-faceted view of the world), such criticisms 
become irrelevant; Dungeon Keeper is easily the most 
atmosphere-drenched and minutely detailed god Slm 
to date. And once the ultra-challenging higher levels 
and manic multiplayer tangles work their magic, it 
becomes apparent that it's also the best. 

A genuine milestone, Dungeon Keeper ups the 
stakes for the point-and-click genre in terms of 
presentation, imagination and ambition. Some may 
find its depth off-putting, but I1 mixes styles more 
effectively than any other game in its field and offers a 
tight. immaculately paced experience. The challenge 
lies not in fighting needless complexity, but in learning 
how everything acts, reacts and interacts. Molyneux 
has created a masterpiece that again epitomises 
everything that's good about computer rather than 
console gaming. 

How he will top this is anybody's guess. Edge just 
hopes garners don't have to wait another three £ 
years to find out. 

Edge rating : 

Nine out of ten 

Format: PC Publisher: ElectronIc Arts 

Developer: Bullfrog Price: £40 Release: June 

• 

,.» , » .. , •• " 
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throuth the eyes of 11 monster (top), 
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'i Shining the Holy Ark 

Upgrading can be a weary task with 
the limited number of wealians on 
offer at the shop in each vi lage 

Compared to the likes of Square's 

r,rerendered intras, HOr, Ark's effort 
s still in the beginners league 

Whether Shining the Holy Ark is pllyinl homage to Its roots or Is merely unsure of the quality of Its 
graphics is open to debate, but It sdll feels the need to desalbe every attack in weak pidgin English 

m Ithough the most popular instalments of 
... sega's Shining series were always Shining 

Force I and 11 on the Mega Drrve, there seems 
to be an eagerness to take the property in an 
altogether different direction with its Saturn 
incarnations. Not always, it would seem, a wise move. 
Shining Wisdom was a rather lacklustre Zelda clone 
and now Shining the Holy Ark seems to be nothing 
more than an update of the very first game in the 
series, Shining in the Darkness - itself a clone of that 
venerable classic, Dungeon Master. 

Nevertheless, everything starts out quite 
promisingly. Use of the new Saturn libraries has gone 
a long way towards eliminating the usual texture 
pixelation problems, and the 3D environment moves 
as smoothly as would be hoped. However, this seems 
to be at the expense of giving the player total freedom 
of movement. Restricted to following preset patterns, 
it may be fine for a tunnel one-character wide but 
feels somewhat akin to travelling on a chessboard of 
interconnected rails when negotiating an irregularly 
spaced village. sadly, there's also a noticeable drop in 
the frame rate when the graphics engine is trying to 
handle a whole town at once. 

All the characters the player meets are well 
prerendered, if a little mannequin-like. The plot 
features a character possessed by evil demons and a 
gaggle of bizarre alien spirits right from the outset, but 

• 

Battles do get marginally more Interesting when 
ch.raders un summon powerful elemental 
athlcks rather than simply whacking things 
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The most spectacular moments In Shining the Holy Ad occur when neptiattnc the full-3D vlllaCes and towns. After the repetitiveness of the main 
bulk of the came you may find yourseH .anderinc around IonC after you've spoken to everyone and cleAned every slncle piece of Info,.ation 

it soon degenerates into the most standard Japanese 
RPG quest. If towns displayed In glorious 3D offer 
tantalising glimpses of a graphical tour de force, the 
reality is somewhat less satisfying. No sooner have 
you reached the outskirts of a town (where, as usual, 
everyone seems to have only one thing to say no 

httIes can seem frustratinzly hard at times. wtth 
even t lnele opponents wlpinc out the whole team 

matter how many times you probe them for 
information) than the path leads you Into yet another 
drab underground dungeon. The seemingly endless 
array of identilot brown passageways and tombs wears 
thin before you get to the first save point (which is 
itself a good hour of play down the line). 

As If to confirm this by-the-numbers approach, 
there are also the usual random battle encounters. If 
they don't grind you dOwn, the lack of imagination in 
the fight mechanics will. Apart from the totally 
pointless automatic fight feature, where you can let 
the CPU control the characters, thereby rendering a 
good 60% of the gameplay redundant, no thought at all 
seems to have been paid to the weapons and magic 
system. You might think you're being clever by 
combating an ice demon with a fire spell, but you 
might as well hack at it with a knife for all the 
difference it makes. Magic attacks seem to exist 
merely to show off another pretty graphical effect. 

Likewise, the most strategy you'll ever need to 
exercise in upgrading and equipping your armour and 
weapons is a simple matter of chOOSing the most 
expensive thing in each shop. The shopkeepers even 
offer to buy your old Items from you, slgmfylng that 
even If you don't part With them you won't find any 
use for them any more. The appearance of a 
blacksmith who olfers to forge you a weapon from ore 
you can find in the catacombs, meanwhile, seems 

While not up to the standArds of 
FFVII, the maclc eHecb in Holy ArIc 
perform their tilsk quite adequatety 

You might think you're being clever by combating 
an ice demon with a fire spell, but you might as well 

hack at it with a knife for all the difference it makes 

something of an afterthought since actually finding any 
of the precIous metal is an irksome task in Itself. 

Taken as a pure dungeon hack'n'slash affair, 
Shining the Holy Ark is slick and playable, If totally 
predictable. Console owners who fondly remember 
ASCii's 16bit Wizardry games and have a penchant for 
searching out every last treasure chest In warren-like 
mazes will feel comfortable With Its challenge. For the 
rest, the prospect of Saturn Shining Force 11/ is £ 
Infinitely more appealing. 

Edge rating : 

Six out often 

Format: saturn Publisher: Sega The pleas~lIfttly drawn, if not 
pArticularly huCe. came world 

Developer: In· house Price: £45 Retease: OUt now 
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test ser.en 

°i ISS Pro 

ISS Pro has a wealth of national teams from auon the Pbe. Althoulh Konaml hasn't used 
real names, famous players can be recognised by their ktb and, moreover. Individual haircuts 

The replay feature can be jualed 
after a Coal. anowtnc the strliCe to 
be viewed from virtually any anrle 

rn espite the relative success of some of the 
• early PlayStation soccer titles. sony's console 

has never enjoyed the football simulation 
that its stature deserves. 

The development In optical motion-capture 
technology has forced a sea change in the way that 
football games are made and, keen to utilise the new 
methods available, software companies have spent 
the majority of their time and energy perfecting 
realistic movement and animation in ensuring that 
visual quality is second to none. Playability has been 
neglected at the expense of graphical realism, 
however. and many garners remain unconvinced that 
the inclusion of 3D motion-captured visuals makes for 
successful football games. 

For all its flUidity of movement, Actua Soccer is an 
overrated title, while Adidas Power Soccer is too 
gimmicky. The Saturn has World Wide Soccer '97, a 
more than competent title, but only J-League Perfect 
Striker (aka ISS64) can comfortably be described as 
exceptional with its versatile and elaborate gameplay. 

Konami, producer of the aforementioned J-League 

and probably the most prolific performer on the 
football Pitch, has once again demonstrated that 
stunning 3D visuals can be combined With refined 
gameplay, thiS time in the 32bit field. ISS Pro is 
essentially a game that has learned its skills from ISS 
De/uxe on the SNES and then been given a sparkling 
new strip and grand stadium to play In. 

The game first impresses with the attention to 
detail applied to the players' kits; the red chequerboard 
strip of the Croatians, the Adldas-style 'three stripes' 
on the shirts of the Germans and spanish - it's 
immediately clear that this is a game tailored not only 
for the hardcore gamer, but the football fanatic, too. 
And even though Konaml hasn't paid for the license to 
use the names of real players. the observant will soon 
pick out international stars such as Ravanelli. 
Klinsmann, Valderrama and Bergkamp by their hairdos. 

