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dvanced gameplay should be the
m habitual pursuit of games
designers the world over, yet

' rightly or wrongly, the majority of

y innovations made in the videogaming
arena are cosmetically driven. Without
them, just how far would gaming have

[ progressed beyond Space Invaders?

For years this amounted to pushing
back the boundaries of bitmapped 2D so
that colours could be added (remember

; the coloured plastic strips that used to
simulate colour on old coin-op monitors?),
introducing scrolling parallax backgrounds,
and logical progressions such as sprite
scaling (Sega) and pseudo-3D screen
manipulation as championed by Nintendo
with its Mode 7 trickery,

In the past four years 3D graphics
have monopolised developers’ time and

\ with it taken on the biggest challenge of
all = mimicking reality.

Originating with the efforts of early
vector graphics coin-ops and truly kicked
off by the huge leaps made by the designers

j of landmark polygon achievements such as

r Virtua Fighter, 3D graphics have rapidly
become the currency by which most

) interactive entertainment is valued.

This issue Edge presents an in-depth
analysis of the challenges facing
videogame developers, and dissects the
technology now facilitating giant leaps in
realtime visualisation.

The future is almost here...
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~The latest news from.thd‘liqnﬁd‘:_of_ Interactive entertalnment

ega has dramatically terminated its Saturn 2 or its part, Sega Is remaining tight-lipped about the affair
ety cievelopment contract with 3Dfx. The leading graphics - chiefly because it still hasr lally announced the
technology company has been in the process of designing a 5 -t. The company admits it is

t offic

proprietary 3D chipset for the console since March of this year ooking into the possibility of legal action, but
- 8 process which was being funded by Sega
A

okesman talking
. Next

cording to 3Dfx's marketing manager, Chris Kramer,

Will Sega retain the Saturn name the company was officially notified by Bemle Stolar, VP of Sega Generation, said, "We'll take this one step at a time and try to
for its successor? it's doubtful of America, by tele & on Tuesday, July 22, 1997, Kramer work with them. .. We are still an investor in the company and
toid Edge, ‘3Dfx was disappointed, and somewhat confused that factor may play a role somewhere in the solution,” Indeed,
by Sega’s decision. Our contract with Sega was cansidered to Sega has invested $2m in 3Dfx along with the development
be gospel right up until we received the call.’ costs of the chipset, a factor which may add an extra
Althougn no official reason has been given for the complication to any legal proceedings
cancellation, 3Dfx has asserted that it was nothing to do with Also complicating matters is the three-year exclusivity
the performance or the cost of technology: a statement which clause which formed a major part of the original deal. This
Sega has described as fair’ clause forbade 3Dfx from contributing towards any rival
The a cement raises a number of questions both technology for the aforementioned period, but it is unclear
whether the condition will remain inding now that the deal
EWHAT has fallen through. Again, 3Dfx claims that it is in discussion
b { RACT with Its lawyers
10 | - P"{EL. hocked and disgruntied by the
il announicement, 3Dfx has been keen to play down the
significance of the deal’s 5€. In the company’s press
about the console itself and about 3Dfx and its relationship release, Greg Ballard, president and CEO, stated, "We are
with Sega. A recent press release from the jilted grapt disappointed with this
technology specialist hints that the split breaches the contract without legal justi
agreed between the two companies, and that it is exploring its remember that Se (
optians, ‘including legal resource’. In other words 3Dfx is representing less than 10% of our projected 1998 revenue.’
refusing to rule out the possibility of legal action - a possibility Despite this apparently unperturbed demeanour, though,
confirmed by Kramer, who has stated that lawyers are ‘looking 3Dfx is no doubt more riled than it can admit. A link with Sega
over the contracts and doing research.’ and the Satum 2 project would have certainly increased the

Despite the support
of many developers,
including Psygnosis
(Wipeout 2097,
above, F1, left),
3Dfx has been
rejected by Sega
(far left). The

Ll  question no one can
answer is ‘why?’
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Star Fox 64 and Mario Kart 64 (above) are two
\ ﬂﬂnhh::&l'ﬂﬂuhmm

N64 STORMS AHEAD

intendao's Star Fox &4 has become one of the fastest-
selling titles in videogame history. The acclaimed 3D
space shoot 'em up sold 300,000 copies in the first five days of
its US launch, beating the 200,000 units previousty achieved by
Super Mario &4 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, which s currently the best-selling PC
title inUS videogame sales history, has only achieved 600,000
sales in the ten months since its release.
Nintendo has warned of a possible product shortage Iater
on in the year, despite a further shipment of 300,000 units
already on its way to retailers to complement the initial

450,000 pre-orders placed before the June 30 launch.

This latest development Is simply another successful
occurrence in the blossoming story that is the US Né4 push.
As well as holding high positions in the sales charts with
platinum-selling titles such as Mario Kart 64 and Super Mario
64, Nintendo 64 titles have dominated the software rental
sector. Since the machine’s release, Né4 games such as Super
Mario 64, Mario Kart 64, and now Star Fox 64 have held the
top position in the charts complled by the Video Software
Dealers Association, going on to hold the top five positions for
the [ast several weeks.

Elsewhere in Nintendo . .o vamaucn.

president of Nintendo Co. Ltd, recently announced in a
Japanese newspaper interview that he would retire by the
year 2000. Yamauchi, 69, has been in control of the company
since he was elected to pick up the reins in 1949, taking it
from a domestic playing cards manufacturer into a global
videogame giant with sales worth $3.3 milllon and profits of
$565 million (year ending March 31,1996)

The Nintendo president is still involved in every 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 é4, regardiess of the prassure from
the software industry to adopt CDs

As far as who might replace him, Yamauchi declared it too
early to begin speculating on any individual, claiming that he
first wants to see the 64D0D succeed by revolutionising
the gaming world. Minoru Arakawa, president of NOA, E
is one individual that has been mooted as his successor
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THIRDPARTY N64 MODEM AND ARCADE DETAILS EMERG[

ontinuing its support of Nintendo, which dates back to its close relationship

with the company during the 1ébit console era, Seta has developed a
revolutionary modem cartridge for the N64 which allows players to engage in head-
to-head play against any similarly equipped player anywhere in Japan

Although the only game to take advantage of this service, Morita Shogl, Is a
Japanese chess-style affair, the possibilities for the system are obviously huge

Until now, Morita Shogi players only had the choice of pitting their skills against
the console’s CPU, and as & result the game was aimed chiefly at the beginner and
intermediate end of the market, with expert players preferring the real challenge of a
human opponent.

With this N&4 version, advanced players can now compete against others across
lapan. Shagf participants can connect themselves to & nationwide network and play
against any other competitor within the network. Furthermore, advice from Shogi
masters can be downloaded, and the system will also display the 100 best players on
a continuous basis.

Seta's cartridge promises to revolutionise the world of Shogl, 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
woridwide network. The 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 Né4-based arcade board, entitied ALECKSA, Following earlier
console-related arcade outings such as Namco's PlayStation-friendty System 11 and
Sega's Satum-based ST-V board, further details have emerged.

An official announcement has yet to be made concemning which titles will be
developed for the board, but one of Seta's Né4 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 vear)

To develop on the ALECK&4 board, programmers can start with the usual N64
development tools, and then take advantage of further library updates released
regularly, which can also be used for developing on Nintenda’s 64bit console

Seta plans to release two versions of the board: the Type-A' board will closely
resemble an N&4 but for a clocked-up CPU running at 125Mhz, and extra RAM
capacity, while the Type-B" option will incorporate additional features such as
improved sound capabillity, better sprite handling (1,000 sprites simultaneous
display), and dedicated 2D circuits

Thirdparties have yet to officially announce their involvement with ALECKA4, but
their recruitment only began at the end of June. Nevertheless, Seta is still
confident it will ship 10,000 units by the end of the year. E

Seta custom IC
(modem handling) |

Mask ROM (Morita Shogi-specific)

g is
e e,

Contiyded
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NEC JOINS INTEL'S ARCADE STRATEGY

lectronics giant NEC has joined

Intel'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 Namco, Eidos and
Sony among Its members, and hopes to
hold regular meetings where
developers and hardware companies
can get together and discuss possible
arcade projects.

Videologic, whose graphics
technology Is distributed by NEC, has
aiso joined the forum, which should
mean an enhanced version of the
company’s PCX2 hardware (See Ed5)
will soon find its way into OAA-backed
cain-ops. Up until this point Intel had
only been using 3Dfx Obsidian-class
procassors in its own arcade demos
However, Intel's OAA bluaprint = its
vision of how 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 NEC and VideoLogic have
only just joined the OAA Forum, it is

expected that coin-op tities employing
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
Uttimate Race, entry into the OAA
forum should prove a significant boost
to VideoLogic. The company has so far
found it hard to secure a pasition in the
arcade market - something a PC-based
coin-0p initiative should address.
importantly, this boost comes ata
time when the company is enjoying
increased patronage on the home PC
side of its business. At this year's E3,

30 new PowervR PCX2-compatiDle titles ibot:].“ .:;":.::m an::" *
were announced, Including Tomb Lﬂ. shown off at this year's E3

Raider 2, Wipgout 2097, Terracide and
GL Quake, many of which are PFowerVR
extreme (ie specifically coded to take
advantage of the chipset's proprietary
features). Aithough 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.

form before the year is out.
frame rate even at BOOX600

PCXs Tomb Ralder 2 (above,will ffr a

panupued
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ECTS "97 ATTRACTS BIG GUNS

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

2 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, Psygnaosis, Eidas
and Electronic Arts. The two glants 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-Kazovie 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 Bulifrog’s Populous 3, 8s
well as a number of original projects,
including Rage's Incoming and Westwood’s
much-anticipated Blade Runner (see p52).

