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with no new hardware 
announcements u the show. it 
wu down to Nintendo to spice 
things up with BartJo-Ktnoole 

NEWS ....... AUGUST 1997 

PC GAMES GO FOR GOLD IN ATLANTA 
The Atlanta E3 show opened Its doors in late June to the usual 
heaving throng of journalists, Industry veterans, buyers, 
salesmen, PR executives, and assorted hangers-on from 
around the globe who shambled around not really knowing 
where they were. It's always debatable how much real 
ousiness takes place at a show that relies more on surface 
gloss than substance, but tnlS year's E3 was unusual in that It 
belonged to the least glossy machine of all: the PC. 

With the absence of any new hardware announcement 
from either sony or sega, and few games of the stature of last 
year's Super Mana 64, the crowds were left to pick their way 
through a multitude of PC titles. There's nothing new in a 
show laden with CD·ROM titles - every E3 for the past f!Ve 
years has featured progressively more PC software - but what 
is new is the seriousness with which the industry treats tI1e 
market and the emergence, once again, of a home computer 
that is now competing on a level fOOting with the best the 
consoles have to offer ancl, In some cases, cOin~ 

A brief sortie around the hundreds of stands left VISItorS in 
f"IO doubt atx>ut the cause of this new-found confidence 
Despite haVlng no stand Ofl the main floor, 30fx dominated the 
show by proxy, Its distinctIVe green logo seemed to 
accompany virtual~ every PC monitor in the hall, but, more 

importantly. its teChnOlogy was powering almost all of the 
biggest games exhibited at the event. Meanwhile, installed in 
its own off-floor suite, the California-based company 
showtased the best titles to exploit its technology, inCluding a 
number of ear~ demos. 

Although the firm remained tight-lipped abOut its next 
generatloo of graphics chips, 3Dfx displayed several titles 
powered by parallel Voodoo processors (WIth a Similar spec to 
Atari's san Francisco Rush arcade board). These included 3D 
Realms' Prey, Earthsiege 3 from Dynamix, a racing game 
entitled Beyond Bizarre from Bizarre Creations, Quake-with-a­
plot Half Life from valve, and Skies, a Pilotwings-Insplred title 
from high-end 3D expert paradigm. The demo board, known 
as SU, is capable of throwing in excess of one million textured 
triangles per second around the screen, although. curiously, 
there was little demOflstra~e leap in performance abOve the 
standard board, judging by the demos witnessed by Edge. 
Whether tI1is techf"lOlogy prOVides a clue to the power of the 
next-generation 30fx chip is anyooe's guess at this juncture, 
but whatever the Importance (or not) of the SU board, the fact 
is that untll developers begin designing games from the 
ground up With the polygon-pushing power of the chips In 
mnd. the best the PC market can hope for are games 

The 'battle of the stands' was in evidence a,aln this year, but it was Nlntendo that dominated the hall wtth Its usual 
combination of neon. scaffolding.. and staff dressed up as lame charaden. Passen-by were visibly Impressed 
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Sony's stand cost around $lm and looked very much like the 'CamesMaster' studio. Of the large colledlon of PlayStation games on show. Rapid RllceT, 
Gex 2 and Flnlll Fllntasy VII stood out most. Ironically, the best game. Metal Cellr Solid. was shown on the Konami stand and not Sony's steel behemoth 

designed for the Pentium with enhanced texturing and 
smoother frame rates. 

The most immediately impressive·3Dfx title shown was an 
off-road racer from Australian codeshop Emergent. As a 
demonstration of the as-yet-untapped potential of the Voodoo 
Graphics technology, it left all other previous 3Dfx titles firmly 
in the shade with its si lky smooth 60fps update and a texture 
quality rivalling that of Sega's ubiquitous Model 2 arcade 
board. In fact. no PC game has ever looked this good, but 
whether PC game designers will be able to match the 
playability and design qualities of games that have their roots 
in the arcades is debatable. 

Back in the main hall, much of the talk revolved around 
the twin attractions of Ouake and Tomb Raider sequels, with 

opinion diVided over which was the most impressive. The 
PlayStation TR2100ked particularly rough next to the SVGA, 
fil tered 3Dfx version, running smoothly on neighbouring PCs. 
New gameplay features include a superbly realistic lighting 
effect that allows Lara to shine a torch around a dimly lit room, 
while a shark-infested pool gave a fleeting glimpse of a 
potentially hazardous encounter. Ms Croft herself has gained a 
number of extra moves, most notably a climbing manoeLNre 
that sees her scaling vertical walls with beautifully realistic 
animation. No saturn version was available and rumours 
persist that sony has tied up an exclusive deal with publisher 
Eidos Interactive and effectively doomed any prospect of the 
game ever appearing on sega's struggling format. 

As well as showcasing one of the most impressive titles of 
the ShoW", the Eidos stand was unfortunately host to one of its 
biggest disappointments. Doom creator John Romero's much­
vaunted shoot 'em up, Daikatana, limped along unaccelerated, 

with a poor frame rate, few creatures and unimpressive AI. It's 
too early to tell whether this represents mere teething 
troubles for the fledgling Ion Storm or something more serious, 
but whatever the cause for presenting such a half-baked 
demo, Eidos will no doubt be looking for some impressive 
results in time for ECTS in september following its $8million 
investment in the company. 

The Eidos stand was also home to other attempts at 
harnessing realtlme PC 3D. Innerloop'sJoint Strike Fighter 
(E43, 47) lurked inconspiCuously behind the main banks of 
monitors and yet managed to convince programmers that its 
IFS technology was indeed a salient 3D innwation 
Programmers flocked around asking questions, while most ... 

Sony's video tunnel was a mld-'80s-style stab at futurism which failed to Impress showlOers. 
Many went in feelin, perfectly well but came out with a stiff neck. blurry eyes and a mi,raine 
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and the countless us developers all hell bent 00 prodUCing 
wnat amounts to the same game a thousand times over. 

One of the biggest surprises of the show was firstperson 
shooter Prey from 3D Realms (see page 34), shown behind 
closed doors on the GT stand. Yet another game powered by 
3Dfx, It is already two years into its development cycle but is 
finally beginning to take shape after seemingly endless 
restarts. Like Quake 2, the most impressive aspect was the 
outstanding 3D engine, which displayed textures of such 
quality that they resembled the prerendered sequences of just 
a couple of years ago. unlike Quake, however, the technology 
has at least some bearing on the game play, thanks to 3D 
Realms' innovative 'portal' technology, which distorts the 
maps, Tardis-like, to prOVide teleports, puzzles and mind­
bending perspectives, all of which will Impact on the 
m~ltiplayer game. Despite the polished state of the engine, 
prey is sill! a full year from completlon, and quite hdN it will 
compare to next year's inevitable Quake 2 clones IS unclear. 

British developer PsygnOSis had a good show this year. 

Considering the Satum's dwindling market share, Sec. had a stron,/resence at the show. Its 
Model J coln--op. 11Ie Lost World. drew the crowds. as did the bel_te 3D platformer. Sonic R 

Not only did it boast one of the most expensive stands 
(rumoured to have cost more than Slmillion), but Its 3Dfx title, 
G-PoIice, drew the cn)'.vds With Its detailed textunng and 
high-quality vehicle models. It's difficult to see where the 
game is going in terms of gameplay, With flight limited to a few 
city blocks and little to do apart from dropping bombs and 
shooting down enemy aircraft. but It did manage to create a 
convincing 'dark future' atmosphere Within the limited 
confines of the play area, the City resembling a magnified 
version of Syndicate Wars. 

PsytJadekwas also on show, alt>eit in a fairly basic form, 
as was the near-complete Overboard. Edge was also ushered 
into a darkened room for an advance look at Pure 
Entertainment's title, Respect InC, a 3D gangster cartoon 
whose unique selling point, its realtime polygon deformations, 
sho'vved promise 

.... people were simply impressed that such astounding visuals 
could possibly be n.mnlng 0f1 a PC with 'NO hardware 
acceleration' - as was boldly declared on a Sign next to the 
morutor. To that extent alone It was certainly an unusual 
prod at E3 

Squanng up to the EIdos dominance, ActMSIon unveiled 
Its stroogest-ever line-up, ctiVIded rTlQ(e or less equally 
between firstperson shoot 'em ups (Quake 2. Hexen 2 and 
SlM, strategy games (Dark Reign, Netstorm) and a dutch of 
shaky PlayStation btles, IncludlngApocaWse - the first 
videogame to feature a virtual version of a HollyoNood star 
{Bruce WilliS). Quake 2 certainly garnered much of me 

attention, despite the fact that it is nothing more than an 
engine at this stage. It was merely a demonstration of the 
pawer of the Quake 2 teChnOlogy, whiCh, in conjunction with 
the 30fx card, Conjured up a colourful, hi-res environment 
inhabited by legions of deta led creatures. It is, however, 
becoming increasingly difficult to get excited about the 
firstperson genre, awash as it is With endless grey corridors, 
mindless enemies and futile puzzles which seem to highlight 
the gameplay gulf that exists betoNeen the likes of Nintendo 

CM ... .., .... ...... -

By contrast, the IndUStry'S conSOle h~lghts were 
short on surpnses Nlnteodo, which had taKen the same stand 
that It tOQl( at last year's event, chose not to start talkmg about 
or even sI"Jc7.v1ng Its 6400 player (WhIch IS being saved for Its 
home-grCM'T1 ShoshInlcal show In Japan In November), relying 

(an Sonk find his way back to the top of the heap? 
Probably not on the s.tum. but Sonic. Is • rood try 

---Thidparty Ni1&endo 6-4 pmes _ID be Itd.DId 

in mst.tJ pbIishers by '10 in the us n:I 
Europe. eI'rt!diYe Inrre:iatdy. The.Jlpa1ese 

~ ~ the decision ID lower 

~ msts, ~ it is men! Iik6f ID 

be a response ID Sony and Sep's OMI recent 

dedsion ID ~ saflware prices. 

Id la is dew:Iopinga ~~ 
v.t1eeI ....tidl WI be axrpatDIe with both the PC 

and cmsoIes. The companys Force Feechd 

~ S>r*rn uses enaxIed caI1I"idfes which 
allow ~ fora! feecbIdt for their 

piIftiaJIar madline. Id is anendy in tIIlcs with 
the ITIIjor CXJn50Ie manufacb.Jrer:s CNet Iicensng. 

Aa:ordilIID the III\Iest ofIicieI fi,..-es issued by 
/'oirUnckI of .IIpoIn, by the end of Man:h 2.04 

mAon Nintendo 64s wete InstaIed in Jepanese 

homes Md NirUndo could aut on the seMces 

cl approIdmateIy so u..rty 'ioensees. 
HoweYer, the real uprise came with the 
software fisu"es, I'oftch dained that Moria Kat 
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instead on a ffi!W key secondparty software titles to wrest 
attentlon;may from its rivals. 

With the exception of StarFox 64 - which was pushed the 
most heavily, Within a large enclosure featuring a pair of giant 
Arwing fighters housing Nintendo 64s hooked up to a huge 
videowall - Rare's line-up dominated the proceedings. The 
much-hyped BanjO-KaZooie (see page 38) materialised at the 
event after months of speculation (i t was originally known as 
Dreams), and was joined by another Rare project, Conker's 
Quest (see page 39). CurioUSly, thOugh, both titles are a spin 
on the super Mario 64 theme, with unashamedly similar 
design characteristics and some beautiful textured landscapes 
and characters. 

In game play terms, Banjo-Kazooie was Clearly the most 
advanced of the duo, yet in some respects its visuals were 
arguably surpassed by those of Its even more SiCkly cute 
cousin. Conker's Quest, perhaps more than Banjo, prOVides 
adequate evidence that I\lIltendo's machine is set to be ttle 
host for some senously beautiful games. Wandering over to 
sony's big 3D platformer, Blasto, after gazing at either BanjO or 
Conkers was like watchmg a premium SNES title follov.'ed by a 
budget Commodore 64 game. 

Nintendo's crowning glOIy wasn't either of these, though 

NEWS CONTINUED. 

It was yet another Rare game, GoldenEye, which is arguably 
the British company's most accomplished effort to date (see 
review on page 76). Strangely enough, Nintendo of America 
didn't seem to push the game as much as Its quality deserved. 
A raw of monitors running the game was fairly busy 
throughout the show, but considering the strength of the title 
(unusual for a film licence), it's Odd to think that NOA gave 
more emphasis to a brace of 3D platformers than this striking, 
innovative foray into firstperson 3D. 

Actlvlslon had Its best year ever .t the show_ Its Ibnd was dOMinated by • ciant robot. 
promotlnc its forthcomlnC IfefJvy ~a' title. but most visitors were there to witness Quab 2 

Thirdparty efforts for the Nintendo 64 were a mixed bag, 
hooever. TOp Gear Ralty impressed with its Sega Ralty-style 
visuals, although most people agreed that it lacked speed. 
Lamborghlnl 64, on the other hand, was faster but this, the 
rather unrealistic san FrafICJsco Rush and Multi-Racing 
Championship all suffered In that sense that there wasn't a 
clear enough diVIde between them and the current leading­
edge 32bit racers - a prevailing problem with N64 racing 
games. pertlaps the best was witnessed on Nintendo's 
'coming soon' Video, where the first glimpse of the ultra-fast 

Need 10, Speed 2. which WAS almost laughable in its 
standard form. found a new lease of life thanks to the 
]Dfx card. dro1wine ript to the horizon without pop-up 

F-lero 64 was presented, along With new clips of lelda 64, 
Yoshi's Island 64 and assorted thirdparty titles. 

sony fought back at E3 with a multitude of titles and 
the biggest and most lavish stand to date. Unfortunately, few 
of the games on display proved special enough to give 
Nintendo loyalists anything to lose sleep (Ner. The double 
whammy of Crash BandiCOOt 2 and Blasto proved that SCEA's 
commJtment POSSibly lies more WIth big-bucles marketmg of 
tried-and-tested formulas than the creation of inllQVattve and 
progreSSive videogames. Gex 2 from Crystal DynamiCS - which 
gets Edge's vote for the best-looking 3D platformer available 
for SOlly's machine - was tucked;;r.N~ on a single monitor 
and therefore had little presence. Was this possibly an SCEA .. 

64 heel ouI!dd ~.w.ri:J 64 - the 1INo JIIfT1e5 

sold 1.5-4 rriIon and 1.39 mIion~, 

<MIh PibMtlgs 64 ~ beNId tMIh • mere 
Q.29 rnilion copies. ---Namro is apparently set 111 stop deYeIoping 

insteed tI.med it! IItIIenIion 111 ~ 3D&. 

and other C21d for fuIln PC alfIIIIefsions. TM 

v.tI oome as a ~ blow 111 VIdeol.oP:. 
v.tidl had ~ nameched:ed Narnc:o as one 
of iIs mBjor partneB. Rave Rooer was due 111 be 

the h Idler app for !he C2IId, but a proCnK:ted 

deYeIopment period meant that the pne 'MI5 

-_ .. 
Sep has frIItt' decided ID ~ the PAL 

Satun 111 ndude an RI' socket and Ieacl. AIthoujjl 
I..WIOfficiaI SCART~ adapcots have been 
IYIiIable sR::e the madine's Iatnch, t was 
~ orl!<t ofIicia/Iy lYaiIabIe Mh SCART 

connedion. ~ to Segi!. the nw:we has 
been made in recD!P"lition that many dlilchn sIiI spedIicaIly for the PcweNR chIpset and has --

Eidos pushed Core twins Tomb 
Ralde,2 and Fighting Fo,a 

hive Rf.onIy TVs in 1heir btdooms - when! they 

cbn end ~ pIIyinj W:Ieoprnes. ~ 
the tirrq may hM been precipitaIIed by the 

c*op n prO 111 £99 ~ by o.r;s and 
Obrons. This 'Nil probably ptA the madline in the 

'bir1hday present' prO "lnse. so ITIOfe )'0lIl8 

diIdren wiI have 1lCalS5111 the madine. 

Meanv.tIiIe, Sep his mnfirmed that t wiI not be 
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Randy businessmen, idiots In 
beards and hired totty revealed 
the sad underbelly of the Industry 

Virgin's stand concealed one of the most eagerly anticipated titles of the show: Bltlde Runner. The presentation 
was superb, but at this stage weary delqates would sit throurh anything for • comfy sofa and ill cup of te • ... 

-41 initiative to avoid the embarrassment of being upstaged by a 
thirdparty product? 

possibly the PlayStation's strongest title at E3 was 
squaresoft's Final Fantasy VII, which is set to debut in US 
stores on September 7. The game may not have been the 
most accessible title on display but harqcore gameheads 
hogged the monitors for hours, enthralled by its engrossing 
storyline and beautiful visuals. Aside from that, SCEE's 

technical tour de force Rapid Racer won the accolade for best 
Playstation racer, while Konami's Metal Gear Solid (only shown 
on video) managed to capture the imagination of almost every 
delegate who ventured into Konami's booth. The new video 
revealed some amazing new gameplay diversity and visual 
effects and was so impressive that some quarters even 
claimed that this was the game of the show on the strength of 
the paltry five minutes of tape shown. Konami went so far as 
to invite the Japanese developers of the game for a Q&A with 
journalists unfamiliar with the game. 

Although sega is fully aware that the Saturn now 
represents little threat to the huge installed base of the 
PlayStation, it still managed to make the most of its limited 
line-up with a large area of floor space. Key Saturn games on 
its stand included an early version of Sega Touring Car 
ChampionShip, the teChnically slick Sonic R from UK developer 
Travellers' Tales (see page 41), plus Japanese-developed titles 
SUCh as Last Bronx and Panzer Dragoon Saga. It was only 
really the awesome might of a pair of Lost World arcade 
machines (see page 58) that reaffirmed Sega's 

It conquered the show by proxy. hekllb meetings as f., away from the main hall as possible, 
and had the support of every top developer.lDfx appears to be makinc all the richt moves 

unrivalled dedication to pursuing the state of the art in £ 
interactive entertainment thrills. 

reIeesing its NetI..iN: ~ in &.rope. The 
oomp!Iny dams this is because ELKo eudienc:es 
an! not quite as receptive to onIine lllmins as 
StRside prne!S, but the dNce's poor us $lies 
may haYe something to do with the decision. 

AaWII..,. ..... T-.II 
Toyfirm Playmates has stn.d e deal with Acdeim 

to develop a range of rlXOtt ~ indu<ina: action 

fW.nes, vehicles and pIrf sets. rlROil: has reandy 
topped \he N64 charts in Jap!ln and has made 

.cunei £o4Om in gIobII sales mce its JeIease. 
This ITIO'o'e foIc:r.vs I\ItIen"p:s by Eidos to cash in 

on its own hugely profitable ~I property, 

I.ara Ooft. The prospect of a Tomb Raider rTM:Me 
is now apparently eYefl do5er to happening. 

--The Enter1iinment Software ~ Board, the 
Americitn ~ of ElSPA, has pen Find 

Fommy ~ a teen IlIIirt: for its US release, 

effedNe/y keeping it out of reach of pmefS 

I6Ider 13, This decision was made due to the 
game's ;,dull cootI!nt - indudins a brocheI scene. 
a toudl of aoss-dressinll end some violence 

toward female cha!acters. The game remains 

totaIy InCeI'ISOred, howeYer, It BBFC mins is also 

hiahti likely for the UK JeIease and, given the 

am!lt r1'1OAI dmate in tns ~ 
democratic CI:U'IUy, some ruts are possiIIe, 

~~a.Ir:..,..,. ...... 
Comic company ~ is 5el:to release a 
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By column: (N64) Tetrlsphere. C;oIdenEye. BonJo-Kaoole and Conkers Quest (the onty title to be published by Rare Itself): (Satum) SoIIk R. Panzer 
Dragoon SGgG. Last Bl'Onx and Model] conversion Sego Touring Car Championship; (PC) C;.f'oI/ce from Psypos's. QUClb 1 from id Software. TOIftb 
Raider 1 fro", Core and the inaedibty liIte Unreal. from Epic; (PI.yStation) Blasto. Crash IIGndkoot 1, Final FGntasy VII and the hi-res Rapid R«er 

Some jobs Just aren't worth haYlnc ... These poor sods were ch ..... ed with stalklnc the h.II, accostinc anyone foolish enough to meet their caze. HlchlicMs 
Included a giant Scots bloke with elephantftis of the calves •• red muppet. a woman with radioactive breasts. and the world's least-scary er"n monster 

series cl eW1I comic: bocts hspired bot' Namais 
cIIssic beet 'em up triort. TfiiMI. 'The series, 

wtW:h is cb kI be ~ rnot'IIt+J from 
Sepwnbet tis ye¥. fNIIft ewtCS nI 
~ tIW: I'.- shaped !he ttne pmII5, nI 
prorrises w RiJcIe flAy I'tlI.nded 
chwacterisation of each d !he fij'Itss. Net 
exacdy IntI!nctiw, thouQf\ is 10 

...................... 
SI!! ~ DM:I BnIben is ~ I PC 

version d ltibit d.aie ~ - wtW:h also 

append II'Ider the monbr Zadr lIS IhII h 
~ ~ for N:J:xr(s ArdWnedes~. 

lotus 2000 is 0.. W a.wort 30b's Voodoo 
L.osk: ~ nI wiI bill Bn!ben's first pme 

sin he .... tIken w cwt bot' ptbIsher 

• 

Game\Iet CMIr !he but-fflden m.e d Frot7tier. 

file 2. GroIier InIIenIdM! is let 1D m.e !he 

pnI!I in time for Owistmas. 

lA .................... 

Electronic: Ms has sip1ed en ~ ....nh ,----....... d intenK:!iwI30 IJaphia 1edJnoIogy, 

worbtetions nI PCs. 'The 1etITIS d the 

I/iI'eemerJC gM !he IfI'Iericw! 8IIf'MS pc 
~ ..a\drMde ciscrIMion r9'ItS kI 

~s ~ 30 Voodoo IJaphia - .............. -
30be tectwdorY. No present. criJ two oIhI!r 
manufacb.re!s - Orchid nI Diamond -
produce 30 IJaphia cards. 

11 I 
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SNK ROLLS OUT 64BIT HARDWARE 
SNK recently introduced a new arcade 
board at a private show held in 
Akasaka Mltsuke in the centre of TokyO. 
Named Hyper Nee-Geo 64, the board. 
aimed at the 3D coin-op market, is built 
around a 64011 RiSe processor and 
includes 64Mb of program RAM and up 
to 96Mb of vertex memory. 

Along with the hardware Itself. SNK 
showed off two Hyper Neo-Geo 64 
games at the event: Samurai Spmts 64 
(previously seen in video form at the 
AOU snoW) and a new racing game 
entitled Round Trip. The former was 
presented as a 4Q%-complete playable 
demo With several characters and four 
out of the proposed 12 stages available 
However, viSitors to the shOw were not 
allowed to partICipate In the game 
themselves - Instead, SNK 
representatrves played througtl the 
levels pointing out key assets. 

Some present at the show believed 
this reluctance was down to the fact 
that the game employs a full 3D arena, 
allowing players to circle each other as 
in Toshinden. After much research and 
playtesting, this approach was 
abandoned as too complicated by the 
Virtua Fighter 3 team and replaced With 
a simpler escape mode. It could be 
then that 5NK was nervous the 
audience would be unable to cope with 
this innovative control methOd without 
plenty of practice, and would therefore 
denounce It out of hand. Whatever the 

Samurai Spirits 64 lacks the 
eraphlcal prowess of Model] 

case, many garners will no doubt be 
concerned that this increased realism 
wi ll hamper the balance and playabillty 
of the game. 

In terms of visuals, Samurai Spirits 
64 is less impressive than the fighting 
games seen so far on the industry's 
hi-end standard bearers, Model 3 and 
Konami's forthcoming CObra board. Its 

textures are cruder and the characters 
not nearty as strikingly realistic as those 
in Virtua Fighter 3. The game also 
seems to suffer trom a high degree of 
pixelllsatiOrl, something that may 
hamper the game's chances when It 

premieres in Japan in AUgust 
The other utle sho'Ml, Road Trip, is 

an innovabve off-road raCing title wtlich 
gives the player a choice of several RV 
vehicles, such as a Land Rover and a 
Mltsubishi Pajero. As In Konami's GTi 
Club, racers get the chance to choose 
their own route through each circUit. 
and here many of the alternative routes 
have different road surtaces wtlich 
affect vehicle handling and the amount 
of force-feedback the cabinet's 

- '" . . - , 

Althoueh playable versions of two Hyper NGU eames were shown. 
only SNK staff. dressed in yellow jumpsults. were allowed to take part 

. steering wheel receives. unfortunately, 
thiS game also led to disappointment 
from some showgoers. A-though the 
backgroundS are graphically impressive 
and varied, the game play is rather slow 
when compared to other hi-end efforts. 
Uke Samurai Spirits 64, however, the 
title was far from complete. 