As in Konami's oft-forgotten PlayStation football 
sim Goal Storm, ISS Pro players appear angular, 
though considerably more detailed and rounded than 
their earlier counterparts. First impressions are that 
the action is somewhat slow-paced, sluggish almost. 

When a lone ban heads toward a player. the square button can be used to knock a short header back to a 
teammale. Subtle cameplay features such as this ensure ISS Pro's distinction In an overcrowded market 

--



Although there are few loals scored from outside the II-yard area. playen un still perform spectacular 
overhead kicks and headers. Close·ups display the attention to debllapplled to the varied football sbips 

Once accustomed to the pace, though, /SS Pro begins 
to show just how much It has to offer. The four basic 
buttons are used for pass-ta-feet, long pass, through 
pass and shoot. while the top-right shoulder button 
can be utitised to give a player an extra boost of pace. 
With a few minutes of practice the basics can be 
mastered, but there are so many subtle touches that it 
can take a couple of weeks before the tactical 
nuances are discovered. The through-ball pass plays 
the ball into space just in front of an on-rushing 
teammate which enables you to catch a defender on 
his heels (so to speak), yet early attempts usually find 
the gamer giving the bait straight to the opposition 
But, as is true of all the best sports Slmulations, the 
more you play ISS Pro, the better it gets. 

On the formation screen, each of the players is 
represented with a paC-Man-style face in five states of 
happiness, Red and grinning, the player is in good 
health; grey and miserable, best to drop him to the 
bench. A strategy option has been Implemented to 
offer the opportunity to play the offSide trap, all-out 
defence and attack or counter attaCking approaches. 
all of which can be implemented at any point in the 
game by depressing the Select button. {When battling 
a human opponent, it's with great satisfaction that 

your defenders are pushed forward to catch attackers 
In an offside position.) 

Strangely, the least spectacular aspect of the game 
IS often scoring, which mostly comes about follOWing 
one-an-ones with goalkeepers, Headers and bicycle 
kicks are executable, but notching up a goal from 
outside the 18-yard area is rare - and usually a case of 
the goalkeeper fumbling a shot Mostly, though, the 
goalkeepers are solid. and strikes come from patient, 
well-thought-out passing movements. 

Options include four stadiums, four pitch views 
and three oneplayer difficulty levels, and commentary 
accompanies the on-screen actIOn (albeit poorly­
when is a developer going to produce a game with a 
commentator who doesn't spout the ndiculous and 
repeat the same remarks with alarming regularity?). 

Referees are realistic, in as much as they're 
dreadfully inconsistent. But you can forgive ISS Pro 
most things, simply because the animation and 3D 
visuals are excellent and the gameplay so refined. 

This is, without a shadow of a doubt, the £ 
best PlayStation football game available. 

Edge rating : 

Nine out of ten 

Format: ptayStatlon Publisher: Konaml 
Developer: In-house Price: £45 Release: Out now 

• 

ISWs anlmMion Is the best of any 
PlaySt.tlon footHlI,ame; playen 
even somersault after scortnl 

The only other lame that can match 
155 Pro's visul appeal Is N64 title 
15564. another effort from Konaml 
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Vandal Hearts 

Diego's the joker of the group (top), 
The various spells are a highli&ht of 
the game (middle and boHom) 

Vandal Hearts' aHention to detalllls typical of Japilnese lames - on a movinl train, a spurt of bktod that 
usualty p-eets a duth Is blown away In the wind (left). Salamander ("&ht) is a rather spectacular spell 

El 
long with square Soft's Final Fantasy VII, 

A Vandal Hearts IS in the vanguard of a new 
wave of Japanese·bred RPGs. Konami's 

example is roleplaying with a truly Nipponese feel and 
owes more to battling miniatures of the warhammer 
variety than It does to Dungeons & Dragons; in 
computer game terms, the X·COM series is its closest 
relative in the west. 

What this means is that the action is presented in 
a series of one·off, turn-based battles on an isometric 
3D terrain. First you move your characters and attack:, 
then the computer does the same. The plot is strictly 
linear, with the two apparent choices presented to you 
in the game in fact having no significance whatsoever. 

The player assumes the role of Ash Lambert, an 
officer in the Ishtarian security forces who stumbles 
across a plot that threatens to overthrow the world. 

Though ifs not evident in this shot. the bridle Is 
collapslnl behind the hardy band (above). The 
IUltime 3D engine works efftdently (left) 

The only way to stop it is to win every one of the set­
piece battles. In these you command Ash and his ever­
growing squad of companions, all taken from the 
classical fantasy mould: wizards, thieves and archers 
abound. And, as you'd expect from a roleplaying 
game, success brings financial reward and 
advancement in level. 

So far, so ordinary. But there are two things that 
Jift Vandal Hearts well clear of its competition. First, 
although the plot is linear, it has one of the best­
structured and most rewarding plots Edge has ever 
come across. In between each battle there are little 
sequences where the main characters talk and debate. 
There are flashbacks, cuts to the villain's castle and 
half-remembered dreams. Every ploy of Japanese 
cinema (down to borrowing heavily from Shakespeare) 
is used to bring the game and its characters to life. 
And cunningly, this wonderful plot is also woven into 
the gameplay itself with variable victory conditions for 
each battle reflecting the advancement of the storyline 
(One battle, for example, has you rescuing a comrade 
from a fiery lava pit. you have eight turns to figure out 
how to get to her or she perishes). 

Second, whi le initially a disappointing graphical 
achievement, Vandal Hearts' visuals escalate in 
stature as the game progresses. Some effects, such as 
the temple that rises out of the water or the train that 
hurtles along behind a battle, concern backgrounds, 
but the best effects are saved for spells. Even early on 
these are tremendous (columns of arcane symbols rise 
and fly around the spelt·casting character, for 
example), but as the power of the spellcasters 
increases, so does the visual potency of their spells, 
the best probably being the Salamander, a summoned 
fiery dragon which flies around the screen turning 
everything blood red before smiting foes. 

Vandal Hearts obviOUSly does not have the 
graphical flair evident in square's prerendered 
excesses, and the stop-go nature of its gameplay will 
be offputting for some, but thOse willing to invest the 
time and effort wilt get a lot out of what is an £ 
expertly crafted title. 

Edge rating : 

Eight out of ten 

Format: PlayStation Publisher: Konami 
Developer: In-house Price: £45 Release: Out now 

• 



outlaws 

L 
ucasArts hasn't sullied its reputation with 
Outlaws. but it has. not for the first time, shown 
that it's not Infallible. The other most recent 

examples of this, Dark Forces and Afterlife, proved that 
perhaps the company that made its name with graphic 
adventures Monkey Island, Fote of Mantis and space 
shoot 'em up X-Wing, should stick to what it's good at 

Outlaws scores points for its cnginal concept (Doom 
done In the wild west) and some superbly atmospheric 
sound reminiscent of the very best spaghetti western 
movies. It also bears the familiar Lucas trademark of 
outstanding animation sequences pioneered in Full 
Throttle, dropped in to advance the plot Unfortunately, 
Outlaws barely needs one, as all that's required 01 the 
player is to repeat the familiar kill/key tactics pioneered by 
Doom, and then dooe to death ever since. 

The disappointing 3D engme looks like shareware 
compared with the likes of Quoke, and is dunky, even on 
a high-spe< PC, the levels it builds being curiously bare. 
Comba~ .......nich sadly dominates the gameplay, veers 
unevenly from semi-interesting sharp-shooting and 
blasting. to annoying enemy ambushes that happen with 
no waming. and leave the player staggering around looking 
for health after only the briefest encounter. 