SEGA'S FRENCH CONNECTION

deline, the French development studio set up five

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 20-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 will 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 Né4 but pulled out of the deal because it did not wish to
relinguish its PC expertise,

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

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.

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 Vil are
all high-profile sequels receiving their first
European airing here, while Time Crisis and
Activision's Nuclear Strike will also see the
light of day.

As well as software developers,
publishers and dodgy educational
infotainment companies showing off their
usual range of interactive leaming titles
featuring characters such as Alfie the
naughty alphabet mankey, 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 small firms. It
seems that Tony Blair has not yet E
appointed a Minister of Videogaming.
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PHILIPS TAKES THE HMD PLUNGE

lectronics manufacturer Philips has re-entered the world
of videogame technology with a new head-mounted
display unit called Scuba.

The company abandoned production of its fll-fated CDI
console two years ago and announced earlier this year that it
was moving out of the leisure software market, selling its
assets to Infogrames (see EA3), The arrival of the new
technology heralds a new lease of life for the Dutch company.

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 audio/visual performance, Scuba acts rather
like Virtual 10's headset, with two LCD screens which fill the
player's field of vision, and a sterec speaker beside each ear. it
Is worth noting that Virtual 10 itself had little success with this
formula, though, and has recently filed for bankruptcy

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

device is due to retail at around $300 in the States - twice the
price of all leading consoles. It's debatable whether gamers
are likely 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.

Philips will no doubt be hoping
Scuba (above), will more
successful than its ambitious
hardware venture, the CDI (left)

PLAYSTATION ANALOGUE JOYPAD SNEAKS INTO UK

ony's PlayStation analogue pad has sidled onto UK

sheives 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 gutlets.

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 titie, 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 toid Edge that ‘repeated use of the
force feedback breaks the controller's inner components,
Another claimed that Sony is concermned that Nintendo will sue
over the product’s similarity to its cwn Jolting Pack (although

Porsche Chdknge (main) and Tobal 2 are
among the titles which support the joypad

the chances of this happening are ridiculously 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 s a significant amount of compatible software in the
pipeline, though, with Crash Bandicoot 2, Croc, Gex: Enter the
Gecko, ReBoot and Pac Man: Ghost Zone all due to support the
PlayStation analogue pad, and more titles on the way. It
seems, though, that US and UK gamers are simply E
gaing to have to look elsewhere for their shakes.
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GAME.COM HITS UK MARKET

ollowing the recent launch in the States, Tiger Electronics 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 8bit 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 own popular Lights Out game (which takes advantage of the
unit's stylus-controlled touch-sensitive screen), owners can expect versions of Duke
Nukem 3D, Sonic Jam, Batman and Robin, Fighter's Megarmix and Jurassic Park 2 t0
appear on the diminutive carts in the coming months

Edge has tested the Game.Com unit following a visit by Tiger's UK representatives,
and can report that although innovative in some areas, the unit is uniikely, at this
stage, to give Nintendo many sleepless nights.

Pack-in titie Lights Out is an addictive little game, but falls short of the killer-app
status of Tetris, a title which virtually singiehandedly 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 Batman and Robin and
firstperson shooter Duke Nukem 30 are both worthy attempts to provide some
much-needed potential thumb action, but are hampered by a slow screen update,
which blurs moving sprites. 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

Dutside of Game Boy territory, though, the handheld market has never been a
surefire success, as both Sega's Game Gear and Atarl's Lynx have proved

With Nintendo keeping such a tight grip of the diminishing handnheld E
market, Tiger may find the going difficult for its admittedly ambitious project

Tiger’s inspired licensing department has
ho':r;ht hplivlg-nmc such as Sonic
Jam. Whether this, and others such as
Duke Nukem, will be eno to make the
Game.Com a success remains to be seen

- Lar Setwp -

Europress *»

Europa House, Adlington Park, Mocclesfield, SK10 4NP, England
Tel: 01625 (+44 1625) 859444 Fax: 01625 (+44 1625) 879962
Web site: hitp:// www.europrass.co.uk
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(out there)

REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY

t seemns that club culture is no US radio station KLYY FM's ‘Liphted’

| longer the preserve of Sony and show recently, will be released as a
its supremely ‘up for it' London single entitled ‘Fighters: The Sega
marketing team. Sega of America has Project’ in September and will also
now commissioned two ‘top feature on Commander Tom's
underground’ DJs — Commander forthcoming album. Now only
Tom and DJ MARS - to create a club Nintendo is left to jump on the
track around the music to Fighters console/dance music bandwagon,
Megamix (right). The resulting slice although Edge isn't holding its breath
of trance, which was previewed on for ‘Mario in Gabba Land'...

espite restrictions enforced by a Stratford-

upon-Avon bureaucracy queasy at the
prospect of another visit from the Creat
Unwashed, this year's Phoenix festival offered
sun, substance abuse... and Satum games. Four
years ago, the event would have been called the
Sega Phoenix festival, with cut-out mythical bird
adoming main stage replaced by a finger-wagging
hedgehog. Nowadays, at a time of a more mature
and comparatively impovenished Sega, the
company’s sponsorship was inevitably low-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 11am 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 Nukemn and Last Bronx
pleasing the eager crowds.

For those with guest passes and no inclination
to mix with mere punters, Satum units could also
be found in the Phoenix VIP enclosure, WW5'97
proving particularly popular with a constant stream
of B-list celebs and executives ‘slumming it

[ 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 shows 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 will be extremely knowledgeable about how frightening sound can be.

J:'\
AW

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 knows. Its eventual team, consisting of
Goldie (right, below) and members of Metalheadz,
received Saturn 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 Allen) a
sweetener of hotel bills and bar tabs settled
during the festival's duration. C'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 w h e re
(game on)

The secret new technology Jeff Minter is working with, which, if his
word is bond — and not spliffspeak — could revolutionise videogaming.

FAMOUS PRODUCTS:

Nintendo's revelation that F-Zare 84 will indude a simultaneous
fourplayer option. Edge eagerly awaits the future of racing games...

The dedision by SegaSoft's online gaming network to send a demo
disk of Heat, along with hats and T-shirts, to Saddam Hussain in Iraq.

Softimage/Psygnosis's Psybadek party, the best bash of 97 to date.

The dance interpretation of Tekken 2, as seen on a segment of ‘Cool
Britannia’, Channel 4's one-night run supposedly focusing on hip Brits.

The dedision to not release the Satum version of Fighting Force in
Europe. Japan's gain looks like being the UK's loss.

Mortal Kombat 4. An all-new polygon engine? More blood?
More gore? New fatalities? Who actually gives a toss?

(game over)

Production editor wanted



16

| ®DGE SEPTEMBER 1997

Apple Newton MessagePad 2000

ollowing the success of the Fllafax in the '80s, its gradual move from status

symbol to practical everyman object, it was perhaps inevitatie that the

electronic versions would follow. Thanks largely to Psion, the PDA has
recently made the same move and 15 now as ubiquitous 3s the mabile phane. Anyone
who's ever tried to use one to type anything bigger than a memo, however, will know
why &lb notebook computers from the likes of Comipaq ara still selling, however,
Uniless the user happens to have fingers that taper at the end, the tify keyboards that
accompany these electronic organisers are all but useless.

That's where the MessagePad 2000 comes in. Admittedly, it'stoo bigtofitina
Jacket pocket, being roughly the same size as a paperback book,
and it is heavier than the latest Psion, but It does use a proper
keyboard (which costs another £80) which plugs neatly into the
side. This transforms what many would regard as a novelty
iterm 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 2000 Is
capable (with add-on card) of a live text-only internet
link, fax and emall facilities on top of the word-
processing, notes and contact-manager programs that
come as standard, as well a5 a docking program that
allows the Newton to talk to both PCs and Macs to transfer
data. There's even an facility for infrared transfer between
Newtans, in the unlikely event that the user meets up with other
like-minded Newtan 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 facllity is excellent. Fowered by four A batteries, the unit offers six hours of
use with the screen In backlit mode, or 24 without the light.

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

ince thair earfy chart action with Yazz
& and Usa Stanstield, Matt Black and
jonathan More have veersd wildly between
almast every musical genre iImaginable, "Let Us

Minjs Ture

g. Play” is a showcase for that eclecticism, and 50
F is equally capable of inducing awe as It is of

2 3 comTiitting aural violence. Hence ‘Retum to the
E § Margin' transports hip hap into cool dub, ‘More

Beats & Pieces' reinvents the Coldcut of
yestery2ar, and 'I'm Wild About That Thing'
Bkes mer cut-and-paste style into funky phone-
sex berritory. An aloum of multiple personalities,
mary of them bordering on genius

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 hape for to find this great little device on the shelves of every
Dixons in the land, and judging by the stock shortages and general lack of aggressive
marketing 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 2000 is probably far too useful and
innovative ever to catch on. Cynical, yes, but probably true.
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W Lol liw v e our ot ing taday, Itlll
¢ increaning your mamthly ofder ol
: m Bleeuin Lioe by bl lmhﬂﬂ'
it B wertvmnatul ol fuevm By with
in mew prodoct asd hope this tentinues
aghaset e year. W air bore that yau
11 alng b plraved with it wilier
produtts we have idaller,
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- " Y he Ballstic Broters [Dis Ashley Beedle,
é Rocky, Uiesel and Dave HIl have retumed,
with a siab of tnes that provide the pedect laie
summer soundirack. With influsnces spanning the
globe, ‘Rude System’ centainly caters for the most
discerming of music lovers, mixing breakbeat, funk
antl fine groove and adding a sprinkding of
ambience for good measure, The Comversation’
ant ‘Rule of the Bone’ ara particularly fine tracks as
are reworked classics "Blacker’ and ‘Love Suprema’
(parts 1.8 2. This album takes the listener on a
chilled, refreshing jourmey and to ignore it would
be, well, rude

Rude System
Ballistic Brothers
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Psion Series 5 palmtop

slon has a battle on its hands, Having long
reigned supreme in the land of palmtop
: computers, now, with the launch of numerous
Windows CE devices, the company is attempting to find
new ways of making its proprietary interface and
operating system the favourable option.