For its Incooquerable 16bit Neo­
Gee technology, SNK revealed Kmg of 
FIghters '97 wtllch appears to add n€"N 
moves and characters to the familiar 
recipe, but little else There was also a 
com-op spin-off which allows players to 
take photographs of themselves posing 
With their favourite characters. Can the 
craze for glOrified passport photo 
machnes get any more bizarre? 

\'Vhile the early demos shown are 
the company's first dalliances with true 
3D gaming, industry pundits will be 
watching the Osal<a company for ne'NS 
of a possible 64bit home console. 
Whatever happens, it's unli kely that the 
technology wi ll cause the arcade 
divisions of Konami or Sega any £ 
sleepless nights. 

Specifications 

CPU 

64bit RISC 

RAM 

4Mb 

PrDlram 

64Mb 30 

Ve" 'Y 
Maximum 96Mb 

'eo 
Maximum 16Mb 20 (sprites) 

Ot yed, Ito:s 

1536 spi1tesiframe (at 60fps) 

r memory 

Maximum 128Mb 

functIons 

Enlarge, Reduce (scaling), Chain, 

Revolution, Mosaic, Mesh 20 (scroll) 

ng screens 

4 (maximum) 

Ch ratter memory 

64Mb 

M n functIOnS 

Enlarge, Reduce, Rotation, 

MorphIne. Horlzontaltvertical 

line scrolling. 

colours 

16.7 million palette - 4,096 colours 

displayed simultaneously 

SOund Channels 

32 

Round Trip currently boasts impressive backgrounds. but sluggish ad ion 

Sampling frequency 

44.1Mhz (maximum) 

Wave memory 

32Mb 
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PREDICTIONS UP AS N64 GAME SALES SOAR 

THE Games has increased Its N64 sales fOfecast for 1997. due 
to the apparently unexpected success of recent soft\Nare 
releases on Nintendo's machine. 

The N64's software mark.et share has seen a bOOst of 34% 
to claim nearly 20% of the console territory following high 
sales of Mario Kart 64 and International Superstar Soccer 64. 
For the week ending June 28, Nintendo's console had three 
of its titles in the top fIVe of the ChartTrack UK console chart. 
With 15564 at number one, Maflo Kart 64 at t'vVO, and Super 
MaflO 64 at fIVe. 

Surprisingly, Konami's 15564 sold more units in its first 
week than its PlayStation counterpart QSS Pro) did dunng Its 
QlNn first week on sale. Peter Stone. Konami's UK consumer 
division manager. recently told trade ne'WSpaper Computer 
Trade weekly what he believed to be the reasons behind 
these figures. 

'Obviously the PlayStation has a larger installed base.' he 
said. 'but there are over 200 titles released, which gives 
consumers a wide choice but also makes it tough to achieve 
big numbers for even a strong tltle 

'The Nintendo 64 has a smaller installed user base, but 
hardware sales are buoyant and, with so few titles available, 
consumers are hungry for top-Quality games like ISS.' 

According to THE Games, over 10,<XX) N64s have been 
sold every week over the last couple of months. With major 
releases such as StarFox 64 and GoldenEye only a few months 
away, the sole Nintendo distributor in the UK has increased its 
forecast for the year. 

Although the initial figure stood at 450-SOO,<XX) units, THE 
Games IS now confident it will be very close to the 
P1ayStation's year forecast of 65Q,<XXJ. A conservative estllnate 
of the number of N64s in the UK currently stands at 180,<XXl, 
With the year's most Important months - the run-up to 
Christmas - still to come. 

Meanwhile, in the US, after witnessing sany's 
product-intensive stand at E3, Nintendo of America chairman 

Howard Lincoln expressed his fear for the current 
overcrowded state of the PlayStatlOn market wtlich according 
to him has 'too many titles chasing too few slots.' 

HiS comments followed SOny's announcement that there 
are 243 titles available at present for its machine. With a 
further 150 possibly arriving by next March. a move the 
Nintendo chairman described as 'a recipe for disaster.' 

'I certainly WOUldn't want to be coming out with the 350th 
game for the PlayStatlon this Christmas,' said Uncoln. who 
rarely hesitates wtlen invited to share his views on NintendQ's 
substantial Competition. 'SOny seems to take great pride In 

having so many games, but this is not a disposable CO-ROM 
bUSiness - it's about Quality entertainment' 

Although many have applauded Nintendo for its 'Qua Ity 
over Quantity' approach, some still yearn for a bigger software 
selection. Lincoln went on to defend this criticism, which 
stems from the fact that the N64 game roster currently stands 
at 17 in the US and only nine in Europe. 

'Our global preSident Mr vamauchi believes that the 
eaSIest way to bankruptcy is to put a lot of crap. I agree £ 
WIth that. and we certainly don't Intend to do It.' 

NEWS 

Recent PAL releases such as Morio 
Kart 64 (left) and ISS6t have 
substantially Increased the N64's 
share of the UK software market 

N64 POISED FOR ARCADE ASSAULT 
Japanese developer Seta has revealed 
that Its Nlntendo 64-based arcade 
board is finally nearing completion. 

originally announced last year, the 
ALECK64. as It is to be known, was 
co-developed With a custom licence 
from Nlntendo and represents an 
enhanced version of the N64 hardware, 
with Improved sound and 2D graphic 
Chips. However, the board shares the 
MIPS 4300 CPU and software tools of 
Nintendo's 64bit maChine, and 
development costs are therefore 
expected to be less than that of 
proprietary arcade hardware, giving it a 
system 11-style economical appeal. 

Seta's role as a research-and­
development company with Nlntendo is 
not new. The Tokyo-based unit has in 
the past worked closely With the 
Japanese games giant on NES and S"lES 
hardware including development 
support tools, as well as developing 
custom chips for other hardware and 

• 

software appllcatlons - the 
performance-enhancing DSP chip 
Included In Seta's own Exhaust Heat 2 
SNES title, is an example of the latter. 

The boards have already begun 
distribution to arcade games 
compames, and 10,<XXJ units are 
scheduled to be sold by the beginning 
of next year 

VvtIile Seta has not yet released 
details concerning any of the 
forthcoming games, the company has 
indicated that all future titles Will be 
eaSily ported to the N64, This is an 
important point as the arcade is a 
perfect place for new software to be 
consumer-tested before the decision is 
made to move to cartridge duplication. 

The move Win see Nintendo 
attempting a comeback into the arcade 
game scene after a long period of 
inactivity, Despite having an arcade 
pedigree which stretches back further 
than its most famous early coin-op, 

Seta's N64-based aKade board 
adds better sound and lD chips, 
but retains the console's CPU 

1982's Donkey Kong. very little has 
been offered by the company in the 
west since the seminal platformer 
Super MaflO Bros in 1985, and the 
recent releases in conJunctlon WIth US 
developer Midway, such as Cruis'n 
USA and Killer Instinct, have had £ 
a mixed reception. 
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OUT THERE 

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

Pub footy comes of age 

A ccording to well-established tradition, if the regulars of one pub want to 

challenge those of another to a football match, the teams have to get 

up early on Sunday morning. track down something bearing a vague semblance 

to a 'kit', and trudge about muddy patch of grass masquerading as a pitch. A 

distinctly unattractive proposition to most beer-bellied punters. 

This could well be a thing of the past if Kai-San Ud's latest project works 

out. The company, a subsidiary of Satvision PLC which produces massive TV 

screens for pubs, has developed an as-yet-unnamed fjve-a-side football 

videogame that can be connected to an ISDN line. This means any pub team 

with a machine installed at their local can play against any other drinking den 

in the world where a similar machine is present The game itself looks 

reasonably proficient in terms of visuals, and the creators have fully captured 

the spirit of pub football by including a punch option. No doubt later editions 

will include headbutts, fag breaks at five minute intervals and 2Q-stone players 

who puff around the centre circle before collapsing in sweaty heaps. 

To ensure that rivalry remains fjerce throughout the land, Kai-San is also 

planning to set up local and national inter-pub leagues with cash prizes for the 

winning teams. The system is being launched in September and Kai-San is 

expecting 600 units to be in place by June 1998. Better start practising those 

combined beer-drinking/controller-bashing manoeuvres now .. 

EDGE" AUGUST 1997 

With films rolyrc inaeasi'8IY on CGI and videoga' .... CIlIMISOIy. on _1Odiniques, Ihe eoo worlds ... ..,......,. 
_ film _ MIle cam his onnounced his iiIII!nIian 11> pt iMiMId in ....... and S1evon SpieIberg his ahoIdy made Ihe 
pI ... ge with Oreom WOib InIiIracINe; perhaps ~ is only • .-of time bebe same desipn leap in Ihe appooiIe chcIian. 
With this in mind. ..... tliIies • few videoga,,,, figuie and precicts _ wooId happen H they sot their hands on 11Im atNI •.. 

Illreeler SIeIIen Spielberg Tommy Chong (of Cheedl TenyGiliam .JoIln Woo 
and Chong fame/nooxiety) 

.n •• EIIedHdon~ Weird 70s drug ftidt.- SumiII fIaMtc ocHI -.,..:load odiIoren 
set in I mystiaII dnIam spec:taa liar Jean MichoI amedy odiIoren wIIh I kdaauIIy"'" body 

wodd popuIMiod by IaIs of JaIlHlyle 1911 show. podood wiIh ... CDI1t, ...... "111 who 
short. ClJII! people and With • cost made up _oIi'eIcMI am .......... ....... entRIy of llamas .......... peapIe .,.. .. ..... IlTl!Ievant - guaranteed 11> E 1,000 worth of contrcIIed Doesn'! matter IS long IS Low: IaIs of bIciocHed paint. 

make far more money than narcotic substances wouki he can buy • new spoIlS pIasIic guns, eJIpIosives and 
was spent producing ~ probably do the !rid< cor with the film's profiIs aop translalcr for sublides 

., ..... 1. Phenomenal success. CUlt nooxiety. Haody A ..... because 01 lis ~ ....... -.... 
Adift; find Ihe repressed anyone .... it.thouaI\ InIoIIprt. wiIcIy diIIoIont ... 0I1he -'cl CIIi:hes 
child within them tW1Iing because he .... t on a>ncopIs, wIich bewilder on. HaIjwaod"'-' fill 
iIs Wltf out. .... ie children same 1avHey .. most US audiences. He fNf6fa,oal_to'banaw' 
soon begin pIoo,ing with dnemaIic medium Ihot ....... wiIh 'lid1wonn Ihe 1Im'sldeos. To be 
small pIasIic plumbeiS premises ~ thinp, but .!in: the WoItd's Dlmbost tt-11hn111or.-y 

.nd gorillas is, in facI, • bit rubbish Superhoro' and doons up s.moy on IInMI 
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EDGE SINGLES OUT THE WINNERS AND LOSERS IN THE 

Gci1ltoillllJOlilch manages ifficult feat • 

007 game, and reinforces Rare's reputation as the secondparty maestro. 

withSidM ....... 

graphical conl!nt 

-,.. El pooty. Tough to get into, of rock-stadium proportions, and 

distinguished by senior industry figures getting very messy indeed ... 

The almost-certain retum of SNK to the console scene with HNG64. 

the _ue for this years E3, wi1ich saw 20,000 less attendees than 

last year, largely because of the venue shifting from lA (where the 

majority of US press and developers are based) to Atlanta, Georgia 

(a place wi1ere cu~re is something only found in a petri dish). 

proposed name Iorthe Eiropean release d _ 64. 

ng W Just whit is goins on dcMIn at NinIondo HQ 

The jerky graphics and chunky textures of 0.1_ at E3, wi1ich left 

Production editor wanted 

I )I,il~ tt, 1·/~·llldlll·stlllctdring, Edge m't-.,d', d 

tdl('ntu.! (;fld ('X;lt'l:l':1CCd ;)rccLJCtlon l'utt:1 tll he 
bdSeU dt Ih ujjl( t' n Hclth. 10 be considered j;1[ 

the [XlSltiurl, ep;)111 ,lIlt'; wlllllced thl\ follt IWIr1:~l, 

• All excellent gl d',p nj thp fnglish !<-JIlglldge 

• StlOllg 5ubblllg dlld Vv'rltlllg skills 
• The Jbility tu L'llil)l.: ( 'I~l/j derldlillt'c, 
• A keC'n ~Iltert-.'c,t rl IIlt('ld( t.\'r el1tertdlllllll'l',t 

:,[ ,~' 'i' t:(~il Edge 
'l,g;Ci;.'ll' I '..1rlflllllJt: 'I ,. ),~': [::i\ .c:UW f', ',1' "I' 1,1' 

,I (\' dU! d 1(1i: ',\'1)'(1 ,lp:Jrdi<',ll of Edge ~:I,li~di:1t 

OUT THERE 

t h • Y now? 

ocnitI!d by Ninb!ndo Co Lld in t 969, ~ v .... "'"' one d the 
ossentiII cu' ....... 1Is in the cxxnpony's _ from pIayins CIIId 
IIIII1IIIcIInr to muIIirniIion-ye vicIeotIao' '" P1l AA oIioeIoIve _, v .... was soon rTIOIIOd into Nintondo's ~ 

aomes and",," chisian IIIIhoi8 he bepi by aeoting alX1f -. idibIe arm, 
rnad<oIod • the tAn Hone\. wIidi sold 1.2 ....", II1iIs in 1970. _, 
........t year.s1al!r. the ~d~ _ ......... CXIincidod 
with the birth dthe ............... and inspftd V ...... '"-t1he 
massiIIeIy SUCX25Sft.j Game & WKh -I ~ wIidi Iiid 1he ........... 
kuidoIions for his .-sucxes:" Game Bar.IiuIdtod ... 1989. 

He has not enp,.ed such SUCC05S since 1he Game Bar. '-. v .... 
and his R&Dl department went on .. dewlap the ""'"' Bar, a 'WtuII ieoIity 
CXIIlSCIIe' with a red LCD display. Launched in .. at around the same time 
• the PIoy5totion and Saturn, V .... believed ~ would be more sua:essfuI then 
boIh because_were becoming booed with _lV displays. He 
"'"' _ and the rnadine flopped trilIy, prne -. ~ 
."..,.... CIIIridt!es such as KIlrio Imd at ¥98 (SOp). _ has l V .... 
"'"' ..........t from acINe work witIin R&Dl and giwen a fIirIy SI4*ficioI .... 
_!lis paint, wIidi pled the _...,.... .. 1oMo NnIondo. 

Now, '-he is ....... with a new ___ -1inI Co. 
Hole the ....... elediCAics wiz is de 1 ..... a""" ~ ...... doW:e 
caIed KooeIwnea:ho (or Anaainda) wIidi -.... ........ hi the player 
must feed and look _. The doW:e is due .. be IiuIdtod in .. in Att, 
with throe or fru- new models -. eadi_. 

Once apin. k seems V .... has 1IIien lis ; ..... ' from previous SCIURlOS, 
the -.. inftuence here beirc Bandai's TIII'II8I*fii phei lOiTIOIiCA , BtI: then 
I..,...,. an edipse the SUCC05S d such ..... pmib:t. lis......,!Iis II'1II\. 

11Ie _ - old, new, _ -that hII¥a Iirciu&ht 
_ to. _I In tIIe.tIp _ tills month 

11<6<1 
Rn's InIJ*ecI t'nIperson Shoot 'em ~ gNes pi8','ers a more c:orrWIrc:q~ ~ '-' 
" ... before It. YAIt1 tqre, atrTIosJlherIC lOcatIons and ., 8bIxJdInlIt cA qIlII' __ ~ 

11<6<1 
...... SNES tIII8 YOShfs ISIBnd? Edp does, and this 8J9III: piece Of 2D piItJorm 0'IIIt 1rtwa.1I 
bIe*. oat pest the eert,-..... 1kriI8tIons end dIscoYer heaps of txzarre tMsts erd ~ ...... 

O'Q 
E!'I1Inmcn-*ldMtthBn Its "'Pied&cessoi_""",s,~ stInIs &5 a shrq ..,.cAc:ar.-trd 
~~ rMJ(~ Those who thouItt reaItme rorrbet'MlUd n.*IIWINI'M!:JW. -1N_~l18WsacIIoornablslhlsa~~!I'IOotiM'.~ 
~ and relentless, nne CrisIs taIc8s on V..Qlp at Its own pme rd shoots It dcJMllcI • _ 

(SaUll) 
~sold ftJOt 'em tClS I"IEMII' die, they just set ampIIed rd rereIaIIs8d - rru:h lOldp's dIIWt. 
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FOrce FX force-feedback joystick 

