






Editorial 
Future Publ i~hing 

30 Monn-outh S:reet 
Bath, BANES BA I 2BW 

Telepnone 01225 442244 
Fa~ 01225 732274 
email: edge@futurenetr;o. u~ 

Subscriptions 
Future Publi~hlng Lld 
FREEPOST 854900, Somerton 
Somerset TAil 7aR 
Cu~tomer SeNices: 
0 12258225 10 
Customer Order line: 
0 1225822511 
F4>::01458274378 

people on Ed,. 
IlISon Brookes edllOf 
Tony Mo" assooate edito< 
5imon COl deputy ednol 
Kelth 5tu.1t a mere hologram 
loio S.nchH writer 
Terry SlokH art editor 
Cr.l , Brooks dep4.Jty art edilor 
Nicolu di CostanlO Tokyo bureau 

Jo. nn. P'Iet edvertl~ing manager 
line GeddH lecruilment/dasSlfieds 
0171 4473309 
~chrerti5inl fn 01714473399 
Rebecca Stables prodoction coordina!Ol' 
Rich.rd Ginlell productoon manager 
,",odudlon III 01225 732293 
S.r.h Orch.rd ad design 
Ilnet Anderson production contro ler 
ludilh Green group prod manage< 
Ion Moore pre-press services 
coordinator 
5imon Windsor colour scanning 
M.rt.. Gover, Juon Titley, 
Oliver Gibbs pre-press 5eMces 
M.rt.. Willilms fore,sn lio:e!1Ses 
01713313924 
Chrls Power publisher 
Grel Ingh , m managing director 
Nick Aleunder chairman 

Colour reproduction 
Colourworks Repro, Bnslol 
Phoenl. Repro Bath 

Print 
Cr.dley Print, Warley, west MKllands 
Ed,t! is pnnled on Royal P'ress 9Qgsrn 

Production of Ed •• 
Hlrdw.re Power Madnto5h, Powe!SooO:, 
IIsi by "Wie, P5·200 PC by Gat~ 
Softwlre QucriXPre55, Adobe 
PhotrY.J>op, Aldus freeHand, Pi.<.ar 
Type;rry, Nis!)'; ""d MICfO~ ~ 

Typogr.phy (Adobe-) 

rl'CBUBIJBI mBOIUIII / 'II'''''.'' 
Nb'lr~,.,. Reaul~rlhld 

Forrnata Ilgilt/regull r/ medlum/bold 

-..cl' VectOfa ligtltlbold/b'ack 

Blade Runn~ Cl Tome Warner 19a3 

Ed,e rec:ogni~ all copyrights in thi~ is~ue 
Where pm5ible. we have ad.noW.edged 
the copyrighl holder, Conlact u~ d we n."..e 
failed 10 credn '1OOr ropynght and we will 
be happy !O ronect any oYelS<ght 

EDGE is the regl~lered tr~de mar.. 01 Edge 
IoleracDVe Media 1nc. Used under lio:ence 

Printed In the UK 
C Future Publishing 1997 

Voted magazine of the year 
a l lNDIN Industry Iwards 

. -: .. 
Se,1 i. t,kln, the I'Gnze, DftlfOOII world 
end uplol1n,Its vllue IS I settln, for en 
RPG ..... looks et I nlW, ,rlphlcllly rich 
tftI,1hat will further push thl Slturn to the 
fo,. u the thlnkln, mln's console. 

Few dIve opments In lime present.don 
he.,., mede their mlrk IS I.". IS 3D 
.... hta .... ch.m Its pro,r .. ' from lb: 
.,.~nlnpr end loob It wh.t lies 
.h.~ PCnd 52blt console ,.men. 

CORRECTION The rover artv>O<k of Ed.a 47 was aedited as beLll8 th ... sole worJ,0f Matt Stubl>lngton, Edge apoIoglse5 to lead art'SI AOO Johnson dnd art'St; e,es Ornek:hud and kle Lee 01 Iguana, who we<e also responsible 10, its crealion 

( 

, 



~. SEPTEMBER 1997 

LI.ISClOUS JaClson Cydefspace webSlte 'Cosplay' fans at JAFCON 

CGllrom COnter's Quest CGI from Mes5Ja/I 

Armad,11o Racmg FI RKmg 

• 

•• 

INS ID EVIEW 

3~ and S~a P.CIrt company as far as the Saturn 2 is concerned, 
Iea0fl8 ~ Cletails hazy; Seta prepares to launch its N64 
murtiplayer Ilnk-up techl1CllOgy. Game.Corn UK release confirmed 

14 Out There 

16 

19 

20 

Ed~~ from the Se2HPOOSOled PhoI!nix festival, where 
the m had a Significant pr'esence. Also, Ken~ Eno reaurts a 
mem of US group Luscious.lackson for use In Enemy Zero 

nuMed l a 
Reviewed: Ra9Se\S - Apple. Newton MessagePad 2000, Psion 
"'""'5 ""'_ """'-."!<o ..-,,: """" - 'The Sh": COs - CoIdcut's 'Let Us f"IaY, Art of Noise's 'State of the Art 

Netview 
ulrxno Online has JUSt been launched mto beta testing in the 
States - Ed,,, Ioofs at the Incredible receptJC!f1 given fo Ongln's 
game. Also, Apple's de51gn-a-webSlte competition report 

Big in Japan 
Ed.le viSits the JAFCON (JaMne5e Fantastic Conventi9n) in 
TokyO, upon v.flich the most hardcore videog:ame otaku descend 
to poI"e 0Yef the Ialest wares ... and dless up as game charactef5 

22 An audience with ... 
Alter creatiI]g CMIzation H, regarded by many .iJS the mesa PC game 
In histOl)', SKi Meier has one :;enoys reputabQnlo live' up 10. 
Edge's Inlerview reveals his thougnts on mynad gamins topics 

27 Prescreen 
Ed,e takes an early look at Powers!ide, J~ Dredd, Buggy, 
Re!ipeCt Inc, Colony WafS and The FiftJi Elefhent 

76 Testscreen 
The N6~sees MO ' ~bn.R N64 releases m the /Qrm of MuItJ.. 
fJoar:ig .' and Do~ RIft. The Satum and PlayStabOn 
fare better Last and Street FlgIlter EX Plus a r6pectrveIy 

92 Arcadeview 
N<!mco's Armadillo Racing pl"epares to roll Into UKarcades, while 
Konaml announce~ TotarYlCe, yet another bBh~n shoot 'em up, 
and SNK dellVef$ the '97 Instalment of Its King Of Fighter.; senes 

110 Gallery 
Ed,e presents CCI from Shiny Entertainment's MessIah, Telstar's 
PId1)ue, Namco's Tekken J, and Rare's BonjO""KOZOOle 

115 Retroview 
Edt:e looks back at 8bit llOIf-51m dassic. Leoderboord, and reportS 
on '!he latest emu speciaTlSinS in recreabng vector-graphics c.oln~ 

Due to popI,Ilar demand, Edge presents the first of a 5efies of 
essays explaining the I/l5 and outs of starting a development house 

119 Letters 

122 Next Month 

01 1 

---,' 



06 NEWS £DCa£. SEPTEMBER 1997 

CAlttin& Ed 
SEGA OUSTS 3DFX FROM SA TU pr OJ eT 

will Seg. retain the Satum name 
for its su(cessor11t's doubtful 

ega has dramatically terminated its saturn 2 
development contract with 3Dfx. The leading graphics 

technology company has been in the process of designing a 
proprietary 3D chipset for the console since March of this year 
- a process which was being (unded by sega. 

According to 3Dfx's marketing manager, Chris Kramer, 
the company was officially notified by Bernie Stolar, VP of sega 
of America, by telephone on Tuesday, July 22, 1997. Kramer 
told Edge. '3Dfx was disappointed, and somewhat confused 
by sega's decision. Our contract with Sega was considered to 
be gospel right up until we received the call: 

Although no official reason has been given for the 
cancellation, 3Dfx has asserted that it was nothing to do with 
the performance or the cost of technology: a statement which 
sega has described as 'fair'. 

The announcement raises a number of questions both 

about the console itself and about 3Dfx and Its relationship 
with Sega. A recent press release from the jilted graphics­
technology specialist hints that the split breaches the contract 
agreed between the two companies, and that it is exploring its 
options, 'including legal resource'. In other words 3Dfx is 
refusing to rule out the possibility of legal action - a poSSibility 
confirmed by Kramer, who has stated that lawyers are 'looking 
over the contracts and doing research.' 

--~----

For its part, Sega is remaining tight-lipped about the affair 
- chiefly because it still hasn't offiCially announced the 
existence of the Saturn 2 project. The company admits it is 
a-ware 3Dfx is lOOking into the poSSibility of legal action, but 
claims not to be worried at the moment. A spokesman talking 
to the online version of Edge's sister magazine, Next 
Generation, said, 'We'll take this one step at a time and try to 
work with them ... We are stil l an investor in the company and 
that factor may play a role somewhere in the solution: Indeed, 
sega has invested $2m in 3Dfx along with the development 
costs of the chipset, a factor which may add an extra 
complication to any legal proceedings. 

Also complicating matters is the three-year exclusivity 
clause which formed a major part of the original deal. This 
clause forbade 3Dfx from contributing towards any rival 
technology for the aforementioned period, but it is unclear 
vmether the condition wil l remain binding now that the deal 
has fallen through. Again, 3Dfx claims that it is in discussion 
with its lawyers. 

Although Clearly shocked and disgruntled by the 
announcement, 3Dfx has been keen to play down the 
significance of the deal's collapse. In the company's press 
release, Greg Ballard, president and CEO, stated, 'We are 
disappointed WIth this notification, and believe that it is 
without legal justification. However, it is important to 
remember that Sega is only a fraction of our business, 
representing less than 10% of our projected 1998 revenue: 

Despite thiS apparently unperturbed demeanour, though, 
3Dfx is no doubt more riled than it can admit. A link with sega 
and the Saturn 2 project would have certainly increased the 

Despite the support 
of many developers, 
including Psnnosis 
(Wipeout 2097, 
above, Fr, left), 
lDb: has been 
rejeded by Seca 
Ifar left)_ The 
question no one can 
answer Is 'whyT 
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prestige of the technology, and would also have been a 
significant blow to its rivals In the 3D acceleration market. 
most importantly VideoLoglC. 

It is VideoLogic's chlpset technologywhteh Industry 

watchers are nO'N linking With the saturn 2_ Ironically, rumours 
of a VideoLogictSega console project had surfaced a few 
months before the cOllapse of the 3Dfxlsega deal (E44), but 
were dismissed as unfounded by sega. At that time, both Sega 
and Videologic would only say that several options were 
being considered for the Saturn 2's graphics chipset and none 
had been definitely accepted. 

Industry rumourmongers have not been put off, though. 
some of Edge'S sources are now Claiming that saturn 2 
development kits featuring VideoLogiC'S 'Highlander' 
teChnology are due to be ShiPped to software developers 
before the end of the year and that Sega is advising 
developers to begin WOfking with the PowervR SDK fOf the PC 
until full dev kits arrive. 

Highlander is the cOdename for VideoLogiC'S next· 
generation AGP·compliant technOlogy VYtIich apparently offers 
four times the performance of Its exiSting PCX2-<:hipset. Uke 
its predecessor, Highlander was to be aimed at the PC first. 
and then offered for arcade and conSOle development, but 
there is no reason why Sega couldn't have secured the 
technology for Its console first. 

Just as Edge went to press, an interesting theory arose to 

As Voodoo Is capable of ceneratina: 3D a:raphics of this 
st.ndard. another console contract Is almost certain 

explain Sega's mystenous cancellatlon of the 3Dfx Chlpset, 
and its apparent adoptlOfl of VideoLDglC technology. Although 
sega of America has conSistently referred to the saturn 2 
(albeit behind closed dOOfS) as the 'Black Belt prOject', 5ega of 
Japan has been alluding to it under the monicker 'Dural'. It 
could be that the two departments have actually been 
designing their own saturn sequel prOJects, each employing 

different graphics chipsets: Japan going for the NEC·supported 
Videol ogic techn~ogy and America going for the home·grown 
3Dfx option. It is possible that the two departments were in 
competition to design the better saturn 2 prototype - a 
competition Japan may have won - hence the cancellation of 
'Blackbelt' and in turn the abandonment of the 3Dfx deal. 

Although it would appear that PCJlNervR may have finally 
won an important victory over Its strong rival, the current 
round of saturn 2 speculation should be taken With a handful 
of salt. lNhile sega itself remains reticent. nothing can be 
taken for granted as so many rumours and supposed facts 

have so far been proved grOUnl1less. AS for 3Dfx. if the three­
year exclusMty clause WlttI Sega is Indeed made null and VOid, 
it is unlikely this will be the ccrnpany's last dalliance £ 
with the console market. 

NEWS 

PCXl versions of Ult/mate Race 
(far left). PGwersllde (left) and 
Hardcore 4xf demonstrate the 
power of VldeoLoclc's technolocy 
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StD' Fox" (rI,ht) .nd Moria Kart 64 {above} are two 
of the f.stest-selllnl titles In us vldeo,ame history 

N64 STORMS AHEAD 
m intendo's Star Fox 64 has become one of the fastest­
..... selling titles In vldeogame history. The acclaimed 3D 
space shOOt 'em up sold 3OO,0cx> copies in the first five days of 
its US launCh, beating the 2OO,<xx> units previously achieved by 
Super Maria 64 in its first week on sale, and is expected to 
reach the platinum million mark by the end of AUgust, and 
double platinum by the end of the year. 

In contrast, Quake. 'NtIich is currently the best-selling PC 
title in US videogarne sales history, has only achieved 600,(0) 
sales In the ten months since its release. 

Nlntendo has warned of a possible product shortage later 
on In the year, despite a furthef shipment of 3OO,<XXl units 
already 0f1 its way to retailers to complement the initial 

SM64 Is another Nlntendo platinum tide, hllvln, sold 
11 million copies within. few months of its relNse 

450,(0) pre-orders placed before the June 30 launch. 
This latest development is simply another successful 

occurrence in the blossoming story that is the US N64 push. 
As well as holding high positions in the sales charts with 
platinum-selling titles such as Mano Kart 64 and Super Mario 
64, Nintendo 64 titles have dormnated the software rental 
sector. Since the machine's release, N64 games such as super 
Mafia 64, Mafia Kart 64, and now Star Fox 64 have held the 
top position in the charts compiled by the Video SOftware 
Dealers Association, going on to hold the top fIVE! POSitJons for 
the last several weeks. 

Elsewhere in Nintendo news, H"ash; vamaurn., 
president of Nintendo Co. Ltd, recently announced in a 
Japanese Ile'NSpaper InteMeYI that he would retire by the 
year 200), vamaUChi, 69, has beef! in control of the company 
since he was elected to piCk up the reins in 1949, talcJng it 
from a domestic playing cards manufacturer into a global 
videogame giant With sales worth $3.3 million and profits of 
$565 million (year ending March 31,1996). 

The Nintendo president is still involved in f!oJery decision 
made by the company, and continues to defend these 
ferociously, such as the ongoing debate featuring the 
Japanese giant's decision to stick to cartridges as the storage 
medium for the Nintendo 64, regardless of the pressure from 
the software industry to adOpt CDs. 

As far as who might replace him, Vamauchi declared it too 
early to begin speculating on any individual, claiming that he 
first wants to see the 6400 succeed by revolutionising 
the gaming world. Minoru Aralcawa, president of NOA, £ 
IS one Individual that has been mooted as his successor. -_ ...... _- _ ..... -_ .......... _ .. 
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THIRDPARTY N64 MODEM AND ARCADE DETAILS EMERGE 
r.i:I ontinuing Its support of Nlntendo, which dates back to its clOse relationship 
.:I with the company dUring the 16bit console era, Seta has developed a 
revolutionary modem cartridge for the N64 which allQINS players to engage in head­
to-head play agalflst any similarly equipped player an~here In Japan. 

Although the only game to take advantage of this selVice, Mama Shogi, is a 
Japanese chess-style affair, the possibilities for the system are obviously huge 

Until now, Marita Shogi players only had the choice of pitting their ski lls against 
the console's CPU, and as a resu lt the game was aimed chiefly at the beginner and 
intermediate end of the market, with expert players prefernng the real challenge of a 
human opponent. 

'Nith this N64 version, advanced players can now compete against others across 
Japan. Shag; participants can coonect themselves to a nationWIde network. and play 
against any other competitor within the networ1c. Furthermore, advice from Shogi 
masters can be downloaded, and the system will also display the lOO best prayers on 
a continuous basis. 

Seta's cartridge promises to revolutionise the world of Shogi, but its the potential 
outside of this that proves. It should be possible to adapt the cartridge to play other 
genres, so that players could exchange RPG items or download maps by means of a 
worldwide network. T!1e poSSIbilities are very much in the hands of game developers. 

AS reported in last month's Edge, Seta's other current major inVOlvement 
With Nintendo is its N64-based arcade board, entitled AlECK64. FollOWIng earlier 
console-related arcade outings such as Namco's PlayStatioo-friendly System 11 and 
Sega's saturn-based ST·Y board, further details have emerged. 

An official announcement has yet to be made concerning which titles will be 
developed for the board, but one of Seta's N64 titles, Rev limIt, is rumoured to be 
one of the first to be released (Nintendo itself has recently assumed a Significant 
development capacity in the title in order to improve it, and as a result the game's 
release has now been postponed until next year). 

To develop on the AlECK64 board, programmers can start WIth the usual N64 
development tools. and then take advantage of further IINary updates released 
regularly, which can also be used for develOping on Nintef"ldo's 64b1t console. 

_ .. _--_ ................. ----
- ....... 5 ..... .... 
n .... ~,... ....... 1IMIIIed 
......... l4lMDDedckIn~ .... 
....... d ..... I20 ... 111 

......,n ... ND ............ '-t .... _ ............... .... '--"-----_ .... _ ........... ,... ...... ........ _ .. _­........................... 

Rev Llmh (above) Is now a Nintendo 
project.. and is expected to be one of 
the first releases for the ALECKU (left) 

seta plans to release two versions of the board: the 'Type-A' board will closely 
resemble an N64 but for a cloCked·up CPU running at 12SMhz, and extra RAM 
capaCity, while the 'Type-S' option will incorporate additional features such as 
improved sound capability, better sprite handling (1,0CX) sprites simultaneous 
display), and dedicated 20 circuits. 

T!1lrdparties have yet to officially announce their involvement with AlECK64, but 
their recruitment only began at the end of June. Nevertheless, seta is stili £ 
confident It WIll ship 10,OCXl Units by the end of the year. 

EPP-ROM 

(user Information) 

Modular Jack Seta custom le 
(modem handling) 

Mask ROM (Morlta Shog/·speclflc) 

§eg's modem cart. which is belne pioneered In _ new version of Morlta 
Shog/ln J_pan, could brine about a whole new wave a multiplayer eamlne 

_ ...... """' ...... -. 
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'-"'OM __ IIII ... .., 111._ ............ --.....-......... -----_ .......... -.......... ...._ .. "'-
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NEC JOINS INTEL'S ARCADE STRATEGY 
r::I lectronics giant NEe has jomed 
.... Intet's Open Arcade ArChitecture 
forum - a group of companies 
dedicated to promoting the use of PC 
hardware and software in the arcade 
(see news, E46). The forum, announced 
in July, also counts NameD, Eidos and 
sony among its members, and hOpes to 
hold regular meetings where 
developers and hard'ware companies 
can get together and discuss possible 
arcade projects. 

VldeoLogic, whose graphics 
technology is distributed by NEe. has 
also joined the forum, which should 
mean an enhanced version of the 
company's PCX2 hardware (see E4S) 
will SOOfl find its way into OAA-backed 
coin.op5. up until this point Intel had 
only been using 3Dfx ObSldlan<lass 
processors in its 0Ym arcade demos. 
However, Intel's OM blueprint - its 
vision of hQVol powerful a PC-based 
arcade machine should be - does not 
mention which specific 3D-acceleration 
hardware a PC coin-op should use. It 
does, however, put forward minimum 
performance requirements (400,000 
polys per second frame rate, 40 MPixels 
per second fill rate). which VideoLogic's 
graphics hardware can certainly meet. 

Although NEe and VideoLogic have 
only just pned the OM Forum, It Is 

-~ ...... -t_ .... __ .. _ 
....... --. ...... _ ..... --_ ...... __ .. , ... 
,.."t.. ............... na"iIdiIr. -"" .. _ ... _-
wNdI rr.1I"""", ..... . _ .......... _-

expected that coin-op titles employmg 
the latter company's technology will be 
involved in arcade tests by the end of 
the year. Indeed. Kalisto is due to make 
an announcement at ECTS about a new 
version of its excellent PowervR title, 
ultimate Race, which could well be an 
OAA conversion of the game, which 
would no doubt employ a PowerVR 
rather than 3Dfx graphics accelerator, 
due to Kalisto's links with VideologiC. 
with or without an arcade version of 
Ultimate Race, entry into the OAA 
forum should prove a significant boost 
to VideoLogic. The company has so far 
found it hard to secure a position in the 
arcade market - something a PC-based 
com-op initiatiVe should address. 

Importantly, this boost comes at a 
time when the company is en;oying 
Increased patronage on the home PC 
side of its business. At this year's E3, 
30 new PowerVR PCX2<ompatible titles 
were announced, including Tomb 
Raider 2, Wipeout 2097, Terracide and 
GL Quake, many of which are PowervR 
extreme (le specifically coded to take 
advantage of the chipset's proprietary 
features). Although 3Dfx still has the 
edge in terms of developer support. 
it is clear that the battle to 
dominate the 3D acceleration 
market Is far from over. £ 

PCXl versions of Wipeout 2097 
(above) and Tefflldde (top) were -
both shown oH at this year's El 

UltImate Race (left) may appear In a colfHtp form before the year Is out. 
pcn Tomb .,,1de,2 (above) will offer a hip frame rate even at I00I:600 
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ECTS '97 ATIRACTS BIG GUNS 

All sips point to 1997's 
Em belnl the binest .nd 
most Impressive to d.te 

D his year's European Computer Trade 
ShOW, taking place from September 7-

9 at Olympia in london, is being touted by its 
organisers as the biggest yet Over 180 
exhibitors are currently signed up to appear, 
including Sony, Nintendo, psygnosis, Eidos 
and Electronic Arts. The two giants of the 
computer industry, Microsoft and Intel, are 
also scheduled to attend the event, where 
they are likely to reveal further details of 
their joint arcade plans and burgeoning 
Open Arcade Architecture initiative. 

New Nintendo 64 titles such as DMA's 
Body Harvest and Rare's Banjo-Kazooie will 
no doubt draw large crowds at the show, as 
will demos of other premium UK N64 
releases such as GOldenEye and Star Fox 64. 

However, Nintendo's superconsole will 
be up against long-awaited PC titles such as 
id's Quake 2 and Bullfrog's Populous 3, as 
well as a number of original prOjects, 
including Rage's Incoming and Westwood's 
much-anticipated Blade Runner (see pS2). 

SEGA'S FRENCH CONNECTION 
r.1I deline, the French development studio set up five 
W years ago by a group of programmers and ex­
employees of neighbouring developer Infogrames, has been 
bought by sega. The Japanese firm's latest acquisition will 
form part of a new company called Sega Software, 
supporting both sega and PC formats. 