Enter, then, the Psion Series 5, a new device which
Can boast BMD of RAM (the low-2nd version weigns in
with 4Mb), a VGA-resolution screen and, for the first
time, a touch-sensitive display. Although the core
software hasn't changed from the previous and
popular 3c series, the means of controlling the device
with a simpie pointer makes the device 2 lot easier to
use. As does the excellent new laptop-style keyboard.

The software which comes as standard Includes a
fully functional word processor, a fairly simple
spreadsheet, a diary-cum-organiser, a sketch program
which Is ideal for adding signatures to files, and a host
of communications programs which enable users to

Sharp XV-C1E projector

U ntil recently, owning a quality projector in order to complement a Pro-Logic surround-
1 ‘i}i 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
£1,000 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 distartion 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 {diagonal) in size, and the quality is particularly
Impressive for a machine of such relatively low cost. Multi-standard compatibifity, composite and
S-VHS inputs should keep import-laserdisc owners 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 refiected in the
fact that the slimline, 3.5kg unit does not have remote-control capability, offering instead a simple-
to-use backiit button menu on the projector’s top panel, Furthermare, there's no zoom function
(meaning the projector has to be physically moved In order to alter the image size), while the
luminescence and resolution values are also lower than models further up the range.

Nevertheless, the XV-C1E still represents excellent vaiue for money and brings the real home
cinéma experience one step closer to the mass market.

B L

send and receive faxes, handie emall, and (with a plug-
in planned for later in the year) even browse the World
Wide Web.

Like the 3c before It, the 5 Series features an
infrared communications port, allowing files to be sent
between 10 ather Pslons or even an infrared-equipped
printer without the need for leads. For PC connectivity,
the palmtop comes with a PC serial lead and the
Psiwin software package as standard. When plugged
into a Windows 95-enabled PC, the Psion simply
appears 35 a folder on the desktop, from which files
can be easily exchanged.

As Bn added extra, the Series 5 comes complete
with a digital voice recorder which acts as a hi-tech
dictaphone. Users simply hit a button on the bottom of
the machine and speak into the discreet microphone -
the system allowing the recording of several minutes’
worth of messages.

This, and the other unique features, make the
Psion Series 5 one of the very best paimtop systems
currently available.
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. — 7y ™ol Noise were certainly one of the 2 teve Hilage and Miquette Giraudy are
E I L. most influential and expenimental UK § " quietly rising through the ranks of the
E I 2roups of the "B0s, and their resonance is stil £ dance scene, shaking off DANAWaEEN-LMEINg
E felt in today's cub scene. For proof, check out 4 accusations and showang @ thirst for melody
; % this mcradible 3CD bowed sat which includes i f that's misseg from many trance and techno
5 ; ambient, hard house/techno and drum'n’bass R whippersnappers. ‘Golden Section’ refines the
S St ste oo s it reworkings of the grouns finest tracks, E formula, with some addictive trance on ‘Rite of
g - contributed by the likes of The Prodigy. The 5 () Speing’ and Tahin Singh-backed ambience on
< @ 'Don Coneane’. There's & lack of bite on the

— Orb, Carl Cox, LFO and PFM. any art of Noise
fans who can remember ‘Opus 4', 'Legs’ and
‘Eye of a Needie’ should invest and expenence
the '90s versions of these '80s classics. And
those whio can’t should still take the plungs

drum’nhass elernents, but this is the only weak
$pot on an &lbum which demonstrates that
adventurous samples and dignal squalls c2n go
hand in hand with real tunes
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MPEG digital video camera

any people would probably ask, ‘What on earth is the point in such an expensive piece of kit?”

Well, if the potential user Is into making videos to send off to Jeremy Beadle, then a hurmble

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-guality video is a dodole to record, thanks
1o 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 s the cutting edge of video recording on
the move: being able to encode MPEG video on the fly is Impressive by anyone’s standards

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 Superhighway an idea
worth having'. It Is amazing, therefore,
that Gates took 50 long to commit to an
Intemet strategy. ‘Overdrive’ asks why

The main conclusion drawn here Is
Interesting. Wallace argues that the
antitrust lawsuits being fled against
Gates when the Internet was creeping
into mass awareness totally distracted
him. Laughably, it took a posting on the
Internet claiming Microsoft had bougnt
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 wrate 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,

Ninebar records

Joint Ventures

various

BILL GATES

aitil the
RACE T CONTROL®
CYBERSPACE

oirt Vertures IS an eclactic

freestyle sounds ranging from jazz to
junizie to drum’n'bass. As the titke sUggests, all
the arsts featured here are paired up
{CujovFunia Porcinl, Furrafero) leading
Inevitably to a Iresh synthesis of grooves and
beats. The jungle mixes "Predatary’ (Sureshot
featurmg George) and "Eclipse’ iNoisa/Faradox)
are standout tracks, as are the laidback grooves
of "Childhood’ (Flavomauts/Aan Simmonds) and
“Soram’ (CuposCurtis), in fact, sach tune offflcads
Its own flavolr and style o the give the albim a
totally refreshirs: experimentsl edge

The Shift

== he premise of this cyber-by-

{ hdj numbers novel is instantly
I recognisable. A new media
format called Virtix has emerged, a
broadcast VR system which is about to
be premiered with tacky scap opera,
‘Real Life', Alex Munn Is a schiock writer
at the TV studio responsible and to
relieve his lack of creative fulfilment, he
designs his own private VR world based
on New York in the 1850s, complete
with the ‘Fishman’, a homicidal maniac.
As time passes, Munn begins to biur
the boundary between real life and the
virtual ermironment he has created

Beginning promisingly with Fay
clicking into a pseudo-Chandler style,
the book follows amnesia-struck Alex
as he tnes to discaver whether he
murderad his wife or was framed
However, although the picture painted
of New Yark and its resident media is
Impressive, Foy lacks the technological
understanding of authors such as
Gibson or Cadigan ~ a fatal flaw

He also has a problem with pace.

The Shift’ compietely loses its bite after
the first few chapters and becomes just
anather thriller set in the near future.
Hardened futurists looking for another
fix of cyber fiction will be disappointed,

Cypher

Hip Hop Don’t Stop 2

Various Artists

GEORGE FOY

he inflience of old-skool hip hop and

glectro on current Dis and dance acts
cannol be overstated. Tracks (ke "Hip Hop Ba
Bop’ by Man Parrish and Martronix's King of
the Beat' virtually created sample-led chib
missic, while Schoolly D and Enc B were spitting
out ymes whille Snoop Doggy Doge was still a
puppy. Other early delights to relish on this
essential selection come from Public Enermy,
the first true crassover rap outfit that refused to
compromise, and Run DMC, Defore they staned
o chum out chart hits. Uitimately, this is just as
vital a5 ‘Hip Hop Don't Stop 1'
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EDGE'S EXAMINATION OF THE INTERNET AND ONLINE GAMING SCENE

A byte of the Apple

s soon as the Internet began 1o trickle into
homes and offices throughout the world,

companies of all desariptions sniffed out a major

advertising opportunity and rushed to geta
presence on the WWW.

Now, however, the wirtual high street is
getting crowded, and those companies are
finding that simply knecking up a page in two
days and slapping on the Net is not enough.
Pages rhust now be stylish and innovative to get
noticed in the crowd.

Hence Apple’s sponsorship this year of the
Design and Art Direction student awards’
Interactive Media category — a competition for
protessional 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
which commnicated specifically to students
why they should buy a Macintosh system.

The winning entry, which took three months
to complete, came from Lars Eberle, Ines Pach
and Vassilios Alexiou. All three are students on
Middlesex University's obviously excellent MA in
Design for Interactive Media, based at its Centre
for Electronic Arts. Their site, compiled using
Shodkwave, Java Script and StrataStudio, has an
understated aesthetic cool and, according to the
judges, addressed ‘the relevant issues about
Apple and technology in amusing ways.' In fact,
the site was so highly regarded it was felt to be
better than many professional entries to the
DEAD competition.

Ultimately, although the judges went on to
point toward the team's animation and
conceptual skills as major factors in their
success, Edge can't help but think it was the
sife’s title — Cyderspace — that clinched it. What
better to catch a student’s attention than to
name the page after a form of alcohol that gets
you hammered quickly on a tight budget?

To find out more about the MA in Design for Interactive Media at Middlesex university, call 0181 362 5000, or visit

http:/ /www.cea.mdracuk/ To view the site, check out: www.ceamdeacuk/DandAD or: www.ines.com/apple
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Rule Britannia

rigin's Ultima Online - the multiplayer version of its hugely successful

swords 'n’ sorcery wideogame series — 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 tumed 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 — s has occurred with 3DO's equivalent, Meridian 59.

Visually, Ultima Online is very impressive, boasting a highly detailed

isometric landscape which puts most multiplayer Net games to shame,

The gameplay too is impressive, taking place in a massive online version of
Britannia (the realm where all Ultimas have been set) which includes an
explicitly realistic eco system, Non-player characters have their own living
and feeding pattems and every 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, will force the creature 1o invade local towns for
food. This is perhaps the closest Net gaming has come to simulating real-
Although the full game is set for US release in September, no
European date has yet been given. However, gamers on this side of the
o Adantic who are unable to wait will be able to play the game by getting
pretty version of Brittania hold of an imported CD-ROM — the only problem being that all technical
and w:*ml:. I support will be based in the States. Eager UK RPG fans should perhaps
start saving up for thase long distance phone calls now...

mum-&w-m

I To find out more about Ultima Online visit http://www.ultimaonline.com, which features a world history of Brittania as well as a list of its indigenous wildlife, spells and weapons




JAFCON one

Although events like the Tokyo Toy and Tokyo Game Show attract their fair share of obsessive
videogame, anime and manga otaku, it is JAFCON (Japanese Fantastic Convention) which brings
them all trundling out of the woodwork. 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 tum up to talk about their favounte characters, and
thousands of exhibitors tum up to sell them little models and souvenirs of those characters for
exorbitant prices, Rest assured, everyone goes home happy.