Oudows is an atmospheric but ultimately 
disappointing tide that will leave most lucasArts £ 
fans hoping led; Knight fares bener. 

Edge rating : 
Five OI.t 0 ten 

Format: PC 
.~ Publisher: lucasArts I Developer: 

S Price: £30 I Release: 

• 

In-house 

Out now 

test screen 

Independence Day 

E
A's Independence Day licence, though potentially 
lucrative, was inevitably a proverbial albatross 
around the neck of developer Radical. With 

creativity no doubt hamstrung by what was essentially a 
special effects vehide, a plane-based shoot 'em up was 
perhaps the lesser of genre evils to adopt. Eschewing the 
basic Afterburner forma~ 104 utilises almost fully 360" 
rncwement as a basis for blasting action. 

'Hith external or internal views and mission objectives 
inslnuatlflg flight sim aspirations, it's disappointing that 
Radical has oveOOoked the basics of enjoyable airborne 
arcade combat Independence Day suffers from over-fast 
enemy craft and over-sensitive plane controls, and to keep 
an alien craft on-screen for more than a few seconds proves 
to be a real achievement Despite this. the homing misSiles 
equipped 00 all available fighters invanably destray all 
assailants WIth a minimum of targenng. With ordinance­
boosting collectables easy to acquire, SImple buttoo bashing 
often leads to unsatisfying level progression. 

Graphically, pop-tJp and other inadequacies are all faults 
suffered by the game's ambibous 3D graphICS engine, but 
there's no denying that S\vooping between las Vegas 
casinos or shooting the Statue of uberty is going to offer 
some entertainment to the easily pleased. 

Sadly, though, in keeping with its licence, Independence 
Day lacks substance. Bereft of its parent's glonous effects 
(.......nicn, ironically, Star Fox 64 rnanagesto emulate £ 
magmficently), EA's game is very weak Indeed. 

Edge rating : 

Three ten 

Sadly. ltu is nothinc more 
than a shallow shoot 'em up 



Players must monitor damaee levels cJosely; 
paylnc Qsh for .... Irs Is an essential underbldnc 

m!l 
ith carmageddon, Sei has produced a game 
that will please and anger in equal measure. 

uSing themes explored most famously in 
the '70s Stallone mOVie, 'Death Race 2000'. the 
challenge here is to race cars and deal death. Each of 
the 36 routes across 11 different maps is littered with 
pedestrians and cows, which, when dnven into, 
collapse in a shower of the blOod. rewarding the driver 
with time and cash bonuses. Money is used to 
improve cars between races (increasmg armour, 
engine speed and 'offensive' power - an indication of 
the amount of damage you can do to computer 
drivers) or perform repairs during a race. 

COlliding with pedestrians in unusual or exciting 
ways (reversing into them, striking them while 
performing a handbrake turn or pitednving them into a 
brick wall, to name but a few approaches) brings extra 
bonuses and more blood, something that wilt 
consolidate Carmagec1l1on's chances of offending. 

There are no doubt thousands of gamers who 
relish such morally bankrupt gameplay, though, and 
Carmageddon's approach can indeed prove to be 
entertaining in a rather perverse fashion. 

Technically, tne physics model at work nere is 
impressive, cars spinning as they tumble off the edges 
of ctiffs appearing especially realistic. SCi's 3D engine 
isn't withOut fault, however: Carmageddon's SVGA 
mode renders the action all but unplayable even on a 

Potenti.1 victims .ren't necesHrlty In the h.bit 
of slmp!y W.itinl .round to be mown down .. . 

Carmageddon 

I 
yet .nother ta.pless victim meets his m.ker (m. In). Presum.bIy urged on by Its .ppe.r.nce in 
bll-money successes such .s Mortal Kombat. Cat'mageddon fs blood-obsessed (.bove left) 

P200. Fortunately, even in VGA mode, the game is 
aestheticaUy sound. 

While the oneplayer game proves entertaining, a 
selection of multiplayer options constitute the most 
interesting set·ups. Up to six players can be bundled 
into a deathmatch arena, the goal being to remain the 
last competitor alive or to kill more pedestrians than 
your opponent(s). Playing against other human drivers 
certa:nly makes gives the action another element of 
appeal for a few hours, but, of course, this is far from 
being a Quake or Reo Alert replacement 

carmageodon has been slickly put together and 
has some welcome touches (notably power·ups, a 
decent level of detail and the option to drive anywhere 
over the game's environments) but it is flawed simply 
because of the limitations of the stunts that can be 
performed. Exhaust these and there is little 
reason to return to the game. 

Edge rating : 

£ 
Six out of ten 

Format: PC Publisher: Sei 
Gruesomely, blood tr.ils .re left 
behind by your vehlcJe's wheels. 

DeVeloper: In·house Price: £40 Release: Out now 
sel is cerblnly courting controversy 
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iQ 

The player must dear the 
area before space runs out 

~ 
Ithough psychOlOgy textbooks would insist 

... on another definitIon, as far as this 
PlayStation trtle IS concerned the iO 

monicker stands for Intelligent Qube. 
10 is one of those occasional tItles that defies 

rational anlysis. An elementary puule game in the 
Tetns mould, H: makes no attempt to shatter the 
perception that such games must look singularly dull. 
The player stands on a huge rectangular block divided 
into rows of cubes. In front of him a separate group Of 
cubes tumble forward menacingly, a row at a time, 
and must be destroyed (by selecting an area on the 
block's surface and detonating a cube as it passes 
over it) before they reach the edge of the block. 

Green cubes act as bombs, destroying a wider 
area, and can be used tactically so as to form a chain­
reaction effect, whereas getting rid of the black cubes 
collapses one of the block's rows, reducing the playing 
area. Conversely, perfectly completing an attack wave 
will add a new row. As the levels progress, the 
relentless pace of the cubes increases while the player 
has less space within which to manoeuvre. Falling off 
the edge will end the game. 

A two player battle mode and wonderful - yet 
totally Inappropriate - in·game mUSiC complete the 
package. Despite its simplicity, iO is a strangely £ 
compellIng experience. 

Edge rating : 

Seven out of ten 

Format pfayStation 

Every perfect 
round will add 
a new row of 
cubes which 
liVes the player 
just enouch 
room to survive 
the next cubic 
attack wave 

Publisher: SCE Developer: In-house 

Price: ¥S,BOO (£30) Release: Out now (Japan) 

• 

Tail of the Sun 

A
s peculiar as it may sound, the ultimate goal 
of this game is to build a tower of 
mammoths' tusks in order to reach the tail of 

the sun. This, as it turns out, is not nearly so easy as 
might initially be imagined. 

Given the indisputable fact that mammoths are 
extinct, the setting for Tail of the Sun is obviOUSly back 
in prehistoric times. As a brave hunter chosen by a 
small, prrmitive tribe, the player must scour the land in 
search of food, allowing the trrbe to grow and evolve. 
But the vast world is full of danger: wild beasts have to 
be fought, hazardous weather must endured, and deep 
oceans crossed without drowning. 

periodically, the tribe's culture level increases and 
a better weapon becomes available. Yet only when the 
hunter has gathered enough experience should 
mammoths be targeted. When hunters die (either from 
an animal attack or old age), the player may pick any 
other member of the tribe to continue the Quest. 

while the core idea is sound, most of the time the 
game's environment is painfully desolate and the 
player'S character hOrribly difficult to control. The 
inclusion of some tidily realised AI is not enough to 
redress the balance. 

Commendable as the concept is, Tail of the Sun is 
let down by sloppy execution. It is neither exciting nor 
substantial enough to persuade the player to £ 
overlook its glarrng weaknesses. 