The 2O-strong team, renowned for its 3D design skills on 
the PC, has undoubtedly been brought on board to develop 
launch titles for sega's next console, expected by the end of 
1998. Because the machine wit! apparently incorporate 
leading-edge PC technology, a firm like Adeline is expected 
to find the switch to the new format easy. The lyon-based 

outfit had once been targeted by Nintendo to develop for 
the N64 but pulled out of the deal because it did not wish to 
relinquish its PC expertise. 

Adeline's previous output has consisted of PC and 
PlayStation versions of Time Commando and Uttle Big 
Adventure, published in Europe by EA. Parisian parent 
companyDelphine will retain the Adeline name, its back 
catalogue and the rights to any extensions of its brands, 
such as the PlayStation version of LBA2. 

Sega's move underlines its determination to ensure that 
it has the right kind of quality software in place by £ 
the time its new console is launched in 1998. 

French ............ Ad .. I ••• hooded up by _ RaynaI ~., noht).1s -line Its consldenble upertlse to tile 
Seca fold. The new team, cal~ Seea Software. Is expected to foais on won for Seg.'s upcomlng Satum 2 unit 
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With the PlayStation currently riding high 
in the consumer-electronics market, though, 
Sony's usually prominent presence will 
almost certainly provide the largest focus of 
attention. Tomb Raider 2, Resident Evil 2, 
Crash Bandicoot 2 and Final Fantasy VII are 
all high-profile sequels receiving their fi rst 
European airing here, while Time Crisis and 
Activision's Nuclear Strike will also see the 
ligtlt of day. 

As well as software developers, 
publishers and dodgy educational 
infotainment companies showing off their 
usual range of interactive learning titles 
featuring characters such as Alfie the 
naughty alphabet monkey, ECTS will boast 
its own televised news network and a series 
of keynote speakers. A government minister 
will even be present this year in the form of 
Barbara Roche, parliamentary Under­
Secretary of State for smaU firms. It 
seems that Tony Blair has not yet £ 
appointed a Minister of videogaming. 
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PHILlPS TAKES THE HMD PLUNGE 
r:I lectronics manufacturer Philips has re-entered the world 
IiiI of videogame technology with a new head-mounted 
display unit called Scuba. 

The company abandoned production of its ill· fated COl 
console l'NO years ago and announced earlier this year that it 
was moving out of the leisure software market, selling its 
assets to Infogrames (see E43). The arrival of the new 
technology heralds a new lease of life for the Dutch company. 

device is due to retail at around $300 in the States - twice the 
price of all leading consoles. It's debatable whether gamers 
are likety to abandon their TVs in order to use a device which 
offers no huge improvements over previous modelS of £ 
its ilk. No word has yet been given on a UK release. 

The unit's potential for success is unclear, however. In 
order to keep the Scuba's retail price down, Philips has 
decided against including head-tracking capabilities or 3D 
stereo graphics - both of which have been employed in 
previous headsets to accentuate the immersive nature of the 
experience. What the device actually does is completely cover 
the gamer's eyes, shutting out all extraneous light - rather like 
a scuba mask, hence the name. 

In terms of audioNisual performance, Scuba acts rather 
like VirtuallO's headset, with twO Leo screens lrVhich fill the 
player's field of vision, and a stereo speaker beside each ear. It 
is worth noting that Virtual 10 itself had little success with tIlis 
formula, though, and has recently filed for bankruptcy. 

Even without hi-end capabilities such as head traCking, the 

Phll1ps will no doubt be hoplnl 
ScuN (above). will prove more 
successful than its last ambitious 
hardware venture. the COl (left) 

PLAYSTATION ANALOGUE JOYPAD SNEAKS INTO UK 
n ony's Playstation analogue pad has sidled onto UK 
I;iiI shetves three months earlier than expected. The device 
was due for official release In October - one month after its US 
debut - but can now be bought for around £25 in most 
computer retail outlets. 

The reasons for its hushed arrival are not clear, but it could 
be the peripheral's lack of software support which currently 
stands at Just one PAL title, sony's own Porsche challenge. 

Also disappointing is the fact that the US and UK padS do 
not feature the vibrating feature of the Japanese model. sony 
has claimed it was dropped after market research revealed 
that gamers found the analogue feature to be most important. 
However, one developer told Edge that 'repeated use of the 
force feedback breaks the controller's inner components.' 
Another claimed that sony is concerned that Nintendo will sue 
over the product's similarity to its own Jolting Pack (although 

the chances of this happening are ridiculousty Slim). 
It is more realistic to suppose that sony has removed the 

feature due to concerns over price. The company is desperate 
to get developer support for the peripheral, perhaps because 
of the huge critical acclaim and financial success of super 
Mario 64, which so successfully showcased the potential for 
analogue control in a 3D environment. sony is obviously aware 
that developer support for its own analogue hardware will not 
be forthcoming if the inclusion of force-feedback makes the 
product too pricey for the consumer. 

There is a significant amount of compatible software in the 
pipeline, though, with Crash Bandicoot 2, Croe, Gex: Enter the 
Gecko, ReBoot and Pac Man: Ghost Zone all due to support the 
PlayStation analogue pad, and more tit les on the way. It 
seems, though, that US and UK gamers are simply £ 
gOing to have to look elsewhere for their shakes. 

Porsche ChG!!enge (main) and TOH!2 are 
amonl the titles which support the joypad 

Sony's PlayStatlon analolue 
pad has received an early UK 
retease. but without the 
Induslon of force-feedb.tck 
technol0rY evident In Japan 

• 
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GAME.COM HITS UK MARKET 
r:I oIlOINing the recent launch in the States, Tiger Elecuooics is abOut to release the 
.. Game.Com handheld games conSOle in the UK, "Where it believes the machine 
will provide the first real challenge to the dominance of Nintendo's ageing Game Boy. 

The system, which, as standard, combines calculator, address book and calender 
functions with an Bbit games console facility, hopes to win over Game BOy fans and 
new adopters alike with a selection of big-name titles to follow the launch. 

AS well as Tiger's 0'I1n popular Lights Out game (Which takes advantage of the 
unit's sty1us-controlled touch-sensitive screen), owners can expect versioos of Duke 
Nukem 3D, Sonic Jam, Batman and Robin, Fighter's Megamlx and JuraSSic Park 2 to 
appear on the diminutive carts in the coming months. 

Edge has tested the Game.COrn unit follO'Wing a ViSit ~ Tigers UK representatives, 
and can report that although Innovative in some areas, the unit is unlikely, at this 
stage, to give Nintendo many sleepless nights. 

Pack-in title Lights Out is an addictlve little game, but falls short of the killer-app 
status of Tetris, a title which virtually singlehandedly made the Game Boy such a 
must-have item. And, althOugh the Game.Com can access the Internet via an add-on 
cart, owners will still need their own modem and service provider to take advantage 
of the feature. 

As far as further games are concerned, platform game Barman and Robin and 
firstperson shooter Duke Nukem 3D are both worthy attempts to provide some 
much-needed potential thumb action, but are hampered by a slow screen ulXlate, 
which blurs moving spntes. The versions tested by Edge were both in early stages of 
development, however, and may yet be improved. 

Where Tiger's box of tricks may find success is in the playground, where children 
could easily take to its address book and high-score-table functions. In the home, 
meanwhile, the unit's Internet access may even catch on, despite Its limitations. 

Outside of Game Boy territory, though, the hand held market has never been a 
surefire success, as both sega's Game Gear and Atari's lynx have proved. 

With Nintenoo keeping such a tight grip of the diminishing handheld 
market, Tiger may find the gOing difficult for its admittedly ambltlous project. 

Ti,er's inspired IIcensln, depllrtment has 
broupt in bi,-name titles such as Sonic 
Jam. Whether this. and others such as 
Duke Nukem. will be enou,h to make the 
Came.Com a succus remains to be seen 

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

Trance would be a fine t I g 

I
t seems that club culture is no 

longer the preserve of Sony and 

its supremely 'up for it' London 

marketing team. Sega of America has 

now commissioned two 'top 

underground' OJs - Commander 

Tom and DJ MARS - to create a club 

track around the music to Fighters 

Megomix (right), The resulting slice 

of trance, which was previe'oNed on 

us radio station KLYV FM's 'Liphted' 
show recently, will be released as a 

single entitled 'Fighters: The Sega 

Project' in September and will also 

feature on Commander Tom's 

forthcoming album. Now only 

Nintendo is left to jump on the 

console/dance music bandwagon, 
although Edge isn't holding its breath 

for 'Mafia in Gabba land' .. 

A L sc· s 
J ill Cunniff (left), lead singer with US rock band Luscious Jackson, has signed up to provide the voice of 

'virtual actress' Laura Lewis in Kenji Eno's latest interactive movie, Enemy Zero. The game features 

laura/Cunniff as the sole survivor on a spaceship which has been attacked by a mysterious invisible alien; 

her mission is to find out what the thing is and destroy it laura, who has already appeared in Eno's first 

game, D, and a series of 'what's on' TV sholNS in Japan (see Big in Japan, E47 ) is the world's first 'digital 

actress': a virtual woman who Eno plans to place in various games as completely different characters. 

Interactive movies are hardly famed for gameplay innovation, but Enemy Zero offers at least one 

interesting facet: its use of audio. Here, dozens of audio effects, as well as the musings of the lead character 

herself, give clues which lead to progress. As Cunniff herself states, 'This game was designed around the 

concept that what you hear can be as useful or as frightening as what you see: Of course, anyone who has 

ever heard a Luscious Jackson track .....,;11 be extremely knowledgeable about how frightening sound can be. 

Sega goes r 0 Gol e 

D espite restrictions enforced by a Stratford­

upon-Avon bureaucracy queasy at the 

prospect of another visit from the Great 

Unwashed, this year's Phoenix festival offered 

sun, substance abuse ... and Saturn games. Four 

years ago, the event would have been called the 

Sega Phoenix festival. with cut-out mythical bird 

adorning main stage replaced by a finger-wagging 

hedgehog. Nowadays, at a time of a more mature 

and comparatively impoverished Sega, the 

company's sponsorship was inevitably Iow-key­

though not necessarily unsuccessful. 

The Sega games tent - situated between the 

Radio One stage and the inappropriately 

monickered Think Tent - was surprisingly packed 

throughout the four-day festival. From 11 am to 

2am, festival-goers could be found sampling 

the delights of Manx TT, Worldwide Soccer '97 

and Sega Rally. Early demos of selected titles 

from Sega's Christmas line-up were also available, 

with Quake, Duke Nukem and Last Bronx 

pleasing the eager crowds. 

For those with guest passes and no inclination 

to mix with mere punters, Saturn units could also 

be found in·1he Phoenix VIP enclosure, ~'97 

P!oving particularly popular with a constant stream 

of.B-list celebs and executives 'slumming it' . 

. ' 

An Edge source claimed that Sega refused to 

offer bribes in order to get a high-profile team for 

the traditional Phoenix celebrity fIVe-a-side 

tournament. Penny pinching or principles? Only 

Sega knO'NS. Its eventual team, consisting of 

Goldie (right below) and members of Metalheadz, 

received Satum units and games in retum for 

sporting Sega's custom-designed shirts. The 
Guardian allegedly offered the coveted Groucho 

Club team (featuring a snarling Keith Alien) a 

sweetener of hotel bills and bar tabs settled 

during the festival's duration. ('est la vie, Sega. 

While hardly the type of marketing capable of 

shifting a significant number of Satums, Sega's 

presence at Phoenix offered a welcome diversion 

for thousands too broke or bored for the usual 

dance/drink/whatever activities. And, of course, 

the six or seven Saturn owners in attendance .. 
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EDGE SINGLES OUT THE WINNERS AND LOSERS IN 

THE INTERMINABLE BATTLE FOR VIDEOGAME CRED 

(game on) 
The _ __ noIOIY Jell Minler is woricing with, v.t1ich. W h~ 

word is bond - and not spliffspeak - roukl revolutionise videogaming. 

Nintl!ndo's revelation that F-Z-" will indude a simultaneous 

fourpIayer option. E .... eagerly awaits the future of racing 8llmes ... 

The dedsion by SegaSoft's online gaming _ to send a demo 

d~ of -.. along with hats and T-shirts, to Saddam Hu ... in in Iraq. 

SoftImageIPsygnosis's PsJt>.liok perty, the best bash of '97 to date. 

The donc:o L ..... bEdon of TeJrien 2, as seen on a ~ of 'Cool 

Bri1annia', Olannel4's one-nigtt.., supposedly Iocusi1g on I"ip Brits. 

The decision to not release the Saturn """ion of fIchti"l _ in 

Europe. Japan's gain Ioob Uke being the UK's loss. 

_I Kambo! 4. AA alklew polygoo engine? More bIood1 

More gore? New fatalities? Who actually gives a toss? 

300's IMSA bdn& the rnuc:IH1yped 'M2' racer. Oh dear. 

(game over) 
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Apple Newton Messagepad 2000 

allowing the success of the Filofax in the 'SOs, its gradual move from status 
symbol to practical everyman object, it was perhaps inevitable that the 
electronic versions would follow. Thanks largely to PsiQll, the PDA has 

recently made the same move and is now as ubiquitous as the mobile phone. Anyone 
'NIlo's ever tned to use one to type anything bigger than a memo, however, will know 
why 61b notebook computers from the likes of compaq are stili selling, however. 
Unless the user happens to have fingers that taper at the end, the tiny keyboards that 
accompany these electronic organisers are all but useless 

That's where the MessagePad 2CO) comes in. Admittedly, it's too big to frt in a 
jacket pocket being roughly the same size as a paperback book, 
and it is heavier than the latest Psi on, but it does use a proper 
keyboard (wf1ich costs another £80) '.Vhich plugs neatly into the 
side. This transforms vmat many would regard as a novelty 
item into a powerful word-processing tool. Eliminating the 
need for tapered fingers is its most practical feature, but 
it's by no means the most impressive. Unlike the 
previous 120 and 130 models, the Messagepad 200J is 
capable (With add-on card) of a live text-oniy Internet 
link, fax and email facilities on top of the word-
processing, notes and contact-manager programs that 
come as standard, as well as a docking program that 
allows the Newton to talk to both pes and Macs to transfer 
data. There's even an faCIlity for infrared transfer between 
Newtons, in the unlikely event that the user meets up with other 
like-minded Newton convert. 

The feature that most people associate With Messagepads, however, is 
handwriting recognition. After a couple of false starts (With the 120 and 130 models), 
Apple has finally got it right: errors are rare, and eaSily correctable, and the Pad's 
drawing faci lity is excellent. Powered by four AA batteries, the unit offers six hours of 
llse with the screen in backlit mode, Of 24 without the light. 

Ultimatly, Edge can't help feeling that Apple has once again set a standard that 

music £ 

,.. 
£ 
~ 
:::> 
t; 
~ 

'5 
u 
~ 

" u 

iflce their early Chart act100 with Yan 

aod Usa Stansfleld. Matt Black and 

Jonathan More have veered wildly between 

almost every muSICal genre Imaginable. 'let us 

Play' is a showcase for that eclecticISm, and so 

is equalty capable of inducing <me as it is of 

convl1ittmg al;ral ooeoce. Hence 'Rerum to the 

Margin' transports hip hop into cool dub, 'MOfe 

Beats & Pieces' relllvents the COIdcut 01 

yestetyear, am Tm Wild About That TIling' 

tal:es their cut-and-paste sty1e mto funky phone­

sex territory. An alDum 01 multiple personalities, 

marry 01 them bOrdering on genius . 
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will be largely ignored by the masses. Like its big brother, the Power Mac, the Newton 
is easier to use, looks better and is more practical than its competition. It would 
simply be too much to hope for to find this great little device on the shelves of evert 
Dixons in the land, and Judging by the stock: shortages and general lack of aggressive 
marl<eting that plagued the Power Mac's launch, Simply getting hold of one is likely to 
be a task: in itself. In any event, the Messagepad 200J is probably far too useful and 
innovative ever to catch 00. cynical, yes, but probably true. 
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I he BalliStIC Brothers (015 Ashley Seedle, 

Rocky. OleSel and Dave HilO have relurTled. 

With a slab of tunes that prOVIde the pelfe<:t late 

stJITVTIeI" soundttao:. With influences spanning the 

globe, 'Rude system' Ce!talnly caters IOf the most 

diScerning 01 music lOvers, miXing breakbeat, funk 

and line gr<XM! am adding a spnnkhng of 

arrbIence fOf good measure. 'The COnversatiOn' 

and 'Rule 01 the Brne' are partiCularly fine trads as 

are reworked classics 'Slacker' and 'love Supreme' 

(parts 1 & 2). TIliS album taI:eS the liStener on a 

chilled, retreshlrl: jOurney and to ~e it WOUld 

be. well. rude 
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Psion Series 5 palmtop 

sion has a battle on its hands. HaVing long 
• reigned supreme in the land of palmtop 

computers, now, With the launch of numerous 
Wlndol-'.'S CE devices, the company is attempting to find 
new ways of making Its proprietary interface and 
operating system the favourable option. 

Enter, then, the PSlon Senes 5, a new device v.Itlich 
can boast 8Mb of RAM (the IOY-I-end version weighS In 
With 4Mb), a VGA-resotutlon screen and, for the frst 
time, a touch-serlSltlve display. Although the core 
software hasn't changed from the previouS and 
popular 3c series, the means of controlling the device 
wittI a Simple pointer makes the device a k>t eaSIer to 
use. As does the excellent new laptop-style keyboard. 

The software '.I,tll(:n comes as standard indudes a 
fully functional 'NO(d processor, a fairly simple 
spread sheet, a dlary-cum-organiser, a sketch program 
v.Itlich is ideal for adding SIgnatures to files, and a host 
of communicatIons programs v.Itllch enable users to 

CONTINUED. 

Sharp XV-C1E projector 

ntil recently, O'Mling a quality projector in order to complement a Pro-logic surround­
sound setup was only an option for lottery Winners or members of the aristocracy. 
HOwever, Sharp has just introduced its latest LCD-based machine at the very reasonable 

£1,00J mark. Other machines in this price range have existed before, but none offered the kind of 
quality nor range of features found on this model. Indeed, many of its functiOns, such as on-screen 
menus and keystone adjustment to compensate for picture distortion caused by the prOJector's 
upward angle, are usually only found on far more expensive projectors. 

The XV-C1E will project pictures up to 150 inches (diagonaO in size, and the quality is particularly 
Impressive for a machine of such relatively low cost. Multi-standard Compatibility, composite and 
S-IJHS Inputs should keep import-Iaserdisc O'M1ers happy, and of course there's nothing to stop 
console users from plugging In their machines for a real, full-on gaming experience. 

The low price tag does of course force certain cuts to be made ,and these are re~cted In the 
fact that the shmbne, 3.Skg unit does not have remote-control capability, offering instead a simple­
to-use baddlt button menu on the prOjector's top panel. Furthermore, there's no zocrn function 
(meaning the proJector has to be physically moved In order to alter the Image Size). 'Mllle the 
luminescence and resolution values are also 10000r than models further up the range 

NeVertheless, the XV-C 1 E stili represents excellent value for money and brings the real home 
Cinema experience one step doser to the mass martet. 

send and receIVe faxes, handle email, and (With a plug­
in planned for later In the year) even brQlN5e the World 
Wide web 

Like the 3c before it, the 5 Series features an 
infrared communications port, allOWIng files to be sent 
between to other Psions or even an infrared-equipped 
pnnter WithOut the need for leads. For PC connectivity, 
the palmtop comes With a PC senallead and the 
PslWin software package as standard. 'Nhen plugged 
Into a Windows 9S-enabled PC, the Psion simply 
appears as a folder on the desktop, from 'Mlich files 
can be eaSily exchanged 

As an added extra, the Senes 5 comes complete 
WIth a digital VOIce recorder 'Mllch acts as a hi-tern 
dlCtaptme. users Simply hrt a button on the bottom of 
the machine and speak Into the discreet mlcrophone­
the system allO'vV1ng the recording of several minutes' 
worth of messages 

thIS, and the Other unIQue features, make the 
Pston Senes 5 one of the very best palmtop systems 
currently available 

-' It 01 Notse were certad)l one of the teVe H*age Md MQUette Giraudy are 

QU~ nsng ttvough the ratlks of the 

dance scene, SI'Iablgolf ~ 

acwsatJOnS and shcr.o.q a ttwst lex rnekxt)' 

ltIat's fl'lISSlO8 from many trance and lechno 

v.tIlppersnappers 'Golden SE!cbon' reMes the 

lonnJla, WIth some adCfict""E! trance on 'RitE! of 

Spring' and TaMn Slf'lgtl-backed arntJjf!r)ce on 
'Don COf1eone' 1l'Iere'sa lack. of bite on the 

drum'n'bass elementS, but thIS 15 the only weak. 

spot on an albUm v.'hlCh demonstrates that 

advemurous san-.>~ and digital squalls can go 
hand in hand Wlm real tunes 

.... "'-' ............. . - -
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most IOfIuentlaI and e.xperwnentaI UK 

groups of the '8Js, and \heir resonance IS sUI! 
leIt Jl tOOay's club scene. For proof, check out 

this ncredible ;£D boxed set 'M'lIch Jnd:Jdes 
an1>Ient, hard hOUseJtectno and dnxrl'nbasS 
reNOrb1gs 01 the groups finest tr<Id;s, 

contributed by the likes Of The ProdI8'l, The 

om, carl cox. LFO and PFM AnI Art Of NOIse 
fans who can remember 'Opus 4', 'Legs' and 
'Eye 01 a Needle' should invest and experience 

the '90s vefSlons 01 these 'SOS classics. AAd 

those whO can't should stll! take the plunge 

• 

17 



18 .. CONTINUED 

£ 

MPEG digital video camera 

any people would probably ask, 'WtJat on earth is the point in such an expenSNe piece of kit?' 
well. if the potential user is into making videos to send off to Jeremy Beadle, then a humble 
camcorder will suffice. But if that user wants to impress. then this is the piece of kit to plump for. 

Using a 260Mb storage card to hold movies, this MPEG video camera - the first of its kind - takes digital 
footage, thereby consigning magnetic tape to history. Plus, high~uality video is a doodle to record. thanks 
to the various image-enhancing devices on board, and the output is perfectly suited to applications like 
adding video clips to Web pages. It's expensive, yes, but this really is the cutting edge of video recording on 
the move: being able to encode MPEG video on the fly is impressive by anyone's standards. 

Boolls £ 

Overdrive 

n 1993 Bill Gates stated: 'At 
Microsoft, we have hundreds 
of people whose job it is to 

create the software that will make the 
Information Superhig1lway an idea 
worth having'. It is amazing. therefore, 
that Gates took so long to commit to an 
Internet strategy. 'Overdrive' asks wtly. 

The main conclusion drawn here is 
interesting. Wallace argues that the 
antitrust lawsuits being filed against 
Gates when the Internet was creeping 
into mass awareness totally distracted 
him. Laug1labty, it took a posting on the 
Internet claiming Microsoft had bought 
the Catholic Church to finally get his 
attention. This hoax generated such a 
huge amount of publicity that Gates 
glimpsed the power of the Net at last 
and wrote his monumental memo 'The 
Internet Tidal Wave'. This sent his 
company Into a Net frenzy and the rest 
is, of course, history. Or in this case, 
Microsoft Internet Explorer. 

