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32 stua 
'NIlen Nintendo finally produced its 64brt games techoology, 
a number of Japanese developers clambered aboard, ir.duding 
Seta, now completing rts first titles, Rev Umit and Wild Choppers 

4B UI. InlBr.Cl/U. 
tt was inevitable thal Shiny Entertainment's EartflltJOrm Jim would 
make the leap to the next generation - what wasn't such a sure 
thing was an unknown developer being handed the dutIes .. 

:;8 t:OmOUlf:r RrlwOrllS 
Wilham Latham's innovallve evolutIonary graphics outfit has only 
found fame to date with a complex screensaver. This exdusive 
Edge repon reveals the company's plans for rts first game, EvoIva 

:;6 BroOcrlJunO 
The softco which brought the gaming 'NOrld dassics like Prince o( 
Persia is engineering a revival. Edge travelled to the Stales to 
speak to the men behind its new wave of 32bn videogames 

62 FOH Inlf:racllUt: 
Videogames, television and mOVIe licences have long been the 
scourge of the disceming vrdeogamer. Fox Interactive has plans 
to stamp out sum preconceptrons With a wealth of ne\!\' trties 

68 RcClaim SlUO/OS 
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After delivering one of the best 64bit games to date in the form of 
Turok, where now for Acdaim? Edge visited the company's 
development facililles on both sides of the Atlantic to find out 
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warp's D2 tor the doomed M2 
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Insld. vlew 

Shock revelallons from Japan confinTI that the much-vaunted 
641>11 fO!Tl'lat, M2, has been c.'l"lcelled; ~a and Bandar merge!' 
plans col lapse; developers prepare for E3 In Atlanta 

~~~flwm~~I,¥!~~~~ ~~~usic event 
~ng the won. of artists who employ Interactive technology " nu.,", 

" 
I!II 

The OasIS Sonabook InreractJve and Music Machine present 
music-lOVIng PC owners With t~mpllng multimedia packaRes, 
'Mule the bOok. 'PosSible WorldS', OffefS a lucid stlJOy of IJR .,,",. 
Edl.e takes a look at how the Nlntendo 64 is reng cater@d for 
on lhe Internet bo)' both offioal and lan-produced 00mepages. 
Also, a new onhne football game looks set to kid; up a storm 

... "J" .. 
In thiS month's InvesllRallon 01 th~ Nipponese vi~amlng 
scene: Virtual pets on the PlayStabon; Asmlk's dubiouslY themed 
IIt1e, LSD; an<fvlltual TV presenter Laura, from Warp's "The D 

I!I! .... _, .. " .Il •... 
If ever there was a Rame worth wartmg an aRe Ior, It was sur~ 
DuQgeOfl K.ttef)er This month Edle speaks 10 rts creator, Peter 
MoIyneux, abOut,..my he's leaVing the company he built 

I!B '"sorssn 
'die ~ PC lilies JoInt Strike Fighter, Omik/oo and FI'9hr 
Un .mited 2, COIO-op/PC game Pkme vazy, and Lamborghml 64 

14 J"'SOrSsn 
Ade!lne's PC IItIe LJrrJe &g Ad.<enture 2 surprtseS and dtsappoints 
equally, while $onv's I'IaVSliltron IS well cafered for WIth the 
release of CHerbkiod, V-Rally, Runabout and Wild Arms 

.. 'r,,_,a/sw 
Ses!a's Model 3~ed JUfOSSlC Pork 2 coir:KlP ea_~ a closer 
Edie examrnaoon, along WIth Konamr's M2-baSed POIyStars 

liB 5,"", 
Images thiS month from Queen: The Eye and L8A2 pn a new 
sectIOn offefmg readers a chance 10 get their CGI wor\( In Edle 

Il!l .,Ir,a/sw 

, Tehltan'smrd-'80s coin-<Jp clasSIC Bomb.Joc:k is this month'~ focal 
point. v.triIe MAME prt7.'KleS SIlII more !mUtated cOOHlp acbon 

Edle's regl!llIr sectlOfI c.oncemrng the aeatrve side of ~mlng 
reports on MlCtosoft's evolving OirectX IOlba\Jve, Softlmage s 
mollon<.apture work, and a new PC game<reatlon package 

II!I l"II" 
III ."Ifflonrn 
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MATSUSHITA FINALLY PULLS PLUG 

The fate of Matsush!ta's blighted M2 technology has finally 
been sealed. Edge has discovered that the sole licensee of 
the technology has cancelled the entire consumer prOject 
in a move that could cost the Japanese giant hundreds of 
millions of dollars. 

News reached Edge at the ellCl of May that 300's iII­
fated 64b1t technology is unlikely to ever make it into the 
homes of Japanese or western game players in the form It 
was intended. The reasons cited for the deciSion Include 
the irrepressible strength of Sony in the Vldeogames market 
and a hardware speclficatioo that would have had difficulty 
competing with forthcoming consoles from rival companies 
Edge understands that an official announcement will not be 
made by the company because a Japanese launch strategy 
was never officially made public. 

This news should come as little surprise to those who 
have closely monitored the development of the format. For 
more than a year there has been little noise made by the 
consumer electronics giant and many industry pund its have 
suspected that things were not going according to plan 
prospective M2 developer Rob. Povey at Boss Game 
Studios echoed this vi€'vVpoint: 'It doesn't surprise me a 
great deal but I have to say I'm a little disappointed. 
Matsustllta would hardly have been In a strong software 
position If they had released - even If the first round of 
games had been excellent. Where were the second and 
third roullCl games coming from? Their reluctance to talk to 
and reassure thlrdparty developers on their plans for the 
platform (outside of warp, capcom and Konami, I assume) 
would have left them wrth a lack of software after their 
initial releases, which would probably have condemned the 
platform In the long term anyway' 

Wt"lIle those who sat on the fence throughout the 
machine's development can thank their consciences for 
being prudent, there can be no denying that this decision 
represents a final kick In the teeth for those who stood by 
the format during Its teething problems. Committed 
Japanese developer warp certainly has the most at stake. 
The company's realtime 3D adventure game 02 has f?een in 
development since the very fi rst M2 development kits were 
released by The 300 company over two years ago and this 

ON M2 WONDER PROJECT 

The Ml console w.s .11 but 
complete and Induded .n NM­
style ,.d fealurincan ana!ope 
,tide .ncI JO( ,huttle wheel (ript) 

news leaves boss Ken)1 Eno with little 
choice but to conSider poftlng the tItle to 
a 32bit console or perhaps even the PC. 

A similar course of action seems 
likely for other known M2 titles in development 
such as Power crystal (E43) and Studio 3DQ's 'M2 Racing'. 
The latter was a title that originally lead the M2 hype charge 
and was revealed to US games magazines recently, 
probably in an effort to draw attention to the title and 
secure conversion rights for the aborted project. However, 
when Edge contacted the californian developer for a 
comment about the move, the company denied all 
knoYJIedge of the cancellation. As for Hull-based 

To date, 0] has been the most potent example of wh.t the proposed Ml tKhnolon could do. with expansive 3D environments and remarkabty 
atmospheric re.ltime liChtinC and reflection effects. Hopefully the 64b1t hardware will be put to pod use In coin-ops or accelerators for the PC 
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perceptions, Edge was unable to contact the company for 
a comment on the situation. 

'vVhile all plans for the console Incarnation of the M2 
technology have been abandoned, its implementatlon in 
the arcade is continuing. Despite Panasonlc's plans to play 
down Konami's use of the M2 teChnology in its Po/ySt8rs 
coin ~op (see Edge Interactive CD), the arcade company is 
expecting to release another polygon-based game soon 
with Capcorn folloolng suit (With a 3D beat 'em uP) shortly 
after. It's also possible that titles in development for the 
console could still be ported to the arcade board. 

With its interminable development delays. M2's 
perceived advantages over the competition have naturally 
suffered at the hands of time. With Sega and Sony already 
well into the development of their own second generation 
of superconsoles, the most Matsushita could have hoped 
for was a technological lead of around a year before more 
powerful machines would have eclipsed It A likely 

The lOO Company. whose IMSA Rlldng Ml lame 
wu recentty demonstrated in the US. seemed 
unaware of the form.t's ancenatlon when Edle 
contacted the company. The lame Is now likely to 
be reworked as a native lD~acceler.ted PC title 

• 

Warp's erand·looking D2 mllht now be PC 
bound - a Saturn conversion looks unfeaslble 

destmatioo for the complete M2 technology could be a 3D 
card for the PC although other consumer gOOds employing 
the technology cannot be ruled out. 

COOSldenng the sheer worldwide market presence of 
Matsushita, it seems likely that a new strategy using the 
expenence aSSimilated from rts work. on M2 will be used to 
formulate a brand new videogamlng agenda - Edge has 
already heard rumours of a much higher hardware 
specification and one that prObably also encompasses DVD 
and Internet initiatives. What does seem clear, though, is 
that the company has realised that it Will need a foolproof 
launch strategy if it is to stand a chance against the vast 
market share currenUy enjoyed by Sony, M2 in its current 
form clearly was not up to the job. 

This turn of events ultimately places Matsushita in a 
difficult position. There is the embarrassment felt tOYlards 
the thirdparties that have committed precious'resources to 
developing titles, and there is the technology itself that 
could go to waste - a crying shame after so many promises. 
Matsustllta may be able to stomach the enormous losses 
involved in the deciSlOO, but this will be no compensation for 
the thlrdpartles who OO<N face the biggest ObStacle of £ 
all: a console conSIgned to the shelf 
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°i SEGA-BANDAI MERGER COLLAPSES AS SATURN FALTERS 

The success of Yamacotchl has 
led some to speculate that 
Bandai does not need Sqa 

The proposed multl·mi llion yen 
merger between Sega and toy firm 
Sandai has fallen through. 

The deal, wtlich was due to come 
into effect in October, would have 
created a new company named Sega 
Bandai, with the latter operation 
effectively swallowed up into the 
former. Strangely, Sandai's board 
actually agreed to the merger at a 
meeting on Monday, May 26, but then 
reversed its decision the next day. 
Now, however, the two companies 
will remain separate entities, yet 
retain a plan to work together as 
'business partners'. 

AlthOugh various theories have 
been put forward to explain Bandai's 
sudden onset of corporate cold feet, 
it appears the about-turn was down 
to a letter sent to Bandai president 
Makoto Yamashina by members of 
the company's middle management 
These younger employees were 
concerned that the cultures of the 
two companies were too different 
and that the deal would adversely 
effect both Bandai's own growth and 
the working conditions of its 
employees. Yamashina simply 
announced: 'We could not see a clear 
picture of the synergy, which is after 
all the purpose of a merger.' 

Some industry observers, 
however, have put forward an 
alternative theory to explain the 
cOllapSed deal. Although Bandai's 
profits have plunged in the last year 
from "Il10.4bn to a loss of ¥8bn, the 
company's recently introduced 
Tamagotchi has already bought in a 
profit of"ll1 bn - a figure which is 
bound to increase over the coming 
months. It could be, then, that Bandai 
is now confident that it can find its 
own way out of financial difficulty 
without the help of sega. 

A final theory offered to explain 
Sandai's sudden change of heart is 
perhaps the most intriguing. Some 
industry pundits believe that 
Matsushita may be gearing up for a 
merger with sega, and that this threat 
frightened off the comparatively 
lightweight Bandal. 

Rumours suggest that Matsushita, 

DD"'yt!d 
Nintencil.bas ~ the ~uncto~ Its 

6400 re due to delays In ~g both 

g~ <l1d drWes. The un'l wI1ich \\Ias 

$UpPO~ to shtp In tllne for Chrislma-; ,n 

.idp,m, WIll now not be seen until M<lrdl '98. 

This wiIT almost certainly push WcK the US 

H!lei:!se ttI mid-'98 arld may mean Europe,," 

o 

Thouch st.tf at Sega's HQ were expecting to be worklnl dosely with 
those of Bandal soon, it's now transpired that it won't be that dose 

wtlich has purportedly had its eye on 
Sega for a while, may be interested in 
acquiring the company to strengthen 
game development for its M2 project 

However, this theory is severely 
tested by the fact that sega has its 
own plans for 64bit development. 
Plus, of course, M2 has been canned. 
Whatever the case, Yamashina will be 
stepPll1g aSide as Bandai president as 
a result of the collapse of the deal, 
but will stay on as chairman. 

Although sega remained 
philosophical about the 8andai 
break-up, it is the latest blow in a 
month which has already seen 
several game companies pull out of 
Saturn development 

The US division of Acclaim, for 
example, has announced that 
Ocean's shoot 'em up project X2, 
Take 2's Iron and Blood and the 
company's own NFL Quarterback 
Club '98 have al l been canned for 
Saturn release. Other companies like 
Radical and Atlus have also put 
development for sega's system on 
the backburner. Ironically, even 
companies that do want to bring 
games out for the Saturn are finding it 
difficult to do so. US softco Crystal 

gamers won't see it until Chistmas '98. 

~'lfheo the d~ce is fiMitv Imnthed, it ~ 

expected 10 be .w:ompanied ~ foUl" 

~lbIe g~mes - Mot/:f!f J, Sim City, 

Pocket Monster 64 and Mono Po,nt 64 - '\Old 

'5eJMrillely 10 ~ 1Jr\1I itself.lefda 64, wIlkh 

many hoped would bE Ixmdled >Mm the 

6400, may rlot now be ready irl time fOf the 

DynamiCS has been unable to find a 
publisher to handle its Saturn version 
of RPG Legacy of Kain - despite the 
fact that the game is complete 

Shiny Entertainment's Oave 
Perry is philosophical about the 
whole saturn situation. 'We fully 
support sega - Shiny has invested a 
lot of time and money into the system 
with our forthcoming Wild 9. 

'The problem is that we're 
planning on spending quite a lot more 
time developing wild 9, and we're not 
sure what the saturn situation is 
going to be like a year from now. So 
for the moment we've has to put 
Saturn Wild 9 on hold. Ultimately, 
though, Sega seem focused on the 
future; so are we .. ,' 

However, perhaps the most 
disturbing news for sega is that Tomb 
Raider 2, potentially one of the 
biggest titles of 1997, may not be 
released on the saturn. When this 
information was first released last 
month, many put the decision down 
to the machine's poor market share, 
but Core is not cancelling all its other 
Saturn development - Ninja and 
Fighting Force are both still pencilled 
in for the format. When Edge spoke 
to Core, the company claimed that 
the game would not be converted to 

lauTldl. The cart V~rl of the game 

still be rele~ If! Jap~m this year howe-.er 

... art 

Capcom fs dev@lopng a '~5 cuI' ~ 
of Resident Evil, which sOou d I5e rele~sed on 

the P!l!y5!MlOrl irl the autumn The new ~on 

of Ihe game wn fealure IleW grapNcs and 



Tomb Rai.,l (left) has now been cancelled for the s.tum. tts developer, on~time Seca stalwart Core 
Desl", (NinJa staff pldured riCht) daims that the system slmpty cannot handle the came's new 3D routines 

sega's machine because it is nOt able 
to cope with the vastly improved 30 
engine. Others believe, however, that 
SOny is trying to tie c\oINn an 
exclusiVIty deal with Core which Will 
mean the game can only appear on 
the PlayStatlOn. 'Nhatever the case, 
its a serious blow for a machine 
desperately in need of triple-A 
software support. 

And Core is not the only key 
British software company to pUll a 
significant title out of Saturn 
development Bullfrog, too, has made 
the decision not to produce its highly 
acclaimed strategy title, Syndicate 
wars, on the platform. AS head of 
conversions, Steve Metcalf, told 
Edge, 'It'S quite simply not being 
developed because we don't see a 
market there which is substantial 
enough to cover the develOp costs. In 
fact, all Saturn development has 
ceased at Bullfrog for the foreseeable 
future'. Metcalf IS also pessimistic 
abOut British Saturn development in 
general: "think thiS is gOing to 
happen increasingly. We'll have to 
see what the price decrease [see next 
page for Currys and Oixons news] 
does, but If you look at the market 
share, Saturn is way, way behind', 

Although in the past 5ega has 
sought to deny any problems with Its 
32b1t console, recent events seem to 
have prompted a more realistic 
standpoint. Last month, the company 
admitted it expects to ship just 1.9 

million Saturn unitS worldwide this 
year - half as many as in '96 - and 
says that next year it must 
concentrate on producing software 
rather than unprofitable hardware. It 
denIeS, hoYJever, that Saturn hardware 
production Will cease altogether. 

Reflecting this practical 
reappraisal of the hardware market is 
the company's recent deCision to 
drop the price of the Saturn in the US 
to $149 (or $169 bundled with sega 
Rally, Vlrtua Ftghter 2 or NIGHTS). This 
will bring the console in line With the 
PlayStatiOO and the N64 which have 

been selling at a lower retail point for 
several months. sega has also cut the 
pnce of Its NetLink peripl1eral by half 
to S99 and has introduced a 
SaturnlNetUnk bundle for $249 

Even software has been targeted 
In the price crackdown: more than 30 
saturn titles have now been placed 
Within the $20-$40 price range 
(including NIGHTS, Fighting Vipers and 
Virtua Cop 2'J and no games will 
exceed the SSO tag. 

Unsurprisingly, many industry 
analysts feel that Sega should have 
waited until E3 to make such an .. 

Satum production is believed to be still COine ahead, although the 
company has set • wortdwide sales projection for '97 of onty 1.9m 

n. w s 

JDfIl is getting togetller w ith 

peripherals company Techwer1ts 

to develop a Mac verslon of its 

voodoo-based accelerator board. 

Although the actual design of 

the board has not been rellealed, 

30fll is confident that the 

conllersion process Is • simple one 

and t hat games which halle been 

designed to write to the 

technology's Glide API (le PC 

games that are already Voodoo 

compatible) will transiate readily 

to the Mac. This may well provide 

a significant shot in the arm to the 

Mac 'games market which has 

flagged oiler the last two years. 

Meanwhile, in a recent report 

to the us stock ellchange, 30fll 

has revealed that Electronic Arts is 

set to inorest $Jm In the company. 

Curioosly, t hoogh, a section which 

put forward sega as a possible 

inllestor in a previous lIersion of 

the report has been remOlled. 

Howeller, references are stili made 

to a Sega/JOb chipset and the 

dellelopment of a 3D subsystem 

for, '5eg:a 's nellt home console'. 

Away from Inllestment 

concerns, 30110; has been preparing 

for a huge presence at El. 

Between 150 and 200 titles are 

ellpected to support JOb in some 

capacity at tile show Including 

Jedi Knight, Hexen 2 and an 

Antipodean·delleloped racer, 

POwersllde (below). There will also 

be five stations running Obsidian 

(le arcadeklass hardware and 

showing special lIersions of Prey, 

Quake 2, Unreal and Earths.lge J. 

I. 
a • .. • !:! , 
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YU IImIId: I WOUld repRICIUce 

~ imIIps in reaItIIne 

3D It -*I be lice an IntIH'ICtfw 
IIIlM& It would abo take 

adnntap of some ktnd portable 

sc:reen that woukt be cIeartr 
visible outdoors. It may also 

Involve some kind of link cable. 

IhIpnI MIpmoto: I do not 

beIIewt in Yu SUZUId's notion Of 

beinc" to p&ay outside. You 

need to be sitting In front of a TV. 

AIID,..., .. we limited to a 
..... 1V? lhe perfect screen 

wcdd ..... no IImtt&.. 

YOII!IId 0kMMIt0 (CNetor 01 

Snet FfshtM ~ 2 and 

BIoHaZlinII: I would Uk. to ..... 
an RPG. Development on tt 
WOUldn't take long. It's frivolous. It 

would be a game Where you could 

ban fun playing WIthout spendInf: 

a kJtoftlnlewith it. It would be 

IOnIIIdnd of senal game. There 

would be a new pan every month. 

If It was daM propeI1y, you could 

play for 30 yeerJ. 

Ht: I only make pmes. 

YO: I WOUld Be to _land In 

New Zeetaod and raise sheep, 

. SOOy WOj"IIWO slgrlilicartbaUles 

seOJringEniI dI1d S\JJare iI~ 
n ~Iopers. 

luutArts 4r_ Mbe.­

luc:as.AJts IS deveIopirtg a 'Star Wals' beat 'em 

!Jp which should be leleased on the 
PlayStatlOO In Artumn In the US, .md probabJy 

<Ill important announcement. However, 
the company has argued that it wants 
attention at the exhibition to be 
focused entirely on games, rather 
than hardware - a point which 
reflects its software-led business 
plans for '98. 

Meanwhile, on this side of the 
Atlantic, no official price drop has 
been announced, but Dixons and 
currys are both now selling the 
Saturn at £99 - the 300 system's final 
official price point before drifting into 
bargain bin oblivion. 

Saturn LegtJq of Kain Is 
complete, but its O'Htor. 
Crystal Dynamics. cannot find 
a publisher to take the title on 

One of the UK's most important 
developers, Bullfroc. will not 
produce any more Saturn titles 

But it's not all doom and gloom 
for Sega. The price of the company's 
stock on the Nikkei index zoomed up 
when the Bandai merger fell through, 
and it made a profit of ¥2bn for the 
fiscal term ending March 1996. 

(if indeed it appears on 32bit) and 
Resident Evil can turn around the 
fortunes of the Saturn and halt its 
slippery slide into obscurity. 

Edge would certainty be sad to 
see such a diverse format £ 
wittier and die. 

It now remains to be seen 
whether titles such as Virtua Fighter 3 

TIGER LAUNCHES INTERNET HANDHELD 
Tiger Electronics, known mostly for its line of LeO games, 
has released a cartridge-based handheld system offering 
gaming and Internet facilities, in the US. 

Called Game.com, the unit is intended to compete With 
Nintendo's Game BOY, and it uses similar technology, 
inCluding a Z80-based CPU and a black-and-white LCD 
screen. The display is larger than the Game BOy'S, however, 
and is exceptionally clear with a nice resolution. Roughly 
the same size as sega's Game Gear, although thinner, the 
Game.com features a D-pad and four fire buttons. 
Significantly, though, the LCD also functions as a touch­
screen interface, and the unit comes equipped with a stylus 
for precise pointing. 

Game.com comes paCk:aged with the puzzle game 
Lights Out, and retails at $70, while built-in software 
includes a calculator, a solitaire game, a phone number an 
address database, and a Simple calendar. The unit features 
the usual jacks for headphones and AC adaptor, as well as 
a comms port for connecting the unit to a phone plug. This 
is used in conjunction with the Game.com's Internet 
cartridge - in the US, for $19.95 (modem and Internet 
account costs are extra), the cart enables users to send and 
receive e-mail. and perform some other limited, text-based 
Internet functions. 

The unit showed to Edge offered playable beta versions 
of Indy 500, a racing game, and Wheel of Fortune. Also 
shown were non-playable demos of Duke Nukem and 
Batman & Robin.lndy 500 was less than exciting, although 
Wheel of Fortune, with an interface designed around the 
Stylus and touch screen, was much easier to play than any 
version previOUSly available. Batman & Robin is a typical 
side-scrolling action tie-in, but Duke Nukem looks quite 
promisjng. With regard to the converSion, Alien Richardson, 
a producer at Tiger, admitted that the Game.come is 'not 
really a 3D machine - the 30 in Duke is simulated: f.S well 

As well as it comms capabilities, another of the 
Came_corn's sipifiunt aspects is its dual cart port 

as performing some clever pseudO-3D routines, Duke also 
highlighted another Game.com feature: a liberal use of 
voice samples, unusual for a hand held system. 

Most other Game.com titles are ports of titles from 
other consoles, and while some thirdparties have 
expressed interest in developing for it, Tiger currently plans 
to use only in-house development. 

cartridges retail in the US in the $20-$30 range, with five 
titles available at launch and another 13 by the end of the 
year, including Madden '98 and Fighters Megamix. 'Since 
our carts are in the 16Mbit range, Madden will probably be 
the toughest title to do: says Richardson. 'We're also trying 
to do something more with Megamix than turn it into a 20 
fighter: With no Tetris, though, it remains to be seen whether 
the ageing Game Boy is under any immediate threat. 

The unit is set for a UK release (though no date has yet 
been set), and it will be interesting to see how it will fare in 
a market where handheld gaming is very much yesterday'S 
news. ItS unique Internet capabilities will no doubt £­

play a large part in the amount of interest It stirs. 

~nf't pre-Clx profits for !he perJxf were 

f7.6m. avast impI"~ onJtie £ 9m Ios~ 

~ar, 

tJ,!~~~~~,~~ """"~';Q'""",_" *T to ~ itself on the US stock 

c:u:hange_1he cornpari)' plans to-flll\lally offer 
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news 

Nlntendo's pre-El publicity material hints at Its 
new Came charader, to be seen In BanJo-Kazooie 

way it sees fit- and that just couldn't be done in LA.' 
Last year's E3 was memorable in that it represented a 

resurgence of the interactive entertainment industry after 
the period of decline which followed the tail-end of the 16bit 
era. The second generation of 32bit software, combined 
with the western showcasing of the N64, resulted in a sense 
of optimism rarely felt at such an event. 

Last year's El event,. held In Los Anceles, proved to be one of the hiChllchts of the Cames 
calendar. This year's. thoulh. Is expeded to be the most exdtlnc software show to date 

The scale of the show - 5OO,OOJ square feet fully 
occupied by 400 stands and requiring $100 million dollars of 
investment - was also unpreCedented. 

With little new hardware to be revealed at E3 this year, 
companies will be focusing their energy on software. The 
IDSA has announced it expects 1,500 new tit les to be 
unveiled at the show. A survey it conducted revealed that 
65% of this new software is within the entertainment sector, 
and can be broken down into 37% action/adventure, 17% 
strategy/puzzle and 11% sports titles. 

E3 TO SHOWCASE 1,500 NEW GAMES 

3 miUion shares 10 the public at between 

$9-1 11 ~ sh~re. The <tdu~1 dille of the share 

offer has not yrt been confirmed. 

Activisis/n QUllkeS 

Activi~ has won the publishing arid 

distribution righl5 for Quake 2, beatirlg off 

com~tition from GT Inter~ctive which 

As well as hosting last year's Olympic Games, Atlanta will 
welcome this year's Electronics Entertainment Expo, the 
calendar's biggest interactive entertainment event. Whereas 
1996's show was held in LA's Convention Center, its 
success resulted in an increase in the number of companies 
booking stands for this year's expo, forcing the owners - US 
trade body lDSA (International Digital Software AssOciation) 
- to look elsewhere as the LA site was unable to 
accommodate the growth in interest 

Doug Lowenstein, IDSA's president, recently told 
trade newspaper, computer Trade weekly: 'It's not our 
place to tell people they can't come to E3 or to impose 
limits on stand size. It's our job to provide the right 
environment for our industry to express Itself In the best 

Sony had a huCe presence at 1996's El. but It will 
face a hi" committed push from Nlntendo this year 

Gllme over for Feels 

Nintendo will once again have the largest stand of the 
show. TOp of its list is Rare's 8anjo-Kazooie, a game 
shrouded in secrecy (but known previously as 'Dream') 
which features the eponymous duo. other major titles from 
the playability master include the cart version of lelda 64, 
GoldenEye 007, wh ich now features a fourplayer option, 
and Yoshi's Island 64. 

Thirdparty developers will also be out In force to 
support the N64. Ocean will have the promising action 
adventure Mission: Impossible and driving tit le Multi-Racing 
Championship to provide much-needed diversity for the 
N64's sparse games catalogue. 

continuing its work on Nintendo's machine following 
the classic 15564, Konami will offer 64bit verSions of 
castlevania and Contra, as well as showing the impressive­
looking Metal Gear Solid for the PlayStation. 

sony's stand wi ll be out in force again, with an 
extensive PlayStation line-up including Crash 2, Blasto, and 
psygnosis' range of PC and PlayStation titles including 
G-Police, F1 '97, Rascal, Shadow Master and Psybadek. 

Further support for sony's machine comes from Namco 
which continues its PlayStation development with the 
lightgun-compatible title Time Crisis, together with a 
possible look at Tekken 3. 

The Saturn might not longer have the kind of thirdparty 
support as some of its competitors, but sega is not giving 
up on its machine just yet, with the promise of some high­
calibre software. virtua Fighter 3 should make an 
appearance (poSSibly on video), along with Last 8ronx, 
project Sonic, Sonic Jam, Touring Car Championship, It> 

Nlmco reopens Museum previously published Quake and Doom. 

Activision, which also handles Hexen 2 and the 

Quake mission disc;, is said to have paid JBm 

fOf me e<Jgerly arllicipaled sequel artd may give 

up 10 4Q1ib in roya lties paymerltS 10 id. l11e 

game fe<JMes rlew technology such as rotatlng 

brushes and trarlsparerlt lextures as well ~ 

new enemies arid Iocatioos 

Improbably named North Carolina senator, 

Launch Fairdoth, is proposing legiskltion which 

would oon US federal employees from having 

games 0f1 their PCs. He belie\l€"S the im;lease 

Namco has annouflced plans for a further tiue 

in its PlayStation Museum series, l'Alich was 

believed to have been conduded. Nomco 

Museum Encore ;viII feature re.oen old games, 

altl"lough details of what the titles will be are 

currently sketchy - although Edge knows that 
Rolling Thunder;viU be included 

• 

in productrvrty l'Alich should ensue;vill save 

taxpayers millions of doIklrs. Rubber-b<trtd fighl5 

are no doubt next on his prohibltive agertda 
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new 5 

Expected El hits (clockwise from above): 
Panzer Dragoon Saga (Sat), Tomb Raider 
Z (PS/ PC), GoldenEye DD7 (N'''), Legend 
of Zelda Sf (NU), Resident Evil: Director's 
CIII (PSI. OU'CDS' (PCI. QUDke 2 (PCI 

• 

Worldwide Soccer '98 and Panzer Dragoon saga. 
Resident Evil will feature heavily from Capcom: Saturn 

and PC owners are getting the original version of the title 
while the PlayStation has a Director's Cut edition (see 
Alphas), as well as the long-awaited sequel. 

Eidos, with a considerably bigger stand than last year's 
effort, will be showcasing the sequel to Tomb Raider for the 
PlayStation and PC, and hopeful~ visitors might also catch a 
glimpse of Ninja, Core's other project for 32bit platforms. 

PlayStation and Saturn versions of Quake will be shOwn 
(the N64 version is being handled by Midway), while the 
sequel will make an appearance on the Pc. 

Also on the PC is Hexen 2 from Activision, which hopes 
that Raven's game will steal the titie of leading firstperson­
perspective shoot 'em up from rival id Software, 

Pleasingly, developers for the PC seem to have 
recognised the advantages of online play, with plenty of 
games on show supporting this option. 

'The specialist online companies aren't taking up any 
more space than they did last year, but there won't be many 
PC games that don't feature multiplayer capabilities: said 
Lowenstein, 'and I think the show will give an idea of how far 
onllne gaming has moved into the mainstream and become 
as essential part of every publisher's plans in a relatively 
short period oftime.' 

Other innovators include Inte!, which is attending the 
show for the first time and will be unveiling Shiny's next 
project, Messiah, in showcasing its technology - a decision 
which has been welcomed by the IDSA. 'Intel is a company 
that literally affects the way people live their lives,' enthused 
Lowenstein. 'They've spent millions of dollars developing the 
MMX Chip - the first application they use to showcase it is 
games and the event they unveil it at is E3. That's a 
tremendous coup not just for us but the industry as a whole.' 

The organisers have al ready conceded that the 
expected attendance for the event will not match last year's 
57,(0), but according to Lowenstein, this is not something 
that perturbs them. 'In LA, about 10,00) people showed up 
on site, they represented very casual traffic; at best 
peripherally related to the entertainment business let alone 
the software business. And exhibitors don't like browsers. 
ThiS year's attendance will be in the low forties, but as far as 
the exhibitors are concerned, everyone that needs £ 
to be there Will be there.' InCluding Edge . 



EA ACQUIRES SIM KINGS 
Videogame grant EA has 'purchased' 
Maxis in a S12Sm Share-swap venture. 
Although the deal, which is expected to 
go through in August, is being called a 
merger, EA will no doubt gain substantial 
control over the much smaller settee. 

Whatever corporate intricacies are 
involved, however, this agreement 
would appear to have come at a 
convenient ume for both companies. 
EA is currentty enJoy1ng a period of 
expansion haVIng recently purchased 
Bullfrog and entered into discuSSions 
WIth several other I1evelopers around the 

Mnis' Slm City 1000, one of 
the company's blnest cames 

world. MaxiS, meanwhile, has been finding it difficult to cope as a comparatIVely 
small company trading 00 Wall Street. Although the developer prOJects global 
sales of S60-7Clm this year. It posted a net loss of S1.7m for the finanCial year 
ending MarCh 31, and its share price went down to $11 (compared to EA's $30). 

The deal will certainly give Maxis a financial safety shield and an eaSIer avenue 
Into glObal distribution, allOWing It to concentrate on developing games. In return, 
Maxis will be releasing several new titles over the next few months £ 
Including Slm Clty.mJ, Lunar Sim and Streets of Slm City. 

RAGE FOR THE MACHINE 

ATl's lD Race Pro looks set to 
be one of the more powerful 
combined ID/ 1D cards on the 
market. III compatibility with 
Intel's new AC;P hlch·speed 
Interface marks It out as a 
desirable piece of equipment 

ATI has unveiled a new AGP­
compatible version of Its successful 
20/30 Rage accelerator Chip, 

AGP 3D Rage Pro, which is 
claimed to offer three tlmes the 
performance of preVIous generations, 
features a 4Kb texture cache and a 
floatmg point set-up engine. It also 
boasts a rendenng engine capable of 
delivering 1.2 million triangles per 
second and a peak fill rate of 75 
million textured pixels per second. 
Plus, the technology supportS popular 
effects like bi/trilinear filtering and 
texture compositing. In 20 terms, the 
Chipset boasts support for OVD and 
MPEG2, increaSing playback frame 
rates by 20-30%. 

Tnis will be the first 20/30 video 
card to support AGP, Intel's new 
motherboard connection standard 
which has been designed for 
increased graphics performance, 
According to A Tl, 30 Rage also 
supports AGP's pipeline and side band 
protocols, 'wtllch ~gnificantly improve 
the sustained band\.vidtJ1 that Is 
critical to 30 and Video performance'. 