severe G-Iorce-lnduc. ng tums, vilJtatlllg 

players to fIgtlt the stICk in order to regain :::~:: 

~~~~~~====~~~~~~===d;;:~ OVer"n, the Force FX greatty enhances t()(ce·feedback peripheralS couIcl represent the, 

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

GXTV 

he .rnval of 32blltedi!lOl<lSY 
aM CD-quaIIjy sound h$! 
ftnal~ persuaded many 

vldeogamers to cortn$ct thek' -tQI15OIes 
to a hi-fI system II'l on1er to fully ey,pItdt 
their machlne1i audIO capabitltie$. 
DeVelopers, too, have responded to this 
trE!od, and as a result an increasing 

number oft1tles support Q-SOUnd and 
~~lOgic options. _. a 
_ ~a hi-fi Is not alWayS 
PQSS.Ib/Il SO SOI1191'orm of CO!11!lf<lIl\IS 
Often has ID be -.0<1. 

Samsoog mig!l! have the answer " 
OS GX 'IV OS yet unavailable In the UK. 
which ~ _ priInOOIy at the 

gameplay!ng """"et. The port_ set. 
'Nhich comes complete with two 
swiveflir\g speakanl 00 either side of the 
,J..lnch screen OffWs$lereo lInd 
sound,WIth _sui> 

• reacnteSsIY anticiPated by the huge army 
• dirldle WhO SWitdled to 

PAL DVD player 

fyOU 100< hard~. aM 
know whictl spedaHst shops 
to frequent. you can iIDw get 

hold of the first PAl,.:-compatibIe DVO 
players to hit the UK - several monti'ls 
before the launch of the first sottware 
to actuaUy play on the thingS. Two 

players are currently available, one 
from PanasofUc, and this one, from 
electroniCS giant Thompson 

The player, .....ttich comes ;n a 
st}ii$h. _ case, can IlaI1dle NTSC 

as wait as PAL 1l1OVIeS, so it s not 

compIeteIy"'"""ss until September. 
When PAL SOftware finally arnves, 

- impOrterS are br1ngIng Japanese 

--rn~ "' SON =0 ':.,;; " 0 

. .. 
, . ~ -- -

=- ~- ; ~ ~ 

'III'IBltt"te .Ii$ eR \.JflCIeI\WrId at\Cl the Chems l.InIe5s "'''''~ ::::::: 
roI!edir1ti:ltwtn. rl'Odlg'/stt'ltrOalblaTl as ~ f8$tJIIS/u that $, 50 
~ expeaed;"a"M-on tI68dbosh Of the ItgoesWittl R.eectIVat2 I:lOrdenedWith the 

hOrdef'Bn!atI'l atJd~81ehBre n i unforbJnateSOOi 'PuiS1ngSl/b-AQua 
a/I!fleir .fright&rIiflgpxy,jOi1ted-noYI-bytfle a '/ltIl'8liOn$& ThUfI1:lIngJello Beats', Tnere'S 
~scarv'SmeckMt!8HdtWWthe - '>i Mttil18 deephef ,~butmen 
pOOky_1'JJeITQMyF!I'e'.1he~~ - .~. tI~beenmort-etJoUt 

_teats t¥Kl SCOI"chU'lg'VocaIsmean _ ~ QeIioJerii'c pute CfOsesffi upIitIiJIg Euro. tectwlti 

'to ,')beiat Of'lllet..and>~ more 0,tess'8 'IJ'I&n ~ the~Stener's~@tiOnS-

pleaSUl9b!ealternattve to beir:lS pummelled b.V .$OJnething'ReaI!llvate. W' ~nagIl5 wJth no 
a~ dfilllisten and 1!ViI m.tear. proI;i!ern lUll. 

====~~~==~~~====~== 
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NET VIEW 

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

Retuning the Computer Channel 
n Ithough every 1V channel and magazine 
Ii.I worth its salt is rushing to get online at the 
momen~ only a few are actually making an 
attempt to push the VWV'W medium in new 
directions. One of these is Sky Television's 'The 
Computer Channel', whose recently relaunched 
site has been created by Internet specialist 
Cromwell Media and includes the company's 
highly promising BladeRunner technology. 

Rob Lewis, BladeRunner 'provides all the 
functionality a website is ever likely to require, 
including Pay Per View, Real Time Tracking of 
Usage by Session and Member, Real Time 
Database Connections, On Board Digital Agents, 
Image Databases, Web Robots on board websites, 
Database of Images used on site, ete. This means 
the developer has simply to "suck8 in his HTML 
page designs, choose the functionality required, 
link to the DBs required and then compile. A suite 
of applications and daemons will then be created 
that can run on any Unix box.' 

robots to look out for) or they can record what 
the reader spends most time studying and enter 
the Web to search for similar information. This 
information is then sent to the user via email. 

Although BladeRunner would appear most 
suited to news-based sites, Lewis is adamant that 
the technology would be useful in game 
developers' homepages. 'A game developer could 
use BladeRunner to provide a personalised n€'NS 
seruice for end users, ie by learning what types 
and/or platforms a user is interested in and then 
sending, by email and in-box, details of nevv 
games when they are released,' he suggests. 'The 
game developer could send this information both 
by email and through the traditional Royal Mail. A 
game developer could also potentially use the 
Web Robots internally to collect mformation on 
what other developers are releasing and then 
send emails to specific members of staff to alert 
them to news as It is published on the Web: 

According to Cromwell's managing diredor, 

...... -M _.w_ 

--_ ... -...... _0,.. __ __ 

Perhaps the most interesting facets of the 
technology are the On Board digital agents and 
Web robots. Digital Agents are smart programs 
vmich learn what users are interested in on the 
site and then give them regular personalised 
updates via email. The agents gauge this 
information in a number of ways: on the 
Computer Channel site, users enter ten key IT 
words and then receive daily ne\NS updates 
related to their choices, but agents also look at 
how long users spends looking at a certain articles 
or simply vmich pages they choose to read. This, 
of course, means that users get all the info they 
need from a site Without having to log on and 
browse aimlessly. At the same time, the site gets 
all the info it needs about the reader, because the 
robots report their findings back to the company 
running it Slightly Big Brother-esque, perhaps, but 
no doubt a useful too! for companies in learning 
the habits of people who log on to their sites. 

Oomwell is currently working on several other 
websites at the momen~ but is unable to release 
details due to non-disclosure agreements. 

Ultimately, though, It seems the company's 
ambitions extend far beyond simply designing 
interesting, distinctive websites. 

'By the time Microsoft set up their Cambridge 
research facility we expect to have more 
developers than they have in the UK,' states 
Lewis. 'We also expect to have a better team, 
because we offer software engineers the 
opportunity of writing software vmich will 
genuinely change the Internet forever: 

The Computer Channel site .. lxes Information 
about the dulnnelltself with pnerallT news 

Web Robots work by a similar principle, except 
they learn what the site visitor is interested in and 
then go elsewhere on the Web to find relevant 
information. Again, these can be consciously 
directed by the user (who enters keywords for the 

Visit http://computerchannel.co.ukfortheComputer 
Channel's website. Subscription to the service is free 

r.-I eleased earty last year, Studio 
W 300's huge online RPG, 
Meridian 59, was one of the first 
multiplayer Internet games to gain 
worldwide renown and patronage. 
Even at the time, though, its visuals 
looked dated and slow, and the 
gameplay disappointed and 
enraptured in equal measures. 

The situation was relieved 
sornevvhat with the release last 
month "of an update entitled Vale of 
SOffOW, which offered better 
graphics, new areas to explore. nevv 

characters, and a whole new 
adventure scenario. But Studio 300 
is not stopping there - with the 
threat of Origin's Ultima Onfine on 
the horizon, the company has 
announced a new chapter, 
Revelation, due for release in 
Autumn. Again, this boasts visual 
improvements, but adds over 30 
new- non-player characters (each 
bearing advanced AI) and an 
all-new island city to explore which 
increases the size of the map by 
50%. The number of available 

Talking about a Revelation 
spells and weapons has also been 
dramatically increased. 

If this latest update is as 
impressive as prerelease hype 
suggests, this could be the dawn of 
a new more era for Intemet gaming 
- a genre vmich is already 
becoming the most interesting area 
of videogame technology. 

To find out more about Meridian 59, 
and the Revefation update, check out 
http://www.meridian.3do.com 

Revehrtlon features a much~ 
enh.nced graphics engine and 
Improved dYracter desIJn 



SONY 'W'~DS THIS MONTH EIIGI OBSERVES THE ONGOING FlIRTATlON BEtWEEN 50NY AND THE MUSIC ~ AND THE DEPRESSINGLY 
UNSlOPPABLE RISE OF THE TAMAGOTCHI. MEANWHILE. SONYS JAPANESE ARM 

SEES m TO REWARD ITSELF AND SDME ns SOFTWAIIE _ WITH A SPOT OF BACK SLAPPING 

Baby you can sync my music to some odd form of light show thing 
After the success of its singular 'rhythm action' game PoRappa the Rapper (lNhich sold 750,000 
copies in Japan), it was inevitable that SCE lNOuld seek to cash in with comparable projects. Thus 
it was followed soon afterwards by Depth - described as an 'aquatic musical composition' game 
- and now by Baby Universe. 

Even more surreal than PoRappa, Baby Universe is essentially a musIc CD accompanied by a 
2D/30 graphics show. The fun bit is that as players listen to the tunes, they can manipulate the 

• I s'Nirling onscreen shapes with the controller - creating their 0'Nfl personalised displays. Later, 
should users become fed up with the supplied soundtrack. they can use their 0'Nfl music COS, 
the graphics changing according to the type of music being played. 

Perhaps now is the time for veteran sound/light interface expert Jeff Minter to give up his 
post-Atari sheep-cuddling and apply for a job at Sony. PoSpliffie the Hippie would no doubt thrill 
the more horizontal PlayStation owners out there .. 

But it's only a keyring ... 
As if Tamagotchi nurseries weren't enough, the Japanese can now buy colourful little bags to put 
their beloved cyber-creatures in. Apparently, the country's more obsessive O'Nflers were gettmg 

.. worried about the damage inflicted on their digital pets by rain and general wear and tear -
though why they couldn't put the tiny gadgets in the their pockets is anyone's guess .. 

Still on the Tamagotchi front, Sandai is set to release a Game Boy version of the 
phenomenon. Mercifully, though, the handheld console's ability to save game data means that 
owners will be able to switch their pets off from time to time instead of having to pander to the 
critters' needs 24 hours a day. 

However, with many more Tamagotchi-related goods on the way from Sandai there will soon 
be no escape. And to think. in the '80s everyone thought it would be nuclear war that destroyed 
the world .. 

Baby Unnterse follows the likes of 
PaRappa the Rapper in Sony's musically 
aware software catalogue. The title went 
on sale in late June at Y4,800 (£25) 
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Sony's software awards 
for 1997 have gone to 
(clockwise from above) 
Final Fantasy VII, Blo­
Hazard and Tobof No I 

PlayStation facts and figures (to end of May '97) 
Total machine sales 16m INOrldwide; 7.5m (Japan) ; 4.8m (US); 3.7m (Europe) 
Software titles available Japan: 811 ; North America: 275; Europe: 223 
Software units sold Japan: approx. 59m; North America: approx. 30m; Europe: approx 25m 
Number of licensees Japan: approx. 540; North America: approx. 180; Europe: approx. 130 
PlayStation monthly hardware production l.5m (compared to the N64 at 1.2m) 

Final Fantasy gets its back slapped 
On June 1 I, Sony Computer Entertainment Japan organised the third annual PlayStation Awards 
Ceremony. After a gigantic introduction with traditional Japanese drums, followed by a 
performance by genuine Brazilian dancers, SCEJ gave awards to 13 titles. 

The titles graced with awards were: 
Over 1 million units sold Final Fantasy VII (Square Soft) 
Over 1 million units sold Bic-Hazard (Capcom) 
Over 500.000 units sold ... 
Toklmeki Memorial: Forever with You (Konami) 
Tobal No 1 (Square Soft) 
Street Fighter Zero 2 (Capcom) 
Arc the Lad 2 (SCEJ) 
Puyo Puyo Tsu (Comp;le) 
Rage Racer (Namco) 
PoRoroppo the Rapper (SCEJ) 
Crash BandICOOt (SCEJ) 
Soul Edge (Naroco) 
Shin Super Rabot Taisen (Sanpresto) £ 
IQ (SW) 

Bandai's Tamagotchi is heading 
towards the Game Boy in Japan, 
with a distinctive cartridge casing 
(above) and familiar decoratrve 
border touches onsaeen (right) 
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AN AUDIENCE W H 

3Dfx I n t e r a c t • 
I ve 

In the rush to provide 3D solutions to the PC games market, one company has 

raced ahead of the pack. After giving Lara Croft a digital Wonderbra, California­

based 3Dfx's Voodoo chipset has quickly become the choice of an industry 
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ounded in March, 1994, 
3Dfx Interactive has 
singlehandedly changed 

the very nature of tt1e PC, turning a 
business machine with clunky 
hardware Into a powerful games 
machine with the release of its 
voodoo Graphics chipset in October 
of last year. Since then, amidst 
universal praise from developers and 
public alike, the california-based 
company has gone from strength to 
strength, its distinctive green logo 
dominating this year's E3 show, 
Despite rumours of funding 
problems, an aggressive competitor 
in VideoLogic, and the fickle tastes of 
the PC market, it looks as though 
3Dfx is poised to become a 
household name. Edge caught up 
with Brian P Brunlng, developer 
relations manager and Andy Keane, 
VP of marketing, in tt1e 3Dfx suite at 
E3, to get the full story. 

Edge: How did it all start for 3Dfx? 
Brian P Bruning: The goal was to 
develop something suitable for the 
arcade market and bring it over to 
the PC, so Voodoo is really an arcade 
chipset. Wtlat happened is that it got 
pulled into the PC market through its 
relatively cheap price. To be hooest, 
we got sucked into tt1e PC market 
quite a bit faster than we'd expected. 
In fact, we didn't really expect this 
current chipset to be accepted, as 
tt1e market is so cooservative 
normally. We thought we'd have to 
wait until the second set to break 
tt1rough, but it was almost 
Immedietelyaccepted. 
Andy Keane: When I first came on 
the team, I went out there to talk to 
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the game development commuRlty, 
and found that they were actually 
pretty disappointed with what was 
out there in terms of these 20/30 
combined solutions. I showed them 
Voodoo and they said. 'Well, hey, this 
is what we've been waiting for: and 
what we heard from people was 
'Why don't you sell this on its own?' 

The more we thought about it. the 
more it made sense. 
Edge: But It'S not wrthout 
compebtiOO. What is It, 10 your 
opinioo, that gIVes Voodoo tt1e 
current edge over other SOIutIOOS? 
BB: Part of it is that the technicians 
that built It are from SGt, and have all 
that expertise. It was designed to be 
better in that we didn't take the 
standard PC approach. Normally, If 
you're designing for the PC, you 
design one chip, it's all Integrated, 
with a 64bit memory bus, but with 
this chipset. we have two Chips, a 

128bit memory bus, six address 
buses, and so on. I mean, it's really 
nuts what we have in our chipset. but 
that's what it takes to do fast 3D. 
Voodoo is not limited by the need to 
be an integrated solution. 
AK: The real advantage that Voodoo 
has is plain to see: it's the games. It's 
really that simple. 
Edge: You've been extremely 
efficient at getting developer support. 
How did you go about selling the 
chlpset to PC developers? 
AK: Well, like everyone else who was 
entenng tt1IS market about two years 
ago, we really started by getting out 
there and Just telling people what we 
were planning to do. We took a pretty 
cooservatJve approach - we didn't lie 
to the game developers, we just said, 
'This is what we're planning to do, 
and this is how fast it will go, this is 
hOw many polygons-per ·second you 
can expect: and it was conservative. .. 

Out of the Void, a spac:e shoot 'em up from GameFX. is seen as a 
showcase title for the next leneratlon of native lDfx software 

'WE'VE TAKEN A 

~REnY CONSERVATIVE 

APPROACH WE DIDN'T 

LIE TO DEVELOPERS, 

NE JUST SAID. 'THIS IS 

WHAT WE RE DOING. 

THIS IS HOW fAST IT 

WILL GO, THIS IS HOW 

MANY FPS YOU CAN 

EXPECT," AND IT WAS 

CONSERVATIVE' 
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'THE UK WAS THE FIRS 

PLACE WE TARGETED 

FOR GAME DEVELOPERS 

DID WAS ONE OF THE 

FIRST COMPANIES ON 

BOARD UK 

DEVELOPERS TEND TO 

ADOPT NEW 

TECHNOLOGIES A BIT 

FASTER THAN SOME OF 

THE US DEVELOPERS' 

There were other people out there this: whatever it takes to get the 
promising the Earth, ancJ we had game up and running with VOOdoo 
developers say this to us, and we'd graphics, that's what we'll do, It's 
just reply by saying, 'Yeah, but we're very Simple, We get out there, talk 
not lying.' When we delivered the With their programmers, and maybe 
chip, it was like 'HeY,It's faster than leave some technicians there for a 
you said It would be: and we would while to work the problems through, 
say, 'Great. so take advantage of Itl' 'Nhether It be Glide-related or 030 Of 
BB: The UK was actually the first OpenGL, or Just the nltry gritty of 
place that we targeted fOf game gettlng ttllngs runruog the way they 
developers, DID was one of the first oeSlgned them to. 
companies to come on board, along Edge: Glioe IS your direct API - a way 
With Gremlin and Psygnosis. UK of talking to the chiP directly - but 
developers tend to adopt new most developers will be 
technologies a little bit faster than programming With D30 In mind. Does 
some of the US developers. it bother you that they're maybe 
Edge: That developer support has getting less out of the chip as a result? 
been crucial to the Voodoo success. BB: We never push anything on a 
Many of the developers Edge has developer. Glide Will obviously 
spoken to claim your unwavering maximise the features of the card 
support as a big factor in their because it writes directly to the ChiP, 
developing the VOOdoo technology_ but our model is that we have 
What's so special about it? OpenGL and 030 resources Which 
BB: The way we look at support is are actually bigger than we provide 

There wu no shorUle of Impressive ]Dfx titles at this year's El 
event. Electronic Arts' Longbow 1 looked particularly stunnlnl 
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for Glide, because we understand 
that developers are working to these 
standards more often than they are 
to ours, and also because these 
systems are a little more 
sophisticated and people require 
more help Wlth them. Whatever the 
developer wants to work with, 
whether Its Renderware or BRender 
or 3DR too, It's not a problem - we 
have any of the APls they may want. 
Obviously, we're a little more focused 
on the first three, 030, Open Gl and 
Glide, but the point is that developers 
get lUst as muCh support if they're 
using OpenGL as fOf Glide. 
Edge: But the most popular is 030? 
BB: Yes, along with Glide. The thing 
about 030 is that there's still a lot of 
controversy surrounding it. with the 
driver problems, constant revisions 
and uPdates and everything, but it's 
definitely the most popular. 
AK: Yeah, I think that everybody is 
assuming that 03D is the 'catch-all'. 
You know, they may program 
specifically for a couple of ChlPsets, 
but then D3D comes in and covers all 
the little guys; the less popular 
technologies and the combined cards. 
BB: We actually took the deCiSion to 
release Glide publicly, so that anyone 
could have a go at programming 
Voodoo themselves, The last time we 
did a release like that, over the 
Internet, the demand was such that It 
brought all our servers to their knees! 
The result is that we've had 
developers coming to us, that we've 
never spoken to before, and where 
there was maybe a pretty weak 3D 

. engine before, they now have a 
game running smoothly on our card. 
The shareware groups are out there, 
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and the demo guys are out there, 
and they're beginning to base their 
creations on Voodoo graphics. 
something like 70% of the 
submissions that companies like 
psygnosis and virgin, and big 
publishers like that, are getting from 
people wanting to get into the 
industry, are Glide-based - all 

running on Voodoo. 
Edge: Some of the titles Edge saw a 
year ago, with pretty stlodCly 3D 
engines, are now appearing on 3Dfx, 
with fittered textures, 30fps and so 
on. Could it be that some developers 
are just lazy, and that voodoo is an 
easy way out for them? 
AK: I think there may be an element 
of that, In some cases. Some 
developers are lazy, sure, and some 
maybe just don't have the time or the 
budget to build an efficient 3D engine 
from the ground up, so I guess 
there's a bit of that going on, but, you 
know, it's where the market is going, 
and it's where the technology is 
going. In a couple of years, it may be 
pretty rare to find games that don't 
use this kind of teChnOlogy from the 
ground up. 
Edge: Which game has used the 
technology best to date? 
BB: That's a tough question. What I 
prefer to do is to break it down into 
genres, because I don't think It'S 
always fair to compare flight sims 
with driVing games, or Quate to 
EF2000, but if I had to pick one for its 
'woW' effect, it would prObably be 

Forsaten from the guys at Probe. 
There's also some stuff coming from 
Rage ERtertainment that's just 
phenomenal. Extreme Assault looks 
incredible, too. I mean, those guys 
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alreaCly had an awesome software Just for games, we see ourselves as 
engine, and now it's accelerated It'S having a good share of our market-
just amazing. garners. But we're not at liberty to 
Edge: How many 3Dfx titles are there gIVe out our sales figures right now. 
in development? A good way to figure how we're 
AK: At least 400 games that we know dOing IS to look at how many 
of. It may be as many as 500. So manufacturers are making Voodoo 
there's an awful lot of developers chlpsets and boards. We're seeing 
working With Voodoo technology. more manufacturers from Taiwan 
Edge: It sounds as if the software coming on-board, as well as the big 
side is completely covered, but 'Ntiat guys in the West, like Diamond and 
about hardware? What about selhng Orchid. We even have one in 
the card Into a market dominated by mainland China, called 'Elephant 3D', 
ATi and S3, whose installed base runs and we have more and more 
to seven or eight figures? companies waiting to join in, so it's 
BB: The difference is ttlat 100% of lOOking very positive right now. 
our Installed base play games. Every Edge: VldeoLogiC has Just released 
chip that goes out goes to a game Its PowervR PCX2 ChiP, effeCtiveJy Its 
player. A good software title is gOing 'second generatlon'. When WIll you 
to sell, what, maybe 2OO,<XXl units? release a follow up, and what form 
Well, we've got that Installed base Will It take? 
covered easily, and because the 3Dfx BB: There seems to have been some 
technology works alongside some of speculation over this at E3, and It'S 
these other cards, and because it's partly our fault because here on the 

Unreal from Epic Mecacames mlcht be beclnnlnc to IOGk aUttle 
Ion, In the tooth tom pared to prey. but It still manaces to impress 

• 

'A GOOD WAY TO 

fiGURE HOW WE'RE 

DOING IS TO LOOK AT 

THI.' MANUFACTURERS 

MAKING VOODOO 

CHIPSETS AND 

~ BOARDS. WE HAVE 

MANUFACTURERS 

FROM TAIWAIN AND 

EVEN ONE IN 

MAINLAND CHINA 
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Powe,slide. from Emergent. runs lit 
an Impressive 60 fr.mes per second 

.. stand we have demos running on pretty happy WIth that, but our 
pes with dual Voodoo Chips. people hardware can do that in a snap. so 
have naturally assumed that thiS IS 'Ne're out there educating developers 
some knld of clue to the configuration and maklng sure that when they 
of the next 3Dfx board, but it's really design the 1998/1999 games, they 

just a Showcase, to shOw what can shOuld be lOOking at 4,0Xl polygons 
be done With the technology. W'hether per second at 30 frames. 
the next generation of 3Dfx will be Edge: Is that through your Total 
two chips, or whether we're working Immersion developer program? 
on an entirely new chip, we really BB: Essentially, yes. It was the 
can't say right now. If we did. we'd theme of the Total Immersion 
be killed, basically! developer conference that we held in 
AK: And the thing IS, you haven't April. We basically sat down with 
really seen the chip pushed to everyone and said, 'This is what you 
anyttling lik.e its limits yet. especially SIlould be aiming for.' Because we 
in the polygon area. It'S been one of didn't lie to them in the beginning, 
the hardest things to evangelise, but we have their trust, and to their 
we're just starting to get companies credit, they're behind us all the wet{, 
designing for 30fx from the ground and pretty excited about the 
up, and building environments that posSibilities, and we're stiCking With 
really use a lot more geometry. this card for the foreseeable future, 
Currently, people are deSIgning for so we're not confusing developers or 
around 2,(0) potys per frame at, S'iJ'I, the market by releasing something 
20-25 frames per second, and they're new every six months. 

Fox InterlCtlve's cutesy platform lame ("oc rivalled N6' quality 
with its crisp I"aphics and smooth frame rate, courtesy of Voodoo 

• 
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Edge: Do you think that your card 
has brought the PC into a more direct 
competition with the superconsoles? 
BB: I think that they're very different 
markets. Consoles are really plug­
and-play, you know, and there are no 
operating systems to worry about or 
compatibility problems. Everyone 
wants to see this convergence, but 

that's not nature. If af1'11hing, 
divergence is the norm, and these 
things are separate. Coin-op, 
console, PC - they all CoeXiSt, but 
they are separate. 
Edge: It'S been rumoured that you're 
working WIth 5ega 00 saturn 2. Surely, 
there's some convergence there .. 
BB: Well, we really can't comment 
on that, other than to say that we've 
got Voodoo in the arcades and we 
might want to take that technology 
further. It's an area we're obviously 
Interested In. 
Edge: YOU seem to like the idea of 
divergence, but it can be a pain, 
surely. You have PowervR breathing 
down your neck right now, being 
very aggressive with 30 technology<. 
WIlat's going to keep you ahead? 
BB: , think the point is this: when we 
go into a developer and they port 
their game to 3Dfx it runs smooth, it 
runs clean and it isn't a nightmare for 
them to program it that way, so we 
have a huge software library. That Is 
the number-one advantage, I think, 
that we have over the competition, 
over PowerVR Our teChnology Is 
easy to write to, and it works, and 
that's why it's the best. There are no 
developers that I know of that are 
yanking out their 3Dfx graphics cards 

to start programming for £ 
Pcx2. It's just not happening. 
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Prey 

Quake 2 

The Reap 

Banjo-Kalooie 

Conker's Quest 

The lost World 

Sonic R 

loe Slow 

Spec Ops 

TotalOrivin' 

Klonoa 

Masters of T~ras Kasi 

Jedi Knight 

Stars Wars: Supremacy 

Cu",e of Monkey Island 

I-War 

Powerslide. from Australian 
codeshop Emergent, represents 

perhaps the current apex of 3Dfx 

Despite Its problems at E3, John 