Wallace was offered no assistance 
With this book - mainly because 'Hard 
Drive', his first work., was used as 
evidence against Microsoft in Gates' 
antitrust case. He has, however, done 
a great job chronicling Microsoft's part 
in the incredible rise of the Internet. 

muslo 
oint ventures is an eclectic fusion of 

freestyle sounds ranging from jaZZ to 

jungle to drUffi'n'bass. AS the title suggests, all 

the artists featured here are paired up 
(CujolFunki POfcini, FurralZefO) leading 

llle\IItabIy to a fresh synthesis of ~ooves and 

beats. The JUngle mixes 'PreOOtary' (SUreshot 
featunng GeoI"ge) and 'Edipse' !NOISeIParadoxj 

are standout tracks, as are the latdbacl< grOCNeS 
of 'Childhood' (FlaVcmautsllan Slmrnonc!S) and 

'Scram' (CUjO/CUftis) In fact each tune offloods 

its own flavour and sty1e to the giVe the album a 

totally refreshing experimental edge 

• 

The Shift 

he premise of this cyber-by­
numbers novel is instantly 
recognisable. A new media 

format called virtix has emerged; a 
broadcast VR system which is about to 
be premiered with tacky soap opera, 
'Real Life'. Alex Munn is a schlock writer 
at the 1V studio responsible and to 
relieve hiS lack. of creative fulfilment, he 
designs his own private VR world based 
on NewYor\( in the 1850s, complete 
with the 'Fishman', a homicidal maniac. 
As time passes, Munn begins to ~ur 
the boundary between real life and the 
virtual environment he has created, 

Beginning promisingly with Foy 
clicking into a pseudo-Ghandler style, 
the book follows amnesia-struck Alex 
as he tries to discover wflether he 
murdered his wife or was framed. 
However, although the picture painted 
of New Yort: and its resident media is 
impressive, Fay lacks the technological 
understanding of authors such as 
Gibson or Cadigan - a fatal flaw. 

He also has a problem with pace. 
'The Shift' completely loses its bite after 
the first few chapters and becomes just 
another thriller set in the near future. 
Hardened futurists looking for another 
fix of cyber fiction will be disappointed. 
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he innuence of oid-sr:ooI hip hop and 

eiectro oh current OJS and dance acts 

cannot be overstated. Tracks like 'HIp Hop Be 

SOp' by Man Parnsh and Mantronu(s 'Kill! ci 
the Seat' Virtually created sa~!ed dub 
rrosic, while SChOoIIy 0 and EriC B WEre SPitting 

out rt"!yrnes while snoop 0I:l!M' 00gg was still a 

puppy Other earty delights to relISh on this 

essential selection come from PublIC EnerTri, 

the first true crossover rap outfit that refused to 

COO'{lromise, and Run DMC, before they started 
to Chum out chart hits. U~tely, this is just as 
VItal as 'HIp Hop Don't Stop" 
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EDGE'S EXAMINATION OF THE INTERNET AND ONLlNE GAMING SCENE 

A byte of the Apple 
.i S soon as the Internet began to trickle Into 

homes and offices throughout the workJ, . 
companies of all descnptions sniffed out a ma,ior 
advertising opportunity and rushed to get a 
presence on the WNW. 

Now, hCNv'eVer, the virtual high street is 
gening crowded, and those companies are 
finding 'that simply knocking up a page in two 
days and s~pping on !he Ne! ~ not enough. 
Pages must now be stylish and innova\ive to get 
noticed in the crowd. 

Hence Apple's sponsorship this year of the 
Design and Art Direction student awards' 
Interadive Media category - a competition for 
professional and potential multimedia designers 
looking to show off their talent to the industry. 

The computer company's challenge was to 
design a new Apple web page which used a 
selection of the latest Net technologies and . I 
whKh comrn,unicated specifically to students 
why they should buy a Macintosh system. 

The Winning entry, 'Nhich took three months 
to complete, came horn lars Eberie, lnes Pach 
and Vassilios AIexiou. All three are students on 
Middlesex University's obviously excellent MA in 
Deslgn for Interactive Media, based at ItS Centre 
for Electronic Arts. Their site, compiled using 
5hcid.wtNe, Java Scnpt and StrataStudio, has an 
understated aesthetic cool and, accOf~ing to the 
judges, addressed 'the relevant issues about 
Apple and technology in amusing ways.' In fact. 
the site was so highly regarded. was felt to be 
better than many professional entries to the 
D&AD "","""",""'. 

Ultimately, although the judges went on to 
point toward the team's animation and 
conceptual skills as maJOr factors in their 
success, .... can't help but think. was the 
sile's title - Cyderspace - that dlnched ~ v.liat 
better to catch a student's attention than to 
name the page after a form of alcohol that gets 
you hammered qUickly on a tigtlt budget? 

To find out more about the MA in Dtsign for Inter~ Media at Middlesex university. call 0181 3625000, orvrsit 
http://www.cea.mclLAC.,*, To view the .. check out: _ .cea.IIMILac.'*IDandAD or: www.lnes..com/lIppIe 

e:I :=1 ... .... un :" ad .... wIIIdI 
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Rule Britannia 
• rigin's Ultima Online - the multiplayer version of Its hugely successful 

swords 'n' sorcery 'IIideogame senes - has at last gone Into public beta 
testing in the US. This incomplete version has already attracted 50,000 
potential testers, and many have had to be turned away. The game had 
been undergoing a limited trial for a couple of months before the public 
test was announced, and already players have begun to form guilds and 
dedicated websites - as has occurred with 3OO's equivalent, Meridian 59. 

Visually, Ultima Online is very impressive, boasting a highly detailed 
isometric landscape which putS most mukiplayer Net games to shame. 
The gameplay too is impressive. taking place in a massive online version of 
Britannia (the realm where all Ultimos have been set) which includes an 
expIicitfy realistic eco system. NOfl1>layer characters have their own living 
and feeding patterns and e.IefY action a player makes can have serious 
consequences for the rest of the world. Slaying all the sheep grazing near a 
dragon's lair, for example, 'l1li11 fofce the creature to Invade local towns for 
food. This is perhaps the closest Net gaming has come to simulating real­
world physics-<tyle considerations. 

Although the full game is set for US release in September, no 
European date has yet been given. However, garners on this side of the 
Atlantic who are unable to wait will be able to play the game by getting 
hold of an imported CD-ROM - the only problem being that all technical 
support will be based in the States. Eager UK RPG fans should perhaps 
start saving up for those long distance phone calls now 

To find out mote about Ultimo Online visit http://www.uttkMonllne.com. whichfeaturesaworldhistoryofBrittaniaaswellasalmof its indigenous wildlife, spells and weapons 
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EDGE REPORIS fROM JAPAN'S PREMIER FAN-aNTRIC EVENT, WHIOI SAW INNUMERABLE INOMOUALS 
CAPTURED ON CAMERA BY MEMBERS OF THE THE JAPANESE PRESS, SEGA. MEANWHILE" SHOWED OFF 

AN UPDATE OF VJRlVA RGHJER J - UNFORTUNATELY, TO A LESS-THAN-RAPlUROUS AUDIENCE 

JAFCON one 
Although events like the Tokyo Toy and Tokyo Game Show attrad their fair share of obsessive 
videogame, anime and manga otaku, it is JAFCON (Japanese Fantastic Convention) which brings 
them all trundling out of the ~rk. This intense one-day event, held every July in Tokyo in a 
huge exhibition,centre built on land reclaimed from the sea, is essentially the eastern equivalent 
of a sci-fi convention. Thousands of fans turn up to talk about their favourite characters, and 
thousands of exhibitors turn up to sell them little models and souvenirs of those characters for 
exorbitant prices. Rest assured, evel)'one goes home happy. 

At this yea(s JAFCON, though, there was an even more obsessive feel. Here, for example. 
snuggling between big names like Sega, Sandai and Takara were exhibitors who had made their 
own models by hand, and produced these as very limited editions. As a result, many otaku 
queued outside all night, and, as soon as the doors opened, rushed in to buy their cuddly 
Ranma dolls as quickly as possible. Incredibly, many exhibitors displayed 'sold out' signs after just 
30 minutes, spending the rest of the day answering questions posed by masses of adoring fans. 

For the big companies attending JAFCON, the event was an opportunity not only to sell their 
comic/video game-related trinkets but to learn which trends are likely to filter down to the non­
otaku masses over the coming months. Bandai, for example, learned the unfortunate lesson that 
it is no longer flavour of the month - its previously popular Dragon Ball, Power Ranger and Sailor 
Moon charaders were distindly out of favour, with only a few- nostalgic fans exhibiting models. 

It was left to Sega to become the toast of the event, exhibiting for the first time and showing 
a range of Evangelion, Fighting Vipers and Sakura charaders as well as the odd Sonic figurine. It 
was this videogame-related paraphernalia that flourished at the show, mostly at the expense of 
exhibitors showing off regular scale models inspired by anime and manga themes. To add insult 
to injury, the only Sandai products which matched Sega's for popularity were its Gundam models 
- and this is mostly because the charaders have appeared in several recent Saturn games. 

As usual at these events there was a large '(osplay' element, with many otaku showing up 

, 
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Sega demonstrated Splash Wave (right) and 
its new version of Virtua Aghrer 3, subtitled 
'TB' (left, above), at a recent demonstration 
in one of Tokyo's biggest arcades. SNK's King 
of FJ9hters '97 drew a bigger crowd, though 

'---- '- -"'-- - '----' . 

dressed as their favourite charaoers. For some reason, these highly elaborate home-made 
costumes attraded the ravenous attentions of press photographers, who spent up to ten 
minutes snapping away at the most well-dressed punters. Interestingly, magazines dedicated to 
Cosplay are appearing at an alarming rate in Japan, while dedicated parties take place in Tokyo 
every month. At least 'cossies' are getting out more .. 

To be this good takes testing 
like most coin-op manufadurers, Sega regularly tests its forthcoming titles at select arcades to 
gauge player responses. 

The most recent example of this took place in the basement of a famous game centre in 
Tokyo, where temperatures soared to a palm-moistening 34°( as sweaty gamers got their hands 
on Virtua Fighter 3 TB (team battle) and Splash Wave - an AM 1 waterski game using the 
popular Alpme Racer cabinet 

The former was the key title, allowing players to choose a team of three fighters before going 
into combat Plus, although the backgrounds and charaders are identical to those in the original 
game, there are also a few new attacks to give the game some added appeal. Unfortunately, 
however, a King of Fighters '97 machine that was placed right next to VB TB drew considerably 
more garners. Sack to the drawing board, then, Sega? 

It's only Words 
Sega does not spend all of its time hanging around in sweaty basements, though. The company 
has also recently released its first network game for Japanese Saturn modem users: an RPG 
named Words which can support up to 5,(X)() players at anyone time. As with 3OO's Meridian 
59, players can buy and sell items in the game as well as fight, explore and chat to other players. 
They can also get married online - which, sadly, may be as dose as many gameheads are £ 
ever going to get to the rea! thing ... 

This yea(s JAFCON attracted more than its fair 
share of hardcore attendees (above right). The 
Cosplay fans (right) were perhaps the biggest draw 
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AN AUDIENCE WITH .. EDGE· AUGUST 1997 

AN AUDIENCE WITH 

d • m e I e r 
To a certain type of gamer, Sid Meier - the man who reinvented the 'god 

game' with legendary PC title Civilization - is himself regarded virtually as 

a gad . Edge met the man to find out what's next in his grand scheme ... 

• 
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~ Id Me'., IS ttJe game clesogne(S the game oot or add extra stuff, gwes you games that Brian arid I have created In the to play, arid all of a sudden you have a 

game designer. AItIlOtJgh hIS greater creative cOlltrol, but surely It also past, then you won't be shocked by the whole new genre. Usually, these big new 

name may oot crop up as often means that )0.1 Clor"l'l have the same games that come out of FiraJOs. But having genres don't require any new technOlogy 

as, say, Peter MoIyneux. John Romero or access to martel researCh? SO how do said that, we've never done the same or some super high-speed processor; it's 

Richard Garriott, Meier is arguably the most you decide v.1lat sort of games to create? product twice, so these games will be new just that someone came up With an Idea of 

respecled PC game creator in the world SM: Well, there's some good news and and Innovative, just not shOckingly so. a game that they wanted to play. 

(he's also famous for havlng founded some bad news there. [Laughs.] When Edge: Will they be out by the erld of 19971 Edge: SO you're saVing that the best 

MicroProse with 'Wild' Bill Stealey 10 settle you're werting in a large company, a lot of SM: Maybe yes, maybe no. But we're games are the ones that designers make 

a bet In the early '80S). A champion of urnes What the martetlng folks Will ask happy With hOw they're coming along and for themselVes? 

gameplay over graphICS, Meler created you to make is last year's top-seller, but feel we're making progress. SM: This is the W<1f it's always been In the 

titles such as CWilizahOn, COloniZation arid just a little better. Or laSt year's game with Edge: And presumably you won't rush games IndUstry, and it's been even more 

Railroad yYcoon wtllch spawned a whole 30 Instead of 20, Of 40 Instead of 30. them OUt the door to make any oeadImes? true over the last f ve years. Five years ago 
new genre and paved the w<1f fOf the likes sometimes that Input IS helpfUl, but It SM: [Laughs.] No, that's another reason people were talking about the new 

of Command & Conquer and warcraft often tends to make you worry right at the why we've distaoced ourselves from Hollywood and hOW CD-ROMS were going 

Meier is now also leading a new trend beginning about trying to please mart::etlng and sales. we've tound that a to turn rT"IO'IIes Into games and games into 

- that of separating the process of game somebOdy else, whereas we're trying-to lot of products have really suffered from rTIOVtes, and how we were going 10 need 

design from the business pressures find a topic that we ourselVes get excited having been rushed out In time to mak.e a massive teams of artists and 

software publishing (see The Great about and find a game idea that we would deadline or In a specifiC quarter. we're not cinematographers to create videogames-

Escape, E48). HIS new company, Firaxis, like to play. ThIS way we'll make It a Interested In domg that and none of thiS has actually happened. 

With no marketing team, has two new personal game as opposed to pieaslng the Edge: ASIde from CosmetiCS, hOw 00 you This whole notIOn of games being dragged 

games scheduled for release 'when they're martetlng people Of the tocus groups. we tru «gal"'"leS have become more around by the techOOlogy hasn't 

ready'. Edge c.aug-n upwith him at Fir3XIs's know that people who hke the games we $Opt ;tlCated over the last five years? happened. Through it all, games are Stlll 

heaClquaners juSt north of BaltJmore to like will enjoy the game we've produced, SM: There have been a couple of being led by game ideas, designers and 

talk game design, gameplay versus graphiCS, and this has 10 be better than producmg a distractions, but gam,ng has mainly players. There's alWays been the tendency 

and how to attract 50-year-old women .. game that we don't care for too much but continued as it alWays has done. Every to think that technology drives change in 

have been told that some theoretical now and again, a person or group comes the game industry, but I don't think that 

Edge: Whal are your plans fOr your n€W person might like. Of course, there's up With a really neat Idea, believes in 11, this has ever been true. we did tun games 

CQmpany, FlraxtS? always the chaoce that we're really weird and worts on It out in the dart. It appears With EGA graphiCs and 640K of memory in 

Sid Meier. FiraJOs was formed about a and that no one elSe is going to like the in the martetplace and then everyone the early PC days. Every year it's Vlrtual-

year ago. The Idea behind the company games that we like, but we're willing to says, 'Oh yesl That's v.t\at we wanted all reality glasses, CD-ROM, 3D accelerator 

was to pull together a fairly smallbut take that chance alongl' Doom was one example, and there cards, or some other new technOlogy that 

experienced and, hOpefully, talented, Edge: HOw many games is Flraxis are a couple of other games that have people think IS gOing to take us to the next 

design group to fOCus on PC games. We're deVelOping ngtlt noN? establiShed a wflOIe new genre. I think level. but uitJmately It's always game 

all from the entertainment business and SM: we're working on two games that are CIVIlization was maybe that type of game. design that helps us evolve. 

up until now we've all worked In large both designer-based. I'm the lead designer Before il came along, I remember talk.lng Edge: SO do you think that the IndUStry 

companies. But the plan here Is to simply and programmer on ooe, and Brian to someone who said that 'strategy has finally learned that productJon values 

concentrate on deSign, programming and Reynolds, wIlo was the programmer and games were a dirty Y«lrd! YOU didn't want don't necessarily matter, and that It's 

the creatIVe process, and not worry aboul designer for CMliZariOn 2, COloniZation your game to be a strategy game because gameplay tnat counts? Do you think that, 

mark.etlng and sales - these aren't our and a couple of other strong titles, is people woukl think rt was this ternble, for the tJme being at least, the dream of 

speciality and they tend to, um, confuse leading the other project bonng game With thiS crude map and the bIg·budget 'Interactlve f1lOYle' IS over? 

things sometimes. 
, 

Edge: And What IOnds of games are they? some big biocky things that moved SM: People don't buy games based on , 
Edge: P,esumably, the fact that you woo't SM: We use the phrase 'innovative around, and that you'd need a PhD to play development budgets. They buy games 

have any bUsiness people stICking theIr continuity' to deSCribe our products. In It. That was five years ago. But then a based on how much fun they are to play. 

noses Into your games, asking you to rush other words, if you're familiar With the game comes along, Civilization, that is fun So now game companies realise that they ~ 

• 



AN AUDIENCE WITH .. -EDQ£0 AUGUST 1997 

.. can spend either $5 million, $1 million or and we need graphics to do thiS. But when proportion Of the populat.on - Certainly. SM: I certainly think. that online, 

even just $5OO,COO making a game, and a designer is asked how his game is really they're not appealing to too many 5O-year- netwOrked, multi player games will appeal 

looking at the sales figures over the last going to make a difference, II10pe he has old women. ObviouSly. It'S If) everyone's to a Wider audience tllan the sitting-in-

few years, they've got to realise that an answer tha! talks about gameplay, fun, interest to expand the appeal of games your-darkened-room-staring-at-the-screen 

there's no direct correlation between how and CreatMty - as opposed to an answer beyond yOU"lg males, but there are kind of games. But we sUI have a long 

much a game COSts to make and how well that Simply focuses on how good It looks opposing VIews as to the best way of way to go. I ttlink If we were having this 

it sells. Of course, there are some titles or how fast It runs doing thiS. There are those who believe interVJeW fIVe years from now, we'd look 

such as Myst and the Wing Commander Edge: And you think InnovatIVe gameplay that today's game stYles and themes can back and adma ttlat In 1997 we didn't 

series that cost a lot of money and will always more than compensate for a resonate With broader audiences but don't know what these online games were all , 
returned a lot of money, but there are lack of flashy graphics? currently 100i( good enough to be of about. The big change over ttle next years 

many more examples of games that didn't SM: Good games take place In the Interest to adu IS wIlo are used to will be the introduction of new genres 

come close to recouping their player's mind, not on the computer watching TV. Others argue that It doesn't dedicated to ttle online environment. 

development budgets. SO companies are screen. we can never put images on a TV matter how real St c games may look Edge: So whole new gaMe genres will 

backing off from this big-budget or computer scr€€n that are as realistic or because the come.,t of today's games IS emerge online? 

block.buster idea. as VIVid as the images that we can conjure Intrinsically Interesting to only a smal SM: I make the analogy that 15 years ago, 

Edge: So did players reject the 'Sillwood' in a player's mind once they start to get portion of the OOPu at on so we should when computer games were becoming a 

- Silicon valley rreets Hollywood - notion? drawn into a game. So even simple work: towards Improving ga'Tl€p1ay and real ity, the first thing we did was to take 

SM: Players didn't want movies. The idea graphiCS, when combined with good content issues Instead of merely eXisting games - which were 

five years ago was that if your game gameplay, are perfectly good enough. In cosmetics. Which ca."p do you belong to? predominantly board games and card 

wasn't a movie, it wouldn't compete. 11 this way, a programmer or a designer can SM: I would defimtely be In ttle latter games, such as Scrabble or Monopoly-

was thought that people would put up 'create' better graphics than any artist. category. Making our games look 'more and do computer versions of them. And 

with games but really wanted movies. But Edge: SO. looking at the last flve years, like TV' isn't necessarily gOing to make we called these 'computer games'. But , 
as it turns out today, people play the would you say that gaming's adoption of them more attractIVe to a 50-year-old since then, we've discovered that there 

games and tolerate the movie parts. CD·ROM IS a bleSSing or a curse? woman. Most games are written by males are whole new kinds of games, such as 

Edge: Would you agree that the game SM: CD-ROM has been a curse in that it's with a certain background and an interest Civilization or DOOm, that work better on a 

industry'S wooing of HOllywood over the klnda led people off in strange directions. in gaming; the games ttley produce are computer and can't be done with any 

last five years IS yet more prOof that tOO But it's been a bleSSing in that ifs a very going to appeal to other males With similar other medium. Right now, the same thing 

many game compames value graphiCS and economical distribution medium. Right backgrounds and an Interest in gaming. If I is happening With online - we're taking 

cosmetics over actual gameplay? before CD-ROM, we were getting to the were to try to write a game for a SO-year- traditional singleplayer computer games, 

SM: I definitely Ihlnk that's true. I have to stage where there were 10 or even 12 old woman, I'd Immediately find myself in adding some kind of multlplayer 

say that I'm a programmer and a deSigner, diskettes in a box and production COStS the difficult position of having to rely on component, putting them up on the 

not an artist. so I want that to be true! were really go,ng up. CD-ROM lets us marketing research and focus groups and networks, and saying, 'This is multlplayer 

[laughs.1 But yes, the industry definitely include better sounds and soundtracks in some vague hypothetical construct of gaming.' But I ttlink a couple of years from 

spends too much time trying to add Video our games - an area that had always been wnat I think this person might want to play now, we'll find that there's a whole 

or incredible graphics to its games. weak - and it has even led to a few to help me along. It wouldn't be a game I'd different kind of game - and whole 

Cosmetics aren't bad, but you have to appropriate uses of Video. But it hasn't play, and so I don't think it could be a different game genres - that work: in the 

remember that each game can only have been revolutionary at all. The people who tremendous success online, multlplayer environment 

a certain amount of resources and energy have tried 10 deal With It as a revolu tionary Edge: So what'S the solution? Edge: Why can onhne mUlti player games 

put into it. If you concentrate too much on mediu~ and have got caught up with the SM: It'S important to expand the pool of appeal to a wider audience than today's 

the cosmetiCS, then inevitably there has to whole HollyV;ood model of things have designers to Include a broader range of single player games? 

be less attention given to other aspects of really made trouble for themselves. the population If we hope to reach these SM: If you're looking at a game that has, 

the game. Certainly, we need graphics, we Edge: Right now, one of the biggest new groups. say, 1,COO players, then obviously not all 

need a good interface, we need visual debates going on in the game industry is Edge: Can the growing online, multi player of those players can be the omnipotent, 

. c'larity for our information to come across, how to make games appeal to a Wider genre broaden gaming's appeal? all -conquering hero in the traditional 
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computer·game sense. New rypes of 

games that reqUIre teamwort will emerge 

onhne, And right new there are maybe a 

WhOle lOt Of people OUt there who lOOk: at 

computer games but aren't Interested III 

belflg the all-conqtJerl1g.. omnipotent hero. 

yet they might enJOY taKIng on a dIfferent 

rOle or being pan Of a team - With real 

human InteractJOO. Maybe these people 

WlII make up a large proportIOn of the 

audience for multiplayer games 

Edge: SOme games ave a readY t OlCen 

through' nto the ma nstreal'1 If you arg 

that game play counts more than grapll cs, 
how do you explain the success of suct1 

cosmetiCa Iy nch titles such as Mysr a'1Cl 

7th Guest? 