Edge recently saw a Rage pro-specific 
demo of FJ which ShCM'ed plenty of 
detailed textures, but a slightly slower 
frame rate than the 30fx verSiOn. 
HO't"IeVer, the AT! card will be cheaper 
and represents a complete videocard 
solution, which will no doubt attract a 
sizeable contingent of PC owners. 

AGP 3D Rage should ship In the 
second half of '97 (alongside Intel 
Pentium 11 machines), while a slightly 
slower PCI version - designed for 
current-generation PCs - is £ 
due to ship In JUly . 
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(out there) 
REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY 

on a 
ony's underground 

marketing efforts are 
still very much in flow as its 
presence at this year's Tribal 

Gathering attested. TB97 was 
the biggest dance-only music 

event ever held in the UK and 
the games giant added a touch 

of style to the rather muddy 

and chilly proceedings by 
taking space for an invitation­
only VIP tent which was 
decked out with plush sofas, a 
few ptayStation pods, and an 

copious supply of free booze. 

Its plans for DJ PlayStation 
challenges ran into trouble, 

e 
though, when it was 

discovered that the main VIP 
tent couldn't cope with the 

projection system and a rather 
weedy projected screen image 

resulted. Either that or all 
those involved got horribly 
messy and forgot to turn up ... 

The PlayStation may be the 
only console with a mass­

market consciousness but ifs 
also managed to obtain some 

counter-culture kudos by being 
associated with events such as 

this. Needless to say, the 
Nintendo Challenger bus was 
nowhere to be seen. 

es, but is it Art? 
he Barbican Art Gallery is running an exhibition based on computer technology and interaction. Called 

'Serious Games', it is billed as an anempt to use the 'participative structure' of videogames to explore 

senous issues like mental health, disability and the value of money. Each of the works of art in the show 
makes some use of modern technology (CD-ROM, Internet, virtual reality, etc) and allolNS the viewer to get 
involved - unlike in other modern art exhibitions. 

Among the eight exhibits is Char Davies' 'Osmose's installation, which requires the viewer to wear a VR 

HMD set and a 'sensory vest' and then enter a virtual world where movement is controlled by breathing. 

Then there's 'Resonance of 4' by Toshio Iwai, where four participants have to stand on floor tiles and create 
computer--generated music - perhaps the world's first mukiplayer piece of art .. 

Most interestin& though, is lim Campbell's Installation, 'Hallucination', where viewers enter a video 
projection and see themselves engulfed in flames. 

The exhibition runs from June 19 to August 17. Contact the Baroican Art Gallery on 017 I 638 8891. 

dge's US sister magazine, Next 

Generation, recently ran a poll on its 

website asking readers who should play Lara 
Croft if a Tomb Raider film were made 

(which is apparently a distinct possibility). The 
number~ne suggestion, with 30% of the 
votes, was 'Speed' star Sandra Bullock (right), 

who was felt to have the right look ilf1d was 
experienced in action films. Other predictable 

top ten entries included Elizabeth Hurley, 
Pamela lee-Anderson and Uma Thurman. 

less predictable, though, was lucy 
Lawless ('star' of god-awful swords'n'sorcery 

TV show 'Xena'), who made the top fIVe, and 
diminutive Aussie Kylie Minogue, scraping in 
at 20. However, after her sister's recent trip to 

the cosmetic surgeon, perhaps Dannii would 
be bener equipped to take on the role .. 

" 

ck's Ghost musIc 
S Purred on by Wipeout's successful 

blend of videogames and dance 

music. Sony's Japanese publishing arm 
has licensed a number of western­
produced techno tracks, from artists such 

as Derrick May, Hardfloor and a Bolland, 
to provide audio accompaniment for its 

forthcoming PlayStation title, Ghost in 
the Shell (below), based on the popular 
anime movie. Expect other Japanese 

developers to pick up the trend soon ... 



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

(game on) 

Force-feedback joysticks. First discussed in Edge 35, these 

devices, currently being engineered by a number of joystick 

manufacturers, could represent the biggest revolution in game 

control since Nintendo introduced the O-pad concept with its 

Game & Watch handhelds way back in the early '80s. 

The announcement of Pocket Monsters for the N64. The 

Game Boy version (which alloW'S players to connect l.Vv'o 

handhelds and put their monsters' into battle) has already sold 

2.5 million copies in Japan ~ after the Tamagotchi 

phenomenon, is this officially The Next Big Thing? 

A Saturn for 100 notes. P.op down to Dixons or Currys and get 

hold of a machine capable of playing some of the greatest 

games of the '90s, including Sega Rally, Fighters Megamix, 

Virtua Fighter 2, Virtua Cop 2, NiGHTS and Dragon Force. 

Oave Perry's Messiah project. His technology must be hot if 

Intel is using it in presenting its keynote speech at E3 .. 

• • • Nintendo's 'secret' new N64 mascots, Banjo and Kazooie 

Hold on, don't tell us ... one of them wields a banjo, while the 

other plays a mean kazoo? The game may well turn out to be 

spectacular, but Edge smells the grim whiff of US marketing. 

Gremlin's press release announcing the company's plans to go 

public, estimating the value of the Sheffield-based sottco at 

'between £45 and £55'. Overpriced, surely .. 

Tomb Raider's Lara Croft making the cover of The Face. Sadly, 

it would appear that smudged mascara and protruding ribs are 

beyond the capabilities of (ore's graphics artists .. 

Matsushita's M2 superconsole. Trip Hawkins and The 300 

Company's dream finally crumbles to dust, leaving all those 

involved in the project mourning the passing of an era. 

The delay of Nintendo's 6400 until March 1998. The company 

will know doubt be hoping that the unit's price tag - just 

¥10,OOO (£50-60) - will ease the pain of waiting. 

Tamagotchi . No, Edge doesn't give a toss what yours is called. 

(game over) 

• 
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out there 

• 
are the y now? 

PHIUP MITCHEU 
THE HOBS". PENETRATOR 

The games - old. new. whatever - that have brought 
work to a standstill in the Edge office this month 

(Playstation) 
It may not offer much in the way of true lastability, but the adrenaline rush Climax's 

as players starsky and Hutch their wfIY around enormous levels 
(Neo-Geo) 

""'. "usteo ")Wn Its trusty Neo-Geo system ('Max 330 Mega'!) to play the original 
version of Bub and Bob's bubble-bouncing bonanza. And It'S still fantastic. 

(Playstation, beta version) 
Namco's classy lightgun coin·op hits home in grand styfe thanks to masterly _= .... skills and its GunCOO peripheral, a well-constructed little device. 

and (MaC MAME emulatOr) 
ClassiC ShoOt 'em ups never die, they get their origmal code ripped out for use in 

emulators. These two. from Capcom's golden era, stili play soundly 
(PlayStatlon, beta version) 

A real grapl1lCal Jeap forward for PlayStation software, this poo.verboat game, from 
sony Europe's in·house develOpment team, runs at SOIps (PAL) in glorious hi-res . 

I. 
3 • .. • N .. • 



• c 
;; 
• .. • 

°i 

• 

The Oasis Songbook Intera(tive 

5 any guitar pro WI Illttest, oaSiS songs are notOriOUsly easy to play. Most 
... of them cortaln a' tt ~ standard gUitar chOrds liKe G, A and D, WIth hardly 

a barre-chord (the tricKy ones prone to hurting fl'lgerS) In Sight. Noel iSn't 
IcnoYJn for his outstanding guitar pyroted1niCS, just good SOlid songs, making oaSis 
the perfect choice fOf the beginner 

Simplicity is also what makes oasis 5onglXJok a sound purchase. The user 
chooses a song and then gets a lesson in how to play all the chords It contains. AA 
image of a hand fretting each chord indIVidually shOws exactly where fingers must 
be placed - a method that is much easier to understand than the conventional 
chord boxes guitar sts normally have to struggle With. Once LJ'SefS are au fait with 
the Chords, they can move alOng to playing a song. HO'NeVe ,q Jit the beginner, 
all the widdly lead parts are left out of the process 

Perhaps the most ImpressIVe aspect is the fact that OaStS I'n!eract!ve 
features real CD audiO versions of all the songs from Vvtlat'S the Story. '; there 
are no session musiCians Standing In here - the user is v!rwa!~ playing along WIth 
Uam Singing and Noel DaCk.lng throughout. As each track: plays you're prompted 
With the chords you should be strumming; both the chOrds and the music are 
synchronised perfectly, so you get plenty of time to get ready for the changes 

Significantly, the songbOOk. isn't all there is to this dlSl A pretty 
comprehensrve ml,.lt!nledia section, which includes the usual "Ollection of 
biographies, press :;uttH1g5 and quizzes, completes the parkag: making it almost 
\\'Orthy as a purcha!e 10 non·gJltaf strummers. 

As an intIOOLctlOfl to guitar plaYing, oasis N1teractJve workS perfectly. The 
more expenenced guitarist Wl j find all this strumming a IJit 'XrtIg. but the oaSIS 
fan 'Nho merely wants to learn 'lOw to play along to his tdc tracts will adore It. 

music £ 
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\IeI)'Ofle sr.ould 0'NI'1 a cwy of 'so Tough', 

the second album by samt Etl€flne, 

Cracknel's other muSICal DefSUlt. The sheet 

vanety and mellow eXi..C:Iefant:e of the muSK;, 

~ brolliYl1'Y by5aran's t'IOr""eI-tlf1ged 

VOICe, made I( the ~t 'Ialy SIJm'Ief aftemQ(J'1' 

aIIlt.m fJ th! 'VOs. 'l.(ISIde'. Cracl(neH's first SOlo 

offemg, is rTkld'lle!S diverse aoo !lffect;ng. but 

stJB has Its mcmems. 'ReaOy or Not'. fOr example 
1$ EtleMe Circa 'T~ say .. s'M!ePing. tragIC­

v.nlle 'Anymore' ancI iaxl' are consummate 
dance-Irte. NOt as bangtng as thiS month's other 

OtfefS, but Chi!! In Its own way 

o 

A meeting point for media capitalising on 
the digital entertainment revolution 

CO-Rom £ 

Musi( Ma(hine 

• ng electrOflic musICians could 00 much 'tVOI"se than to laSh out a paltry 
• £16 on this electronic music software package. It's not CuBase by any 

suetd1 of:he Imagination, but rattler alll1s to prOVIde a gentle introduction 
to the .Gea of creating music on your PC. i"1'ld particularly to baSIC concepts like 
'JVerduOS, samples and multl·tracklng 

At the main screen, you c!lck on a bookcase to select a mUSical style - all 
forms of eleCtronic music, from hiD-hOP to gabba, are represented, although the 
ready-made traCKS tend to be infused With a worryingly hIgh level of Euro-cheese 
Having sele ted a traCk it's off to the Arrange room. This lets you lake the basic 
buJldng blOCks wtllc: 'l constitute me track. you've selected, arrange them USing a 
ctean viSuallnte-1ace, and add )Vero.Jtr 311'1 sampleS from a massrve sample library 
(but VOlJ ::an Il'ltroduce your own' 

-n"Ie Arrange roo'll ;~ where it all happens. Each track has four different 
sectLOllS, and you can create your own efforts uSing different combinatlons of these 
Plus, you can drop out the Jass, keybOards and/or drums If reqUired. But the main 
means c' Impnnt~ng mUSical geT1lus on your track is by USing overdubs, lNIlich are 
esse Lti.; y samples that VO J C ag and drop intO one of the bars making up each 
musical se :tIC.l WtJer1 you're n ~ppy with the arrangement, it's off to the mixing room, 
wtliCtI '" pretty NO rnellfar)l, but WII give you a general idea of the baSIC prinCiples 

YOU an also mess arounj In a Virtual Dj's booth, attempting to mix the tracks 
you've ruted .:hlS IS no substitute for a pair of SL 1200sand a mixer. but Ifs not 
bad effo-tJ Don't expect to be able to use MUSIC Machine to get yourself onto 'Top 
of the Pops tr.rt If \IOU fancy being the next PhOtek or wnoever and don't have the 
foggle n)t '" 'f \\l1ere to begin, ~tllS IS an ideal starting point. It'S a sort of 'Janet 
and JOh1' of el,:!Ctronic mU! : generation. And that's meant as a compliment 
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ogica! PrOgre$S1O"I rerums With level two 
of the jungle COllectIVE!, mxed by the 

har"lds Of 6lame, aloogSide LOgical veterans LTJ 

6ukem, PFM and maII1 vocalist MC ConrCld 

ThIs ttme arouoo a shghttf more taid..tJack 

am arrbeflt lee! IS created .... ,\t1 t"roiPnOtIC rtlytt1m 

Md classIcaj insttU!Tlef1ta1 backbeats $IrT1IarrtleS 

to tne ',rs! a bum can be detected, tnougIl6lame 

t\a'Je refl~ it well. wittl more melOdy 

Part <WO IS UIllTll~ed and has great tracks 

from PFM (,love & Happiness) and Blame ('36Cf 

ate) With vocals from MC Conrad and DRS 

lLJngliSts with ,ntelhgeflce Should seek It out 
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AMO K6-based mini-tower PC 

lonex may be best known as a supplier of PCs to big companies and government agencies, but its keenness to get the 
most out of new technologies as soon as they appear, allied to its ability to build a PC to whatever specification users 
require in its North London factory, make it the perfect manufacturer for those looking to acquire a machine lNhich runs 

games as fast as is imaginable 
This was the idea behind Edge's review machine, one of the first on the market to make use of AMO's storming new K6 

processor, 'Nhlch was believed might blow away everything on the market bar, perhaps, the much pricier Pentium 11. And Edge 
wasn't disappointed, particularly when the processor's performance was backed up by a specifcation including 32Mb of RAM, a 
4Gb hard disk, a 24-speed Matsushita CD-ROM drive, two UniVersal Serial Bus ports, a Creative Labs AWE64 sound card, a flaShy 
17-inch Idek monitor and a 64bit ATl2D graphics card with 2Mb of VRAM. 

The machine really came into its own with modern 3D games vmich would place some stress on a 200MHz MMX Pentium 
machine, such as Interstate '76, X-Wing Vs Tie Fighter and Actua Soccer. Out of curiOsity, Edge also tested it with Microsoft Soccer 
(surely one of the slowest PC 3D games ever). and even that was rendered acceptable for the frst time in history. DOS games saw a 
less marked improvement, but most of them have been deSigned for use on inferior hardware, so this was hardly surprising. 

Elonex Will supply PCs with 2D/3D graphics cards, but it really is best to add one of these post-purchase, after deCiding which 
particular chip has the games support that appeals to your taste. After adding a VideoLogic Apocalypse 3D card, though, it really is 
dtfficult to imagine how a PC could run games any faster. AMD's K6 chip could almost have been designed to power games ?Cs. 
Pentium lis, on the other hand, have been designed quite specifically to run business software, and only really fly with code v.t1ich 
has been specifically recompiled (they also tun Windows NT code much better than Windows 95 programs). Although the required 
recompiling Job is not difficult, it's not something many games developers will be doing. It must be noted, though, that the Pentium 
II's floating-point performance is Slightly more impressive than that of the K6 - but AMD's MMX implementation is, Of\ paper, slightly 
better. On balance, Edge would have to say that the K6 just has the advantage for running games. If potential buyers feel otherWIse, 
though, Elonex will happily make them an identically speCified machine With a Pentium 11 processor. 

Neon Genesis EvangeJion: Vol 1 Tokyo Fist 

t may be difficult for some British Viewers to 
comprehend, but thiS truly epic sci-fi series 
generated a massive following when first 

sho'Ml on Japanese teleVision and then became the 
biggest-selling animated video of 1996. It has also 
spawned comic books, hundreds of fan websites and 
a saturn game produced in conjunction with Gainax­
the legendary Tokyo animation studio responsible for 
the original series. 

So what was all the fuss about? In some 
respects it is tricky to gauge from the t\YO short 
epiSOdes presented here, because they're mostly 
concerned With introducing characters and themes 
The plOt, as is often the case with anime, begins Wlth 

sukamoto Shinya is a director obsessed 
with cyberpunk imagery, most famously 
with his previous 'Tetsuo' movies. 

apocalypse and the decimation of the human race, this time caused by a'l asteroid 
melting a polar iCecap. Now Earth is being attacked by huge, sinister beings called 
Angels v.t10 can only be defeated by newty invented bio-mechanical fighting 
maChines known as Evangelions. lNhat separates this from inferior fare, though, is 
some interesting characterisatIOn, well structured story-telling and an Interesting 
Quasi-religious narrative vmich, like 'GhOst In the Shelf', hints at greater themes being 
explored under the slightly predictable, but still excit1n& giant robot battle scenes 

'Tok:yo Fist' is more down to earth, 
centerlng around a destructive love triangle 
between a mild-mannered insurance salesman 
(Tsuda, played by Shinya himself), his fiancee 
(Hizuru) and his ex-best friend, a boxer (Takuji). 
The 'Tetsuo' themes of transformation remain 
intact, though: as Hizuru begins an affair with 
Takuji, Tsuda, obsessed and angry, takes up 
boxing, slowty turning himself into a killing machine. 
Hizuru, meanv.t1ile, becomes equally obsessed 
With body-piercing and spends most of the film 
trying to transform herself into a human colander. 

Shot at a frenetic pace, 'Nith a thudding 
industrial soundtrack keeping the pace intact, the 
movie's structure sees its characters slCMlly drive 
each other insane with Jealousy and neglect. 
'TOkyo Fist' is a nightmarish but fascinating study 
of decay and obsession. 
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j (Ne COrporatJon, alOngSide some of the 

UK's finest o.ts. delrver here a C<.lIl1PlattOO 

album of 'essentlal relT'llXes'. The opening trock 

c 'Cathe<lral of Glittef' (by Monl:ey MafiaJ. creates a 

~ dassfcal, haunting start.....tlfch is proceeded by 
~ 0 the semi·amblent beats of Danny Rampling and 
~ ~ f>.ffl.jWeatherall ('Palatial· & and ·GiVe Me some 

~ 
u 

] lOVe"}. Mldfieid Geoeral"s ·Beware the Tranquil • 0 Trap' is a classic, again 'NittI a haunting 

undertooe O\Ierlald 'NittI a great bfeakbeat 

'Palatial {SCuba MW', the finallIad(, fll1ishes off 

the album adequatetf, rounding up an album 

that's well 'NOrtti a listen 
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music £ 

• ig-name DJS don't get ITiJCh bigger than 

• Paul Clal:eofold. With his unswerving 

conmtment to the kind of uplifting. pounding 

melodies that make dance floors erupt, he is one 
DJ >MlO straddles the diVide between the 

underground and overgrouod >Mth COflSUfM1,ale 

ease. Recorde<:lliVe in Oslo. this QUality 

doubIe-CO set mixes melio'N drum'n'bass With 

house and trance cuts - many fresh oH acetate 

HcM'e<Jer, while straying rrore than usual from hiS 

lIance-lnfused style. thiS mix is slightly eclipsed 

by his prl3\llOUS tape-ontf sets recorded for the 

Global undergrotX1d series. 

!. 
• 
" • 
~ , 
• 



• c 
N • .. • E 

". ~ 

nlJ medla 

£ 

Big Brother 

Stereo headphones 

eadphones often get a bad 
rap for sounding, well, pretty 
poor. The standard pairs that 

come with typical personal cassette or 
CD players hardly cut it compared to a 
decent pair of hi-fi speakers, and so, 
generally, music fans only listen 
through them 'Nhen needs must. 

However, the right pair can blow 
even a top-end MIDI system'S speakers 
out of the window. Sennheiser, which 
has been making headphones for 
decades now, has just released its new 
flagship models - the HD tJ:tJs - and 
these wiJl do nothing short of shock. 
Huge amounts of bass, cleaned yet 
crisp treble and a solid, broad midrange 
belie the source. GOing louder than 
most human ears can stand. this has 
got to be the definitive voice of 
headphone technology. 

iman Davles is an a crusade. After 
founding Privacy International, he 
has been campaigning to bring to 

public attention issues wtlich affect the 
privacy of everytJody as the information age 
gains pace. With me prevalence of CCTV in 
inner cities, for example, the anonymity of 
the general populace is Slipping away. But 
Davies can even see a day lNhen everyone is 
tracked via satellite, their digital cash 
transactions traced and phone calls logged 
onto a computer for marketing purposes. 

Even seemingly benign technological 
breakthroughs are enough to rile Davies. The 
introouction of Caller Display and call Return 
by BT recently is at first glance innocent 
enough. DavJes, OONever, delves into its more 
sinister side 'Nhich has led to this technology 
being outla...ved in some American states. 

So the author may seem paranOid at 
times, but he does open ~s to the 
Implications of data surveillance technology 
Even though westem society Cherishes its 
freedoms it is somehow allOwing them to slip 
away. Think: you're immune? You're wrong. 
Right now you are on at least 200 different 
databases. Keep looking over that shoulder 

musIc £ 
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SIMON DAVIES 

hen even the local oank IS using jungle 

as the backbone of ItS TV Jingle, It can be 

hard for new drum'n'bass octs to stand out 

from the cr(Mld. Nostramus haVe no sud1 

problems, thanKS to an ability to match the 

rtrythms to everything from earthy reggae to 

sweeping ambient washes to sl:::eletal tedmo 
and beyond. And yet 'Earttlligtlts' never suffers 

from the magpie syndrome that afflicts so 
many other rruJti-faceted bands, each trade 

instead working as an organiC extension of the 

band's style to thrilling effect NOStrarrus are 
one outfit deServmg of headline status 
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Possible Worlds 

Multi-format disc player 

owadays, anyone who wants 
to get into digital home 
cinema is faced with a tricky 

Choice: buy into Laser Disc (expensive), 
buy into DVD (if you can find the 
softvvare), buy into VideocD (cruddy 
quality), or wait until Sony gets around 
to launching a killer-format alternative. 
Buying into the lot Will put three mote 
players under the TV. 

No longer true. PiOneer has Just 
launched Its multiformat player, the 
DVL-9, ....mich quadruples up as a DVO 
player (NTSC format only, though), a 
Laser Disc player (again, NTSC), a 
....mite·book VideOCD player and a 
spinner of the trusty old audio CD. It 
really is a bit clever. Plus, the adage 
'Jack of all trades, master of none' is 
entirely inappropriate: everything it 
can do, it does hugely impressively. 

800lls £ 

nlike Howard Reingold in his seminal 
study of the da'Ml of VR technology, 
'Virtual Reality', Shroeder writes 

from the perspective of an academic, looking 
clOsely at the SOCiological aspects of VR and 
its Impact on the social dynamic 

;nterestingly, but perhaps slightly 
predictabty, he sees VR making its earliest 
impact in the field of entertainment. Even 
though the technology is being developed in 
other areas like architectural visualisation and 
medicine, he argues, it will only take its first 
step Into mainstream conciousness once it 
has been employed in something like an 
affordable home gaming platform­
something sega and Nintendo are no doubt 
spending millions developing. 

SChroeder's writing is a little dry at times, 
but he has a clear understanding of what has 
been aChieved With VR, and 'Nhat is yet to 
come. There may be a time, for example, 
INhen people spend years of their lives in 
virtual enVIronments as part of their INOrk and 
leisure. VR and humans may even one day be 
merged to become 'fusion people'. And 
somehow he makes that sound intellectual 
rather than kinky A remarkable acheivement. 
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he title is, of course, a play on 
Microsoft's ubiquitous product, and 

an allusion to the offiCe-friendly nature oftflis 

quality COllection. MellOwwithOut getting too 
chilled.out is the theme here. the sounds 

source<! from lesser -lcnown acts on both 

SIdes of the Ctlaone!. Ready Made prO'lkle 

the Quifty aspect, WIth a doWntempo track 

encompassing both blues and lounge jazz. 

'NIlile Nova Nova's contributiOn could almost 
be left over from a Tori Arr'CiS session. Bizarre, 
pertlaps, but such material actually ~ts well 

a~de the purer electronic forms here 



I .J,..------~ Netscape: Welcome to Netscape 'I:!J 
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Wh.t's New? What '5 Cool? I Handbook Net Search et D"ectory Software I 

EDCE TRAWLS THE INTERNET FOR THE LATEST DEVELOPMENTS IN THE ONLlNE GAMING SCENE 

Nintendo 64 slteseeing 
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L ike allleadin.& platforms, the N64 has 
a huge presence on the Net In the 
form of dedicated websltes and fan 

pages. The difficult thing is rooting out the 
10% or so that aTe run by truly dedicated 
garners and therefore provide regular news 
and Nintendo information worth reading. 

The official Nintendo Power Source is 
perhaps a good place to start. Previews and 
demo dCl'Nnloads invariably end up here first 
before being liberally distributed about the 
rest of the Web by others. In fact, the INhale 
site works more or less as an extended 
magazine previev-l section with plenty of 
screen shots and good solid coverage. Proper 
neNS does get the occasional mention (this 
was the first site to talk about Rare's 'BanJo­
Kazoo/e' project), and press releases are 
featured, but updates are not particularly 
regular and the more negative aspects of the 
N64 - ie the slippage of the 6400 to March 
'98 - are curiously left un mentioned. 

Which is where sites like Nintendo HQ 
and NintendoJo come in. Being unofficial, they 
can, of course, afford to be a little more 

objective in their coverage and deal with the 
N64 in a more open-minded way. A recent 
extended NHQ news piece, for example, 
talked about Nintendo's poor performance in 
Japan and suggested ways the company 
could improve Its market position before 
Christmas. However, for raw nevvs N64.com 
or Next-GeneratJon.com (both from Imagine 
publishing) are perhaps better optIOns, 
presenting the continually updated facts in 
clear and (mostly) authontative text 

Accompanymg NHQ and Nintendojo's 
news coverage, though, is a wealth of features 
which make each site feel much more as 
though they are run by people who love the 
N64. NHQ for example, features enthusiastic 
editorials with titles like 'If I was a games 
designe(, and there is a much more global 
feel here (the site boasts a regular news slot 
from Japan and even gives advice to UK 
consumers on where to buy imported N64s). 
The fanzine approach can grate at times, 
though - whoever thought that readers' N64-
related poems vvould make good reading 
must be regretting their idea already 

The Nlntendo 64 has produc:ed • wide and 
loyal fanlNlCt fo1lowlnC on the Intemet 

Four of the most popular N64 sites: Nintendo Power Sour(e - http://'NWW.nintendo.com 'N64HQ - http:// 
w.vwn64hq.com· N64.(om - http://n64.com 'Nintendojo- http://members.aol.com/peer52/ enler.htm 

A bulging football Net 
ublishers releasing football games nowadays have to be 
confident their produa can go head to head against some very 
stiff competition in what is currently a severely overcrowded 

market. Sunsoft is such a publisher. 
After a prolonged absence from Europe, the Japanese firm IS 

re-entenng the videogame scene convinced that it has a contender 
strong enough to take on the opposition. 

PC title Soccer Nation, the result of a claimed 30 man-years of 
development from Newbury-based developer Crush!, promises to be 
the first football simulation to offer both detailed management and 
advanced arcade-style play. The emphasis is on creating a game that 
win meet the demands of the most dedicated of football fan, and as a 
result every option present in the game can be metICulously modified. 

However, realising the potential of online gaming for such a title, 
Crush! has gone one further than its competitors and Included this 
optIOn In ItS forthcoming product. 

As a result, Soccer Nation's potential IS massive. Players will be able 
to pick a team from a selection of over 2.5 million virtual players, all 
with their individual personalities; design their own kit from 500,000 
design possibilities; and build their 0'Ml stadium from the 8.5 mllhon 
combinations offered. Then they Will be able to train their squad in 
order to participate in friendly matches against any players willing to 
take them on. Furthermore, Crush! will have regional leagues organised 
by the end of the year, with the promise of national and international 
cups to follow. 

Additionally, Soccer Nation will feature an International transfer 

Soccer Notion will be published by Sunsoft for the pc in August. In the meantime. 
deve loper Crush! can be visited on the Internet at: http://ININW.crush.co.uk 

Soccer Nation' s options .re Impressive, with p .. yen. Nlne.We to 
design .nd build their own stadiums from 1..5 million COIIIbIMtIons 

market for players wishing to buy particular team members in an 
attempt to Improve their squad's chances. Characteristics of the 
reqUired player can be uploaded, along With budget restnaions, and 
the Crush! server will provide a list of players available. Negotiations 
are then up to the individuals concerned. 

Anally rententive Soccer NatJon players can also download other 
players' matches and study them for tactics In the hope of discovering 
a weakness in their defence. And if that doesn't vvorX. it's even possible 
to taunt the opposition into makmg a mistake by sending one of the 
sampled abusive dlants provided down the line. 

Soccer Nation looks like a promising title and one that could take 
onhne gaming into a new era, partly because of its universally popular 
subject matter. Armchair football fans might 'Nell find themselves 
spending far more time in front of PC monitors rather than televisions 
when the game is released in August. 
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• VIRTUAL GIRLS THIS _IN IDGFS DlSPATCItIS _ THE JAPANESE INTERACTIVE ENTERTAINMENT FRONTLINE ••• 
A __ TO THE 'VIRTUAL PETS' MENAGUlE .•• DRUG CULlUIIE MEETS GAME CUL11JIIEIN I.SD ... 

'VIInUAL PRESENTER' LAURA HnS THE SMALL SCUEN - IIAVIIICIIAIID __ v MET THE_ MA1Of? 

Animal magic 
Given the huge success of Sandai's Tamagotchi, it was inevitable that SCE would get in on the 'virtual pet' 
ad eventually. The result is PlayStation title Gombare MOflkakun 2, in which players look after a strange 
half-robot, half-insect hybrid who lives in a colourful 3D world. To advertise the game, SCE has developed 
two commercials which easily compete with most Japanese ads for irreverent weirdness. The first has a 
dog. a fish and a parrot glaring jealously at Morikakun, 'the pet in the TV. The other has a group of mothers 
meeting in the park, each pushing a pram with a TV set in it showing the Morikakun on-screen. After they 
make comments to each other like 'yours is very cute - he looks like his parents', a voiceover announces: 
'Morikakun: the pet you can raise in the TV. Let's just hope no one tries to give it a bath .. 

Acid test for Asmik 
Having already extensively explored themes of sex and violence, the software industry is on the verge of 
tackling the last bastion of conservative morality: drugs. Japanese developer Asmik is currently working on a 
game entitled LSD - or Link Speed Dream, to give it its full moniker - which is being described by its 
creators as a 'walking dream simulator'. Here, the, ahem, 'user' has to wander through several levels of a 
strange, psychedelic world and, judging by the screenshots Edge has got hold of, watch sumo wrestlers 
going at it in rainbow-coloured rings. 

Although the company denies on its Web site that the game has narcotic connotations ('It is not like 
taking some acid and going on to the next stage. Acid is illegal. even for adults,' reads one paragraph), thiS 
is probably just a half-hearted attempt 10 put would-be censors off the trail. Whether Asmik fools the 
notoriously conservative SCE is another matter. In all probability, the company will probably never release 
the game anyway - it will just imagine it has and then get paranOId when no one buys it 

Digital dreamgirl 
Japan's fascination with computer-generated women (highlighted in Edge's profile of rendered pop star 
Kyoko Date, E38) continues with Laura - the virtuallY presenter. laura was orginally created by Warp for 
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its much hyped interaoive movie The D. Now, though, she's presenting 'Digital Chat', a ten-minute, tvvice­
weekty show covering movies, games and various other subjects. In terms of animation quality, laura is not 
quite as impressive here as she was in The 0 - she only makes a few basic movements throughout the 
programme and is mostly viewed in portrait. However, Warp boss Kenji Eno is certainly getting closer 
to his ultimate aim of creating an all-round virtual aOress - Laura is now set to star in a feature film £ 
version of the Saturn game Enemy Zero which is due for a Japanese release in July. 

Edp's swvey of vitalllideogame statistics from the land of the Rising Sun mnftrm the pre-eminence of 
PiayStation, while ZeIdo 64 IooIcs set to sweep the board when ~ is released at the end of the year 

11Ie _ ..... In ftp .... • PlayStiltlOO: 8,160,000 8. Super Robot TCJlsen F 

(manufacturefS); 9,080,000 (fetailers) 9. ViItUa Flghrer 3 

Instlllled Hses of consoles In • Saturn: 5,900,000 (manufacturers); 10. BIohazard (Saturn) 

... ,.n (to end of MIIr<:h, 1991) 6,020,000 (retililers) 

• PlayStanon: 6,500,000 • Ninteodo 64: 3,960,000 Mo.t~.w.1ted tttles .e<ordln, to 
• Saturn: 4,800,000 (fTIilnufacturers); 3,720,000 (retailers) ret.llen 
• Nlntencio 64: 2,040,000 1. &ohazard 2 

• Super Famicom: 16.870,000 Most-••• tted tides .e<onUn, to 2. ~rby StoIIion 

• Game Boy: 15,020,000 rtUlnuf.cturen 3. FIflOI Fantasy Tact1CS 

• pe.FX.: 270,000 1. lekla 64 4. Pocket Monster 2 

• 300: 7>0.000 2. BIohozard 2 5. Saga FrontJef 

• Neo-Geo: 700,000 3_ Derby Sroll/Ofl 6. ViItUa Fighter 3 

4. Finol Fantasy Toctia 7. TeKken3 

Console .. Ies tonc..sts for the end 5. Saga Frontier 8. Super Robot Taisen F 

of 1997 (auordlnl to 6. Tekken 3 9. le/do 64 
_uf.cturen.nd relIillen) 7. Pocket Monster 2 10. TokImeki Memorial 2 
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The lV commercials for SCE's contribution to the 'virtual pet' craze 
spawned by Tamagotchi feature the usual quotient of Japanese surreality 

Asmik's odd LSD project is described as a 'walking dream Simulator'. The 
company denies that any hallucinogenic references are intended Of implied_. 