Romero's Dolkarana (right) can still 
lay claim to possessing some of the 
most realistic environments around, 

counes'(of its boced OfJake 
technology. What everyone is waiting 
for, lhough, is the accelerated versIOn 
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PRESCREEN ALPHAS 
m s the Electronics Entertainment Expo groaned under 

.. the weight of 3Dfx titles, one in particular hinted at 
the as-yet-untapped potential of the voodoo chlpset. 

powerslide, developed by Australian codeshop Emergent. is 
still at demo stage. but already looks Incredibly Impressive. It's 

an off-road buggy raCing game that runs at 60 frames per 
second, and the version Edge witnessed at the recent E3 show 

had a texture quality and smoothness that might normally be 

associated with sega's Model 2 classic, Sega Rally. 

pop-up problems caused by overloading the processor With 

• 

geometry are kept to a minimum thanks to Emergent's load­
management technology which smoothly morphs the 

environment models from simple shapes to detailed features as 
the player approaches, The game is still extremely early in its 
development cycle, and is yet to find a publisher. but the fact 

that Emergent is developing Powerslide from the ground up to 
be a 3Dfx-only title is an encouraging sign, and bodes well for a 

PC software line-up in 1998 that has more than filtered textures 
on offer to demonstrate the true JX)Wer of dedicated 3D 
acceleration technology. 

Messiah is certainly unique. Only Shiny Entertainment could dream up a 
game where the player assumes the role of a body-snatching cherub 
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Violent Seed, from Rabid Software, is 
a top-down PlayStatien shoot 'em up 

Bias!o, for the ~ayStatien, fails 10 
impress, despite the big E3 push 

A title demonstrated behind closed doors at E3, where it 

caused the kind of reaction that seems to accompany every 

game developed by the warped minds of Shiny Entertainment ­

that is, a mixture of admiration and mild amusement­

Messiah sees players taking control of a cherub which roams 

around a futuristic 3D world looking for bodies to inhabit. Add 

to that the self-publicised inclusion of 'the first motion-captured 

dwarf' and, once again, Dave perry and his merry band are 

gearing up to take the PC even further into the surreal. 

It'S hard to see why, at this stage, but Blasto, from Sony's 

in-house American development team, has garnered an 

incredible amount of interest this past month. It had pride of 

place, along with Crash Bandicoot 2, on the all-encompassing 

sony stand at E3, but left Edge wondering what all the fuss was 

about. Its construction seemed to be simplistic Bubsy 3D-style 

environments and plain-shaded polygons, with hardly a texture 

GameFX has created a shoot 'em up of considerable beauty with Out or the 
Void, which took pride of place, alon~de Quake 2, in the 3DIx suite at E3 

• 
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Ifs hardly surprising that Skies (below) resembles the N64 tide PilotWings 64 
- ifs being developed by the same company: simulations expert Paradigm 

in sight (although they are planned for the finished game). 

sadly, Edge came away with the impression that Blasto looked 

little more than a Net Yaroze demo .. 

As the 3Dfx bandwagon gains momentum, the number of 

native titles is increasing. Out of the Void (see E46), from 

GameFX, is one such title. A playable version was on show at 

E3 and impressed with its uniquely aesthetic interpretation of 

the space shoot 'em up. 

SegaSoft's Skies, which resembles PilotWings 64, was 

-

Will Sid Meier's Gettysburg prove 
10 be as addictive as Ovilizotion? 

Xenocrocy, from Grolier, is a 
space-based shooter by Simis 

These shots from EA's Longbow 2 
may look prerendered, but they're 
most defin~ely in-game 3Dfx 
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Interstate 77, from Activision, is due for Christmas, this time with 3Dfx support Saturn Quake mimics the PC original As does Saturn Duke Nukem 3D 

... shown running on the experimental SLI board behind closed 
doors in the 3Dfx suite. The final version will be compatible with 

the standard Voodoo chipset, and appears to have RPG 

aspirations, as well as a multiplayer mode. 
Meanwhile, on the EA stand (inside a mocked-up cockpit), 

Jane's Longbow 2 showed how a previously clunky engine 
could find a new lease of life courtesy of the Voodoo chipset. 

Sid Meier has returned with his first title under the auspices 
of his new codeshop, Fireaxis. Sid Meier's Gettysburg may 

not look much compared to the 3D excesses that dominated the 

Jaleco's Dead or Alive coin-op is about 10 make the leap 10 both the PlayStalion and Satum (above). Though the 
coil)-Qp was never a premier title, its licenced Model 2 visuals made il a looker, and il played a pretty sound game 

PC stands, but it's almost certain to prove as maddeningly 

addictive as its Civilization forebears. 
With Quake 2 already on the horizon for PC owners, the 

original title has certainly taken its time to filter down to 32bit 
consoles. It's well on its way, though, and as these screenshots 
show, the Saturn conversion (due at the end of October) is 

incredibly faithful, both in terms of visual quality (although here 
the resolution is lower than most PCs are capable of) and level 

layouts. Despite the huge differences between the two 
platforms, this faithfulness can be put down to Lobotomy's prior 

experience in creating the excellent firstperson shoot 'em up 
Exhumed (whiCh may soon be heading N64-wards if industry 
talk is to be believed). 

Lobotomy's Saturn conversion of 3D Realms' PC bestseller 
Duke Nukem 3D is also looking very accomplished. Again, all .. 

Capcom's X-Men ~ Marvel Super Heroes (below) features some of the world's 
favourite super-powered beings in the form of some impressively huge sprites 

Capcom's PlayStation conversion of Street Rghter EX is kloking smooth and fast, 
although the weaknesses of the coin-op do JlOt appear to have been addressed 



Tigh~ twisted camera angles. 
Romefo.esque boming 

zombies and 'Aliens'-style 
guns make Resident Evil 2 
look even more anemalic 

than its predecessor. A 
demo will be induded with 
the DIrectors Cut edition in 

September (JapanjUS) 

ALPHAS 

• 

Sega's latest 5<lturn title 
Panzer Dragoon 5ogo is 
nearing completIOn. The 
battle sequences are turn­
bo.ed, but they'", 8',ph"'l~ 
excmng and atmospheOc 



Konami's 3D RP,G adventure 
Hybrid Heaven (abcwe), was 
sIJown in prerendered form on 
video at E3. Will it be the N64's 
answer to Tomb Raider? 

ALPHAS 

.. the levels from the original are present and faithfully 

reproduced, and Lobotomy has even added a whole new level 
for the saturn release, with NetUnk support (in the US) allowing 

for a twoplayer 'Dul<eMatch' mode. 
The long-awaited F-Zero 64 is yet another classic SNES title 

being given the 64bit treatment in-house at NCL, and will feature 

more than eight vehicles as opposed to the original's choice of 
four. New features will include a twoplayer battle mode, and 
players will have to deal with banked turns, loop the loops, and 

corkscrews which crop up throughout the game's 20 tracks. 
While early screenshots reveal a distinct lack of tracKside detail 

EDGE- AUGUST 1997 

F-Zero 64 carrIeS on from where the ongu".alleft off, addmg more vehicles 
and stornacIrdJuming courses. N64 owners wiU be slavering already 

(thOugh Nlntendo would caunter this claim by citing the game's 
settmg - high up m the clouds above a city), the game runs at an 
extremely fast pace (the hovercars can travel in excess of 

900k.mth) and a super-fiuid 60fps u~ate. 
Nintendo has also released more shots of Zelda 64, along 

with some snippets of information. The 3D combat action in 
Zelda 64 (the cartridge version, due in Japan in Novemberl 

December) will allow players to switch between first and 
third person perspectives, while, disappointingly, interior 
sections look to be presented in a static fashion rather 

like the environments of LBA2. £ 

Nintendo showed more of roshi's Island on video at E3, revealing a bundle of 
characters carried over from the original and bolstered with 64bit power 
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PREY 
ALTHOUGH IT HAS ALREADY BElN TWO YEARS IN DIVElOPMENT, 3D RIllMS' INNOVATIVE TlRSTPIRSON 

SHOOT 'IM UP STlU HIS A THIRD - AND VIRY PROBABLY MOST IMPORTANT - YEAR 01 WORI AHEAD 01 IT 

Despite Prey's huge environments, amulne textured surfaces .nd 
reflections. the IlIme's engine maintains 11 hulthy frame rate throughout 

F 
Irstperson shoot 'em ups are fast 
becoming as over-popular on the PC 
as drrving games are on 32blt 

consoles. Quake 11, Hexen 11, Daikatana, 
unreal and SiN are just some of the recent 
pretenders to the throne first seized by Doom 
way back in 1993. 

However, unlike those games, Prey 
doesn't make use of the BSP (binary search 
partition) technology associated with the 
genre, relying instead on 'portal' technology. 
Portals are 2D window-like shapes through 

which the player can pass into a completely 
different 3D environment. The engine allows 
portals to be dynamically created and placed 
anywhere in the game. 

This device allows optical illusion·style 
effects to be introduced. For example, the 
game can delude players into thinking that 
they are exploring a set of three rooms when 
in fact there are only two, with a portal used 
to 'loop' them together. Another optical 
illusion is best described as the 'Tardis 
syndrome', whereby a room which seems 

P"yen will h.ve to keep 
• const.nt check on their 
sURoundlnls .• s they m.y 
be .mbushed .t .ay time 



I 

like many N64 titles at E3, 
zeldo 64 was shcmn running 

on video. Of partICular 
interest are the room 

interiors (right), which are 
viewed from a top-<Iown 
perspective. The game is 
expected to debut at the 

November Shoshinkai show, 
and go on sale in Japan in 
December. The US release 

....... 11 follow in March '98, 
with a UK version expected 

shortly afterwards 

ALPHAS 
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Prey's Ilchtin, enclne Is put to pod use for explollons (top). WeapoftJ 
are constructed tron. poIycons and thus re.ld to IIcht dulnps (above) 

small from the outside opens up into a 
impossibly vast space once the player steps 
inSide. The overall effect is startling. 

3D Realms' new approach has significant 
game play implications. Players will be able to 
shoot through portals to confront opponents 
whO are on a completely different part of the 
level, or appear right behind them to launch a 
surprise attack. 

The technology can also be put to other 
uses. Gorgeous reflecting surfaces can be 
created by placing portals on the floor and 
then making them 'solid' so players can't 

Prey features some hiChly Impressive IIpt:lnC effects - the came often 
exudes a prerendered k)ok, even thouJh the I"aphla are .11 In rultlme 

• 

Due to the use of portals. not everythln, in Prey Is as It fint seeMS. The 
tKhnoloJy can play havoc with the dimensions of rooms and corridors 

move through them. And because the system 
isn't processor-hungry, it has little effect on 
the game's frame rate, with the result that 
prey moves at a fair old clip. 

Another equally impressive aspect of the 
game, adding greatly to the sense of realism, 
is its lighting engine, which boasts a 16bit 
colour palette generated from six lights, and 
very subtle shadow edges. 

As for the storyline, the game's 
developer, 3D Realms, is keen to emphaSise 
that Prey is a seriOUS SCience-fiction 
adventure, without the over-the-top or 
tongue-in-cheek elements of some of its 
rivals. The player takes control of a character 

PLAYERS WIll BE ABlE TO SHOOT THROUGH PORlIlS 
TO CONFRONT PlAYERS ON A COMPlETElY DIFfERENT 

PART OF THE lEVEl, OR APPEAR RIGHT BEHIND THEM 
called Talon Brave, a Native American who is 
abducted by the Trocaran species and finds 
himself fighting for his life inside their gigantiC 
mothership. As the game progresses, the plot 
thickens, and it soon becomes clear that 
things are not quite as straightforward as 
they first appear. 

Because a conventional 3D engine would 
not be able to deal WIth portals, prey's engine 
is written directly to hardware, which means 
that players will have to furniSh themselves 
with a 3Dfx-or-compatible 3D accelerator 
card before they can experience it. 

The ne'N technology undeniably has a 
great deal of potential, but as always, the big 
question remaining is whether the £ 
gameplay can make full use of it. 

1D _Hlms Is expected to IIcenH the 
Impressive portal technolorY uHd In Prey 
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SPEC UPS 
'11 '1InPIRSOM SHOOT 'IM UP SCIII SlIMS IIIOIITIIY IlscelCl1 II THI 'IITlSY IIIIM. SIITTIE-IUID 

ID Mill, HOWEVER, IS Oil COMPln ImlMIIID " IllIeT THI 11111 WITH I SHOT I' l'IIIT-RIDDIED RIIIISM 

These shots .11 (ome from the )D ,ard-enhanced version. 
The c ... e's moody wiSHI tones reflect the realisM level 

Each of the , ... e's 
vehicles Is based on a 
reaJ..llfe military model 

F
irst covered in E44, this firstperson 
combat game from Seattle-based 
Zombie is the first in a series 

featuring Special Forces operations, with the 
emphasis firmly placed on action and realism. 

Players will find themselves exploring 
huge outdoor 3D environments and in control 
of a team of rangers responsible for the 
elimination of enemy targets while 
simultaneously carrying on sub-missions, 
all Within the stressful confines of the strict 
time limit imposed. 

The five mission levels, each with four 
sub-assignments, will vary considerably from 
one to the next, and include seize-and­
destroy sorties, counter terrorist attacKs, and 
hostage rescue situations in different areas of 
the globe. However. unlike other games of 
this type, there will be an element of strategy 
involved. and players charging in with guns 
blazing will severely hamper their chances of 
seeing the end credits. 

Although only one of the six team 
members is controlled, the other rangers 
react intelligently to the player's actions, 
instigating the enemy into combat, and 
providing forms of back-up, such as kicking 
down doors and standing guard while the 
player searches the building. 

To ensure r.ealism, Zombie's development 
team obtained advice on the level design 
from SpeCial Forces units together with 
photographs in order to authentically 
reproduce the clothin& vehiCles, weapons 

• 

and equipment present in the game, as well 
as WItnessing ranger and light infantry 
practice exercises to get the feel of actual 
combat and the teamwork involved. 
Furthermore, the audio content was recorded 
from real weapons being fired. 

This attention to detail certainly seems to 
have paid off. If the gameplay matches the 
impressively realistic visuals, Spec Ops will 
prove to be a welcome expanSion on £ 
what IS an overexposed genre. 

Charader animation is based on motlon~ 
capture data to hellhlen the realism 
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THE REAP 
ScaN.IN .. I .. Slnco HOUSII.IQUI WIS RUP.ISIIIE fiR SUPEI SURDUST, ONI Of THI flllST II.STIRS IN THI Alii •. 

The INtckcrounds are 
InIricoteIy _lied and 
... pIoy...-ola. 
Ilptinl eIIeds 

IIlw IT IS 111111. TI 1111. ITS CIISIDII.11E IIPlITlII TI THI PC WITI • STYIISI ZI"ON-STYlI SHOITlI 

Bearln, distinct .I.II.,IU •• 10 Iso •• lrlc 3D classics Zaxxon .. d Viewpoint. 
rlt • •• tlp I1 • pro .. lslnl _H ... pt to brine the s(rolllal shoot ' e .. up to the PC 

[i] evelopers attempting PC shoot 'em I ups in the past have often lacked 
experience in the genre. unaware of 

its finer points, resulting in a number of 
wholly forgettable efforts. The system's 
architecture hasn't helped the cause, its 
comparatively weak 2D capabilities being 
detrimental to design endeavours. Helsinki­
based outfit HousemarQue, however, is 
aiming to overturn this poor state of affairs 
with its forthcoming shooter, The Reap. 

From the early demo Edge has played, 
signs are positive. The backgrounds are 
detailed and interesting with a hazy industrial 
look reminiscent of 'Alien 3', and the 
explosions are brilliantly cinematic in both 
size and bassy resonance. Although the game 
is not supporting any accelerator cards, in 
terms of speed Housemarque has assured 
Edge that a decent frame rate will be 
retained throughout due to its sound graphics 
engine. Scandinavian coders are renowned 
for their programming resourcefulness, and 
Housemarque's previous computer shooter, 
the Amiga classic Super Stardust, lends 
credence to the codeshop's claims, which 
include 400 objects on-screen with no 
significant slowdown. 

Housemarque IS even attempting some 
innovative touches. For example, rather than 
appearing in mindless formations, enemy 
ground troops use AI. consequently, they try 
to strategically guard important buildings, but 
run away from explosions and adopt 'every 
man for himself' tactics if the player shoots a 
commanding officer. 

It seems that The Reap has much in its 

• 

favour. If the programming talent behind the 
game is astute and creative as it was back in 
the Amiga's heyday this could be a great title. 
In fact, Housemarque may even convince 
other PC developers that Quake should not 
be the only source of inspiration when it 
comes to shoot 'em ups. And that £ 
would be a remarkable achievement. 

11Je RHp conUlns around ten levels, SOftIe contain In, hup cop, wheels 
and other industrial detritus. Kivln, the lame a hlply distinctive look 
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THl IDICl 'WHlRl NINUNDO nIOS, OTHUS fOUIW' IPPlIRS 11 Il 10LDI •• TRUl, IS RaRl 
PRlPIRU TO DllIln I 3D punl.M .aMl WITI MORl THa. I paUI.I SIMILaRITY TO Supn MlR 10 64 

The scale of uch level - which appears to rival that of SUper M"rlo '" - becontes evident when Kazooie takes to the skles (top left). Thou", the levels 
use sl .. llar structures to those of the N"'s preMier title. rich textures are used .. on abundantly ... akine for more realistk·looIdnl tenaln (above "pt) 

~ t ... I t· .' . -. ~ , 

A voodoo doctor tums 
charaders into Insects 
(tapl. 111. duo collect 
lIIuskal notes (above) 

I
t was, of course, only a matter of 
time before developers attempted to 
ape the values of what is perhaps the 

greatest game in existence - Super Mario 64. 
Despite Nintendo setting such a clear 
example of what mak.es a fine game, though, 
no doubt many will fail miserably (indeed, 
Japanese developer Epoch already has, With 
Doraemon - see review, E45). 

However, Nintendo-friendly Rare has 
jumped ahead of the OPPOsition and shown a 
probable hit title that gathered much 
deserved attention at the recent E3 event. 

Banjo-Kazooie features a bear (Banjo), 
carrying a bird (Kazooie) in a rUCksack, and 
the two roam freely through a 3D world 
collecting blue eggs, avoiding hazardous 
terrain, and defeating enemies. The game's 
bright pnmary colours and cartoon look. 
evoke a strong Mario-esque feel, yet the 
resemblance isn't purely cosmetic - after a 
few minutes' play, Banjo-Kazoo;e proves it 
may have the potential to be as immersive an 
experience as Nintendo's masterpiece. 

tn a Similar fashion to one of Rare's earlier 
games, Donkey Kong Country, players are 
encouraged to swap between the characters 
In order to progress efficiently through the 
game. As a result, use must be made of 
Kazooie when flying is required to ascend a 
seemingly impassable obstacle such as a 
mountain; similarly, Kazooie proves most able 
in water, where his wings double up as an 
effective method of propulsion. 

• 

Furthermore, encountering a voodoo 
doctor will see the eponymous duo changed 
into an ant like insect, capable of scaling 
vertical walls in order to find hidden bonus 
items such as extra lives, musical notes and 
puzzle pieces. 

The animation is as fluid as anything yet 
seen on the N64, and characters possess a 
wide range of moves for players to master. 
Despite its close visual relationship With 
SM64, then, this could be one of the £ 
strongest secondparty games of '97 . 

The banjo and kazoo references of the title appear to be reserved for an 
Intro saeen (where the two characters play them). and not In the laMe 
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CONKER'S 
IT WOULD APPIAR THAT .MI SUPIR MIIIO 64-AUII IIM'T IMOUsI FOR RAil, WIOII ROnEl FOR 1991 

•• re is hopinl th.t 
Conker's colourful 
world will .ppe.1 to the 
youneer NU .uclience 

I1 IIIM ••• Innl. If A TITlE sa Alii THR.UIH WITH CUll. I1 THIS MI HIll: THI 3D RIMIIP 

m at content with releasing one Mario 
64-allke, Rare has decided to work on 
two simultaneously. As a result, 

Conker's Quest (which will be the first game 
to be published under the Rare banner for 
years) looks a lot like Banjo-Kazooie, and its 
gameplay is equally Similar. While this may be 
no bad thing, differentiating between the two 
titles proves difficult at first. 

Looking rather like a 3D version of 
humdrum 16bit platformer Mr Nutz, Conker's 
Quest appears to be aimed at a younger 
audience than Rare's other N64 platformer. 
and has Conker helped along by a female 
SQuirrel in fighting off gigantic enemies within 
equally vast landscapes. 

Indeed, the view impresses most in the 
way it casts out into the distance, Maflo 64-

style, generating near-cartoon..quality visuals 
which set a new benchmark for the 64bit 
machine. Conker's Quest also scores another 
point over the bear-and-bird duo's game with 
its superfluous details - the water within its 
levels is more realistically animated, for 
example. and it seems to maintain a more 
uniform cartoon-esQue feel. Also, Rare's 
designers appear to have given Conker a 
wider breadth of actions thanks to a number 
of collectable costume-baSed power-ups. 

The game is at an earlier stage of 
development than BanjO-Kazooe. though. 
and certam aspects, such as camera angles. 
will need attention if the game is going to 
compete against the Nintendo-published title. 
Ironically. the latter could prove £ 
Conker's Quest's biggest adversary. 

Conker the chipmunk must 
collect nuts In • nrlety of 
environments • • Ithoup 
some help will be .t Mnd 
In the fonn of • f .... 1e of 
the .pedes ( •• In) 

Comp.risons will no doubt be made with Banjo-Kazoole, •• re's other NU ,..tformer • • nd Indeed, In terms of ,.mepa.y.t 
leut. the two ,.mes .re simiLlr. Vlsu.lly. however. Conker's Quest m.y un the Nee. with prettier spot effects (rI,hi.) 
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THE LOST WORLD 
Will THI 'SIMI Of THI filM' BASlD ON THI SlOUIl TO STlIIN S.IIlIIRC'S DINOsaUR I.IC 'JUBIISIC PIRI' 

filtH fUllY RICRIATI THI ITMOS.HIRI 8f ITS IIC-SCBIIN INS.IRITION, OB IS IT Iun A Lon CIUSlI' 

PI.yers h.ye the opportunity to switch between y.rious dinosaurs as well as human 
hunters. N.tur.lly. t-ctia .nd weapons vary accordln, to whkh spedes Is beln, controlled 

There are 20 different 
dlnonurs In the lame. All 
are Hsed on the aetual 
models used in the movie 

T
he film licence appears to be back in 
vogue at the moment, With Mission: 
Impossible, The Fifth Element and 

Blade Runner all in development. It remains 
to be seen, however, whether gamers will 
welcome this trend or not.. 

Lost World, based on spielberg's 'Jurassic 
Park' sequel, is also joining the throng, In its 
current incarnation, the game sounds very 
similar to the film: light on plot, heavy on 
action. The player is responsible for five 
characters - a tiny compsognathus dinosaur, 
a raptor, a human hunter, a T-Rex and a 
human scientist - whom he has to control at 
various points in the game, His task is simply 
to keep them alive in the teeth of attacks 
from a range of ravenous prehistoric 
monsters and human trespassers. 

Interestingly, developer Dream Works has 
elected for a thirdperson viewpoint and a 
left~to-right scrolling platform design. This 
approach might sound slightly dated, but 
judging by the demo seen at the E3 show, the 
25 different environments are detailed and 
diverse, and, like the characters, have been 
constructed in f~1I 3D in order to lend the 
game a respectable veneer of reality. 

As might be expected from a title 
developed in close conjunction with Spielberg 
himself, a great deal of visual inspiration and 
technical knowhow can be directly attributed 

to the movie. For example, the 20 or SO 
dinosaur species are accurately modelled on 
their cinematic brethren and constructed 
using the film's new Morf-X animation 
technology. As a result, the dinosaurs move 
remarkably realistically: skin stretches when 
they move, and all can call upon a range of 
movements, including running, wa lking, 
jumping, slashing and no doubt dining on 
those unfortunate enough to cross their path. 

Predictably, Dream Works' intention is 
obviously an accurate reconstruction of the 
Spielberg epic, and realistic dinosaur 
modelling, a sweeping orchestral soundtrack 
and some effective dynamic lighting effects 
should attract fans of the movie. For 
everyone else, the option to control the 
dinosaurs instead of the hapless humans 
should lend the game an extra appeal. 
Controlling a T-Rex as it tucks into a £ jeep full of hunters sounds great fun. 

AIthoueh .. ost of the , .... eplay seems to take pIKe In the saomn, 
forepound .rea. the backcround Is lavishly debtlled and eerily conwindn, 
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SONIC 
OICI SI II.OUSLY I UIIIunlUS asPICT 11 VlIIDII.1 CIllURI, S.IIC TII 111.IHoa Has 1111 COHSPICUOI. IY liS 

IISIICI I1 TII .011.1-1., COHSOLE Ill. 1I0w, IIWIVIR, SI •• IS PlIPIIII. TO IIllUICH THI SPIU ••••• I'S cllm 

SonIc • Isn't beln. de.,.ktpeclln-house at SeJ. In Tokyo, but harckore 
•• 1HfS will M'Ie plenty of I.tth In developer Tr • .,.ner's T •• ' pedlll'M 

T
he Sonic character, once effectively 
sega's mascot. has so far failed to 
make a significant appearance on the 

saturn. Of course, there was SOnic 3D, 
converted almost intact from the Mega Drive, 
but it was something of an afterthought. NOW, 
however, British developer Traveller's Tales is 
aiming to restore the cobalt-coloured 
mammal's reputation with SOnic R. 

The game has the potential to become a 
key saturn title. Not only does it star Sonic­
one of videogaming's true stars - but It is also 
an interesting hybrid of racing game and 
platformer. Sonic and four other characters 
(Tails, Knuckles, Emmy and Or Robotnik) have 
to blaze through five large 3D worlds, piCking 
up rings along the way and using their own 
special skills to get ahead of competitors. 
sonic, for example, can use his spinning 
attack to WTongfoot the other racers, lNhile Or 
Robotnik has the unique ability to make 
shortcuts through lakes and rivers. 

But sega is keen to point out that Sonic R 
isn't just another racer. The fIVe worlds on 
offer hide a number of alternative routes, 
shortcuts and. secrets which players have to 
discover in order to improve their times. 
There are also plenty of obstacles to jump on 

• 

Con 110. SonIc .... od rebuild Its weIpt 
wtth what Is essentt.lty • redn •••• e? 

and over, which give the game Its platform 