Edge rating: 

Format: PlayStation 

Publisher: SCEA 
Price: $45 (£30) 

Five ten 

I 

Talts environMent hardly 
ever bristles with .ctivity 

Developer: Artdlnk J"! 
Release: OUt now (US) 11 



Testscreen round-up 

r:I pidemic, the western incarnation of Kileak rhe 
1:1 Blood 2, is Cl mix of Psygnosis'Lifefofce Tenka 
and Defcon 5, Millenium Interactive's some-vvhat 
misguided attempt to produce the thinking man's 
Doom. Like [)efcon 5, the player must wander around 
an anonymous-looking futuristic environment at an 
excruciatingly slow pace. In common with Tenka, 
there are simple robots to blast along the way and 
various (olour-coded keys to find in order to progress. 

The problem for games like this is that they lack 
either the depth to engage the mind fully or the 
originality and pace 10 provide a decent firefight The 
results are often, as here, a game that falls between 
two genres and never really manages to pick. itself up. 
The graphics are passable, the music innocuous and 
the enemies varied for the first few levels; and to be 
fair it does create a dark. futuristic atmosphere, £ 
but Epidemic is unlikely to prove infectious. 

Formula Karts 
Publisher 
Release 
Price 

Six out of ten 

PC 
Sega 

Out now 
£30 

raJ uriously for Sega, still fighting to establish the 
Ii:I Saturn as a genuine contender in the next gen 
console stakes, Formula Karts isn't a conversion from 
any other platform. The Saturn's loss is not the Pes 
gain, however, as this pedestrian racer offers no 
improvements on previous examples of the genre. 

W"hile the year-old Manic Karts and Virtual Karts 
managed at least to convey the sense of speed and 
danger involved with cornering at 30mph on ......mat 
amounts to little more than a soapbox on wheels, 
Formula Korts has the player chugging monotonously 
around tracks ......mich are too similar, against 
opponents \...no pose little or no challenge. 

Basic, chunky graphics, the lack of a decent third­
person viewpoint and the fact that crashing is 
impossible are all unforgivable failings. 5ega has 
ultimately produced a shoddy racer that £ 
should be avoided. 

Four out of ten 

• 

Need for Speed 2 
Publisher 
Release 
Price 

PlayStatiorVpc 
Electronic Arts 

Out now 
£45 

U fter the excellent 300 original, Need For Speed 
&.i.1 2 is something of a let dovm. W"here 300 NFS 
had complex models, great tracks and beautiful 
scenery, NFS2 can barely muster the energy for some 
half-decent models, a couple of stunt sections and a 
poor frame rate in its PC incarnation (with no 3D card 
support to boost performance). On the P1ayStation, 
......mere titles like Rage Racer prove that solid-looking 
scenery, well-designed tracks and subtle handling are 
perfectly possible, this sequel looks particularly weak. 

Many courses are uninspired, with the overly long 
straights seemingly devoid of any opposition, ......mile 
car handling seems to vary little between models. All 
are frustratingly difficu~ to keep on the road and feel 
weightless in the way associated with old sprite-based 
racers. The designers try to make up for it with an 
almost pedantic level of detail, but the ec1d £ 
resu~ is stili a disappointing one. 

Five out of ten 

of 

O he bralNl-method beat 'em up, characterised by 
the likes of Double Dragon and StJeets of 

Rage, is currently enjoying a minor renaissance. 
Sega's Die Hard Arcade and Core's forthcoming 
Fighting Force are two examples of a genre bridging 
the gap between sprite and polygon game engines. 

Acclaim's The Crow: City of Angels, by contrast. is 
a dire reminder that 3D does not always lend itself to 
solid gameplay. The Crow offers limited moves and 
rotational controls over prerendered locations. Using 
an astonishingly basic combat model, kicks and 
punches inexplicably pass through assailants. 

The indistinct nature of The Crow's animations 
means that. very often, aligning your character with 
opponents is da.vn to luck. Awful collision detection, 
repetitive gameplay and the absence of a twoplayer 
mode make Acclaim's licence one of the worst £ 
Satum releases to date. 

TWO out of ten 

Swagman 
Publisher 
Release 
Price 

test sereen 

PfayStation 
Core Design 

Out now 
£45 

D na marked departure from Tomb Raider, Core 
Design has turned its energies to the overhead­

viewed genre. 
In the resultant game, the player assumes the 

role of Zack. a bumbling little lad on a mission to free 
his sister and friends from the eponymous Swagman 
and his sleep-stealing hordes. 

Gameplay, for the most part, consists of simply 
wandering through levels, trying key after key, ......mile 
attacking enemies with a magic torch. 

With its cutesy style and Tim Burton-inspired 
graphics,Swagman tries hard but fails chiefly because 
of badly designed gameplay. Frustrating enemies and 
an incredibly unforgiving control system conspire to 
make it more often a chore than a pleasure. 

Swogman's designers have claimed that they were 
looking to make it feel like the 16bit classic £ 
Zeldo; unfortunately it simply feels 16bit 

Five out of ten 

Ralden DX 

'i' espite. the design and structural shortcomings in 
I...!.I the ongmal game, Raiden PrOjeCt was an 
impressive demonstration of the P1ayStation's rarely 
exploi ted 2D abilities. This release is, in fact. a 
conversion of the Raicien OX coin-op, a game that 
was essentially little more than a subtle re\oVOrking of 
Raiden 11 from the original P1ayStation disc. 

A choice between training, novice and expert 
modes now staggers the full suite of levels, and the 
only visible ec1hancements are tweaks to backdrops 
and some of the boss animations. Explosions are just 
as magnificently handled with exceptional levels of 
detail (defeated enemies drop out of the sky to take 
out buildings, shrapnel spins off realisticaHy, etc) but 
ultimately this is all Raiden has ever stood for and is 
undermined (as the original was) by the infinite 
continues given to the player. A game purely £ 
for extreme fans of the series, then. 

Six out of ten 
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dewelop 

DEVELOP 

At the cooc. Int8I pNMnted the 

lestGlmll. T«:h~.nd 

1n"*".,,bltkN. A ....... 

Be5t Prerendered Art: --Best Animation: T __ 

Best Adaptation of Unear Media: 

I..,. NO MOuth and I M.wt ........ 
Best SCript. Story or Interactive 

Writing: 

You Don't Know JM:Ir:XL 

Best Use of Video: --'" SOUnd Effects: 

QUoD 

Best Use of Innovative 

Technology: -_ .. 
Best console Game: -_ .. 
Best Simulation Game: 

IleCtiWMtor 11: Met'tIInIfIII 

Best Music or Soundtrack: 

QUoD 

Best StrategylWar Game: 

command • conquer. ........ 
Best PC/Mac Game: 

~. 

Best Arcade Game: -_. 
Best Educational Game: __ , 
Best Action Game: ............. 
Best Sports Game: 

..... ttor:kIy 'f7 

Best Adventure Game/ RPG: 

..... ...-­
Best New Technology: ... _-
Best Trivia or Puzzle Game: 

You Don't boW JM:Ir: Xl 

On·UneJlntemet Game: -Best Game of 1996: --.. 