Virtual presenter' laura is the fronfV.lOman for 
new Japanese television programme 'Digital Chat' 
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ast year, Peter Molyneux made the 
decision to quit Bullfrog, the company 
he founded in 1987. It was at Bullfrog 

that he created Populous - the harbinger of a 
whole new genre - and where he honed that 
genre to perfection with titles like Power Monger, 
Populous 2 and Theme Hospital. But when the 
company was sold to EA In 1995, he found the 
endless corporate meetings and management 
responsibilities suffocating and handed in his 
notice, leaving behind a few angry people and a 
glorious swan song: Dungeon Keeper. 

NOw he has a new company, Redeye Studios, 
and a new game design to work on. But how will 
this return to small-scale development work out? 
And what is the truth behind his decision to leave 
the company he created? Edge met up with the 
man himself to discover the answers. 

Edge: When did you actually make the decision 
to leave Bullfrog? 
PM: It was around July of 1996. I was Sitting up in 
my office and I decided that this just wasn't going 
to work, but I was desperately torn between 
staYing and gOing and was debating how to 
handle it properly if I did go. At the time, I thought 
the best thing I could do was to contact the 
president of Electronic Arts and tell him that I 
planned to leave - not leave, but planned to leave 
- after Dungeon Keeper had been completed. 

NOW, that turned out not to be the best 
decision of my career. What I should have done is 
a slightly meaner thing - I shouldn't have said 
anything, I should have carried on and then, 
when Dungeon Keeper was in the shops, I should 
have said, 'Here is a month's notice, cheerio.' 
That would have been a slightly better decision 
on my part, perhaps, but I wanted to give Bullfrog 
plenty of time to find someone else to replace me 
and to get used to me not being around 

As it turned out, rather unfortunately, what 
Electronics Arts wanted me to do after I told 
them that I was leaving was to concentrate on 
Dungeon Keeper and not get involved at all In any 
of the other Bullfrog management stuff. This was 
very hard for me to do, and very hard for Bullfrog, 
because suddenly there was a steel wall between 
me and Bullfrog where certain people thought 
that If I was talking to anyone at Bullfrog I was 
poaching them for the new company. I never had 
any intention of doing that - I had Just got to a 
very uncomfortable situatIOn, really, where there 
was me working on Dungeon Keeper and the rest 
of the team working on Dungeon Keeper and 
then there was Bullfrog. The two didn't really 
come together terribly well 
Edge: Did your decision to leave generate any ill 
feeling in the company? 
PM: It was certainly very, very tense, because 
understandably - well. I guess understandably­
people thought I had just made this 
announcement to make their lives difficult. t 
hadn't - I made the announcement because t 
wanted to give Bullfrog masses of time to extract 
me from it. t think, in retrospect, that it was 
unfortunate to build thiS brick wall between me 
and Bullfrog, and I wouldn't have wanted it like 
that. I would have wanted to try and encourage 
some people to take over, because whatever 
happens, I still feel very much for Bullfrog - I will 
never, never be able to take that away. Bullfrog 
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was so much a part of my life that you can't just 
suddenly say I have no emotions about it. I will 
always have emotions about it. 

But there was this feeling of, well. you know, 
what agenda IS Peter working to? And people 
just built up these ridiculous fears about me 
poaching people. and about me making these 
deals with other companies - none of which 
was true. Alii wanted to do was to finish off 
Dungeon Keeper and to make it the best 
possible game I could. because it was the last 
game I was doing for Bullfrog. I was, in fact, 
absolutely focused on Dungeon Keeper to the 
point that everything else in my life was shoved 
to the back burner for a while. 
Edge: There were obviously a lot of other 
games in development while you were working 
on Dungeon Keeper Syndicate wars, for 
example. HOW much involvement did you have 
with those other games, or were you kept away 
from them as well? 
PM: Well. yeah, that was the unfortunate thing. 
Here I was looking at Gene Wars and Syndicate 
Wars, not on a daily basis but, you know, on a 
sort of a weekly or two-weekly basis, and 

helping the teams along - wIlich is a difficult 
thing to do anyway. But then, suddenly, I wasn't 
involved. Full stop. There was no other input. 
This was really frustrating, because to be honest 
I would not have released Gene Wars in the 
state it was in. I would not have released 
Syndicate Wars -I think it was technically 
excellent but it was simply too hard to play. I 
just would not have released them - I would 
have carried on developing them. I know that it 
is really unpopular not to release things on time, 
but I think Dungeon Keeper will prove that it is 
worth taking that extra effort to complete the 
game. That was the most frustrating thmg of all 
because I quite simply wasn't allowed to 
comment on those titles. 
Edge: Did you have much contact With the 
other famous names in the bUSiness who were 
all thinking of getting out of their various 
corporate situations at the same time as you? 
Did you all just meet up in the pub and say, 'This 
corporate stuff is crap, let'S get out?' 
PM: Well, yes, The thing is, the way this industry 
works~is that you never say, 'It's crap,' you 
always say, 'WOuldn't it be better if .. .' We have 
a much more diplomatic way of doing things! 

o 

I think the trouble With the studiO mOdel at the 
moment is the big umbrella of development that 
a lot of the larger publishers have. The problem 
with it is that It IS vastly expensive and it does 
encourage people to be piSSed off with it 
because they can't change things - you are just 
a cog In the wheel. 

Inevitably, wIlen people get piSSed off they 
look round and they see other developers 
making an awful lot of money, deciding on their 
own destiny, deciding wIlere they are going, and 
they think, 'Why the hell am I bOthering to do 
this?' I think there has been a lot of that 
happening, and there's going to be an awful lot 
more of that happening. But what people must 
realise is that it's tough - it's very hard to run 

'It's very hard to run your 

own development house. 

and I have to say I am hugely delighted that it 
wasn't successful, because I think the way it 
went abOut business was particularly bad. In 

fact, in Dungeon Keeper I've got a little 
dedication to scavenger - there is one bit of the 
game deSign wIlich was inspired by the way 
they got their staff. I said at the time, It is 
inevitable that those people are gOing to have 
problems. What they did was, they went round 
to every major software house and they just 
said anything to get the beSt developers from 
that software house. scavenger promised them 
the earth and then the sun and it lied. All these 
people had perfectly good Jobs, they were 
perfectly happy, but scavenger said it would 
give them fabulous royalties and their own 
destinies and it was all complete and utter lies. 
The company lied to the publiShers, it lied to the 
people it worked for, it lied to the public and the 
results were obvious. Scavenger collapsed 
because it couldn't live up to all these !ies It put 
out. It made an awful lot of people very, very 

Everything is sweetness and light until you release 

that first game. Then, if that's not a super mega hit, no 

your own company, or your own development 
house. Everything is always sweetness and light 
until you release that first game. Then, if that's 
not a super mega hit, no one will talk to you. Up 
to that point everyone will talk to you. 

Yeah, there have been a lot of people, you 
know, people from John Romero down to a few 
EngliSh developers, who have been around for 
years and years, and they are all thinking of 
going off and setting up their own groups and 
dorng their own thing. I do start to wonder 
where all these games are going to go and 
who's gOing to publish them all, because I know 
of 20 new startup development groups, all of 
which have the same ideals, all of which are 
saying exactly what I'm saYIng, which is that 
they are gOing to prOduce the best games, the 
most original games, the best technical 
games ... And you Just thrnk, well, how many 
successful games were there last year? perhaps 
a handful. And all of these new startup groups 
have to develop those. It's going to be tough. 
Edge: What do you think about what happened 
to scavenger and that whole dream that went 
sour? Did you follow the situation quite closely? 
PM: Yes, yes, I fol lowed the Scavenger thing 

one will talk to you. And 

how many successful 

games were there last 

year? perhaps a handful' 

pissed off indeed. So I have to say that I am 
quite delighted that it hit the tough times. Not 
delighted for the people who worked there, but 
for the people who took the decision to go out 
there and be so aggressive and be so motivated 
to do an awful lot of damage to the industry. 
Edge: One of scavenger's speCialities was 
announcing games that subsequently failed to 
ever come out. So wIlat happened With 
Bullfrog'S Creation? 
PM: Well, yes ... What happened with 
Creation ... Well, there is a little story behind 
Creation. Creation has actually, in one guise or 
another, been in development since Bullfrog 
started - originally Populous was called 
Creation. We had th is tradition In-house to call 
every game, every specia l game we were 
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working on, Creation. So Populous was called 
Creation, and Power Monger was called 
Creation. And then - this is pre~Magic Carpet, 
just after Syndicate Wars - Creation was started 
in earnest. 

The way it all worked with Creation was that 
Glen [Corpesl came up with this engine which 
looked something like Magic carpet, but it 
wasn't tremendously fast at that tllne. So I said, 
set it under water and then slowness doesn't 
matter so much because, you know, you're 
lagged. Then I came up With this game design 
where we had these eight cities 'Nhlch all grew 
and expanded under water and you were all 
competing for resources. Which was fine, but 
then of course Magic carpet came around and 
eclipsed Creation and then CreatIOn got 
bumped a little bit. 

Anyway, to cut a long story short, It seemed 
to have been on our books under 'development' 
for absolutely years. When you looked at it, 
when you looked at our plan, Creation had been 
there since 1990. Well, of course, It wasn't true 
- it hadn't been there In 1990 because it wasn't 
the same game. But, erm, I think what 
happened is that a lot of people preferred the 
fact that Bullfrog concentrated on trying to be 
diplomatic, concentrated on products which 
they knew were going to be successful. So they 
preferred us to focus on Populous 3 rather than 
the unknown Quantity of Creation. I think it is 
hugely sad that It was killed - I think it could 
have been a really good game. A lot of people In 
the industry have been inspired by the idea of 
Creation and have produced games based on 
that, 'Nhich is fine. I think that's great. But I think 
it's a real shame that it was killed, because it 
could have been something very impreSSive. 
Edge: It could perhaps have been something so 
different and new that It would have created a 
new genre, which is something garners are 
expecting to arnve soon. But can there ever be 
any new genres, or is this mdustry turning into 
the film ,ndustry, With onty certain types of 
product making it into production and no one 
WI ling to experiment? 
PM: I think there are new genres coming along 
all the time. I've seen games fairly recently 
which I would call a new genre, in that the 
pigeonholes we created for computer games 
Just do not fit any more. I mean, Doom or 
Wolfenstem or Quake can be thought of as 
representing a new genre, but equally, they 
could be slotted into the action genre or the 
shoot 'em up genre Of the arcade genre. what 
we're doing is mixing and matching genres, 

I think that 3D is still in its infancy and what 
we need to do now is to match 3D with 
gameplay. A lot of people have said that, but it 
does mean an awful lot more work being spent 
on things like AI and getting environments right 
and getting lngame characters to fully use 
enVIronments, the environments which we can 
set up in 3D worlds now. As we get more and 
more realistic. it's necessary to create 
environments that really work for the player and 
have gameplay which is tuned more towards 
the gamer rather than the other way round. 

So I think It'S all in ItS absolute Infancy, and 
in five years' time - probably less than that - we 
won't be asking who's got the best engine and 
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who's got the fastest engine, or the greatest 
number of polygons, or who's got tile most 
beautiful engine. That will all be done by 

hardware. What we will be asking is how 
intelligent are the characters? How good is the 
gameplay? And that's the way it should be. 
Edge: So how WIll your Ideas on 3D 
environments and artificial intelligence be 
employed at Redeye? 
PM: Well, the first thing I concentrated on at 
Redeye was the game design. It takes me a long 
time to think of a game because what I do is I 
hold it in my head and play around with the idea 
in my head before doing anything. What I'm 
gOing to be dOing is concentrating an awful lot 
on AI and on gameplay, but also marrying that 
with some really, really nice 3D stuff. If you look 
at Dungeon Keeper, the amount of AI that's in 
there is truly astounding, but I reckon with the 
new game I'm probably taking that ambition ten 

times further. SO It'S a very, very ambitious 
project. and I've got some really, really clever 
people from the university of cambridge - a 
couple of top firsts - to help me on the AI 
because it'S getting just a little bit too much for 
me to handle. 

So my first ambition is once again to create 
something that I'd like to describe as truly 
original. I'd like to attempt to do something that 
hasn't been done before in computer games - I 
can't go into too many details - and marry that 
with the most ambitious 3D that I can possibly 
do. we're going to be supporting a lot of the 
new hardware that's coming out on the PC, and 
the ambition is to mak.e the game environment 
as beautiful as it possibly can be and to 
combine that with gameplay which Simply 
hasn't been attempted yet. 
Edge: So are you 1001(;IOg at a whole new way of 
developmg games? 
PM: I think the technique of writing the game is 
going to be the same. That technique is to 
produce a testbed first. which is completely 
graphically crap, and then apply all the 
gameplay and AI theories to that while the 
engine is being worked on and while the art is 
being drawn. Otherwise, if you do it the other 
way around and try and run the two things 

o 

together, it just doesn't work - there is just too 
much work to do on the AI and stuff. SO the 
production of the testbed is going to come first 
while the graphics are being drawn. That 
technique has proved about right for me. It was 
what I used back in the original Populous. 
Edge: So you have these two chaps from 
cambridge coming along With their firsts and 
their knowledge of artificial intelligence, but who 
else is In the company, and what are their 
speCifiC sk.ills' 
PM: Well, there's Mark Webley, who is my 
brother-in·law and one of my best friends, and 
he's setting up the company with me along with 
someone called Tim Rance and Steve Jackson. 
I'll go through those seQuentially .. 

Mark webley was the project leader on 
Theme Hospital for Bullfrog. He is one of the 
best people in the industry. When he joined 
Bullfrog, he didn't know anything about the 

we want Tim to specialise in that so we get 
the best out of the machine. 

There's also someone called oemis 
Hassabis, who worked With me on the original 
Theme Park. He left Bullfrog about two years 
ago to complete a degree and he's just finishing 
that now, so he's going to be coming back to 
Redeye and working on the new game. 

SO there is Quite a lot of expertise already 
in the company. Consequently, we've had a sort 
of running start, with a really nice mix of skills. 
There's Steve, who brings a different 
perspective to the design. There's Demis, who is 
one of the most talented people I have ever 
met. And there's Mark, who I have worked with 
for years. Plus, I can't give you the names but 
we've got artists already lined up. So the whole 
team, all 20 people, are just going to be focusing 
completely and absolutely on that first game. 
Edge: At the moment, the industry seems to be 
asking, 'Well, if Peter Molyneux goes, where is 
Bullfrog gomg to get its big game ideas? Did 
you hold any Ideas back after you decided you 
were going to go, and If so, was it Quite difficult 
not to let on? 
PM: well. because I was concentrating on 
Dungeon Keeper, I didn't have an awful lot of 
time to write down any new game designs. 
However, Bullfrog has got a lot of my designs 
knocking around -Indestructibles, for example, 
was one which should have been done but 
unfortunately it was going to be led by Sean 
Cooper and he left. I think that was a really nice 
game idea - they might undertake that again. I 
also did a massively multiplayer game design 
called Panorama, which was a really nice one as 
well. SO I think. there are about 15 game ideas 
sort of jotted down somewhere at Bullfrog. 

But obviously, for a while now I've been 
focusing on what my next game is going to be, 

and I've narrowed it down to two game ideas. 
The first one is very ambitious, really focusing 
on gameplay, AI and getting the environment 

'Redeye's new game IS probably ten times more 

ambitious than Dungeon Keeper. I'd like to do 

something that hasn't been done before in computer 

games industry but he proved himself to be 
creative and hugely talented, and he's quite 
good at keeping me on time, which I'm not 
particularly good at. So I am working very 
closely with him. 

There's also someone called Steve 
Jackson, who was co-founder of a company 
called Games Workshop, which prOduced all 
those role-playing boardgames back in the 'SOS. 
He was one of the biggest games designers in 
the country, but what he hasn't done is 
deSigned any computer games, so I am going to 
be working with him, using some of his 
expertise In games design. 

Then there's Tim Ranee, who comes from 
the City and has been specialising in the 
creation of libraries and tools. What I don't 
want to get involved in and what Mark doesn't 
want to get involved in either is working on 
the gubbins and the mechanics of the machine. 

games and to marry that 

with the most ambitious 

3D that I can possibly do' 

right using those techniques. The second one is 
a bit of a surprise. It's a console game - very 
simple, but really, really focused and balanced 
and totally, totally original in that I had never 
seen anything like it before. What I've decided to 
do is go for the first option, which is a little bit 
more dangerous. really, because it is such an 
ambitious project. What we are striving to do is 
going to take an awful lot of computing power, 
but I think it's going to payoff. 

As I've already said, the most important 
game I'll be creating is my first game for this 
new company. I wanted the last game for 
Bullfrog to be brilliant and to sell well and I hope 



people agree that it is Quite good, but I really 
want the best game that I have done in my life 
to be the first game for Redeye. 
Edge: You're not gOing to like this question, but 
when are we going to see this game? 
PM: Right, well, you're going to see the game 
when it's ready, is the answer. One thing that 
the last two-and-a-half years has proved is that 
it's utterly pointless asking me when I'm going 
to be finished, because the last person in the 
world who Knows when I'm going to be finished 
is me. The way that I work - and the only way I 
work - is to Keep on trying out an idea until it 
works and Keeping on playing an idea until it 
worKS. A lot of people have said to me, 'What's 
the secret of your games design?' and it's realty 
very simple. I'm not clever, I'm not brilliant -I'm 
boring, actually. Alii do is taKe an idea and just 
play it a million, million times. I must have 
played Dungeon Keeper for tens of thousands of 
hours. I must have played Populous for a similar 
amount of time. And that's the only secret: you 
just play it and if at the end of it you're not 
bored with the game, then you Know it's right. 
OKay, the original concept is important, but it's 
not nearly as important as whether, when you 
are able to play the game, you actually enjoy it. 
And if you can turn around and say, 'Yeah, that 
is a game that I would play: then you Know it's 
ready to release. So it's impossible to give a 

time. However, J'd be disappointed if it took 
longer than two years. 
Edge: You mentioned a console game there, 
and it's quite Interesting what's gOing on in the 
console world at the moment. The saturn's 
dying out, there's talk of saturn 2 already, the 
PlayStation has done tremendously welt but it'S 
probably 10 a sort of mid-life sort of area now, 
the N64 Isn't selling so \Nell any more but its 
technology remains exctiting.. Which console 
would be the best for your game and whiCh 
console do you like the most? 
PM: I thinK it was inevitable that the PlayStation 
would win the fight against the saturn. sonyare 
big players, they've got big bucks and they 
designed a gOOd machine which was well 
engineered and cheap to produce so the 
consumers would buy it. Technically, it's a fine 
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console - you can go inside it enough and fiddle 
around with it enough to mean that we haven't 
seen the best games on the PlayStation yet. The 
N64 is far superior to it but has a number of 
drawbaCKs. You're going to see some stunning 
games on the PlayStation because everyone is 
starting to focus on it. 

However, I think that the Nintendo 64 has 
got a number of real advantages to it. The first is 
that Nintendo cleverly decided to design a 
joypad which was slightly different to other 
people's joypads. They paid the price initially, 
and the price was that people weren't used to 
using this little analogue ... nipple, as I call it. 
They were more used to using the conventional 
joypad. But that risk will payoff in the end 
because with that analogue stick, you can 
actually design games that you are not able to 
do on a PlayStation. 

so, the technical expertise of the Nintendo 
64, plus its new, lower, price, plus the fact that 
it's got some joypad innovation, means that 
there is going to be some really interesting stuff 
coming up on the machine. YOU are going to be 
seeing some stunning, stunning games. I thinK 
we need a little bit more hardware first, though. 
The cartridge simply isn't big enough to do 
some of the more ambitious projects that 
everyone is attempting now. They need some 
sort of DVD or CD or whatever Nintendo is going 
to decide on, and providing the price is kept low 
and providing that software of quality gets out 
there, I think the Nintendo 64 is going to take on 
the PlayStation. Not this year perhaps, but 
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all for me?' Well, now I can do that. Now I can 
put all that stuff on a graphics card, which frees 
up something liKe 70% of the processor's time 
for me to do anything I want in terms of 
gameplay, so it's massively exciting. One thing 
you can be sure of is that I'll be supporting the 
graphics cards. 
Edge: Where would you liKe Redeye to be in 
three or four years' time, and what kind of game 
deSign/studio management philosophy would 
you liKe the company to develop? 
PM: My absolute ambition for Redeye IS to 
make it a world-renowned software 
development house - known in Europe, Japan 
and America for top-quality games. I would not 
release a game unless I felt it absolutely had a 
chance of getting into the very top slot. That's a 
number-one objective for me. To do that, I think 
we have to concentrate on producing unique, 
original and high-quality games, games that 
aren't being worKed on by other people. That's 
going to be a really tough thing to do, but I'm 
absolutely convinced that we can get there. 
There is a lot of hard work to be done before 
then, but I want to maKe sure that Redeye is 
conSidered to be one of the top three 
developers within three to four years. After that, 
looking five years ahead, I would liKe to aim to 
be the number-one developer.! thinK some 
people would put Bullfrog among the top three, 
which makes me incredibly prOUd. Some people 
would even call it number one. I'd like to 
achieve that again with Redeye and, if 
possible, to go a little further. £ 

'I want to make sure that Redeye is considered one 

of the top three developers within three to five years. 

After that, looking five years ahead, I would like to 

aim to be the number-one developer. I think some 

certainly next year. when you get a few titles people would put 
out there. 

And then you've basically got a two-horse 
race. It's not worth considenng M2. I don't think 
M2 will ever come to anything, really. I'd be 
surprised if it does, anyvvay. As far as the saturn 
2 is concerned, it worries me massively. They've 
got to go so much further than the N64 and the 
PlayStation in terms of the hardware; they've 
got to be low on price and they've got to attract 
developers. It's really hard to imagme how that's 
going to happen. But the next two years are 
going to be interesting. 
Edge: Away from the console gaming sector, 
3D accelerator cards are bringing PC graphics 
up to a level where they can compete with 
those of the Nmtendo 64 What is your 
experience With them to date? How Impressed 
have you been? 
PM: I think that PC 3D cards are the future for 
games. What makes me absolutely sick to the 
back teeth is using all the power of the Pentium 
procesSOf just to pump polygons onto the 
screen. The amount of times I've thought, 'Oh 
goodness, my game is slowing down because 
it's putting these stupid polygons on the screen. 
Surely there's a chip out there that can just do it 

Bullfrog among the top 

three, which makes me 

incredibly proud' 
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I

deo-founder John Romero will be unveiling his 

first game under new label, Ion Storm, at the E3 
show in Atlanta this month. The game, entitled 

Daikatana , uses the Quake technology under licence from 
id (whose programmers are currently in the midst of Quake 

2). These early work-in-progress shots provide an inkling of 
just how ambitious this game will be. The quality of the 

engine and the detai l of the environments are already well 
ahead of the paCk, even before hardware acceleration. 

Romero has already expressed support for the ubiquitous 
3Dfx chipset to power the game in animating creature 
models that boast as many as 500 polygons each (Quake's 

consist of only 150). 
The game takes place across a series of historical time 

periods, beginning in anCient Greece, then Norway during 
the Dark Ages and moving eventually to a near-future San 

Francisco. Throughout the game, the player is joined by 
two other characters who talk and interact independently 
with their surroundings - just one of the features that sets 

Daikatana is set in three distinct time periods, ranging from Andent Greece to 
San Francisco in 2030. The Quake 3D engine affords Sl.Jch special features as 

collapsible scenery (above) and realtime lighting effects, such as shadowing 

-' 

oaikatana apart from Romero's previous efforts, Doom and 

Quake. The game isn't due out until November, but an 
early preview can be found on this month's Edge CD for 
those who simply can't wait. 

Parasite Eve was originally a novel that was 

subsequently turned into a movie, released in JapBn last 
year, and now square Soft, quick to spot the potential of 

such a title, is converting it to the PlayStation. It is thought 
to be a project far more ambitious than Final Fantasy VII, 

and square is certainly taking things seriously by employing 
HolIY'Nood CGI artists and appointing them to oversee the 
graphics side of the proceedings. In charge of the 
scenarios is Takashi Tokita, who worked on FFIV, Chrono 

Trigger and contributed to Final Fantasy VII . The game is 
being developed by square in the US but the well-known 

Hironobu Sakaguchi will remain as executive producer. The 
action will take place in New York and will feature a young 

blond-haired detective as the game's heroine. 
The big news for Japanese RPG fans this summer is the .. 

Daikatano promises a wider 
variety of environments than its 
ancestor, Quake. It's not the same 
engine as Quake 2 (id is keeping 
that one to itself), but it is a 
generationalleap ahead of the 
original Quake technology, which 
didn't have the realtime dynamic 
lighting effects seen here 



These impressive early rendetS are 
from Square Soft's first move into 
coin-op territory, Chocobo de Battle 

release of Final Fantasy Tactics , a strategy RPG featuring 
Fina/ Fantasy characters. The game includes the 'job' 

feature similar to that seen In Dragon Ouest Ill, whereby 
players can allocate an occupation to their character 

from a choice of 20 professions. According to square, the 
often-tedious aspects of simulation games have been 
eliminated in an attempt to attract players who have 

previously been reluctant to play this type of game. The 
game currently looks like it retains square's legendary 

graphical excellence. 
Chocobo de Battle, a distinctive new beat 'em up 

from Square Soft USA. is currently being developed on an 
onyx Infinite Real ity workstation. The pedigree behind the 
title is certainly impressive - movie CGI specialists Paul 

Ashdown ('Jurassic Park') and Ron Sabatino ('Batman 
Forever') have teamed up with ex-AM3 employees Yoshiro 

Akata (Last Bronx, Funky Head Boxer) and Go Kikuchi (Last 

Bronx, AS1 Mega/opo/is) to create the game. The onyx IR 

Square's horizontally scrolling shoot 'em up, Einhonder 
(above), represents a first for a company which has only 

recently ventured into areas other than the RPG scene 

pre screens 

Square Soft's Parodise Eve is looking impresSIVe with an astonishing level 
of graphical detail. tt could mark the company's next PlayStation success 

can handle a staggering 10 million polys/sec, although the 

target platform, a coin-op of an as-yet-unspecified spec, 
will 'only' be able to cope with 1 mil lion. A release date for 

the game, which will be Square's first endeavour in the 
highly competitive arcade market, has yet to be finalised. 

Square continues its diversification into other areas 

of videogaming and has recently announced Einhander, 

a new shoot 'em up game for the PlayStation. Einhander 

replaces lauver, the company's originally announced 
shooter, and is a polygon-based horizontally scrolling 

affair. The game differs from other shoot 'em ups by 
introducing the concept of the 'Gun snatcher', a 
mechanical arm located underneath the Endmion (the 

player'S Ship) which can be used to collect up to ten 
enemy weapons, allowing them to be used as power -ups. 

No release date has yet been announced. 
Seeking to give a new strategic slant to the Zaxxon­

style isometric shoot-em up is The Reap, a PC sequel to 

These screenshots are taken from Fina/ Fantasy Tactics for the 
PlayStation, which will feature characters from Square Soft's Final 
Fantosy series as well as maintaining the company's usual 
accomplished graphical appearance within the RPG realm 
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Shoot 'em ups have been poorly represented on the PC to date, but The Reap (above), from Finnish developer Bloodhound, aims to change that 
The title's beautiful rendered backgrounds and varied anad forces are acoompanied by a new level of strategic gameplay arld enemy !ntelligence 

<11 the Amiga showcase, Super Stardust. Here players (up to 
eight can take part) must pilot upgradeable fighter craft 

and clear Earth of humans to make way for an alien colony. 
For each kill made, pilots earn money which can be traded 
in at the end of each level for better weapons. Along with 

stunning rendered graphics, the game boasts a high level 

Probe's Fantastic Four is set to bring 
Marvel heroics 10 the PlayStaoon 

Blue Byte's Battle Isle 4 (right) is well 
undel\vay at the company's studios in 
Germany. The previous games, which 
have all been tum-based, were SVGA 

isometnc affaIrs, but this time the team 
has embraced 3D. Usmg the same 

engIne as fxt1eme Assauh, the game 
albM; players to view the actton from 

any perspective, including a first-pefSOn 
a Quoke-style 'soldier's f!¥!' view 

of AI which adapts Incoming attack waves to reflect the 

player's own tactics. A huge array of special effects and 
Ilght-sourcing techniques complete the package, which 

should provide a much-needed fix to shoot 'em up fans 
sick of firstperson-viewed Quake copies. 

Based upon a series of bOOks of fantasy author, Robert 
Jordan, Wheel of Time, from Epic Megagames, will use Its 
unreal 3D engine. Each player takes control of a citadel 

Developed by Legend Enteltalnment for Epic, ~eeI of Time will utilise the famed 
Unreal 3D engine. to produce a mult!player game that oombines strategy, siege 

and roleplaying elements. The only danger - from Epic's POint of VIew, at any 
rate - is that it already makes Unreal look a little bland by comparison . 

and must kit it out with traps and guards to deter the 

oPPOsition and prevent them from capturing the flag (or, in 
this case, a sacred seal). No release date has been set 

With X-COM 3's move into realtime, many thought the 

turn-based military sim was dead and buried. They were 
wrong. Bluebyte Software has just announced it is 
developing a fourth chapter in its popular Battle Isle series 

which will retain the old system. In this episode, subtitled 

Incubation, the player commands a group of space 
marines who must save peaceful human settlers from a 
planet's marauding indigenous population. Visually, the 

game retains the isometric layout of its predecessors, but 
now employs a true 3D engine, allowing the player to 

switch between different camera angles - it's even 

ChaRenging Epic is Looking Glass, 
with ns firstperson 3D btIe, Dark 
Project. These lalest shots show 
lUst how detailed the game will 
be. looking Glass promises 3D 
acceleration as standard, and, as 
with !ts prevIOus games, players 
will need a hl-5peC PC 10 get the 
most from the impressive graphics 
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Square's realtime strategy war game 
Front Mission AhernotJlIe is due for 
release on the PlayStation in August 
in Japan. Unlike the previous games, 
Altemcnille boasts true-3D graphics 
and SCdleable maps 
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The CUI5e of Monkey lsiand is the third instaUment in the ever-populat series from LucasArts. 
The graphics are approaching DIsney quality thiS time around and the jokes are as funny as ever 

possible to view the action through marine or alien eyes. 
Bluebyte's·helicopter sim Extreme Assault, which uses the 
same new 3D engine, is also nearing completion. 

The term 'long-awaited' simply does no justice to 
Monkey Island 3, which is due to arrive on the PC before 
Autumn. Unlike that of Monkey Is/and 2, the plot is quite 

straightforward. The demon-pirate LeChuck is back and 
wants to marry Elaine Marley - Guynrush Threepwood's 

true love. The player takes on the role of the latter, of 
course, and must stop the evil, undead buccaneer getting 

his way. fJ.S with the last few lucasArts adventures, 
stylised hi-res graphics are used throughout, although 
Monkey Island's incredibly intuitive point-and-click 

interface and surreal humour remain. 
The Legend of the Seven Winds is the first saturn 

game from Enix, wtliCh prior to the 32bit era only 
developed for the SNES. The game is currently looking 

beautiful, with characters and objects able to 
metamorphose into different shapes. The winds of the title 

are said to play an important part in the game. 
like Origin's The Darkening, One - a futuristic strategy 

action game from developer Visual Concepts - starts with 

a man waking up with no knowledge of his past. The player 

then has to take this hulk-like character through five levels 
filled with hunters, attack craft and armoured vehicles to 
find the truth of hiS identity, and perhaps Just as 

importantly, find out why his left arm has been removed 

The Legend of the Seven Wnds, being proouced by Enix for the Saturn, is developed by Gibro, the developer behind the Wonder 
Project tides. The game 'Nill allow players to fully interact with their surroundings. such as planting seeds and witnessing their growth 
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pre screens 

Cu~ure Brain is bringing an enhanced 
version Virtuol-HIIyu no Ken to the N64 

in an attempt to put an end to the 
dearth 01 fighting games 00 Nintendo's 

lTIoKhine. The graphICS certainly look the 
part. although Edge suspects that these 

shots are merely workstation renders 

"Ill and replaced With a cybernetic weapon. The game, a 

visually stunning, true-3D take on Konami's Contra. allows 
the player to roll, flip, hang. climb and slide as well as 

perform various fighting moves. One is scheduled for a 
November release in the US through ASC Games. and will 
probably hit the UK shortly after. 

Realising the lack of decent beat 'em ups on the N64. 
and no doubt the lucrative prospects that would surely 

accompany a good examp!e of the genre. Culture Brain has 
announced it is converting Virtual-Hiryu no Ken for 

Nintendo's machine. This version will represent an obvious 

SCErs RapKJ Racer (left, above) is one 
of the new breed of PlayStation games to 
employ hi-res visuals. Its 60fps update 
(NTSQ sets a stunning new benchmark 
for 32bit software. Its split-screen mode 
is especially impressive, maintaining 
speed with no great loss of detail 

graphical enhancement over the PlayStation version (see 
E46) and will also include a Super Deformed option for 
begmners, Similar to sega's Vlrtua Kids. The game will offer 

30 characters at a smOOth 60 frames per second. 
Following capcom's usual urge to release remixed 

versions of its titles (particularly ItS Street Fighter serieS). 

the company is preparmg Resident Evil: Director's Cut 

for the PlayStatlon. The two-CD pack will Include three 

diffiCUlty levels. including a remixed version with extra 
rooms and monsters, and a playable demo of the 

eagerly awaited sequel £ 

One, a thirdperson-vievved action adventure from Visual Concepts, 
provides the player with a diverse range of visually impressive backdrops 
Pleasingty, the lead character has a wide array of moves at his disposal 



From Software's Armed Core 
(above) for the P1ayStation 
continues Japan's obsession with 
mobile-surt games and is based on 
the highly popular 'Mobile Suit 
Gundam' television series which has 
lasted two generations. The game 
willleature 50 mISsions set in varied 
kxations. such as otles and deserts. 
involving a wide range of tasks 
induding rescuing I'iostages, etc 

I 
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The Legend 01 Gradius on the Play$tabon (above) has 
a scenario based 100 years after the last arcade game's 

settmg. It will feature nine levels of full-on actlon and 
the Gradius series' classic array of powe1-1..1ps 

• 
, , 
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Capcom's Resident Evil: Director's Cut for the P\ay5tation vvill include new opponents (above 
right), camera angles (above centre), and clothes (main). The addition of extra rooms should 

keep veteran players on their toes as they patiently wait for the release of the full sequel 

KOn.lmi's Play$tation ve.sion 
01 Mldmght Run will see 

players hammering along 
busy highvyays. overtaking 
other cars. It should keep 

racing fans happy until GTi 
O!Jb makes rt to the home 
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Jo-
Norwegian developer Innerloop is about 

to enter the combat flight sim arena with a title it hopes 
will blow its competitors out of the sky 

Joint Strike Fighter will offer players 
the first (hance to te5t~ny the latest 
advances in US stealth technololY 

• 

Joint Strike Fighter uses Innerloop's groundbreakinc IFS technololY to 
handle complex alcorithms in rendering an astonlshln, depth of scenery 

m ecause of their complexity and 
• large memory requirements, flight 

slmulatlons have largely remained 
within the profitable confines of the PC 
games market. And while Joint Strike 
Fighter doesn't break the mould by 
appearing on a different platform, it does 
promise to raise the stakes for developers 
hoping to dominate the genre with their 
own ambitious ventures. 