feel - even the famous loop· the-loop from 
the original Sonic the Hedgehog is here. 

Traveller's Tales has retained Sonic's 
usual brash, simplistic colouring but added a 
3D realm crammed with sceniC detail, as well 
as a few clever graphical effects. For 
example, objects in the distance don't pop in 
as they do in many saturn games but 'fade' in 
gradually, preventing the usual visual jar. 

SOme may bemoan the fact that not only 
is SOniC'S first 32b1t--only appearance a radical 
departure from his previous adventures but it 
is also a racing game - one of the most over­
subscnbed genres on the saturn. However, 
given the game's platform elements, its visual 
style and the promised wealth of secrets, the 
new approach should please most comers 
and provide a much-needed fill ip for the 
saturn, which is currently stil1losing its £ 
battle against sony and Nlntendo. 

MIIny I.mlll.r sOIJk ch.ntders .ppur in this new Satum oulln .. T.11s. for 
ex.mpte •• ppNr5 In .n • ..-rentIy 1eS5-th.n-sportln ... ode 01 tr.nsport 
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JOE 
POLYGON-DRIVIN PLATfORM-GAMI DIVElOPIRS MO LOMIIR SliM SCARID TO IIPLORI TNI THIRD DIMINlION. 

THI '2.50' IRA IS PASSING ; WIlCOMI THI MIW IRIIO, IMCLUOIMG THIS FROM IlEDIIING UK OUTFIT, ABSTRACT 
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Abstrad has Incorporated plenty of animations, such as Joe tyinC his 
shoelaces (topl, In an aHempt to maintain the came's cartoon approach 

III aving given gamers hedgehogs, 
bandicoots, and lizards, to name but 
a few, in recent years, there will 

surely come a point in the near future when 
software companies exhaust the animal 
kingdom in their search for specimens to 
deliver as convincing game characters. Until 
then, though, Mafia 64-alikes look set to 
retain fur-clad creatures as their centrepieces. 

PC and PlayStation title loe Blow is no 
exception, featuring a ten-year-old monkey 
who blows on his enemies, defeating them 
with his breath. 

The task ahead of him is reminiscent of 
that of NiGHTS: Joe must save the Queen of 
Dreams, who has been kidnapped by the evil 
Nightmare King and invaded Dreamworld. 
resulting in sleeping children being 
traumatised by disturbing nightmares instead 
of having the comfort of peaceful dreams. 

In ridding Dreamworld of its malevolent 
new ruler, Joe must jump, run, and blow his 
way through six worlds containing more than 
60 levels full of humorous opponents such as 
Cyril the Cuban Cactus, Barry the Blowfish 
Buzzard and ~ebedee Zombies. 

The real 3D world system has been 
designed so that Joe interacts realistically 
with his surroundings. On a steep slope, for 
example, instead of just standing there as if 
the surface were flat, he'll either walk or slide 

Players will have to venture Into some 
distinctly less-than-savoury loutions 

down it. Likewise, tripping over small objects 
will slow him down, complete with the 
appropriate animation. 

loe Blow is the work of Abstract 
Entertainment, a Braintree-based codeshop 
formed by two ex-Sensible Software 
employees. Stoo cambridge and Chris 
oenman. after they decided that 'the industry 
had become stale and boring'. 

The game's lead programmer is 18-year­
old Tim Wharton. who began coding on a ZX 
spectrum at the tender age of four. 

'loe's engine is really nice,' he claims. 
'It'S all 16bit colour and 100% floating point 
[and] all of the animation in the game is done 
with keyframed spline paths. The animations 
only take up a little bit of RAM and they look 
nice and smooth - we can just plonk an 
animation into the game straight from 
Ughtwave and it'll look the same.' 

The 3Dfx-accelerated version in particular 
is currently looking graphically impressive, 
with slick textures and levels built using 
convincing elements. Yet a few minor bugs 
remain to be resolved before the game can 
be called complete, as Wharton reveals: 'You 
think you're done. then you see a flying 
zombie indecently assaulting a choir £ 
boy in the Abbey of Orra ... ' 

• ,. 

Jumpinc on crates will, 
of course, be essential 

All these shots are from the PC JDb: version. Clearly, creat emphasis 
has been placed on CivinC Joe Blow a very urtoon-lIke craphlcal style 
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QUAKE 2 
THI SEQUEL TO ONE 01 VlDIOUMING 'S IIBENDS IS NElRINI COMPLETION, ITS CIIITOR IIPIDITIN. 3011 TECHNOIOBY 

TO IIOIIINI THI IIUTPIISaN STATE 01 THI lIT. CIN 10 RElllY MIET THI INCRIOIIIY NIBH IIPICTlTlONS 01 PC GIMIISP 

Qua" rs enemy ch.racten consist of .round 600 poIycons, com,.red to 
the orlcln.rs 150. sDb: acceleration ups the visu.l.nte quite slplfluntty 

1he r..phlulle.p from 
QuG e to Quo" l is 
v.sI. with bokler, more 
complex environments 

I
t was almost the game of the shQIN. 
As the doors opened at E3 In Atlanta 
and the crQlNds poured In, they split 

into broadly three groups: those who wanted 
to see Tomb Raider 2; those pining to get to 
grips with Rare's latest N64 endeavours in the 
form of Banjo-Kazooie; and, Significantly, the 
press and industry figures who headed 
straight for Activision's stand, eager to 
witness the second coming of Quake, one of 
the most influential PC games ever. 

The judgement on what was found vanes 
depending on whose views are being 
considered, and, crucially, their own 
preconceptions of what Quake 2 would offer. 
The common opinion was that it looked great, 
but offered simply more of the same - more 
corridors, more moody lighting and more 
dumb bad guys lining up to be gunned down. 
Edge spent a good half an hour at 
Activision's stand playing Quake 2 and came 
away with the conclusion that this opinion 
seems not too far off the mart. 

Visually, the game met and, in some 
respects, exceeded expectations. The Quake 
2 engine, accelerated with 3Dfx technology, 
has given id the freedom to include many of 
the features that were dropped in the 
original, namely realtlme dynamic light 
sourcing, shadows and transparencies. The 
filtering afforded by the Voodoo chipset has 
smoothed away the jarring pixellation that so 
plagued Quake and its ilk, and the hi-colour 
facility has done away with the over­
abundance of brown hues that muddied the 
original's complex interiors .. 

But perhaps the most obvious 
improvement is the increased detail evident 
in enemy models. Id was one of the first 
developers to use the 'soft-skin' texture 
technique, wrapping one single, elastic 
texture over the polygon frame of the 
creatures instead of texturing each individual 
limb. Though economical, the low polygon 
count of Quake's models left a great deal to 
be desired. The new models consist of 
around 600 polygons each (as opposed to the 
original'S 150-per-model count) and are 
smoothly animated. All this explains the first 
half of the opinion - that Quake 2 does 
indeed look stunning. 

That it was also 'more of the same' in a 
show swamped with firstperson shoot 'em 
ups is perhaps a result of the E3 demo 
version's alpha status. 

Without enemy AI in effect, playing Quake 
2 on Activision's stand was something of an 
exercise in futility, merely sightseeing. They 
were great sights, as everyone agreed, but 
the real test for id will be bringing something 
new to the genre when its much-anticipated 
sequel is rolled out in November. The hugely 
revered softco will need to deliver in £ 
grand sty1e if it is to retain its reputation. The ,.me's Ilrhtinc 

effects .re sublime 
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TOTAL 
, 

THE PII,5TITlOH HIRII' nlRMS JlR I.DTlEI DRIVINI liME, 'ET DElUIPER (UlEC"Nll 
I1 CDNIIDENT ITS TITlE HIS SOMETHIN. NEW TO ImR PllnlS RIISEI OH I IIET 11 l.caDE-STYlE RICEIS 

A muttltude of traw. based all.round the world. provide the pI.yer wtth the dlallenp of pHlnl to pips with .. I .. nnet of dtfferent I'OIId SUrfKes, 
whUe the .... rious 00"1 utepries Md to the Uisk. "ch vehicle possesslnl contr.stI"I MndHna: cta.nKteristla, thus MCUstt.tina: dtfferent .pproKhes 

l1te I.me's urs.re 
blised on a I'MI models 

lIt nother month, another excuse for 
1 Playstation owners to engage in a 

high-speed actIVIty that might 
otherwise get them into trouble with the 
law in real life. 

However, rather than simply imitate 
previous examples from the Playstation's 
vast racing-game library, Ocean's Total Drivin' 
offers four distinctly different types of 
vehicles - sports, Indy, off-road, and rally - to 
race within the confines of a 3D environment. 
The 40 cars available include models from 
manufacturers such as Ferrari and MCLaren, 
and the 36 tracks cover six geographical 
areas spanning the corners of the world. 

As players advance through the courses, 
new obstacles such as boulders, jumps, and 
even weather have to be negotiated while 
attempting to stay ahead of the seven CPU­
controlled opponents. Alternatively, two or 
four players can engage in head-ta-head 
competition via the game's split-screen and 
link-mode options. 

Developer Eutechnyx has gone to great 
lengths to ensure the realism of the car 
models isn't purely cosmetic. A comprehensive 
physics model ensures four-wheel independent 
suspension, correct aerodynamics and 
realistic handling depending on the car in use 
and the terrain it is travelling on. 

The game's most impressive feature looks 
to be its 3D engine, which draws far into the 
distance with little evidence of pop-up. 

Eutechnyx has developed a coding tool that 
calculates the view the driver would see from 
the car and draws those graphics accordingly. 
As the car changes, so does the view, 
therefore preventing the old nemesis of 
racing games from mak.ing an appearance. 

If its component parts meld successfully, 
Total Drivm' CCMJld represent a breath of freSh 
carbon monoxide for what has £ 
become the most stifled of genres. 

Refreshln., the lame's 3D _line draws f.r Into the dlsUince without 
Ireat nldence of pop-up, despite I.,. exptlnHl of t.xtured surfaces 
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WE KlOHOA 
BIG-lEAGUE IRCADE IIlnER NAIICO HU BROIEN ITS COIN-OP CONVERSION TRIDITIDN AND fOR BED IHEAD WITH IN 

Some rqlons are in 
marked contrast to the 
caudy outdoor levels 

ORI81NIl PUySUTlON TlTU THAT'S IBOUT AS fiR IWAY fROII THE IIllS Of RilE RACER IS COULD BE 1II181NED 

Althouch these screenshots may pve the impression that Klonoa is a 3D game, the action actually hikes place 
entirety in lD. The effect is achieved by combininc varyinc camera ancles with bold, pseudo·'D backcrouncls 

m amco is, of course, best known to 
Playstation owners for successfully 
converting many of its impressive 

catalogue of coin-ops to Sony's machine. 
Kale No Klonoa marks a shift in focus for the 
videogames giant, however, as its first 
platform game for years. 

Klon08, the game's main character, is a 
very curious-looking boy with wings - a 
characteristic which is apparently usual, if not 
essential. among inhabitants of his home, the 
village of Wind. The game's plot centres 
around his quest to find the legendary land of 
Phantomi le, which is rumoured to have 
existed hundreds of years previously. This 
task is eased somewhat by a fairy-like entity 
called Huppo and a magic ring which he can 
use to defeat the enemies he encounters in 
his travels. Klon08 is also able to engage 
some of the game's characters in 
conversation in order to obtain information 
which will help him complete his journey. 

Although the camera view and 
backgrounds combine to give the impression 
of an extra dimension, Kale No Klonoa is very 
much a 2D-gameplay title. This approach 
stems from Namco's belief that 20 platform 
games are easier and more intuitive to play. 
The camera, which follows Klonoa through 
the game's six garishly realised worlds, 
broken down into 21 stages, switches 
viewpoints to best suit the action on-screen. 

The commercial success of games such 
as Crash Bandicoot and Pandemonium has 

proved that a substantial market exists for 
titles which wrap tried-and-tested gameplay 
values in pretty packaging (the latter title 
proving a monster hit in Japan when released 
by Bandai using licensed characters in place 
of Crystal Dynamics' Jester). Kale No Klonoa 
certainly adheres to this trend, and Namco's 
supreme technical understanding can £ 
only further its hit-status potential. 

Klonoa's world Is the kind of fanhlsticalland enduringly popular with 
Japanese desipers. Some may find the colour scheme a bit over the top 
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ld IIll t oe 'Star 

e unfilfll I.df Vl'sse The nlrO 

r\le e Systems 'War IS wor d c ass 

'n even. se e e seque Cl' 10 S unl ght streams 

d we w t nebu at' g IU ng .. unb am and mu t colou ed 

light It's a spectacle that ams'm vie qUill Iy 

Significantly the Shell eld base cod p that 

produced It IS confident that I talent extend far further 

thao masterly use of Llghrwave. I-War (pffOVIOU Iy entllled 

Infinity War) WII! step into the palh of Wing Commander V 
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up WI I havt' enough t 

ments to slOP ChI s R bert's m ghly Se! 

dee shoot em 

yes, "IT,st ( 

(,lid In Its tracks. 

Cons dermg the fa 

long-I me PC gam 

In some w 

11 at I e ( mpan} s f 1St tit e. 

d I S aim III I a lIte unreal st c. 

ooced Mlch •• 1 Po •• n. Particle 

Systems' MD The Ih og you halll' to remember, though, IS 

what we re ntere~ted to IS makmg a better g<'lme, and we 

believe we"e dOing that 11 we get the mal~etmg right, an 

really push the g<fme, then there's no reason why I War 

(itn'l be ~een as a superior a(lernatlve 10 a 5('11('5 that has, 

after all, become pretty ~liI(e ' 
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Certai'lly, with the loss of Roberts from OHgm this year 

(he's credted d new company that will publish under Ihe 

Microsoft banner), the continued success of the Wing 

Commander gdmes is anything but assured. But that's nol 

the pomt for the dedicated learn work.lng al! hours to make 

I·War the better game. The Ocean market og machine 

behind Ihe game may well be gunning tor EA. but Parllcle IS 

focused on reahslng lIs own VISion 01 a spac.e baUle 

Simulator that combines Itu! gripping gameplay of lUCdSAfls' 

r,e-Flgfller with the depth and detail of a sci fi mOVIe. 

The movie analogy IS particularly apl. Though rnls lon­

based, I-Wor boasts a strong plot that drives the actIOn, and 

SCREEN 

though not qUIte a 'vlnua' battle! e , e plot win be 

affected by the player' performa ee In the fie d In ShOlt, 

the player IS the captain of a Commonwealth Notvy ves~el, 

patrolling space, ever ready for a suenlla attack from the 

Independents, former C mm wealth groups who now 

demand their ,"depende e T I war of attrition has been 

on the bOil for over a hu d,ed ears and appears to be 

reachlOg some kind of d chm .. ~ Thus every wrong (or fight) 

move the pldyer mdkes In 01 pilllicular miss on has d direct 

effe<t on me eve I that lake place In the follOWing level 

For elClmple, fal ure to close a supply route Will lead to 

stronger resistance next time around, and so on, ThiS 

CONTINUEO ~ 53 
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j' 'vide, j c"rlJIn .'1" I,)t' C :"'1 ".,.jl;:':- "" -: "he.1 

r1;)ron'J~" ~ If e ',it'Ll' ['u Id j.> "\ ··d.: ")I,,~:>lf' 

:he (",n"'l'dt mood,~ ~,"·;:Ctl.:"t(·! futh<e' ~) 

Innovative menu ~yqCI" ,','l'd1 r,'",,'. 1101 01 ;ndenp~cr'lbk' 

I(OI'lS but on a l!t>I~>ied 5D model uf the bridge ,,f ttw ,rllP 

As the Cdptdln oi d ~p<lCe-bdScd \dvy ~e ~el. the pla~er 

must l:lteraCI I'Illh Thc bfld!:~ ue,~ d'1() 1~5Je commands, <l~ 

1'1('11 as enl':dge n tilt' mO'e tamllldr dol': f'Rhb Tt e br dge 

dppedfS as d :V)~lgdble rendcr, compllle with pilot gunner 

~nd e~glnecr dch 11! ..... hom Cd") be ")dl"dually CO:1trniled 

'" ,',-!' ~,-\pU' ,: t'n,.~" '(:1""' ~nd ~ 'u'nbe' :'/ c,thc' 

:,'chrcIC1 I t""iJ,,,m', ,'le, (,~P',~I" !t • ." p' l~' r ,.-!" ,sut' 'de, 

or be(Qme ,nvolv~'d "I 'i't' ,,,,,-, ,111""'i I!w ',d0')(' c,: co IfSI' 
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~ppl ,,,:, ·'It· gJf1-er a.:~d ~hc ~:d(" fho..lt:h ~"''o: p!a'(el~, the 

:e~m t,;>" " Will r.:1~,' :Ioe garn,· ,r' ~ ,t'~'ghl sh:,ol '~m up 

dnd therl' irkt'l\, lu be r',uch 1,) admlfc 1'1 tela! dcpMlrnenl 

Alte' Ilreatl,:dklng rendered Intra" lhe ICsual form I~ to 

watch helpk~,I\' iI~ bt'autiful '>lr .. amed vlsuills arc 

un(eft'mo",,,u~ly 'e~iaced wl:h dl~<.lppo'l'!i~g H1-gan>e 

graph cs !\;ot sc .",t~ i ~'':or "i("\I;!\;er, P1'" de '1,'1) ::'E'CI:!ed 

no! 10 embrMe If e ,S (dfG rev[;lu:'(}r1 at tt-us "tage It', 'let 

that the '\'dm ,~ u":"'wessej "', the Hle\: PC gdlTl:n$( 

tech"lclugl' meTe'\' 1!lat ! I'Vc, (MI cupe !list fine Without It 

lhc Cd';:! Cl) ~cd eile,:L ."Jcl' ,1, 'ritcriag, Whlfh would 

o lk ' '<' bu' d; I: ,s, :Jut e1g'~l " ,,·,·,·C)t/' e,."',lgl, and :!ur 

leXI l' IS 'if ~ r'gh ('"lc •. g~ qar' :,n: n::>t ID neeJ :h. r.J 

claltrs Rich Aldl., 

At'<,r lul\,,'.:18 the progrl'"'. ,I 1'( S;) card, over the pa~t 
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12 months, £eI._ 15 understandably sceptical about '>uel1 a 

claim. luok,ng at/-Wor In motIOn, howe~{", It'., clear le ~Cl' 

Ihill A,dley's boast IS not <In Idle one. lhough unopl,m,sed, 

The 3D engine fLlrlS at a ~mouth 30fps 0'1 it I-,,-e:)d Pentium, 

and tl,uugh lack"R the tl;',\ure fdler,nR a )0 [Md (,Ill "t10Hi. 

the spacecraft r.tll'ly p,xe.ld1t', ('ven ill exllemc:y cl<l-,e rdr"gc 

For th<)~e who remember Argonaut's clum~\, bed! 'cm up FX 

Fighter ,1 will come d~ d surprIse to kno .... that -\'"U "dr;n'r) 

by the 5dme core lechnoogy - BRl;'nder 

'BRcnder has had a lot 0' b"d press, but It', really not !~dt 

bdC, bel'{"'es P~, .... ell'!'s a re,Mlme ~j) Il'odc le' 1"ol1 n~\ 

allo .... ed <J" 10 (un,lr(l(t t1(, I W(.'( enVlrUnl"1cnt qUI( kl)', 

<',]'1,1'110: u'> the ha~\lc ut '1.rllll'1g (jur OWl' 'Y-'!Io'nl Wl'U be at 

ledst Sll month" betu-'d If 'NI.' hadn t t;~ed II 'h.: '''d~()'' It 41 

the game boks nothmg like IX r'ghter, w'lll tllrll d",tui 

muddy lexlullng. I~ fir~lly bec.ilusc we :I~ve such ta;cnled 

artists, and ,>e({J'lc!I~, becduse we've oniy l,bcd 8R"'1de' to! 

the b"SI(~, That's whit! Ifs goud at' 

By 'ba~'cs' Powt'/I mean, the polygun models, he 

,t,l'ldard pranKt' .... 111" BRel'ldN thus far! a; been '" credle 

Ihe model> dnd th('n LJ~e DPurnt, dlld RR{'nder ~ 0,,1 (ode 

to map and scale them. 11'e i-Wc! ledm IOo~ d dlflelent 

3Pprt!dch Th"y wrNr Ihe!r c· .... ' k .... e,el f{)u!I'les for 

texturll'lg and uwd sCdled down h"'lIJd!otv renders <IS tht' 

basIS fOf tile texture m~p> IT may suu,-,C p,e({'medl. but 

u~Lng textures created .n " . .,er h.·res r(',dt!r~ ""ean, ftH' 

they bC<lf the ~dnle char(lcterl~tIC,> ,1~ rhe 81Igl"J" J"y un a 

smaller ~{dle characteristics ,>"ch d~ mlla,:'( e'it<" 

5pec~ial I ghtlllg and CJ,ver! s,rIMe'> ~:i _I M' j •. 

impOSSible TlJ It<create u,l'lg d fiat tl!e lhe !'rld f~',~I: '10: 

emply ~Pdce w,lh fuzzy-I,,:)kl"g ~1'lpS but a (lc~ .. JeJ ,(cne 

full d metal:ic gll;'amlng, ,je~alic{' st"P\ 'haT t1C<lr a fillr 

resemt1lancl" 10 those sccr! gliding (Jut of the InHo 

Sf"cause JI 115 space ,etling. the !·War e181"e i~ tree' to 

generate ~olTopl<2' models and effeCh, dod '1{I1 gf:: b.;!!i:t:J 

down With hCfiwns and pop-up. Clouds 01 p(JIY!lon·ba~<,d 

nebulde gl\'<' th,~ VieI'; loluur spec1.;lar I'ghhflg e"ect~ 

hlghhghl the, u'ves a:)d gleilmmg mt:'lil' of tt.\' \j~V\ ve~",,'s, 

and dyndml( (oloured lightirlg from red nouns dre'lche~ the 

sp<lce ~I<ltic"s fWGr IS a vlslHI Ireat but ,!.-. d treat lor one 

'for the se(\lJel. we'd be (o,ct'r',trati'lg 0'1 1t'!iNork 

playat:1l1ily, claims Powell, 'but we wanted to de.,lgn I-\\Ior dO; 

a smgle-player experience. "11 the b~\1 ga/'l"'~ IIk.e Ze,'ik 

and Moria, hav~ been sInglepldy@l. and If you try te J.,,,gr' 

!or mu1iipl<lyer It (an be sometimes be ill Ihe t'~pe:1se 01 the 

Slngleplayer :evels. In /·Wa', the pla~er :s a 10,(,' !->ero 

agJlnq the odds, which 1<; how 1I should be 

It may not he fashionable, but It'S dn en(uuragl:1g 

,er'llmcnt. In tact, .... :th ItS shlJn:1:"!<: 01 the JP «HU., 13Ck 01 

multlplayer suppOrt and Ihe more Jbvlol,s IMk. o· [J-ll;.1 

actors, I-War mdY ~eem like somelh,n& cl d throwbdCk W 

les, ciu!\eH'd ll'Tles. But Il"e f~ct ren'<llr;s Ih~f P,tlti(,e 

'>y\lems has talent enough :0 SpJIC, and With ,I, Jcggd 

determination 10 better, but be I<)tally unlike, I Wu(~ p"er~, 

1\ .... ilufd be d brdve IT'lIn .... h0'd Del dg"inst !ht' gdme 

mdl.ng WiI ... \,S when It\ eventually reledseJ £ 
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D 
he videogames industry's gradual 

transformallon from back-bedroom hobby to 

multimlllion-dolla r bus iness has often been 

likened to the evolution of the television and movie 

industries. Certainly the gradual acquisition of 

indepen dents by gaming superpowers over the last few 

years seems to have followed Cl fami lia r pattern, th e 

increasingly serious money involved ensuring that Cl 

more corpo rate climate has become the norm. Where 

once Cl lone programmer could expect Cl one-off fee of 

around £5,000 for Cl piece of cod e, advances of 

£500,000 for Cl single SKU are now commonplace, 

maki ng it all but impossible for sm aller learns to 

develop tit les independently of Cl potentially res trictive 

publ ishing dea l. A bias towards intern al development 

has naturally followed, giving publishers not only total 

con trol over th eir product development, but also saving 

on expensive advance and royalty dea ls 

And yet in the last 12 months alone, high -profi le 

Doom and Quake deSigner John Romero has left hiS 

post at id, sid Mete r has opted to leave the securi ty of 

MicroProse, and Wing Commander creator Chri s 

Roberts has quit Orig in to co-found Digital Anvil. N64 

developer Rare has recently lost key staff, and even 

leading UK development house BuUfrog has been hit by 

not only the departure of three company veteran s bu t 

also company founder Peter Molyneux himself . It 

seems the structure of the software industry is far less 

BULLFROG LlONHEAD 
Staff: 'eter MOlyneux 

Crowning achievements The populou. 

series, Pow.rmon6.r, Dung.on « •• p.r 
leaving: lullfrOI 

Moving to: LlonH •• d 

A brief history: Formed Bullfrog In 1987, creating 16b1t shoot 'em up FUSion the 

fOllOWing year. It was the 1989 release of genre-defining Populous which really put 

Bullfrog and Molyneux on the map, a game style which has been explored and refined 

through a studied, conservative list of subsequent releases. Molyneux's new company 

Includes Games workshOp man Steve Jackson among its number. Tlt!es will be 

published by Electronic Arts 

Reason for move; unhappy with role as ,head of the company, Molyneux Intends to 

continue the hands-on approach he returned to with the development of epochal PC 

strategy title, Dungeon Keeper 
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stable than anyone would once have thought. 

Tom Hall, who recently teft 3D Rea lms to co­

found Ion Storm with John Romero and ex-Level 7 man 

Todd Porter, sees the rise of a new set of Independen t 

develope rs as a con tinua tion of the movie Industry 

para ll el. 'w hen movie cameras were inve nted, they 

were tools of the inven to rs, th e tech nicians. Once the 

technology stabilised, then creative people got to take 

over and see what It co uld do. Th ere have been sim il ar 

waves, after th e recent digital specia l effects wave, 

which we're still sort of in. We 've seen the amaz ing 

effects in "Jurassic Pa rk" and "Twister", but the 

ch ara cters are ra ther wooden. Once all the directors get 

used to this new power, then they can use it effectively 

and tell a powerful story wi th it. 

'This is what we've gon e th rough in the gaming 

industry. Now we have a lot of deSigners saying that 

they want their Vision Implemented, instead of being 

told what they're allowed to do by the people that write 

the engenes. The technology has come of age, and the 

des igners want to see what they can do With it. 

Designers are in the winter of thei r discontent, and now 

want to break free and be in a situation where their 

design can flOUrish. For some, It is just a lateral move, 

For others, It IS a tremendously freeing process.' 

This certain ly appears to be the case with Mucky 

Foot, a team created as a reactIOn to the problems that 

beset prevIOus employer Bullfrog. 'When we started 

there were about ten people there, now there are about 

100: says Mike Diskett 'I t lost a lot of the friendly 

fee ling, th en the buyout by EA caused the atmosphere 

to change in tha t we' re no longer helping to keep this 

small, fr iendly company alive . It wasn't as satisfying. 

Plus, we were finding that as long-term members of 

Bu llfrog we were getteng promoted away from the 

games and spending more and more time en meetengs. 

We wanted to spend all our time creating games: 

Even Bullfrog head Peter Molyneux concedes 

that something went awry. 'There was th is huge 

bottleneck at the top and we couldn 't all be chiefs, 

there had to be Indians. It meant that there was 

pressure for Bullfrog to expand, and one of the ways to 

do that was to be pa rt of an organisation. When 

Electronic Arts came along and put their offer on the 

table It was really down to three offers. It seemed the 

right decision to make and I sti lt believe that for 

Bullfrog it was the right decision, but I do regret it 

because Bullfrog definitely changed for me. It changed 

from a company that was one big family where 

everybody got on Wit h everyone else, and where lots of 

people social ised together, to a place that was a lot 

more political. There was a lot more scrambling to 

climb up the ladder whi ch meant that people tended to 

get a little more pissed off, and so for me I found it a 

very frustrating environment.' 

Spending more and more time travelling and in 
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meetings, it was a scath ing email from Guy Simmons, 

now al so at Mucky Foot, tha t turned Molyneux around. 

'That single event made me realise t was actually doing 

someth ing at Bullfrog that t wasn't particularly good at 

and didn't particularl y enjoy. tt made me real ise that 

wh at I should be doing is designing and wr it ing games, 

and it was at that point that I switched my attentions. 

'There were reall y two choices. The first was for me 

to say, Okay, I'm a program designer within Bullfrog and 

noth ing else, full stop, or there was the choice of go ing 

off and setting up my own group doing exact ly what I 

did wi th Bullfrog, and that wa s to attract people, really 

tal ented people, and take people tha t haven' t got 

industry experience, and then grow a group up to a size 

wh ich feel s really comfortable.' 

The MUcky Foot crew, meanwhile, are using their 

experience s at Bu llfrog to define their new working 

en vironment. 'We 're going to try to keep as small as 

possible: says Mike Diskett. 'We believe that you 

can create a world-class tri ple-A ti t le with a handful 