At this year's JAFCON, though, there was an even more obsessive feel. Here, for example,
snuggling between big names like Sega, Bandai 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 adofing fans.

For the big companies attending JAFCON, the event was an opportunity not only to sell their
comic/video game-related trinkets but to leam 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 characters were distinctly 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 characters as well as the odd Sonic figunne. It
was this videogame-related paraphernalia that flourished at the show, maostly at the expense of
exhibitors showing off regular scale models inspired by anime and manga themes. To add insult
to injury, the only Bandai products which matched Sega'’s for popularity were its Gundam models
- and this is mostly because the characters have appeared in several recent Saturn games.

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

Sega demonstrated Splash Wave (right) and
its new version of Virtua Fighter 3, subtitled
TB' (left, above), at a recent demonstration
in one of Tokyo's biggest arcades. SNK's King
of Fighters '37 drew a bigger crowd, though

dressed as their favourite characters. For some reason, these highly elaborate home-made
costumes attracted 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 manufacturers, 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°C as sweaty gamers got their hands
on Virtua Fighter 3 TB (team battle) and Splash Wave — an AM1 waterski game using the
popular Alpine 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 characters 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 VF3 T8 drew considerably
more gamers. Back 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 5,000 players at any one time. As with 3DO's Meridian
59, players can buy and séll 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 E
ever going to get to the real thing. ..

This year's JAFCON attracted more than its fair
share of hardcore attendees (above right). The
Cosplay fans (right) were perhaps the biggest draw

NYdYT

I

L66L MIEWILIS FOAS




AN AUDIENCE WITH.. EDGE AUGUST 1997

sid meier

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 god. Edge met the man to find out what's next in his grand scheme...
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id Meier is the game designer's

game designer. Although his

name may not crop up as often
as, say, Peter Molyneux, John Romero or
Richard Garriott, Meier (s arguably the most
respected PC game creator In the world
(he's also famous for having founded
Microfrose with ‘Wild' Bill Stealey to settle
a bet in the early "8Cs). A champion of
gameplay over graphics, Meler created
titles such as Civilization, Colonization and
Raiiroad Tycoon which spawned a whole
new genre and paved the way for the likes
of Command & Congquer and WarCraft

Meier Is now also leading a new trend

- that of separating the process of game
design from the business pressures
software publishing (see The Great
Escape, E48). His new company, Firaxis,
with no marketing team, has two new
games scheduled for rejease "when they're
ready’. Edge caught up with him at Firaxis’s
headquarters just north of Baltimore to
talk game design, gameplay versus graphics,
and how to attract 50-year-old women. ..

Edge: What are yo

OF YOUT NEW

Lompany, X
Sid Meier: Firaxis was formed about a
year ago. The idea behind the company
was 1o pull together a fairty small but
experienced and, hopefully, talented,
design group to focus on PC games. We're
all from the entertainment business and
up until now we‘ve all worked In large
companies. But the plan here is to simply
concentrate on design, programming and
the creative process, and not worry about
marketing and sales - these aren't our
speciality and they tend to, um, confuse
things sometimes. |
Edge: Feoo '

. the nat you won't

ing their

5 that you gon't have the same

o miarket research’?

of games 10 create’
SM: Weil, there's some good news and
some bad news there. [Laughs.] When
you're working in a large company, a lot of
times what the marketing folks wili ask
you to make Is last year's top-selier, but
Just a little better. Or last year's game with
3D Instead of 20, or 4D Instead of 3D.
Sometimes that Input Is helpful, but it
often tends to make you worry nght at the
beginning about trying to please
somebody else, whereas we're trying 4o
find & topic that we ourselves get excited
about and find a game idea that we would
like ta play. This way we'll make ita
personal game as opposed to pleasing the
marketing pecple or the focus groups. We
know that people who like the games we
like will enjoy the game we've produced,
and this has to be better than producing a
game that we don’t care for too much but
have been told that some theoretical
person might like. Of course, there's
always the chance that we're really weird
and that no one else is going to like the
games that we like, but we're willing to
take that chance,

Edge: How many games 15 Firaxis
developing ngnt now?

SM: We're working on two games that are
both designer-based. I'm the lead designer
and programmer on one, and Brian
Reynolds, who was the programmer and
designer for Civilization 2, Colonization
and a coupie af other strong titles, is
leading the other project.

Edge: and
SM: We use the phrase 'innovative
continuity’ to describe our products, in
other words, If you're familiar with the

at kinds ol games are they

games that Brian and | have created in the
past, then you won't be shocked by the
games that come out of Firaxis. But having
said that, we've never done the same
product twice, so these games will be new
and innovative, just not shockingly so.
Edge: Wil they be cut by the end of 19977
SM: Mayhe yes, maybe no. But we're
happy with how they're coming along and
feel we're making progress
Edge: And [ nably you |

by

i DUt the to make ary deading
SM: [Laughs.] No, that’s another reason
Wiy we've distanced ourseives from
marketing and sales, We've found that a
lot of products have really suffered from
having been rushed out in time to make a
deadiine or In a specific quarter. We're not
Interested in doing that

SM: There have been a couple of
distractions, but gaming has mainly
continued as it always has done. Every
now and again, a person or group comes
up with a really neat idea, belleves In It,
and works on it out in the dark. It appears
in the marketplace and then everyone
says, 'Oh yes! That's what we wanted all
along!’ Doom was one exampie, and there
are a couple of other games that have
established a whole new genre. | think
Civilization was maybe that type of game
Before It came along, | remember talking
10 someone who said that ‘strategy’
games were a dirty word! You didn't want
your game to be a strategy game because
peopie would think it was this terrible,
boring game with this crude map and
some big blocky things that moved
around, and that you'd need a PhD to play
It. That was five years ago. But then a
game comes along; Civilization, that is fun

to play, and ali of a sudden you have &
whole new genre, Usually, these big new
genres don't require any new technology
or some super high-speed processor, it's
just that someone came up with an idea of
a game that they wanted to piay.

Edge: 50 you're saying that the bes
games are the ones that designers make
for themseives?

SM: This is the way it's always been in the
games industry, and it's been even more
true over the last five years. Five years ago
people were talking about the new
Hollywood and how CD-ROMS were going
10 turn movies into games and games into
movies, and how we were going to need
massive teams of artists and
cinematographers to create videogames -
and none of this nas actually happened
Tnis whole notion of games being dragged
around by the technology hasn't
happened. Through It all, games are still
being led by game Ideas, designers and
players. There's always been the tendency
to think that technology drives change in
the game industry, but | don't think that
this has ever been true, We did fun games
with EGA graphics and 640K of memory in
the early PC days. Every year it's virtual-
reality glasses, CD-ROM, 30 accelerator
cars, or some other new technology that
people think is gaing to take us to the next
level, but ultimately it's always game
design that helps us evolve

Edge; So do you

ned that production va

think that the ind

gcessanly matter, and that t's

ntera movie’ is over?

SM: People don’t buy games based on
development budgets. They buy games
based on how much fun they are to play.

S0 now game companies realise that they  »
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4 can spena either $5 million, $1 million or
even just $500,000 making a game, and
looking at the sales figures over the last
few years, they've got to realise that
there’s no direct correlation between how
much a game costs to make and how well
it sells, Of course, there are some titles
such as Myst and the Wing Commander
sefies that cost a lot of money and
returned a lot of money, but there are
many more examples of games that didn’t
come close to recouping their
development budgets. So compames are
backing off from this big-budget
blockbuster idea

d players reject the 'Sillwood’

pets Hollywood ~ 1
SM: Players didn’t want movies. The idea
five years ago was that if your game
wasn't a movie, it wouldn't compete. it

on?

was thought that people wouild put up
with games but really wanted movies. But
as it turns out today, people play the
games and tolerate the movie parts
Edge: Would you agres that the game

noL 5 W

f ywood over the

roof that too
lue grapnics and
sosmetics over actual gameplay?

SM: | definitely think that's true. | have to
say that I'm a programmer and a designer,
not an artist, o | want that to be true!
|Laughs.| But yes, the industry definitely
spends too much time trying to add video
or Incredibie graphics to its games.
Cosmetics aren't bad, but you have to
remember that each game can only have
a certain amount of resources and energy
put into It. if you concentrate too much on
the cosmetics, then inevitably there has to
be less attention given to other aspects of
the game. Ceéntainty, we need graphics, we
need a good Interface, we need visual
c'lar.r\r for our nformation to come across,

and we need graphics to do this. But when
a designer is asked how his game is really
going to make a difference, | hope he has
an answer that talks about gameplay, fun,
and creativity - &s opposad to an answer
that simply focusas on how good it looks
or how fast it runs

Edge: Ana you think mnovative gameplay
will always more than compensate for a

ack of fiashy graphics
SM: Good games take place in the
player’s mind, not on the computer
screen. We can never put imagesona v
or computer screen that are as realistic or
as vivid as the Images that we can conjure
ina player's mind once they start to get
drawn Into a game. So even simpie
graphics, when compined with good
gamepiay, are perfectly good enough. In
this way, a programmer or a designer can
‘create’ better graphics than any artist
Edge: 50, looking at the last five years
would you say that gaming's acoption of
CD-ROM |s a biessing or a curse?