SM : I believe that certalO games become 

popular ~mptv by word 01 mouth - their 

popularity develOps a IIle of its own. And 

sure, this is one way to break out IOta the 

larger market. But all the people whO tried 

to fOllow with MySr clOnes fOund that not 

only IS it very expensrve, but that MySt was 

a game that typically you only want to play 

once - you don't want to play it through 

twTCe and you don't want to play another 

vefSJOO Of It. 

Edge: Ql(ay, bvt has MySt been useful in 

IOtl Xluc"g games to people whO would 
';,se .• 1k'opaYI 'e? 

SM: But these people aren't really 

gamers. A lot of people see people playing 

games, want to know why they're playing. 

want to know why they're having fun, and 

what's so great about it. and SO they try 

for themselves, And with a game like.o\t1ySt 

they can understand It, play It. and say. 

·OKay. that was fun,' But they're not really 

game players, and a game like M)tSr isn't 

going to CorMnce them that playing 

games is s6A1ething they want to be doing 

With their free time, 

Edge: let's talk about the luture of 

games MOSt people real se me rouge 

potenT a o' an anlstlc med :TI n whICh 

ttle audience can partiCipate Do you 

agree tt ~t toClay's games really only 

;crate tf rfacE; .~ potenllal? 

SM: Games are gOlOg to take over the 

world. oh yes. It'S going to take a while, 

but there's something Inherently more 

engaging and more entertalOing about 

computer games than there is about any 

other form of entertainment. It'S really the 

only non-paSSive form of emertalOment, 

except f()( sports and certain '1Il000r 

actNltles' in v.11ich people can be 

entertalrled and partICipate at the same 

tune. But yes. we are Stl I at the very 

earlteSt stageS Of what we can do. and we 
have a lOng way to go 

Edge !X "ed are you aDout tI'le 

I -~'e 

SM: I'm very excited. we could almost get 

to the point v.11ere we cook! senously ~ 

that we have a medium that's twrce as 
entertalntng as TV. If you thinK about hOw 

much people watch TV People could 

spend twice as much lime playing games 

as they do watching TV. That's scaryl 

Edge: Would that make yel feel g Ity? 

SM: [Laughs.] I don't know I mean I 

wouldn't feel guilty about stOPPing people 

from watching TV, but I thinK that at some 

point we have to become responSible. I'm 

actually kind of concerned about thiS now 

WIth some of the games that are out there 

I don't believe In ceOSQ(Shlp. but' thlllk 

game deSigners need to be responSible 

and think about the effect that they are 

haVing on players - espeCIally younger 

Kids. NOW It'S time for us to think about 

who we are. v.lhat we stand for. and v.lhat 

messages we are gwing to our players. 

Because lel's not undereStimate our 

influence - we are really engaging them 

with our games. Basically. It'S just a 
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flX'CbOn of us havlOg been so smal for so 

lOng. Previously we haven't been called to 

thiS responSIbility. We've always believed 

that we've been this small ntche and that 

we're only addresslOg people whO felt the 

way we do. But as we think about 

becoming a larger form of entertainment 

and grabblllg larger and larger audiences. 

we need to think about our responsibl Itles 

some more. 

Edge: Has thiS become a concern of 

y(" s because suddenly games are 

r(,o ng mote peop e. er beCause you 

f~ U'E' conte:;!' of games actual y 

~ U<Se 

SM: thin!( It'S becorrung worse A certatn 

segment of the IndUStry has got Itself 

lOCked IIlto Simply trying to OUt-gross and 

out-gore the prOdUCtS that have gone 
before them. I mean. we've had spines 

ripped out, hOw can we top that1 The 

quesuon in a lOt of designers' minds 

seems to be whether or not their game 

can be more VIOlent. more rachea!, more 

outrageous ttlan prevIOUS games 
Edge: Isn·! tillS about glvl trn audience 

w tt'e~ a 
SM: Sure. a lOt of games are marteted 

purely on thiS fact. And hopefully thiS is a 

Short-Irved trend because people will 

realise that If the focus of the game IS just 

on the blood and the gore then there's 

probably not mUCh to the actual game 

Afro/Way, I think It'S a poor way !of a 

deslgnet 10 be successful. 

Edge: So. gIVen that the games industry 

seems to be l1ung up on cosmetics 

Instead of gameplay, desp te a I of Its 

successes. and remains Infatuated With 

Immature subject matter. will the 

Interactive entertainment Industry of the 

21st cent.lry evolve from the game 

IndUStry? Or will It be stolen from under 

our noses? 

SM: Right fICWJ, we kfICWJ hOw to do 

InteractMty. But we could easily drop the 

ball and let someone else pick It up. The 

game Industry is beSt pcsitloned to 

manage the new opponunlties because 

we know that the magic Ingredient IS 

interactlVltY. But we have to concentrate 

on this. I tell designers. 'DOn't try and 00 

better graphICS than the movies because 

you'll K>se. What we're good at is 

InteractlVlty - so make yout product Wln, 

lOse, stand. or lall based on Its Interacwe 

content' SO I think game designers are in 

the best positlOl1to step in and prOVide 

the InteractlVlty for these new forms 01 

entertainment, but , kfICWJ plenty of other 

people · .... ollJd like to get Involved, 

Edge: WI,at advice would you give to new 

ga v Je~l¥lers" 

SM: tt's strange how we can do very. very 

difficult things on a computer that don't 

Impress peop~, and then there are thlOgs 

that are very easy to do on a computer 

v.11iCh do Impress people There's not 

necessanly a correlatIOn between how 

much work you put into something and 

how much It Impresses people. I was 

always struck by the old Space Invaders 

coin-op that had thOse big weird blobs 

moving across the top of the screen 

Today. we could program that in a day, but 

back then people actually thought that 

they were reatly invaders from space and 

It was very eXCiting. Then, on the ofher 

hand. you could spend SIX months 

programmmg a realistK: computer model 

of a human body and people would look at 

it, be interested for about three seconds 

and go. 'Big deal.' SO my rule is to think 

about how much work you have to put 

into something and how much It WlII 

Impress not another programmer. but a 

gamer on the street. They're the 

ones you really have to Impress. £ 
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Queen: The Eye, from Destination 
Design, combines intricate and 
evocative renders""';!h reattime 

action, and will take advantage of 
the current range of 3D accelerators 

ALPHAS 

PRESCREEN ALPHAS 
I

t was in October last year that Edge first looked at 
the proposed collaboration between depleted rock 
band Queen and British sottco Destination Design. 

The game, Queen: The Eye, is now on the verge of release. 
The player takes on the role of Dubroc, a lone hero who has to 

journey through five worlds in a quest to defeat the 'Eye' of the 
title - a malignant force striving to strip the universe of 

creativity. The theme of each world is based on imagery and 
artwork familiar to fans of the band, and the soundtrack 
features an hour and a half of Queen's best-known tracks. It 

• 

would be easy for non-Queen fans to dismiss the game as a 
cynicol marketing ploy, not to mention pretentious twaddle, but 
they would be missing out on what is likely to be one of the 
best-looking titles of the year. 

Since October, The Eye has undergone a substantial 
graphical revamp which has increased the polygon count on its 

30 or so motion-captured characters. The texture detail has 
also been improved, and the rendered backdrops now took 
stunning. whether Destination will be able to successfully marry 

the twin pressures of paying homage to Queen and presenting .. 

Fortunately, no members of the band appear in the game. The hero, Dubroc, 
has to battle his way through five worlds and destroy the alien 'Eye' entity 

The unpronounceably named Ehrgeiz is a new 
beat 'em up coin-op from Square Sof(s Dream 
Factory (the team behind the Tobal series). These 
are CGI shots; the finished game""';ll use Nameo's 
System 12 board (which IXlWer5 Tekken 3) and 
debut at the Tokyo Jamma shcm in September 
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51m ory 3000 will be released under the joint EA/Maxis label following the recent share swap. These shots (above) are from a very earfy build 

<Ill a title ttlat any gamer can appreCiate, whether they mourn the 

loss of Freddie or not. remains to be seen. 

The success or failure 01 the PC 
version of Sega's classic coin-op, 

Viituo Fighter 2, ....,11 depend largely 
on whether it can maintain a 60 !ps 

update. Without D3D acceleratIOn, 
however, that seems unlikety 

Maxis, fOllowing its recent share-swap deal wittl EA, IS 

forging ahead with Sim City 3000. The game is likely to be one 

of ttle biggest hits of the year, and ttle company will no doubt 

be hoping that it becomes the flagship title In the ever-growing 

range of Sim games, most recentty realised in ttle proposed 

Streets of Slm City. The developer's ambitious proposals for the 

Little-known European codeshop MetropoliS IS currently potting the finishing touches to ns 3D action/adventure, 
Wtcher. The game will be 3Dtx compatible but looks stunning without Edge Will pre\IIeW Witcher in issue 50 

• 

game include the ability to select any citizen and experience life 

through their eyes, and the true-3D nature of Sim City 3fXX) 

should enable them to get one step closer to that goal. Edge 

will take a closer look at the game next month 

With the saturn flagging in ttle mar1::etplace, sega is turning 

once again towards the PC for potential profits. The company 

was at the forefront of the machine's adoption of dedicated 3D 

cards With its nVidia-compatible Vlrtua Fighter Remix, but that 

was QlJer two years ago. Since ttlen, the technology has moved on 

with the advent of 3Dfx and its ilk, but sega seems to have lost 

the will to keep up. The fonhcoming virtua Fighter 2 for the PC 

will not suppon 030 cards, which will almost cenainty confine it 

to the mire of sub-30fps beat 'em ups already on the system. 

The lat~ shots of lmagll"leel"s N64 RPG, Erurel, look extremely prormsmg. It 
may have a hard time flIIalling Nlntendo's O'Ml, eagerty Mailed, ZeIda, however 

Elite Software is about to leap back into the fray with Super Touring for the PC 
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Although similar In concept to Tomb Raider, sony's 
PlayStatlOl1 title Escaper places more emphasis on action that 

COfe's hit 3D game by &Mng the player more oprx>rtunlty to 
engage In combat The start of the action depends on which 
brave adventurer is selected from two available characters -

Escaper or Danger. Several camera angles are on offer in order 
to present the best view of Escaper's smooth animation and 3D 
environments. There will also be an element of exploration ­

the Characters, which are customisable, will wander through 
ancient temples searching for relevant objects to use. The 
game, although classical in style, looks promising. 

Tenchu is a new sony-englneered adventure for the 
PlayStation that will see players uSing Ninja techniques in order 

to eliminate enemies. SOme of the fighting sequences are 
reminiscent of squaresoft's Bushido Blade, and battles can 

occur anY'Nhere - in basements, immaculately kept gardens, 
even on rooftops. Completion of the game's eight stages will 

Tendlu is a very traditionally 
themed Japanese PS game, 

with gameplay elements 
Similar to those of BushKJo 
BJode. The title's adventure 

leamngs 'NiU dlstmgulSh it 
greatly, however 

PlclyStalion t~1e Escaper, published by Sooy Music Entertcl.nmeo~ IS evtdence 
of Tomb Raider's influence on VIdeogclmlllg. with simililr enwonments 

Altar 

reqUire a fair amount of stealth, but the player will have the 

ability to move freely Wlthm the 3D environment and to hide In 

shadows before attacking, as in Konami's forthcoming Metal 

Gear Solid. Judging by the shots Edge has seen, the game will 
feature much Japanese katana sword/body interfacing, resulting 
in a relatively blood-intensive experience. Hopefully it won't be 

as woefully short-lived as Square's disappointing beat 'em up. 
Sony's Speed Power Gunbike is a fast-moving robot beat 

'em up with excellent graphics and impressive speCial effects, 
continUing Japan's love affair with armoured-suit games. As 

well as strutting about In their metallic exoskeletons, the 



Bethesda Softworks is currently 
working on its follow up to the 
successful PC RPG, Daggerfoll. 
The game, called Batspire, will 
attempt a tighter grouping of plot 
and structure than its open­
ended predecessor 
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Sega's All Japan Pro Wresding for the Saturn (October) features VF3 characters Ragnacoeur looks like being an excellent PlayStation RPG. But will it hit the UK7 

.... game's characters will be able to metamorphose into two other summer in Japan, and will travel to these shores sometime in 

shapes, including a futuristic-looking motorbike which speeds the new year. The game will ditch the machine's conventional 

along post-apocalyptic highways. When the finished version hits controller in favour of the PlayStation mouse, and should prove 

the streets, players will apparently be able to move freely within 

the action-packed stages. Expect a range of tie-in toys before 

too long if this one takes off. 

proving that realtime wargaming is not the sole preserve of 

the PC, square is currently working on a true realtime 3D 

update of its Japanese SNES hit, Front Mission. Front Mission 

Alternative will appear on the PlayStation by the end of the 

even more popular than its 16bit ancestor, whose turn-based 

combat system seemed inaccessible to many garners, 
particularly in the west. 

Ragnacoeur, an RPG from sony Music Entertainment. is 

one of five recently announced titles from the Japanese 

company. As well as the usual 'quest' mode, the game boasts 

an innovative feature in the form of MBS, which stands for 

Memory Card Battle System. After completing the game, the 

player will be able to save his character onto the PlayStation's 

memory card and take it round to a friend's house, where they 

can engage in a special 'battle' mode. it's not yet 

known whether the game will be released in the UK. £ 
Front MISSIOII Aitemarive, from $quare, is a realtime 3D strategt game to be 
released at the same time as Front MIssion 2 - the less accessible of the two 

Bethesda Softwori.s has been suspiciously quiet about its much-vaunted racer, 
X-Car, which is f)()W nearing completion. A D3D-specific version will be offered 

Speed fb\.ver Gunbike, from Sony Music Entertainment. combines the twin OlaW obsessions of robot and driving 
games by offering robots which are transformed into motorbikes at the flick of a SlNitch. It's certainly different.. 



__ ~ __ ~=£D~G£~·~S~E~P~T~E~M~B~E=R~1~'~'~7 __ -L ____________________________________________________ ~A~l~P~H~A~S __ ~1IIIIIIIIIIIIII 

Duke Nukem 3D is finally on its way to the Nintendo 64 (below). Unlike Doom, however, 
the game is being converted by the original codeshop, 3D Realms, and its polygon-based 
enemies will also distinguish it from the dassic: shoot 'em up's rendered sprites. 3D Realms 
has promised a fourplayer splitsaeen mode to give the N64 version it deathmatdl option 

Ni the internal bdttles 
continue to rage within 

Virgin's US 
development arm, 

progress on its N64 
title, Freak Boy (right) 
goes on. In the game, 

the player ilssumes the 
role of a robot 000 has 
the ability to 'become' 

different weapons 

Treasure, whose recent 
N54 platformer Go Go 
Troublemakers was a 
hit in Japan, is set to 

release another, slightly 
more conventional, 

pIatforrner OIl the Saturn. 
Entitled Silhouette 

Mirage. it will become 
available in Japan 

by Christmas 

After two years of absolute secrecy, Brooerbund has released new shots of its My.;t follow-up, Riven 
(left. below} from master puzzler Cyan. It's likely to fedture the most detailed rendering ever seen in 
an adventure game, .....nich is why, perhaps, those...no expected the sequel to be in realtime will be 

disappointed. Fans of the original almost certainly won't, though. It's due for release in September 

• oasIs 
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POWERSllDE 
As THI POWIR Of 3Dfl'S V.IIO. CHIPSIT IS IICO.II. RIIIISII, IT'S 1111. PIT TO III I1 I fllllY 01111 .. CIIRI: 

CIR RlCIMC. AUST'IIIII-IUII CODISI.P I.I •• IIT IS W •• III •• M WHIT C •• l. II TII •• ST ITTRICTlVI III.PII YIT 

eo.,.,tsons wtth Sea_'s MocieI2 ':d:!:t: ."", .• re not Idly ...... The texture quMlty 
1 ..... Iy .. pod. ... h .... ID.. """""ncI", of the.Dfx ....... _ ...... . 
wt.11e tIoe ...p .. 1s pusIoI", _ .. ..ch _et>y. A all .............. Is d ...... year 

III t the recent E3 show in Atlanta, 
I Emergent Software's Powerslide 

received a huge amount of attention. 
3Dfx Interactive gave the game pride of place 
in its lounge, and since then, according to 
Greg siegele, Emergent's business manager, 
the phone has been 'ringing off the hook' 
with potential publishers eager to cut a deal. 
It's not hard to see why, as Powerslide boasts 
a number of impressive features. 

For starters, it's the only racing game to 
be developed for the PC that will run at a 
consistent 6Ofps. When Edge played the 
early demo at the shOYJ, the sensation was 
that of a game only a short step away from 
Model 2 standard, thanks to a low-level 3D 
engine and the assistance of the Voodoo 
Graphics chipset. The game has been 
developed from the ground-up as a 3D card­
only title, with the bulk of the code written to 
the 3Dfx direct API, Glide, and is handling 
somewhere in the region of 250,!XX) polygons 
per second. (Sega's Model 2 board, by way of 
comparison, can handle around 3OO,!XX).) 
Greg siegele believes that, with Powerslide, 
his team is pushing 3Dfx's card to its limits. 

• 

'At 6Ofps, the card doesn't have a lot of 
pixel-processing power to spare,' he 
elaborates. 'The real problem with the 
current chips is that you have to send all the 
position, colour and texture information for 
three processed vertices to the card for each 
triangle that's rendered . This occurs even 
when vertices are shared, as is usually the 
case. Therefore, if you have to render a lot of 
small triangles to the screen, the PCI 
bandwidth becomes a limiting factor, which is 
why I think we're really approaching the limits 

The cars' texture deblllls .Iready 
Impressive, but Is set to Improve further 

----- ~ 
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defined by the current crop of 3D cards.' 
As with almost all racing-game developers 

at the moment. Emergent is concentrating 
most heavily on realising a true physics 
model: the car dynamics in Powerslide are 
such that drivers can readily perform 
wheelies, handbrake turns and even drive up 
on two wheels to negotiate the narrow gaps 
and ledges of the off·road courses. 

So accurate is the physics that car 
upgrades (purchased throughout the game 
with prize money) will genuinely alter the 
driving experience, from the grip of the tyres 

The varted off-road 
tracks put Emerpnt's 
true-physics model 
throuch Its paces 

Powersllde runs at an Impressive 
60fps wtth • lDfx urd In place. These 
un an urty models .nd will soon be 
replaced by .... '-I ..... 11y .... 1cIes 

to the stiffness of the suspension - all of 
which then interacts, on a wheel-by-wheel 
basis, with the track surface. As with 
Imaglneer's Multi-Racing championship (see 
P76), Powerslide offers many different 
surfaces to race on, and the player may 
encounter any number of them during a race. 

The result is that cars slip and sKid on 
gravel, wet mud and ice, and throw up great 
clouds of dust on the desert tracKs, obscuring 
the VIew of drivers behind. 

'The poSSibilities are only limited by the 
imagination of the tracK designers,' claims 

SAS 11IE PHYSICS THAT C R UPGRADES 
WIll GENUlNRY Al1Bl11lE DRIVING EXPERIENCE. FROM 

OF S TO 11IE S ESS OF SUSPENSION 

siegele. ' There'lI be the more conventional 
tracKs, allowlOg players to really get into the 
race craft inherent in the game, and then 
there'lI be the extreme tracKS that could open 
out into giant ice laKes with small dirt-covered 
islands offering traction. Other tracKS might 
require a Jump into a muddy pit, requiring a 
half·splO in mid-air, or an icy aqueduct giving 
the players a luge-liKe experience.' 

The game is still very early in its 
development cycle, and won't see a PC 
release until the end of the first quarter '98, 
With PlayStation, Nintendo 64 and coin-op 
versions to follow later in the year. 

Emergent's team is currently engaged in 
building ever-mare-complex and realistic car 
mcx:1els - the examples in these screens hots 
are only temporary, with the exception of the 
volKswagen Beetle. 

Now that the 3D engine is fully opumised 
(and the programmers have become better 
acquainted with the Voodoo card), potential 
Powerslide players should expect more 
complex models, with greater texture £ 
detail, in the final version. 

Powenllde sees the PC 
on the "era:e of 
surpassin. the nbit 
consoles' racln •• ames 
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JUDGE EDD 
WITH I LICENCE HO lONGER CIRRYING THE COMMERCII I WEIGHT IT HID TWO YEIRS lBO, WHEN IT WIS THE 

10UNDITlON 10R I BII-BUDGET MIVIE, GREMLIN'S GAME INTERPRETATION IS BINKING ON BIG BINGS 10R SUCCESS 

At various points throughout the came, players will hue to face more than just reprocr .... med sodopathic .. ndroids. Heavier artillery appears towards 
the end of the levels. and usualty featuru some fonn of futuristic vehicle Intent on ",ak1nc 11 subst.nti.1 impression on Dredcf"s enern bar (above left) 

Gun turTets in the 
scenery will also have 
to be dealt with (above) 

T
he on-rails shoot 'em up hasn't 
proved the most profitable genre in 
home environment in the past, its 

style better suited to the sort of short-term 
thril l usually provided by arcade machines. 
Gremlin is undeterred by this fact, however, 
and is intent on altering this popular 
conception by releasing a title it believes will 
achieve mainstream success as well as rule 
the PlayStation's lightgun gaming world. 

Gremlin's confident mood is, in part, borne 
out of the potential of the licence involved -
2O:XJAO's law enfOfcing agent from the 22nd 
century, Judge Dredd. 

The choice of game genre is a brave one 
on two counts. First, given the licence involved 
here, most developers would probably have 
opted for some form of 3D adventure. second, 
and perhaps most importantly, while in terms 
of competition, Konami's crypt Killer and 
Atari'sArea 51 may be unlikely to worry 
Gremlin, the recently released, action-packed 
Time Crisis from Namco (see E48) just might 

AS the unforgiving law enforcer himself, 
players wander through Mega-City one, 
Dredd's dark and decrepit hometown, charged 
with doing more than simply ridding its 
futuristic streets of any crime-loving citizens. 
Dredd's former partner, Tek-Judge Royston 
Bean, has lost his sanity, seized the Halls of 
Justice, and taken the City's mayor hostage. 
Furthermore, he controls a legion of androids 
to assist him in his deranged vision. 

Dredd must therefore infiltrate 17 levels in 
order to track down and put an end to Tek­
Judge Bean's maniacal antics. The journey is 
obviously packed with danger, with a constant 
suppty of cyborgs appearing from behind most 

• 

of the objects that make up the scenery, their 
guns aimed squarely at the player. Civilians, 
too, no doubt curious to find out what all the 
commotion is about, mingle dangerously with 
the inorganic lifeforms, and are best left 
unharmed if progress is to be made. 

Androids are not the only danger lurking in 
the shadows, though, with computerised 
artillery such as century guns and armed 
vehicles also requiring immediate attention. 

Dredd's task is eased somewhat. however, 
with the inclusion of weapon and health 
bonuses which will have to be found among 
the interactive scenery 

VoIhereas bonuses are discovered 'hiding' 

Unsurprlslndv. the Clime's levels are 
linked toCether using cut sequences (left) 
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The athIck by the came's deranpd androids Is never short of relentless, 
every new area presentlnc them with plenty of objects to use as covet' 

.1-. -
- .... '., . ... ". .. ~. 

Despite beinC set in the 
bleak 22nd century. the 
came is very colourful 

in television screens and other such objects 
'Nhich have to be destroyed in order to reveal 
them, occasionally the player is offered the 
chance to piCK an alternative route through the 
level by shooting particular items such as door 
locks (indicated briefly by green arrows) before 
the camera moves SWiftly on to the level's next 
section. The player's deciSiOnS and performance 
will therefore alter the outcome of the game. 