The game offers the choice of two 
aircraft - the Boeing X-32 and Lockheed 
Martin's X-35 - both being considered by 
the US Air Force for the replacement of 
the F-16and F-18 models by 2010. The 
American aircraft makers provided 
Norwegian developer lnnerloop with 
detailed information about the planes and 
the type of weapons they will carry, while 
further technical assistance came from an 
aviation expert. and consultation with their 
national Air Force, ensuring that craft will 
fly realistically. 



Obligatory ground targets, such as tanks and SAM sites, are also present 
during deep-strike missions against enemy bases and headquarten (above) 

MOUlltalns, (anyons 
and valleys un be used 
in order to avoid radar 
or visual detection by 
the enemy Installation 

The terrain over which the action takes 
place continues the developer's strive for 
realism, with satellite data used to make 
sure every town, road, and lake is in its 
correct geographical location. Hence, the 
game's four campaigns, each consisting of 
five to ten missions within 2.4 million 
SQuare miles of terrain, have a remarkably 
authentic look to them, and require the 
player to engage the enemy at sea, on 
land and in the air. Also, because the 
scenarios are dynamic, each mission will 
be different every time it's restarted, and 
the elghtplayer link-up should further 
enhance the game's diversity. 

Surprisingly, Innerloop has decided not 
to opt for 3D card support. We've worked 
with different types of 3D accelerators 
Without any significant gain in appearance 
or performance: explains Thomas 
Hagen, lnnerloop's lead programmer, 
'and we prefer to take advantage of the 
PC's RAM to store many large textures, 
which is not possible with most 3D cards. 

'Also, because of the extremely 
high-resolution textures from our mip­
mapping process, tri-linear interpolation 
is not ne£essary.' 

Given the competltJon in the flight sim 
market, such a project is ambitious, 
particularly for a developer embarking 
upon its debut game. Programmer Paul 
Endresen is confident the team has 

prlt Sl;' .... 1I 

The game's four campaigns will comprise nearly ten million square 
miles of terrain based on georraphJul data obtained via satellites 

something new to offer: 'I guess the 
obvious difference is the graphiCS - we've 
worked hard to create a 3D engine which 
performs terrain and object rendering 
better than anything yet seen on the PC 
[see E43 for more detailS). 

'JSF uses our IFS technology which, 
contrary to other flight sims, gives the 
same visual Quality no matter how high or 
low you are flying. The undulating terrain 
encourages low-level flying, meaning 
ground-strike missions offer a level of 
realism never before experienCed.' 

Joint Strike Fighter'S visual flair is 
exemplary, but it faces strong competition 
in the form of MicroProse's Falcon 4.0 and 
DID's TFX F22. The resulting battle for an 
overall victor should prove a £ 
dogfight meriting close attention. 
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OmilCton 

AIthouch stili In urfy 
deyelopment staps. 
Om/kron alredy 
exudes the dark. heavy 
atmosphere usually 
assod.ted with 11 
futuristic dty. The 
finished version will 
Include 11 creater Jevel 
of street IIctlVIty 

More than just another arcade adventure set in futuristic cityscape, Omikron 
promises a genuine movie-like experience with the potential 

to revolutionise a genre that is begging for a breath of fresh air 

00 mikron is an arcade adventure I game set in Phaenon, a planet in 
a universe parallel to our ()INn. 

The extinction of the system's only sun 
has resulted in subzero temperatures, 
forcing the planet's residents to take 
shelter in five different cities encased in 
crystal domes. One of those self· 
contained megalopolis is Omikron, within 
which the game is set. 

However, all is not as It should be. 
Astaroth, a demon from Phaenon's distant 
past, has resurfaced to conquer the souls 
of the inhabitants and, with the help of his 
growing horde of servants, aims to take 
over Phaenon and any parallel world 
which happens to be lurking about. 

Omlkron's charaders behave reallstkalty 
(above) and some already employ 
excellent fadal motion capture (rtpt) 

• 

At the beginning of the game, the 
player takes control of the body of a 
member of the 'awakened' - a group 
aware of AStaroth's actions and intent in 
puttmg an end to his plan. This is 
obviously more complex than it might first 
appear, requiring players to explore their 
surroundings, using objects, solving 
puzzles and fighting their way out of 
trouble in order to survive. 

The gameplay is divided into two 
distinct parts - arcade and adventure­
with the arcade side comprising bare· 
handed combat and lasergun shooting 
sequences in realtime 3D. Developer 
Quantic Dream is adamant these will not 
be inferior sub·games - rather they will be 



worthy additions forming an integral part 
of the game while retaining the quality of 
the overall package. 

Omikron's initial appeal must be the 
ability to roam freely around Ihe City, talk 
10 any of its enter an'i,building 

-aOO·""""", 11(11", futuristic vehicles that 

'.al,soha,; a f.!W ,,,hi" tricks up its sleeve. 
Innovative concept 

~~~~!~~,~~~~~~~;::i~~;'. When the ~ controlling dies - In 

~~~~~.~":,, - the game does not 
, the player's soul transfers 

Into the first person to touch the dead 
body. Ttle player then has to make use of 
the new host's abilities (having lost all of 
the previously and 

Omlkron's unaccelerated 3D encine Is one of the best Edee has seen_ 
Vast ICKlltions scroll around smoothty creatine 11 convlndne sett:ine 

• 
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As well as explontlon. 0"""" will feature plenty of rultlme action 
sequ_c. Nqllirtne players to Iwme their flPtine skills to lurviYe 

Dr~ deeper""JIIe game. 
Furthermore, players will not be able to 
restore an earner saved version of the 
game, belng forced to contmue their 
adventure..in thell'newty found form. 

Als~th8-first time \0 a videogame, -=,,;;~;;5!!§~~"""'" 
motioo ca~lUre has been used for the ~ I 
characters' faces, which means they can 
be animated In realtlme during dIalogue 
sequences so that speech matches hp 
rI'\Ovements, resulting in an impressively 
realistic - if va.suely disturbing - eff 

omikron further impresses in the w 
_]ta1retldy~zeg a 'S[adeRunner' e 

~~dngl darl< . 
. ~ venng cars and 
seedy-1 - I . ndeed, much. 
work has gone into trying to achieve the 
sensation of being in an actual City full of 
inhabitants going about their daily lives. 
Even after rust six months' effort, the 3D 
engine is look.ing pleasingly smooth and 
Quantlc Dream is promising the use of 3Dfx 
and PowervR cards for the PC version. 

Omikron is an ambitious proJect. If 
successful, Quantic Dream could have a 
title with the potential to revolutionise the 
concept of adventure games on its hands, 
capable of immersing players wlt.hin £ 
a genuine movie-like experience 

I. 
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64 
After a lean period that has frustrated just about every 64bit machine owner, 

the N64 driving game genre is exploding. French developer 
Titus is the latest to join the fray with a supercar licence to kill for 

~/,~/ : .. • '- _ ' ;·~/U:t ~ 
ith Seta's Rev Limit and 
Imagineer's Multi-Racing 
Championship already on the 

starting grid, it falls to Dream Team 
developer Titus to bring up the rear In 
what has to date been the most obviously 
neglected genre for Nintendo's game­
starved powerhouse. 

,) J 

The lelencLIry La .. borthlnl 
DI.bIo will be the loco! 
point of the came, but 
players wlU also be able to 
race other famous 
superur5.ln both tinKle 
player (above) and head­
to-h.od mode. (ripl) 

• 

The most difficult challenge facing any 
company developing a racing title for the 
N64 is making it sufficiently better-looking 
than Nameo's Playstation efforts. Both 
Rev Limit and Multi-Racmg Championship 
are struggling to outdo their 32blt 
counterparts with filtered textures and 
analogue control as standard, but in terms 
of general aesthetics, it's hard to see any 
significant improvements 

Both Titus and Nintendo will be hoping 
that detailed car models and strong 
atmosphere will give Lamborghini a visual 
flair that will leave gamers In no doubt as 
to the technological gulf that eXIsts 
between the N64 and its rivals. 

Of course, racing games are difficult 
enough to tell apart as it is, the market 
overblown with lame Ridge Racer and 
sega Rally clones. Any game wanting to 
steal the crowns from those respective 
classics must walk a tightrope between 
simulation and arcade appeal. To help 
keep its balance, Lamborghini offers a 
number of racing modes across four 
circuits, ranging from a standard-issue 
race track to Jungle-theme<:! and obligatory 
city- and mountain-based courses. 

Eric caen, president of Titus, believes 
that choice is the key to success: 'The 
Arcade mode is easy to get into, with the 
cars just racing through the checkpoints 
and going for poSition, and the cars are 
pretty easy to handle. In Tournament 
mode, you can toggle the number of laps 
you want to race, and you can also decide 
on the level of realism you want to drive 
with by choosing whether you want car 
and tyre damage on - which significantly 
affects the outcome of a race, particularly 
a long one. We're really trying to achieve a 
successful balance between real driving 
conditions and coin-op-style racing.' 

The biggest concession to coin-op 
garners is the inclusion of power-ups in 
the special 'Revolution' mode. These 
appear randomly around the tracks and 
provide time bonuses and/or speed-ups 
and tie in with what is certain to be the 
unique selling point for Lamborghini: 
evolving circuits. As races progress, a 

In IIn oricinal twist. the 
courses .-e desl",ed 
with sections that 
c .... nCe dunnc rllas 
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The game will feature a 
wealth of distinctive 
track side details 

And where would an N64 racing game be 
without the appearance of lens flare? 

number of events are triggered to vary the 
pace, such as rock falls blocking roads, 
bridges suddenly collapsing, and secret 
short cuts appearing in a previously 
impervious-looking cliff face. The 
programming team are hoping to include 
the evolving tracks in all modes, but it's 
unlikely that they'll appear in the three 
and fourplayer split-screen modes, as a 
concession to frame rates. 

The car damage options will come into 
play here as well. as the drivers negotiate 
hazards such as gravel, rocks and ramps 
in hammering out the fastest route to the 
finish, and to this end, pit stops are 
provided. Unlike Sega Rally or GP2, 
however, pits aren't an automatic ticket 
back into the race. Instead, players must 
manually repair their cars using the 
controller to select and replace worn tyres 
and damaged body.Nork. The end result is 
that in the Tournament modes the player 
must not only master the track and the 
vehicle, but the pit stop controls, a feature 
that could be seen as either a major 
innovation or an annoying diversion by 
those accustomed to the way other games 

re screen 

LamboTghini 64 now faces more competition than it would have 
hoped for. It will need a powerful 3D engine if it is to be successful 

treat car-repair options. 
With a split-screen mode, some slick­

looking car models and the option to race 
not only the Lamborghini Diablo, but the 
Ferrari F50, Bugatti EB110 and Vector 
M12 supercars, Titus may well be 
looking forward to establishing 
itself as something of a racing 
force in the lead up 10 Christmas. 

Having already had various 
stabs at Ihe racing game genre with 
16bit computer titles such as crazy cars, 
Fire and Forget and even a Lamborghini­
licensed effort for the SN[S, Titus clearly 
has some experience upon which to base 
a 64bit example. 

None of the aforementioned games 
were particularly striking, though, so it will 
certainly be interesting to see what those 
extra 48 bits are able to afford Titus' £ 
not-Inconsiderable ambition. 

Though Titus does not have a gleaming track record in the racing game genre, the N64's inherent graphical punch 
should ease the load of producing a worthwhile experience. Smoke effects are certainly easy enough to incorporate ... 

• 



re scre e n 

Fans of the original 
game may be 
disappointed to find 
that the seat-of-the­
pants style has been 
replaced in favour of a 
more graceful approach 

Looking Class will be gunning for Microsoft with its 
scenic sequel to Flight Unlimited, a power-hungry 

game thars still regarded by many as the gold standard in flight sims 

~ 
0 sooner have PC owners 
upgraded to decent pentiums, just 
powerful enough to run the 

original Flight unlimited, than they're 
faced with its power-hungry successor. 

The verdict on the original was that 
Massachussetts-based Looking Glass had 
produced a fine-looking simulation, but 
failed to appeal to the conservative 
mainstream, as PC owners, particularly in 
Europe, clung to their ageing 486s. 

Fortunately, things have moved on and 
with the advent of hi-spec Pentiums and 
30 cards, Looking Glass may finally have 

The game takes place over 11,000 
square miles of San Francisco scenery 

the technology it's been waiting for. 
We will be supporting 030: claims 

Alan Dickens, the game's producer, 'and 
native support for some other cards, but 
we haven't decided which to back yet. But 
our target machine is a P166 or P2CX). 

'AS with all Looking Glass games, 
Flight Unlimited 2 will maintain its 
playability as technology advances. 
people are still playing the first game 
some two years down the line because 
the better your technology gets, the better 
the game looks - it doesn't reach a 
technological plateau.' 

Fans of the original, or even those 
who've only recently had the processing 
power to play it, may be surprised to learn 

The game will see 
players sharing 
airspace with up to 
450 other aircraft 

Even without the now-becoming-obligatory lD card acceleration. Flight Unlimited 2 is a visually stunning title 

• 
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Extem1l1 views. essenti1l1 
in any fIi,ht slm. are 
particularly effedive in 
Flight Unlimited 2 

that for the sequel. looking Glass is 
shifting the emphasis away from 
aerobatics and moving closer to the 
straight sim. And without guns, bombs or 
any of the other paraphernalia associated 
with that genre, Flight Unlimited 2 must be 
pitched squarely at Microsoft's Flight 
Simulator game. The hoops course has 
been replaced with 11,000 SQuafe miles of 
satellite-map terrain so detailed that 
Dickens claims anyone living in the San 
Francisco Bay area will be able to pick out 
their own house on a fly-by. 

'tt's the most detailed terrain yet seen 
in a flight sim,' he boasts. 'It's way ahead 
of anything else out there. we're going 
head-to-head with Microsoft on this one, 
and we're going after them as hard as we 
can. We found that a lot of people liked 
the stunts in the original, but many more 

played it straight, as a pure simulator, and 
that's lNhat we've honed in on.' 

It would be easy to dismiss Flight 2 as 
nothing more than a dull PC Simulation, but 
to do SO would be to ignore the potential 
of such a simple concept in the hands of a 
company adept at providing involving and 
long-lasting gameplay. The control towers 
will buzz with realtime radio chatter and 
more than 450 other aircraft will take off, 
land and join players on their tour. It won't 
be just the devout propellerheads who 
find something special in this game­
those who simply wandered the skies of 
Pilot wings 64, admiring the scenery, will 
find much to admire in the hyper - £ 
real virtual airspace of Flight 2 

The detail of the aircr1lft models is amalln, - as are the ,round textures, wh1c.h look better than 1Iny other sim 

• 
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The lame's detailed 
environments were 
ueated uslnlUltelllte 
dab fro. the US 
DepartMent of Defense, 
which wu then "1Ipped 
on to the textures. The 
dty is so dehiled that 
Individual houses C1In be 
picked out on a flyby 
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For those who hanker 
after thel, own plane. 
Flight Unlimited 1 will 
almost certainly 
provide them with the 
most realistic civilian 
sim yet But Is It tunl 
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re .creen 

Not only is the PC still going from strength to strength in the domestic market, 
but the maiden game from a hitherto unknown multimedia 

developer is set to put PC-based machines into arcades for the first time 

The technolo" micht be cuttinl-edee 
PC. but the visual. ret-in .. rather 
basic - tf wonderfully textured - feel 

ffi lasgow-based developer Inner 
workings isn't exactly a 
household name. Until now, it has 

contented itself with producing kids' 
multimedia CD-ROMs for a number of 
illustrious publishers, Including the BBC 
(Wallace and Gromlt Fun pack) and Dorling 
Kindersley (The Jolly Post Office). But its 
first game, Plane Crazy, will catapult it to 
fame this autumn, whether it lives up to 
expectations or not. 

Plane Crazy is a cute-looking 3D­
modelled plane racer with gameplay more 
akin to a motor -racing game than a flight 
sim, thanks to a series of courses 
featuring cliffs and tunnels and topped by 
an invisible 'ceiling' above which the 
player cannot fly. It'S different. fast. 
attractive and makes gOOd use of 3D 
graphics cards via Direct3D. 

But the most startling thing about it is 
that it will appear as a coin-op this August, 
running on arcade boxes which are 
essentially pumped-up pcs, before 

Plane C,ary's stren,th in the arcade sedor Is IIkety to be its originality, Namco h.s rele.Ised .Ircr.ft-based coln-ops 
in the past (notably AI, Comb«). but few which offer the immediacy and licM-he.rted feel of Inner WorkInp'l.me 

• 



Many col.-ops now 
dock in at U5$1S.000; 
Inner Worklnls' models 
will be around IYtf that 

shipping for windavvs 95 and the PlayStation 
towards the end of the year. In other 
words. it's the first game to be designed to 
take advantage of Microsoft and Intel's 
arcade initiative and, as such, will set the 
tone for the attempts of the two corporate 
PC giants to undermine the likes of sega 
and NameD on their home ground. 

Andrew Walker, head of games 
development at Inner workings, is 
enthusiastic about the economiC 
possibilities of the Intel/Microsoft initiative. 
'It opens up the whole arcade world for 
developers and systems integrators. 
Currently. arcade boxes sell to operators 
at about $15,000. and it takes a long time 
for them to make a profit. What operators 
get with the Intel/Microsoft machines is 
the ability, once demand does tail off, to 
open up the box and replace the CD.' 

'The starting price for our boxes hasn't 
been decided, but I reckon it'll come in at 
around $7,(XXl: adds Walker's colleague, 
Mike Lancaster. 'A few years ago the US 
coin-op market was worth S6 billion, but It 

'ifew years a20 the.H~ cOin-on mar et was wortn S6 bl IOn" bJlt t 
as now come down to ~2 bil Ion' 

has nOW" come down to $2 billion because 
the machines are more expensive and 
there's less choice: 

On the basis that Microsoft/lntel 
machines will be about half the price of 
current ones and upgradeable, Walker and 
Lancaster reckon they will be greeted as 
saviours by beleaguered arcade owners. 
But can these boxes really compete with 
high-powered arcade machines? 
Lancaster reckons they can. 'If you look, 
say, at Sega's range, its games have only 
got Slightly better from Daytona through 
Sega Rally to Super GT.' 

Walker believes that 3D-accelerated 
games are now on a graphical par with 
arcade games. '3D accelerator technology 
is the key, along with the idea of generic 
software provided by Directx support. I'm 

plane C'ary's levels offer a diversity of scenery. Some require the player 
to manoeuvre through tight spaus 'between rocky dHf faces (right) 

p,.....-cr •• n 

Thouch much of the game's scenery is relatively stralchtforward In tts 
construction, some parts bear a considerable level of atmospheric detail 

sure that Microsoft and Intel will publish a 
new spec every year. Innovations like AGP 
will become important: 

If you find a Plane crazy machine this 
autumn, check out how it stacks up 
against its peers, bearing in mind that 
under the bonnet will be a 266MHz 
Pentium 11, at least 32Mb of RAM, a 3Dfx 
card, a USB controller and a 24-speed 
CD-ROM dnve. 

Tl1ere are some unresolved Questions, 
such as how developers will be paid if 
arcade operators start putting different 
games in their machines. Walker doesn't 
regard that as a prOblem, and prefers to 
dwell on the potential advantages, such as 
the intriguing prospect of including 
modems in the arcade boxes. He also 
points out that CD-based games make it 
easier to sell localised advertising. But his 
ultimate ambition is 'to get arcade 
machines back into the corner shops and 
chip shops, and thus expand the market.' 

Edge hopes Plane Crazy helps £ 
to achieve Just that aim. 
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, e worm Ihallurned 3D 
An untested SCottish developer has not onlY managed to bag an established and potentiallY lucrative liCence but 
has also come UP wnh what could be the most inventive game of the year. Edge visned the team to find out more 

keep waking up in the morning and thinking, 
"How the hell did we manage to get this?"' 
exclaims Chrls van der Kuyl , VIS Interactive 's 

chief executive officer. Indeed, there must be few 
videogame companies around that can boast of having 
secured the development of one of the industry'S biggest 
titles without having previously developed a single game. 

Based in a former maternity hospital in Dunfermline. 
the now 4{}strong company was founded in January 1996, 
after van der Kuyl became disillusioned by its former 
specialisation in advanced multimedia technologies. 'We 
took a decision at E3 in 1995, after we realised that 
multimedia was not what we were interested in doing at 
all.' By the end of that year. the company'S core members 
had been recruited and were focusing on the task ahead. 

'We took a look at the industry and saw that 
publishers squeeze developers all the time and then all 
sorts of hassles start,' explains ... an der Kuyl. 'So we 
decided, we'lI actually go o ... er and talk to pubhshers and 
make sure they think it·s a good idea, get them totally on 
board, but then we're also going to make sure that we· ... e 
actually got enough in the bank so that no matter what 
happens. we don·t ha ... e to go, "Okay, anything you say. " 
which has happened to a lot of people, We're not anoraks 
but we're all keen garners and really want to push things 
hard. to create games that just go on and on.' 

mi to ensure that the final 
product is not compromised might ha ... e played a part in 
Interplay's decision to give the Scottish developers the 
licence for Earthworm )im 3D rather than several well­
established European software companies. Perhaps even 
more surprising than VIS' coup, though, is the fact that 
Shiny Entertainment isn't doing it. '1 think Shiny work 
under the principle that they de ... elop a property, take it to 
a level and then let it fly, ' offers ... an der Kuyl. 'And they're 
in a great position. They can decide what they want to do 
and they decided to do something else rather than stick 
with Earthworm )im, whereas we saw it as a great 
opportunity for a new company starting out and also 
because he is such a strong character.' 

From left to right: Paddy Bums (software vice president). Robble Graham (art vice 
president). Kirk Ewing (creative development vice president). Chris van der Kuyl 
(VIS Interadive's CEO). and ScoH Maxwell (vice president of games development) 

Although Shiny maintains the right of approval, VIS 
was given carte blanche over the game's design. As its 
title suggests, for the first time in Jim's many outings, the 
action takes place in true 3D, allowing total freedom of 
movement within the game's environment. But van der 
Kuyl is quick to point out that it is not merely a straight 
platform game which has been given a 30 coat of paint. 
'We started out to do )Jm as he has always been, and so 
we've given him a cartoon look. The 2D games are just 
like great cartoons, so we thought we'd try to do this in 
3~. We're not trying to do a shiny, glossy Jim - he's going 
to look like a cartoon but in full 3D. If we were trying to do 
the original Jim games in 3D, we would have had all sorts 

Here, the colourful childhood world (left) contrasts 
against the stark nature of the logic setting (above) 
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EJJD is still at an early 
stage - all of these 
shots are taken from 
a mocked·up N64 
version of the game 



Although stili early, these shots .re already indicative of the sort of warped. dlsconcertinc 
- yet colourful- world players can exped to find Inside the Invertebrate's head (above) 

of horrendous problems. There are platforms and all 
those things, but it's a much more open game.' 

This time around, Jim has suffered a severe blow to 
his head which has left him trapped within it. The player's 
task is to repair his cerebral cortex by venturing into 
different areas of Jim's psyche, exploring his phobias, 
childhood memories and fantasies, and repairing them in 
order to revive him from his nightmare state. 

Along the way Jim has to face old enemies, including 
Evil the Cat, Professor Monkey-For-A-Head and Bob the 
Goldfish, as well as the new adversaries the creative 
minds at VIS have conjured up. Expect to meet the Bovine 
Special Elite (mad, gun-toting cows), a manic scooter­
riding rabbit named Rabid, and Disco Zombies, complete 
with flared white suits and oversized gold medallions. 

According to van der Kuyl, recreating the humour 
present in the game's previous incarnations was easy. 

Chrls van der Ku,l. VIS Interadlve's CEO (above) and 
Kirk Ewin" in ch_rle of crutlve development (left) 

v,s 

VIS' creative team obviously let Its Imallnatlon 
roam free when It came to Jim's enemies (above) 

'Jim's come to Scotland. so he's definitely got a bit of the 
Scottish humour in him rather than the pure Californian, 
but the two match really well, and Shiny just thought our 
brand of humour was exactly what they wanted to see.' 

Jim's off-kilter persona is reflected in the level 
designs. The 30 stages see Jim travelling through five 
worlds, each representing different areas of his brain, To 
this end, 'Happiness' finds him on a giant pizza where he 
has to struggle over toppings while avoiding hazards: 
'Fear' inctudes a range of classic horror clicMs stemming 
from his over-consumptlon of B-fticks: while 'Fantasy' 
indulges his long-standing desire to become a sheriff in a 
Wild West town, The whole experience resembles 
something that might have materialised out of Davld 
Lynch's mind, 

As well as running around dodging bizarre obstacles 
and solving fiendishly designed puzzles, Jim has to work 
his way through a variety of sub-games, These Include one 
in which he flies around with his pocket rocket, and a 
snow-filled section where he does the 'slalami' using a 
huge sausage as a snowboard. 

The game is currently being developed for the 
Nintendo 64, PlayStation and PC, but there will be 
differences between the three versions, as van der Kuyl 
explains: 'The N64 will include all of the technological 
tricks that the machine allows. The only thing we've got 
an issue with is what to do with the music, but we think 

I. 
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<Ill we've got a neat Idea. The best example of this is 
Shadows ofrhe Empire. The music in that doesn't sound 
like MIDI music and that's because it's not - they've 
sliced it up and done on·the·fly mixes. The PC version is in 
D3D so with the right card it will look as good as the N64. 
The PlayStation will probably have a few different things. 
because we want to differentiate it a little bit as 
Earthworm Jim will never be exactly the same on It: 

if grabbing one of the hottest licences around 

wasn't enough, VIS has gone a step further and 
persuaded Hasbro, a company which usually only licenses 
conversions of its own board games, to publish the 
Scottish team's second game in development. 

H.E.O.l. is a possible contender for the weirdest plot 
in the history 01 videogaming. A race of aliens has secretly 
been visiting Earth for thousands of years, chooSing 
interesting human specimens and taking them back to 
their planet. Once there, the live specimens are put 
through a modified carwash apparatus which decapitates 
them, removes their brain, polishes their eyes, cleans out 

H.E.D.Z: s oneplayer game offers an impressive ]]:5 
wildly different heads. five of which c:an be taken Into 
c:ombat at a time against c:omputer-c:ontrolled aliens 

As well as bilarre opponents (above), VIS has come up with suitably odd suba:ames 
suc:h as the 'slalami', requirina: the player to surf atop a slippery sausal"e (top left) 

their ears and spraypaints them to provide the aliens with 
a trophy-like piece of headware at the end of the 
gruesome process. Obviously, this being a videogame, the 
aliens instantly assume the character's abilities when 
they stick them on top of their own heads and then set off 
to battle across the galaxy. 

'The basic concept behind H.E.D.Z. is the game of 
marbles and the idea of having some kind of game where 
you·d have a collection of things that you would gamble 
against someone else's,' explains Kirk Ewlng, vice 
president of creative development at the firm. ·There's a 

H.E.D.Z. boasts an recedenled 225 characlers for lite 
single player 10 balUe with across seven environments 

little bit of 'Predator' in it, but it's like 'Predator' meets 
Worzel Gummidge.' 

H.E.D.Z. boasts an unprecedented 225 characters for 
the single player to battle with across 35 levels in seven 
environments. They"re as diverse as you could imagine, 
and include 'real' people like Jimi Hendrix, Richard Nixon, 
Alfred Hitchcock and Salvador Dali, each of whom has a 
unique, a normal and a special attack. Indeed, the 
Spanish surrealist painter would have approved of some 
of H.E.D.Z.'s other contestants - the 'aircraft carrier for a 
head' character springs to mind - and Edge can only 
imagine that he would have felt at home within the 
confines of the former maternity hospital in Dunfermline. 

'We wanted to have a total dense variety of characters 
- something that would incorporate every slice of culture 
stuffed into all of these characters,' says Ewing. 'This is 
combined with the principle of a combat game where you 
pick a number of heads - in this case five - and gamble 
them against someone else in a game of war. And there's 
an element of cash, too. You can shoot someone, their 
head pops off. you collect it and then you dunk It in an 
American football kind of way to get the cash back for it, 
with which you can recharge the heads you want to take 
out in your collection.' 

The variety of heads allows for strategic play. Certain 
types are suited only for attack (firing homing missiles, for 



Vehicle·bued heads allow rapid access to any of the area's vantage points (above) 
TlIe emphuis is on players to work out their own straten in order to win battles 
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VIS' art (top) and music 
(above) departments 

example), while others act defensively (by turning Into, 
say, a block of stone), Some use vehicles (land, water, 
and air) in order to quickly reach vantage points, while 
'Info heads' survey the landscape and store the 
information in order to reveal potential ambush spots. 

lnfo heads also have another use. 'They allow you to 
find out what heads other people are using,' explains 
game designer Stewart Waterson. 'The strategy element 
of the game means that you could come across a weak 
head and feel confident that you could beat the other 
player. But he could be playing a game 'With you and could 
pop that head and have four really dangerous heads. So 
yOU could be lured into a false sense of secUrity, 

It seems that people who buy H.E.O,Z. when it is 
released are assured of some smooth , frantiC action. But 
as much fun as the oneplayer game might be , the most 
appealing feature of H.E.O.Z, could well be its online 
capability, 'I suppose the initial premise was for it to be 
the ultimate Intemet game,' asserts Ewing. 'We believe 
that this is an Integral component and we think some of 
the best fun can be had over the Internet, We really want 
to create a culture where these things are collectable and 
tradeable. We'd like a stock market of heads running on 
the Intemet.' 

In terms of graphics, the near·complete version Edge 
was shown is already impressive. although it still requires 

• 

a few finishing touches. The cartoon·style approach does 
much for the game's overall character and the heads 
themselves are pleasingly detailed - a result of VIS' 
advanced voxel techniques, 'The beauty of voxels is that 
you can model anything as complicated as you want and 
do things that you can't necessarily do with polygons,' 
says Ewing. The use of 3D cards should heighten the 
game's graphical appeal, allowing it to make use of 
advanced blending and transparency effects and 
incorporate other visual trickery. 

Despite the company's obviously demented approach 
to games. VIS Interactive's vision remains sound. For 
example, Van der Kuyl is determined not to expand for the 
sake of it, 'If we can find brilliant teams, we'll put them 
on, I don 't care if we've got 50 teams - If they're great, 
I'll have 50 teams, But if we can only get shit, then I'm 
quite happy to sit with two teams.' 

Judging by the Quality of its first two titles, the big 
league of interactive entertainment could soon be £ 
welcoming a new player., 

The on line capability is H.E.D.Z." greatest potential. 
ensurinl frantic adlon as eight players b.1tt1e It out 
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ALIFE LESS ORDINARY 
MOST GAMES LOOK TO THE PAST FOR THEIR INSPIRATION; COMPUTER ARTWORKS' EVOLVA 

USES COMPLEX SCIENTIFIC THEORIES AND THE STATE OF THE ORGANIC ART 

Destr0rin, alien hatcheries 
(aboye Is lure to make up aft 
Important element of sever •• 
Evo/vo missions - there wUI 
be 12-15 of them In total 

r 
t 

... 

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

In the game, the pl.yer controls four Ceno HUnte"­
weird hybrids of Insect. reptile and mechanoid 

he screensavel has never been a particularly 

respected artform in the world of computer 

entertainment - not least because modern 

monitors have now rendered It pointless. Howe ... el, last 

year burgeoning software company Computer Artworks 

turned its acclaimed Organic Art package into a saver and 

then made the program available on Mlc/osoil's webslte 

Within ten days, 100,000 downloads had been made and 

It suddenly seemed as though no PC was complete 

without (I 3D virtual sculpture SWHling afOund the ~feen 

when the computer was not 10 use. 

The reason for the fuss was simple: Organic Art was a 

beautiful and inspiring e~plo ratlon of computer artist 

WIIII.m L.th.m's theories on evolutionary art and 

artificial hfe - now the driving forces behind everything 

Computer Artworks does. But this was just the lip of the 

company's ambitions. latham, together With game 

designer and pfOgrammer Mark Atklnson and a very 

small team of committed indiViduals, is now working on cl 

number of prOJects, including Orgonlc Art 2, a logo for 

:'Iew cinematic sound system 015, and, most interesllngly, 

a PC game called EvolvG 

It is the latter which the company seems to be most 

excited about. Lalham himsel! has admitted that 'Organic 

Art was only a stepping stone towards making Evolva.' It 

'5 also that game, stll in the early stages of development, 

which drew rn05t of Edse-s attention on a recent trip to 

Computer AnwQlks' Clamped offices In Victolia, London. 

The game Itself sounds $tralghtforward. An alien race 

is spreading throughout the galaxy like a virus, landing on 

planets, USing up their resources and then destroying 

them, sending ml lions of ahen eggs into space ready to 

land on new worlds_ The player controls a group of four 

biomechanlcal drolds, known as Geno Hunters, which 

land on one such Infected planet "nd have to carry out 

12-15 miSSions (the final number hasn't yet been 

decided) to destroy the aIJen ace and save the planet 

At a very basic le ... el then Elfolva IS a kind of 

thirdpelson strategy shoot 'em p combmlng elemellls of 

Quake (Violence), ComrnfJnd & CO'lquer (military 

strategy) and romb Raider (puzzle solving). However, 

beneath thiS ratl er orthodox exterior, almost every facet 

of the game l dnven by latham'S organic/evolutionary 

Ideas '01 for 11 e sake lilt. inSists Atkinson, but because 

they ildc Ihe gameplay. 