SM: CD-ROM has been a curse in that it's
kinda led people off in strange directions.
But It's been a blessing in that it's a very
economical distribution medium, Right
before CD-ROM, we were getting to the
stage where there were 10 or even 12
diskettes in @ box and production costs
were really going up. CO-ROM lets us
Include better sounds and soundtracks in
our games — an ared that had always been
weak - and it has even led to.a few
appropriate uses of video. But it hasn't
been revaolutionary at all, The people who
have tried to deal with It as a revolutionary
medium and have got catgnt up with the
whale Hollyweod model of things have
really made trouble for themseives.

Edge: Right now, one of the biggest

B5 gOINE 0N in the game Industry is

Ars,

how to make games appeal to a witar

]

0 expand th
beyona young males, but there are
1R ViWs a8 to the best way of

‘ere are those who be
s game styles and themes can
vith broader audiences but
Ok BOOO enough to be of
aolits who are used 10
jatching TV, Others argue that |t doesn’t
attar Now reaistic games may 100K
pecause ontent of today's games Is
ntrinsically interesting to only & small

portion of the population; 5o we should
ng gameplay and
IssLes instead of merely

3rdS IMpow

s. Which camp do you bélong to?
SM: | would definitely be in the latter
category. Making our games look ‘more
like TV" isn't necessarily oing to make
thern more attractive to 8 50-year-old
woman, Most games are written by males
with a certain background and an interest
In gaming; the games they produce are
20ing to appeal to othar males with similar
backgrounds and an interest in gaming. If |
were to try to write a game for a 50-year-
old woman, I'd immediately find myself in
the difficult positon of having te rely on
marketing research and focus groups and
some vague hypothetical construct of
what | think this person might want to play
to help me along. it wouldn't be a game I'd
play, and so | don't think it could be a
tremendous success

Edge: 50 what's the solution?

SM: It's impontant to expand the pool of
designers to Include a broader range of
the population if we hope to reach these
new groups,

Edge: Can the growing online, muttiplayer
genre broaden gaming's appeal?

SM: | certainly think that online,
networked, multiplayer games will appeal
to a wider audience than the sitting-in-
your-darkened-room-staring-at-the-screen
king of games. But we still have a long
way to go. | think if we were having this
interview five years from now, we'd look
back and admit that in 1997 we didn't
know what these online games were all -.
about. The big change over the next years

will be the introduction of new genres

dedicated to the onling environment

Edge: So whole new game
gmerge online?

SM: | make the analogy that 15 years ago,
when computer games were becoming a
reality, the first thing we did was to take
existing games - which were
predominantiy board games and card
games, such as Scrabble or Monopoly —
and do computer versions of them. And
we called these ‘computer games'. But
since then, we've discovered that there
are whole new kinds of games, such as
Civilization or Doom, that work better on a
computer and can't be done with any
other medium Right now, the same thing
is happening with online — we're taking
traditional singleplayer computer games,
adding some kind of multiplayer
component, puting them up on the
networks, and saying, "This is multiplayer
gaming.” But | think a couple of years from
now, we'll find that there’s a whole
different kind of game — and whole
different game genres — that work in the
online, multiplayer environment.

Edge: Why ce

dppeal toaw

an anline multiplayer games

srce than today's
singlepiayer games

SM: If you're looking at a game-that has,
say, 1,000 players, then obviously not all
of those players can be the omnipotent,
all-conquering hero in the traditional
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AN AUDIENCE WITH

computer-game sense. New types of
games that require teamwork will emerge
onfing, And fight now there are maybe a
whole lot of people out there who look at
computer games but aren't interested In
betng the all-conguernng, omnipotent hero,
yet they might enjoy taking on a different
role o being part of 4 t23m - with real
peope
will make up a large proportion of the

human interachon. Maybe these

audience for multiplayer gam
Edge: 5ome games o3

that gar

SM: | believe that certain games bec
popular simply by word of mouth - their

popularity develops a life of its 1. And

sure, this is one way to braak out into the
larger market. But all the people who tried
1o follow with Myst clo
only is It very expensive, Dut that Myst was
a game that typically you anly want to play
once - you don't want to play it through

es found that not

ce and you don't want to play another
version of it

Edge: (

eves think to piay one

SM: But these peopie aren't really
gamers, A jot of pecple see peaple playing
games, want to know why they're playing.
want to know wihty they're having fur, and
what's 50 great about it, and so they try
for themselves. And with a game [lke Myst
they can understand It, play it, and say,
"Okay, that was fun.’ But they're not really
game players, and a game |lke Myst isn't
going to convince them that playing
games is something they want to be doing
with their free time

Edge: Let's talk

about the future of

5 games realty only

- - < SUr J+ 8 :-:P.' 2nhal

SM: Games are going to take over the
world, oh yes. it's going to take a whila,
but there's something inherently more
engaging and more entertaining about
computer games than there |s about any
ather form of entertainment. it's really the
only non-passive form of entertainment
except for spons and certain “indoor
activities” in which peaple can be
entertained and participate at the same
ume. But yes, we are still at the very
earliest stages of what we can do, and we
have 3 long way 10 g0

Edge. How excit2gd are you

SM: I'm very excited. We could almost get
to the paint Where we ©

1 sefiously say
at's twice as
rtaining as TV. If you think about how

much people watch TV... Peopie could
spend twice as much time playing games
as they do watching TV. That's scary!

Edge: Would that make you fesl g
SM: [Laughs.] | don't know. | mean |

wouldn't feel guilty about stopping people
from watching TV, but | think that at some
point we have to bacome responsible. I'm
actually kind of concerned about this now

with some of the games that are out there
| don’t believe in cansorship, but | think
game designers nead 10 be responsibie
and think about the affect that they are
having on players - especially yo
kids. Now it"s tme for us to think about
who we are, what we stand for, and what
messages we are giving to our players
Because let's not underestimate our

influence — we are really engaging them
with our games. Basically, It's just &

funcnon of us having been so small for so
long. Previously we haven't been Called to
this respansibility, We've always belleved

that we've been this small niche and that
we're only addressing people who felt the
way we do. But as we think about
becoming a larger form of entertainment

and grabbing larger and larger audiences,

we nead to think about our responsd
s0me more.
Edge: Has t

SME | think it's DECOMINE WOrse. A cerain
segment of the industry has got itseif
locked into simply trying to out-gross and
out-gore the progucts tnat have gone
before them, | mean, we've had spines
ripped out, how can we top that? The
311N 2 ot of *.‘Ps.'g.".v;-'s' minds

ar not their game

SM: Sure, a lot of games are marketed
purely on this fact. And hopefully this is a
shorn-ivad trend because people will
realise that if the tocus of the game is just

on the blood and the gora then t

probably not much to the actual gar
Anyway, | think it's a poor way for a
designer to be successful

Edge: @n that t

SM: Right now, we know how to do
imeractivity. But we could eastly drop the
ball and let someone glse pick it up. The
game industry s best positioned to
manage the new opporunites Decause
we know that the magic ingredient s
Interactivity. But we have to concentrate

on | tell designers, "Don’t try and do

better graphics than the movies because
you'll lose, What we're good at is
interactivity — so make your product win,
lose, stand, or fall based on its interactive
content.” 5o | think game designers are in
the best position to Step in and provide
the Interactivity for these new forms of
nterammeant, but | know plenty of other
eqple would like to get involved

tadvice

SM: It's strange how we Can do very, very
difficult things on a computer that gon't
impress people, and then there are things

that are very easy to do on a computer
which do impress people. There's not

necessarlly a correlation between how

“h WOk you put intr

something and

t impresses peopie. | 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 pedple actually thought that
they were really invaders from space and
it was very exciting. Then. on the other

h

i, you could spend six months
programming a realistic computer model
of a human body and peapie would look at
it, be interested for about three seconds
and go, 'Big deal.” So my rule s to think
about how much work you have to put
into something and how much it will
Impress not another programmer, but a
gamer on the street, They're the

ones you really have to Impress E
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Queen: The Eye, from Destination
Design, combines intricate and
evocative renders with realime

action, and will take advantage of

the current range of 3D accelerators

ESGREEN ALPHAS

t was in October last year that Edge first looked at
the proposed collaboration between depleted rock
band Queen and British softco 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 waorlds 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
cynical 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 detall has
also been improved, and the rendered backdrops now look
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 fram Square Soft's Dream
Factory (the team behind the Tobal series). These
are CGl shots; the finished game will use Nameo's
System 12 board (which powers Tekken 3) and
debut at the Tokyo Jamma show in September
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The success of fallure of the PC
version of Sega’s classic con-op,
Virtua Fighter 2, will depend largely
on whether it can maintain a 60 fps
update. Without D3D acceleration,
however, that seems unlikaly

a title that any gamer can appreciate, whether they mourn the
loss of Freddie or not, remains to be seen

Manxis, following its recent share-swap deal with EA, is
forging ahead with Sim City 3000. The game is likely to be one
of the biggest hits of the year, and the company will no doubt
be hoping that it becomes the flagship titie in the ever-growing
range of Sim games, most recently realised in the proposed
Streets of Sim City, The developer's ambitious proposals for the

Little-known European codeshop Metropolis s currently putting the finishing touches to its 3D action/adventure,
Witcher. The game wall be 306 compatible but looks stunning without. Edge will preview Witcher in ssue 50

Sim City 3000 will be released under the joint EA/Maxis label following the recent share swap. These sh
Sim City 3000 will be rel er the joint EA/Maxis label following |

s {above) are from a very early build

game include the ability to select any citizen and experience life
through their eyes, and the true-3D nature of Sim City 3000
should enable them to get one step closer to that goal. Edge
will take & closer ook at the game next manth