of people, ra ther than 20 or even 40. And we've 

found that more people always mean s less 

programming gets done.' 

Diskett is enjoying the opportunity to work without 

th e interruptions and constant meetings that blight so 

many larger teams, not to mention the politics involved 

'We're going for a democratic company. That's why 

we don't want to push one person as a figurehead of 

the company, like at Bu llfrog. It did create some bad 

feeling at Bullfrog.' 

He does concede that garners may see echoes of 

Bullfrog's style in Mucky Foot's outpu t, but given their 

involvement in those games it's inevitable tha t many of 

the des ign ideas and ways of working wi ll remain with 

the team. That Bullfrog pedigree might co me with a 

price, however. It's a real possibility that any publ isher 

THE ESCAPE CONTINUED .. 

MICROPROSE FIREAXIS 
Sta ff: Sld Meler 
Crowning achievements: the Civilization 

series, R.llroad Tycoon 

leaving: MleroProse 
Moving to : Flr.axls 

~\ 
\ 

A brief history: Co-founded Microprose with Bill Stealey on the back of a bet that he could 

come up wi th a flight simulator better than one they had both played In an arcade . The 

following years have seen Meier remain in the development arena, ra ther than Opting for a 

more corpo rate role, which makes his dec is ion to leave tha t much more intriguing 

Reasons for move: Unknown 

PlayStation rather than Nintendo 's wonder machine. 

'We simply wan ted more creative control over the 

games we produced: says Eighth Wonder's Oliver 

Dnies. 'Th ere were other reasons which helped 

contribute to our decision but ultimately the move 

was linked to a desire to be able to create the sort of 

games that we ourselves enjOy playing. 

Davies stresses that their experiences at Rare were 

mostly positive, but is keen to step out of the shadow 

of that employer and be re cognised as a for ce in Its 

own fi ght . 'I think that in te rms of product, the 

difference between ourselves and many developers will 

'THIS INDUSTRY IS REALLY STILL IN ITS EARLY STAGES; THERE'S PLENTY OF SCOPE 
FOR PEOPLE TO CREATE NEW TRENDS RATHER THAN SIMPLY FOLLOW OLD ONES' 

which signs up Mucky Foot might put pressure on 

them to expand. 'We' ll just completely and tota lly 

re fuse: states Diskett. 'Big wads of cash are always 

tempting, but we've seen that down that way lies 

madness. It descends into endless meetings about 

game design, and when you've 10 or 20 people 

putting their ideas in, these meetings last a who le 

day rather than 20 minutes.' 

Another potential supergroup to recently emerge in 

the UK is Eighth Wonder, formed by six ex-Rare 

employees. Having cut their teeth on acc_lqimed l itl es 

like Donkey Kong Country, Killer Instinct, and 

forthcoming N64 ti tles GoldenEye and Banjo-Kazooie, 

it's interesting to note that the company has inked a 

deal wi th Sony, choosing to code for th e CO-based 

be re fl ecte d in th e diversity of our games . Some 

companies have adopted the philosophy of simply 

repeating what sold well for them in the past; churning 

out rehashes and updates of an old form ula. An d, while 

that's fi ne for some people, th at's not a route we intend 

to head down. This indust ry is really sti ll in its early 

stages; there's plenty of scope for people to create new 

trends rather than simply follow old ones.' 

While the team's departure from Rare caused 

genuine shock in the close-kni t UK programming 

community, such shift ing of talent is commonplace in 

the US, where headhunting is rife and more than a 

coupl e of years at anyone development house is 

increasingly becoming a rarity amongst programmers, 

artists and deSigners. Even the last couple of months 
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ORIGIN DIGITAL ANVIL 
Staff [from left in photographl: Erln & Chr'. 
Robert., Tony ZurOYIC 
Crowning achievements: wing Commande, 
se,le. (Chrls). Prlvat •• r 2: rhe Dar"enlng 
(Erln), CrUlade, (Zurovek) 

leavi ng Orllln 
Moving to: DII.t •• Anyll 

........... ........... 
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smaller more creative development groups because 

they have less of a tendency to create th e · me-too· 

products. Th ree or four years ago publishe rs were t ry ing 

to gather up and create thei r own empires of masses of 

programmers seeing this as an opportun ity to have 

more control over the product. I th ink during thi s time 

the industry became very stagnant and began doing the 

same thing over and over again. Smaller independent 

groups can regain creative control over their products 

and as I think we've already seen, wi th p rod ucts like 

Doom and Warcroft 11, can rea lly put out breakthrough, 

innovative games. 

There's little doubt that MicroProse will be hard hi t 

by Meier's decision to found Fireaxis and jump into bed 

with Electronic Arts. The same publisher, of course, that 

Wing Commander crea tor (hris Roberts has broken 

away from. 

A brief h istory : The Roberts brothers started out writing software for Acorn's seminal BBC 

Micro In the UK before moving out to Orlgm in the US and tuttlng paydlrt with Wing 

Commander Enn returned to this country to produce the Wmg Commander-esQue Privateer 2 

The Darkening, before Joining hiS brother at the newly formed Anvl • along with Crusader 

creator Tony Zurovec. Digital AnVil have signed up with Microsoft 

'There are about 35 people here: says Roberts of 

Digital Anvil, the development house he's set up with 

brother Erin, Crusader author Tony Zurovec, and 

fi lmmaker Robert Rodriguez. ' I don't want to have 

300 people like we did at Origin - that's detrimental 

to the whole creative side. Ori gin definitely lost 

someth ing wh en it got bigger. When you don't know 

half the people in the corridor, that's when you know 

you've gol problems.' 

Reasons for move: Oisillusioned with the structure and working ethics of large teams, and 

marketing· led project decisions 

have seen Virgin USA high f lyer Nel! Young defect to 

Electronic Arts, while a whole band of Looking Glass 

employees have left to form their own technology- led 

games com pany, GameFX. Nevertheless, when both Sid 

Meler and Chris Roberts announced their departure 

from MicroProse and Or igin, respectIVely, it was clear 

that th e balance of power was shiftin g. Meler, who 

co- foun ded MicroProse in 198 2, always shunned the 

corpo rate side of th e company in favour of games 

development, working on hits such as Rai/rood Tycoon, 

Civilization, and Magic: The Gathering, and he's 

become com prehensively awa re o f the structure shift 

current ly affecting the game-development sector. 

'I th ink the pendulum is swinging back towards the 

THE ION BREW 

Roberts' departure from Origin is partly a reaction 

aga inst the policy of putting up to 30 people on a 

single project. there by watering down the game's 

viSion, but undoubtedly 1I 1so a resu lt of marketing 

pressu res. 'One of the prob lems I faced at EA was that I 

could get any amount of money for another Wing 

Commander, bu t not something new: he admits. 

He describes the typi cal catch- 22 situation thllt so 

many large publishers have fallen into in recent years, 

where new and original pro jects Just aren't on the 

agenda. 'With more money Involved Ihese days, 1I 

game's development budget ends up being based on 

expected sa les. But unless tt's a really familiar ti tl e, 

nobody can predict what it'll sell, and so aren't 

prepared to throw much money at it. And withou t 

Ion Storm'S rapid formation and stgnlng to publisher Eldos was indicat ive of the way a strong track record can make the 

formation of a new development team a far smoother affair . 'John IRomero. teftl. Jtrry, Tom and I met at John 's house 

and discussed how we shoula proceed. says Ion Storm's Todd Porter. '1 bu It the busmess plan With the help of an 

Investment banker and used my knowledge of the mduStfy and the statistiCS on successful garre development to IOsure 

we were In busmess three years out, Even though the number was greater than any of us gueSSed, the spreadsheets 

don't lie so we took them to about five or six publishers' 

Yet some publishers were wary of Ion's desire to fund three projects Simultaneously. Others. nOf Surprisingly. Just 

didn't have the funds necessary to sign the superstar team up, The deal they struck is rumoured to be worth some 

S1Om. and protects the developer from loss of revenue based on discounted foreign sales. 

'Eldos IS an aggressive company. which had a good product out :here ITomb Raider! and had the dough to go through 

With the deal,' says Tom Hall. 'They saw the numbers and Immediately sketched out what they could do: adds Porter 

'We have made it a practice not to talk about speCifics. but suffice it to say that the deal was great for both parties, ' 

• 
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proper fu nding, you can 't come up with a strong tit le. 

It's a sort of self- fu lfilling prophecy.' 

Consequently, Digital Anvi l has hooked up with tb e 

more open-minded Microsoft, wi th the intention of 

working on three five-man projects - Ro berts' 

Freelancer, Tony Zurovec's High way Knight, an d Eri n 

Roberts' Conquest (a ll wo rki ng litles) - using only 

staff tha t have more than five yea rs' expe rience and at 

least one hi t ti tle under their be lt. 'The idea is to have 

better peop le with more time to develop a title, rather 

than just th rowing more people at a proj ect,' says 

Roberts. 'You have to keep the teams small to have a 

unity of vision.' 

Interestingly, Digital Anvil is also making attempts to 

repl icate the creative, driven environment of small 

external development teams by offering profi t-rela ted 

THE ESCAPE 

have control of my vision. Id was fine doing what th ey 

boiled down to - a hot technology company with strong 

gameplay and just enough content to make it appealing. 

3D Realms is starting to do what 1 wanted to do - ,ust 

not in th e way I wanted to do It. They' re putting a lot of 

content in their games, but they are going for shock 

va lue rathe r than emotion, which IS what I want. They 

don't really want 10 innovate whole new untried areas 

of game play - I really do.' 

Hall firmly believes in th e theory that a single leader 

wi ll prod uce better results. 'It may sound high and 

mighty or self-Imponant, but I'm the only one who has 

the whole Anachronox (his current project at 10nl 

universe in theI r head. I can tell an artist instant ly If 

something f its in the universe, why it does. an d wh ere 

it should go. A project will get done fas:er and be so 

4 66 4 

'ONE OF THE PROBLEMS I FACED AT EA WAS THAT I COULD GET ANY AMOUNT OF 

MONEY FOR ANOTHER WING COMMANDER. BUT NOT SOMETHING NEW' 

pay. " want it to be a place where you've got a piece of 

the actIOn, where you feel like you've got ownership,' 

slates Robelts. 

And then there's perhaps the biggest move of 

all, that of John Romero from id Software to 

development supergroup Ion Storm. 'I thought about 

the decision for a year before leaving an d started 

talking to Tom Hall about starting a new company about 

eight months before I left,' says Romero. 'leaving after 

finishing Quake was the righl choice - leaving after 

finishing a hit game. 1 keep on good terms with the id 

guys and it was pretty easy because we've been fflends 

fo r years.' 

Much has been noted about Romero's frustration at 

having to des ign around a game engine that was 

constantly in flux with Quake, and he does admit that 

working with a fin ished technology ( the Quake engine, 

i ron ica lly) at Ion Storm eases th e development strain 

'by magf'ILtudes' . Yet surprisingly he describes the 

company structure as being just l ike that at id, at lea st 

in terms of day-to-day developmen t - though adds that 

'because of our size we have to run a little more like a 

rea l company, have regu larly scheduled meetings, and 

be more sensitive 10 many other employmen t issues. 

Positive-wise, I would have to say that id teaches focus. 

To do anything really great in life, you definitely must 

have a focus and stay thal way.' 

He does, however, bel ieve that the tightly focused 

way of working at id left no room for any kind of a life 

outSide of work. 'That is a very negat ive situation when 

you are an outgoing person, but you can get a lot 

accomplished if you live at work. It's not for me.' 

Ion Storm's Tom H.II is more di rect. ' I left id for 

t he same reason I left 3D Re alms later - the inability to 

• 
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BULLFROG 
MUCKY FOOT 

Staff [from left1 : Fin MeG.ehle, 
Mike Dlsk.tt, Gu, Slmmonl 
Crowning achievements: Mike 
Dlskeff: syndicate, Theme 
parlt. synd/ute Wars ; Guy 

11 .. _onl: rlt.me Parlt, 

erHflon (Uneompl.t.d); 
Fin MeGeehle: art for Pop,,' •• ' 2. G." .... ,.. end Syndicate w.". ert 
and deslln for rlt.me ".,. .nd ,,,,, •• fr,,etlb'., (the latter now on hold) 
leaving: lull'rol 
Moving to : Muck, Foot 

A brief history: Three of the longer-servmg memoers at Bullfrog. they pre-empted 

Molyneux's deCISion to jump Ship by several months. work,mg on a PlayStatlon tItle (followed 

by a PC converSion) due for completion mld-'s. Yet to sign to a publisher 

Reasons for move: The tflO grew d sillusioned with the changmg structure of Bullfrog, and 

yearned for a sma ler, more effiCient and controllable wor.kmg environment. The decision to 

shelve Slmmons' Creation prOject also certamly contributed to the deCISion to leave 
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much more distinctive if there is one person gUid ing it.' 

Of course, one other reason to leave Cl la rge 

company is bo rn simply from the way the whole 

company is run. Ion Storm's Todd Porter: 'Persona lly, 

Jer ry [also now at Ion] and I left 7th Level be ca use the 

peopl e making de cisions had no idea how to make 

gre at ga me s. Bel ieve it or not, I had to deal wi th things 

li ke ba il ing one of my programmers oul of jail because 

the management insisted they be on my te am. God 

knows how much time was lost because of bad 

decisions. Wi th Dominion, I saw Cl trend and jumped on 

it, but when you have to spend lour months convincing 
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for these departures. It's Cl cliche, certainly, but the idea 

that smaller developers and publi shers are more wi ll ing 

to take risks than larger co rpo rati ons does seem to be 

tr ue. Iron ic, given that it 's the better-funded pub li shers 

that ought to be ab le to be more darin g. Eighth 

Wonder' s Oliver Davies agrees. 'La rge companies 

generally make thei r decisions abou t which type of 

game to develop based upon thei r expectations of sa les 

for such a game. Th us, a co mpany may churn out 

derivative platform games because past sales figu res 

suggest that people want to buy exactly that. If a game 

is fun then, provided it is marketed correctly, it shou ld 

' IT'S ABOUT HAVING A SMALL GROUP OF PEOPLE GOING TO THE PUB BRAINSTORMING 

TOGETHER RATHER THAN SITTING IN A BOARDROOM ALL DAY ARGUING' 

management that a game like Dominion is worth dOing, 

the moment is lost.' 

Porter perhaps sums up the appeal of the setting up 

a new, more streaml ined development team when he 

says, 'At Ion, I am management.' 

Speaking to these Job-swapping Industry 

figures, it's clear that the inability of employers to 

retain a fresh, creativity led attitude is the prime reason 

RARE EIGHTH WONDER 
staff [from left I: Stn. patrlek , Olh,.r Norton, 

J.ff Stafford, Adrlan Smith, Ollver 0...,1 •• , 

Chrl.toph.r Oa,_ 

Crowning ach ievements Donk_y ICon. Country 

., ., 2 , ICIII., In. tlnct 

Leaving : liar. 

Movin g to: EI,ht" Wonder 

---.-
:m~_=_..J"O<:L-_ 

A brief hist ory: The trree engmeers, two artists and one game deSigner worked at hlgh­

Qua lity Nintendo developer Rare, where they contnbuted to the aCClaimed SNES hit Donkey 

Kong Country, both Killer Instinct games, and forthcommg N64 titles GoldenEye and BanjO­

KazoO/e. A deal With Sony has been struck. to work on PlayS tat ion software 

Reasons fo r move: The restrictions of working on a Cartridge-based format and the urge to 

step OU~ of Rare's shadow A deSire to move away from formulaic sequels and concepts is 

also likely 

se ll. I th ink many small deve lopers probably see things 

in much the same way ; sales should be a reflection of 

the game rather than vice versa' 

'If you look at the comparlles that proliferate this 

industry you'll see a great number of owners that have 

forgotten or never knew what It IS to make a fun game: 

says Ion Storm's Todd Porter. 'They are all looking at 

formulas, as if this can someh ow be a crystal bait to the 

future. They see Myst, Worcrofr, Dlob/o or Quake and 

they think., Hey. if we do games like that then we too 

will be profitabie.' 

little wonder that Independents such as David 

Braben's Fronti er Developments are conSidering funding 

prOjects themselves until near completion, and only 

then looking for a publ isher willing to bring the game 

to market. Whi le such a working method should 

guarantee more OrigInality, and purer (ie less 

influenced by marketIng men) software, it's beyond 

the means of most development teams. Instead, the 

many new developers must struggle to fi nd a publisher 

will ing to brave the ri sks an d costs associated with 

externa l development. 

Oliver Davi es aga in: 'I think tha t the industry is as 

equally able to support external development teams as 

it has been conSistently able to support the la rger 

developers. If the market expands then we'll see more 

and more externa l development teams, but, shou ld the 

market contract, then small external development teams 

will probab ly feel the bite first. I thi nk that what an 

externa l development team can offer over an internal 

team is heavi ly dependent upon the team in question.' 

As for the recent pro liferation of new development 

houses, Davies sees it as part of a cycle, but also 

be lieves that there's a cumu lative effect here . 'People 

see that it can be done and decide to have a go 

themselves which, in turn, inspires other people to 

make the leap.' 

50 is this really the birth of a brave new era? 'I hope 

so: says Chris Roberts. 'I sa id four or five years ago 
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that the studio model was going to go away, and I think 

eventually it'll happen.' 

John Romero has a different view. ' The recent 

period of conglomeration in the Industry has 

disillusioned some of the designers at the companies 

who were acquired. ThiS leads to fragmentation and is a 

natural part of the overall cycle. The same thing will 

happen again, but not for a few years.' 

There does, however, seem to be a general 

consensus concerning the best environment for creating 

vid eogames. With even Chris Roberts, one of the 

highest-profile leaders of large teams, getting back to 

basics, the five·man team looks like becoming the norm 

again. 'You can turn a motorcycle around easier than a 

pl ane,' says Tom Hall with smile. 'You can have lots of 

artists, but the design te am must be small to keep 

th ings under con trol, or the prOject will slow down 

under its own weight and bureaucracy.' 

' It's about having a small group of people going 

down the pub brainstorming together rather than sitting 

in a corporate boardroom all day arguing,' believes 

Mucky Foot's Mike Oiskett. And it's hard to argue with 

the logic that the vision of a select, experienced few -

or even a Single talented designer - will produce more 

individual and experimental results. Game design by 

committee just doesn't work, as the end result Will 

always be a weak compromise, a lacklustre middle 

ground that doesn't satisfy any faction. 'Many 

companies are caught up in group decision making,' 

says Todd Porter . 'It's a way of buffering the blame for 

a bad idea.' 

While Oliver Oavies is probably right with his 

argument that the Industry is easily able to support 

external development teams With their more effiCient, 

and therefore less expensive, development budgets, 

there is the danger that the rate at which new teams 

are appearing will simply saturate the market. 

Peter Molyneux is cautious about the aftereffects of 

the current climate. 'I do start to wonder where all 

these games are going to go and who's going to publish 

them. Because I know of 20 new start-up development 

groups, all of which have the same ideas, all of which 

are saying exactly what I'm saying - which is that we're 

going to produce the best games, the most Original 

games, the best technical games - and you just think, 

well, there were only a handfu l of successful games last 

year, for all these new groups to develop those it's 

going to be tough.' 

What th is is likely to mean is that the countless 

small teams on both sides of the Atlantic will feel the 

squeeze most, as Ihe new breed of high-profile 

independents bag the best deals and take the lion's 

share of publishers' external development budgets. The 

lesser-known teams will have 10 gain a strong 

reputation pretty fast, as newcomer VIS Interactive 

(currently working on Earthworm Jim 3D for Interplay­

see E47') has done, or face a future handling 

conversion work in a bid to stay afloat. 

• 
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THE DIGITAL DESPERADO 
In addition to Chris Roberts, brother Erln and fellow ex-Origin man Tony lurovec, 

Digital Anvil also boasts filmmaker Robert ROdriguez among its number. The director 

of 'Desperado' and 'From DUSk: Ti l l Dawn' may seem an unlikely candidate for 

involvement in a development outllt, but he's aCtually known Chris Roberts for around 

five years 'Some of the stuff I do has a film component, so I thought it wouldn't be a 

bad idea to have him on board as a company consultant - to have someone who has 

more experience on that side than us: explains Chris Roberts . 

'The idea Is that we're trying to develop a game, and make a movie of the game 

which he' l l write and direct. We're focusing on creating cool universes and properties 

we want to exploit games first and foremost, but also comic books and movies.' 

Two of the three titles under development will also feature movie footage, though 

with the guidance of Rodriguez and more experience on Roberts' part, the results will 

be more ambitious than the sequences used In the last two Wing Commander games. 

'They won't be anywhere near as linear,' confirms Chris. 

Freelancer is the working title of his project. a game Iha1'lI feature multlplayer 

gamlllg similar to the Battlenet system at the heart of Diablo. 'It's a big 30 space epic, 

something really different, he laughs. 'It'll be more in the Pf/llateeriEllte model, 

where you trade. work as a mercenary, and bUild your ship up Ifs also built to work 

over the Internet. so you can turn up anywhere In the universe and fight with other 

pilots who may be human or computer-controlled.' Set to feature a radically different 

style of control interlace, Freelancer is currently in the early stages of a two-and-a­

hall year development schedule 

Reviving the Car Wars genre, Digital Anvil's Highway Knight (another working title), 

is Crusader creator Tony Zurovec's baby. 'It'S set SO years in the future, where 

America has devolved and given rise to auto mercenaries,' reveals Chris. A journey 

from the Eas t coast to the West. complete with the remnants of familiar landmarks, Is 

promised by the team. 

It's Erln Roberts' Conquest (again, a working name only) that'U provide Digital 

Anvil with its debut title. True 3D and a science-fiCtion scenariO again figure, but with 

the player in control of a whole fteet rather than a single craft. Strong strategy 

elements will also figure In this unusual hybrid. 'The pitch is that It'll look something 

like the end battle of HReturn Of The JediH,' enthuses Chris. 

Edge awaits a lirst glimpse 01 Digital AnvU's work with keen Interest. 

From Cl publisher's point of view the likes of Ion 

Storm, Lionhead, Mucky Foot and Eighth Wonder come 

With track records to die for, making it easier for them 

to bring more daring and non-market-Ied titles to 

gamers. All the teams featured here understand the 

need to balance strong leadership with team input; 

realise that bigger games don't necessarily require 

hordes of programmers artists and designers; and 

have th e experience necessary 10 create truly creative 

games while still appeasing the ever-conservative 

marketing departments. 

But even for the teams boasting that magical 

combination of industry muscle and hard-gained 

knowledge, there' s the ever-pr.esent danger th at money, 

expansion and publisher pressure could see them 

become what they sought to get away from. In which 

case, John Romero's prediction that the cycle will 

continue to repeat will be proved right. At which point, 

Edge will be there once again to examine the rise £ 
of the new breed. 
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TESTSCREEN 

GoldenEye 

Later levels see the Introdudlon of 
heavier artillery such as grenade 
launchers (top). However, these are 
no match for the Soviet tank (above) 

One of the game's most impressive 
and original features Is the ability 
to ~oom in on targets when sniping 

F
ilm licences have traditionally been rather 
disappointing affairs, so much so that the term 
Itself IS now often used as a euphemism for 

poof-quallty software. External pressures such as the 
desire to set the release date in order that it coincides 
with the hype surrounding the film's own release has 
resulted in substandard software appearing on the 
shelves, the publishers responsible well aware that the 
name alone will sell enough copies to bring In more 
money than was spent developing It 

Given that Rare's GOldenfye is appearing almost a 
year and a half after the release of the movie which 
provided its inspiratIOn, It can hardly be conSidered a 
conventional example of the genre. However, cynics will 
no doubt argue that Nintendo's hope is that the game will 
ride on the publiCity wave accompanying Bond's 
forthcoming adventure, 'Tomorrow Never Dies' True, the 
timing is unlikely to give Nintendo sleepless nights, but 
the brutal reality is that quality software takes time to 
produce, and Goldenfye is just as much a slave to that 
harsh fact as any other release. 

Plugging the cart in Immediately dispels any fear that 
the title will follow In the steps of previous film 
adaptations, After the mock-up BBFC certification (which 
gives the game a '4' certificate for fourplayer action) and 
the rotating stainless steel Nintendo logo, the instantly 
recognisable Bond theme issues forth as the opening 
credits Introduce the cast, and somehow it IS clear that 
this is gOing to be something special. 

GoldenEye's 18 missions follow the plot of the film 
closely, With a certain amount of artistic li<;:ence employed 