Perhilps tne most important use of the evolution 

concept S III the Geno Hunters' capacity for mutation. 

There are dOlens of po.erfl,ll weapon pick-ups available to the player with which to combat alitn troops. 
When not in use, these weapons mer,e b,ick Into the finely detailed exo-skeleton of the Geno Hunter 

'-------



This process 15 probably best described by Atkinson, who 

relmed Latham's orIgInal ideas into a viable game system. 

'The main form 01 po ..... er·up is the Mutator: he explams 

'By killing things you accumulate mutation points, and 

once you reach the threshold you get to use the Mutator 

IwhlCh appears as a separate options screen]. This gives 

you a selection 01 mutant variants on your Geno Hunter, 

each powering up the creature in a dIfferent way - faster, 

strongel, smarter, extra weapon, bigger weapon, modified 

body part, extra body part, etc, or, if you're lucky, a new 

abIlity. You choose the .. allan! you like best and your GH 

morphs mto this form. 

In other words, mstead of picking up rigIdly defined 

power-ups, the player acquIres genetic trdlts which give 

his Hunter different abilllles and cause it to morpl'> into 

new shapes. In addItion, the player can use the Mutator 

screen 10 merge the genetic attributes ollwo Gena 

Hunters (ie to mate them) in order to come up with 

'babies' whIch combine the separate strengths of their 

'parents' In this way, users can mould Hunters to comply 

with their own ideas of what Will make a successful being 

- fast and athletic, or slow and loaded down with 

weapons. The chance of two players mutating their Geno 

Hunters mto identical beinss IS apparently 1,000,000,000 

to one, so each sroup Will be unique. Computer Artworks 

is even considering makins it possible for players to swap 

Hunters over the Net. 

And that 's not all. Accordins to Atkinson, players can 

also Sdin new special abilities (flle-breathms, polymorph, 

psychIC, body charse, web, etc) by killinS a boss alien 

which possesses the ability the player seeks. Once dead. 

the boss drops the gene and the Hunler picking It up 

Immediately acqUires that new ability. It then becomes 

pan of the player's colleClive sene pool, which means 

that It will ha .. e an increased chance of appearmg in all 

Gena Hunter Mutator sessions from then on. 

All the visuals see here .re from the JOb version 
of Evo/vd, but other PC :SO cards will be supported 
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l The " .. rtety of creatures In the came Is Immense. Each 
Is a liD realisation of latham's orcanlc art techniques 

Given this di .. ersity, it is difficult to describe what the 

Gena Hunters actually look. llite, although they're probably 

most accurately descllbed as 'biomechanical insects' 

Ed,e ;clwa number of mutated GHs at Computer 

Anworks, all of which looked amazinsly intricate and 

smoothly animated. lke the Hunters, the baddies can also 

mutate themselves, but they come in basic types such as 

soldiers, scouts, builders, etc, It will be up to the player 

to fmd 01Jt what enemy bemss (again, 'biomechanical 

Insect' 15 the most appropnate destflption) do what. and 

whIch pose the biggest threat. All, howeve", are highly 

Intelligent, As latham pomts out, 'The aliens that you will 

be up asamst are really ·Iiving" driven by AI and Alife 

algorithms. They are seriously dangerous opponents, as 

they are unpredictable like predators in the real world 

ThIS should add an extra challense to players used to 

predictable enemy behaViour 

As for the missions, the objectives vary from taking 

out key enemies to inliltratins whole hives, and all make 

effective use of the fUlly 3D landscape (so players Will 

often have to wOlk out whether attack would be better 

from above or below). On top of this, they require a • 

~af $ ety of Ulctics by combining puzzles with 

straightforward 5hootms· The problem of controlling four 

Hunters at once IS remedied by means of three camera 

~leW5 at the base of the screen, enabling the player to 

control one Hunter whIle at the same time keeping an 

eye on what Ihe others are up to ThiS nOI only allows all 

~ ... 

all f. 

EvoIvd Is filled with eerie and 
buutifully desirned scenery. 
bathed InllJhtof various 
colours_ bcft minion takes 
place In a new Ioution 
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Textures are so detailed in £'IIOlllfl. and the frame rate 
so smooth. that the ,Ime resembles rendered footaee 

The Computer Artworks team 
h'''e spent hours mapping 
out the ways in which th;j 
Gena Hunters mutate In 
response to different pj(k~ups 

-------- - ---
four to be protected simultaneously but makes ,t 

relatively easy to formulate deployment strategies 

Visually. the game is truly breathtaking. Each miSSIon 

takes advantage of a different landscape style, so the 

player gets to see jungles, Ice plains. deserts elc - all 

lavishly detailed and brashly coloured in hi-res. The game 

will also be supporting 30 acceleratof cards 50 a 

sustained frame rate of 30fps is e~pected. 

Most interestingly. though. all of the .... elld Ii!ndsupe 

features are designed with Latham's Organic Art at their 

core, which that means nothing IS qUite as rigid at It 

seems and many aspects of the sUffoundmgs are open to 

mutation. Explorable tunnels, for eumple, open up out of 

nowhere, and seemmgly harmless plants transmute mto 

deadly enemies as the player passes It IS as If every 

aspect of the game is alive - a refreshmg move away 

from the static prettmess offered by most game scenery. 

Computer Artworks is, If not unique, certainly one of 

the most innovative companies workmg in software 

development today, Despite the familiar gameplay 

themes, there's a wealth of Idels hele, and, for a change, 

a slightly different range of influences than the last big 

beat 'em up or lirstperson shoot 'em up. If Evo/vG is I 

success, there is a chance it could convince publishers to 

anowa greatel elemen! of md!vlduality mto games 

latham, however, rel"'lains philosophical. 'ThiS could 

either be an enormous success 01 a glgan!IC 

failure: he states matter of factly. £ 1 

EVOLUTIONARY 
ART AND ARTIFICIAL LIFE 

rr:n illlam LathBm's concept of evolutionary 

..... design as seen In organic Art and Evolva -

is bas~d on the research he and programmer 

Stephen Todd carried out whHe at IBM, as well as 

his own early experiments Into evolutIonary 

sculpture at the Royal college of Art. Latham's 

orl8ln&1 Idea was to create organic-looking 

sculptures by giving the computer a simple shape, 

then a set of parameters to mutate It, like 'twist' , 

'stretch' and 'union' (derived from terms used to 

describe DNA moleculesl before finally 

instructing the machine to develop organic· 

lOoking 3D struc;:tures based around those criteria 

Stephen Todd then wrote a program to facilitate 

the process lInd the foundation for organic Art 

(and much of the scenery III Evo/va) was created. 

T". Mutator element of Ellolva takes the idea a 

step further oy IntrodUCing IIn element of 

artificial life into the proceedings Jnlike artificial 

Intelligen e wnlcn seeks 'only' to replicate the 

Intellectual resources of a numan mind, artifiCial 

life ,s an ttempt to emulate the biological 

processes of liVIng lenetlcs evolution, natural 

selection sexual reprodul tion, etc. Millennium 

Interactive attempteCl a similar experiment with 

ts Immensely clever Dut commercially unsound, 

t tit' Creatures However now, of course, 

everyone ... as gone artifiCIal life mad with the 

th ,11 ,)1 1.,,, ~otchi a Simple AL product. 

More info 

• 1 '101, 1 ," ',Art and Computers by Stephen 

Tu (Ill ,"1[1 Wllllam Latham, Academic Press, 1992 

• Artificial life: The Quest for a New Creation' by 

li,teven levy, New York, NY 1992 

• Blind Watchmaker' by Richard Dawkins, penguin 

• nttp:llwww.artworks.co.uk 

• http &life,santafe.edu 

• http://www.fusebox.com/cb/allfe.html £ 
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After a decade In the edutalnment and multimedia wlldemess, 
Brederbund is attempting to recapture the kudos It once boasted as a pure 

games developer. Will Its new slate of titles do the business? 

, ..... _-......... _= 
t' f .. &RIll. , 'al Cl e , 

A 
nyene not famihar With the world Of point·and-cliCk 
adventures could be forgtven for thinking that 
Br0derbund was an extreme nght-wmg terrortst 

organ saMn from South Afnca rather ttlan a top games 
publisher. But the firm, based Just over the Golden Gate 
Bridge from san Francisco in a Quiet town called san 
Rafael, has published one of the most successful games of 
all time - the granddadCfy of point-and-chckS, Myst, which 
to date has shifted rNer three mi 100 Copies. 

In the 1980$. Br0derbunO'S status as a games PUblisher 
was assured, thankS to classics Ike helicopter Shoot 'em 
up Chop/ffter and AraOlan platforrner Prince Of Persia. But 
after a decade spent raking in the profits from Myst and 
mega·successful eduta nment t tIeS such as cannen 
sand/ego and prtntshop, Br0derbund is returning to ItS 
roots as a new pure games brand, with glObal ambitions to 
compete once more WIth tne world's tOP game publIShers, 

As BrOClerOund's vice president and executive publiSher 
Ken GokIsteln expla ns, the company's story has been 
dictated by some unforeseen successes. 'In 1985, two 
things happened to the company - Printshop and carmen 
sandiego. We had no Idea they would beCome a subStantaal 
business whiCh would drive us for ten years. Then we had 
Myst. We launched it with modest aspirations on the MaC, 
and three million unitS later rea lsed we were In the 
entertainment business Then the busmess started to 
flatten. About one-a'ld-a-half years ago, we lOOked at It and 
asked: ~Where's the growth area?~ Tl1e only area we could 
see grO'Ning steadily was the entertainment category.' 

HaVing deCided to refocus Its energieS on games, 
Br0derbund tOOk the radical step of launching a whole new 



brand, the cleverly named Red Orb (read it baCl<waf~ ). 
'The categories we're 110st interested in are adve1tv:: 
and storytelling, strategy games, and action,' expl ~Ins 
Goldstem. 'I don't think you can be in the entertain TIC 1t 
market and not in the action market' Red Orb's ~-up 
far, in order of release, conSiSts of warlords 11/ (a turn 
based strategy game from Australian developer tSl J; 
Riven, Cyan's massive 3D-modelled follow-up to MYSI ( e·~ 
Cyan profile, p22); WarBreeds, a realtime strategy g'-ne 
developed in-house; Take No prisoners, a three-1uartc'­
viewed shooter developed by Raven (of Hexen f.:~e); an 
the hlgh-~ech time-travelling point-and-clicker lOI.. eyr7J.!n 
prOject 3, developed by Presto Studios. 

Take No prisoners is surely the most ImPlrtc.: 
game in the Red Orb portfolio, underlining 8rooerbund'<:. 
drive to realign itself as a proper games compaf1Y ·,,·.t1e 
than a purveyor of kids' multimedia. A full-a" sh e w:h 
an unusual three-Quarter top-down view, ·t doe "t tl )(1 

gore or weapons (the armoury Includes a 'St.::· wars )lie 
lightsabre). Although the view IS pretty much f"":xe~ ~"S 
20 sprites which are suoenmpoSed on a 3D "'ngl ~. gi>Mg 
an unusual Impression of vertlca! depth De'. lope ~., 
acclaimed for its work on Heretic and Hexen, has ~ 'eal 
reputation 'htlen It comes to creating shoot 'em 1,1OS, so I 
would be a big surprise if thiS turned out to be a deg. 

Steve Schreck prOducer on Take No PfI";O(1r>rs, IS 
keen to point out what sets the game apart from th ~ 11311' 
shooters on the market 'It'S set In a DOst-apoca!ypt! 
world, in which you play a cna-acter called Slade, WI ) ~ 
out on hiS own. You have to travel around the City. flgrtlng 
factions of mutants called loners. It has a story eleme-' SI 

strategic element, a puZZle-solving element and lots ~' 

action. The loners range from pf/son psychos to normal 
people such as yuppies, nerds and cultistS, all of whom are 
trying to fend for themselves. Whereas in something like 
Doom or Quake, you can only play one level at a time, rpre 
you can, for example, go from the prison and walk across 
the street to the hospital. It may not help to defeat what's 
in the prison if you go round the hOspital first, but at least 
you can explore. The Slade character has 360 different 

• 1 

Warlords Ill. from Australian codeshop 
SSG. allows up to eiCht players to take 
part simultaneously - and without the 
delays such play would normally brine 

frames of anilTldtl_' dnd there are 21 we3por' al j 12 
different enemies, Plus, there's a sign·fice.." 11 J ·Ip u'le· 
c Jmponent with six different gamf.s In Jdlng a 
deathmatch, cooperative play and assassin mode There'l 
a much more strategic component to top-down ga Tlt:!S 
than is possible in first-person efforts. 

Humorous touches abOund - the yuppie characters, for 
example, are armed only With tennis racQue S. and if Slade 
is left standing for a certain tine, he scrati h 'i hiS head 
(J 1d lights up a cigarette 

Take No Prisoners IS slated for a November release on 
PC only, and although equipment demands Will prooably 
be slightly higher tha" those of Quake, a 3D graphiCS card 

Idr be required gL and runnmg effP.CtN'E y. 

warlords 11/ may be ,rom the same mould a, the 
~s )f WarCraft 11, but its prOducer, Dexter Chow, 
• ' lS it contains enough innovations to make It'itdnd 

~i 'Although it's turn-based, With prObably up to el, ~t 
p 3'yers ,::Jarticipating. It has Simultaneous turn·esotution. 
At th~ beginning )f eaCl turn, any playe' ~ move In any 

c ,)0 :)iCI( any _ -,k and attack..' This, .1 m:-:h )W, 

rr .""':. the pere" " ~I pro...')m Of wai ing arour"'j while 
ev'£ yl le e ~e dC'- the r st, 'f 

It h-, a full set )f :Jmpalgns WI h cut-: ~e .3S r wc:rd 
~C..!2 c;. ·ld;o on, and a random map, if requirE-d, Chow 
~dd~. 'It ha: three level, of AI which can be set so that tl-)e 
:omputer knows only what the human player knows. You 
.d 0',0 set a timp for the turns, and you can customi ie 

the ~_ "ting poinu so . hat ;ay, each s de ha: 1,733 pr ifltS 
to ! :...n(f. F i!uy~ who,,· ... getting gOOd at tl-)e game 
the ---. ~r 12 ~-e 10 - JS, e- 'h With a storyline Th -e c:-e 

n. 3U ~ :;, i")ut ~)€1I mn....~ement isn't a )Urden' 

WarBreeds is perhaps the oddest wargame to date - plaletS cultivate a strain of mushroom 
which is refined and used as • power source. The came s alien visuals are distinctive. too 

screen 

Read it backwards and 
it all becomes dear ... 

The coln-op version of 
one of Brederbund's 
dassles. Chopllher. set 
the company on a roll 

In keeplnl with Its 
predecessors. Warlords 
III hu a fMttasy theme 

, , 
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The PC WiJrtame scene has never been so active. 
and Warlords 1/1 will be coming up .galnst some 
big·name rivals. induding Bliuard's Sfarcraft 

... Typica ,y, the ob t.- W'~rl( rj '/ .,. w 11 ) 

smgle city, explOl-l (In" :on ~Je rl 
establish an economl bC:;e Tt ... g_ "n S lie 
August, and looks to bI 81 Itt> 'r pp n ,I £X.-'l'l 

warBreeds might IU j rt! non.; 1/1 but 
it's a very differenl pr PI )n.AJ 1d ~nr"'ly w~ 'd 
realtimestrategyg<: 3tl r ,,~r!,(' '" -he 

involved plot cOncerrlg d fie, n .' n ~e - ~tl 

engineering and e-,'e _ h ~-~ 'I g, 
'It takes plal:C .... A l, 3r ~ ... ~ne riff 

fictional galaxy, 'IJh(:-.l ca) ,'e JY::. 
Ala" Wasserman .... g: Jp n Cl 

attE-;;:toexp " e ~~ g~nlt:il{ 
'l~W rej roe tt e le tt- 'fh r1C'" 

c-::~e :hr ~ t" le .«,1 Cltl r'l e ~10 h,! 

Yejd-" 1 t 'y J ,- 'tie 
#!'l t" _ _ .e K 3 'vi; '3 tu"'g 

c;£;"HC· .. ·"f' leg'1eh~:two 
L-- __ :~ i, ~, ()LP yt"'~T~ J 

f('· <,,' d' J,wreeYI J"':.:.r1 'f 
P yng - le'.' h c_ .. .,-, 'C3n lWlthf'"'Oofth::: 
ne r J. 

" ID 1. 
b h~:- -"l1 t:~. 

wto h • ... ~re .: i: tl ee 
WEACS. \ J- -n 

f Mr.ln d j :ornb3t un t-

y fAW "'1~nle1 WI h mus: 
NI r" ,un;c is ml :hroorll" of 

H "f: "vpe) pc j~ )Ore and 
()( " . J, 30d nu Id \;I refinery, whi ,h 

As any~,",e who knows the world's came development scene will be aware, America's 
north west coast Is a rich source. Brederbund Is based here, In the town of San Raf.el 

The Journeyman PlOjed J uses an innovative method 
In allowing players to explore lts extravagant locations 

g"·s you .~)we YI J d 3! :' tJ.! rj relay towers, which 
extC'"ld your polNer zone iO .. -," customise the combat 
c-eatures with blotec'" gi:-rTKJ ~ Ke .... ' 'Cul-3r saws and 
l'T''S.iI;; lau'1ch':T!;. Whc yo J K E"emy re3t'Jres, you can 
(' ~n yOur sh.;;,rn3n down .0 c ,~1 ge''"'' frorn ',h,~' rn You 
c 30 (, ';0 ~u::: ~h your own 1-- Y- ~ to ~op e ,.,fTl;QS frOll 

c 'Iecti ' 19 yvur g -~nes. 

-r,ough 11ight SOU·'j 3S I v.':;h W:._,·lr~' . JS been 
00 '1~ '0 , i<! Iy mushn)n th 3 '1: me I- ·)t c 1l~" "e5 

wit l ~rT'\e surpp:; 19ly good gl_;:" S -a rT'1ke r.; s;rategy 
game whicn Mands out from the ide '"ItlK t 'llasse;:. d"'llj has 
')u;"1e involving gameplay twists, As s essential these days, 
t1ere's a cooperative gameplay mOde (uP to eight people 
c In play Via a tAN or tl1e Internet), and the different clans 
have some inleresting attTlbuws. The Magha, for Instance, 
can tum invisible, and whne the bovine Kelika are slow­
moving, they can pack a fearsome amount of firepower. 
WarBreeds may sound a tad weird, but If itS gameplay lives 
JP to expectations, It :ould bf cult hit 

The Journeyman Project ,. ~ )f futuf'.>tic 
It-and·ch (f )rT' . . a ... le-lUered 

history, Tre 11 fJ- ~I;;i. .. r.~w grap~ Ical 
stardar1. S()jd c.rounj SOC::OO cop e~, which sounds 
np~esslve ~ 11 I )'I U .c.: tl'~'"h Jt about hal~ of these were 

diShed" , )un ~ ~"wl~h eif y MPEG cards, most of 
whl -1 we·' 10t('IOllSty r~luCt,j "0 WI Irk property 
Regardle:- of whether it was any good, it we':'. too fa ' 
dh '!ad ~ . h ~ 3va, 3b e h 3rdware when it wa~ released. 
Jr JmP>/fTli:., p~oJe ,r", d SdjJI€2red without :rC!',e partly 
be..:aL ... t was publ ~'ed by 'h''1 obscure $a1ctUC!"Y Woods 
and i,Jdrtly be .(IJ:;2 )i exorbltb"!! priCing, But Red urb is 
determined to make a success ' h)urneyman prOject 3. 

Steve Schreck, who IS also )P3 prOduct manager, is 
aware of the weaknesses of prevIous Journeyman projects, 
YE:( believes that developer Presto StudiOS can make it 
third time lucky. 'We've known Presto for qu ite a while and 
saw that there were some really gOOd aspects to their 
products. The consensus was that the things that weren't 
good were easily fixed. Pr(')to have some really good 
pUllles, and wh;: ' IS ra"e L tnat they Integrated IntO the 
story very wP.!I Tr.e pn -,Ierr. In ,P2 m3inly in .... olved the 
lterface Ulr'c wa~, a lot ;" • ufl but '1Dtt'll'1g interactIVe 

'hatyou loJ!j lick on. "he nve",torywasCJmbersome 
dnd altl10ugh you were focused v'' . hR screen, you were 
~Vlgating 'JS ng cCCltrols outSide the scree" 

,urneyrnar. Project 3 uses Instead ,~ f ,~t of fu Iv 
I Xle Cd 30 2nwonmefllS (With 2D h 31 d 'f~r') 

supenmp.,ed), ard an mnovatlve QIJICkTime VR-style 
:::vlgation sy. tpm which tets players look up or dowII 

uepending un whether the cursor '5 above an equatorial 
rnid-polnt of the screen. Broderbund will not reveal whose 
3D engine technology thiS uses, but It is certainly an 
elegant means Of controlling the character preCisely USing 
Just one mouse button. Tl1e game IS set In three impressive 
environments - Atlantls, Eldorado and Shangri-La - and 
has a convoluted time·travel ing plot explained with the 



(From left) Richard Vanderwende, Robyn Miller and Rand Miller are the creative forces behind Cyan. The company's 
first project.. Mys', paved the way for polnt~and~dlck adventures. Its next venture could by a similarly sized success 

help of cuHcenes. The player's time-travelling suir mak!"'s 
It posSible to take on the personas of tile characters 
encountered in the game - Indeed, assuming the right 
identity is vItal to solving many of the puzzles. 

likely to appear in early 1998, Journeyman PrOJect 3 
will certainly be a cut above the average point-and-cli:k 
game. There's no doubt that it looks great and is about as 
interesting to play as such games can be. Not one for 
those who crave shooters, nor likely to be a bona fide 
classic, it should nevertheless be able to atone for the 
previous, rather limp Journeyman games. 

with this solid portfolio and the likely blockouster, 
Riven (Of which more later), Bmderbund looks like It means 
business with its return to the games wOrld as Red Orb. I: 
is abOut to emphaSise this with a free online gaming area, 
and is aggressively looking to sign up new developers and 
build up in-house development teams. If Br0derbund/Red 
Orb's journey back to its roots can produce the spIritual 
successors to the likes of Choplifter and Prince of persia, it 
will certa-nly have been a worthwhile exercise 

Hidden away in ao OOSCure place callec spckane. 
close te the Canadia!'l o(yder in WaShington state, is a 
small game developr~'en: house t:a,;(!(j eyan. A qUick tour 
around the charmless town suggests that eyan is not like 
other developers. This is not the sort of place where you'd 
find John Romero or his ilk pOSi'lg around in slinky Ferraris 

T1e local paper ddvert se<.; ClrID '1g Optjonal Bi'lg0 at the 
MlliwOOd MaSOniC Lodge wnlct1 ce>nJ'Jres up VISions of 
nandshal(es gOIng b~y..1CI f ~ 1"" :0 bizarre It'S tt}cl sc·: of 
place you go to In on.:· r to Shoot gnll ies or .1dulgE> 
paranoid conspiracy ttle)rle~ 'Jy sett ng up a far-right 
militia movement Nf: 'lg In a pme forest on the edge cJ 

town is eyan. This :;miJi jevelOper, run by brother~ Rand 
and Robyn Miller, is "lrdlv prollfic - it has only ever 
released one ga>TIt Ye: thbt g,J~ e, Myst, is one o! the 
Most successful ga;' ,. ~40ry. "'avj1g shifted ove'" 
three million Mac an1 p c· ~ cs, 3f1:J s the c ass'c p'.)lnt· 
and-click adventun:> JY w, h C' others are Jdg·~. It r lS 

alSO been descnbP.d dS ~ ~:i.1lt, for people 'NI? jar t P'3Y 
games, but few of . 'S";;"1 JOC:st such a dc-c'''''' -.;Idly 
obsessive far ba!)' M ;.' r ottlers ar j :h; . ; ght· 
hand man Richard Vanderwende 'i);1 ~x-';' ,,1'1'"1 
employee responslbl·· I1 . :h~ fi11 ·Aladd··'") are S'rten,:'!ting 
to harness the technOl" " ..J: c:·j\·ances wn:- ':avf! :Jern 
made since Myst first i!:;~rec: and c'sft c"'C:'I!?1 
legendary chapter, WhlC1 -It be..(; ej ~/vet1 

Themostimrr~.;·e", b'.. ~S:'3: "tleCyanlan:s 
that they are perfe ~-: :',!:: :>lr~; .. -g ~r'>? .c go;; " d "')C:'it to 
the point of ob~t=>c;:, o~ L' _ .. \ 'I. 'h0:ompany reftl.;"ed an 
advance from Br0ck1)u j .... "'"'c· t started deve.oping 
Riven, in order to ret} 1 total ,:C""'ro, :lIOl.:ghing :he mor~y 
it made from Myst be: le nro ;"S :)L.ccesso'. -rh 3 has. 
inevitably, created a few"r ::'IOfl~ between deve uper and 
Publisher, but Br0de'bul"'td :~ cl more enlightened publ:sher ... 

Riven Is Cyan's follow-up to My!" The games' creators, Rind Ind Robin 
Miller, have been busy Investlgltlng technolocY since their debut title 

t 
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Riven is one of the most I".phically he.vy c.mes ever. 
with countleS5 polYlOn models cr.fted In SohlmGge 

.. than most and has I.JOshakeabte confidence in Cyan. rhe 
Mt:'er brothers certainly don't talk like your average 
de','eloper. Here's Robyn, for examjJle: We're not doing 
this juSt because we want to make money. we want to 
create sometl1lng and express ourselves. 

'Up here we can just fOCJS on work, eliminating the 
outside mfluences wtlich are SO detrimental.' says Richard 
vanderwende, explaining the company's unusuallocaton. 
eyan's isolation has indeed ored a very individual visua 
Style, as Robyn explains: 'Riven IS less innuenced by 
western culture. We drew on thinks like African, Arabi 
and Celtic cultures and blended them together.' 

'I think one of our strengthS is that we don't play 

games, so we aren't -hen subject to being influ€!'::P.d :'-1 

them,' says Va1derv'Jeoce rhis no·comprorniSt" approol·1 
's mirrored in the visua: aspect of Riven ·:sadly, Edge t 
comment on the puzzle co~ent. as eyan s mal . ;lnln 

Fort Knox·like screen of secrecy aravld It) FJIIy 31 
modelled and animated In SOft/rnage, It lOOKS gorge_.J:: 
but then that is to be ex~~ed f(QITl a garn~ spread )llel 
no fewer than five COs. The CI .... :""1t _'" ~o detd i s-u~., -'&' 
with all manner of arcane comp_ "e-r-£.-neratr.d '''!C11ery, 
such as drawbridges which -lex as "hey fall r:o pr .. ,e ,,1d 
spherical clocks which rock when they're clicKed upoP 
Riven's screens and animatlOns, unl ke thOse of Myt WI 

operate fullscreen and reqUire at least 16bit colol..: 
'By not gOing with a Doom-like engine we bOught 

ourselves a lot of detail,' says vanderwende. We took a 
load of SGls and puShed them to the limit. For eXdTlpl.:. we 
created an isla1d, but something wasn't right with'. ;0 Wt! 
:alled Softlmage teeh suPport. They asked how many 

Cy.n refuses to toe the torpor.te line. refusinC • cash 
.dunce for Riven In order to m.lnbln totIl control 

oolygons were involved and when we said about a mi lion 
and a half, the tech guy nearly had a heart attack They 
had to wnte a special patCh for us.' 

Given the freedom bestowed by technOlogy unavailable 
in the days when Myst was made, as well as more time for 
del:beration, Cyan has addressed a number of criticisms 
levelled at Myst. 'We realised there was a weakness when 
you got to Myst island,' confesses Vanderwende, 'Some 
)c'!ople stopped playing because they didn't get off the first 
slano. In Riven, people have a lot of territory to explore 
be 'ore they encounter that initial hurdle: 

IMrnersiveness IS the word: adds Rand. 'We want 
peopl:! to be in a dark room With big speakers so that if 
people ~ome up and tap them on the shoulder, they've 
forgotten they're In the real world 

• 'cr'lail"'s to be seen howwe!l Riven wll play. When 
_liLej about ItS puzzles. Rand would only say: 'It'S 

(; ff .. ult because anythIng you explain taKes away some of 
the reward. However, vanderwende ventures: 'There's 
'"10"~ )1 et (..'·oss-referencing aspect to tI1e puzzles in Riven. 
VI. J.:>t ome across devices that you have to deal With, 
b~i th·~re's also a more global aspect to the puules.' 

t's likely that the game's appeal will span age ranges 
:'1d genders and appeal to ha'dcore game fans as well as 
n()n~gamers. 'As far as we could tell, from tI1e beginning, 
Myst was accepted really well by garners,' asserts 
vanderwende. " think any backlash has arisen to some 
extent because it has been so successful.' If Its gameplay 
lives up to expectations, Riven COuld achieve the £ 
across-the-board success enjoyed by Myst 

A mixture of African. Arabic and Celtic cultures apparently Influenced 
the style of Riven. The result 15 a lame that Is very much {Is own title 

• 
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Developed In dose conjunction with Slmpsons creator Matt Groe"ln" Virtual Sprlngfleld offers 
thousands of frames of urtoon-Ilke animation and a fully n.vil_blt environment to explore 

IN THE PAST, THE TWIN DISCIPLINES OF TV AND VIDEOGAMES 

HAVE SEEMED MUTUALLY EXCLUSIVE. 

FOX, HOWEVER, IS ONE COMPANY THAT IS STRIVING TO STRADDLE THE DIVIDE ... 

vt'fual Sprlngfie/d includes ]6 activity scenes which allow the player 
to Interad with • nst range of unsavoury reculars from 'The Slmpsons' 

, 

F
ilm companies have a problem 
With videogames. They have 
spotted a lucrative market which 

is increasingly influencing their own 
output, and they want to get involved. but 
for some reason it often just won't work. 
Time warner, for example, bowed out of 
the software scene last year, having 
released little of merit. and Spielberg's 
Dream works arrived with huge fanfare 
but then came up with DireCtor's Chair 
and everyone suddenly lost interest. Fox 
Interactive, however, is a survivor. 

This is, of course, nOt unsurprising 
considering the wealth of TV and film 
licences the company has available for 
plunder. One of the most profitable of 
these is America's most dysfunctional 
family, the Simpsons, who have already 
found their way into several games and 
multimedia products over the last five 
years. Vinual Springfield, due for the PC in 



There are dOlens of locations In Virtual Sprlngfleld, each inhabited by 
well-known characters boastine random anlmations and speech loops 

Moe's Tavern (top) wtll 
no doubt provide a 
salubrious location for 
Sprlngfleld players 

"",,* Gh€~, oI r. 

late September, is a '3D exploration' of the 
Simpsons world in which the player roams 
around the town dropping in on famous 
landmarks and characters. 

Although this sounds like quite a 
straightforward venture, producer Gary 
Sheinwald assures Edge it wasn't. 'Virtual 
Springfield was daunting because, after 
eight years of production, with dozens of 
different writers and no "bible" to work 
from, we had to make sense of the 
Simpsons universe. Since there are sets 
like a regular sitcom, the show's creators 
will change "reality" at the drop of a hat if 
it makes a gag funnier. For example, in 
some episodes, springfield is landlocked; 
in others, it is by the sea and has a port. 
Also, the Simpsons house has had three 
addresses over the course of time. So we 
decided early on to model the most 
"normal" version of Springfield. When Matt 
Groening saw the map, he was amazed -
nobody had ever done that before.' 

To accompany the realism of the 
town plan, there are apparently 36 

'activity' (ie game) screens, and each 
of the locations boasts interactive 
elements, making this more than a 
kind of 3D Simpsons encyclopedia. 
However, the product will have its 
work cut out capturing the 
essence of the show as well as 
Fox's brilliant Simpsons Cartoon 

Studio. The interactive elements, 
for example, will have to be 

numerous and well-devised to lift 
this above standard multimedia fare, and 
there will need to be plenty of Matt 
Groening humour to keep punters amused 
for longer than half an hour. Fortunately, 
Sheinwald told Edge that these criteria 
have been met, which should make this an 
essential purchase for Homerphiles. 

Another successful, If slightly 

darker, Fox TV show is 'The X-Files', which 
is due for two computer interpretations 
over the next 12 months. While a later title 
will be appearing at some point in early 
'98, this October should see the Mac/PC 
release of x Files: unrestricted Access -
an intriguing hybrid of adventure game 
and reference CD-ROM. 

The premise is particularly novel. The 
CD contains masses of 'X-Files' info, audio 
clips, sounds, narratives, character 
dossiers, etc, but players cannot access 
these in a straightforward 'reference tool' 
manner. Instead they must act as FBI 
agents, rooting out information for 
themselves in a series of non-linear 
storylines. The basic plot is that Mulder 
and Sculley have disappeared and it's up 
to the player to find them. 

The idea, of course, is to make players 
feel as though they are taking part in a 
real tife X-File, To this effect, Unrestricted 
Access includes things like fictitious 
e-mails (which are 'sent' to the player 
throughout the 'game' by mystery 
sources) to heighten the spooky 
atmosphere. This interactive element is 
accentuated by the inclusion of simulated 
FBI computer tools such as waveform 
players, voice matching and fingerprint 
analysiS, which the players can use to gain 
further information. 

Fox is revealing little about actual 
gameplay mechanics at the moment, but 

fox 

Bart's heroes Krusty the 
Clown (top) and Itchy &: 
Saatchy (above) star in 
Interadlve sedlons 

The interactive elf ~n lent of x+ 
Unrestricted Acce~ i~ accentw i 

the inclusion of sir oulated FBI 
J 

it is clear that the player interacts with the 
action entirely through a fictional 
computer interface (ie users don't control 
figures through a 3D world, they simply 
imagine their computers are attached to 
some shado'N)' FBI network). Information 
becomes available through three different 
routes: Search, SU/veillance and 
Communication. The first is an in-game 
database, allowing the player to access ... 