VIDEOGAME CREATION UNDER THE MICROSCOPE 

californian conferenclng 

00 
oozy parties may have kept visitors up all night, but 
the celebratory spint didn't prevent this year's 
Computer Game Developer's Conference from 

being a true meeting of the minds for game creators. 
The agenda was certianly tightly packed. CGOC hosted an 

all-day class on Friday Apnl 25 on mana8lng game 
development, and claSSiC conference classes (ApnI25-29) 
covered everything from progamming and production to 
business concems and legal issues pertinent to the industry. 
Keynote speakers at the show induded John Romero (see 
Edge's inteMe'N....;th the id-gone-10n man in E45), Chris 
Roberts and Nolan Sushnell. Plus, intensive two-day tutorials 
focused on object-oriented game design in Lingo, creating 
online games with Java, Softfmage development tools and 
techniques, and 3D Studio Max. One-day tutorials covered 
OpenGl, Windows programming, Debabelizer and modelling. 

Several related events enriched this year's L.,jDC. 30fx 
hosted Immersion '97 to help developers 'master the magi<' 
of Voodoo; TEN hosted a devetoper day, with sessions 
zeroing in on server architecture, its SDK and other enabling 
technologies; and Microsoft got in on the action, capitalising 
on the presence of so many developers with a DirectX 5.0 
seminar, held the day after the show (April 30) at the Santa 
Clara Convention Center (to get a beta version of OirectX 5.0, 
visit WMN.directx.com). 

The show wasn't all serious developer talk, however. 
Apple sponsored its second annual CGOC Game Olympics, 
TEN sponsored the Quake toumament (in which a, gulp, 
female gamer beat John Romero) and the Computer Game 
Artists group exhibited its first CGA Gallery. On Sunday night, 
various companies' hospitality suites provided booze and an 
ideal opportunity to schmooze, while on Monday evening, 
the exhibition floor was similarly flooded with cocktails and 
music. Then, tipsy attendees went onto the Multimedia 
Theatre where Intel presented the spotlight awards (see left). 
Finally, Sony's Camival followed the award ceremony, offering 
lucky attendees the chance to gorge on candy floss. 

Despite the party atmosphere, hQ\o\leVer, the CGOC show 
has been criticised since changing hands a year ago. Formerly 
put on by the Computer Game Developers' Association 
(CGOA), the CGOC was knovm as a small homegrown 
operation nurtured by the tight-knit sponsoring organisation. 
Although CGDA has always held and continues to hold a 
stake in the proceedings, the pUblisher Miller Freeman 1ne 
took over the show in 1996 and made plans for a growth in 
attendance. Many people bemoaned these ambitions, 
arguing that heavy traffic would ruin the independent feel that 
was once so integral to attendees' enjoyment of it 
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In all truth, the show definitely was lllOfe crowded this 
year and did have more of a corporate feel. While there were 
still a fair few tle-dyed T-shirts and goatees around, the 
attendees were more tame and less colourful than those of 
previous years. The one notable sartorial event was Emest 
Adams donning top hat and suspenders to announce his 
widely expected resignation from a volunteer post at the 
CGOA He now plans to devote hIS full energIeS to game 
giant Electronic AIts. 

Because of this year's congestion, competitors couldn't 
avoid each other on the exhibition floor. Matrox, S3, 30fx and 
nVidea were all crowded into ooe area and forced to be 
neighbours, wh~e the force-feedback companies seemed to 

be Similarly grouped (Immersion, incidentally, showed a 
promising force-feedback future with its I-Force 2.0). As for 
other news, 3Dfx, MMX and DVD seemed to be everywhere, 
VideoLogic demo'd a high-resolution version of Wipeout 
2097, which ran at an amazing 1024x768 using Oirect3D, 
and San Francisco Rush was all the buu as attendees 
competed at arcades near the entrance to the show floor. 
The arcade and LSE market seems to be booming, a trend 
that could be helped or hindered by Intel's announcement of 
its proposed arcade PC standard (see page 8). 

Long Beach, Southern California, wit! be the site of next 
year's event, mainty because the show is committed to 
building stronger ties with the entertainment industry. Expect 
more surts and style next year. 

Then, to alternate between the glitz of HollY"MJQd and the 
silicon savvy of the valley, the shO'N will move to Northern 
california in '99. Perhaps the dawn of the rnillenium will 

bring the spirit of CGOC back where it belongs: to the £ 
tie-died T-shirts and goatee beards that started it all. 

....CGDC ......... wor t ..... ......,. !ypaa-----....... ...... 



Ucensed to hack: Yaroze's dishonourable ancestors 

~ 
ith the introduction of $any's Yaroze system, W budding games designers are getting the chance 
to try their hand at programming console games at 

home. For others, however, this idea is nothing new ... 
T raditionaHy, the only way to develop for a major console 

was to get a licence and hardware from the manufaaurer, a 
time-consuming and expensive process - espedally as those 
col'Dpanies are often (understandably) unenthusiastic about 
hackers getting their hands on hardware secrets. Even once a 
licence has been obtained, most companies require a 
Non-Disclosure Agreement (NDA) to be signed, so 
equipment can only be used for the purpose it was intended. 

A while back. however, enthusiastic users started trying to 
determine the inner workings of consoles without the 
technical support and documentation provided to licensees. 
Some progress was made with older machines, but small 
groups or individuals were limited in what they could achieve. 
With the advent of BBS systems and the Internet, however, 
together with the sharing of information they allow, it is now 
possible for large-scale hardware-hacking projects to work. 

Another contributing factor in the console programming 
revolution was software piracy - more specifically, the 
availability of cartridge copying devices (usually from Hong 
Kong or China), normally sold as 'backup devices'. These 
copiers allowed users to dump the contents of a cartridge's 
ROM chips onto floppy disk. reloading the ROM data into the 
copier unit later so the game could be played on the console. 
What enterprising programmers realised, though, was that this 
is essentially what the official development kits do, allowing 
you to transfer game code and data from a development 
machine (normally a PC) onto the console, then run it By 
dumping commercial game cartridges to disk. examining and 
modifying the code before reloading it, people were able to 
create customised versions of games, learning the secrets of 
the hardware needed to create their own games. In fact, this 
modifying of existing games has sometimes lead to 
interesting results in itself. For example, a patch is available to 
fIX the code in SNES RPG Final Fantasy Ill, allowing the NTSC 
versions to be played on a PAL machine without crashing. 

Most consoles have been hacked at some point, but only 
a handful have seen the effort required to recreate, from 
scratch, the tools (assemblers, graphics converters) required 
to produce a working game. The greatest amount of material 
is for the SNES, Game Boy and Mega Drive, as these were 
around when people first realised the potential of these 
closed systems. The SNES and Mega Drive are both relatively 
simple consoles, each containing two processors and a few 

All"' • .. dSNESIIIe 
(obowoj;-~(oIPtI 
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custom graphics chips. A quick search of the Intemet reveals 
a lot of technical information and useful programs for both 
these machines, including everything needed to write simple 
programs, and even tutorials on basic techniques. 

Often the first software produced for a machine takes the 
form of intros or trainers, short graphical or musical demos 
added to the start of pirate copies of games with built-in 
cheat menus or other game enhancements. Software pirates 
are often the first with both the necessary copier hardware to 
examine and modify games and the technical knowledge to 
write the software. Archives can now be found with 
collections of the most impressive intros (without the games 
they were used with); in some cases the effects produced 
surpass those found in the games themselves, ironically. 

The Game Boy deserves a separate mention, as it is 
probably the console with the most programming support 
currently avail,"le; unlike the other older-generation consoles, 
more material is still being developed for it. The Game Boy's 
main attraction is its extremely simple internal architecture -
making programming easy - coupled with the fact that it is a 
handheld machine. This allows for some interesting 
development and project ideas, such as using a Game Boy to 

. control a mobile robot There is now even a C compiler that 
produces code for the Game Boy, a BASIC language 
interpreter and a madline-code level debugging tool. Circuitry 
has been designed to alla.v the Game Boy to be interfaced 
to a variety of devices, and to be connected to a PC for data 
transfer. Indeed, the Game Boy is a very useful device for 
serious purposes as well as games - it is an extremely cheap 
way to obtain a ZaD microprocessor board and display with 
all required accessory circuitry for use in control systems. 