in certain sections to ensure that this firstperson shoot 
'em up contains even more action than Its filmic 
counterpart. As a result, the game's scenarios are as 
diverse as could be expected from any Bond adventure, 
seeing 007 bungee'Jumping from a Russian dam, defusing 

EDQ£- AUGUST 1997 

bombs in Monte Carlo, Infiltrating enemy installations, 
stealing secret weapons form Siberian army bases, 
disabling enemy satellite communication in Cuba, meeting 
up with old adversanes and, of course, saVing the girl. 

For each mission, a number of objectives have to be 
successfully completed in order to progress (the exact 

, number depending on the difficulty setting). To get out of 
each typically secret-agent-like Jam, the Intrepid hero can 
make use of one of the many different weapons at his 
disposal, as well as timeless 007 gadgets such as his 
watch laser or magnet. 

However, before Jumpmg straight into action, it's 
worth noting the astounding array of options available. 
Almost every aspect of the game is adjustable - normal or 
wldescreen aspect ratios can be selected, and numerous 
control configurations appl ied, inC luding a Turok-hke 
setting (handy for those familiar with Acclaim's title) and a 
dual analogue control which requires players to hold a 
joypaa in each hand - one controlling Bond's movements, 
the other in charge of aiming duties. Though thiS Isn't the 
most intuitive option available, it's worth persevering 
with as it offers certain advantages over the slngle­
controller system. 

At the beginning of a level, the player starts off with 
Bond's trusty Walther PPK, but shooting soldiers and 
collecting their weapons soon provides access to more 
powerful artillery, such as machine guns, grenade 
launchers, mines, and shotguns. Furthermore - and 
unusually for thiS type of game - Rare has included a 
couple of features wnich would not be expeCted from a 
movie licence, one of which is the ability to hold a gun in 
each hand - an essential survival technique in some of 
the later levels. Runnmg down one of the COrridors In the 
Siberian computer base with two Russian Klobb sub­
machine guns spraying enemy guards with bullets is one 
of the game's many supremely satisfying moments. 
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The 18 stand.rd levels offer. diversity of scenery, from snowbound sections (left) to ... ore convention.1 scenes 
(ritht). Such nri.tion within the 11 ... it.tions of. HMbit urtrldp Is .... ple testa ... ent to R.re's deslp skills 

The game's other novel twist is the ability to zoom In 
on potential targets when uSing the sniper rifle (one of the 
f.rst weaiXlns available). which allows the player to 
neutralise opponents Quietly and efficiently from 
hundreds of metres away. This feature is particularly 
impreSSive when it is used to take out the soldiers 
patrolling the guard towers on the dam at the end of the 
first mission, their utter helplessness underlining the 
beauty of such a form of attack. 

However, what stands out most about GoldenEye is 
the depth of its atmosphere. The realistic setting, 
remarkably well-animated characters and interactive 
backgrounds combine to create a genuine sense of 'being 
there' which is rarely experienced in a videogame. Bullet 
holes pepper walls after frantic battle scenes, lights can 
be shot out, shrapnel breaks nearby Windows, smok.e 
hngers momentarily after explosions, hats can be shot off 
enemies' heads, and characters react differently 
depending on where they're hit - shoot them in the head, 
for example, and they go down immediately. but more 
sad,st.c players can Inflict harm on limbs several times 
before the Injuries prove fatal. 

In addition, enemy soldiers are particularly intelligent, 
movmg SWiftly Into any area where they sense gunfire 
action is afoot. Stealth IS therefore advisable in order to 
keep a low profile, which means that security cameras 
should be destroyed before they set off an alarm, 
something usually closely followed by an entire platoon of 
guardS Intent on putting a stop to Bond's antics. 

The soldiers also react differently - some roll along 
the ground while continUing to shoot others crouch or 
come running towards their target. Edge was particularly 

The ... ultlplayer option m.y lack the 
oneplayer ,ame's I"aphiul detail, 
but playabllity remains fantastic 

ENEMY SOLDIERS REACT DIFFERENTLY - SOME ROLL ALONG 
THE GROUND WHILE CONTINUING TO SHOOT; OTHERS 

CROUCH OR COME RUNNING TOWARDS THEIR TARGET 

mtrlgued by the actions of one guard who suddenly 
decided to stop finng. It was only when it transpired that 
he was gettmg ready to throw a grenade that a panic· 
stricken attempt to get far enough away from the deadly 
object ensued 

Even on the easy 'Agent' setting, the game's many ... 

All of the enemy soldiers are realistically texture mapped and motion uptured and read 
differently dependln, on where they're shot and the weapon used to terminate their existence 
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The scenery is totally Interactive -
just about anything that could be 
shot in realUte can be shot here 

. '; Bond's watch doubles as the option 
screen (top) ilnd as a useful gadget 

Go/denEye's scenery Is extremety complex as well as being realistically detailed, giving players the sense of 
tndy existing withIn this world. Even the intro sequences which precede each mission happen in realtlme 

.. stages should keep most players occupied for a 
substantial amount of time, and completing the game in 
the hardest difficulty level reveals two extra scenarios. 
Further bonuses include extra weapons such as a 
Magnum, which can shoot through doors and - if the 
player can successfully line them up - will go through four 
soldiers before it runs out of steam. 

AS if all of this wasn't enough, Rare has included a 
hugely addictive multiplayer option to tempt two, three or 
four players away from the main game. There are five 
scenarios here, ranging from a straightforwa rd 
deathmatch to scenes inspired by films such as 'You only 
Live Twice', where players have only two lives; 'The Man 
With the Golden Gun', in which one hit from eponymous 
weapon proves instantly fatal' and 'The living Daylights', 
essentially a flag tag game. 

After choosing a game type, players have to select a 
character from an impressive list featUring not only all of 
the individuals featured in 'GoldenEye' but some infamous 
Bond adversaries such as Jaws and OddlOb. Players can 
also form teams so that two players take on the other 
two, or individuals in a confident mood can take on three 
players singlehandedly. 

Further reinforCing Rare's reputation as the strongest 
independent N64 developer, GoldenEye slips the player 
into lames Bond's hand-stitched leather shoes but 
fortunately discards with the tedium of those seemingly 
interminable MI6 lectures. It's a game su re to leave £ 
players shaken and most definitely stirred. 

Edge rating : 

Nine out of ten 

The variety offered by the 18 missions sees prospedive secret agents undertaking missions set In underground 
Russian missile bases (left) and Siberia. neutralising satellite links (right), realised with extraordinary graphics 

Format: Nintendo 64 Publisher: Nintendo 
Developer: Rare Price: TBA Release: July (Japl/August (USl 
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Time Crisis 

Namco's spot-on arcade conversion is an exuberent celebration of on-rails shoot 'em 
up mayhem. Predictably. the sueen is constantly awash with bullet-fodder baddies 

Enemy troops often take cover 
.behind metal shields. making it 
more difficult to shoot them 

J
ust when it I.OOked like the, on-rails Sh. oot 'em up 
might be about to be consigned to history, Sega 
announced Its House of the Dead COln-op and 

the genre suddenly became hot news again. This situation 
is bound to be accentuated by the release of Time Crisis. 
But can the game compete in an arena previously 
dominated by one name: Virtua Cop? 

There are, of course, a number of elements that 
differentiate Time Crisis from the seminal AM2 series 
Most obviously, here the player can take cover behind 
various objects and so is not constantly in the line of fire. 
In fact, the only way to get out of cover is to keep the red 
action button near the end of the gun barrel pressed 
down, which means the player is always in the thick of 
things but rests and reloads in a safe position. This can be 
reversed in the option screen so the button has to be 
pressed in order to take cover. 

This system is definitely preferable and more realistic 
to the one used in Virtua cop, in that it allows the player 
brief respites during which he can pause to consider the 
carnage without escaping the action for too long (each 
section has to be completed within a very strict time 
limit). It also means that the gun can be trained at a point 
on the screen while reloading takes place (as opposed to 
the Virtua cop approach where you had to shoot below 
the screen to reload), thus cutting down on the 
microseconds of disorientation that occur when attention 
is taken away from the screen. 

unfortunately, though, some of the intricacies that 
AM2 introduced to the genre are lost here. There are no 
guileless civilians running about the place trying to get 
shot, which removes an entire level of skill and 
coordination from the proceedings - as does the lack of 
such nuances as 'mercy shots' and 'legal shots' In Time 

• 

-' 

Crisis, then, pin-point accuracy and target identification 
are not quite as important as sheer, instinctive speed. 

Aside from these subtle yet fundamental differences, 
Time Crisis is pretty much gun-game bUSiness as usual. 
Enemies fly out from doorways, from behind barrels. from 
parked cars, from under counters, and the player plugs 
away at them, taking care to exterminate the ones 
carrying rocket launchers and grenades first. Behind it all 
there's a familiar plot (in this case, girl gets kidnapped by 
criminal syndicate, boy infiltrates criminal syndicate, boy 
gets girl), and there are even a few great end-of-Ievel 
bosses for good measure. 

That's not to say that Time Crisis is mundane - far 
from it. It's like a HOII'f'lllood action blockbuster - you 
know exactly what to expect and the experience is likely 

The levels all work well as large 3D environments. 
despite the on-rails nature of lightgun gameplay 
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Visual diversity Is one of the ,ame's key strencl:hs. 
Towers, arcades and penthouse suites all crop up 

to be about as deep as a spice Girls lyric, but it works 
anyway. Nothing quite compares with the visceral thrill 
of accurately taking out enemies one by one as they 
charge, roll and Jump across the screen - especially as 
their bOdies twitCh, shudder and spin With every bullet 
that hits them, The sense of excitement is heightened by 
the range of baddies, as well as the arsenal of weapons 
they have at their disposal - machine guns, knives, 
grenades and claws all come Into play, forCing the 
player to keep a sharp eye on every inch of the screen 
in order to spot the most dead ly attack before it happens. 
The result is an exhilarating ce lebration of raw, 
videogame action. 

In terms of visuals, as we ll as gameplay, this is a first­
class conversion . There are two standard stages (each 

, 
, 
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made up of several areas). The first is a straight port of 
the arcade experience, but the second presents an 
entirely new hotel complex for PlayStation owners to 
bulldoze through Each stage is chock-full of detail, and 
every possible combat set-piece is explored - in just one 
room, enemies burst out from behind paintings, abseil 
from the roof and then lurk in the darkness of an 
Interconnecting chamber, lit up only by the flash of 
gunfire. Elsewhere, the on-screen character dives through 
an air vent into a warehOuse full of ninJas, battles it out up 
staircases and through corridors, crashes over walls into 
gardens futl of machine gun-toting crooks, ducks behind a 
grand piano in the hOtel ballroom, and gets embroiled in 
dozens of other outlandish situations. Interesti ngly, the 
locations make full use of depth and perspective­
oaddies often appear on warehouse floors way below the 
player or on overhead walkways in the far distance - so 
there is always a sense that three dimensions are 
Involved, despite the simple point-and-shoot gameplay. 

And, of course, there are a number of places where 
the quality of the player's performance dictates where the 
on-screen character heads next, providing the motivation 
to try again even If the arcade verSion has previously 
been attempted or the PlayStatlOn version completed. 

Essentially, Time ensls IS a Videogame symphony of 
destruction, bUilding crescendos of Violence onto each 
action-packed scenario. Each time you think you've seen 
the most breathtaKing set-piece, another tops it for sheer 
gun-toting thrills. Despite ItS Simplicity and lack of depth, 
this game - espeCially if played in front of a huge TV 
screen with surround sound - is at least equal to £ 
AM2's efforts. A definitive arcade experience. 

Edge rating : 

Eight out of ten 

Atblck un come from 
above or below, 
hel,htenin, the ]D feel 

The player's route throu,h the Hotel 
(above) Is ,overned by hiS skill 
with the excellent C;uncon (top) 

A shoot 'em up wouldn't be complete without bosses. and Time Crisis has plenty.lncludln, (from Jeft) claw-totln, nlnJas. a knlfe·throwin"in,er-haired 
henchman. an Insed-lIke armoured car and a charader named 'Web Spinner'. who could easity be mistaken for Kelth out of The Prodigy In a las mask 

Format: PlayStatlon Publisher: Namco 

Developer: In-house Price: ¥7,800 (£45) Release : Out now Oapan) 
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X-COM: 

Before uCh t.ctical mission .cents 
can be split Into squ.ds. which c.n 
then be controlled .s • slnc1e unit 

Apocalypse 

As with the previous X-COM Cames. Apocalypse Is split Into two sections. Above Is the Cltyscape. where 
players decide their strateeJes. In the tllCtie.1 mission sedlon (left). alents fI,ht the aliens at dose-quarters 

[i!l] icroProse's UFO: Enemy Unknown (released as 
X-COM. Enemy Unknown In the US) was one of 
those games that pops up, seemingly out of 

nowhere, and almost overnight becomes a classic Set at 
the turn of the century dUring a wave of UFO sightlngs, Its 
plot centred on a top-secret multinational organisation 
called 'X-COM' As the overall commander of this group, It 
was your job to investigate the UFOs and protect the 
Earth from any threat they posed, 

Although it could hardly be described as visually 
stunning, Enemy Unknown was a triumph of gameptay 
over gloss, skilfully combining strategy and tactical 
combat Into a seamless, remarkably addictive whole, and 
it quickly became a huge seller. 

Of course, few successful games go without a sequel. 
and Enemy unknown was no exception. The result was 
X-COM: Terror From The Deep, which advanced the story 

• 

by 40 years, to a time when another alien menace faced 
the Earth. Although appreciated by many aficionados of 
the original game, Terror From The Deep suffered from 
the fact that it was based on exactly the same game 
engine as Enemy unknown. It was also very, very tough to 
complete, which hardly helped matters 

Now MlcroProse and Mythos Games have returned 
with a third instalment of the X-COM saga, featuring a 
completely new game engine and yet another alien 
threat. The result IS one of the best strategy games ever 
seen on the PC. 

X-COM: Apocalypse is set another four decades or so 
on from Terror From The Deep, in the year 2084. The 
Earth's environment. already reeling from the damage 
inflicted on It throughout the 20th century, has all but 
collapsed in the wake of the second alien invasion, 
leaving much of the planet uninhabitable. However, 
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Apocolypse features a vast array of equipmenllnltlalty players have access to the technolocy captured In the 
previous Invasions. but as the came procresses Ifs possible to use the new aliens' technolocy acalnst them 

technology has made huge leaps forward as a result of 
the two alien wars, allowing humanity to colonise the 
stars. A lone outpost is left on Earth in the form of a vast 
city called Mega-Primus. 

As the game begins, though, inexplicable dimensional 
rifts have started to appear in the Mega-primus 
megalopoliS, through which strange new UFOs are 
appearing. The City government has increased funding to 
X-COM, and once again it's up to the player, as the 
organisation's commander, to discover exactly what 
these new aliens' intentiOns are and thwart them 

Like the previous X-COM games, Apocalypse is in fact 
two games in one, interlinked so that success in one is 
transferred to the other. The first is the Cityscape, which 
forms the strategic backbone of the game. Here the 
player builds and develop X-COM, hiring new staff, 
training agents and equipping vehicles, constructing and 
expanding X-COM's bases around the City, researChing 
and manufacturing new technology, and attempting 10 
protect the City from UFO incursions. 

When the player shoots down a UFO, uncovers alien 
infiltrators or is alerted to the presence of aliens 
somewhere In the City, agents can be sent in, at which 
point the action SWitches to the second game, a tactical 
combat simulation in which troops are controlled In their 
efforts to kilt or capture the invaders. Success allows the 
recovery of aliens (dead or alive), together With their 
weapons and equipment. Then, when the player returns 
to the Cityscape, scientists can be put to work 
researching them and their technology. Through thiS 
process the player gradually comes to learn more about 
the aliens, which in turn leads to the discovery of a means 
to stop them and makes It possible to start turning their 
advanced technology against them. 

X-COM: Apocalypse is effectively a blueprint for 
creating a great follow-up to a successful game. First, the 
designers have Clearly identified the key elements that 
gave the original title and its first sequel their huge 
appeal. On top of this basic framework they have 
constructed a new game engine from the ground up, 
which has allowed them to expand almost every aspect of 
the game and incorporate dozens of new ideas. 

realtime over turn-based systems without sacrifiCing any 
tactical detail. 

But this is far from the only addlllOn to the game. 
There's not a Single aspect of the original that hasn't been 
expanded, tweaked, and added to in numerous ways. 
Combine this with the new realtime system, the incredible 
depth and scope of the gameplay, a whole range of new 
Ideas and the same core appeal as the previous titles, and 
the result is a strategic masterpiece. 

X-COM: Apocalypse Is an abSOlutely essential 
purchase for anyone whO played and enjoyed either of 
the previous games. Equally importantly, it is lust as 
highly recommended for newcomers to the serIes. £ 
A landmark strategy tItle, then. 

Edge ratin g : 

Nine out of ten 

Like its predecessor, ApocQlypse's 
onllne UFOpedla contains details of 
equipment and weapons available 

perhaps the single biggest change lies in the tactical 
combat sections, which can now be played in either a 
turn-based mode, similar to the original games, or in 
realtime. It would not be an overstatement tosay that this 
new realtime system is one of the best tactical combat 
games ;ver designed, offering all the advantages of 

Althoup Initially the aliens are relatively cautious. their onslaupts become more vldous and 
deadty as the lame procresses. Keepinc pace with their chan"nc str.tepes is absolutety audal 

Format PC Publisher MlcroProse 
Developer: Mythos Games Price: £45 Release: August 
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Yuke Yuke Trouble Makers 

The crux of ,ameplay requires players to I,ab all manner of objects. Indudlnl the head of this 
blurre liant black robot (abowe). The NU lets a mare tharaulh warkaut elsewhere (tap rilht) 

T
here is a definite retrofeel to this game which 
Initially SitS uneaSily With ItS status as a 
dedicated N64 title. While obviously the 

predominantly 20 graphics are a reminder of a bygone 
age, It'S the totally surreal gameplay, weird characters 
and Inane muzak that truly takes the player tJaclc: to the 
likes classic 16bit titles such as Geomon and Yoshl's 
Island. ThiS is platform action as it used to be, with timed­
to-perfection Jumps, collectable power-ups and bosses 
whose weak points require patience to expose. With 
these elements come demands for old skills such as pin­
point accuracy and resilience in the face of seemingly 
unJumpable jumps and unbeatable end-ot-Ievel bosses 

Treasure has hardly Ignored the N64's abilities, either 
The controls, for example, make use of just about every 
button on the 'pad, With elaborate grab, jump and multi­
directional boost actions all needing to be mastered (f 
progress is to be made. Tnere are also numerous 3D 
background and boss effects to remmd the player that 
MM technology is being put to work here 

Regardless of thiS, what the game lacks in sheer 
polygon-pushing It makes up for in ImaginatiOn. What 
initially seems like limited gameplay soon opens out into 
an engroSSing experience as the Treasure team explores 
countless original variations on the platform game theme. 
In fact, almost every stage offers a new challenge to the 
player, and many reqUire tJoth manual dexterity and 
puzzle-salving skills. 

Yuke Yuke Trouble Makers may not go down In history 
as a classic N64 game - it wouldn't look out of place on 
the Saturn, for example, minus some of its more 
extravagant graphical fancies - but It goes a great 
distance In proving that a heavy polygon count does not 
necessarily make for an enjoyable game. Certainly, as an 
infuriating reminder of how game play used to be before 
complex 3D polygon worlds became compulsory £ 
(whatever the cost to gameplay), look no further. 

Edge rating : 

Eight out of ten 

The sheer variety of lameplay twists Is bewildering_ The game is due to hit the west under the manlker 
of Mischief Makers. although heaven knows how its unique Japanese Individuality will be received 

Format: Nintendo 64 Publisher: Enlx 
DevelOper: Treasure Price: V7 ,800 (£45) Release: Out now Oapan) 



t!DCH!!:" AUGUST 1997 TESTSCREEN 

Atlantis 

There's not a veat deal of combat In At/antis - the cameplay Is more concerned with talklnc to people. flndin, 
dues. and so on - but when fiChts do occur. the ",aphies are just as Impressive as In the remainder of the ,ame 

U
nfortunately, while visually glorious, Cryo's 
previous graphical adventure efforts (Dragon 
Lore and Its sequel, and Lost Eden) all fell down 

rather disappointingly on the gameplay front. Despite this, 
apart from a couple of stabs at the racing game genre 
with Megarace 1 and 2, Cryo has stuck with the adventure 
format through thick and thin, and its latest title, Atlantis, 
is no exception. 

The game Is set in the heyday of the mythical land of 
the title, and casts the player as Seth, a new member of 
the Queen's companions, an elite group dedicated to 
serving and protecting the queen of the island. 

As with all of Cryo's adventure games, Atlantis's 

graphics are immediately striking. This time, thOugh, the 
designers have outdone themselves. The rendered intro 
sequence that depicts the player's arrival at the Royal 
Palace flows seamlessly into the rendered 3D 
enVIronment of the game Itself, and, unlike the confines 
of Myst, when standing still in an At/anUs location the 
player can move the mouse around to pan over the 
terntory, adding a level of believability to the proceedings. 

When a gold arrow appears in the centre of the 
screen, the player can click to move in that direction, 
cuelng another excellent rendered sequence which 
ushers in the next location 

Fortunately, all thiS visual splendour is backed up by a 
pleasantly Simple interface that takes seconds to pick up, 
and an-.nteresting plot Involving the disappearance of the 

queen and the player'S efforts to discover her fate. The 
result is what Cryo must have yearned to achieve for a 
long while - a playable, atmosphenc, and lalrly engaging 
adventure game with a state-ol-the-art prerendered 
graphics system. 

Atlantrs is not without significant problems, though. Its 
plot is fairly linear, carrying the player along with the story 
and denYing much freedom for long periods. Even when a 
crucial decision or puzzle is reached, failure normally 
results in a 'Game Over' message and the action restarts 
a scene or so before the critical moment. While this does 
mean that players won't get halfway through the game 
only to reaJise that they missed something vital at the 
very start, it also teMs to make the 'correct' choice fa irly 
obvious in many cases 

The end result, then, is a rather gentle adventure 
game that plays something Ii;;:e a less puuling but better 
looking - and, significantly, more believable - take on the 
concept kicked off by Mysr. 

For players hankering after something a little less 
frantiC than the typical 1997 pc release - and who can 
muster the patience to enjoy the game's relaxed 
atmosphere - Atlanus will provid.e many hOurs of 
enjoyment. It'S certainly not a game suited to all £ 
tastes, but It successfully achieves its aims. 

Edge rating : 

Six out of ten 

Format: PC Publisher: Electronic Arts 
Developer: Cryo Interactive Price: £40 Release: Out now 

The Vaphles system works very 
well. creatine excellent atmosphere 

The cuts between cameplay and 
prerendered scenes are so smooth 
that PC novices ml,ht not notIce 
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Ballblazer Champions 

The upcrade screen is a new 
addition to the Ballblazer unon. Its 
presence Is moderately dlvertinc 

The areus in 80llbhlzer Chompions are awash 
with neon Icons. nctm and colours, which often 
makes it toup to He the coals. let alone hit them 

T
he futuristic sport sim has, in Its entire histOry, 
thrown up a mere handful of memorable titles 
The classic 16b1t Speedball series qualifies for 

inclusion. the Wipeout series another, while BallOlazer. 
from the far-off Bbit days, is also fondly remembered 

The concept behind the origlnallitle was Simplicity 
itself. Two players, Installed in vehic;es called 'rotofOilS', 
rushed around an arena chasing a plasmorb (a kind of 
glowing football). When one craft got close. the ball was 
magnetically drawn to it, and the player had to then 
charge toward his opponent's goal and attempt to score. 
Instead of tackling. his rival simply approached him and 
pressed the fire button to dislodge the ball from its 
magnetic grip and put it back into play. Despite the 
limitations of the gameplay, the game was a lot of fun -
significantly so in the twoplayer splitscreen mode. 

Bal/blazer Champions retains this basic format but 
Introduces weapons, different types of arena and 
upgradeable ships in an attempt to add both variety and 