Gremlin's decision to use prerendered 
backgrounds combined WIth Impressive use of 
the PlayStation's lighting effects does much for 
the game's appearance, making this a very 
atmospheric-looking title. The ability to shoot 
most items as Dredd moves through futuristic 
tunnels, avenues and plazas saturated by 
closed-circuit television monitors, monorail 
trains and other 22nd-century vehicles, also 
helps players immerse themselves witnin 
Mega-City One's danger-filled streets and 
post-apocalyptic architecture. Furthering the 
realism is the inclusion of motiOn-captured 
adversaries who react differently depending 
on where they're shot. 

ThrouChout the came. players have some control over the route they take, 
althouch some of the areas are more menacinc than others 'above right) 

The timing for a title featUring a:n:lAO's 
embodiment of zero tolerance might seem a 
tad out of skew, but Gremlin IS QUICK to POint 
out that a deal for the licence took a while to 
pin down because it didn't wish to have its 
game associated with Hollywood's 1995 
interpretation featuring sylvester Stallone as 
'the future of law enforcement'. 

GREMUN'S DECISION TO USE PRERENDERm BACKDROPS 
COMBINm WITH IMPRESSIVE USE OF UGIITING 

EfFECTS ODES MUCH FOR THE GAME'S VISUAlS 
Furthermore, the team argues that Judge 

Dredd is a character who is never out of 
fashion, strong enough to sell on hiS own 
Without the need to tie the release to fide on 
the wave of hype accompallylng another 
Dredd-related entertainment event. 

A potentJal hit. then on~ one doutlt ,,,,,,,,ns: 
whether or not the popularity of the hghtgun 
genre will be maintained until Christmas, £ 
when the game IS due for release 

The prerendered 
b.lckcrounds contain a 
great amount of detail 
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BUGGY 
THE OIlROIO STYlE OF IICINS salE IEIIIMS I POPULI. ONE. Ill •• "N onlUN IS IETUIINEO Ta I"IIICH IT FIOI 

I .ATHER UNUSUIL - INO IElIEIHIN. - I.SLE, amll •• PLanl1 THE CII.CE TI PILOT IElan-Clnl'ma VEHICLES 

Buggy will feature 
plenty of power-ups 
(top) • • nd fr.ntIc 
twopLlyer action 

Extra tracks .nd can can be accessed by 
",nslstently finish ... roe .. I. IIrst pIoaI 

III 5 developers continue to appease 
1 the desires of console garners by 

delivering more driving games, they 
are being forced to explore ways of 
individualising their product from that of their 
rivals. After trying out 4X4S, Gremlin's latest 
approach is to offer remote-controlled cars. 
~ Six buggies, displaying the usual differing 

characteristics in terms of foad grip, 
acceleration and top speed, are available, 
with each being better suited to one 
particular type of terrain found on the game's 
16 tracks. Their style is are varied, with 
players testing their driving skills along 
undulating sandy beaches, treacherous urban 
CltySCapeS, and the vegetative overgrowth of 
jungles. As the difficulty level rises, the 
courses become increasingly littered with 
obstacles, but po'Ner-ups may be picked up 
along the way in order to make life easier. 

consistently finishing in first place win not 
only do much for players' chances of WInning 
the championship, but It will further reward 
them by offering new, superior -specced 
buggies to compete against and eventually 
control, as well as secret tracks that become 
accessible as players improve. 

A lot of attention has been paId to the 
physics of the vehicles, ensuring cars 
respond and handle realistically (and 
differently depending on their 
characteristics), albeit in a twitchy, remote 
controlled sort of way. 

As well as championship, single race, and 
time trial modes, Gremlin has included a 
twoplayer splitscreen option that promises to 
retain the oneplayer version's speed, 
guaranteeing frantic competitive action. 

Hopefully, with a healthy assonment of 
tracks, diverse vehicles and a Simple, intuitive 
control system, Buggy will indeed deliver 
something refreshingly new in terms of 
gameplay when it's released towards £ 
the end of this year. 

• 

Tb. ftnlshed , •• e wlU .lIow players to nee their remote controlled 
un throuch • v.rtety of courses. The vehldes themHlves will handle 
dtffetently from ea other •• nd NIId to the IUrf .. of the drcutts 
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RESPECT INC 
THE STAPLE SETTINS fOR VIDEO SAME SCENARIOS IS THE fUTURE, WHERE SPACECRAIT BATTLE AlIEN LESIONS WITH lASER 

liRE. PURE INn.TAINMENT IS ONE SOITWIRE COMPANY UNAfRAID TO CONSIDER HISTORIC OEllIIS as ITS INSPIRAnON ... 

Respect Ine will feature 
• variety of weapons, 
.11 .pproprlate to the 
,ame s 19105 settinC 

Despite the sllPt stralecy leaninp. Respect 
lne ls very muCh an action Came, a f.ctor 
helptened by Its cartoon·styIe C'.phlcs 

m espec. t me will see players plunging 
mto 19205 Amencan mob culture as 
a SICilian who has madvertently 

arrived at the docks of Elmer City. the 
videogame equivalent of the AI Capone-ruled 
Chicago of the same period 

The aim of the game is to build a crime 
empire from the ground up. With the ultimate 
goal of ruling the whole city. TO achieve this, 
players will have to gain respect, something 
measured by the character'S suit - the 
sharper the togs, the more powerful (and 
therefore more respected) the gangster. 
However. earning respect is synonymous to 
making money, and like all gOOd gangsters of 
the 19205, this is achieved by Intimidation. 
Buildings that have been 'intimidated' will 
produce a steady flow of income, which is 
collected by the player's accountants, who 
might also reqUire a little persuading. The 
more buildings controlled (these change 
colour to indicate their loyalty), the richer the 
player. Other methOds of acquiring money 
are possible, of course, and players will 
occaSionally be required to rob a bank or a 
similar sort of high-street business in order to 
speed up the proceedings. 

But simply going around extracting money 
from traders does not make a game by itself. 
SOOn enough, players will face Bugsy, the 
right-hand man of crime lord Spatz, who 
practically owns Elmer City, and is 
understandably displeased to find a new 
contender muscling in on his territory. To stay 
alive players will have to deal with the 
interminable number of Bugsy's dangerous 
henChmen, as well as reclaiming any buildings 
that have been 're-intimidated' by them 

The game's cartoon look is an adequate 
match far its humorous violence which will be 
comic book in style, making use of Pure 
Entertainment's Animorphix system, 
speCifically developed with 30 cartoon 
animation in mind. This allows programmers 

• 

to alter the shape, colour and texture map of 
polygons in realtime, so that arms stretch 
when a character reaches for an object and 
heads and necks deform when punched. 

levels will take the form of a number of 
City blocks, With players required to 
intimidate every building in each area before 
mOVing on to the next stage. Furthermore, 
several functional buildings such as pizza 
parlOurs, garages, and tailors will assist 
players in recruiting safecrackers, hiring 
hitmen, or purchasing a new suit. 

AA authentic jazz soundtrack and typical 
weapoos of the periOd (including shotguns, 
Tommy guns, and dynamite) are promised, 
and the AI is emotIOnally driven, so that 
certain cowardly characters will run off and 
return only 'Nhen they've found reinforcements, 
while others will stand their ground irrespective 
of their perceived survival Odds 

The game is currently being developed for 
the PC and PlayStation, WIth the PC version 
offering a twoplayer Option and 30 
accelerator support. With or without 
computer -speCific enhancements, though, 
Respect Inc looks like it bears enough original 
traits to distinguish it from an £ 
increasingly me-too marketplace. 

. 

Acc:ordl"l to his power. 
the ch.r.der's suit 
ch.ne" throuehout 
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COLONY WARS 
PSYGNOSIS ' llTlST IS AIMED AT GAMERS STlU HARBOURING fANTASIES ABOUT RESCUING PRINCESSES AND DEfEATING EVIL 

EMPIRES. ANY SPACE-BASED DAYDREAMS MAY BE REALISED THANKS TO SOME INTUITIVE GAMEPllY ANO EICEllENT GRAPHICS ••• 

Colony Wars revolves around slick space combat and. despite the alTay of 
In-cockpit Information (above). promises to be an Intuitive arcade blaster 

Grand lighting effeds 
fill the space setting 

'

here has always been a significant 
crossover between videogames and 
science-fiction in all its forms, and the 

epic space-battle genre has preyed 
mercilessly on the fact that gamers also 
make up a substantial proportion of the sci-fi 
market. Both Wing Commander and The 
Darkening, for example, feature a space­
combat scenario interspersed with FMV 
sections and featuring orchestral music to 
create a cinematic feel, and both scored 
highly with the punters - it's almost a sure­
fire recipe for success. 

Psygnosis is no doubt keen to cash in on 
this phenomenon with its latest project. 
Colony wars - a fully fledged space-combat 
saga which combines some beautiful 
hi-resolution graphics with an immersive 
storyline and plenty of cosmic dogfights. 

The player is a member of the League of 
Freeworlds, which is currently battling for its 
freedom from imperial forces on Earth. His 
task is to fight through a series of non-linear 
missions in six different craft (scouts, fighters, 
bombers, interceptors, etc), interacting with 
more than 50 different types of friendly and 
enemy ships, all of which boast a high level of 
intelligence. In effect, the game allows players 
to relive those 'Star Wars' fantasies which 
form part of so many film goers' psyches. 

As well as the huge diversity of craft and 
the wide range of missions on offer, Colony 
Wars boasts some outstanding visuals. 
Realistic lighting, beautifully designed craft 
and background scenery plus variable 

• 

camera views give the game a classy sheen, 
and the promise of high frame rates and 
smooth animation should make it an even 
more attractive proposition. 

Given all the factors in its favour, Colony 
wars may well usurp Origin'S FMV-Iaden 
schlock sci-fi effort, Wing Commander, as the 
quintessential space shoot 'em up. Having 
only one other title, I-War (see E48), as £ 
serious competItIon bodes well. 

The game features over 50 different 
varieties of well-deslgned spaceuaft 
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THE FlnH ELEMENT 
Luc BISSDN' S aCCLAIM ID CINIMATlC SCIINCNICTlDN IPIC IS BIINB THaNSIITID INTO VIDIOBIMI fOHM, 

i) 

THINIS TO fHINCH fiRM BIUMDNT. BUT Will IT omH MOHI THIN JUST a COlllCTION Of SPICIAI IIIICrs!! 

f
rench publisher Gaumont obviously 
realised a while ago that certain films 
make perfect vtdeogame matenal­

the company set up a multimedia branch in 
1995 to deal exclusively with movie 
adaptations. When news of 'The Fifth 
Element' broke, it quickly set about getting 
developer Kalisto to convert Luc 8esson's 
sci-fi project into polygon form. Collaboration 
between the two industries did not prove to 
be a problem - Besson himself read the 
game's scenario to ensure that it remained 
true to his own vision, and in return, Kalisto 
was given access to the script, early sketches 
and preview screenings. The developer was 
also invited to visit Digital Domain, the firm 
responsible for the movie's special effects. 

As a result, this action-adventure game 
follows its Holly.Nood counterpart closely and 
even includes elements deleted from the fina l 
version, making it something of a director's 
cut. The game's main characters are all taken 
from the movie, although Kalisto has added a 
few more in the interest of gameplay. 

The player'S taSk, as Korben Da llas or 
Leeloo, is to collect four element stones, with 
each of the 15 levels requiring the completion 
of several sub-missions. The game will also 
include a puzzle/exploration aspect -

The FIhh Element will see: players 
exploring their surroundl~ as either 
Korben Dallas or LeeIoo ( dured). An 
inventory will not be av. ble. 8S the 
emphasis will remain firmly on adion 

although players will not have to worry about 
dealing with an inventory, as switches will 
have to be found in order to open doors and 
gain access to secret passageways. 

The PC version of the game, which is 
based on the Nightmare Creatures engine, 
will support various 3D boards. However, due 
to an existing working relationship, Kalisto will 
focus primarily on PowerVR. 

Little else is currently known about the 
project, but the developer promises that it 
will not only recreate the rich environment of 
its cinematic counterpart but also offer 
gameplay to match. Edge hopes that the 'all 
style and no substance' accusations directed 
towards the movie will not apply to its £ 
videogame counterpart. 

These PC shots are from 8 

particularly impressive 
running version shown 
during Atlanta's El event 
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(From left) SCE's 
impressive glass­
laden HQ. located in 
Tokyo; chairman and 
(EO Teruhisa 
Tokunaka; Po Roppo 
the Roppo creator 
M.saya Matsuura 
showing off one of 
the game's 
humorous cartoon­
style characters. the 
martial arts tutor 
Master Onion Head, 
who kicks off the 
game's proceedings 
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s ony Computer Entertainment 

was formed just four yea rs 

ago, yet it is now one of the 

most powerful forces in the video game 

industry. The company's creation, the 

PlayStation. is still selling at an 

astronomical rate, despite the arrival of 

superior technology in the shape of the 

Nintendo 64, and the long-running 

rivalry with Sega's accomplished 

'home-arcade' machine, the Saturn. 

Conservative estimates now put the 

worldwide installed userbase at 16 

million units - a major achievement 

given the firm's standing start. 

If any single person can be credited 

with this success, it's Ken Kutarali In 

the early 1990s, he was in R&O at 

Sony, researching the company's first 

proposed hardware venture into the 

world of interactive entertainment - a 

CD-ROM unit for the SNES called the 

'PlayStation'. When this deal fell 

through due to Nintendo's long­

standing mistrust of the format, Sony 

decided not to ditch the PlayStation 

technology completely but to use it as 

the basis for a Slandalone console -

codenamed PS-X. 

Once again, Kutaragi was put in 

charge. His aim was to design a chipset 

• 

J ( 

Fivfl Yflnl'S 8[\0, tilt) P1nySt<ltion was ::11l 
sl)oi'tf)[l S"lE~ i.H1r1-on; now it's tllfl 
l) i0.gflst tjling in tl l fl gmlWs in .r]ustlY :;:ilgf) 
gf)lS tllf) mSlrlf) story Oil Its l)Jrtll li'om 
two !( [;'1 ~mn10yefls of S01l'Y Gomnlltf)l' 
Elltflrt<llllllltlllt, <lIlt1 finr1s 01]t Wll8t tll0 
company lH1S ill storfl for tile fllt1lr0 

that could produce the kind of fast 

realtime 3D graphics only previously 

seen in the arcades. This ti me his 

mission was successful. lead ing oil 

supremely confident Akira Sato (then 

chairman of SCE) to announce, 'If it's 

not realtlme, its not a videogame.' 

Since then, of course, the machine has 

revened to liS onglnal title and, under 

Kutaragl's guidance. effectively buned 

the SNES, along With the Mega Drive, 

300, Jaguar, PC Engme and, some 

would say, the Saturn. 

But the PlayStation did not survive 

on R&D talent alone. Teruhisa 

Tokunaka joined Sony at about the 

same time as Kutaragi and became 

executive vice president of SCE when 

the company was established in 

November 1993. He brought with him a 

lifetime of business acumen gained 

through various posit ions in Sony's legal 

affairs. communications and corporate 

strategy divisions. In April 1995 he was 

made president and CEO - a rote which 

reflects his influence on the 

PlayStatlon's huge financial success. 

However, even he was not prepared for 

the massive impact the PlayStation 

made. As he told Edle, 'When SCE 

started, I prepared three business 

prOjections - one high, one medium 

and one low - based on how well I 

thoughl the machine would sell. The 

business SCE is doing is substantially 

higher that the highest of tho'se 

forecasts I initially made!' 

When asked about the reasons Jor 

the machine's success - especially now 

the N64 has been released - the two 
men respond very differently. Tokunaka 

offers a reasonably detailed analysis: 

'The first thing I did when I Joined SCE 

was talk with the software companies. 

Mr Kutaragi and I visited lots of them to 

try and ascertain what their hopes were 

and how they felt about the PlayS tat ion 

and the industry in general. And only 

then did we prepare our business 

strategy. Sony's relationship with 

thirdparty developers has been a key 

element in the PlayS tat ion's success. 

They have to believe in our 

commitment, in our business plans. 

They must believe in the PlayStation.' 

Sony's technical wizard, however, 

remains reticent and self-effaCing about 

why the machine is so successful. 

'Please ask the customer: he shrugs. 

'Or alternatively, ask my sons. I do not 

insist they use the PlayS tat ion - we 

have a SNES, a Mega Drive and two pes 
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at home - but they prefer it. I 

sometimes ask them how they feel 

about the Nintendo 64, and my elder 

son, who is 16, told me the software 

reminds him of 16bit software.' 

Kutaragi is equally difficult to pin 

down when asked about his favourite 

game developers, or quizzed about his 

predictions for the future. Questions 

about PlayStation 2, for example, are 

evaded politely, in a manner typical of 

Japanese videogame insiders wh? are 

wary of giving too much away. He will 

not, for example, confirm whether the 

machine is set to jettison CD in favour 

of a DVD drive. 'Maybe it will,' he 

dissembles, 'but 1 said maybe. How do 

you really differentiate between the 

two? For consumers they represent the 

same thing. Whq cares? If DVD 

becomes a standard for the PC and lots 

there is much more work to be done 

there. 'We cannot always talk of the 

next technology,' he insists. 'As an 

engineer, it is tempting to abandon the 

old machine and release updates with 

enhanced dock rates or processors, but 

we should not. We have to make su re 

the curre~t system remains a big 

infrastructure for customers, developers 

and publishers.' 

But that doesn't mean he refuses 

to discuss the future. One of the things 

he is most excited about is the way 

the Internet enables garners from 

different countries to talk to each 

other about their favourite titles - a 

situation which may affect the types of 

games that prove popula r in different 

parts of the world. As he puts it, 

'Because Japan has such a different 

culture, many western games are not 

THE PLAY PEOPlE 

States.' There is a hint here that SCEA 

is thought of in Japan as an unruly child 

which had to be brought into line -

which is accentuated by the fact that 

Kutaragi, an old-school member of SCE, 

has recently been appointed chairman 

of SCEA. Obviously, the chi ld needed 

closer supervision .. 

This move away from R&D has not 

prevented Kutaragi from fantasising 

about the future of gaming itself., 

Although he is certain that SCE will still 

be making games in ten years' time 

('We will still be big business. Maybe 

we'll even get involved in movies, 

entertainment, media .. .'), his vision of 

the industry is alien to contemporary 

gamers. 'In terms of computer gr~phics, 

systems become ten times more 

powerful every three years. If such 

trends continue, some day images will 

of companies agree to support' it, then I 

see no reason not to use it. In fact, it 

would allow us to offer owners the 

chance to down load games from the 

Kutaragi's aim was to design a chifset 
that could produce the kin(l of fas 
realtime 3D graphics only seen in arcades 

Web - which is a nice concept.' released here. However, the Internet is 

Similarly ambiguous replies greet now allowing consumers to exchange 

many of the queries regularly aimed at their cultures - something which will 

PlayStation head honchos. Probed . happen a lot more in the future. We 

about a possible stand alone jolting pack have established an international 

for the PlayS tat ion, he answers, 'These software department in Japan to 

motion-feedback devices are difficult to encourage this process.' 

use,' and on'the subject of whether the The cultural differences between 

PlayS tat ion 2 will be compatible with gamers also interest Tokunaka. When 

the original machine, he wavers before asked how independent Sony Computer 

offering, 'It is too premature for these Entertainment America is from its 

questions. Historically, though, no Japanese counterpart, his reply is faintly 

system has ~ver offered pure backward derisive: 'SCEA did start to become 

compatibility, except the PC.' independent from Japan - it is 

Edle senses, however, that understandable for American people to 

Kutaragi's reticence is not entirely due be very independent - but recently we 

to the standard Japanese approach to have become much closer. Now, we 

difficult questions. He still has faith in decide our business strategies and 

the original PlayStation and feels that communicate them to the United 

• 

be beamed directly onto the retina. But 

even that is not the final goal. I think, 

just after fixing the sound and graphics 

problem, we will approach the field of 

simulating true emotion, character and 

environment in realtime. So there is still , 
lots to do.' 

If this level of technology is to be 

reached, it is certain that die-hard 

visionaries like Kutaragi will nave 10 be 

there at the forefront, pushing back the 

boundaries. When the PlayStation was 

being developed, hiS R&D team went 

for days without sleep, and there is still 

something of the obsessive abo~t him. 

When asked about the PlayStation's 

principal competitors, he ponder. for a 

long time before saying, 'The main ,.......J 

competitors? Sleeping and eating.' -...:::j 

CONTINUED ... 

Masaya Matsuura 
(far left) was in a 
band for ten years 
before designing 
two music CD-ROMs_ 
Po Roppo, his first 
console title, has 
revitalised SCE's 
own software output 
PlayStation creator 
Ken Kutagari and 
TeruhiHl Tokunak. 
(riCht) have been 
instrumental in the 
success of the 
machine itself 

47 



48 .. CONTINUED THE PLAY PEOPLE £DQEO SEPTEMBER 1997 

SDflj CDffJJjlJter Ent2n~)lflfJJ8nt Z~lffJ8:S 
).\ft9(!) S;fl!ll<y ;;t~lrt, 5CE';; infla!JSe te~H1 j:; IlDW prrHJtJ!.:irlg D(i~ilHll, ;;~Jr.;t:a;;0f!Jl s;!)HlI!I~re 

Motor roon GP 

Ithough SCE's success with 

hardware is beyond A question, its track record 

with game development was for a 

long time less remarkable. Symbolic 

of this was the fact that the 'killer 

app' which accompanied the launch 

of the PlayStation was not an 

inhouse effort, as it would have been 

with Sega or Nintendo at the helm, 

but Nameo's Ridge Racer - not even 

an original game but an (admittedly 

very good) arcade conversion. 

In terms of software, then, SCE 

showed its inexperience almost 

immediately. Philosomo was a 

lacklustre horizontally and vertically 

scrolling shoot 'em up which had a 

few token 3D effects but offered 

nothing new. Jumping Flash did at 

least present an impressive true-3D 

environment and a few fresh 

gameplay ideas, but it was let down 
by its lack of longterm challenge. 

Motor Toon GP displayed some 

visual finesse but, like Flash, lacked 

the longevity of a classic. 

While sequels to Motor Toon and 

Jumping Flash improved on their 

predecessors, they still failed to 

make the impression NCL or AM 

Depth 

Jumping Flash 

inhouse games continue to make. 

However, by March 1996, SCE's 

London team had come up with one 

of the PlayStation's finest titles, Total 

NBA, and had two more promising 

games in development. It was clear ' 

that Japan would have to find its 

own niche in order to make a 

significant contribution to the 

machine - a fact perhaps recognised 

by Tokunaka when he told Edge, 'To 

be successful in the future, we must 

philosomo 

Surprisingly, perhaps, Po Roppo 

became an instant hit in Japan, 

where quirky original c,oncepts are 

welcomed more readily than in the 

driving game and beat 'em up­

obsessed west. The game also did 

exactly what Tokunaka had wanted in 

that it opened up new markets -

according to recent statistics, a 

previously unheard-of 40% of 

Po Roppo players are women. It's 

not surprising, then, that the title 

It was clear that Japan would have to 
find its own niche in order to make a 
significant contribution to the machine 
extend the game industry and make 

videogames enjoyable to everybody 

- not just the gamefreaks.' 

Th is could well have been the 

reason for Sony's decision to take on 

musician Masaya Matsuura and his 

unusual interactive music project, 

Po Roppo the Roppo, in which the 

player has to copy everyth ing his 

rapping mentor does, Simon-style. 