Today's three major console systems - PlayStation, Saturn, 
N64 - have not yet seen as much progress as the older 
consoles, possibly because of their relative infancy and 
technical constraints. In order to successfully run a home­
made P!ayStation or Saturn game, a CD-writer must be used 
to make cl CD copy of the game code and data, an extremely 
slow and cosdy process when considering how many 
modifications and re-tests even a small program goes 
through. However, various tools have started appearing, such 
as basic assemblers and disassemblers; and technical 
documentation, currendy focused mainly around areas such 
as defeating the country-<ode lockout on the PlayStation, is 
available. There is even a utility to convert PlayStation-format 
movie files into AVI files for playback on a PC or Mac. 

While a lot of technical research has taken place, only a 
handful of complete amateur games have been written and 
released for consoles, and these often fail to impress. 
Perhaps the biggest: contribution Sony can make in providing 
hardware, software and information is by shifting the 
emphasis from pure research and experimentation to the 
actual creation of playable games. Its approach of providing a 
website for people to show off demos, and the possibility of 
games being published (try persuading a company to publish 
a game written using an illegal cartridge copier), should act as 
an incentive for all the programmers out there. Edge can only 
hope that the Yaroze and similar systems can breath some 

fresh air into the industry by alloWing a whole new £ 
range of potential game designers to show their talents. 
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Shocked 
was shocked after reading Andrew Giles' 
letter in E44 regarding his love of his UK 

N64. It seems strange to me that he should 

enjoy black borders. s'ower gameplay and a 
grainy picture. Even though Morio does not 
suffer from the severe problems apparent in the 
early days of console gaming. where games ran 
a full 17.5% slower, the differences are still 
apparent and who is to say that other developers 
will take the same care over their conversions? 

The number of games released in the UK is 
comparatively small, looking at games as a 
whole, and limited to a set of popular genres -
which is of great grief to RPG fans. Even if a 
game is released here. there is the issue of the 
six-month delay; even censorship occasionally 
rears its ugly head (I have yet to see what they 
are replacing U-long's numchakus with). 

As if this was not enough, he was quite 
content to pay what [at the time of writing) is 
fast approaching three times the price of a 
Japanese machine (£85) and EI00 more than 
the German PAL machine (EI50). I am sure it is 
not beyond Nintendo's expertise to install a 
switch to allow UK gamers with SCART TVs to 
enjoy the same quality as their American and 
Japanese counterparts, but if we are content to 
take and even enjoy what is a punishing regime 
of compromises, then Nintendo and the other 
console manufacturers will quite happily deliver. 

Ask anyone who disagrees to compare 
Tekken 2 or Street Fighter fI between UK and 
US/ Japanese PlayStations. Arbitrage is our only 
hope for getting a decent machine at the lowest 
possible prices, and allowing us a chance to 
cast a vote in the economic ballot box that the 
console producers will feel. 

DominkWong.. 
Waterlooville, Hants 

This may seem picky 
ill the ignorance ever end? Being a faithful 
reader of Edge, I was shocked to read 

Andrew Giles' comments in E44 about the 
differences between the UK and import 
machines in its supplement. 

Who cores if there are black borders on 
screen?' I do, and so do many others, and it's 
not just the borders but also a reduction in 
speed which ultimately affects the gameplay. 
Owning an import N64 and working for a major 
retailer in the UK which stocks the machine, I 
was able to compare the differences for myself. 
I found that Morio had been considerably 
reduced in stature to the extent that he had lost 
his neck. and there was a slight delayed reaction 
on-screen after pressing the jump button. 

This may seem to be picky, but I found it 
affected my enjoyment of the game, probably 
because I had played an import version which 
was devoid of these faults. However, there are 
many people like myself who only wish to play 
the games how they were intended to be 
played, but due to the deficiencies in the official 
UK machines we are forced to pay the high 

• 

• 
premium prices of the import market instead of 
buying official. 

Until Nintendo and others resolve the 
situation, there will always be a flourishing 
import market in the UK. Furthermore, I did not 
find Edp's article in any way encouraging the 
import market - if anything, it seemed to play 
down the differences: evidence of which can be 
found in its comparison (E43) of the UK and 
import version of Super Moria 64 as a 'heahhy 
state of affairs'. 

DDid Pareja. 
London 

Totally pissed off 
K gamers have had to wait about six 
months after everyone else for the N64. 

When it does arrNe, it costs more than 
anywhere in the world. There are only three 
games available. The screen display is crippled 
with borders and it only has an RF lead with 
mono sound (does Nintendo still think 
everyone in the UK has old-fashioned wooden 
tellies?). The final kick in the teeth: it goes and 
cuts the price by £100 just after two months! It's 
made those who bought one earlier totally 
pissed off. I know this is the norm in the 
business - but after only two months? This is a 
cheap, short-term strategy and not worth the 
E200,000 or so profit that has initially been 
made. Nintendo are definitely going to have to 
spend more than that to buy back the loyalty of 
UK gamers. 

We needn't put up with this. I urge everyone 
to boycott all UK PAL machines. Buy an import 
N64. You even get a decent display (no borders, 
full speed) and new games come out sooner. 

Wake up Nintendo 

Gary Lee. 
address withheld 

n the last issue of Edge a reader was 
complaining that the magazine should 

give more support to the PAL version of the 
Nintendo 64, rather than any import machines. 
I totally disagree with his point. 

To deter customers from buying import 
machines and purchasing a UK N64, a possible 
solution to this problem would be to change 
the specification of UK machines. Nintendo 
should supply NTSC machines with the correct 
voltage PSU for the European market. and 
supply a small additional box to convert an 
NTSC signal to PAL for customers who do not 
have an NTSC output on their TV. This would 
eliminate any grey importing. 

I appreciate each Nintendo market around 
the world wants to protect its own patch, but by 
supplying hardware which detracts from the 
intended gameplay and picture quality, the 
current situation is not fair on the consumer. 

I have been very impressed by the Nintendo 
64 and its software, and I am sure the best is 
yet to come, but I would not have purchased an 
import machine if the PAL N64 had offered the 
same standards set by the US machine and UK 

• 
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price was not as high. Wake up Nintendo. 

le t mc I., it woo 
nac ~es ~o un :;01-1 

lan a.mett. 
......... withheld 

) ft. ow the sam "'Cute ur. :led h the 
E.:i and C:NlS "OH: ti.:n rei to ensure 
np3tJb hty N tll 11 TVs 

~ t doesn't maximise the potential of ts 
machine, the import marltet Wit' continue to 
. ourish. Duc ~ delays in .... K software release 
ates. Edge reviews mported N64 mes. and 

. '5 a gre t shame that UK software IS 

Jbstandard by comparison. Even f the majority 
f peopk don't know what hey are missing. 

he N64's graphical edge over Its rivals is diluted 
by the fuzzy RF signal, the screen borders 
(Wave Roce, above) and the reduced play 
speed (especially when Sony and Sega have 
gone to great lengthS to minimise differences 
between NT5C and software). Currently only 
Konami seems to have made an effort to 
address this problem for the N64 W h rts 
excellent PAL version of 15S64. 

Simply a bargain 
ooking at Sony's PlayStation now, it is 
simply a bargain at £130 when you 

compare it to the overpriced N64, which stands 
at £250 [at the time of writing] . With Sony now 
releasing budget games at £2o-plus with other 
games dropping in price, you cannot go wrong. 
especially if you are about to buy. 