Audio and visual effects from "The X-Files' are used to heighten the 
abnosphere and make Unrestricted Access seem more than a videagame 
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3 • .. • N • • 



f o. 

Though H albs ..... ents. 
Cme retains its own 
sharp. distinctive style: 

.. case files and evidence records, the 
second lets them place certain characters 
under surveillance and receive reports on 
their actions, and the third is actually an 
online hook-up which down loads 
information from the Net and also allows 
players to regularly update the CD info as 
further TV episodes are shown. 

In many ways, x-Files: Unrestricted 
Access can be compared to Activision's 
entertaining covert operations romp, Spy 
Craft, in that it offers the player a glimpse 
into a world of espionage and secrecy. 
Even if the interactive elements do not 
convince the player this is a game, rather 
than an 'x Files' encyclopedia with a fancy 
interface, at least Fox is attempting 
something new and interesting here, 
something which may contribute toward a 
whole new genre - the onllne multimedia 
encyclopedia arcade adventure. Bit of a 
mouthful, but it could catch on .. 

Still on the money-spinning sci-fi 
theme, Aliens vs Predator is currently 
being developed by Rebellion and should 
be out at Christmas for the PC, PlayStation 
and Saturn. Predictably, it's a firstperson 
shoot 'em up in which the player can take 
on the role of Alien, Predator or Special 
Forces marine, each of which requires 
different mission objectives. In a similar 
vein to Probe's Alien Trilogy, the action is 
set in an underground research complex 
on a distant planet where Aliens and 

No screenshots of Aliens vs Predator 
have been released. but early artwork 
hints at plenty of flstlcuff action 

Predators - bred by the US military as 
weapons - have escaped and are running 
about the labs killing people and generally 
making nuisances of themselves. 

Although the idea of an underground 
base doesn't sound too promising in terms 
of scenic variety, there are apparently 
plenty of different environments, such as 
hangars, isolation labs and nuclear power 
sites, many of which contain booby traps 
to make things more interesting. There is 
also an abundance of weapons, including 
the obligatory flame-thrower, grenade 
launcher and rifle, along with more exotic 
items like gas canisters and demolition 
chargers. On top of that, predators have 
infra-red viSion and invisibility, and, most 
interestingly, Marines can employ 
pheremones to attract or repel aliens. 

k:. yet, no screenshots have been 
released, but the game does sound more 
intriguing than earlier incarnations of the 
Aliens vs Predator licence (released on the 
SNES and Jaguar). Interestingly, the 
designers promise an emphasis on 
strategy as well as mindless blasting 
(Aliens, for example, have to establish a 
colony, gather hosts, etc), and the PC 
version comes with various network 
options allowing players to team up 
against the other species, or fight each 
other. Hopefully, the visuals will keep up. 

Away from dark sci-l i and. indeed. 
away from lucrative TV/movie licences 

The apparently fully explorable 3D world allows 
(roe to swim, swing on ropes and climb. The 
charader's uttra-cute animation is excellently done 



Unlike other llbit platformers, Croe apparently 
presents an open ]D environment. rather than ill few 
polygons flouncing about an essentially lD wortd 

The main charader and 
much of the scenery are 
clearty inspired by the 
works of Mlyamoto 

altogether is croc, a highly promising 3D 
platformer currently in development at 
Argonaut and due for PlayStation release 
in September, Saturn in November and PC 
in December. Here, the player guides a 
cute crocodile around six different 
landscapes, collecting crysta ls and 
jumping on baddies. Within these 
landscapes are 40 levels, but completing 
the game reveals another 20 secret ones. 

On a basic level, this will probably be 
labeUed 'Mafia 64 meets Crash Bandicoot', 
The landscapes and characters - cute, 
colourful, simple yet wonderfully designed 
- owe more to Miyamoto's masterpiece, 
especially considering the truly 3D look of 
the game. This is no accident, perhaps, as 
Argonaut worked with Miyamoto on the 
production of Star Fox. Certainly, Croc 
shows that Argonaut has an aptitude for 
character design - Croc, with his brash 
colouring, wide eyes and Mario-esque 

'Croc is one of the first of the next­

generation platform games. This is a game 

made by lovers of the genre and it shows' 

yelps and cheers, is a successful 
emulation of the perennial Japanese style. 

The influence of Crash Bandicoot is 
most evident in the character's interaction 
with his background. In Croe it's possible 
for the player to Jump up on wooden 
crates to smash them and reveal random 
goodies - a device that could have been 
taken straight from Crash. On top of that. 

a Croc tail-swipe dispenses with baddies 
in much the same way as Crash's manic 
spin did for his foes. Again, though, this 
game seems to offer more diversity - Croc 
can climb, swim, swing on ropes, and 
when he jumps onto a platform he often 
has to haul himself up. 

Croc, then, looks like making brilliant 
use of standard platform visuals and 
gameplay themes (like end-of·level 
baddies, power-ups, etc), while combining 
them with a few of its own touches to 
create a potentially massive title. Producer 
Dave Stalker is certainly confident of its 
strengths. 'Croc is one of the first of the 
next-generation platform games. It is born 
of thoroughbred stock with a lot of new 
twists that the wisdom of age brings. This 
is a game by lovers of the genre and it 
shows.' It is certainly an important game 
for Fox, not Just because it looks so 
promising, but because it's the company's 
first release not to be based on a TV or 
film licence. 

All in all, Fox Interactive obviously has 
a sound business head on its shoulders, 
but it also has a creative agenda. This will 
serve it well in a cut-throat industry where 
consumers are becoming cynical of big­
name brands. Richmond is well aware of 
this. 'Most film companies have followed a 
formula that the property will sell the 
game. This is absolutely false. Games are 
about playability, cutting-edge graphics. 
Showing off hardware, and fun - the 
underlying property is only a source of 
inspiration. It is this latter approach which 
has worked well and continues to £ 
do so for us.' 

The six scenic styles - Including haunted castle and underwater - mix childlike 
simplicity with sUlTeal fantasy. and reflect the game design philosophy of Nlntendo 
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W0rst of es A <'I m. I)ne I the biggest 

tI"lrne, I t bt s ess. s ucky 11) be al >le 

f ',' e 1<, 

'1VP transformed 

a half 3: Ol! or·a-year ente'~a nment g ,.1'11 fr')rT' a 

success story mto a cautionary tale. 

n S DIe ber a I year A 

- ''"( ~ked stor.k 

exchange -'If' s!:are«: Ne1' nh sponta e', s freefa 

and the ompany fell the heat from thQdsands of tale 

shareholders. who stared in disbelief as their sure· 

th ing silicon ijreams turned Ic; dusl (. t ason? The 

16bit market co lapsed si a". Ace <:Ilm re eased or e 'If 

ils poorest movie Icences to dale. Batman. 
It' s hard to recall many decent-Quality licensed 

games. but it'S equally diff icu lt to think of any that 

r 
didn't make a profit. Most (including preVIOUS Caped 

crusader out ngs) were a licence to print money 

However. as 50ny launched Its PlayStatlOn, the kids 

unceremonIOUS y bundled their Segas and Nmtendos 

under the bed to gather dust and a rumoured half a 

million Barman cartridges were left to rot. Most were 

'€rurned, unsold even at discount prices 
Of course, there's a lot more to It than the failure 

I1P game TOp Mavy J'Tlanagement and the 

5P al ng (oo:.ts ~f fC_11'1g an I')rgan sallon thf ',IIt> of 

A. a m ad be-en sucking e coffers dry, with no new 

games to balance the books. Acclaim was caught 
nap ng w e thR 3?b t 1awn broke, and as the 

PL:::yS 3,' rn ga-hpr<-rJ p"~": t suddenly became glaringly 

ObVIOUS that tM &1a t of the 16blt rna'ket was n no 
shape to compete In the next generation. Acclaim 

decided to buy its way lO. with aCQUiSitions, and Probe, 
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sculptured Software and Iguana were snapped up to 

form Acclaim Studios. With its varied expertise and 

ready-made PlayStation and N6d prOjects, thiS trinity 
was to be the way forwa rd. What the shareholders - and 

the Dow Jones - hadn't banked on was that 

development takes time, money and patience. Adding 

up the price of buying the studios and t!le investment 

needed to bring the projects to fruition left a hole in 

Acclaim's profit s to the tune of almost S220m. 

Although it is not completely out of the woods, 

things are lOOking up for Accla im. The first tree to bear 

fru it was Iguana, whose Turok. Dinosaur Hunter put 

Acclaim on the road to recovery. Once the preserve of 

the PG, the firsrperson genre has taken a step forward 

thanks to the open maps and stUnning realism of the 

Turok world - a game that has undoubtedly changed not 

just the common perception of the console as a limi ted 

• 

D 

o 

gaming medium compared to the PC, but altered the 

way in which developers regard the Nintendo 64. It 

shamed PC golden boy lucasArts, its speed and detal 

leaving Shadows of the Empire looking part :cularly 

wanting. Quake, previously regarded as the one th ing 

consoles couldn't do, suddenly seemed like nothing 

more than a technology demo compared to the 

sweeping levels and Irtuitive controls of Turok. 

Acclaim's fortunes have now changed . The dinosaur 

that was regarded as ex.t ioct has now been found to be 

very much alive, thanks t o Probe, Sculptured and 

espec ially Iguana, the company fo unded by a handfu l of 

ded icated Brits in California in 1991. 

Edge vis ited the stud ios to fi nd out whether the 

new commitment to i ~terna l development can help 

Accla im ra ise its game and realise its goal: to be the 

world' s number one software publisher . 

f 
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Deve Dienstbier and his 
Turok team (right). Matt 
Stubbington works on the 
enemies for the N64 
sequel to TUfOk (top) 

Few companies can boast of beating Nintendo at .ts own game, but a small Texas­
based outfit has managed to surprise even the Japanese giant with .ts first N64 title 

guana's Austin HQ is described by other 
studios as 'The Palace'. The corporate 
black-glass exterior belies the comfortable, 

airy interior. Everything inside feels new, and 
everything, from the purple-patterned carpets to 
the frosted glass (patterned with mock lizard 
scales)' reeks of self-made success. 

There's a self-assuredness here, an almost 
tangible confidence. It seems to be on tap, 
distributed by the air conditioning that runs 
throughout the building, keeping the oppressive 
Texan heat at bay. The feeling owes much to what 
most European audiences would describe as an 
'obscure' comic. 'Turok: The Dinosaur Hunter' has 
been around since 1954, sharing shelf space with 
another of Acclaim's properties, 'Batman', but few 
would argue that it is anything like as popular. 
Fortunately, Turok the game doesn't need any help 
to sell it to a public eager not just for more quality 
titles but for anything that wilt adequately 
demonstrate the power of the N64. 

One of the key people involved in the creation of 
Turok is project leader Oave Oienstbler, who 
occupies a chaotic-looking office in the Turok wing 
of the building. He believes the game's appeal lies 
less in left-field licence deals than in the simple art 
of creating a believable gameworld. 

'The idea With Turok was to take the firstperson 
genre and open it right out: he explains. 'We 
wanted to get away from the whole cramped, maze­
like structures that just about every other game of 
that kind was trapping the player in. We wanted to 
create a world that felt real, without constraints. In 

a typical Doom-style game, U'j€ running throug 
endless grey corridors, bu .In rurok, you're hea~g 
birds ~nd monkeys squawkmg, trees blowing over, 
ripples in the lakes and fish swimming aroun . In 

. , 
other words. there's not~lng there that doesn't 
convince you that thiS is a real world.' ( 

That real world was originally conceived in 1994, 
some SIX months before Iguana's sale to Acclaim. 
At the time, Quake was stilt only a twinkle in the 
eye of Doom 2. lik.ewise, Gore's Tomb Raider 
project was still awaiting th green light. The 
definitive N64 title, super Marjo 64, was in 
development. but Iguana would ave had no access 
to the Nintendo team or their gro ndt,k.ing 3D 



Though at this early stale Oust 16 weeks into the development cycle) there is little to be seen, these concept sketches 
give some inkling of how the sequel to Turo. might be themed. The sci-" alien influence will be heavily in evidence 

routines. At the time of the sale, in January '95, the 
company was working, as many Dream Team 
members were, with an Onyx emulation system 
which was actually simulating a machine well below 
the eventual N64 spec. It wasn't until the full dev 
kit arrived that the Turok project realty began 
push ing back the boundar ies, not just graphically, 
but in the sheer size of its levels, which many 
doubted wou ld even fit onto cartr idge. 

Towards the end of the project, Dienstbier and 
his team laboured day and night to squeeze as 
much as POSSible on to the 64Mbit cart. Inevitably, a 
number of ideas had to be Shelved, most notably 
the Brachiosau r - a dinosaur that appeared in alt 
the press mater ial, and even early versions of the 
cart. but which found itself on the cutting-room 
floor because the sheer size and complexity of the 
model ate up valuable chunks of memory. 

'By the time we got to the end of Turok we were 
Inerally scraping around for one or two kilobytes, 
JUSt to pack everything in,' confesses Dienstbier.' 
t mean, there's not a single byte of free space on 
that cart - not one! Sure, we had to make a few 
sacrifices, like the Brachiosaur, and another 
dinosaur we ca lled the 'Mosschops', but you have 
to work with in those limitations. You can run into 
that eight-megabyte wall pretty quickly when you' re 
creating a world, and we ran into it doing about 90 
miles per hour with Turok.' 

To many, it was something of a mystery how a 
game so huge had been squeezed onto an 8Mb 
cart. The detailep tex tures and sheer si ze of the 
I,vels are at least equal to Mafio 64, which had all 
the benef its associated with its status as an 
in-house Nintendo project. It seemed t ha t Iguana 
has got to grips with the machine as quickly as 
those who designed it. The secret. cla ims lead 
programmer Rob cohen, is ruth less compression. 
The routines used are well ahead of those used by 
the competition, thanks to a team dedicated to 
compression algorithms. Iguana is making such 
strides in th is direction that it expects Turok 2 to be 
fully 40% bigger than the original. 

'The bottom tine is that the N64 is a fantastic 
piece of hardware and very welt designed: cohen 
asserts. 'However, it does take a lot 9( work to get 
the kind of results we achieved with TUfOk. This is 
due in part to the fact that the development kits 
come wi th a lot of very low-level libraries which, 
while very well designed, take a lot of work to 
really make the most of.' 

perhaps the only criticism levelled at the game 
on release was that its clipping left a lot to be 
desired . The draw distance was so short that to 
avoid pop-up, a thick fog permeated the levels, 
bringing viSibility down to 100ft and raising some 
quest ions abOut the true power of the conso le 

Cohen feels such crit icism is unjust ified. 'Every 
piece of hardware has a performance benchmark 
The Issue IS making the best use of that latent 
potent ial. The far clip distance - or fogging - in 
TUfOk was really not an N64-related issue at al l but 
the result of the performance standards we set for 
the game. Havmg finished Turok, we set new 
benchmarks in graphiCS, deSign and performance.' 

A 11 of w hie h bodes well for the sequel. 

Turok 2 (work ing title) is currently just 16 weeks 
into development. At th is stage, the plot has been 
written, the enemies have been drawn and many of 
the levels are in the final stages of pen-and-paper 
design, but there 's very little to see of the game 
itself, which probably helps to explain the confident 
mood. After all, at this stage nothing has gone 
wrong, and the team is still bathing in the tight of 
the gushing praIse laVI shed upon Turok. Both Cohen 
and Dienstb ier are predicting few problems, 
however - all you'll hear from them is a simple 
mantra of 'bigger, better, more'. 

The plot is really the key to imagin ing how the 
finished game will look. AS with Turok, the action is-- .. 
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The creatures and level 
designs in TUfOk 2 wilt be 
something of a departure 
from the original, boasting 
greater detail than before 
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Turok PC is sure to shake things up when it arrives in September. The lOb: card supplies 
N64-style graphics, only in higher resolution. Quake certainly never looked this good, 

The detail here should 
make PC Turok as hot 
a property as the likes 
of unreal and Quake 
2. The similarities 
between the N64's 
power and that of 
JOfx will make for a 
close conversion 

<II1II set in The Lost Land, a collection of jungle, cliffs, 
caverns, temples and future-tech. The arCh villain 
and final boss has been replaced with an alien 
creature, the 'primagen', trapped in the bowels of 
his long-bur ed spacecraft, Although he lacks the 
strength to venture topSide himself, his minions 
can. Many of these will be familiar dino-robots, but 
a range of new creatures has been created for the 
sequel, and due to the alien origins of the plot, 
there should be a far wider variety. 

Both Oienstbier and Cohen are remaining tight­
lipped about what IS perhaps the most Important 
area of the game, level design. When quizzed, they 
fold their arms afld smile, but say little. 

'All we can tell you at this time is that we want 
the levels to be designed in such a way as you can 
revisit them,' says Oienstbier. 'Turok 2 won't be as 
rigidly structured as the first game - you won't 
progress from one level to the next in that same 
linear fashion.' 

What he's suggesting is some kind of hub 
arrangement or, as someone lets slip in the 
ha Iway, 'multiple hubs' This would yield huge 
levels. not unlike those found in Raven's PC shOoter 
Hexen, which eschewed the usual episodic format 
in favour of broad maps that radiate out from a 
central hub The result is a cohesive environment 
that promotes exploration and map knowledge 
above the usual combination of speed and combat. 
The creatures who would only previously pursue 
Turok until he was out of sight will also take 
advantage of the new open terrains, hunting by 
sound and tracking the player across the maps. 

Dienstbier is pretty happy with his new bestiary. 
In one of the other, darker, offices, he reveals the 

• 

first creature. Although merely a spinning 30 model 
obviOUSly dumped onto an early baCkdrop, it's 
impressive. The half-man, half-lizard creature is 
quite a departure from the 'Jurassic park'-style 
enemies of the original, and the textures and 
geometry look as if they have been ramped up 
considerably. a result of the new creature engine 
the team developed following its own self-critica! 
post-mortem on Turok. 

'One of the things that we weren't particularly 
happy with In the original game was the way we 
constructed the enemies: he confides. 'Because 
the textures were individually applied to each body 
part. gaps would appear on the jOlOts whenever 
they moved. It wasn't really a glitch, it was more of 
a limitation, but it's something we've eliminated for 
the sequel. Actually, the way we're dOing it now 
aCtually uses less pOlygons than before, but it 
appears as if we've used more.' 

Instead of texturing each limb, the new engine 
throws a seamless texture skin around the creature 
model, eliminating the telltale gaps that appear 
every time the monster moves. Although the 
models used are far Simpler, it's a technique that 
worked well in ouake. It allows for fewer polygons, 



as none are needed to construct the joints, which 
are disguised by the folding textures. The result IS a 
smoother-looking model, with no gUtches or gaps. 
and fewer noticeable edges. Which 1$ just as well, 

considering the art brie f for the game, which calls 
for smoothe r, more organic environments and 
creatures, in keeping with the alien theme. The 
early envronment that Edge witnessed was a 
smooth, visceral-looking tunnel, lit with an eerie 
fluorescenct light. 

Improved lighting effects will also feature in 
Turok 2, replacing the rather flat-looking fight 

saureing Of the original with dynamic, directional 
light sources, realtime shadows and coloured 
ambient lights to add atmosphere. Such effects can 
require heavy procesSing, but Cohen believes that 
the new efficiencies of the 3D engine mean that 

geometry calculations put much less strain on the 
CPU. He reveals that the engine was previOUSly 
rendenng hidden polygons, drawing enemies and 
complex structures that couldn't be seen by the 
player - an untidy and costly way of doing things 

The modified Turok 2 engine is far more ruthless 
about what it draws and what it leaves out, which 
will speed up the engine and allow greater depth of 
field, pushing the fogging back. 

Although the g~ still a fuH y~ar from 
completion, the modifications to the engme, new 
leve l structures and alien theme promise to make 
Turok 2 a far broader and more accomplished 
experience than its predecessor. By then, however, 
the imitators wil l be out in force, and it remains to 

be seen whe"fl1er the progreSSion oftlie~rstPerson 
~enre on the N~4 wilP follow the same pattern as 0 

ihe PC - garners should prepare themselves for 12 
months of pale Imitations, all doing their best to 

mimic Turok's already considerable success. In the 
meantime, Iguana wit! keep the momentum gOing 
by releasing another three tiUes: the PC conversion 
of Turok· Dinosaur Hunter, NFL Quarterback Club 
and All Star Baseball. 

The PC version of Turok will be a direct 
port - Scupltured Software has written an NM 
emulator to facilitate a line-far-I me code translat ion 

to PC. Afte r encounter ing a number of problems 
without acceleration, PC Turok is likely to require a 
3D accelerator card as standard. The myriad effects 
witnessed on the N64 version, such as lens flare, 
transparent water and filtered textures, combined 

with the sheer complexity of the dinosaur modelS, 

• 

Tutok should lose nothlflg on conversIOn to PC Scupltured has wrinen an N64 
emulator to faCilitate the conversion to the PC and in some ways, It may even be 
better The mouse controls will be similar to Quake, and the resolution a respectable 
641lJ1:480. Lishtins effects are perhaps the only area where the PC might struggle 

would preclude anything less than a 3Dfx or 
PowerVR PCX2 card if the game IS to run the game 
anything like its original form. Turok could cer tainly 

shake up the PC market when it arrives, providing a 
less claustrophobic alternative to the corridor titles 
so familiar to fans of id and 3D Realms 

More proof of Iguana's mastery of the Nintendo 

console can be seen in the Imminent American 
football t itle, NFL Quarterback Club '98, developed 
by a dedicated team two corridors down from 
Dlenstbler and Cohen. Although also available for 
PlayStatlon, It will be the first Nintendo 64 game to 
run enwely in hi-res mode. The 640x480 resolution 
puts it on par with a PC, which obviously has far 
greater storage and RAM resources at Its disposal. 
It's an achievement t hat has allegedly left Nlntendo 

itself scratching its corporate head in amazement. 
So how did IgUana do it? 

Russell Byrd is project manager for QBe and 
the man in c/large of Iguana's sports titles. He 
realised the fi rst time they viewed the code in hi­

res that it was the way it would have to be. 'It JUSt 
looked so good, we had to try it,' he enthuses. 
'Nintendo weren't that Keen at first. as they 

believed it would slow thmgs down. We had to 

TUfak is huge. Each level 
uses around 300,000 
polys (30 times Quake's) 
and the entire game area 
takes up around live 
million square feet 
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NFL Quarterback Club '98 will be the first N64 title to use the system's 640,,480 hi-res mode 
in-game. The detail level stunning, but according to Iguana, it couldn't be done for Turok 2 

The secret to the hi-res 
mode lies in the 
relatively spartan 
scenery (a pitch and 
stadium) and pla¥er 
mode ls tha t share 
identical geometry 

<Ill double buffer and triple buffer everything.' 
The engine is a derivative of the one used for 

Turok, which is already fast, but there are a number 
of added featu res that make the higher resolution 
possible. Should the frame rate drop below 30, for 
example, the game sheds detail from the stad ium, 
and all the player models have dual-detail modes. 
In the distance, the 300-poly mesh drops to 150, 
freeing up the RAM for the higher-detail players in 
the foreground. As witt"! Turok, the key to the huge 
variety of textures (there are some 33 stadia) is the 
ruthless compression routine developed internally 
to squeeze as much onto the cartridge as possible 

The secret to running the game in 640x480 
resolution lies in jUdiCIOUS use of the N64's four 
megs of RAM, as QBe lead programmer Brian 
Watson explains. 'The great thing about the N64 is 
that you can use as much of the RAM as you want 
for graphics, unlit.e the PlayStation. The frame 
buffer takes up over half of the four megs, and 
because the N64 is cartridge-based, we don't have 
to have all the player graphics in memory. Like 
Turok 2, we're uSing soft-skin mOdels, which lets us 
keep the polygon count down.' 

The visua l break throughs made by the team in 
terms of resolution wi I not lead to a rash Of hi-res 
games, however . QBe IS particularly well suited to 
this mode because It IS composed of like data sets 
(each player uses the same model) and relatively 
spartan environments. A game like TUfOk would be 
considerably more difficult because tnere's so 
much information that's needed in RAM, such as 
deta;led creature models and anlmatlons. 

The th i rd title, AIISrarBaseball'98." 

still a·long way off - it is not due for release urtil 
early next year. Another Quintessentially American 
title (baseball games rarely do well in EurOpe), t 
already boasts a long list of teChnical innovations. 
Individual players will have the ir faces mapped onto 

the models, as well as haVing their own unique 
swing animat ons and stances, and the game makes 
good use of a number of realtlme lighting effects. 
As now seems to be the case With almost every 
multiformat ti t le, the PC version has the lion's 
share of t he speCial effects, and wi ll. of course, be 
in hi-res, thanks to 30 cards 

'We're pretty enamoured with 30fx,' remarks 
Jaime Grieves, project manager for Baseball. 'The 
chip has a very gOOd library, and It'S very easy to 
program for. We'l be writing a 030 verSion of 
Basebalf, and also a nat ve 3Dfx verS on, written 
right to the metal' 

But writing 'to the metal IS becoming something 
of a trademark for Iguana. Although t1ey're not 
destined to be as startling as TUfOk, the sports titles 
are a reminder of how versatile and diSCiplined the 
firm can be. It has lost none of the er:thusiasm or 
drive that propelled a tiny expat LA codes hop to the 
top of Acclaim's mUSt-have list. It's unlikely that 
TUfOk singlehandedly saved Acclaim, but the game 
has certainly changed a lot of minds about a 
company that was once the largest software 
publisher in the world after Nintendo. £ 

All Star Baseball '98 isn't due until next year. It boasts 
realtime shadows and is lOb accelerated on the PC 



Iguana's UK arm may not be able to boast the same exotic location as Its California­
based parent company, but It's got plenty of other things going for it, as Ed.e discovers 

tockton-on· Tees Isn't exactly a glamorous 
location for a vldeogames developer, but 

i t's a uniquely British one. So many UK 
developers are hidden away in incongruous 
northern backwaters like this which are associated 
more with the industrial revolution than the digital 
one, And, like many other British developers, 
Iguana UK grew out of the obsessions of a couple 
of bedroom programmers, in this case brothers 
Darren and Jason Falcus, now managing director 
and director of product development respectively 
at the Acclaim-owned codeshOp 

The brothers started programming in their early 

teens and had their first Dragon 32 game published 
in 1983 by Stockton-based Paramount Software By 
1988, they were conf ident enough to set up their 
own company, Optima Software, wh ich produced 
budget and full-price titles for, among others, 
Gremlin and CodeMasters. 'pegasus for Gremlin 

was about the best one: admits Darren. 'We kind of 
plugged along, but nothing big was happening until 
1993.' Then they met Jeff spangenberg, head of 
Iguana, who bought a large chunk of the brothers' 

firm and Iguana UK was born, which went on to 
produce the excellent' 6bit console conversions of 
the NBA Jam coln-op. 

when Acclaim bought Iguana in 1995, it was the 
start of major changes at the UK end of the 

operation. It moved away from conversions, started 
on original titles and set about strengthening its 
management and creative team. 'We've got a really 
strong team here: asserts Jason. 'Everybody knows 
what they're talking about. Project managers have 

Brothers DInen and.llson Fakus ptogrammed their first lame In 1983 (on the O"lon 
32) .nd .. $ ...... 0ptimI Software in 'SS, which became part of II'I.na in '93 

been programmers or artists or designers. 

EverybOdy lives for games.' Two of the key 
personne recruited were creative di rector GUy 
Miller and project manager Simon Phipps, who 
both came from Core. The two are responsible for 

what has become the company's first major original 
game - Shadawman, based on a best-selling 
Acclaim Comics title, as was Acc·aim's N64 release 
Turok: Dinosaur Hunter. 

They even look alike. The 
brothers Falcus are 

I· ustifaably proud of their 
atest PC/N64 creation, 

ShCJdowmon. like Turok, 
it has its orilins in a 
popular comic 
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'Acclaim came to us with these com cs and said, 
~Pick your favouJite one and do a game with it. H' 

explains Phipps, the veteran programmer/designer 
whose credi~ include Core's Rick Dangerous 
games. 'we've had no hassle from Acclaim,' adds 
Miller. 'T ey said, "Look, we trust you. Go away and 
come up with the greatest game ou can possibly 
do: Which IS a godsenf1.' After workin~ with the 
comic book creators On the story, Mllle~ and 
Phipps' team discovered that the title dovetailed 
neatly with their own ideas 

• 

'we actually started working on the concept of a 
third person-perspective game about a year ago and 
then ttle comics came in and they were better (han 
our orlgl,llal concept,' say Miller, 'It sparked off 
more Ideas. It was easier for us to a certain degre 
because we didn't have to come u with absolutely 
bloody everything.' 

'Shadowman' the comic is a d k. ature 
readers' title, which follows the stOTV' 0 Mike leRoi, 
English Literature graduate and caM'me assassin. 
leRoi has been turned into Shadowman by a 
voodoo priestess and moves between reality and 
the eerie Deadside, a kind of purgatory where, as 
Miller puts it, 'He sorts shit out for the priestess.' 

Miller and Phi pps have expanded on the comic's 
already rich story and loor- 'It's like being a ... 'i'rlter 
on TIle X Files,' explains Gary. 'You have e mail'\ 
plot that you know as a contextual thing, but within 
those parameters we can go wherever we want. 
And we have done. There's a lot of crazy stuff in 
here. At Core, Slmes and I spoke about taking 
games into this adult territory. It's not so much 



The 3D engine allows for some amazing scenes, 
reminiscent of Turok, but with a 'psycho·horror' edge 

gore as psyChOlogical horror.' The sources they've 
drawn upon reflect this interest in psycho-horror, 
with movies like 'Angel Heart' and 'JacOb'S ladder' 
and painters like Breughel and Heironymous Bosch 
cited as influences. One of the levels in the 
Darkside, shown to Edge in its early stages, even 
apes Breughel's painting of the Tower Of Babel, 
with the player able to enter the huge, 
phantasmagoric struc ture. 

Shadowman is the first game to use the 
company's proprietary 3D engme, which, as Iguana 
UK'S technical director, Richard Frankish , 
explainS, has been created to empower the 
designers. 'The idea is for it to be a general­
purpose 3D engine wh ich we can optimise for 
specific games and which enables the games 
designer to do pretty much what he wants without 
having to put a load of specifiC code in for every 
feature Our goal is essentially not to limit the game 
design. If they want to do it, we'll try and do it.' 

A game design without limits is one of Miller's 
avowed goals too. 'Mafia 64 defined that for us. It 
showed that you could create an environment with 
multiple routes, with a multiplicHy of experiences 
within it, and you~re not being driven down one 
route.' As a result, Shadowman has incidental 
detail, with the player driving the narrative forward, 
resulting in what Iguana hopes wil be a far less 
linear feel than most games. 'You don't want to feel 
the game designer looking over your shoulder when 
you're playing it: says Miller. 'That's what al 
successful games should be.' 

Shodowmon will not be a game for the feint-helrted. 
If it were a movie, it would owe much to Ang" Heart 

• 

A year .nd a half into its projected three-year 
schedule. $hadowman IS a f1Iore than promising 
testament q Acclaim's faith In the Teesside firm, 
as well as U(ther proof of Acclaim's turnaround. 
'Now they r allse you need less prOduct, more 
Quality,' cl~ims Darren Falcus. 'we've got much 
better time limits tban. we've ever had before.' 

As the team SitS in the company's boardroom. 
overlooking the Tees, someone IT'entions the New 
labour/New Acclaim jibe that's been doing the 
rounds. 'Oh, Rod (Cousens, VP of Acclaim] WI kill 
me if that gOfi in: moans Acclaim's Pft 'Tougn on 
games, tougtl omthe causes of games,' qUIpS 
Riqhard Fran I$h. Everybody laughs. It'S £ 
IbOklng far frbm gfl4' up north. 

~ 
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As a developer with a 
lewels In th A claim 

us hIStory, Croydon based Probe IS one of the 
sa'TIDles some 01 its forthcoming till 

hey're like the Borg.' says Joe Bonar, one 
of Probe's directors of development. 'They 
go to the drinks machine together, they 

even go for a piss together' He is refernng to tl1e 

team behind Probe's new title Forsaken. a PC game 
which looks like taking the Descent concept about 
as far as It can go 

Edge is in Croydon to see one of Acclaim's 
longest-stancing collaborators. Probe was founded 

in 1984 by Fergus McGovern and made Its name as 
a safe pair of hands to which any blue Chip cOin-op 
conversion could be entrusted_ Out Run, 
Roadblasters, super Monaco GP, Smash TV, Golden 

Axe and, most significantly. the Mortal Kombat 
games all came from the arcades via Probe 

Then, there were the movie licences, Alien 3, 

Robocop 3 and the impressive Die Hard Trilogy all 
proved that Probe had as sure a touch In thiS field 
as it did in coin-op conversions Nowa whOlty­

owned subsidiary of Acclaim (the buyout helped 
prope l McGovern Into the list of the 500 wealthiest 
BritS), Probe's current slate of prOducts reflects the 

changes at its parent company, with Original games 
outweighing licences 

One of them is the aforementioned PC title, 
Forsaken. 'Forsaken fits in with our philosophy of 

taking something that looks like something out 
there - I'm being cagey now, I'm on tape - and 

then just make It way better,' states Bonar. 

• 

The team responsible tor the PC title FotstJjen 
assemble outsKIe Probe s heodquaotets ., Cqdon 

Forsaken does Indeed appear to be an 
impreSSive game Edge is shown a multiplayer 

game played by six or seven of the Forsaken team 
(aka the Borg of 'Star Trek' TNG'). 'Tlley don't Ilave 

any names,' Joe says of the team. 'They ar~ one of 
many.' Hoverbikes zip through the claustrophobic 
chambers of the level, weapon fire streaks by and a 
bike explodes In a mess of fire, debriS and bloody 

body parts 
'With, mulllplayer it's been a lot easier to get 

things together,' says Tony Beckwlth , PrObe's 

other director of development and producer of 
Forsaken. 'The engine's being bu il t a,t the moment 
for single player.' 