The gameplay could be described as 

unique, demanding an 

unprecedented level of audiovisual 

awareness from the player. 

Ghost in the Shell 

was quickly followed by two more 

high-concept titles, Depth (an 

'ambient musical adventure) and 

Gombare Marikokun 2 (a virtual 

pet-style affair). 

Since Po Roppa, SCE has released 

intell igent puzzler IQ and is working 

on a promising videogame version of 

popular anime saga Ghost in the Shefl. 

With the firm's London arm putting 

the finishing touches to the potent ia l ly 

excellent Rapid Racer, Sony's 

software is now truly beginning 

to catch up with its hardware. 

Gambate Morikakun 2 
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A 
!though musicians have 

been known to put their 

name to 'experimental' PC 

CD-RaMs - Peter Gabrie! is a name 

that immediately springs to mind -

it's rare that they actually sit down 

and write a videogame from 

scratch. But that is exactly what 

Osaka-born artiste Masaya 
Matsuura did last year when he 

created Po Roppo the Roppo, the 

recent PlayStation hit in Japan. The 

game, which, as welt as being 

pioneering in an audio sense, uses a 

wonderfully distinctive graphical style 

with great characterisation, features 

simple-but-entertaining gameplay. 

This was not his first venture into 

compu ter technology, however. After 

spending ten years in electronic 

music group PYS-S with vocalist 

Chaka, he moved on to produce 

soundtracks for movies and 

commercials and finally began to 

create his own music CD-RaMs, 

starting with The Seven Colours in 

1993. This multimedia ti t le aimed at 

musicians won the Multimedia Grand 

Prize in '93 and paved the way for 

two more interactive music titles, 

Tool-X and Tunin' Glue. 

'Musicians always use ready-made 

software, which 1 find incredibly 

frustrating,' says Matsuura in an 

attempt to explain his move into 

CD-ROM. 'I wanted to create 

something from zero by myself, 

using tools that nobody had used 

before. That is why 1 got into 

videogame software creation.' 

Po Roppo the Roppo, though, was 

his fi rst true console game, and like 

his previous works it was heaped 

with acdaim, winning the 1996 CECA 

Special Judges Award and the Japan 

Software Special Judges Award . It 

has been widely credited with giVing 

rise to a whole new game genre for 

the console, and attracting a vast 

new audience in the process. 

Like Its audience, It seems that 

THE PLAY PEOPLE 

commen t on rumours that he is 

working on a sequel, it is doubtful 

that Po Roppo the Roppo wi ll fade 

quickly f rom garners' memories. Sony 

i~ planning a range of Roppa 

merchandise, as well as a 

soundtrack, and the game's 

eponymo'us character has already 

been incorporated into the otaku 

mass consciousness. At last year's 

Tokyo Game Show, for example, 

several punters could be seen 

wa lking about in handmade Po 

Roppa hats, and some obsessed 

gamers are now trying to dear each 

stage with the sound turned off - a 

similar challenge to completing 

Ridge Racer with no visuals. 

Matsuura himself has exch~nged 

his contract with Sony Music 

Matsuura has exchanged his contract with 
son¥ Music Publishing for one with SCE -
the irst musician to sign with a games firm 
Matsuura found the Po Roppo 

experience liberating: 'By creating 

this game, I discovered another side 

to music - I was ab le to see it from 

a different angle.' 

Although Matsuura would not 

Entertain ment for one with SCE -

making him the first musician ever to 

sign wi th a game cOrhpany - so it is 

likely that Pla'yStat ion owners will 

encounter his floppy-hatted 

creat ion again. 

49 

• 

















62 TOWARDS £DG£. SEPTEMBER 1997 

• 



.aKlt!0 SEPTEMBER 1997 TOWAROS CONTINUED ~ 63 



... CONTINUED TOWARDS REALITY £DOE. SEPTEMBER 1997 

• 



£DQ£" SEPTEMBER 1997 TOWARDS REALITY CONTINUED ~ 

---_ ....... .. -_ ... ,.----



.. CONTINUID 

............ .., ......... _" .... -., .. 
~ ... -..-..--

TOWARDS R I Y ..,... SEPTEMBER 1997 

• 



«DQi( SEPTEMBER 1997 TOWARDS CONTINUED ~ 67 

• 



.. CONTINUED TOWARDS I Y -EDGE" SEPTEMBER 1997 



EDG£" SEPTEMBER 1997 TOWARDS REALITY 

• 

COIITIIIUID ~ 

....... _ ...... ---­......... -_.-. 
-_ ....... ... _ .. ... -_ .... .... -.... _-............. -.,­........ -



... CONTINUEO TOWARDS REALITY £DQ£O SEPTEMBER 1997 

~ 
, t , .. 

• 



£DG£' SEPTEMBER 1997 

'1)1----~ ......................... . 
~~..... ~ ........... -..... ..... _ .... _ .. _-.-.-
~ ...... --- , ... ..., _ .. --, .... _ ... -......... ..,. ....... .--. __ .... _-
................ ID ... .. __ ...... __ .. 
~~ ... -.. --., 
......... ....... c...& , .... __ .. .,-......... 
DID" CC SS ... ~ .... _ .. -........ ,--_ .. -...-...... 
... DID ..... ,...a. .......... GL .............................. _ .......... _ .. _-
............. ..,CC 7,.., --_._ ...... _-....... _ ........... . .................. ~-. .. . 
CIDII .................... 

.......... ' • 'te ....... 

.....,-~ ................... 

-_ ....... -_ ...... ... .. _---........ ... 
__ ............ ' d S • ......... ..,. ... " .. ... ............. _. " --......... __ ... --_. -_.----_ .... .-.......... .. 
... ___ .......... A _ ..... __ .. _-_--"'-"-111-

.. ..................... .... _ .. -........_ .. _­... __ .. _ .. 

....... _----

-----:-- - - --

TOWARDS REALITY 

.... ---. ... - ...... ... -.-_ .. -..... ....,. _ ............... ...... 
U 7 .,. ......... ..... 

....... _ .. ....s ....... ... .. _ ................. .., ............. _-.. _­...... _ ...... _ .......... ...................... ----...... - .. ... __ ... _--.. -....... -...... -~ .... ...... _-...... - . ............ _.--, .. 
5 ,-.. ...... ----_ .. __ .. -....... .................... . .......... .................... -,..-...... . 

........ • .. CIIIt_ ..... .... 

CONnNUID ~ 

........ '.' . .....-...... .. -_ .. ........ 

... ......... 

..... ,* ... ....... ,... ..... .... .. --_ .. 
• '11 ••• 5. .. 



72 • CONTINUED TOWARDS TV £DGE" SEPTEMBER 1997 

. ,,;., ... ... _ ........ ... _ .. -
• 



EDGE' SEPTEMBER 1997 

lwl"'---"'''-'' .....,-..... _-
::::I~I :' ........... ....., PP ................ .. -_ ... _---_ .. .....,.. .. _ ... ...... _ .. _ ... _-" 
...... • ... "· .. 1,..-

n. ............ ...... ...................... -.. -. _ .................... ..... 
........................... -,,-_Cll.y ... "' ... 

... -.............. -- .... -.. ~ ......... .. -------...... -................. -'"--"_.---_ .... __ .. 
-.-............... ..... .,.., ............. --. .... .. ............................... ----...... -..... -.... --_ .... -.... _ .. _-_ .... .. _-_ .... _-.. -. ....................... .. -_ .. _ ...... -...... - .. _--... ---_ .... _ .. ... .......... _ ..... -_ .. _ ........ _ ..... 

-. ....................... . ............................. 
........ ...,. .... "5 .... ... 
.............. '7 5 ... .. -....--_ .. _--tor_-_ -_tor_ ... _ .. -_ ......... _-................. - ...... 
":~ .. :::::.::-.-..... , ............ -..., .. __ .. -

• -r .................... .. -.... ....-... _--.................... .. 
PS' ' ............ - .... ...,-... ~-..... .. 

... -........ CIIt ....... .............. ......... ........... .... -.. -.......... 

--1""----, ... __ _ ----"----

TOWARDS 

I ........... . ..... ................... ..... .... --... --. .... .... " ...... -................ .. _ .. _ .. _--
...... MS 5 t ........... - ........ _--.. - ............ .. --',,--­........................ , ...... _ ........... ...,... ..... -----_ ... .. ......... .., .. ~ ... ... .... -.., ........ --.. ... 
.. ............. --" .. 1 . ._-_ .. --

n._ ............ Ita.-. '" _ .. _-.... -.... -.... --_ .. _ .. ... 
-" ......... ,-........ ..... 

• 
• 

CONTINUED. 

ra ..... c:.n -"..,--. ...... ,.. -_ .. ---.... "5" • .............. _ .... _ .. 
--....-

P Ps ..... 

..... .. -
I P' ...... _ ............. - . S -_ .. . ......... .. - .... -.. __ ID 



.. CONTINUID 

.............. _ ... _-_ ....... ---
"'.t, -.. 

~ • v • 

TOWARDS REALITY 

• 

-..a." SEPTEMBER 1997 

ITJ ...... I - .... - .... -- ........ -............... .. ...... --_ .. _---...... ......,-_ ............ -_ .. 
"'_a 7 ........ ...... . 
__ ................... '77 ... *_ ... . ---.. .., .. _................. SS" ...... -.. _-_.-....... .. _---_ .. _._ ..... 
-.--~ . 
. -.--...... ---... _ ..... -., ........... ...---.-...... _ ... __ ... __ ..... 
........ , 2 ' •• -. 

.. --
.. ~-.- ..... - ............. 
......... .. 21 'S ..... ' ' ...... . - ......... __ .......... _-.............. _-....., ...... -....... .. -



TESTSCREEN oI!DQt!0 SEPTEMBER 1997 

Multi-Racing Championship 

The lame's best fe.ture Is the way cars read r'Hllsticalty. dependlnl on the surface belnl raced 
on - iYs eny to lose control (above). Due to the small number of cars on the track. drlvln, In 
MultJ-Radng Championship can sometimes prove to be a lonety experience (rilht. top rilM) 

T
he lack of racing titles on the Nintendo 64 has 
prevented the machine from competing 
successfully in what many regard as the 

benchmark console genre. However good Mario Kart 64 
is. it cannot be considered a realistic driving game, while 
Cruis'n USA and Human Grand Prix are hardly going to 
persuade PlayStation or Saturn owners to desert their 
machine and JOin Nintendo's ranks. 

This situation IS set to change, of course. Boss Game 
Studios' TOp Gear Rally and Titus' Lamborghmi 64 are both 
on their way, and already on the starting grid, engine 
rewlng. IS Ocean's MUltI·Racmg Championship. 

AS the name suggests, developer Imagineer has 
elected to present players with a range of road surfaces 
and a variety of different vehicles with which to tackle 
them, including sports cars, rally machines and 4x4 types. 
The game also offers the option of tinkering with the cars' 
settings, the balance of brakes, suspension stiffness, 
steering weight, tyre grip, gear ratio and aerodynamics all 
being changeable to SUIt individual needs. Any change In 
these variables is instantly noticeable, and a wrongly set­
up vehicle is unlikely to finish first, at least not without 
some expert caressing of the analogue stick and no small 
amount of button control. 

The customary chase cam and In-car views are offered (left and 
above), Sllns warn players of upcominl splits in the road (Inset) 

• 
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Initially, the game's three tracks may seem limited, 
but at various points irreach one an alternative off-road 
route is offered, which may turn out.to be a much-needed 
shortcut. Depending on the vehicle used, players can opt 
to take these shortcuts or to remain on the 'normal' 
circuit. The driver of a 4x4 vehicle, for example, may 
consider it wise to use as many alternative routes as 
possible, thereby reducing the tarmac sections to an 
absolute minimum. 

As is common with this type of game, a certain degree 
of variety is offered by Championship, Time Trial and Free 
Run options, plus twoplayer and Match Race modes. In 
·Championship mode, winning all three races allows 
players to compete against the first of the two secret cars 
in a Match Race. Once beaten, the 'Devil' car becomes 

The twoplayer option works well. with little loss in 
speed. Each player's window Is surprisingty small, 
however. obviously restricting the view somewhat 

TEST SC REEN 

Even on the same circuit. Multl·Radng Championship's environments change considerably, as 
do the road conditions. which means that cars have to be correctly set up to have a fair chance 

available and can in turn be pitted against the game's 
second hidden adversary. Once the latter is also 
vanqu ished, players can race the circuits in mirror mode, 
thus effectively doubling the number of tracks available. 

Arguably the most impressive aspect of Multi-Racing 
Championship is the handling of its cars, which, whether 
on tarmac, gravel, dirt or snow, grip the road or 
powerslide majestically around corners. Obviously, this 
depends to a certain extent on the car used - a crucial 
sense of realism is maintained at all times. 

Graphically, too, Imagineer has done a commendable 
job, with well-detailed cars and plenty of pleasing scenery 
to distract drivers from the interminable series of bends 
and hills. unfortunately, and significantly, the game is 
simply not fast enough to adequately convey the 
sensation of travell ing at speed and is no match for, say, 
Namco's Racer PlayStation series. 

Another problem is that it's possible to finish the 
game in a staggeringly shOrt time. The extra competition 
offered by the twoplayer game does provide a certain 
amount of longevity, thOugh, with little reduction in speed 
(although graphica l detail is compromised and the playing 
window is severely reduced). The twoplayer mode also 
allows players to close off certain sections of the track in 
the interest of fair play, so that each circuit becomes a 
purely tarmac or off-road affair, with both participants 
following exactly the same route and giving up any 
advantages their chosen vehicle may provide. 

While Multi-Racing Championship is a technically 
accomplished title, it stands as a slightly shallow racing 
game which is unlikely to attract speed freaks £ 
seeking a longterm challenge. 

Edge rating : 
Seven out of ten 

Format: Nintendo 64 Publisher: Imagineer 
Developer: In-house Price: V7,8OO (£45) Release: Out now Oapan) 

Effects such as headlights have 
been Incorporated convlndngly 

• 
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Last Bronx 

Lllst Bronx runs at a fluid 60 frames 
per second which makes for excitinc 
and fast. action-packed rounds. Expect 
Joe's nunchakus (above) to be replaced 
with. strlnc of SIIuSllges when the 
game Is released In the Ut{. though 

I
f there's one area that the Saturn has its 
competitors beaten in terms of consistent 
quality, It must be the ever-expanding beat 'em 

up arena In their day, the 32bit incarnations of the Virtua 
Fighter series, Fighting Vipers, and Fighters Megamlx 
certainly equalled - and In some cases bettered -
anything seen on rival machines. It was therefore 
extremely unlikely that sega would mess up this latest 
coin-op conversion 

Hardcore arcade goers will be aware that the Last 
8ronx coin-op has held a relatively low profile In the west 
since its release in 1996, proVing less successful than It 
deserved to be. Although its graphics failed to break any 
ground, it nevertheless Impressed fighting game fans With 
the speed and realism of the fighters' movements. 

Thankfully for Saturn owners, while losing only slightly 
in visual terms, the console version of the game retains 
the gameplay and the aforementioned strengths of the 
coin~op, running in hi·res mode at a super·fluid 60 frames 
per second. 

Severa l forms of play are offered, from Arcade, Time 

£DCH!. SEPTEMBER 1997 

Attack and Survival options to the curious Watch mode, 
which pits two characters against each other for the 
player's viewing pleasure. A training mode also exists, 
much like that of Fighters Megamix 

The game's action takes place In 3D backgrounds 
representing famous TokyO districts, and features eight 
variably skilled fighters. Special mention must go to the 
stage names In the Japanese verSion Edge reviewed: 
much amusement and a certam degree of antiCipation 
ensued when preparmg to fight in locales with 
denommatfons such as 'Naked Airport', 'lust Subway', 
'Dark Rooftop', and 'Radical Parking Lot'. 

Each of the young fighters wields his or her own 
favounte weapon from a varied range including a 
sansetsu·pon (made up of three linked wooden pieces), 
sai swords, a battle stick, a huge wooden mallet, a bo 
sword and the kind of night sticks used by US police. For 
sheer visual grace, though, few characters come close to 
nunchaku·yielding Joe, whose masterful control of the 
two chained sticks is utterly realistic (although players 
should expect the weapon to be replaced by a more 

.The flChters Co throuCh the usual 
range of poses after a vldory (above) 

Some of the charaders' moves are wonderfully violent (left), chlefty because they centre around the use of 
weapons, while others continue the beat 'em up tradition by remaining reassurlncly euneraled (right) 
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government-friendly example when the game eventually 
appears on UK territory). 

Refreshingly, not only has each weapon obliged AM3 
to program individual moves for every fighter, but uniform 
actions such as punches and kicks are also personalised, 
so that unlike other examples of the genre, every 
character possesses a unique catalogue of attacks, 

Another welcome new addition to the genre is the 
way that drawn battles result in sudden-death rounds, 
the eventual winner being the first player to successfully 
land a blow. 

And, like most other fighting games, moves can be 
linked together to achieve multi-hit combinations that 
hammer away at the opponent's health bar significantly. 
With a range of moves per character as staggering as 
those offered in Virtua Fighter 2, players will undoubtedly 
get to know the practice mOde well. 

As is always the case With this type of game, though, 
Last Bronx really comes into its own when a second 
joypad is plugged in. Fighting against CPU-controlled 
characters isn't a dull experience by any means, but it 
can't compete with the satisfaction of beating another 
player's character to a pulp, and many hOurs will be spent 
on the twoplayer option long after all the game's other 
modes are exhausted. 

The only real criticism of Saturn Last Bronx would 
have to be that rounds tend to last a very short time -
indeed, the default time setting is a mere 3Oseconds, and 
most fights are over well within the time limit. This 
obviously dictates an action-packed experience but one 

LtlSt Bronx Is an accomplished 
title that further ruffinns 
Sela's mastery at lettinl the 
best out of its llbit system 

that couid prove too bnef for players accustomed to 
the more generous limits offered by other games. There 
is little opportunity, for example, for players to assess 
their opponent and get a fighting chance if low on 
energy, within the space of a solitary round, as IS 
possible With other titles 

But a Quick visit to the option menu solves thiS 
problem, so it isn't a factor that detracts from Last 
Bronx's standing as another enjoyable and quality-packed 
fighting product to emerge from Sega's remarkable £ 
game development stable. 

Edge rating : 

Eight out of ten 

Format Saturn Publisher: S8ga 
Developer: AM3 Price: ¥S,800 (£30) Release: Out now Uapan) 

The charaders are Just as deadfy 
with their limbs, althoup moves are 
naturalfy centred around weapons 

The level of charader detail has been 
retained to a pleasinllevel. althouch 
shadows are dluppolntinl 
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Dark Earth 

Dot" Earth's eraphlcs enetne blends .... ltIm. dMracten and pNrendered bIIc:kerounds - a technique most successfully used In c.pcom's Res/dent ElliI. 
The downskte of such an approach Is luk of ,am.,..,. elllpathy wtth the praUeonlst, atthovP It does allow for some rather fanRstlc scenes 'above) 

Many are well-realised (lIke these). 
yet some charaders lack Identity 

I
f Dark Earth demonstrates anything, it's that 
cootent and not form can still prOVide the key to 
creating a successful PC title Beautifully 

rendered though the game's 200-odd backdrops are, \Yhat 
works the real magic is the unfolding storyline and the 
sense of wonder that results as the player unravels the 
chain of events In the game and communicates with the 
myriad characters he encounters. The title may use the 
same format pioneered by Infogrames' Alone in the Dark 
games but it has little in common with that venerable yet 
frankly outdated series. 

Dark Earth is essentially a medieval 'Mad Max', with a 
tale involving pockets of humanity struggling to survive in 
the few sun-blessed patches of land left in a world 
otherwise thrown into darkness by the after-effects of a 
nuclear war. AS the game opens, hero Arkhan is a 
Guardian of Fire in the city of sparta, with a secret love 
interest and daily duties to perform, but it's not long 
before a plot is set in motion that leads him Into the 
surrounding darkness. Due to the ever-present threat of 
radioactive contamination, the fate of the protagonist as 
well as that of the city hangs in the balance. 

Such an earnest story isn't an entirely enticing 
prospect. but Kalisto has worked hard with it, distracting 
from the essentially linear nature of the plot by giving the 
player significant freedom of manoeuvre in his immediate 
activities, with countless actions and combinations of 
actions catered for by means of preprogrammed 
respooses and Slightly varying events. The result is a 

game where conversations that aren't directly interactive 
somehow hOld the attention, and where several hours' 
worth of such dialogue doesn't ever feel like hard going. 
It doesn't seem to matter that the story is actually 
travelling down preset pathways, because those pathways 
are always packed with incident and new twistS. 

That such an intricate story can be found in such a 
visually rich game is something of a surprise. In the past, 
similar games have tended to rely more on gimmicky 
camera angles than strong narrative, but Dark Earth 
works hard to make the display system as Innocuous as 

The fixed-viewpoint adventure has certainly come 
• Ion, w.y since In'oer.mes' Alone In the DD" 
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possible, with an animation method that offers a greater 
degree of contrOl from moment to moment, and ingame 
combat that doesn't rely solely on getting the angle of 
rotation and the timing of the first blow correct (a 
problem which blighted titles as recent as Ecstatica 2) but 
instead offers a range of moves more akin to a fair-Quality 
beat 'em up. . 

Dark Earth also finally manages to make the 
combination of 3D polygon characters and prerendered 
backdrops a viable proposition. Characters composed of 
hundreds of polygons are light-saureed to match their 
position In a scene (the game supports both 256- and 
32,OOO-colour modes), and even shadows are accurately 
cast onto the prerendered art. Glitches from previous 
games of this style remain, with annoying pauses 
between scenery changes and those awkward moments 
when a character stands on the edge belween two 
scenes_ But so involving is the story, and so glorious the 
views, that such aspects rarely frustrate. 

Kalisto has sought to ease the player's progress in 
other ways. The inventory screen, for example, allows key 
shortcuts to be assigned to weapons for instant ingame 
access, and the choice of camera viewpoints produces a 
cinematic experience Without ever leaving the player so 
disoriented that he doesn't know what's going on, or' 
reduced to a speck in the distance when a battle is about 
to take place. 

Another satisfying touch is the way Arkham can 
switch between 'tight' and 'dark' modes (in a sense 
mirroring the state of the Earth itself). The former leans 
towards the hero's more human, rational side, while the 
latter taps into his dark:, monstrous side. Once Arkham is 
contaminated, he is even able to pull off a special move 
during combat, although it accelerates his condition - a 
neat pay-off. 

But the game is not without its faults. Although finely 
detailed, some characters look Just a little too generic, 
requiring the player to engage them in conversation just 
to check who they are_ And while the audio is 
professionally handled, the tendency towards stock 
American voices is faintly cheesy. 

Dark Earth's biggest drawback, though, is that 
viewpoint. The scenes may be richly detailed and laced 
with incidental anlmatton, but there is likely to be 
resistance.to a title featuring a static perspective in these 
times of camera tracking and over-the~shoulder 
thirdperson viewpoints. Moreover, controlling the actions 
of a character from fixed remote viewpoints never feels 

as intuitive as a system where the player faces in the 
same direction as the onscreen protagonist. 

Ultimately, though, what it really comes down to is 
personal taste and whether the potential purchaser won't 
even look at a game unless it's chock-full of cutting-edge 
3D. Kallsto no doubt deliberated long and hard about 
which format to use, and the decision to go with the less 
flashy but more adventure-friendly option was prObably 
wise, Dark Earth isn't the sort of title that needs to 
depend on such glossy tricks, after all - here, the story, 
and the player's progress through it, are paramount. And 
the fact that both elements are handled with such 
professionalism and inventiveness is more than 
enough reason to recommend it. 