In my eyes, the biggest problem with the 
PlayStation is the amount of mediocre games 
available, plus games that have been overrated, 
like Tomb Raider, which is too slow, not to 
mention others which have been a real let..cJown. 

When Sony releases its next system, it needs 
to make sure there are no mediocre games. At 
the moment, it is flooding the market with 
games that I think are not up to the standard 
and I thought Sony had very strict quality control. 

I think that that the PlayStation is a great 
machine with some good games like Capcom's 
Resident Evil and Nameo's Ridge Racer. With 
releases on the way like Resident Evil 2 and 
Time Crisis, the future looks very promising. But 
at the end of the day, Sony needs to be more 
strict with thirdparty companies. In other words, 
if your game is crap, we simply don't want it. 

Gary Osbome, 
Middlesbrough, Cleveland 
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A load of hot air 
mng been a subscriber to your magazine 
for over two years, recently there have 

been two continuing debates that I would like 
to add my opinions to. 

Firstly the PlayStatKln vs Nintendo 64 
debate: I wonder how many PlayStation owners 
have experienced the N64 and how many of 
their comments are a load of hot air. I have 
finished Morio 64, Tomb Raider, WaveRace and 
Wipeout on their respective systems and have 
to say that the N64's games are far superior, not 
only graphically but also in controf and design. 

The second issue is Morio 64 itself. I have 
owned or used most of the games consoles 
since 1988 and would say without a doubt it is 
the best game that I have played. The two 
points raised in E45's letters section: 
1. 'It doesn't excite' - this is not the case, and' 
have had similar comments from a friend who 
has not got the patience to continue persevering 
in certain levels. But the excitement of gaining a 
star, reaching a new level and being stunned by 
the creativity is exciting enough. In fact,. the 
closer to 120 you get. the more exciting it is to 
find a star. 
2. " find Moria 64 barren and empty, 
completely lacking the pace .. .' - this is a~ 
difficult to accept as Nintendo allows freedom 
of movement to create worlds rather than 
boring. linear, press-the-button-at-the-right-time 
20 platformers. It gives Mario 64 a new feel. 

I believe these are invalid criticisms and just 
relate to the individual not finding the game 
perlectly suited to them (It can't please 
everybody, after all). 

I also believe that the ten out of ten score 
was justified, incidentally. 

John Br.ithw.ite, 
address withheld 

One of our dinos is missing 

I!I pan playing through my copy of Turok: 

Dinosaur Hunter I was most disappointed 
to find that the huge brachiosaur 'whose head 
alone is bigger than the raptors' (E42} was 
nowhere to be seen. , phoned Nintendo and 
they said it had been removed from the game, 
which left me with a query. 

Surely the N64 software sent to you, which 
is said to be of a reviewable standard, is sent in 
its final cartridge format. and so any memory 
problems were cleared up at a much earlier 
stage. Could you please make clear to us the 
exact standard of the review software you are 
sent. and how such an oversight might occur? 

Surely Edge would not sink to reviewing 
pre-release quality software just to be first with 
a review? 

Sam Lynn. 

Surbiton. Suney 
Due to the nature of magazine and videogame 
production, reviewing preprodudion software is 
a n~cessary practice. The majority of games that 
magazines receive are reviewed either on 
preproduction gold CD-ROMs or, as in Turok's 

c e on ~ )fe")fociuction ROM cartndg f .a 
m .31"lCS Nerl'! to Wait U! tll fi ·, I rev I ptes 

rn d the" m~t games would be on sale 
weeks )eforp feviews appea~ed rh!" vas 

Jonty of t I~ evlewed .!!re ")()O,.\ complf'tf' 
ut cxca- on IIy games are eval J. tf'd WIth 

I n hangP'l till too be madf' by the 
eve ~r.;. nd the-se are Jsuallv mad.. le'3r 
I th evteWf':r prior to he revlew. 

Th~ yof TUfOk. that Edge receIVed lar ked 

fOly minor texture details such as Its animated 
cobwebs, and one or two other graphical 
enhancements. The dinosaur in question 
(above) was removed from the game because 
Iguana decided to hold it over for the 5equel 
instead. Sadly Edge was not aware of this at the 
lime )f assessment Obviously such an omlSSIO 

a disappointment, but this kind of situation 
rarity; and lortunately, even without the 

nlssrng brachiosaur (which, incidentally, was 
,"Iy Included as an impresswe background 
ffect and was not a boss), Tum :s stili an 

.dmlfable game and deserving of the 
ne out of ten that it was awarded. 

Piracy is rampant 
ntil quite recently, intellectual property 
rights was not an often-<liscussed issue in 

my country. But ever since our Prime Minister 
Datuk Seri Or Mahathir announ<.ed the news on 
the information superhighway to the world 
press, the issue of piracy has taken centre stage. 
particularly about the setting up of a court 
specially dealing with cases involving copyright 
laws and laws dealing with the Intemet 

That probably sounds good for software 
creators, publishers and vendors selling 
legitimate software, but the problem is that 
piracy is not going away just like that 

Software publishers must contribute to end 
this problem; a good suggestion would be to 
lower the price of software by selling the CD 
game in a plastic case, without a big. decorated 
box and with the installation instructions on a 
piece of paper. 

The reason piracy is rampant in Asia is 
because unit costs are high. By lowering the 
sales price, perhaps we will be seeing more 
legal products in shops here and not so many 
£3 FICP2s. 

Ona: Eu Chin. 
Penane. W. Malaysia 

WJ'! le Edge would k "() see th pt !!f1l of 
pi acy e 0 vel, If b unreal sti 0 th It hat th s 
WlI happen In the im"Tlediate future 

DevelOPing. mlrketwg and distnbutlO 1 

ts, as W(, a"i re :ade'!"S profit margms 
epresent different proporttOn~ of thp final 

price of software. Even WIth the packaging 
.... Iternativ you wgges :he resulting price 
educ Ion would lot be substantial noug" 0 

allow egltlmate software to corn :>ete Wlt'1 
lIegal cop.es of games. 

Bedazzled by glitzy bullshit 
ike everyone I only want to own quality 
games which provide all of the essential 

ingredients of fun, exhilaration and lastabtlity. 
Onty now and then am I misted by over-hype 
regardins British games. Edp is first to the 
gallows concerning this issue, as time after time 
it is bedazzled by the glitzy bullshit surrounding 
most British games. Take, for example, 
Psygnosis (Sony): Tenia was hyped itS if to be 
some kind of mirade, with the programmefS 
boasting a whole host of technical bab~e, and 
now, some time later the severely lacking result. 
I must also protest at the way your review 
section is brimmins with British games that 
although obviously gracie-B receive high marks 
and admiration for effort. Does Edp really feel 
obligated to boost the egos of substandard 
companies because they have had a dose 
association with them in the past? If this is the 
case, then it isn't unfair on the majority of game 
players who trust your judgements. 

Edp should be more considerate to its 
readers and expose the truth. it is your duty as a 
high-profile magazine to inform readers and 
extinguish the flames of over-hyped garbage. 
Only then will British compa'nies wake up and 
decide to invest more money and time into the 
design stages of games creation. 

You may feel I have a grudge against British 
games. but this is not so. I just want all games 
to be judged on merit and not on some futile 
patriotism that will in the short term create a 
sense of stability and in the long term bring us 
closer to Japanese domination (which may not 
be SO bad). 

Leon James tory. 
SloUJh.. Berkshire 

Edge casts a wide and discerning gaze over the 
global software market and there is little 
evidence to support your accusations. Edge 
regards UK development highly. Citing Tenko as 
your only example seems odd, too, especially 
given that the main preview of the game (E41) 
highlighted as many of the game's apparent 
deficiencies as it did plus points. In this respect 
Psygnosis was not treated differently to any 
other company, was never built up unnecessarily 
or 'hyped', as you put it, and the review in a 
subsequent issue confirmed some suspicions. 
Edge suspects you are mistaking coverage of 
games (that may later disappoInt) for £ 
hype. Clearly there is a big difference. 