With the Saturn flagging in the marketpl

e, 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 Virtua Fighter Remix, but that
was over two years ago. Since then, the technology has moved on
with the advent of 3Dix and its ik, but Sega seems to have lost
the will to keep up. The forthcoming Virtua Fighter 2 for the PC
will not support D3D cards, which will aimost certainly confine it
to the mire of sub-30fps beat "em ups already on the system

The latest shots of Imagineer's N64 RPG, Erutel, look extremely promising, It
may have a hard time rvalling Nintenda’s own, eagerly awaited, Zeida, however




RN LR L LR EREY 8

s selected from two a characters feature much Jlapane

Escaper or Danger. Several camera angles are on offer in order in a relatively blood-inte e experience. Hopefully it won't b
to present the best view of Escaper's smooth animation and 3D as woefully short-lived as Square’s disappointing beat 'em up
environments. There will also be an element of exploration sony's Speed Power Gunbike is a fast-moving robot beat

the characters, which are customisat clal effects,

e, will wanaer through em up with excellent graphics and

anclent temples ching for re th armou

The continuing Japan's love affair w

Wit games. As

tons, the >

game, although classical | promising well as strutting about in their metallic exoskele

Tenchu is a new Sony-engineered a ture for the

PlayStation that will see players using Ninja technigues in order

to eliminate enemies. Some of the fighting sequences are
reminiscent of SquareSoft's Bushido Blade, and battles can
occur anywhere - in basements, iImmaculately kept gardens,
s. Completion of the game’s eight stages will

even on rog




Bethesda Softworks is currently
working on its follow up to the
successful PC RPG, Doggerfall
The game, called Batspire, will
dnztrhpt a tighter grouping of plot
and structure than its open-
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Sega's All Japan Pro Wrestling for the Satum (October) features VF3 characters

4 game’s characters will be able to metamorphose into two other

shapes, including a futuristic-looking motorbike which speeds
along post-apocalyptic highways. When the finished version hits
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

Speed Power Gunbike, from Sony Music Entertainment, combines the twin otaku obsessions of robot and drving
games by offenng robots which are transformed into motorbikes at the flick of a switch, It's certainly different.

Ragnacoeur looks like being an excellent PlayStation RPG. But will it hit the UK?

summer in Japan, and will travel to these shores sometime in
the new year. The game will ditch the machine’s conventional
controller in favour of the PlayStation mouse, and should prove
even more popular than its 16bit ancestor, whose turn-based
combat system seemed inaccessible to many gamers,
particularly In the west

Ragnacoeur, an RPG from Sony Music Entertainment, is
one of five recently announced titles from the lapanese
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 ‘battie” mode, It's not yet
known whether the game will be released in the UK. E

Front Mission Alternative, from Square, is a realtime 3D strategy game 1o be
released at the same time as Front Mission 2 - the less accessible of the two

Bethesda Softworks has been suspiciously quiet about its much-vaunted racer,
X-Car, which is now nearing completion. A D3D-specific version will be offered
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an adventure game, whic
disappomnted. Fans of t
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POWERSLIL

As vue power of 3Drx’s VooDoo CHIPSET IS BECOMING REALISED, IT'S BEING PUT TO USE IN A FAIRLY OBVIOUS GENRE:
CAR RACING. AUSTRALIAN-BASED CODESHOP EMERGENT IS WORKING ON WHAT COULD BE THE MOST ATTRACTIVE EXAMPLE YET

with s Model -
m s 2 racer,

made. The texture quality

Rally, are not
3Dfx native API, Glide,

thanks to an understanding of

while the engine is pushing almost as much geometry. A coin-op version is due next year

t the recent E3 show in Atlanta,
m 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 anly racing game to
be developed for the PC that will run at a
consistent 60fps. When Edge played the
early demo at the show, 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 AP, Glide, and is handling
somewhere in the region of 250,000 polygons
per second. (Sega's Model 2 board, by way of
comparison, can handle around 300,000.)
Greg Siegele believes that, with Powerslide,
his team is pushing 3Dfx’s card to its limits.

‘At 60fps, 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 | think we're really approaching the limits

The cars’ texture detail is already
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 s concentrating
maost 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.

S0 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

10 the stiffness of the suspension - all of
which then interacts, on a wheel-by-wheel
basis, with the track surface. As with
Imagineer’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 passibilities are only limited by the
imagination of the track designers,” claims

S0 ACCURATE IS THE PHYSICS THAT CAR UPGRADES
WiLL ALTER THE DRIVING EXPERIENCE, FROM
THE GRIP OF TYRES TO THE STIFFNESS OF SUSPENSION

Siegele.” There'll be the more conventional
tracks, allowing players to really get into the
race craft inherent in the game, and then
there’ll be the extreme tracks that could open
out into giant ice lakes with small dirt-covered
Islands offering traction. Other tracks might
require a jJump into @ muddy pit, requiring a
haif-spin 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-more-complex and realistic car
models - the examples in these screenshots
are only temporary, with the exception of the
Volkswagen Beetle.

Now that the 3D engine s fully optimised
(and the programmers have become better
acquainted with the Voodoo card), potential
Powerslide players should expect more

Powerslide sees the PC
complex models, with greater texture E on the verge of
detall, in the final version. surpassing the 32bit
consoles’ racing games
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JUDGE DREDD

WITH A LICENCE NO LONGER CARRYING THE COMMERCIAL WEIGHT IT HAD TWO YEARS AGO, WHEN IT WAS THE
FOUNDATION FOR A BIG-BUDGET MOVIE, GREMLIN'S GAME INTERPRETATION IS BANKING ON BIG BANGS FOR SUCCESS

At various points throughout the game, players will have to face more than
ﬁemdnfmlevels.a:rusually

sociopathic androids. Heavier artillery
m;mﬂmﬂhmhﬂﬂehldehgtun&hgaswdln;rmﬂoﬁd’sm.

rs towards
(above left)

Gun turrets in the
will also have
“ml.n with (above)

he on-rails shoot ‘em up hasn't
ﬂ proved the most profitable genredin

home environment in the past, its
style better suited to the sort of short-term
thrill 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.

Gremlins confident mood Is, in part, borne
out of the potential of the licenice involved —
2000AD's law enforcing 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, Kanami’s Crypt Killer and
Atari's Area 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.
Furthermare, 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
supply of cyborgs appearing from behind most

of the objects that make up the scenery, their
guns aimed squarely at the player. Civilians,
100, 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 heaith
bonuses which will have to be found among
the interactive scenery

whereas banuses are discovered ‘hiding’

imked ogerhs

the game's levels are
using cut sequences (left)
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Free Play

The attack by the game’s deranged androids is never short of relentless,
every new area presenting them with plenty of objects to use as cover

in television screens and other such objects
which have to be destroyed in order to reveal
them, occasionally the piayer is offered the
chance to pick an aiternative route through the
level by shooting particular items such as door
|ocks (indicated briefly by green arrows) before
the camera moves swiftly on to the level's next
section. The player's decisions and performance

bleak nbnec:'::‘eni;l‘r:": g:: i or r the outcome of the game
game s very colourful Gremiin sion to use prerendered

background ned 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 themsefves within
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

Eredits 4

Throughout the game, players have some control over the route they take,
although some of the areas are more menacing than others (above right)

emix N.’"
tad « ;f skew, but
out that a deal for the licence took a whi
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’

GREMLIN'S DECISION T0 USE PRERENDERED BACKDROPS
COMBINED WITH IMPRESSIVE USE OF LIGHTING
EFFECTS DOES MUCH FOR THE GAME'S VISUALS

Furthermore, the team argues that ;. -.-~.g.5
Dredd is a character who is never out of
fashion, strong enough to sell on his own
without the need 10 tie the release t- nde on
t i
l

i

redd-related en
tential hit, then r'r.-,- on
t the popularity ¢

great amount of detail

‘ Im:tgrnmds contain a
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UGGY

THE OFFROAD STYLE OF RACING GAME REMAINS A POPULAR ONE, ALTHOUGH GREMLIN IS DETERMINED TO APPROACH IT FROM
A RATHER UNUSUAL = AND REFRESHING — ANGLE, OFFERING PLAYERS THE CHANCE TO PILOT REMOTE-CONTROLLED VEHICLES

ILANK = 3
'IM MEM =

W

Extra tracks and cars can be accessed by
mskuﬂyﬂ-khhgmhhuplm

s developers continue to appease
m the desires of console gamers 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 road 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
cityscapes, and the vegetative overgrowth of
jungles. As the difficulty level rises, the

purses become increasingly littered with

obstacles, but power-ups may be picked up
along the way in order to make life easier

Consistently finishing in first piace will not
only do much for players” chances of winning
the championship, but it will further reward

Buggy will feature them by offering new, superior-specced
of power-ups buggies to compete against and eventually
). and frantic control, as well as secret tracks that become
action 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 assortment 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 E
the end of this year
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THE STAPLE SETTING FOR VIDEOGAME SCENARIOS IS THE FUTURE, WHERE SPACECRAFT BATTLE ALIEN LEGIONS WITH LASER
FIRE. PURE ENTERTAINMENT IS ONE SOFTWARE COMPANY UNAFRAID TO CONSIDER MISTORIC DETAILS AS ITS INSPIRATION. ..

espect inc will see players plunging
Into 1920s American mob culture as
a Sicilian who has Inadvertently

arrived at the docks of Elmer City, the
videogame equivalent of the Al 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 1o gain respect, something
measured by the character's suit - the
sharper the togs, the more powerful (and
therefore more respected) the gangster
However, eaming respect is synonymous to

ing

Respect Inc will feature making money, and like all good gangsters of
a rarlotf of weapons, the 1920s, this Is achieved by intimidation

all appropriate to the Buildings that have been ‘intimidated’ will
game's 1920s setting 8 g

produce a steady flow of income, which s
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 (tself.
Soon enough, players will face Bugsy, the
right-hand man of crime lord Spatz, who
practically owns Elmer City, and is
understandably dispieased 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 bulldings
that have been ‘re-intimidated’ by them

The game’s cartoon ook Is an adeguate
match for its humoarous violence which will be
comic book in style, making use of Pure
Entertainment’s Animorphix system,
specifically developed with 3D cartoon
animation in mind. This allows programmers

10 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. Furthermaore,
several functional bulldings such as pizza
pariours, garages, and tailors will assist
players in recruiting safecrackers, hiring
hitmen, or purchasing a new suit.