But for now, it's the multiplayer game that 

grabs. Supporting up to 16..AlP'ielS alPnce, illl a 
huge variety of weapons, it may be not be dOing 
anything that new, but what it does do, it does very 
well indeed. 

The same could be said for Probe's other 
adrenaline rUSh, the post-Wfpeout N64 racer, 

Extreme G. 'One of the reasons it's called Extreme 

G IS because it's got localised gravity,' explainS 
Bonar. 'We can put it anywhere - we can put it on 

FotsoIt.en looks set to be one of the best looking titles 
on any platkKm. as these 3ot. screenshots demonstrate 



like its dosest relative. Descent. FoIsoten will SUP.IJ'OII the 
I &-player network option bekMd cl oftice-bouniI_ 

every individual piece of track, we can put It m any 
direction, we can stick: cars to the ceiling, to Just 
about anywhere we like. It means we can do totally 
bankers stuff.' Some of that bankers stuff includes 
a track that bends over on top of itself so the 
player can see other racers below him, and one 
circuit that looks like a 3D spaghetti Junction 

Fast, SliCk and eminently playable, Extreme G 
should deliver the kind of head rush not yet seen on 
the N64, And Bonar admits that one of the key 
reasons they're developing it is because there's no 
other game like it on the Nlntendo machine, But it's 
also a goad example of Bonar's comment about 
pushing an idea as far as it'll go. 'we just start to 
throw mad things at people: he enthuses. 'On track 
two, there's a.corkscrew, on three there's a loop, 
then on later tracks we've got split loops and jumps 
that take you on to another part of the track. You 

can go up round the walls, you can do just about 
anything It's totally bankers' 

Bankers is obviouSly one of Bonar's favourite 
words. It also fits Probe's original treatment of 
Acclaim's Fantastic Four licence very well. Marvel 
insisted that a\l four superheroes be onscreen at 
once, so Probe opted for a side-scrolling beat 'em 
up. So far, so ordinary, but the results are so 

Fast, slick and eminently playable, Extreme G should deliver the 
kind of head rush not yet seen on the N64 It s pushing an Idea as 
far as it wi ll go. There's no game like It on the Nmtendo machine 

Probe is planning to take the corridor shoot 'em up pioneered by Desc~t to its ultimate conclusion, both 8.raphically 
and in terms of gameplay, with Forsaken. The coloured lighting adds atmosphere, and gwes the game a unique look 

Probe is particularly 
proud of Forsaken's 
3D engine, which 
allows for spectacular 
effects such as this 
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... ,mpresSlve that ,( IOOkS)f a "ave been, 
com-op original. Dlst'9gulsrec: 'Jy ttl'l ou)landlsh 

array of special effeJ1s as 3 . U t~ farles In 

development at Prtlbe - Fant ... Sf ,..,ur S Intended 

to be the ultima game")I' typl....ac.cbrdmg to 
k. S ·rtat It'S the last 

product and that \\ 'VP done t so 

well that p O:l e will think, 'They've done it really 
well, we probably won't try and do something else 

with that."· 
The other big Acclawn licence 10 progress at 

Probe is the Barman & Robi'7 t t'-I" for e 
PlayStatJOn. Rather thar simply f1110W me plot of 

the movie, prOducer Pete Jones and his team 

decided to give the player thl whole of Gotham City 

to explore, 'n can be a maximum size of 64 square 

kilometres: exl=t1a1ns Jones. 'but It's not actually 
that size because that would be very boring to drive 

around. When it was that big it took just over 15 

minutes t,9 drive in a straigh~ line from one side to 

the oth~r ' 

~
h Gotham shown t9' Edge is empty at the 

mo nt. with no othero'Cars or pedestrians, bUt that 

WI! change soon 'we're processing the motion 

capture, key-framing, getting it all together, getting 

the meshes built. skeletons in and so on,' says 

Jones. 'They'll start plopping in and you'll have 

pedestrians Just wandering: 

Playing as Batman. Robin or Batgirl, the player 

has to piece together clues to reach the next major 

location of tl1e story. Jones feels that this kind of 

gameplay is in keeping with the Dark. Knight's 

detective origins. Each of the superheroes has its 

own strengths and weaknesses, which it is hoped 

will add another tactical dimension to the game. 

The last title shown to Edge is Nintendo 64 

footba ll game Ultra Soccer. wasn't producer 

WiII80tmon & Robin be just another shallow licence. 
or will Probe's move to 3D give it the neccessary boost? 



Darren Anderson worried hen Konami's 
superlative J-League Perfect Striker appeared? 
'Yeah, the men in the Konam game were really 
nicely modelled: he accepts. 'They looked really 
good when you zoomed in That was the most 

worrying thing. It made us kiCk our men out anp 
start again: 

But for the Probe boys, i-League was not 
without its faults. 'Too arcadey' seems to be the 

major critlClsm.j1ence ultra Sru:cer:.s£.ar.fJulJy 
play tested wealth of format ions and tactical 
approaches. Anderson has also aimed for simple 
contro ls - another gripe Probe had with J-League. 
'Th is game will help you out. When you're running 

at a player or something like that, a logical move on 
the ipvpad wfll cause your player to shimmy round 
hjm. h ~at sort of thing.' 

Tne five titles seen by Edge in Croydon 
represent only a small sample of the current 

development slate at the prohflc Probe. They're 
attractive games, certainly, but perhaps not 
particularly adventurous, Edge suggests 'It IS a 
very market-driven bUSiness, y'know,' argues Joe 

Bonar. 'Sometimes you'll come across games that 
you think are Just absolu tely brilliant, that you 
would probably love to play, that you think, "well, 
maybe ten other people would like to play that too." 
so, I have my Internet game with 11 people and 

nObody else wil l sell a single copy.' 
Given the company's success, it's difficult to 

argue with the Probe ph ilosophy, although 
'philosophy' is perhaps too high-falutin' a word for 
the d6wn-to-earth Bonar to stomach. 'Change is 
hard for many people to deal with. God, I'm getting 

really fucking cerebral. Am I making any 
sense here or just talking pants?' 

• 
£ 

culptured Software made its name on the 
SNES With super Star Wars, Super Empire 

Strikes Back and Doom. After converting 
such best-sellers as ~Aortal Kombat, MK2 and WWF 

Wrest/emania for the company, the developer was 
unsurprismgly snapped up by the codeshop-hungry 

Acclaim in 1995. Based in Salt Lake City, Utah, Its 
first task as part of the corporate behemoth was to 
code the coin-op NBA Jam Extreme (an Iguana title). 
which became an Instant arcade hit 

Smce then, Sculptured has been working on ItS 

sports project, NHL Breakaway '98, an ice hockey 
title for the PlayStation, Saturn and PC Due for 
release in September, the game features hi-res, D3D 
graphics (on PC) and an innovative phYSiCS model, 

dubbed the 'Momentum Based Checking System', 
whicll takes into account the weight and speed of 
each player as they collide on the ice 

The company is also working on an as-yet­

Undisl= losed N64 prOJe~Wf1ether thiS will be a 
sports btle or a more anginal project is unclea,., but 

sculPl4red hit-machine sensibilities Should ensure 
that Aq::laim's accountants can more than £ 
Justify tile company's considerable investment 

NHL 8reoJr.oway 98 
dovetails well with 
Acdaim's other sports 
titles. Quarterbock Club 
and All Star Baseball 

The players boast their 
own height, wei~ht and 
speed characteTlstics, 
whKh come Into play 
during violent body­
checkinl and dodging 
moves (PS shots) 
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testl ereen 

LBA2: Twinsen's Odyssey 

LBA2's peculiar hero, Twinsen, navicates a rope bridce (above), a task made easier for the 
player by the came's capadty: to reframe the action at any point. Tweeness abounds (riCht) 

The locations and charaders Co 
beyond simple (iallic charm, also 
tappinc Into the distorted worldview 
often found in children's stories 

F
ew would deny that Adeline's Little Big 
Adventure exhibited a breathtaking breadth 
of VISion, From Its quaSI-mythical storyllne to 

its use of realtime Gouraud-shaded 3D in an isometric 
platform environment, everything about the game was 
qUirky, wild and shamelessly childlike. sadly, the game 
paid the price for ItS uniqueness. The presentation and 
story innovations were allied with overly frustrating 
gameplay and a clumsy control system, and there was 
little sense of pace LBA was big on wonder but 
woefully short on thnlls, 

The sequel's deSign is curious in that It retains 
many of the onginal's flaws and yet stili manages to 

Indoor locations use the isometric view of the 
first LBA, thereby avoldinc clippinc problems 

prOVide a more complete gaming ex.perience, thanks 
In part to a tighter structure, a better learning curve, 
and a scnpt which excels even the first game's in 
ambitIOn, giVing the player a thirst for exploration right 
from the off. 

The hero of the tale is once again TWlnsen, an 
unlikely-looking protagonist with an oval face and a 
Single, bunched tWiSt of hair. As the game opens, the 
peace enjoyed by TWlnsen and his beloved is cut short 
by a lightning storm, which injures his Dino Fly 
creature and so sets the whole game In motion, The 
first task is to VIsit the pharmacy in search of 
medication for the dragon-like beast, which then leads 
to the recovery of a stolen umbrella, the purchase of a 
ferry ticket, and a discussion with a weather wizard 
who needs to gain access to the island's lighthouse In 
order to stop the storm. 

Needless to say, things soon get very convoluted. 
Trips into the island's sewers and through cave 
systems are followed by meetings With all manner of 
strange races and even encounters With UFOs. The 
puzZle-upon-puzzle device is a well-worn one, but 
thanks to the way the inventively deSigned problems 
neatly integrate, It'S more than enough to power the 
endearingly child-like story along. And with the Various 
island locations in the gameworld gradually opening 
themselves up for ex.ploration as the story progresses, 
that crucial sense of wonder IS always maintained, 

While the first title used a cunous mix of isometric 
3D backdrops and small but detailed polygonal 



characters, LBA2 opts mostly for a more flexible 
approach, reverting to the old formula only to depict 
indoor scenes. Once outside, the gameworld is 
rendered in realtime, enabling the artists to create far 
more varied terrain using polygon texture tiles rather 
than square bUilding blocks. Not only has this 
technique obViously allowed Adeline to up the scale of 
the game, but it also lets the player track TWlnsen's 
movements more accurately. Each background scene 
remains static, as in Ecstatica 2, for Instance, but while 
that title frequently left the player struggling to control 
the action from awkward angles or ridiculous 
distances, here a simple keypress re-renders the 
action from a closer, more advantageous viewpoint. 
It'S a shame the Idea wasn't extended further to allow 
for Tomb Raider-type tracking, and the visual style 
does jar a little with those indoor scenes, but it's a real 
step for .. "ard nonetheless. 

Inexplicably, Adeline has opted to retain the 
origrnal title's contrOl system, which is easily the 
weakest aspect of the design. Directing Twinsen uSing 
a rotational format is just about workable when 
exploring, but it makes the fighting scenes wholly' 
unfair. The player's ability, as before, to select 
'Normal', 'Sporty', 'Aggressive' and 'Cautious' modes 
may well allow for greater control varration, but it's 
totally impractical to use when you're in a tight spot. 
The trlle-3D viewpoint and more even-handed action 

testscreen 

Despite the use of te:dure-.. apped )D 
poly,ons to draw the exterior sections 
of the ,amewortd. tBAl's visuals 
occasionally come dose to those found 
in the prerendered EcstaUca titles 

Little Big Adventure 2 boasts an intriguingly mystical 
storyline and an impressively lavish gameworld, where 

bipedal elephants rub shoulders with talking cows 

sequences prevent players from experiencing the 
same levels of frustration as first time around, but It'S 
still pretty annoying. 

Which is a shame, because pretty much every 
other aspeCt of the presentation is top-notCh, from the 
lush, location-sensitive soundtrack to the cur~ous, 
keenly animated comic-book characters and their 
equally cartoonish voicovers. And then there's the 
intriguingly mystical storyline and the Impressively 
lavish gameworld, where bipedal elephants rub 
shou lders with talking cows and hidden locations are 
always around the corner. 

Which ultimately means that LBA2 manages to 
entertain almost in spite of Itself, Insplrrng an urge to 
progress that's lacking in too many titles. It's the sort 
of game that wilt doubtless inspire genuine devotion 
among many adventure-hungry PC gamers, but it's a 
shame that the many and varied puzzles aren't £ 
the only challenge they face. 

Edge rating : 

Seven out of ten 

with a polylonal charader. players 
are able to move in more th.n the 
usu.1 elpt compass directions 

Format: PC PubliSher Electronic Arts 
DeVeloper: Adellne Price: £40 Release: Out now 
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test sereen 

overblood 

The laboratory's many locations"are diverse (main). The lead cJgracter poSHSSesa le:vel of 
detail higher than that of Lara Croft (left), and (an perform a variety of usdul functions (rlcht) 

'The different areas, althouch In 
keepinC with the came's laboratory 
setting. can often look rather bland 

l!i!j Ith Tomb Raider and ReSident Evil having 
already set benchmarks, any new adventure 
game for the PlayStation faces a monumental 

chalenge in attempting to better (or at least equal) the 
quality of either title. And players eagerly awaiting the 
release of their sequels will have their patience 
thoroughly tested - the former will only be ready by 
the end of the year, while the latter now looks doubtful 
to appear before early 1998. Adventure fans will 
therefore have to look elsewhere in order to fill the void. 
Overblood, from Japanese developer Riverhillsoft, 
might just sit comfortably in that gap. 

In It, the player wakes from cryogenic sleep in a 

In order to break up the usual room searchlnc 
required In theM cames (above). Ovet'blood 
offers some MW additions to the genre (top) 

laboratory without a Single memory of his past, not 
even his name. It soon becomes apparent that his 
premature awakening is the result of a malfunction­
the timer on his POd had originally been switched to a 
setting of 'eternity'. As the temperature is below zero, 
the first task consists of finding a way to keep warm 
before freeZing to death. Once that's taken care of, it 
soon becomes clear all is not well; the surroundings 
appear to be deserted and to have suffered heavy 
structural damage. Some exploration to obtain some 
answers would appear to be In order. 

In reality, the Simplicity of the plot is such that 
most players should work it out in the first 30 seconds, 
yet Overblood remains a compelling experience. 
Visually, the game resembles Fade to Black, With Its 
grey COrridors and futuristic lab look, but generally the 
graphics merely serve their purpose rather than push 
the PlayStatlOn to its limits. However, Qverblood offers 

Along his Joumey to obtain the truth conceminc his klentity, the player will encounter companions 
wlllinC to offer a hand. Control between these (an be swftcf.ec1 - uHfuI when tackllna: certain obstacles 
• 



Afthourh hand-to-hand combat Is possible. charaders can colJect a run (left) which 
can be used to "eat eHed a,alnst the came's few - but ferocious - villains (centre) 

the choice of three different views - first-person, 
chase cam, and a Resident Evil-style filmic perspective 
- and unlike the latter's precalculated locales, the 
action takes place in a true 3D environment 

Qverblood also differs from previous efforts by 
offering more than one character to control. Early in 
the game, for example, a small robot Is found which 
will follow the main character. Switching between the 
two makes it possible to solve puzzles or overcome 
obstacles. The puzzles themselves are fairly standard 
examples of the type found in these games, but at 
least the clues concerning the use of newly found 
objects are not patronising, occasionally requiring 
players to make use of their grey matter. 

Where the game does succeed is In setting the 
right atmosphere in a game that relies more on 
explOration and puzzle-solving than all-out action. 
New plot twists are taken care of with the use of 
prerendered sequences, but these cut in without 
disturbing the game's flow. AlSO, the acting quality of 
the game's characters is thankfully above average. The 

music, meanwhile, is equally appropriate, enhanCing 
the tension without ever becoming obtrusive. 

Sadly, thOugh, Overblood's control method is 
disappointing - the main character Is poorly animated, 
but more importantly manoeuvring him is awkward, 
making the negotiation of trickier sections a sometimes 
frustrating experience. Jumping across gaps can be 
particularly difficult - it's certainly not as intuitive as in 
Tomb Raider - and energy is lost during fight 
sequences due to the sluggish response. 

Although Overblood mostly follows previous titles 
in terms of gameplay, Riverhillsoft has added a couple 
of new twists to the old formula to retain the player's 
interest, most notably an 'Akira'-style water-skimmer 
section. unfortunately, there aren't enough of these 
twists to mark the game out as a revolutionary step. 

Despite ItS flaws, Overb/ood Is an enjoyable 
adventure that should keep 3D adventure enthusiasts 
quite happily occupied until the fOllOW-Ups to £ 
Resident EVil and TomD Raider arrive. 

Edge rating : 
seven out of ten 

test s c r e en 

Occasionally. searchinC may require 
visttinC unexpected areas of the lab 

Players will have to use their heads when faced 
with obst.des In order to continue their quest 

Air duds rye extremely useful. allowinC the player to aawt alone to different sections of 
the came s settinc. as well as further enhandnc the sense of realism and general abnosphere 

Format: PlayStatlon Publisher: EAlHigh Score Entertainment 
DeVeloper: River11i11soft Price: £45 Release: Out now 
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test s ereen 

°1 v-Rally 

V-Rally incorpor.es some of the world's more famous rally events and .s such offers the 

r.layer different surfaces to race on. p.,ticular attention must be paid to the settinC up of urs 
n order to ensure keepinc up with the computer-controlled urs Is at least an option 

The came offers the usuat option of 
in-car and chase-cam views and 
both prove supremely ptayable 

~ 
Ithough Ridge Racer has always been pitted 

... agamst the $aturn's sega Rally, the 
PlaySlallon has yet to have a decent rally 

game. Perhaps publishers preferred to bet on the 
immense popularity Of other racing styles such as 
Formula One rather than the comparatively minor 
attraction - and therefore commercial gamble - that 
rallying represents. However, Sega Rally proved there 
is muct) fun to be had throwing a car sideways around 
corners, and its success should have more than 
balanced the books_ Realising the potE!ntlalln such a 
title, lyon-based Infogrames is intent on changing the 
current state of affairS by bemg the first off the grid 
with a proper rallYing experience for sony's machine 

Even before the game has begun, a wealth of 
options face the player. Eleven cars are available 
rangmg from small Group N, standard production 
models from peugeot, Citroen, Nissan and Skoda, to 
top-of-the-range examples such as the Subaru 
Impreza - the car currently driven by 1995 world rally 
champion Colin McRae (and best left alone until 
adequate experience is aCQUired). Every aspect of the 
cars, including steering balance, tyres, suspension, 
gear ratios and gearbOX, can be altered to suit the 
partiCular stage and the player's individual driving 
style And unlike other games, the right choice is vital 
in order to stay on the road. Anyone doubting their 
effectiveness should try using asphalt tyres and a hard 
suspension setting on the snow stages. ,. 

In terms of racing, three modes exist: 
championship mode allows rallying in one of eight 
geographical spots such as Indonesia, Africa, New 
Zealand, and several European settings, each 
comprising Ihree stages; arcade mode offers a mixture 
of different courses from the various locations around 

• 

the world and forces the player to reach time gates 
before the seconds run out; and time tr·allncludes a 
Mafia Kart-like 'ghOSt' mode enabling players to race 
against their best lap. 

The tracks themselves offer a variety of dirt, 
gravel, snow, and tarmac surfaces for the player to 
tackle as well as different weather conditions that 
make staying on course an arduous task. 

Indeed, the first thing players Will notice is the fact 
that V·Rally lacks the immediacy of other racing 
games. DUring the first few laps, most of the time will 
be spent hitting bafflers or trees lining the road, 
suffering monumental crashes, and ending up facing 
the wrong way follOWing over-ambitious power slides. 
However, with a little practice, progress is Quickly 
achieved to the point where wide, open corners are 
taken With the car drifting confidently sideways. 

But this is no easy Sunday drive. Just like the real 
thing, constant steering correction Is required, With 

As well as havlnl a co-driver, on·screen arrow5 
further wam the player of bends lyinC ahead 



The IlChting effed used dunn, night stages is partlcularty Impressive In the way It resembles real ni,ht 
time rally driving. Certain sedlons. such as tunnels. make for a claustrophobic experience (above right) 

any momentary lapse of concentration resulting In 
disaster. Corners have to be taken with care, lining up 
the car correctly in advance and USing the right 
balance of throttle and brakes, With tighter curves 
calling on delicate use of the handbrake. 

Forty-five individual tracks appear in total, and 
these are not merely different combinations of 
weather effects and lighting conditions as was 
originally feared. The courses, which alternate 
between circuits requiring several laps and others 
adopting the proper raUy starvfinish-stage approach, 
dIffer dependIng on the mode of play 

Where V-Rally excels IS In ItS level of realism - the 
sensation of skidding and the cars' handling is 
conveyed admirably as IS the sense of speed. The 
French Alps sections, for example, demand absolute 
concentration as the player negotiates a relentless 

Althourh impressive. the cars sometimes bounce 
around unrealistically as if they were weightless 

combination of turns at haIr-raiSing velOCity while 
listemng to the co-driver's seamless stream of 
Instructions concerning the road ahead 

Equally ImpressIve IS V-Rally'S attention to detail. 
Each car is beautifully and accurately textured, 
featuring the livery of their real counterparts; flames 
burst out of exhausts after each gear change; and the 
courses are representative of theIr real life setting. 

However, crashes, although spectacular, 
occaSionally gIve the ImpreSSion that cars are made of 
balsa wood because of the way they bounce around 
unrealIstically. Pop-up IS also present, but thiS is 
minimal and only notIceable In certain parts 0' the 
stages. Of more concern are the white break-up lines 
aSSOCiated with PlayStatlon games, evident here when 
the player uses the in-car view during the night stages. 

These are minor quibbles, though. The variety of 
courses and the complex nature of its driving engine 
should see players occupIed for a long time before 
achieving mastery of V-Rally, while finding It a very 
rewarding experience. And there's always the split­
screen twoplayer Option - particularly enjoyable if 
experienced players engage In a duel - which sees 
little loss of speed or graphical detail 

The PlayStation driVing game market is an 
overcrowded one, but by adopting a feel which is a 
marked shift from standard bearers such as Rage 
Racer, Infogrames has succeeded in prodUCing a game 
which complements other examples 

This is a brave game, then, whose endeavours to 
distinguish it as Its own title serve t6 earn it £ 
must-have status to driving game aficionados. 

Edge rat ing : 
Eight out of ten 

Format: pfayStatlon Publisher: OCean 

Developer: Infogrames Price: £50 Release: Out now 

The twoplayer option only suffers a 
sllPt loss of V.phlul dehil yet no 
discernable slowdown Is evident 

V-RQIIy is compatible with Sony's 
new joypad to offer analogue control 
over both steering and acceleration 

I. 
3 • .. • 
~ , 
• 



• 

• • ;; 
• .. • 

te s t screen 

'i Runabout 

The aowded scenery In RunQbGut 
provides the perfect stace for some 
frenlied motor vehicle destruction 

T
he morally Questionable smash 'em up 
driving game has become a popular sub­
genre In recent months. SCi started the ball 

rolling (over pedestrians and passers by, as It happens) 
with carmageddon, OMA is putting the finishing 
touches to its crime fest, Grand Theft Auto, and 
sandwiched in between is this manic yet simply 
plotted offering from Chmax. 

Choose a car, select a course, drive from one end 
to the other, collect a few Objects along the way, and 
damage surroundings - that's pretty much it. But then 
that's pretty much al It takes to make this a 
bewilderingly addictive experience. 

On the face of it, Runabout shouldn't work 

convincingly - its graphiCS are rough in places, with 
crude 20 pedestrians hopping away from the player'S 
car with no animation and no real Sign of distress; 
textures warping all over the place; and polygons 
grating against each other like the two opposing plates 
of the San Andreas faultline. At times Runabout has 
the appearance of a first-generation 32bit product. 

But beneath this occaSionally shabby exterior is a 
game which combines humour with surprisingly varied 
and fast-paced action. The first cirCUit ('Down TOwn'), 
for example, starts off With a labyrinth ne Chinatown, 
where roadblocks, pedestrians and other traffic swarm 
the narrow streets - streets that are flanked on each 
side by huge tenement buildings, leaving little room 

Although the visuals are a little rouCh around the edles. there Is plenty of scenic depth and diversity. 'Metro Town' (left). for example. creates a chic 
Parislenne atmosphere with outdoor cafes. canals and historic architedure. whereas 'Sea Side' (right) Is all beaches. huts and blood-red skyscapes 



for error. This is a great place for practising 
extravagant handbrake turns and smashing through 
barriers to find the quickest routes to the end of the 
level- essential skills to be mastered for success In 
the remainder of the game. It is also here that the 
player realises anything goes - shopping arcades can 
be smashed through as short cuts, while pedestTlans 
and otner vehicles are merely annOying distractions. 

The brilliance of the vehicle handling IS also 
immediately obvious. combining realistic sensitivity 
With the overblown physics of '70s car chase movies, 
the designers have created a driving model which 
would have Jeremy Clarkson spewing sexist driving 
metaphors at an alarming rate. 

Whichever vehicle is chOsen (from a total of 22 -
12 of which are initially hidden - each With their own 
handling characteristics and Mdy strengths}, the 
player can swing round corners, swoop across roads 
and scrape against barriers with foolhardy abandon. 
Amazingly, the experience always feels strangely 
rea listic - even when cars smash headlong into a 
truCk:, crunch back: through the air and then skid to a 
halt allowing the player 10 burn off again. Here, 
speeding towards a building at 150mph only to Jam on 
the handbrake and skid gracefully away offers a 
remarkable adrenaline rush, something that is 
heightened by the game's accomplished garage surf 
band soundtrack rauing away in the background 

The varied tracks certainly test this cocky, exciting 
handling to the full. After Chinatown, 'Down Town' 
opens up into a lush cliffside highway before sending 
the player hurtling through the grounds of a mansion 
and then, most extravagantly, straight through the 
french windows of a hotel, through its lounge and then 
out the other side to reJOin the highway - a brilliant 
moment of Bodle and Doyle-style destruction which 
epitomises the deSigners' determination to surprise 
the player. Importantly, the player has to reach the 
end of each level within a light time limit. so the 
gung-ha drivmg that the track design encourages is 
actually a prerequisite in completing Ihe task. 

Once the player is this deep into the game, the 
visual hiccups become less noticeable. Instead the 
vehicle handling and the well-designed and diverse 
scenery begin to impress - as do the amazing 
explosion effects which leave vehicles in rapidly 
deteriorating states of repair. 

The later two courses are more of the same with a 
few of their own twists and turns thrown In. In 'Sea 
Side', the player has to race along an ocean motorway, 

RunGbout offers a simple test course .!Iowlnr 
players. m.nee to hone their drlvtnC skills 

Short cuts litter each "unGbout truk. 'Se. Side', 
for eumple, offers this hidden be.ch run (.bove), 
.nd the thoroupty d.untlnr bridre Jump (rlpt) 

continually checking the map for the best route. Here 
the aim isn't to pick up objects spread about the map 
as it is in 'Down Town'; instead, the player has to 
locate a limo and ram it into submiSSion before racing 
to the end of the course. There are some great set 
pieces along the way, including tunnels crowded With 
traffic, toll gates blocked by police cars, a beach short 
cut, and, Dest of all, a partially open bridge which can 
be jumped over to save time (an Incredibly rislcy 
manoeuvre, but a very satisfying one If successfully 
pulled off). 

'Metro City', the last of the circuits, is perhaps the 
beSt of the bunCh, though. DeSigned WIth a Pansil!mne 
theme, it features canals, cafes and ornate buildmgs 
to avoid as well as a devilishly-difficu1t·to·navlgate 
conclusion centring around the medieval walled 
section of the city. 

The continual pressure of the ticking clock, 
weighed out against the desire to smash up as much 
as possible and collect all the required objects, makes 
this an incredibly entertaining and tactically contrasting 
alternative to standard circUit-based racing games. 
Although there are only three real tracks, there are lots 
of short cuts to discover, and the temptation to beat 
previous speeds and feats of destruction is strong. On 
top of that, the hidden vehicles, including a tank, 
stretch limo and F1 racing car, ensure that the 
completist is sure to spend extra hours With the game. 

Mwadays, console owners are constantly calling 
out for titles with originality, and Runabout is certainly 
a reply to this mantra. It'll be a short ride - especially 
for thOse not interested in beating past scores or 
uncovering secrets - but certainly an Intense, 
enjoyable and surprising one. Few'flashy arcade £ 
conversions can boast the same 

Edge rating : 

Seven out of ten 

Format: PlayStation Publisher: Yanoman Games 

Developer: Climax Price: 5,800 (£30) Release: Out now (Japan) 
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'Down Town' (top), 'Se. Side' 
(mlddl.) and 'M .... CIty' (bottom) 
.re v.rled .ren.s for the .ction 
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Wild Arms 

As Is to be expeded from a .ame of 
Its nature, the use of ma.lc Is 
essential in conquertnc wild Arms 

D t's been a time of darkness, for RPG fans. But 
while the translation of FFVII is awaited with 
slightly more anticipation than the second 

coming, Sony looks set to appease that audience in 
the interim with the totally surprising Wild Arms. 

Strip away the 3D battle scenes and you could 
easily fool yourself into thinking that it's summer 1995 
and you're playmg the latest square translation on 
your import SNES. A bizarre compliment in itself, but 
here's the twist: because the 16M scene died 
overnight, and because the PlayStatlon's handful of 
RPG offerings to date has been so uninspired, this 
32bit 'revisit' is suffiCiently attractive to make Wild 
Arms an enormous sensation. 

Media Vision's deSigners are obviously big fans of 
square, and there may even be profesSional 
connections. Wild Arms doesn't JUSt pay homage; in 
some areas, the whOlesale snaffling of feawres steps 
a little 100 far over the line to be considered merely 
cheeky. However, it's hard to imagine many players 
feeling cheated on Square's behalf as they recognise 
and replay the stalls of Chrono Tflgger's Mlllennial 
Fair, or fight in a version of FFlIl's Colosseum where 
they can actually call the shots. And in any case, 
questions of originality are difficult to apply in a 
formulaic category where Laputan sky realms and the 
discovery of 'ancient' technologies seem mandatory. 

There are just three playable characters, acting 
Individually or as a party where the plot dictates Zack 
is a cross between FFIII'S Locke and cyan, and his 
many sword techniques include the ability to steal 
from monsters. Cecilia is the magic-user/priest, a 
pnncess around whom the story revolves. And then 
there's Rudy Roughknight, whose innate skill With 
revolvers and rocket launchers gives the game Its title 

The reason for this small roster is a StrOngly 
interactive environment that plays more like an action 
RPG than the usual turn-based dungeon bash. By 

flicking between characters you can access their 
individual equipment to solve minor puZZles - USing a 
grappling hook to cross chasms, for instance, or 
planting bombs to blast weak wa lls. Switching back 
and forth is a minor nuisance, and none of the block­
shifters are taxing enough to halt you In your steps, 
but it really does beat crawling round the traditional 
maze for hours on end. 

Random monster encounters mar/( a temporary 
shift to 3D, with polygonal creatures featUring in brief 
but expressive aOlmations. As the party comes 
together and the monsters get increasingly nasty, 
what at first appears to be the weakest section of the 
game slowly develops into the one providing the 
biggest thrills. The spells become pyrotechnic, the 
creatures grow more grotesque, and If the dynamic 
camera view can lose its target occaSionally, you'll still 
see many random moments of cinematic brilliance. 

Despite the need to serve two different roles, the 
pad interface is exemplary. When in doubt, you can, 
without fail, press the universal 'Help' button for a 
brief description of whatever item or command is 
currently high lighted - particularly useful in a game 
which allows you to invent spe ll names and customise 
your own UDG icons. This wealth of options even 
extends to a built-in screensaver With adjustable timer 
- a lUXUry in console terms. 

The only area where you might sense an absence 
of flair is the sCripting. The story IS agreeable enough 

Comb.JIt sections are where Wild Arms 
beclns to exploit the power of the fonnat.. 
with tr.nslucent IIchtlnC effects comlnc 
Into play to m.ke this a sbiklnlc_me. 
The _dual combat lameplay Isn't .s wholty 
convlncin" thouzh - the auto battle option 
belnl best left lino red, for example 



When the p.rty Is split up, It's possible to keep track of 
other members vi. a novel'pidure-In-pidure' window 

in its familiarity, it but lacks the emotional string· 
pulling one might cynically describe as Square's forte. 
There's no lack of melodrama, and the sweeping 
Morricone·inspired soundtrack accompanies countless 
tragic deaths, but a romantic encounter or narrative 
flashback is more often an excuse for the character to 
discover a new fighting teChnique than a means of 
involving you in their Quest for personal happiness, 

Although the appeal must be a mystery to some, 
fans of turn·based combat will be pleased to see a 
decent depth to the skirmishes. Basic armour and 
weapons have no intrinsic powers, but by wielding an 
item in the left hand you can give your attacks an 
elemental modifier or gain protection from afflictions 
like Poison. With each turn, your Force Bar fills, 
accessing further character abilities. There are also 
the Guardian Runes, which boost certain attributes 
and can summon deities. Although the battle system 
doesn't qUite match the AD&D·style complexities of 
FFIII, It easily surpasses the current competition. 

The sole disappointment for many will be a 
bafflingly low difficulty gradient. Until the arrival of 
monsters with higher magiC, it's only the frequent 
boss conflicts that present any real threat. Even then, 
it can seem that your enemies lack the intelligence or 
tactics to exploit the powers at their disposal. The 
comprehensive auto-battle feature is an insult to the 
experienced player and should never be used. 

In theory, Wild Arms ought to fall With a bump 
between two stools. sceptics would argue that the 

like 10 many 'bit Japanese RPGs before it Wild 
Arms presents many scen.rlo-settinl flashbacks 

Despite the .ame's Jlbit nature, Wild Arms' 
main sections rarely look much better than FRII 

action sections can't possibly compete with lelda, 
while the turn-based battles suffer from a limited 
bestlary and a small, fixed party. True enough, but 
both aspects are so slickly executed and thoughtfully 
integrated IOto the whole experience that there's 
never a Single moment of boredom m which to 
conSider such flaws_ This is a game deSigned by 
people who know and love their console rOleplaymg­
a Quality that Will be best confirmed by its imminent 
success. QUite simply, the finest translated RPG for the 
PlayStatlon to date £ 

Until, well, you know what PrObably 

Edge rat i ng : 

Eight out of ten 

Format: PlayStation Publisher: Sony Computer Entertainment America 

Developer: Media Vision Price: S45 (£30) Release: Out now (US) 
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'I conquest Earth 
You can elect 10 play either Side, selecting either a 

straight campaign of over 30 consecutive missions or 
a slightly more advanced strategic mode in which you 
have greater control over the slate of the war Itself. 
up to eight people with suitably connected pes can 
also blast each other in the multiplayer option. 