Tantamount to extortion 
• eferring to Edp's supplement 'The State 

of Play' (E44), Juan Montes [below] of 
SCEE comments 'I've not seen any N64 games 
that demonstrate capabilities beyond the 
PlayStation' and 'Morio is a good platform 
game, but that is not a new generation of 
platform gaming' are ludicrous. Are we to 
believe that SCEE is going to release a Mario 64 
beater on the l'tayStation71 believe his comments 
might go down well in PlayStation-spedfic 
magazines, but Edp readers are too enlightened 
about the game industry to accept his views. 

j'm not anti-Sony; the PlayStation is it good 
console with third party support second only to 
the PC. I believe the best thing Sony could do 
to maintain its market share is make sure its 
next console is backwards-compatible. 

As for Sega, a conversion of VF3 with some 
sort of hardware-enhancing cartridge-based 
upgrade vvould make an outstanding game, but 
unless the company plans to effectrvely give 
upgrades away with the game (like it did with 
the analogue pad and NiGHTS), a lot of people 
may steer clear (especially with Sega's 
disastrous Mega CD and 32X upgrades still in 
mind}. Would it not be better for Sega to 
concede that it is never going to topple the 
PlayStation, and use this time to try and steal 
a significant lead over Sony by releasing its 
next platform earlier (and also make it 
backwards-compatible)? 

Nintendo has also got to get its act together. 
Although I agree that quality is better than 
quantity, its current thirdparty support seems a 
bit too sparse. I cannot really argue about the 
UK console price itseH (remember Sony and 
Sega's initial console prices ... ), but the cartridge 
prices are way too expensive (charging £70 for 
a game is tantamount to extortion). What 
happened to the Monopolies and Mergers 
Commission investigation into cartridge prices? 

Nintendo is also not helping itself by 
ignoring the CD format (losing valuable 
thirdparty developers and missing out on great 
games). I think the company should seriously 
consider releasing a OVD drive instead of the 
proposed 640D drive. This would be more 
suitable, especially considering the N64 is 
likely to face competition within a couple of 
years from 64bit consoles. which are likely to 
use this drive! 

Philip Cartin, 

Wolverhampton. West Midlands 

• 

(Q dA 

fi1 I have seen a £300 copying device 
~ that runs Mario 64 off CD. Doesn't this 
rather invalidate Nintendo's claims that the 
game could only run off cartridge? 

Jim cartwright. Luton 
~ well. given that the Doctor 64 has 
lAl 128Mbits of RAM, Mar/o 64 doesn't 
run off CD - it is merely loaded into RAM and 
behaves as if it were on cartridge. Nintendo's 
claim that the game couldn't run off CD was 
based on the understanding that its console 
would contain 4Mb of designated 
RAM - half the size of Mario 64. 

fi1 1. can you explain the difference in 
~ appearance between phong lighting 
and ray traCing? 
2. Would it require less computationSl 
processing to have one large polygon as the 
floor in vinua Fighter 2, for example, texture­
mapped to 1001< like a tile surface, or to have 
each tile as a single flat-shaded polygon? 
3. What was the first fully computer­
rendered game, be it through a polygon or 
Silicon Graphics environment, in bOth 
arcades and the home? 

Paul Thomas, Queensland, Australia 
r.1I 1. Phong lighting creates curved 
~ surfaces by calCUlating extra normals 
for f!very Single pixel on a polygon, giving the 
effect of smoothly shaded and rounded 
surfaces. Ray traong IS a far more processor­
IntenSIVe operatJOn and involves tracing the 
path of rays of light from object surfaces and 
calCUlatlng light values for every pixel. It 

grves the appearance of extremely realistic 
reflections and would be used for rendering 
the surface of, say, a metal sphere which 
reflects ItS (]oNn environment and light 
intensity, kS it involves a huge amount of 
calculationS, reattime raytracing is still some 
way off. 
2. Generally speaKing, the more polygons a 
system has to thr(]oN around, the more maths 
It has to handle. HOVv'ever,as mOSt systems 
have a size limit on polygons, USing as few 
as possible is the ideal scenario. In the case 
of the saturn version of VF2, the floor is 
made up of a single bitmap manipulated by 
the console's custom scaling hardware­
polygons don't even come into it. 
3_ PsygnosiS'Mlcrocosm was possibly the 
first commercially available prerendered title 
and appeared initially on the FM Towns 
Marty console. As for realtime polygon 
examples, Edge welcomes suggestions from 
readers although The Sentinel was certainly 
one of the first computer games to use filled 
JX)lygons. Atari's I, Robot (1984) was 
perhaps the first coin-op example. 

rj'1 YOU said in one of your earlier Issues 
~ that M2 would be out by the Summer. 
Since then, you've been conspicuously quiet 
on the subject, and I've read nothing in any 

• 

other magazines to suggest that M2 is even 
going to happen this year, let alone this 
Summer. When will the console be out, and 
what tiUes will be available for it at launch? 

Adam Lancaster, Cleveland 
r.I The latest f1€\NS on Ml, foltO'Nlng a 
lAl distinctly QUiet Tokyo Game Sh(]oN 
(apart from warp's 02 making an 
appearance), is that M2 is still happening this 
year. Industry insiders pledged to work:ing 
with Matsushita claim that full development 
kits (containing both Power PC ChipS) have 
only recently becOf11E! available, YoIhich would 
put most titles at least into 1998 before 
completion. Though the Japanese system 
may "Well be on sale by Christmas, Trip 
Ha'Nkins' Studio 300 has already voiced its 
own concerns regarding the launch and 
publicity surrounding M2, defying Matsushita 
and opting to reveal their first batch of 
games to Journalists in May and 
also at this year's E3 event. 

,., 1. FOllOwing the price cut for the 
~ hardware, does Nmtendo have any 
plans to reduce the price of N64 games in 
the UK? 
2. It now seems certain that the 6400 dnve 
won't be relying on Zelda 64 at launCh. In 
fact, it doesn't seem to have any must-have 
titles lined up. lNhen will it be released and 
YoIhat is its software launch strategy? 

James Newton, Surrey 
r.I 1. At launch in Japan, the price of 
lAl games for the console averaged 
V9,8OO (£SO), but since then prices have 
been reducing steadily to keep demand high. 
Star Fox 64 is just V8,7QO {£4S}, but that 
includes the Jolt Pack. Turok, the most 
expensive UK game to date, has just been 
released in Japan at Y7,8OO (£40), so a 
software price cut In the UK now seems 
almost as appropriate as the recent console 
price slash. Bear in mind, though, that the 
narrO'N margins and high costs for 
European publisners do not bode well for 
anything too dramatic. 
2. The drive is scheduled for a pre-Christmas 
release in Japan, which means that UK 
gamers prObably won't see anything until 
Spring '97 at the earliest. 

A likely first title would be the much­
touted Creator or a Mario Pamt derivative, 
but until the Japanese launch Nintendo will 
be spending every penny it can convincing 
garners of the benefits of cartridge over CD. 

consequently this mission will probably 
override its pre-Iaunch publicity for the 
6400. le/da, for example - which was origi­
nally slated for a 64DD release - n(]oN 
obviously has a far more important role to 
play in boosting the N64 cartridge release 
roster for the latter half of '97 than lying in 
limbo waiting for the 640D to finally 
hit the shelves in Japan. 

H9 
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