An authentic jazz soundtrack and typical
weapons of the period (including shotguns,
Tommy guns, and dynamite) are promised,
and the Al is emotionally driven, so that
certain cowardly characters will run off and
{ when they've found reinforcements,
while others will stand their ground irrespective
of their perceived survival 0das.

The game is currently being developed for
the PC and PlayStation, with the PC version
offering a twoplayer option and 3D
accelerator support. With or without
computer-specific enhancements, though,
Respect Inc looks like it bears enough original

traits to distinguish it from an E

ncreasingly me-too marketplace
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GOLONY

ARS

PSYGNOSIS' LATEST IS AIMED AT GAMERS STILL HARBOURING FANTASIES ABOUT RESCUING PRINCESSES AND DEFEATING EVIL
EMPIRES. ANY SPACE-BASED DAYDREAMS MAY BE REALISED THANKS TO SOME INTUITIVE GAMEPLAY AND EXCELLENT GRAPHICS...
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Colony Wars revolves around slick space combat and, despite the array of
in-cockpit information (above), promises to be an intuitive arcade blaster

here has always been a significant
n 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.
Reallstic lighting, beautifully designed craft
and background scenery plus variable

Grand lighting effects
| fill the space setting

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 propasition

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

ressaniaanianff
s

The game features over 50 different
varieties of well-designed spacecraft
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Luc BesSON'S ACCLAIMED CINEMATIC SCIENCE-FICTION EPIC IS BEING TRANSLATED INTO VIDEOGAME FORM,
THANKS TO FRENCH FIRM GAUMONT. BUT WILL IT OFFER MORE THAN JUST A COLLECTION OF SPECIAL EFFECTS?

rench publisher Gaumont obviously
ﬂ realised a while ago that certain films
make perfect videogame material
the company set up a muitimedia 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 Besson'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 visian, and in return, Kallsto
: 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 Hollywood counterpart closely and
even includes elements deleted from the final
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 Dallas 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 Fifth Element will see players

exploring their surroundings as either
Korben Dallas or Jﬁurﬂl} An
inventory will not be available, as the
emphasis will remain firmly on action

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 E
videogame counterpart

These PC shots are from a
particularly impressive
running version shown
during Atlanta’s E3 event
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A SEGA SAGA

As the format of choice for console RPG players, the Saturn is host
to a wealth of brains-before-brawns titles. Now Sega is looking to
deliver its coup de grace - Panzer Dragoon Saga, combining the
series’ fantastic visuals with up to four CDs’ worth of gameplay
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A SEGA SAGA
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4 Edge was not surprised 1o leam ¢

15 A gameé whose accomplish

and characlers wi perlectly s

ed quest, then Panzer Or

Unsurprisingly, the game takes place in the same

A% Its antetior incarnations. Unce a4 prosperau

w on the brink of

genetic engineering ir

where its current population has lost
Old Century” it ance held and is forced 10 live

n permanent lear of the savage nature of their ancestors’ creations

acquinng a

and ey

lored the ruins of the Old Century

multitude of weapons

The dragon will evolve differently, taking on alternative
characteristics depending on how players treat the creature




EDGE SEPTEMBER 1997 |

A SEGA SAGA

the bullding remains being protected by the mercenaries prove

too important an tem and an unprovoked attack by an aerial

fleel soan follows, killing every hunter but the game's her ft

lor dead, Edge is saved by ragon o ol
yei-to-be-discovered strangely shaped reli "l
n a quest to find it, as well as avenge his Inends’ deaths

in typical RPG fashion, infarmation will need to be extracted

from various characters Edge meels on his travels. This happens

chietly in the game's villages where valuabie objects can also be

found. The explaration natute of the game has resulted in the
abvlous necessity to abandon the on-rails approach ol the
prequels. As a result, Edge 1s free to roam freely through his 3D

surraunds either in towns or as he takes 1o the skies on the

back ¢

il his flying companion

bat sections take place in the d stages,

The game's

and are wiawed from atopdown petspective. Sega has adopted a

§
traditional \um-based system, with the usual experience and hit
points, which contrasts starkly with the all-out action of the

larm ol

previous Panzer titles. Edge's enemies mostly take the

sscendants ol the world's genetic mutations created in the

now distant past

Due to the game's character duo, the control system 15 a
complex, yet logical, attair providing a variety ol options when in
en the game's

exploring or attacking mode. Interaction beiwe

characters and objects is made casier with Saga’s ‘Lock-on

Communication Sy:

sm' which will autamatically target a
neighbouring persan or item

The battle graphics are all presented in realtime, with the
Active Chase System” adding a strategy element by

pame s

yers 10 change their

highlighting danger areas and allow

xt attack wave

posihion accordingly belore the e

my's

Interestir

, a5 the game progresses, Fdge's dragon

Saga takes the best elements from the fascinating Panzer
Dragoon universe and ties them into a cohesive storyline as
featured in the game's comprehensive opening FMV sequence

companion evolves through one of several developmental paths

determined by the player's actions. By strepgthening and

restoring its shell, the winged organism can evalve inlo 4 new

form, and this evalution has a significant elfect on the gameplay

Depending how it's rased, the creature's

combat and tlying

ability together with other essential skills will be altected, so that

alert players can breed their dragon 1o pedorm better in

amimatmn, despite the abviously hgher amoun

particularly dunng the town and willage sections

Pii f Dragoon currently planmed lor & September
release in lapan, poss A% Ty wr Cl and although
i's difficult ta predict how such a ttle will be received in the
west, 3 European version s on the cards. However, expec!
the translati i the pame . f text low

1985405 |

The game will use the previous games' targeting system, by
automatically selecting a weak area of an opponent or item

[

Dragoon Saga will
feature the same
quality of graphics
and range of
weapons that have
made the series
world renowned
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ne Play

ony Computer Entertainment

was formed just four years

ago, yet it is now one of the
most powerhul forces in the videogame

The company's creation, the

of
0

astronor

ical rate, despit

supernor technology In

(From left) SCE's
impressive glass-
laden HQ, located in
Tokyo; chairman and
CEO Teruhisa
Tokunaka; Pa Rappa
the Rappa creator
Masaya 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

Nintendo 64, and the long-runnir

rivalry with Sega's accomplished

home-arcade’ machine, the Saturn

Conservative estim

tes now put the

worldwide installed userbase at 16

million umts — a major achievement

given the firm's standing start
It any single person can be credited
with this success, it's Ken Kutaragi. I

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

1y's firs

Sony, researching the comp.
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 standalone console
codenamed PS-X

Once again, Kutaragi was put in
charge. His aim was to design a chipset

+f tha
of the

Or

)

7

Five years aq‘a the PlayStation was an

aborted SNES add-on;
Diggest thing in the ¢
gats the inside

W0 Key ¢ lllﬂlt)\/:?:?
Enter

t could produce the kind of fast
realtime 3D graphics only previously
seen in the arcades. This time his
mission was successful, leading a
supremely confident Akira Sato (th
chairman of SCE) to a

nounc I

not realtime, its not a videogame.’

Since then, of course, the machine has

Saturn

yyStation did not survive
on RA&D talent alone. Teruhisa
Tokunaka joir

nd became

executive vice pres t of SCE when

lished in

lifetime of business acumen gained

through various positions in Sony's legal

affairs, communications and corporate

strategy divisions

cts his influence on the

PlayStation's huge financial success

However, even he was not pre:arej for

the massive impact the PlayStation
made. As he told Edge, "When SCE

started, | prepared three business

SAIMes I
smn,f On its t
s of Sony C
¢ i:mnm-*m., Jﬂtl mnls out
company has in stor

yrought with him a

In April 1995 he was
nade president and CEO - a role which

f
for the fu

projections — one high, one medium
and one low - based an how well |
thought the machine would sell. The
business SCE is doing is substantially
higher that the highest of those

forecasts | initially m

When asked a

he reasons for

the machine’s s - especially now

the N64 has been released - the two

en respond very differently. Tokunaka

offers a reasonably detailed analysis
The first thing | did when | joined SCE
was talk with the software companies
Mr Kutaragi and | visited lots of them to
try and ascertain what their hopes were
and how they felt about the PlayStation

and the industry in general. And only

we prepare our business

strategy Sony's relationship with

thirdparty developers has been a key
element in the PlayStation'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 50 successful
'‘Please ask the customer,’ he shrugs.
‘Or alternatively, ask my sans. | do not
insist they use the PlayStation — we
have a SNES, a Mega Drive and two PCs
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at home - but they prefer it. |
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 @ manner typical of
Japanese videogame insiders who 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 | said maybe. How do
you really differentiate between the
two? For consumers they represent the
same thing. Who cares? If DVD
becomes a standard for the PC and lots

of companies agree to support it, then |

see no reason nol to use it. In fact, it
would allow us to offer owners the
chance to download games from the
Web - which is a nice concept.’