Edge rating : 

£ 
Eight out of ten 

One of tlte .ame's bluest achievements is its comINt system, which anows for Intuitive battles. 
An importllnt fador conslclerln. the amount of enHlles to be found within DGrk Earth's depths ... 

Dark Earth presents a came World reminiscent of the 'Mad Mu' movie trllocy. with a (yes) dark colour scheme 
In cener.I, and settlncs filled with 11 hotchpotch of Crubby IIrtlfllrts and sometimes even crubbier denizens ... 

Format PC Publisher: Mlndscape 

Developer: Kallsto Price: £40 Release: Out now 

• 
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Dark Rift 

DG'* RIft t.lls even to make use of the cnphlul power .. Id out before it by the Nlntendo U. 
While it l"dudes spedal move spot effects. they f.11 to reach the stIIncbrds of those In KI Gold 

I] yen before its release, this game, Vie Tok:ai's 
first contribution for the N64, was besmirched 
by a rumour that sony had already turned down 

the concept for the PlayStation. Completely unfounded, of 
course, but Dark Rift does pitifully little to deny that it 
could have worked JUSt as well- If not better - on 32bit. 

Essentially, this is the latest title to claim Its sardine­
tigt1t allocation in the hall of Soul Edge derivatives, 
although it's too poor a facSimile to be labelled a clone. 
Control is via D-pad, failing to exploit the N64'S analogue 
potential. with shoulder-button Sidesteps disguising the 
true side-on nature of the system. The combat engine 

revolves around Soul Edge-style chain combos, some of 
which expand into tenstrings: there's little freedom 
beyond the predefined routines. The problem Is that, 
having played Dark Rift's superior contemporaries, the 
familiarity merely highlights what's missing. There are no 
reversals, cOl,lnters, or guard impact tactics; throws are 
button-cheap; the moves are almost identical for each 
character; and the weaponplay is unexplored to a degree 
where blade swipes might as well be punches and kicks. 
Worse, Dark Rift possesses no unique features or original 
playing twists to replace wtlat's conspicuously absent. 

Ironically, the game's title seems regrettably 
appropriate, in the sense that ooty manual adjustments to 
brightness and contrast allow players to make out wtlat's 
happening against the unillumlnated gloom of the 
unambitious 20 stage backdrops. Ught-soorcing, 
authentic shadows and retina-burn trail FX are all present, 
but in such-.token measures that it's often not even 
noticeable. Nevertheless, rare moments of camera 
panning and one or two reasonable character designs 
(Aaron's SWAT-style kevlar gear, for instance) hint at wtlat 
might have been achieved In 64bit. 

In the long term, it's not Just the shortage of 
characters and the shallowness of the game engine that 
disappoint. The complete lack of invention, of flamboyant 
creativity, fails to prOduce a Single surprise or elicit one 
impressive moment of action. Even with two human 
adversaries reasonably versed in its basic tactics, there's 
simply no joy in going through Dark Rift's motions. 

This isn't the first time that Kronos, the game's 
American developer, has failed to capture the imagination 
of the gaming fraternity'S beat 'em up devotees. One 
only has to consider its previous efforts - the much­
derided Eternal Champions on the Mega Drive, or the 
insubstantial Criticom on 32bit formats - to appreCiate its, 
perseverance in the field, despite consistently 
substandard results. Dark Rift is Its most competent 
offering to date, but it would still take a brave publisher to 
commission a fourth, as this Is about as average as £ 
3D fighting games get. 

Edge rating: 

Five out of ten 

DfJrk IlHt's blUest failure Is tn.t it does not brinC anythlnc new to wh.t Is In oversubsatbed ,enre; it Is lmone 
the most evolutlonlry. r.ther than revolutionary, tides around, as the charader Morphlx (left) demonstrates 

Format: Nlntendo 64 Publisher: Vie Tokal 
Developer: Kronos Price: $70 (£40) Release: Out now (US) 

• 
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street Fi·ghter EX Plus Alpha 

'lbe new cha,aders' weapons an: rrut. atthouKh 
MortGl KomlHlt fans will ha.,. seen this one before 

rn espite Its polygon splendour, Street Fighter EX I received a laconic arcade receptton from a 
public grown accustomed to seeing capcom's 

fighter in all of its 20 glory - the perfect combination of 
great sprites, super·fluid animation and boundless 
playabifity. Arcade beat 'em up fans were not drawn away 
from their Tekkens and Virtua Fighters which added the 
(limited) benefit of 3D gameplay to accomplished visuals. 

However, Street Fighter EX Plus Alpha is more than 
merely a straight conversion of its coin·op parent, and 
features a multitude of console-only extras. Beyond the 
practice level, players can tackle arcade, time attaCk, and 
survival optiOflS, wtlile versus and team battle modes are 
offered for mUlti player matches. 

The game offers 23 characters, some of wtlich 
becoming accessible only after much CPU-defeating. 
Veteran fighters such as Ryu, Ken, and Guile mix comfortably 
with a new batch of hopefuls, and the characters' diversity 
is such that the game's lastability is firmly assured. 

Visually, the game Is sumptuous, with CriSP, fluidly 
animated characters (at 6Ofps) and splendid special move 
effects. The backgroundS, too, although 20, are up to 
capcom's usual high standard, and dynamic weather 
effects such as rain and snow are welcomed additions. 

SFEX Plus Alpha's other strength, as with all other SF 
titles, is the Immediacy of the 20 gameplay to those 
fami1iar with the previous games. The characters' standard 
moves remain the same, with the usual combination of 
attacks and counter attacks possible, but a substantial 
range of additions to their repertoire is also included. 

However, this polygon realisation still does not play 
quite as swiftly as its bitmap precursors. ProlOflged play 
does dilute this hindrance, as players get used to the 
change of pace, but this is yet another indication of hOw 
20 will remain the chOice for beat 'em up purists. 

Nevertheless, this latest instalment is yet another 
worthwhile addition to the Street Fighter series, and it will 
no doubt be snapped up by PlayStation fighting £ 
fans during the wait for Namco's Tekken 3. 

Edge rating : 

Eight out of ten 

The lame adopts the previously used power Saup 
which builds up as players use their characters' 
spedal moves, resultlnsln devastatlnl attacks 

Format: PlayStation Publisher: capcom 
Developer: Ar1ka Price: VS,800 (£30) Release: out now (Japan) 

UK ftJht:Inc fans will have to waft until 
NoYefllber for the PAL version from Virgin 
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Extreme Assault 

All of these shots come from the 3Dfx~~hanced version. althouzh 
the came ret.lns .. similar depth of field even without acceleration 

I
n the field of PC software development. there's a 
tendency to bolt a simple arcade-style format onto 
an impressIVe 3D engine In the hope that the 

teChnology will carry the gameplay. But while Extreme 
Assault sports that potentially uneasy mix of no-nonsense 
shoot 'em up action and cutting-edge visuals, it's a 
formula that Instantly impresses, thanks no doubt to a 
design that squeezes every last bit of mileage from the 
helicopter genre, not to mention a relentless pace. 

There are obvious parallels between Extreme Assault 
and Core Design's Thunderhawk 2: both offer low- level 
helicopter combat in the coin-op mould - but Extreme 
Assault IS a far more robust experience, proving 
challenging even with a highly simplified flight and vehicle 
control model. It also goes all out to alleviate restart-point 
frustrations and mid-mission boredom by sectioning Its 
linear yet lengthy story into tiny sections, some of which 
take as little as half a minute to complete (although most 
last ten times as long). complete the mission objective 
and the press of a function key activates the next mission; 
die and that particular segment must be replayed - It's as 
simple and hassle-free as that. 

The actual Challenge comes from combat rather than 
the flying Itself - the key to success is precision aiming 
and the abi li ty to strafe either horizontally or vertically to 
avoid enemy fire. So hardly a rival for the MicroProse 
school of slm, then. However, this less-than-authentic 
approach fits in well with a story that wastes little time In 
ditching wargame authenticity in order to confront the 
player with an alien force. ImprObably, the game takes the 
helicopter underground and even switches to a tank 
before emerging into the skies again. The narrative makes 

it possible to effect several graphically different location 
changes, and also to insert plenty of unique mission 
Objectives among the usual challenges of find ing an exit 
or destroying an enemy lair - unless multi player mocle is 
chosen, of course, in which case the game reverts to a 
plot-free, but most satisfying, deathmatch format, with 
control of either 'copter or tank. 

AS enjoyable as the pulp-I sh gameplay is, it's the 
superior game design and supreme 3D system which 
provide the main attraction. 3Dfx support is, of course, 
now practically standard on such titles, and with thiS extra 
power the game positively shines. But the real surprise 
comes when It is run on a regu lar, non-accelerated 
Pentium machine. Even with the highest resolution 
selected, Extreme Assault maintains frame rates higher 
than most 3D-based PC titles. Add to that an excellent 
depth of field, with fogging that's more of a graphical 
nicety than a polygon-cull ing trick, plus a range of 
impressive translucency effects - including lens flaring, 
glass textures, searchlights and some superb explosions­
and it's clear that Blue Byte Is quietly setting a new 
standard here. 

Although graphically Extreme Assault is difficult to 
fault, It must be judged on its gameplay merits, and while 
it looks the part of a real cutting-edge app, the actual 
game never quite manages to dazzle at quite the same 
leve l - It's enjoyable but hardly revolutionary. Still, when 
was it ever a crime to present a solid, well-honed £ 
shoot 'em up as spectacularly as possible? 

Edge rating : 

Seven out often 
Tank-based levels within dosed-In 
.• ren (above) oHer • welcome 
chance to the 5loux-blSed blastin, 

Format: PC Publisher: Blue Byte 
Developer: Blue Byte Price: £30 Release: Out now 

• 
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[;I or PC gamers, 1997 looks like being rem. embered 
as the year 3D accelerator technology made It 
big. This makes No Respect, from Belgium 

developer Appeal, seem more than a little perverse. 
Ocean's latest convert makes the courageous decision to 
pit voxel graphics against the Direct3D-accelerated 
appearance of many of its rivals. unfortunately, while its 
voxels prove reasonably swift, No Respect ultimate y 
vindicates the rise of the polygon engine/3D card alliance. 

In essence, No Respect is Battfezone for the '90S, 
with hover vehicles in place of tanks and knobbly 3D 
voxel arenas instead of glassy smooth moonscapes. 
Each level is a dual to the death, fought according to a 
best-of-three-wins rule. 

Despite initial appearances, since the height of the 
player's hovercraft is controlled automatically, this is little 
more of a true 3D experience than Batt/ezone. The 
arenas' many nooks and crannies make good hideaways, 
which obviously adds to the complexity of the gameplay, 
although the hovercrafts' sophisticated targeting systems 
limit the potential for stealthy play. 

Claustrophobic arenas make for tight gaming, but 
instantly reveal the limitations of the graphics engine. The 
'indoors-in-the-outdoors' approach limits the amount of 
hOrizon drawn, which is a shame, since the distant grey 
hills are rendered quite convincingly. Up close, things are 
altogether murkier. It's not that the muddy grey walls are 
ugly - they represent a clever palette choice and make 
fogging barely noticeable - but they hardly set the pulse 
racing. In contrast, Extreme Assault, Comanche 3 or even 
Ocean's own Tunnel B1 have all shown what an 
unaccellerated PC can do in the fancy graphics stakes. 
Questionable lighting effects, such as shadows which 
creep up hillsides as you fly towards them, further the 
impression that No Respect belongs to an earlier age of 
graphical trickery. 

If Appeal's graphics engine proves flawed, the 
company should perhaps consider a move into the HUD 
design business, because game data in NO Respect is 
perfectly delivered. Noting enemies' health levels soon 
becomes second nature, as you time your rushed attack. 
But duels in No Respect too often degenerate into toe-to­
toe blast-outs. It's the game's loss, since sneaking around 
for extra ammo then hunting after a weakened enemy 
make for by far the game's best moments. 

perhaps it's a measure of the simple gameplay, but 

TESTSCREEN 

No Respect 

No Ilespecfs yoxel·b.sed "aphles enKine deserves praise simply beause It refuses to pander 
to the current PC dlm.te. IronlCIIIIy. however. this Is likely to repel rather th.t drad .amen 

the tactics of opponents don't alter much as progression 
is made. Moving up to level seven, for example, sees 
nothing new apart from the enemies being a better shot. 
Worse, although flying against a human adds its usual 
frisson, it doesn't affect gameplay strategy much at all. 

It's hard not to be disappointed by No Respect, 
especially since Edge was won over by its viSit to Appeal 
(E44). It's no more than an average console-style blaster. 
With its hovercraft evoking Wipeout 2097-style prospects, 
the decision to create an engine that's not capable of 
supporting Direct3D seems all the more misguided. 
Hopefully Appeal's next voxel engine (to be seen in £ 
Outcast) will deliver a more convincing experience. 

Edge ratin g: 

Six out of ten 

There are yarlous different hoyeraafts. 
each with its own type of weaponry. 
and the player can use any of them 

Format· PC Publisher: Ocean 
Developer Appeal Price: £30 Release: Out now 
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Actua Golf 2 

Gremlin hn beefed up AcfIur Golf 1's rnaphiUI content. indudlne plalyer anlmfilon. by no I .. an 
mallln. but the ,eneral controls rema n (amlllar to 50 many COli cames that have ,one before It 

I] ew com. panies are producing PlayStation sports 
titles with the same frenzied dedication as 
Gremlin. The ever-increasing Actua range is the 

dominant sports brand on Sony's machine, and Actua Golf 
2 is an obvious attempt to consolidate that position, 
upgrading last year's original (which had a lukewarm 
reception) with improved visuals and commentary. 

Initially, it's the 3D environment that impresses. Long 
gone are the days of flat graphical wallpaper in a golf 
game, and Actua Golf 2 offers a fully textured 3D world 
that is much sharper and smoother than Its 
predecessors', If one of the joys of real gOlf is strolling 
through the countryside, Actua does its best to recreate 
that feeling in the player's living room, 

But It's the commentary that provides the real 'wow' 
factor. Golf stalwarts Peter Alliss and Alex Hay supply the 
voices, contributing 40,000 soundbites between them, but 
rather than their sheer quantity, it's the way they're used 
that impresses - there has never been a smoother, more 
realistic commentary in a videogame, While the sedate 
pace of golf admittedly gives the software plenty of time 
to chOose an appropriate reaction, it's to Gremlin's credit 
that it has used the opportunity so well. AIIiss and Hay 
never put a foot wrong, and every comment is 
appropriate - often not just to the shot played but also to 
the position from which It was played, In a bunker, therefore, 
players should expect a dry Joke about sand from AlIis. 

Even more impressive is the way the commentary is 
used to Inform as well as entertain. Choose one of the 
new types of shot, for instance, and a voice deSCribes 
how and when that kind of shot should be played, as If It 
were informing a television audience, 

So, given the extraordinary slickness of its 
presentation, it comes as a disapPOintment to discover 
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that underneath, Actua Golf 2 is similar to every other golf 
game ever made (and there are many). The familiarity of 
the standard power-bar arrangement, which the player 
uses to determine the power and accuracy of his shot, 
develops into pure deja vu as the six courses are played 
through. Actua Golf 2 has the same basic gameplay as all 
of its rivals, so players with significant experience of other 
golf games will see themselves at pro-status in no time. 

The upshot is that Actua Golf 2 is a first-class 
audiovisual experience, but an ultimately disappointing 
game, even considering its Obviously worthwhile 
multiplayer option, It's difficult to see how the golf-sim 
genre can be really expanded upon, a consideration £ 
Gremlin itself appears to be all too aware of... 

Edge rating: 

Seven out often 

Detail level Is but one of the features expanded In 
this sequel. indudln,surfaceospeciflc nuances 

Format: Playstation Publisher: Gremlin 

The cameo. umera views are 
espedalty Impressive (above), 
.Ilvln, an experience somewhat 
akin to that of television coverage 

Developer: In-house Price: £45 Release: Out now 

• 
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Battle Arena Toshinden 3 

F
or many import gamers, recalling their first sight 
of roshmden IS an act verging on nostalgia. It 
was an early graphical showcase, those see­

thru slips worn by Ellis saying more about the possibilities 
of pOlygons and translucency effects than any number of 
press releases and tech spec bumf. Playability seemed 
less Important than accessibility and, even at the time, 
any self-respecting SFII fan could recognise the lack of 
depth. But sony's console was new, competition was 
non-existent and roshinden sold remarkably well. 

HindSight has proved less generous than the reviews 
of the time. Tamsoft's latest instalment won't escape the 
derision of diehard fighting fans, btJl there's a joyous 
sense of 'one last fling' in its carefree excesses. 

Realising that roshmden's whips, clubs and daggers 
would no longer stand out in these post-SOUl Edge times, 
Tamsoft has upped the ante dramatically. BAD's 
outrageous selection of implements from Death's toolbox 
now embraces blowpipes, chalnsaws, bombs, cannons 
and even automatic pistols. After a gruelling swordfight, 
it's agreeably anarChic to pull a revolver on an opponent 
and drop them without a thOught for hOnourable conduct. 

Even the character designs sometimes impress, 
veering away from past stereotypes with style - spot 
Vermilion's 'Travis Blckle' sleeved firearm - and a 
welcome dose of humour, as evidenced by a dubious 
moonwalking Michael Jackson parody who delivers his 
post-match jibes in an appropriately squeaky voice. 

As for new twists and modifications, well, the Practice 
Mode (US version) reveals an assortment of energy bars, 
super gauges, ammo counters and pad read-outs which 
obscure almost half the screen. Enclosing the arenas has 
introduced the pOSSibility of 'slamming' opponents 
against walls or ceiling, increaSing hits and Juggle 
potential but allOWing victims to reverse the move in a 
'rebound' for an off-wall dive. But perhaps the most 
unusual feature Is the ability to switch between 30fps and 
60fps running speed, sacrificing some of the stage and 
character detail for faster, chunkier fighters with minimal 
texture-mapping and slicker animation. 

So it's something of a shame that so much effort has 
gone into producing the finest roshinden to date without 
actually addressing the problems that undermine its 
longterm challenge, Once again, victory is assured by 
blOCking and side-rolling until the time is right to unleash 

The ,aIM scores a put dui In I:*'"til", eIeInenb never before seen In titles of Its Irk - witness 
VennllHon pMllln, a ftrunn on Is opponent (left). Unfair? Certainly. (nteNlnln,? Ab50IuteIy 

whatever super-special move comes easiest Some of the 
32 fighters are hopeleSSly outclassed by others, and it's 
clear that the emphasis remains on scrubby pyrotechnics 
and link-anything combos rather than balance or finesse. 
AddlOg new moves and characters hasn't made the system 
any more complex or demanding, although it's rather 
more fun than some hardcore retentives would claim. 

rosh/nden 3 is subtitled 'The Final Battle'. Is it £ 
safe to assume it will be? 

Edge rating : 

Six out of ten 

One of the ,ame's deverest features Is Its speed/ detail option. allowln, battles to be conduded 
at 60fps wtth rather crude dmll (main) or lofps with rather more eleCant visuaUlalr (Inset) 

Format: PlayStatlon Publisher: SCEE 
Developer: TamsoftlTakara Price: £40 Release: Out now 
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Salamander 2 

SfJlflmdnd~r 2's impressive par.Uu 
scrolllnaand colourful environment 
clve it • conyl"cI"1 5en" of depth 

S Blam.ander 2 is the third title in a COlle.ction from 
Kooami wtllch also features the game's two 
prevIous Incarnations, the popular cOln-aps 

Salamander and Life Force, datmg from 1986 and 1987 
respectively. However, the latest version in the 
Salamander series is in fact a conSOle-specific title which 
haS never shared the bleep·sodden atmosphere of an 
arcade with its namesakes. 

In this horizontal and vertical shoot 'em up (every 
other level is presented tn a top-down format), two 
players can join forces to take on the enemy waves, or a 
single player can tackle them alone. 

The graphics are certainly colourful and show what 
technological leaps have been made over the last few 
years, with lavish detail standing in stark contrast to the 
visual barrenness of the other two games on the disc 

Enemy sprites rotate impressively, the weapon 
upgrades are meatier and have more visual impact. and 
certain levels boast highly detailed backgrounds with 
many layers of parallax scrolling. 

The first thing evident in playing Salamander is how 
ridiculously difficult it s - something it shares with ItS 
arcade antecedents. There's no gradual learning curve 
here - within seconds of playing, the screen is littered 
with bundles of sprites, most of them being, rather 
unfortunately for the player, enemy bullets. Play therefore 
tends to take the form of a series of drastic evadmg 
manoeuvres, something the Saturn's joypad isn't 
particularly well adapted to - for a game of this type, a 
joystick is usually preferable. 

Unlike its predecessors, Salamander offers players the 
ability to continue their game after they've run out of 
lives. However, in time-honoured fashion, the 
programmers have inexplicably decided to sacrifice any 
chance of longevity by providing infinite continues. 
Because the continues allow the action to carry on from 
where the last ship met its demise rather than sending 
the player back to the beginning of the level, even 
someone with the most grievous lack of hand-to-€ye 
co-ordination will be humming along to the end credits 
tune within a mere ten to 15 minutes of loading the disc. 
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Some of the enemy sprites In SIIlamander 1 are 
huCe and occupy most of the screen. The end-of­
Jevel bosses (left) are now particularty impressive 

The game then loops back to the start, allowing 
players to tack:e the same six levels without the 
reassUring assistance of continues and thereby 
transforming Salamander from an easy and 
disappointingly short affair into a fiendishly difficult one. 
Either way, this is a game which fails to offer the finely 
tuned balance between success and failure on which the 
gaming experience depends. 

The two coin-op titles In the package, which are both 
emulated excellently (unsurprislng given the ease with 
'tlohich the Saturn deals with bitmap images). do provide a 
long-term challenge, but their difficulty is such that all 
except the best - and most nostalgic - shoot 'em up fans 
will find them severely frustrating. Despite this, hOwever, 
their inclusion serves a valuable purpose in lifting £ 
the package out of average-status territory. 

Edge ratin g: 

Every other level Is a 
difficult, vertially 
scrolling affair (above) 

Six out of ten 

: The orl,lnal Salamanders graphics 
remain atmospheric.ally alien today 

Format saturn Publisher: Konami 

Developer: TrueMotion Price: VS,Boo (£30) Release: Out now Uapan) 

• 
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Atomic Bomberman 

This PC version somehow loses the craphiul CMnn of 16bit console 
examples. with over-det.lIed sprites. Ifs still a very flne came. however 

m iven that converting HudsonSoft's classic multiplayer strategy game is 
the software equivalent of remaking 'Citizen Kane', Kinesoft has done a 
pretty good job of translating that legendary gameplay to the PC. 

The action is set in a onescreen arena, where players plant bombs in order to 
blow up the other participants. Along the way, they can pick up power-ups which 
enable them to increase bomb strength, pick up and throw bombs, and set timed 
explosions. Its a frantic and addictive but blissfUlly uncomplicated experience 
which can turn close friendS into enemies within 20 minutes. 

As well as aping 8omberman's classic gameplay attributes, Kinesoft has 
added a few of its own features - a factor which will no doubt enrage purists who 
believe that only Hudson can improve on perfection. There are, for example, 
dozens of different death anlmations and wisecracking samples to accompany 
the action, which are funny for a couple of minutes but soon grate. 