longevity. In some respects these innovations are 
successful. weapons, such as missiles, can be used to 
stun opponents, but they also enable players to shunt the 

Btlllblozers twoplayer option Is often frenlied, 
accresslye and fUn, but (nterest wanes quickly 

plasmorb around from a distance - a tactic which adds a 
whole new layer of skill to the proceedings. In addition. 
the chance to earn rotofoll improvements at the end of 
each match provides the motivation to keep ploughing 
through the rounds in order to gain more points. 

There are several problems, though. The ramps, 
bridges and slopes which now crowd most of the arenas 
can prove irritating, detracting from the sheer pleasure of 
swishing about the vast open spaces of the Original with 
only the opponent to focus on. The garish hi-res visuals 
are also distracting, With bouts of prolonged play 
sometimes leading to nausea as the various icons, shapes 
and messages blur past. While Wipeout's colour-sodden 
visuals were workable. here. in a fast-moving 
multidirectional enVironment, they can prove repulsive. 

Beneath the surface, though, the fundamental 
addictiveness of the original title remains. The inherent 
speed and aggreSSion of the gameplay are enough to get 
most gamers hooked for a while, and some will no doubt 
find themselves plaYing through the entire oneplayer 
tournament to discover new arenas and tougher 
competitors. HOwever, this is definitely an acquired taste, 
and although anyone whO played the first Bal/blazer will 
acquire It relatively eaSily, others will be left dizzied by the 
visuals, confused by the over-designed arenas and 
wondering what.all the fuss could have been about £ 
In the first place 

Edge rating : 

Six out of ten 

Many of the arenas feature platforms. ramps and 
suchlike, but the flat areas are stili the most fun 

Format: PlayStation Publisher: lucasArts 
Developer: Factor 5 Price: $45 (£30) Release: Out now (US) 

• 



TESTSCREEN 

Hexen 64 

m intendo 64 owners appeared to react well to Doom 64, Midway's first 
venture, into the field of N64 firstperson shoot 'em ups. The reason was 
for this IS simple: while the game did not offer players much in the way 

of a new gaming experience per se , it did at least have completely novel level 
design and a vigorous buffing in the graphics department. unfortunately, the 
same cannot be said of Midway's follow up, Hexen. 

Hexen - the 'Dungeons & Dragons' follow up to Doom and Heretic - is a 
poorly resprayed port of the PC original. Level design remains exactly the same, 
with the famous 'hub' system as mixed a blessing as ever. Players who've 
indulged In Hexen before will be disappointed by this, but even more so by the 
lack of effort put Into the graphical presentation of the game, which, although 
boasting the N64's customary anti-pixellation filtenng, fail to show the hardware 
off to its potential. 

The fourpiayer split-screen mode is, of course, the most significant aspect of 
this N64 conversion. sad ly, while on paper it offers a great deal. It fads within the 
first few minutes of play, unlike GoldenEye, where Rare has designed speCifiC 
deathmatch levels and scenanos, players soon find the multlplayer levels here, 
which are shared with those of the onep1ayer game, far too large to play in a 
player versus player scenario, 

couple this with jerky movement and some lacklustre sprite animation £ 
and the N64 picks up another worryingly average thlrdparty release 

Edge rating : 

Five out of ten 

The original version's once-exquisite levels may appur Intact in this Ubtt 
translation. but N64 owners will feel cheated by the lack of expansion 

Format: Nlntendo 64 Publisher: Midway 

i DeVeloper: In-house Price: $70 (£40) 

Release' Out now (US) 
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Virtually Unlimited is also keen to stress the flexibility of 

the technology. For example, 3DGM uses a layered structure, 
like Direct 3D, which offers both a 'retained' mode (for 
maximum simplicity) and an 'immediate' mode. The latter 
allows programmers to rustomise the 3D engine at a I()IN 
level with their own axle - potentially enabling them to 

ux 
ith a decade at the leading edge of 3D animation 
behind it, Softlmage is touting Digito! Studio as its 
architecture for the next ten years. The product is 

currently in its final beta cyde and is slated for an NT release 
in September. The initial verslOf"l is targeted at the high-end 
and non-linear editing market. with a more 'games friendly' 
edition following soon after. No decision has yet been made 
on an IRIX version, though if SG's Octane unit is successful, 
that situation could soon change. 

'One of the main goals of DlfJlrof Studio is to make the 
tools and the media types inconsequential to the creative 
mind of the content producer: company chief Daniel 
Langlois has been quoted as saYIng. 'It's like being in one 
big room where you can reach up on a shelf and grab 
whatever digital media tool you need - paint brush, speoal 
effects filter, animation tool - and simply apply it to images, 
audio, 3D scenes, whatever, without thinking about what 
software you're using or what media you're handling.' 

While many muttered darkly about Microsoft's acquISltlon 
of the company, It is doubtful whether Softlmage would have 

- " 
1IIfIr.I- la MC .. _. cooopIoIo ..... of 
..................... , ... rI ... ....... 

DEVElOP 

illCtease its poIygon-pushing performance. (Using retained 
mode is usually slower as it deals with shaded shapes rather 
than raw polygons.) An added bonus is that 30GM is 
compatible with 3Dfx's Voodoo chipset. with the result that 
any game developed using the package is able to call on a 
huge range of effects. 

\o\Ihether 3DCM will be able to find a substantial, secure 
market is open to questlOn, though. Both Direct3D and 
30fx's own Glide APl offer the basics of a 3D engine for 
programmers to work on, and it is possible that 3DGM will 
simply add an extra layer of administration that slows games 
down. However, if the product offers a level of performance 
to match its ease of use, it could be the answer for 
developers who either don't have the resources to develop 
their own engines or wish to avoid the substantial risks in 

terms of time and expense which are inherent in the £ 
process. Until now, that is 

Places to visit: 
The JOGAI demo shown ebove. e, _I n olbel 'nlo ..... llOn .bout 

VirtUf.lly Unlunfled. 'en belound OfIlhe to"'Pl'n(s _b!Wle.t 

httPJ/www .... lu.11y3dcom 

managed to pull off OS in quite the same manner without 
Bill Gates' outfit The relationship has yielded other benefits, 
too. For example, Softlmage's level of access to the code of 
the NT OS undoubtedly helped it in effectively parting most 
of its current range to NT (doubling sales as a result), and 
feedback channelled to Microsoft via Softlmage from the 
leading games houses has helped mould forthcoming 
versions of Microsoft's DirectX APls. 

With these well-established links, the company has 
become adept at forecasting trends in the games field, and 
Langlois provides an intriguing hint of the shape of things to 
come: 'The thing that will be interesting to see is that in 
game evolutions, especially in the PC field, people are 
starting to allow consumers to actually create their own 
animations and create their 0INf1 models. One of the things 
that we want to make sure of is that we're going to have a 
way to support actually packaged behaviours with models. 
Packaged behaviour will include animation, type of action and 
reaction depending on arcumstances, spedfically for this ne.\' 
generation of game, and 1 think that that's what we're gOing 
to see. People are looking for ne-vv ways to get interested, 
and one of the wiIVS is to parhdpate in the game themselves 
by creating new levels. We're actually going to provide tools 
for the people creating that content so they can deliver 
models that can be changed by consumers.' 

Langleis' reasoning is that PC developers have to think 
carefully about what they can do to differentiate themselves 
from what is on offer on dedicated platforms. Given the 
SutCess of games like Quake, it's certainly a compelling 
argument He has other predictions as well - for example, 
that NURBS will become a consumer product in much the 
same way that polygons are now, and that 3D will be 
compressed over the Internet and rendered on the fly on 
domestic machines. Whatever happens, though, the 
company's hope is that Dlgitol Studio's open architecture will 
aliOlN it to successfully track the market's evolution £ over the next ten years. 

FROM THE 
UON'SMOUTH 
Peter Motyneux, former Bullfroa: 

supremo and now head of 

Uonhead. reports for Edle from 

his first E3 as a new developer ... 
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Cancelled or 'delayed'? 
n E47 it was revealed that the Matsushita 
M2 console project had been cancelled. 

claiming that EcIp had received news of the 
cancellation at the end of May 1997. But on June 

11 1997 Matsushita Japan issued an official 
statement denying Japanese press reports that it 
was scrapping the M2 home console project. The 
statement declared that the system is ready and 

that ten games have already been completed. tt 
went on to imply that only the commercialisation 

of the system had been delayed. 

Matsushita's statement came in the wake of a 
story in Japanese industrial daily the Nihon Kogyo 
Shimbun, which claimed the machine was to be 
scrapped and that Matsushita was to shut down 

its home console wing. The story also claimed 
that Matsushita realised that M2's competition 

would be too tough. 
Could the news of the M2 cancellation in E47 

be wrong? When cl couple of weeks after Edce 
received news of the M2 cancellation, Matsushita 

issued a statement contradicting this. Could it be 
that the M2 project has not been cancelled, but 

delayed to make the M2·based box more 

powerful? Matsushita could add more RAM, speed 

up the processor, etc, so that it can be released in 
about a yea(s time and fight the PlayStation 2 

and Saturn 2? E47 did reveal it had heard 

rumours that Matsushita was working on a 

console, with higher specifications than M2, 

which included DVD and Internet connectivity. 
Could this be the M2 hardware getting a power­

up? If not the M2 hardware could it be the M3? 

A Matsushita merger with Sega could be 
another possible reason for the M2 delay, so that 

Sega can provide M2 with software. 

OsftWln Ahmed. 

Wokinc.. Suney 
Don't be mislead by postings on the Internet 

Most rumours about the demise of the M2 project 
have emanated from gossiping developers, but 

Edge's confirmation of the cancellation came 
from sources directly involved with the 

development of the console itself. Because an M2 

launch was never officially announced in Japan, 

Matsushita's official company line is one of 

playing down an abandoned project and 
preferring instead to use the term 'delayed'. This 

strategy is likely to have been chosen so that 

confidence in a future Matsushita videogaming 

initiative isn't weakened. 
M2 as it currently stands, though, has been 

scrapped and a future project is more likely to be 

borne out of the experience gleaned from the 

project. rather than simply turning up the 

heat on existing technology. 

Raging racer 
'i' n June 13, when Rage Racer was released, I 
L:.. was one of the first in line to buy a copy. 

The game had everything I hoped for (Wipeout 

• 

• , . 
2097 on wheels!), featuring stunning speed 
combined with mean courses and bags of 
atmosphere - not to mention the upgradeable 

cars. I am completely hooked. 

While queuing up for the game, I saw the 
demo of Rage Racer being played next to another 

screen showing Super Moria Kart 64 (released the 
same day), which was also on rolling demo. The 

Nintendo game looked so pathetic in comparison 

it was laughable, with barren courses and slow 
cartoon-styte graphics. The only thing going for it 
is its multiplayer facility (ahhough, I must ask. how 

easy is it to drive when looking at stamp-sized 

weens7). The game itself has not progressed 

since the SNES version, except perhaps with its 

multiplayer options and the ability to drive 

through tunnels (steady on, Nintendo, don't risk 

overdoing it). 
00 you really need a 64bit machine to achieve 

this? This is hardly the quantum leap promised by 
the hype regarding 64 versus 32 or even 16bit 

machines. like many other people, I was really 

excited when the Nintendo system was 

announced. But when are we going to see 
something that actually pushes the machine? 

Jasper Manchipp, 

via emaif 

Until a truly outstanding racing game comes along 

for the Nintendo machine Super Moria Kart 64 is 

bound to suffer unduly when placed next to the 

sheer speed and visual punch of Namco's 

thoroughbred racer. Indeed, Edge concedes that 

SMK64 and other N64 titles do fall well short of 
the promises made by Nintendo in the pre-Iaunch 

hype period. But outside of the racing genre, few 
could deny that titles such as Starfox, Blast Corps, 
Turak, and this month's stunning GoldenEye 
represent a clear progression from 32bit And this 

is something accentuated by Rare's stunning E3 

duo of Conker's Quest and Bonjo-Kazooie. 
Compared to PlayStation development, N64 

coding is dearly in its infancy and just as Sony's 
machine is finally being pushed beyond its current 

performance benchmark, no doubt coders will 

take the 64bit machine to mind-blowing 

new levels in the not-too-distant future. 

Keeping it covered 

O 'd just like to respond to Nicholas Stoker's 
letter (E47). I say bring on the cover­

mounted gifts (providing they're the same size or 

smaller than the mag). The CD-ROM was 

excellent. Also, if he wants a plastic bag (what 

does he do with them?), get Edge on subscription 
- you get a nice red bag with a shiny black lining! 

A tale of CD woes 

Ben Mullinger. 

via email 

F.'W fter being a loyal follower of Edge over the 

til years I was very pleased to hear about your 
upcoming cover CD. So when your new issue 
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arrived in my local newsagents I purchased the 

issue asap and returned home, only to discover to 
my shock that the CD would onty work with 
Win9S1 Atthough all of the .mov files were 

viewable I was still disappointed with your lack of 

provision of 16bit and 32bit .exe files. 

I realise that Edae deals with the cutting-edge 

of tech, but you should still provide us users of 

DOS and WinJ.' 1 with proper access to your 
cover COS. 1 hope in the future that you will 

provide a 16bit .exe file just like all other Future 

Publishing PC magazines do. By the way. the CD 

audio uiKk is great! 

Dovid Bandey. 
via em,il 

Sincere congratulations 
incere congratulations and thanks are in 

order for your superb cover CD. It is perhaps 

the first I have encountered, out of hundreds, that 

truly did not waste a single byte of the disc. 

Mark Lawton. 
via email 

Interactive suggest ions 
enjoyed the Edge Interactive CD. but feel 
that the following additions could make the 

second one, whenever you release it, even better: 

• Came demos. Yeah, a predictable suggestion, 

but only include a few of the best ones. PC mags 

have COs overloaded with substandard, play-once 
demos, so avoid doing that 

• Text files. Wouldn't a few of the latest FAQs be a 

great little extra? They'd barely take up two 
megabytes of the CD. 

• Emulators. Just the emulators, mind you - the 
ROM images are illegal to distribute. Myself and 

many others would rather get emulators off a CD 

than triple our phone bills downloading the whole 
programs from the Internet 

• Gallery piccies. Try to fit 'em on next time. 
Well, thanks for providing me with a great 

monthly read, and others with the best games 

magazine on the market, with or without COs. 
Andrew Crane, 

via emaif 
Thanks for the feedback and suggestions. Edge 

has looked into the possibility of providing 

interactive demos of PC and console titles, but 
unfortunately a disc that works on all formats 

(N64 excepted for obvious reasons) isn't feasible. 

Edge has no immediate plans to introduce 
playable PC demos on its next disc. Apologies to 

those who experienced problems running the disc 

but a high PC and Mac minimum spec was 

necessary to keep a high standard of 

presentation throughout 

Character building 

O n recent years, the differing approaches to 

game design by software companies in the 

East (notably Japan) and the West have been .. 
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highlighted by some landmark tides. More often 
than not, these titles have also served to accentu­
ate the deficiencies in Western products. 

For example, characterisation (in the sense of 
defining and sculpting the game characters) has 
continued as a fundamental basis for many 
Japanese games, and yet it is often neglected in 
the West. without this essential foundation of 
solid characters, many Westem products have 
been stripped of any individuality or defining 
identity. Thus, all too often they become a mere 
exploration of interconnected screens as opposed 
to a tangible entity that supports itself. 

For the Japanese, reality is not necessarily the 
key. Indeed, many of the best characters of 
Japanese software (Cloud Strife, Heihachi, or 
Vega, for example) rely on the fact they are 
fantastical. However, they still exist as credible 
individuals within the worldscape defined by the 
game. As a result, the game establishes itself as 
an experience which can give as well as take. tt is 
not even necessary for the player to need to 
become heavily involved with the character, as he 
would (for example) in Anal Fantasy VII. As long 
as the character is fully rounded - mQ\les 
idiosyncratically, wears clothes for a reason not 
just because of a palette choice, and reacts in a 
consistent way - the illusion is created, and he or 
she imposes a convincing identity on the game. 

Nick. 
via em.il 

Edge has long campaigned for decent character 
design, and this is one of the reasons why 
Japanese titles feature so prominently in the 
magazine. Japanese design hallmarks are 
traditionally imaginative, offbeat. and rarely suffer 
from the contrived Western notions of what 
makes an appealing character (reversed baseball 
caps and shades, for example). Possibly this has 
much to do with cartoon-style characters having a 
greater importance in Japanese culture and 
Japanese designers consequently having a firmer 
grasp of the essentials of character design. Which 
probably explains why there are ten Western 
game characters with the design sensibilities of 
the Zool the Ninja Ant (from the nth dimension) 
for every Sonic the Hedgehog 

Edge is planning an in-depth analysis of 
this very topic in a forthcoming issue. 

• 

TOO PC 
m I the only person that has noticed a bias 
towards the PC in your magazine? Do you 

think that everyone has got either a PC. 
PlayStation or Nintendo 64? 

Wake up! Some of us own Macs and Amigas. 
You had a perfect way of finding out which home 
computers your reader own with the reader 
survey, but the questions are worded 'Do you 
own a per not 'Do you own a home computer? If 
yes, which typer. Then it says Which of these 
games consoles do you own?' and then lists the 
Amiga in the list of consoles. The Amiga is onty 
just being caught up with as the best computer 
for broadcast-quality graphics. Only one new 
game has been released this year, but that's onty 
three less than the N64. 

Your article on emulation is another example 
of your bias. You mention the websites where you 
can find the PC versions of the emulators. but not 
the Mac and Amiga sites. Why? Could you not be 
bothered to find them out? 

Unless this bias stops soon I will stop buying 
your magazine and start buying one that gives full 
cQ\lerage to all computers, not just one. 

Cary 'urson. 
viii enNil 

-tetra emulation sites that seM ., Ma< . 
pretty much come down to the one that VI IS 

detailed in E46 - The Macintosh Emulation 
Homepage at http://www.emulation.net. 

As for the issue of PC bias (deja vu, anyone?), 
Edge is simply reflecting that the machine has 
truly come into its own as a powerful gaming 
platform. The Amiga on the other hand, while still 
popular as a cult home computer, hardly figures 
in state of the art videogaming which is Edge's 
primary focus. 

Incidentalty, Edge will not enter into any 
correspondence relating to feedback along the 
lines of 'Do you realise that if you stick a stinking 
great processor in an Amiga it is in fact 
more powerful than a Pentium PC, etc. etc.' 

Everyone's dropping them 
aving owned practically every major console 
created in the last ten years, I have finally 

learned my lesson. The best plan is not to rush 
and by the hottest thing on the market (right now 
the N64), but sit back and wait for prices to drop. 

What with the current trend of retro-gaming 
and the fertile budget PC market, I consider my 
situation a fortunate one. Having been slightly 
disheartened over the past six months due to the 
lack of triple-A (or even double-A) software for 
the PlayStation, I thought my only alternative was 
to fork out £ I SO for an N64 plus £60 per hit for 
the games. However, since browsing through E46 
my mind was changed by the upcoming releases 
for the machine which seem, to me at least. to be 
up there with the leading N64 software. 

What with just obtaining a modem for my 
liKking PI 20, I plan to spend the next year playing 
on emulated spectrum games, and Little Big 
Adventure and Magic Carpet (£10 each). The 
money I save will leave me with more than 
enough for the few expensive classics that come 
along. such as X-Wing vs TlE-Ftghter and, 
hopefully, Metal Gear Solid, Overboord and 
Colony Wars. The future is almost here and, even 
without an N64, I'm going to enjoy every minute. 

The good old BBC 

James HoIloway, 
via email 

ith regard to E4S's love Resurrection feature, 
I can't believe that you've forgotten about 

the good okJ BBC Miaocomputert My brother had 
one, and it had some really cracking games for it! 
For example, the original Elite by David Braben, 
the racing game Revs (I think by Geoff 
Crammond1), the brilliant Repton series of games, 
an excellent version of Galoga, and many more. 

It had the best basic language of any 
computer at that time as weU, with superb 
peripheral expandability. Oh yeah, and Acom is 
still around today (www.art.acom.co.uk), unlike 
some other manufacturers I could mention. For 
BBC resources try: 
http://www.ncl.ac.uk/- n5013784/bbc-emu.html 
http://yw.w.idt.unit.no/ -robert/bbc/bbc.html 
http://VIIWW.cistron.nl/-wouters/ bbc/bbc-etc.html 

Mic:haeIHo, 

via email 
Thanks for the site listings. Edge apologises for 
the omission of the BBC Micro from its recent 
emulation features - it was an unfortunate 
oversight. The machine did indeed play host to 
a number of classic games (Elite, Starship 

Command, Exile etc), and served as the valuable 
introduction for thousands of home computer 
users to the hobby via its popularity at 
schools and colleges. 

Wide boy 
was interested to read your comments on 
the widescreen TV in the nuMedia section of 

E46. You describe how marvellous playing games 
is on a 28-inch widescreen lV. I find it interesting. 
though, that you say this as you consistently 
criticise any developers who include black borders 
in their games. I prefer games with black borders 
as they dsiappear in widescreen mode. 

Lee Feder, 
Telford, Shropshire 

The black borders that Edge berates so much are 
usually the result of a hasty conversion from NTSC 
to PAl due to the increased number of horizontal 
scan tines on UK PAL lVs. Developers can 
minimise this but unfortunately, these borders are 
usually accompanied by slow·paced gameplay, 
too. Widescreen TV owners may be able to £ 
put up with this, but Edge doesn't. 
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,., t have the follOWIng Questions concerning Nintendo's 64DO: 
~ 1, How much do you estimate the system will cost? 
2. Will you have to buy extra RAM separately, or will it come builHn? 
3. Nintendo says that 6400 will have modem capabilities. Does this mean it 
will have an actual modem in the unit? 
4. AlSO on the subject of modems, will Nintendo set up Its own Nintendo 
gaming network? 
5. Will any Nintendo fan be allowed to have their own 'websites', thus 
meaning we will be able to download new characters, levels, or teams on to 
6400 cartridges? 

Alex Tew, via email 
r.'I " Nintendo hasn't officially released a price for the 6400, although it 
tal has hmted that it wants the unit to be extremely affordable - at least in 
its domestic market where it's thought that the system could retail fOf as loo 
as ¥10-15,(X)) (£50-75). In the UK it's unlikely that such a system would retail 
for anything less than £100, but it's really too early to speculate. 
2. The unit is supposed to be shipping with 4Mb of RAM built into the system 
and additional RAM carts are planned to be made available if and lNhen more 
memory is needed. 
3. possibly, and if the company is preparing to allO'N Its game players to 
expand their game titles via downloadable data, it would make perfect sense 
for Nintendo to make modem facilities as standard in the 6400. QUite what 
effect thiS would have on the cost of the device is obviOUSly the most 
important issue that Nintendo will need to consider 

4. The company has hinted at this.and it seems highly likely. 
s. less likely, but sadly unofficial hacker sites packed With 640D 

files are bound to arise if the technology permits. 

fi1 I have a PCl66 and I'm thinking about buying a 3D card. HOW much 
~ difference Will a 3Dfx card make to my games and IS It stili a safe ben 

Neil North, Melbourne, Australia 
~ When tile Voodoo card is supported by developers - something which 
(.AI has recently gone into overdrive (see Ne'vvS) - It does make a substantial 
difference to tile frame rate of a game, usually sustaining it at JOfps at 
64Qx480, Instead of the dreadfully Jerky 1Sfps average of most PC games. 
'lVhen the card is written to USing the company's Glide API instead of Direct3D 
or openGL, even higher performance is possible and 60fps is attainable, as 
seen in Pod and - even more dramatically - in Powers/ide. Currently, there 
are almost 200 30fx games in development, and the company has said It 
doesn't intend to introduce a more powerful model until next year. 
This is as safe as it gets in the PC market, but nothing is assured. 

fi1 My "TV is not NTSC and I want to get an American Nlntendo 64. lNhat do 
~ I have to buy to make it work on my TV? 

Dom Barnet, via email 
n You haven't said if your "TV has a SCART socket because the only 
titJ option is to get your machine converted (most importers will do this as 
standard) SQ it can output an RGB SCART Signal. If you don't have SCARf. 
there are PAL convertors to consider but be prepared for a 
floticeable drop in picture quality. 

• 

ON SALE NOW! 
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