One of the things that makes Conquest Earth stand 
out is ItS excellent graphical content. The various units 
and bUildings are lovingly detailed and smoothly 
animated, there are wonderful explOSions and other 
effects, and the whole ShOoting match is presented in 
64,000 colours and framed by a very pretty interface. 
The backgrounds, though, are the most impressive 
aspect. Provided you have at least 24Mb of RAM, each 
theatre of war is represented by a single bitmap of 
incredible detail. As the battle proceeds, tyre tracks 
leave their impact on the landscape, burnt·out husks 
of destroyed vehicles become strewn every'Nhere, and 
the bodies of the slain begm to mount up. 

The JorgeGus. highly deblleel I"aphlcs are a big part of Conquest Earth's appeal. Fortunatety 
they're backed up by a well-des'peel Came core packed with rrut ideas and neat touches 

Gameplay is equally impressive, partly because 
Conquest Earth is faster-paced than many of its rivals, 
with some levels more akin to Sensible Software's 
Cannon FOdder than C&C - rarely are you left 
watching things being built for long. And instead of the 
rather Simple 'click to attack, leave 'em standing to 
defend' mechanics of other realtlme games, Conquest 
Earth offers several different options for your troops -
three attack strategies and three defensive postures, 
each of which IS useful for different scenarios. You can 
also take direct control of an individual unit at any 
time, moving and attacking With the cursor keys and 
spacebar - Just the thing for mounting daring 
commando raids 

Each side has Its own Interface - the 
aliens' Is suitably 0rcanlc looklnc, 
but it's harder to understand 

C
ommand & Conquer has a lot to answer for 
It wasn't the first realtime strategy game, and 
in several respects it wasn't the best, either. 

But It was certainly the one that proved just how 
popular this style of game could be. In much the same 
way that a hit movie spawns half a dozen Imitators, 
C&C has gIVen rise to a steady stream of Similar 
games, all promismg to be bigger, better and more 
fun. Few of them ever are, of course, but there IS the 
odd exception - and conquest Earth is one of them. 

The plot has the Earth being invaded Iyet again) by 
nasty alien types bent on destruction. ThiS time they're 
from Jupiter and boast biolechnical weapons and 
equipment that H R Geiger would be proud of. 

conquest Earth is one of the few realtlme strategy 
titles that tries to improve upon its inspIration rather 
than Simply copy It. If anyone still needs convincing 
that examples of the genre aren't automatically dull to 
lOOk at and boring to play, a few minutes' experience 
of this should be enough to persuade them otherwise, 
while the plethOra of great ideas and cunningly 
designed levels will keep even the most £ 
dedicated player happy for weeks. 

Ed ge ratin g: 

Eight out C?f ten 

Human soldiers aren't rulty a match for the bic, touRh aliens - they must be backed with vehicles and 
eood tactics to win. A biC bunch of alien soldIers on their own are capable of causlnc serious camace 

Format PC Publisher: Eldos 

Developer: Data Design Price: £40 Release: Out now 
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Ace Combat 2 

NameD hu upped the detail count for this sequel. 
offerinc_ wealth of extra backcround features 

D he original Ace Combat suffered from being 
a shallow, short term experience more 
sUited to an arcade than a console. This 

sequel. while still firmly caught in Its predecessor's jet 
stream, manages to include a few new features. 

As in the original, Ace Combat 2 offers 20 missions 
Involving engaging enemy fighter jets and transport 
planes, or destroying ground targets such as missile 
launchers, buildings, or ships In a harbour, Each 
successfully completed sortie earns the player money 
which can be used to buy better planes or to hire the 
help of wingmen for some of the harder levels. 

Occasionally, the player is given the choice of two 
battles to undertake but this does little to disguise the 
game's limited gameplay - the player simply flies 

Namco's polygon routines make generating 
complex mountainous regions straightforward 

.-~-, . 
-' 

Players are now called upon to land their 
aircraft on certain missions. This addition 
bolsters gameplay only mildly, however 

around engagmg afterburners to catch up with enemy 
targets before releaSing a couple of missiles. To its 
credit. Namco has tried to break up the monotony by 
including canyon levels, and short stages requiring the 
player to land the plane safely after a mission. 

In addition to these new inclusions, Ace Combat 2 
also boasts better graphics than Its predecessor, with 
a higher level of baCkground detail visible, as well as a 
higher number of buildings present during town 
sections. The planes now look better too, adopting 
more realistic livery this time out. 

Sadly, the same cannotj>e said of the control of 
the aircraft which remains SluggiSh. Turns take ages to 
perform - a fault present even in the top of the range 
mOdelS, while the twoplayer mode has been dropped. 

Because of its fami liar nature, Ace Combat 2 has 
little more to offer owners of the original. Furthermore, 
the repetitive nature of its gameplay will prevent it 
grabbing the attention of a wider audience looking for 
any form of long-term challenge 

Typical Namco gloss, then, but ultimately a £ 
disappointingly shallow experience. 

Ed ge ratin g : 

Six out of ten 

Format: PlayStatlon Publisher: Nameo 

Developer: In·house Price: V5,800 (£30) Release: Out now (Japan) 

As the game progresses, new 
aircraft (top) become available for 
purchase. When a mission has 
been completed. the player can 
use the game's replay mode to 
examine his performance (above) 
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VIDEOGAME CREATION UNDER THE MICROSCOPE 

Direct X-plalned 
I M I icrosoft's o"eax set of APls was first announced at 

the Computer Games Developers Conference in 
1995 and has since become Cl matof element in 

the PC's growing status as it games machine. The main goal 
of the system was pretty straightforward: to promote games 
development for the WindO\lVS environment by making the 
process as simple as possible, without compromising the 
benefits of communicating directly with the hardware (via 
MS-DOS). Over the last two years, the initiative has been 
adopted by almost e-Jery major developer. As a consequence, 
Microsoft has now released a beta version of DirectX 5.0 
which revamps the APls in a number of key areas. 

Of greatest interest to de-Jelopers, perhaps, will be the 
amendments made to Direct3D's 'Immediate' mode - a 
comparatively low-level programming interface which allows 
programmers to, say, throw planes and shapes at D3D rather 
than fully formed polygons, giving them ffiOfe control over 
the hardware. Here Microsoft has implemented a new API 
called DrawPrimitive, which, according to Mike Gamble, 
Microsoft's European games evangelist, 'baSically tidies D3D 
up. It makes the API much more user-friendly, and therefore 
makes it easier for developers to write effioent code.' 

Microsoft's offidalline on the API is slightly more 
complex. 'DirectPrimttive provides a powerful set of essential 
low-Ie-Jel functions for drd'Ning 3D triangles, lines and points 
onto DirectDraw-based surfaces,' states the press release. 'It 
also provides an easy-to-use alternative to execution buffers 
and is scaleable to deliver maximum performance for both 
software-only and hardware-accelerated systems.' But what 
does all that really mean? 

The execution buffer bypass is perhaps the most 
significant element At the moment, developers oeating 3D 
shapes have to send 'commands' to an execution buffer, 
which stores them all and then deals WIth them at some later 

.... DID".m t::) .... Ccnr .... ~ .... 

.......... diu ............. DhdI'J..APII 
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point In a 3D scene fOf a game, there are thousands of 
polygons that need to be drd'Nf), so the programmer sends 
them individually to the execution buffer, which, once it has 
received all the instructions, goes to work and actually draws 
them. DrowPrimitive, on the other hand, allows polygon 
information to be sent directly to the hardware. 

The questIon is, how useful is this simplification process 
to programmers? According to Dominic Mallinson, 
technical manager at Psygnosis, it varies. '$0 far, It hasn't 
been used at Psygnosis. We have invested a lot of time in 
optimising and understandIng the existIng execute buffer 
scheme, with which we are happy. We will start to use 
DrawPrimitive on new projects to simplify the prototyping 
and early design phase. When we come to optimising the 
title, we will then look closely at the performance issues with 
drivers and hardware to see whether we can leave the 
DrawPrtmitive scheme in place or whether we need to use 
execute buffers . 

'It is also true that different types of games lend 
themselves to execute buffers and DrawPrlmirive styles of 
programming. When 3D objects are all prebuilt, execute 
buffers are often the most efficient technique, but in games 
where lists of triangles are being manipulated in realtime, 
DrowPrimirive is more appropriate.' 

Chris Orton, director of R&D at flight-sim softco Digital 
Image Design, is more positive in his appraisal of 
DrawPrimitive. 'Execute buffers required management by the 
game code. This led to extra code In the graphics engine, 
which was bound to reduce performance. By removing the 
need to manage execute buffers, DrowPrlmttive removes 
work from the game code, making the interface cleaner and 
the game more effidenl The other advantage is that 
DrawPrimitive communicates almost directly with the 
graphic> card, reducing the amount of work D3D is doing and 
therefore leading to better frame rates.' 

There are, of course, many other changes elsewhere in 
o;rectX 5.0 that will affect developers. DrawPrimltive, for 

example, also allows developers to use their own 3D engines 
in conjunction 'Hith D3D, rather than having to reo.vrite them 
for compatibility - it simply slots in to communicate between 
the engine and DirectX. As Orton poInts out, 'A major 
advantage is that DrawPrimttlve is a lot closer to the sort of 
techniques experienced graphics programmers - at least 
those at DID - are used to working with. This allows these 
programmers to make use of technIques they have built up 
over years working WIth both proprietary software and spedfic 
hardware APls.' 

Furthermore, as MaUinson clarifies, 'Direct X 5 has 
improved documentation and example code, which is useful 
to developers coming new to rt. It also supports extra MMX 
optimisations and AGP. There have been general 
improvements to DirectPlay and DirectSound and we are 
also using the new support for Force Feedback joysticks 
which is available in DX5. We are optimistic that a tighter 
quality and certification procedure will be associated 'Hith 
DX5 drivers for hardware, leading 10 a more stable system.' 

It is dear, then, that Miaosoft has consulted developers 
widely, and sought not only to add a list of attractive new 
features to its o;rect,X SDK but also to correct the bugs which 
have hampered previous incarnations. Also important is the 
fact that DX5 will be a part of Memphis (aka Windolo1lS 98) -
a first for a Windov.s platform. It is a sign that the top dogs at 

Mioosoft, like. de-Jelopers themselves, are taking more £ 
and more notlce of this influential product. 



Softlmage plays the game 

[MJ ontreal-based Softlmage has one of the most M impressive track records in the high-end anima.lion 
software industry. Catapulted to its current POSition 

by ILM's use of Softlmoge 3D in 'Jurassic Park', and with such 
diverse projects as 'The Mask' and Br0derbund's forthcoming 
Riven to its credit, the company has also pioneered the use 
of inverse kinematics and helped develop motion capture. At 
least 1,000 companies are currently using its products for 
game development; it has produced development 
environments for all three major consoles; and a list of ItS 

dients indudes such Industry leaders as EA and Psygnosls. It's 
not resting on its laurels. though. It can't afford to. 

Ih'hile the market for high-eod animation software has 
always been volatile, over the past couple of years it has 
changed dramatically. Not only have Windows NT machines 
eaten drastically into the former predominance of SGI, but 
the expectations of the consumer have risen exponentialiy, 
resulting in the need for constantly accelerating development. 
Big firms have also moved into the field, with Microsoft 
acquiring Softlmage for S 130 million in 1994 and SGI 
snapping up Alias and Wavefront shortly aftelWards. 
Meanwhile, the escalating demands of the games sector 
have become increasingly influential in driving developmenl 
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'dose to about 50% of our revenue is coming from the 
games market and we've actually tailored version 3.7 of 
Softlmoge 3D to that market: says president and founder 
Daniellanglois. there's a lot of film and video features, 
but it's got mainly new games features that are dedicated to 

the purpose, like new tools for painting textures on polygons 
and freeform 3D paint where you can paint on the target 
platform. We've refined that a lot and added new polygonal 
tools to help people build models faster fo r games purposes.' 

The capital injectlon from Microsoft has allowed the 
company to commrt extensive resources to developing its 
next-generation products over the past couple of years, and 
3.7, while it may boast significant enhancements over 
previous releases. is simply a bridgehead to the future. Wrth 
this release, 50ftlmage is starting to drip-feed into the market 
the components that wiU make up Sumarro, its next 3D 

software release, due in early 1998. Object-oriented, multi­
threaded and fully compatible with current 3.x versions, it 
features what the company describes as 'a Vv'hoIe new level' 
of scaleable animation control, as well as improved modelling 
tools, the next generation of the program's impressive mental 
ray reoderer as a completely integrated system, workgroup 
transparency and a new evolution of 5oftJmage's signature 
workflow paradigms. An inturtive interface and the 
consequent productivity advantages has always been a core 
characteristic of the company's products and that focus on 
worldlow continues with Sumatra. 

'It's not about what they can do - we've already got a very 
highly developed set of tools,' says program manager Gareth 
Morgan. 'It's about how they're going to do it. how quD;ty 
they're going to do it and how easy It is.. RIght now, certalllly In 
some areas, it's not as easy to connect motJon capture to a 
charaaer as it could be. It snl! "NOI1:s very wen and it's stilt 
viable in terms of produdivlty, but what we're doing in 
Sumatro is speeding up that process 300-400%. It's more 
about the workflow. We know what the features need to be, 
but what we're spending a lot of time on is the interfaces.' 

Sumatm is only a part of the company's strategy, though -
a comjX)f)ffit of its forthcoming Digital Studio, an integrated 
digital media production SUite which will feature all the mapr 

tooIsets currently used in the industry (3D, paint, rompositlng. 

audio, tiling. etc) ;n a single seamless environment £ Look out for more details on Sumatro in E48. 
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GODS squad prepare PC development a ult 
I A Ilthoogh simple game development software was 

popular on 8 and 16b.t computers (Shoot 'em up 

Construction Krt, AMOS, etc), the genre faded out 

of favour for a number of years. Now, however, Yaroze has 
bought programming back to the bedroom, and the creators 
of GODS, a powerful but apparently easy-to-use PC game 
programming application, want to keep it there. 

GODS (Games Operating Development System) is 
essentially a set of tools, libraries, editors and programming 
languages heaped together in one user-freindly package. The 
idea is to allow users to create 2D and 3D games, whatever 
their level of experience. As the application's programmef, 
Glynn Humpheys, points out, 'GODS is aimed at everyone 
from ttie complete novice to the industry expert who may 
just want to use a different language or simpler interface: 
Humphreys reckons that it's possible to create a simple game 

• 

wrth the product within one hour. Edle hopes to review the 
finished version, ooce the company finds a suitable 
publisher. ContcKt; GODS (01207) 27'417 £ 
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Hypocritical 
ohn Braithwaite's hypocritical view 
towards home gaming (Viewpoint. (46) is 

a perfect example of how the 'mine's better 
than yours' debate will rage on long past 
drinking·up time. I have been a die·hard gamer 
for over 20 years and I've never felt the need to 
denigrate any system for trying something, even 
if it failed - after all, every step takes us doser 
to the future. I've also never felt it necessary to 
regard my opinions as any more relevant than 
that of others. and the aggravated egotism 
behind comments like 'I believe these are 
invalid criticisms' is childish and stupid. 

Having either played on or owned every 
system from the Philips G7000 onwards. I'm 
pretty certain that it's not 'hot air' when I say. 
'Grow up.' Modo 64 is indeed a fine game that 
blends superb graphics with absorbing 
game play - these are the two main factors to 
take into account when judging its overall 
worth. It did indeed merit a perlect score, but 
unless you've had your eyes dosed for the last 
ten years, it is only another Moria game. Not 
everyone in the world is a fan of the platform 
genre and their opinion of the game is just as 
valid as Edge's wide-eyed adoration if it. 

Given that the N64 is a technically superior 
system 10 the PlaySlation and is backed up by 
the years of experience Nintendo has over Sony, 
it would be ludicrous if its games were not 
better. However, like every other system you 
can buy, there will be highs and lows. You failed 
to mention the absolutely average Shadows of 

the Empire or the stunningly bad Cruis'n USA or 
the trashy RFA 64 - there will always be 
mediocrity amongst the sublime. Try not to be 
so bitter about the views of of others and 
remember, gaming is supposed to be fun. The 
bar is now dosed - everyone go home. 

Patrick S Cowen, 
Edinburgh 

The quality of the N64's software range was not 
at stake - it was the quality of Mario 64 that 
was - so there was no need to mention titles 
such as Shadows of the Empire. Incidentally, 
Edge was one of very few magazines unswayed 
by the strength and allure of the Star Wars 

licence and SOTE was awarded a 
humbling six out of ten. 

TOO big 

D t's amazing to see each new Edge issue 
improving in quality and adding new 

sections. Special mention should go to 'Where 
are they now?' I hope to see it continued to find 
out what happened to legends like Matthew 
Smith (Manic Miner, to mention just one 
game), Dino Dini (Kick OH), Rob Hubbard (tons 
of C64 SID music), David Crane (Pitfall), Archer 
Mclean (lK) , Stavros Fasoulas (Delta) and so 
many others who've helped to make games 
what they are now. I hope to see more 
supplements (,Bullfrog', The State of Play', 
'N64' ... ) in the future, but I would like 

. 
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supplements to be the same dimensions as 
Edp, so I can keep them together with the 
magazine, instead of the big and 
unstandardised size they are now. 

By the way, in the Bullfrog supplement one 
game was forgotten in the discography: 
Enlightenment: Druid 11. Before creating Fusion, 

Bultfrog did the Amiga conversion of this 
Gauntlet clone for Firebird. And to continue 
with the PAL vs NTSC debate, unfortunately for 
European users, almost all PAL games for 
PlayStation, Satum and Nintendo 64 have black 
borders and are 17.5% s!ower than the NTSC 
versions. But when games are good enough, 
these are just minor inconveniences, because 
games are made to be fun not to run at 60fps 
or at fullscreen. 

Manuel Martin-VIV.Idi. 
Madrid, Spain 

Good point Edge only makes the distinction 
between PAL and NTSC software because 
occasionally games suffer in the transition from 
NTSC to PAl. Obviously the main concern is if 
the playability of a title is affected by a drop in 
speed. However, if the overall impact of a game 
is also reduced substantially when compared to 
in its NTSC format (as happened with the 
relatively sluggish PAL Ridge Racer) then 
Edge has a duty to inform its readers. 

Skewed logic 
ere follows an extract from a reply to an 
e-mail sent to Video logic voicing concems 

about a) its lack of software support and b) the 
PowerVR upgrade recently announced. 

'In an industry where things move so fast. it 

is essential that we keep technically ahead of 

the competition, and this must mean the 

introduction of improved technology. This holds 

true for every sector of the computer industry. 
The difference in the case of the Apocalypse 

upgrade is that VideoLogic has recognised the 

potential customer frustration and provided a 

means of moving on very cheaply. When was 
the last time Intel offered you a P200 at cost 

price because your P166 had been 

superseded? For the £59, not only do you get a 

faster card with more features, but you get two 

new games (worth more than the price of the 

upgrade in themselves), and you can keep the 
original card (for 0 spore PC or for a friend). Aff 

in all, I om happy to stand by our offer in the 

knowledge that it is good value and backs up 

our commitment to customer care. Once again, 
I sincerely apologise for the slow start to the 

publication of PowerVR-ready games, but 

assure you that there ore no two companies 

(VideoLogic and NEC) working harder to fix an 

outstanding customer concern. 
Colin Crawford, 

Customer Support Manager' 

While I agree in principle to Mr Crawford's 
reply, he neglected to answer the fundamental 
question I had posed. That question was: Why, 
upon telephoning Videologic's Technical Help 

.., 
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Desk and Sales department, was I not informed 
of the imminent upgrade, despite numerous 
questions which should have elicited that 
response. Could it be that Vtdeologic would 
have had sales of their current card crippled if 
the news had been released? Instead, I 

purchased the card only to read in the press of 
the upgrade days later. 

I personally think that a company of their 
size should give consumers a little credit. In 
future I will wait that much longer before 
upgrading. The net result will be that companies 
will struggle even more for consumers to take 
on new' hardware upgrades upon launch. 

In hindsight. I believed the hype and have 
suffered. My next upgrade will be to a 3Dfx­
based card, which is currently supported by 
many more developers - surprising considering 
that the manufacturers haven't got the financial 
muscle of NEC behind them. 

Nell Dodsworth 
Edge sympathises Vllth anyone who has 
suffered at the hands of the breathtakingly fast­
changing PC market. although one can also 
view Video logic's own predicament with a 
certain amount of understanding. The company 
is in the business of keeping ahead in the PC 
3D market. and releasing early news of its 
upgraded chip (which itself is necessary to keep 
it in the market against 3Dfx) would have 
harmed the sales of its existing PCXI. Not an 
ideal situation from either perspective, 
admittedly. On the other hand, 3Dfx's Voodoo 
chipset seems to have monopolised developer 
commitment without resorting to an upgrade 
yet (and one isn't planned for at least £ another six months). 

Spit and polish 

D am wondering why more developers are 
not following Nintendo's trend of 

revamping and re-releasing proven hit titles. 
With the possible exceptions of WaveRace and 
Shadows of the Empire, all of the Big N's own 
current releases are classic SNES games with a 
64bit makeover. What do Mario Kart 64 and 
Star Fox 64 offer in terms of gameplay over 
their previous incarnations? Not much, but will 
they sell in vast quantities? Of course they will. 
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Nintendo has proven the profitability of the 'spit 
and polish' job with Super Morio All Stars. 

A souped·up Semi Soccer on the 
PlayStation or a Chuck Rock on the Saturn, 
anyone? What with the games industry in 
general having a reputation for being a bunch of 
money-grabbing corporate bastards. it seems 
strange that more people are not at it Perhaps 
they have got this reputation undeservedly. Not 

On another note, I realise one of the main 
purposes of your magazine is to report from the 
frontiers of interactive entertainment. but when 
it comes to PCS, how many of us have a 3Dfx· 
enabled P20D MMX'? (Whatever the number, I'm 
sure it's increasing.) I'd bet a lot of your pc. 
owning readers have sub-PI 33 machines, so 
perhaps Edle could give an indication of a 
game's performance on a slightly more realistic­
spec machine (a 16Mb P133, perhaps). 

Ajmul Hussain. 
Manor Park. London 

So far Japanese companies have been chiefly 
responsible in reviving catalogues of older games 
for today's machines. Besides Nintendo's internal 
efforts, Hudson is working on Boku Bombermon 

and Konami is preparing Castlevania 3D and 
Contra for the N64. Western developers have 
been slower to port their existing concepts to 
newer technology (Factor 5's Balfblozer 

Champions is one exam~le), perhaps because 
they feel they can contribute stronger original 
ideas. And surely Core's Tomb Raider is 
preferable to a 32bit Chuck Rock.? 

Child's play 
was interested in your preview of V-Rally 

(E44], where you said that you hoped the 
game didn't become too realistic. likewise, in 
your preview of Fl, you doubted that a Formula 
1 sim had any place on a super-console and 
should be kept on a £1 ,500 PC (and a 14~ 
monitor, no doubt). And in your review of Fl 

you said many would describe this as the least 
likeable racing sub-genre - to everyone except 
those who made Fl a best-selling PS game and 
GP2 the best-selling CD-ROM game of all time 
on its week of release. 

The initial PlayStation adapters were quite 
old, mostly 25-40, and it is amusing how they 
have been given nothing but children's arcade 
software. After being priced out of the PC 
market. I was fully expecting that the 
PlayStation, like the Amiga before it, would offer 
both arcade--style and in-depth games. But I 
must strongly contest that Sony has targeted the 
18-24-year-old market. The company does not 
know the intellectual differences between a 
ten-year-old child and a 20-year-old man. It 
claims that sims are difficult, but Flight 
Unlimited covered the basics in a slim manual. 

The PlayStation is just a child's toy. Maybe 
other Edge readers should join this debate 
about the shallowness of console games. 

John Mara. 
Barking 

Edge's original concerns regarding both V-RaITy 
and Fl were based on the difference that 
existed (at the time) between console racers 
and its PC equivalents. This gap has since 
narrowed somewhat - especially with the 
release of Ultimate Race, the 3Dfx<ompatible 
F1 and Moto Racer - all games that sport an 
advanced simulation look but retain a console 
style of playability. 

While the majority of PlayStation software is 
indeed shallow and arcade-like in nature, it's 
worth remembering that it is the only console 
with a growing (albeit tiny) range of more 
cerebral releases, such as X·COM 1 & 2, 
Syndicate War.s and Command & Conquer. Try 
getting hold of titles like those on the 
Nintendo 64. 

supplementary questions 
have a been a loyal subscriber to Edge 

since issue 1, and have just received the 
latest issue. I was surprised to see an advert for 
Edle 46 with a cover CD a la Next Generation -

something else copied from your US friend. 
You have said regarding covermounts: 

'Covermounting items is prohibitively expensive 
- it's generally only used as a one-off marketing 
ploy to attract attention to new magazines or 
arrest declining sales. Edle falls into neither of 
these categories - and it's already a relatively 
costly magazine to produce: 

What has changed? Have your sales fallen? 
Are you trying to attract a younger audience? 
Where is the money coming from? Future will 
get about El.80 for each magazine sold - by the 
time the paper costs, etc, have been taken out, 
there mustn't be much left. Edge was so 
desperate to cut costs that it lost the plastic bag. 
There are also more and more supplements 
coming with the magazine. I take it these are 
sponsored (like the Atar; Jaguar episode). Is this 
a ploy to end the fall in sales? Why do you not 
release your ABC? 

Is the cover price going to go up to cover 
the cost of the CD? If not, where is the money 
coming from to pay for it? What about all those 
readers who don't have PCS - is there a version 
without the CD? Is the sellotape going to ruin 

-

my covers? Ifs bad enough having all the 
supplements being folded. 

As you said yourseH, Edce isn't for everyone. 
That's why your readers pay a price premium. 
Please don't appeal to the lowest common 
denominator. We don't need supplements or 
cover COs - which we will pay for, either 
through the cover price or increased adverts. 
Your niche readership buys the magazine for its 
high quality of journalism and layout, not for the 
freebies. Please bring the bag back - it could 
only have cost a penny. 

Nicholas Stoker 
Good grief. The decision to drop the bag wasn't 
a cost-cutting measure; it was purely a means 
of making the magazine more accessible to 
readers who may have been intimidated by the 
original 'closed' format The bigger the audience 
Edge attracts, the mote money can be spent on 
making the magazine better - surely good news 
for everyone. How can you complain about the 
fact that in the past five months Edge has been 
accompanied by three individual supplements -
a detailed look at the Nintendo 64, a 
comprehensive look at videogame hardware of 
the future, and last month's in-depth look at 
Bullfrog and Populous 3 (left} - all of which were 
intended to offer the reader more information? 

The simple objective in these instances was 
to make the magazine more accessible to an 
audience that might appreciate it having never 
previously considered it, not to counter falling 
sales or attract younger readers. The selfsame 
ideology created this month's CD-ROM. 

And no, there are no plans to raise the 
mag's price to cover its (not inconsiderable) 
cost. Editorially and commerciaJly, Edge has 
never been in a stronger position, and this is 
simply being reflected in the fact that it is 
delivering more for its readers. 

Nintendo no PAL of mine 
have two issues to raise. First, what is the 

ongoing situation with PAL releases of 
N64 games? I have a PAL machine and am 
quite satisfied with games such as WaveRace, 

which, even in its PAL incarnation, is still a great 
game. I have never played the NTSC version, 
and this probably explains why I am satisfied. 
However, it still irks me knowing that 
somewhere there is a superior version of these 
games. I am not that bothered by the black 
borders (if they can be reduced, aJl the better), 
but I am more concerned about speed issues. 
I want to buy Moria Kart 64 when it comes out 
but I am worried that it will be significantly less 
playable because of the slow speed. 

1 can't use an import Nintendo 64 because I 
only have an old-fashioned teJly, and having 
been 'stung' for £100 by the N64's recent price 
job, there is no prospect of me getting a new 
one. I would like you to do an in-depth feature 
on exactly what are the differences between the 
different systems and versions (should be easy), 
and more importantly, is it technical problems 

" I , 
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or simply laziness/lack of care that allows many 
UK titles to be non·optimised. In other words, 
why is it that only the likes of Konami with /55 
64 that can be bothered to make the PAL 
games as good as they can be? 

Finally on this issue, I think because this 
situation affects the majority of UK N64 owners, 
it is crucial that magazines such as yours, which 
usually reviews the import version of any 
particular game as the main review, do a 'recap' 
when the PAL version finally hits the streets, 
pointing out exactly how good (or bad) a job 
has been made of 'converting' it for PAL By the 
way, didn't Nintendo optimise SNES Super 
Mario Kart for PAL? 

The second point is regarding the 6400. We 
know that when the cart version of lelda 64 is 
released it will be compatible with the 6400, 
so that when the drive finally comes out you 
will be able to extend the life of the original cart 
game. However, do you think Nintendo has 
realised that extending this strategy could make 
the 6400 a 'must have' peripheral? Imagine 
being told when the 6400 is launched that 

your Super Morio 64, WoveRoce, and 

BlastCorps carts have already been made 
compatible with the 6400, and all you need to 
do is purchase a (hopefully inexpensive) disk to 
play six new courses in WoveRace or explore a 

whole new world in Morio? Almost every N64 

owner has these games and loves them but 
probably completed them a while back. The 
option of 'doing it all again' with new levels 
would be very tempting. though. Imagine: 

Super Morio 64 J could be exclusively available 
as a down load from a wehsite. 

Or AJan Choo-Kang. 
Chester 

The question of reprogramming/optimising PAL 

N64 games is down to the individual publisher 
responsible. Konami has certainly set a glowing 
precedent that will hopefully be regarded by 

( and ) 

rj1 After spending the last month 
~ dovvnloadlng and avidly playing all of 
the fantastiC 'SOS arcade emulators 
available on the web for the PC, I have only 
one gaming wish left in the world. lNhile 
games such as ASteroids are perfectly 
playable with the PC keys and are an 
absolute JOY to play, most classics need an 
authentic arcade joystick with two buttons to 
truly recreate their frantic action and 
p!ayability. Please could you tell me if it is 
poSSible to buy an actual arcade setup 
Ooysticks and accompanying buttons - not a 
full cabinet, just input controls) and connect 
them to the PC in some way? If not, 'Nhat is 
the best arcade·style digital stick that is 
available (preferably as gocxl the old Mega 
CD arcade Stick)? 

Stuart Thomson, 
Chester, England 

w;I It's possible to connect complete 
tAll arcade cabinets up to your PC or 
Simply connect a joystick of your choice 
(although traditional PC models perhaps 
aren't the best for fast·action arcade 
games). For most older arcade emulation 
games, you probably need a decent joypad -
you can connect SNES pads to the PC. For 
more information, e-mail one of the 
dedicated emulation sites. 

,., 1. IS it possible to connect my UK 
~ PlayStatloo to a PC monltOf wrthoot 
having to buy a PC·1V card? 
2. W'hen is TeKken 3 being released? 
3. And is there going to be a hardware 
upgrade for It? 
4. I have a P120 PC With 24Mb of RAM. 
woold you recommend upgrading to a 
higher processor? 
5. can a USlJap N64 play UK games with a 
Umversal AdaptOf ike the SNES could? 

Samir Marafie, 

via e·mail 

other publishers - including Nintendo. \. 
The 64DD strategy is presently far from 

dear. Several new games may suit the medium 
- possibly the likes of Turok 2, Unreal and 
Quake 2, for example - but it's unlikely that any 
cartridge released in the next six to 12 
months will offer 6400 support. 

"' , ' . 
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w;I 1. unfortunately not. TIle pc's video 
tall display IS handled by a card and 
unless you can devise a way of taking your 
PlayStation signal through this, you'll need a 
custom card. But what's the point? 
2. & 3. Tekken 3 will probably be available 
before the end of the year, but Namco is 
keeping quiet. AA upgrade which could take 
advantage of the advanced features of the 
game is rumoured, but very un likely. 
4. It depends what kind of games you want 
to play. Even a P120 will struggle to run most 
higtHnd 3D tllles these days, although its 
disadvantages can be minimised with a 3Dfx 
card - this is currentty the least hardware­
dependent card on the market, as well as 
the most potent in terms of rendering 
pQlNer, and will give the machine a huge 
boost In poIygon·generatlng horsepower. 
5. TIlere are navv adaptors that allow the use 
of foreign games on any N64 system, 
although at the time of writing they 
are still not 100% reliable. 

rj1 I noticed that you gave a thumbs up to 
~ the PAL version of /SS 64. I am just 
about to buy an American N64, mainly 
because, as was repeatedly pointed out in 
E46, the PAL conversions are distinctly 
second·rate. However, I would like to play 
/SS 64 instead of its Japanese counterpart, 
Heague Perfect Striker. So, would /SS 64 
running via a universal adaptor on an NTSC 
machine run exactly the same as it would on 
a PAL machine? Would it not, for example, 
run faster than intended? 

Robert Day 
17'1 Running the game throogh an adaptor 
tall would probably make the game run 
fairty closely to Its NTSC counterpart and not 
noticeably faster (although the PAL version 
of the game was not available for Edge to 
check). A US version of the game should be 
available around the time you read this. 
Naturally, that would be the most 
sensible option. 

,., 1. When will the PlayStation's 
~ analogue pad be released In the UK? 
2. IS there a decent flight sim·style joystick 
available yet for the PlayStation with loads of 
custom features? 

Joseph Brown, 
Leicester 

n 1. It'S scheduled fOf release sometime 
~ In the autumn. 
2. TIle latest suck to hit the shelves is 
SpectraVideo's PS dominator (left), 'Nhich 
costs £30. It has all the usual gimmiCky 
features you'd expect, such as an LED 
display, slow motion and semi auto·fire, 
but best of all, as well as digital and 
analogue modes, it has a 'Namco' option 
for games con figured for use with 
Namco's own stick. 
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