There are other problems. PCs have a tendency to stall the action 
occasionally, which is confusing and infuriating, and the visuals have lost their 
Japanese cuteness and simplicity. This conversion is, however, not the disaster it 
easily could have been, and the LAN option is the piece de resistance. £ 
SNES veterans, stay away: PC owners, welcome to gaming heaven. 

Edge rating: 
Seven out of ten 

. 
Format PC 

Publisher: Interplay I Developer: Kinesoft 
Price: £3' I Release: Out now 

• 

FREE JD SPEX 
for every readerl 

Catch a sneak peek of Ms Bullock's August blockbuster a month 
early on the second Connect CD, along with ... The Sfmpsons, The 

X Files, Men In Black, Blur, The Verve, Goldie, Oepeche Mode, 
Embrace, Pamela Anderson in Married With Children and six of 
the best from Massive Attack. Including their latest single. Nicel 

The Essential Guide To Net Entertainment 
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DEVELOP 
VIDEOGAME DEVELOPMENT UNDER THE MICROSCOPE 

C e In d runnl game development studIo: p rt one 
at so many years ago the wards 'developer' and 
'publisher' were almost interchangeable, with 
hundreds of small companies, each boasting only 

a modest grasp of financial matters, handling the process of 
turning an Idea on paper into something that could be put on 
software retailers' shelves. But times have dlanged. The 
games industry is n{)IN huge, and it's a blg-business concern. 
Many former pubhshers are now merely worl<.ing within the 
industry in a development-only Glpacity, and the number of 
viable publishers is dropping all the bme amidst multiple 
acquisitions and harrowing tales of financial rUin. Some would 
say that becoming a software publisher nowadays requires 
enough cash to payoff the gross national debt of Mexico. 

So, for talented teams that want to get into the industry, 
but want to avoid joining established developers or inhouse 
groups, setting up a small studio is really the only way in. 
While in theory this may sound like an appealing move 
(enabling relative creative freedom, more power, dose team 
atmosphere, etc), the reality IS a lot more complex -
especially for the person who puts him or herself into the 
POSition of studio head. As Philip Olrver of Interactive 
Studios told Edge recently, 'If I had to start up a development 
house from scratch tomorrow I YoQUldn't do It. It's Just too 
risky. Simple as that 

HOYJeVer, such pes5lmistJc sentiments are not unIVersaL 
As Edge reported last month (in The Great Escape), many 
key game designers are now moving o!Jt of huge companies 
and setting up small-scale development studios. 

These more Intimate ventures can be hugely attraCtIVe 

to potentia! publishers - as lan Livingstone, MD at Eidos, 
opines, 'I'm a great believer in creative autonomy. Small, 
independent and focused development groups are likely to 
be highly motivated and driven by their desire to make a hit 
trtle. They will have their own culture and identIty: But before 
getting to the stage of impressing the likes of Eldos, there's a 
lot of work to be done. 

The first element to be considered is who the team 
should comprise of. Rather obviously, development groups 
tend to consist mostly of programmers and artists, but there 
may also be a need for administrators and some form of 
management on top - an element which has become far 
more important during the last couple of years. \'Vhereas It 
used to be acceptable, and indeed almost expected, for the 
group head to be part of the development talent as a 
programmer or artist, it's IlCNJ very impractical, because of all 
the other matters they Will be expected to attend to. 

Becoming the primary point of contact for the publisher 
is perhaps one of the most important of these matters. 
Despite the fact that one person does not a company make, 
the studio head will be the development team personified as 
far as the publisher is concerned, and that person can expect 
regular visits and 'lively disCUssions' with the producer. The 
head Will also be expected to keep the team In line, enforce 
working hours, Invoice other companies, chase up invoices 
when they're not paid, and then chase them again when the 
creditors start getting heavy. It can prove to be a time­
consuming roundabout - which is why precious little in the 

way of development gets done by the people at the top. 

btIIrIwII ...... p •• t--. ........... ~ ......... c:e.It.t.,tc ......... ~ ....... by~ -_ .. _-bJ ...... ,.....= ,-, ........ __ pIoMy .. __ Ioord_-.. 
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No matter hO'N little creative input they have, hO'NeVer, it's 
good practice for the studio manager to have some 
development experience. That way the manager should 
know what a programmer's talking about when he asks, 
'We've run out of VRAM - should we reduce the number of 
textures per objectsr 

Before anyone can lead a team, though, they have to 
build one, and this in itself is a formidable challenge. A f500 
quarter·page ad in the back of an industry joumal is a good 
place to start, but is unlikely to completely sort out staffing 
concems. Good programmers and artists can no doubt be 
found this way, but an awful lot of applications will be from 
wannabes who completely lack experience. 

Specialist employment agencies have proved their worth 
time and time again. It's certainly no surprise that unsettled 
staff register with them - it means no effort on their part 
whatsoever, except the minor irritation of writing out a 01. 
The agency then does all the leg'#Ork for them, trying to get 
intervieNS, etc, and all at no cost. While this may sound 
charitable, it isn't: their service is indeed free to applicants, 
but potential employers have to pay a fairty hefty finders fees 
to the 'middle man'. Sometimes this is on a sliding scale 
proportionate to the agreed salary of the applicant; in other 
instances it's a flat fee. A worst-case scenario should see an 
amount equal to approximately 20% of the employee's 
salary payable to the agency. 

Recruitment is a two·way process, though, and the 
potential studio head will also have to find ways of tempting 
highly talented and experienced personnel. Offering benefits 
and bonuses, for example, is bemming more widespread. 
Aspects such as life assurance and pension schemes are 
currently popular, and not too expensive to implement, either. 

Often overlooked, but possibly even more important 
than salary, is the working environment. A great office and 
top-spec hardware are attractive, helping to lure staff simply 
because everyone likes decent kit to play with. 

\. It's also important to make sure everyone gets on well 
with each other. Recruiting a group of brilliant individuals may 
seem like the way ahead, but if these people can't function 
as part of a team then little of any consequence is going to 
get done. As Gina Jackson, external development director at 
Ocean, argues, 'The most fundamental issue when choosing 
a developer to work with is the feel you get for the team. Wilt 
they function as a team due to the long time spans and 
complexity of development that is undertaken in today's 
games industry? We can overcome technical and design 
issues, but once a team structure breaks down it is nearly 
impossible to retrieve the situation ... ' 

Finding an office in which to house a burgeoning 
development empire is yet another daunting quest. Open­
plan is currently en vogue, allowing for good communication 
between all team members, but sufficient power sockets and 
efficient wiring are also important considerations. Time is 
money, and time without electricity is incredibly expensive. 
Building a network is also a factor - a few years ago, very few 
teams in the games industry were networked, but now it's 
absolutely essential. Which means that another-important 
consideration is how to get aU the necessary cables in. 

location is also an issue, but probably for different 
reasons than might initially be imagined. There's a lot to be 
said for having fairly low-key premises - no one wants to 
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advertise their presence to burglars, after all. Insurance 
companies wiU also be a lot happier to cover a company if it's 
situated on the first or second floor of a building. Plus, 
depending on circumstances, the insurer might ask for the 
company to put bars on windO'NS, and computer 
worl<stations in steel cages. This may sound harsh, but 
processors and RAM are prime targets for theft, and almost 
every software company will have been hit at some point. 

Of course, buying in top-notch hardware for the 
development team is of prime importance. Shopping around, 
it's possible to pick up a complete MMX200 PC with lots of 
RAM, drive space, 3Dfx, etc, for just over flOOO+VAT. Adding 
a good file server will cost just over that amount again. Then, 
licensed copies of important software are essential. 
Photoshop or Painter win dock in at about f400, but again 
it's possible to shop around, and it's also possible to opt for a 
site licence. JOS MAX costs around the £3,00(} mark, and a 
good C compiler is £300 or so. And it is important to 
remember that separate copies are needed for everyone 
who's going to be using them - something that is very much 
emphasised by 30S, which comes with a dongle just to 
quash the temptation to run mUltiple copies. 

Finally, having assembled a team of keen, dedicated 
professionals, housed them in a suitable environment. kitted 
them out with the latest PCS, and fumished them with 
software, it's actually time to start developing. Which is, of 
course, where the real work begins .. 
Next month: How to impress the publisher £ 

YAROZEAWAY 

While earty Yaroze demos 
have left E .... with the 
Impression that the 
potential of the PIayStatIon 
has yet to be at all 
",allsed by hobbytst 
coders, some of the latest 
demos from Japan have 
nevertha\ess proved 
Impressive, YlSuaIIy as 
well as technologically. 

Temllncognlta (above), 

from Team Filial, Is an 
actIon-RPG In true 3D, 
with the player able to 
rotate the camera view 
and zoom In/out of the 
scenery, so as to make 
Jumpa and other II1dcy 
moves mont negotiable. 

AnOther, ... yet­
untltted, game (below) Is 
an adVenture expertence 
reminiscent of the Alone 
In the oarlc seo1es. 

Both titles use the 
PIayStatIon's 3D ablllt\as 
excellently, and SOtYfI to 
prove that YarDZ8 
development - at least In 
Japan - would seem to be 
coming of age. It will be 
Interesting to monitor 
what the western scene­
ha. to offer In response ... 



(viewpoint) 

Sad people 
want to make a point to these sad people 
who daim that you discriminate against 

their computers - especially Amiga owners. Since 
day one of your mag Edp has influenced my 
decision about which machine to buy because I 
believe you have told the truth about the 
machines' respective development chances and 
possibilities for the future. 

Anybody remember the 3DO? I decided to 
buy this 'state-of-the-art' machine, but I soon 
realised that the machine was to be doomed, and 
I don't blame Edle for praising it while waming 
us that as soon as the Saturn and PlayStation 
show up and it will be bye, bye 300. As fate had 
it I went out and bought a Satum and then a 
PlayStation and love them both. I am really 
aiming this letter at Gary Pearson (E48) claiming 
that your mag is biased, and I just think that he 
should go out and buy a PC like all the other cult 
Amiga fans - believe you me, I have converted a 
lot of my friends to get rid of their Amiga 4000s to 
get pcs. The Amiga is dead. So I would just like to 
say this: read the cover of the magazine for what 
fonnats are coveted. Edp does not cover the Amiga 
any more because it does not exist any more, and 
more to the point,. when are we going to see the 
likes of Tomb Raider and Red Alert on the Amiga? 
There's more chance of Martians landing. 

Terry Burke, 
via em.it 

A new generation of games 
any seems to have been the target of a lot 
of unjustified criticism lately over the 

PlayStation's large software library and the poor 
quality of some of its games. If the PlayStation 
was severely lacking in quality games or there was 
little to look forward to over the next 12 months I 
could understand this attitude, but the opposite 
seems to be the case. In fact the end of '97 and 
early '9B looks like being one of the most promising 
eras for the PlayStation, with a new generation of 
games that really stretch its capabilities. 

The argument seems to be that somehow 
Sony should be more critical about what it allows 
to be published on the PtayStation - like 
Nintendo is. This is totally spurious. Nintendo 
didn't stop EA from releasing the very mediocre 
RFA 64 because Nintendo needed EA's sports 
titles. The small number of games available on 
the N64 is not due to any quality issue - most 
thirdparty efforts are mediocre or dreadful. Surely 
it's more a case of publishers taking advantage of 
the Nintendo 64's small software library and a 
large US userbase desperate to buy software? 

I think Sony's strength in the market has been 
the accessibility of its hardware, and the relatively 
publisher-friendly business model. It is this which 
has resulted in the large number of PlayStation 
games available. Of course a significant proportion 
of releases are dross, but is this any different from 
any other media sector? Or videogame sector for 
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that matter? The incrused competition in the 
PlayStation market should help to improve quality, 
discouraging publishers from releasing any old tat, 
while the PlayStation's pub1ishing business model 
should promote innovation (would Capcom have 
bothered with Resident Evil if the perceived risks 
were too high?). The operative word here is 
'should', but I would rather trust market forces 
determining whlch games are released than a 
paternalistic console company. Think about what 
games we would have lost if Nintendo had been 
the only viable games publishing platform for the 
last len years. 

Nintendo's advantage over every other 
videogame publisher is that it rarely seems to 
release anything other than quality games, 
regardless of what this costs in development time. 
This is not just down 10 Mryamoto's talent, but 
seems to be a fundamental company policy. 
Where Sony does deserve to be criticised is that 
with the exception of SCEE, such a profitable 
corporation, does not have the guts to follow suit. 

Gary Mor.n. 
Birmingham 

Nintendo's argument is that by flooding the 
"',arket with substandard software, Sony is 
'onfusing and disillusioning the consumer which 

kJld have widespread repercussions for the 
industry as a whole. A parallel could just about be 
drawn with Atari's non-regulation of the VCS 

cartridge market back in the early '80s, when 
consumers eventually rejected the majority of 
substandard software that was on the shelves and 
the market collapsed. Cynics would argue, of 
course, that this is little more than a shallow ploy 
by Nintendo to disguise an undernourished 
software line-up, but the dauling quality of many 
N64 releases indicates otherwise. Unfortunately 
it's not faiT to compare games with other media 
sectors because the average unit price is so much 
higher. Sony is aware of this and should 
strive for fewer releases of a higher quality. 

Dear Mr Yamauchi 
n his is a letter I would like you to pass on to 
.. Nintendo in Japan: 
Dear Mr Yamauchi, 
What I don't understand - and correct me if I'm 
wrong - is why your company doesn't just stop 
the pretence and come dean. If Nintendo really 
only wants to sell to its Japanese customers, if it 
really only wants to make all new game carts 
available to its Japanese customers, then please 
just have the common decency to let the rest of 
us (ie anybody with an N64 not resident in Japan) 
in on the news. 

Here in the UK there are so few game carts 
available for the N64 it's got well beyond a joke. 
As a once-proud N64 owner I'm seriously thinking 
of crossing to the 'dark side' - ie buying a 
Playstation. I sang the praises of your N64 
console, I trumpeted its advanced graphics-
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handling. the promise of a more immersive 
gaming experience, the dawn of a new generation 
in consoles - and then I played Shadows of the 
Empire. LucasArts' pitiful experiment in 
tediousness pales next to the other suspects; 
rurok (monotony coded), Super Moria 64 (eye 
candy for the undisceming), Moria Kart 64 (see 
previous). Where are the mlKh-vaunted, often 
promised, still-to-be-seen Lomborghini 64, Star 
Fox 64 and Extreme C? Where, in essence, is the 
slightest suggestion of a game worth having? 
(Answer: it's out now in Japan.) 

I'm 34 years old. My age is irrelevant except 
in one vital respect: I am employed, I have a 
relatively good standard of living and, yes, I have 
just what Nintendo is after: 1 have an N64 and I've 
got some disposable income. I can afford £65 a 
cart. Trouble is, Nintendo seems to want to 
market every game at the age-S-and-unders, with 
tiresomely cute characters and a deplorable lack 
of seriously themed software (cue several 
successful, even dassic, PlayStation titles with not 
a cute character in sight, just guns, gore, radng. 
chasing. explosions and general all-round 
mayhem). Nintendo? Anyone listening? 

As an exercise in textbook marketing 
disasters I think Nintendo might be going for a 
personal best with the N64. Not satisfied with 
alienating a great proportion of its adapters with 
the cynical price drop SO soon after launch, it is 
now rubbing salt into the wound by enforcing 
(some might think with spite) an interminable 
games drought on Europe's N64 owners. 

I know I have two choices: a) I can move to 
Tokyo and be on the cutting edge of all the latest 
software releases two years before they're ever 
likely to see shelf space in Electronics Boutique on 
Oxford Street, or b} I can bin my N64 and get a 
PlayStation. Hmm .. 

Phit Ford, 
address withheld 

As far as 'marketing disasters' go, the Nintendo 64 
much be one of the world's least effective 
examples, given that the machine has sold many 
millions of units worldwide, and plays host to 
some of the world's best videogames - in fact, 
arguablv more 'games worth having' than in the 
PlayStation's entire SOO-game catalogue. But Edge 
would agree that the situation in the UK isn't ideal 
and can only suggest that you look to the import 
market for a solution. With each new console that 
Nintendo releases, one thing has remained 
constant: Europe is always going to be a less £ 
important territory than Japan and the US. 

Two completely different games 

D cannot understand how Jasper Manchipp 
(Viewpoint, E4S) can try to compare Moria 

Kart 64 and Rage Racer - they're two completely 
different games. Sure, they're both racing games, 
but there the similarity ends. The 'cartoon-style' 
graphics ate entirely appropriate to the Moria ... 
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universe: to try to make them look real (ie similar 
to Rage Racer's graphks) would be to miss the 
point. The original Super Moria Kart was not 
about realtsm, it was about fun, and the sequel is 
the same. Why else would Nintendo include 
power·ups such as shells to lob at your 
opponents? Rage Racer is indeed a great game, 
but for obviously different reasons, and so the 
games suit different tastes. 

tf you want an arcade-style racer with 
breathtaking scenery and speed, you go for the 
Play5tation game; if you want an accessible, fun 
game you can play with three of your mates, the 
N64 game is the best choice. Jasper would be 
better advised to compare upc.oming N64 games 
such as Multi·Radng Championship and Rev Limit 
with Rage Racer (he'll find the PlayStation game 
comes off very well, although this is partly due to 
the developers still being a long way from getting 
the best from the N64, as Edge pointed out). Oh, 
and as for demonstrating 64bit power, I was 
pretty impressed to see Moria Kart 64 running four 
windCMIS simultaneously at virtually the same 
speed as the oneplayer game, and with no 
visible loss of detail. let's see a PlayStation do that. 

Derek littlewood, 
Coventry 

last month's letter was ~ .. d ~ 
highlighted the impaa both game- IVI 

on the uninitiated, casual observer, Ntntendo's 
64bit game failing to match the visual punch of a 
supposedly inferior machine, That much is true in 
lerms of Super Mono Kart 64, but Edge would 
agree with your comments relating to each 
games' respective design strengths. 

'Saturn is not our future' 
ongratulations to Sega for letting down its 
console owners yel again. Comments made 

at E3 of 'the Saturn is not our future' nature will 
effectively seal the console's fate of a premature 
end. It seems that Sega, having seen thirdparty 
developers abandon support for the console, has 
decided to do the same. Halving the number of 
games in development (supposedly to 
concentrate on quality) underlines Sega's attitude, 
and it's obviously just so that it can allocate more 
development resources to its next console. 

I would not be bothered by the lack of 
support if the Saturn was not capable of meeting 
the demands of the hardware requirements for 
the current levels of games, But as the games 
company lobotomy is demonstrating in its 
conversions Duke Nukem and Quake, the Saturn 
can do outstanding games if the effort is put in. 

Thirdparty games companies are abandoning 
support for the Saturn simply because they think 
their chances of making a profit are better on 
other platforms (be<:ause of their market 
share/potential share). 

The reason that games companies target a 
platform with a large market share is that they 

• 

know a large percentage of owners do not read 
game reviews before buying a game, and 
therefore have a greater chance of selling 
substandard software. 

Any other reason (for not supporting the 
Saturn) given by games companies are ridkulous. 
I'm sure that any Saturn owner would not mind 
waiting a while longer for a game to be released 
on their console rather than not have that game 
released at all. " Sega is not careful in the future 
its fate could be the same as Atari's - it once had 
a successful arcade division as well! 

Philip Cartin, 
Wolv ..... mpton 

Of (ourse. large market shl s tt ' ~t 

Important thing game ma Ill", revr only 
count for a percentage of overall sales. But you're 
forgetting that one of the major factors in 
companies abandoning Saturn development 
the lack of a smooth conversion process, due to 
the machine's mtricate architecture. 

If PC or Play5tation code could be easily 
oorted to the machine Without the .,eed for low 
~I cod qg lecessarv for effioe"1f ~D) then 

, leI'e would be less of a dram on a 

mpany's ~esources. 

I myself am prepared to wait 
t strikes me the problem for the Nintendo 
64 at the moment is not that developers are 

incapable of producing quality software for it, but 
how long it seems to take them. The 32bit 
systems get their killer apps out quickly because 
most of them are just coin·op conversions (three 
Ridge Racers, three Virtua Fighters, etc), but 
Nintendo hasn't got the arcade background. 

Super Moria 64 was supposedly in 
development for nearly fIVe years, and fIVe of the 
games that were shown back at Shoshinkai '95 
are still not complete. In fact, all five of them were 
still not in playable form at the same show the 
following year. Release dates for N64 titles seem 
to slip back every time new dates are posted -
these games are becoming as elusive as the 
hardware itself once was. I myself am prepared to 
wait, but others may not.. 

William lepet 
address wrthheld 

While the expansive nature of many N64 releases 
(Super Moria 64, Turok.' Dinosaur Hunter and 
Go/denEye being good examples) is often in stark 
contrast to supposedly equivalent titles on 32bit 
consoles, this has quite clearly taken its toll in 
development terms. 

Nintendo's commitment to quality has caused 
a shortfall of N64 software, but it's dovbtful how 
many game players would prefer a greater 
number of lower quality titles, 

Perhaps the shortage lies with developers 
capable of creating titles of this quality - a factor 
that Nintendo itself can hardly be held £ liable for, obviously., . 

( and ) 

fi1 1. I have decided to buy a 3Dfx card 
~ for my 166MMX Pc. Unimpressed by 
the pack-in games I was beginning to 
question the wisdom of selling my 
PlayStation to raise cash for my new Pc. That 
was untif I bought Moto Racer, which put to 
rest all my fears, Running in 640x480 with 
bilinear filtering. the 3Db card provides 
graphical detail far outstripping anything the 
PlayStation could ever hope to reproduce, 
However, I wonder how the card compares 
to the N64 in polygon counts, texture ability 
and resolutions? 
2. Now that Sega is a sizeable shareholder of 
the 30b company, can PC owners expea 
030 (or, better still, 30b-native) conversions 
of its arcade games? 
1_ Have you heard any more information 
about 3Dfx's next·generation card, formerly 
known as Banshee? 

Matt Waters, Salisbury 
~ 1. Bearing in mind that the standard 
lAJ 640x480 resolution of the 30b 
Voodoo card is substantially higher than the 
N64's most commonly used mode of 256x224, 
the chipset is already handling more work. 
When written to the metal using 3Dfx's own 
Glide API, the board can process around 
250,000 polygons per second, which is 
substantially more than Nintendo's console. 
2. Given Sega's recent turnaround (see 
News), 30b-native versions of its arcade 
titles seem unlikely. However, the company 
does have plans to support 3D accelerators 
for some of its forthcoming software, and 
while it currently has an allegiance to 
PowerVR, Oirea30 is likely 10 feature in the 
future. Next issue, Edge meets the R&O 
division within Sega Japan to discuss its 
plans for the PC market. 
1. Given that the company is due to float on 
the US stock market soon, Banshee information 
is scarce. Expect performance of the chipset 
to be at least three times higher, though, 
and probably with a price to match. 

fi1 I own an American N64 and 
~ sometimes I can see fine lines in its 
graphics. In Turok, for instance, with the 
T ·Rex boss you can see the fine lines in its 
red laserbeam, but especially with Star Fox 
64, in the entire level of Aquas, Do you 
know if there's anything wrong with the 
machine or the games, or is this normal? 

Dennis Schouten. via email 
~ There is nothing wrong. technically. 
lA! Edge has noticed fine lines in the 
graphics of some parts of Star Fox 64 but 
expects that this is simply a graphical 
technique used to minimise the amount of 
work done by the graphics processor, 
missing out alternate scanlines . 

• 
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