Similarly ambiguous replies greet
many of the queries regularly aimed at
PlayStation head honchos. Probed
about a possible standalone jolting pack
for the PlayStation, he answers, 'These
motion-feedback devices are difficult to
use,’ and on’'the subject of whether the
PlayStation 2 will be compatible with
the original machine, he wavers before
offering, ‘It is too premature for these
questions. Historically, though, no
system has ever offered pure backward
compatibility, except the PC.'

Edge senses, however, that
Kutaragi's reticence is not entirely due
to the standard Japanese approach to
difficult questions. He still has faith in
the original PlayStation and feels that

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 clock rates or processors, but
we should not. We have to make sure
the current 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 gamers from
different countries to talk to each
other about their favourite titles - a
situation which may affect the types of
games that prove popular in different
parts of the world. As he puts it,
'Because Japan has such a different
culture, many western games are not

States.' There is a hint here that S
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 child 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 graphics,
systems become ten times more
powerful every three years. If such
trends continue, some day images will

Masaya Matsuura
(far left) was in a
band for ten years
before designing
two music CD-ROMs.
Pa Rappa, his first
console title, has
revitalised SCE's
own software output.
PlayStation creator
Ken Kutagari and
Teruhisa Tokunaka
(right) have been
instrumental in the
success of the
machine itself

Kutaragi’'s aim was to design a
roduce the kin
graphics only seen in arcades

that could
realtime 3

released here. However, the Internet is
now allowing consumers to exchange
their cultures — something which will
happen a lot more in the future. We
have established an international
software department in lapan to
encourage this process.’

The cultural differences between
gamers also interest Tokunaka. When
asked how independent Sony Computer
Entertainment America is from its
Japanese counterpart, his reply is faintly
derisive: 'SCEA did start to become
independent from Japan —itis
understandable for American people to
be very independent — but recently we
have become much closer. Now, we
decide our business strategies and
communicate them to the United

hipset
of fas

be beamed directly onto the retina. But
even that is not the final goal, | t‘hmk,
just atter fixing the sound and graphics
problem, we will approach the field of
simulating true emotion, character and
environment in l(ealurrac. 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 have to 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 about him.
When asked about the PlayStation's
principal competitors, he ponders for a
long time before saying, ‘The main
competitors? Sleeping and eating,’ -_'J|
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Sony Computer Entertainment
4 5

After a shaly start, SCE's inhouse team Is noy

£

producing original,

TAMASs
games

successiul suftware

Motor Toon GP

Ithough SCE’s success with

hardware is beyond

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 woldld have been
with Sega or Nintendo at the helm,
but Namco's Ridge Racer — not even
an original game but an (admittedly
very good) arcade conversion.

In terms of software, then, SCE
showed its inexperience almaost
immediately. Philosoma 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.
Mator Toon GP displayed some
visual finesse but, like Flash, lacked
the longevity of a classic.

While sequels to Mator 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

Philosoma

Surprisingly, perhaps, Pa Rappa
became an instant hit in Japan,
where quirky oniginal concepts 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
Pa Rappa players are women. It's
not surprising, then, that the title

It was clear that Japan would have to
find lﬁs own niche in order to make a

signif

extend the game industry and make
videogames enjoyable to everybody
— not just the gamefreaks.'

This could well have been the
reason for Sony's decision to take on
musician Masaya Matsuura and his
unusual interactive music project,
Pa Rappa the Rappa, in which the
player has to copy everything 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

cant contribution to the machine

was quickly followed by two more
high-concept titles, Depth (an
'ambient musical adventure) and
Gambare Marikakun 2 (a virtual
pet-style affair).

Since Pa Rappa, SCE has released
intelligent puzzler /Q and is working
on a promising videogame version of
popular anime saga Ghost in the Shell.
With the firm's London arm putting
the finishing touches to the potentially
excellent Rapid Racer, Sony's
software is now truly beginning —

to catch up with its hardware, ~_4

Gambare Morikakun 2
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Edzs talls to the creator of Pa Rappa the Rappa, Japanese musician Masaya Matsuura

Ithough musicians have

been known to put their

name to ‘expenmental’ PC
CD-ROMs - Peter Gabriel 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 Pa Rappa the Rappa, the
recent PlayStation hit in Japan. The
game, which, as well 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

computer 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-ROMs,
starting with The Seven Colours in
1993, This multimedia title 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 | find incredibly
frustrating,” says Matsuura in an
attempt to explain his move into
CD-ROM. 'l wanted to create
something trom zero by myself,
using tools that nobody had used
before. That is why | got into
videogame software creation.’'

Pa Rappa the Rappa, though, was
his first true conscle game, and like
his previous works it was heaped
with acclaim, 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

comment on rumours that he is
working on a sequel, it is doubtful
that Pa Rappa the Rappa will fade
quickly from gamers’ memories. Sony
is planning a range of Rappa
merchandise, as well as a
soundtrack, and the game's
epcnymo'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
walking about in handmade Pa
Rappa hats, and some obsessed
gamers are now trying to clear each
stage with the sound turned off — a
similar challenge to completing
Ridge Racer with no visuals.

Matsuura himself has exchenged
his contract with Sony Music

Matsuura has exchanged his contract with

Son
the

Matsuura found the Po Rappa
experience liberating: 'By creating
this game, | discovered another side
to music - | was able to see it from
a different angle.’

Although Matsuura would not

Music Publishin

I for one with SCE -
rst musician to sign with a games firm

Entertainment for one with SCE -
making him the first musician ever to
sign with a game corhpany —so it is
likely that PlayStation owners will
encounter his floppy-hatted

2
creation again g =
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¥S_MOST ENDURING CLASSICS? WESTNOOD STUDIOS RECKONS IT KNOUS. s

b year m'hl. the place yenia, and 1 i's Tebruary, il's
[ I_1|_'-:.'H‘\"l" the shade. Ma fent of Virgin
Interactive, 15 on 4 telephone ends ¥ call with a nod and then

i smile. Twn migutes later, an internal memeGaMes the news, 11 years after the

L inte er the
movie's release, the "Blade Runner” Il-.::”cfl up lor-grabs, and virgin has been
wven first retusal. hange edace of PC gaming. It's Felbruany

It takes almosta full year fiean ol the détails, Therels miieh backtracking, Castle s pulled®om his production meeting t
legalese and confusion, The conferenc® callstrackiup the mectings seen endise R (e doesit't Like 10 Be interupted when by
The Blade Runner Partnership. a gompany sel npio Iﬁmﬂ-- the mynad nghts 10 I noties e, he's drawmg sketches. Hipping ma

decides that Virgin maist Bid for the Jicence, not just financially but talking Wt the speed of light to Fric Yeo, Westwons
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Artist Aaron Powell has
painstakingly recreated many
ol the locations seen in the
movie, induding the Snake Pit

club {above) and Animoid Row - 4
{far right), in perfect detail — ‘
A roed a cancept documen Thay'te going to bid Tor "Blade Runnge® and we've got Withun munutes, he's off, struggling 10 get the words out quickly enough. h
tven munths to do it He never makes o bark 1o the meeting appears that speech is almost a puisance; a necessaty but imetficient evil. "Belore
Vorta-anie ball years latet, Blade Ranner is almost lintshed. Aller 4 disasirous yob ask any questions,” e beging, ‘'m going 1o run through the basics

veet Tor v & year when internal develapment slumped to an all fime low An howr of hicactane delivery luter st Edge | learmned the lallowing: that
and ensts spirailed ourt of conteal an Toonstruck, an ill-tated adventore in the Sam just three manths alter winmng the licence, Castle and his team had the bare
and Max mauld = the presadent, Martin Alper, desperately needs a hit. Unly banes af a game engine that closely resembles the tinal bulld, that despite having
Westwood's Command & Copgues follow up, Red Aleet, has done the busines completed 90% ol Blode Runner almost & year ago, 11 couldn’l release
Bladle Runner, he's centain, will be egually successiul screensholy, ar reveal anything aboat ity groundbireaking. technology, lor loar of

initation: and also, that Blede Runner. much 1o Edge's reliel, wall not be an

' ! B 1 d d M t I’U W S u p ; When we spobe to the Blade Runner Partnership, it was clear that they knew

n umlb E rl u u e p r\ 0 b l e m S wir caould deliver graphically, that we could dio thie job, What they were mos)
roncermed abou! was what we would do with the story veetment,” cantides Alper
;bwany‘,_md&g*ame develober’ . R e

Cowe thing that we dedn't want 1o do was

4 game tha! was a movie that you

just poenl and chick pour ey theagh

Loty Castle s i his thirties, but be acts like a hyperactive ehioolbd who Bay Blade Runnet” thiows up a number ol omgue prablems for any wideogames
st remembered that vomormw 15 Chnstmas. As E‘gl waits 10 be mroduced, he tevelopes, i has been around tor 15 years and bas been seen by just about every
disapipears it one wonm, emerges, then dives inta another, halore disappeanng sei-fi lan i the world, 1 has been re-teleantd both a1 the cmema and on video a
down o carridor, Aler g few momaents, he tetumd, claps his hands and leads the numbegr ol times, each time gaining 4 wider and more devited audience. 1n short,
way int o relatively small otfice. There's a widescreen TV in one comer, a couple with the exception of "Star Wars', this lilm s probably better known by
l PCs on the desk and a huge leather swavel chair = the aply apparent videogamers than any other. it lallows, theretore, that its target audience i§
concesuian 1s the carpotate style st beloyed ol Amencan software companies unlikely to put up with & shoddy cash-in = lans are gaing to wan to leel as i

they're “inside” the film, Castle can alinost leel them watching lnm

‘v does feel a linle as though the eyes ol a milhon fans ame upon us,” he says,

grinnimg, You know, the audience has seen this film in PAL in NTSC and at the

cinema tor years, anid some ol them have walched it so many times that they

kniow every litlle detal, We needed to ereate o game that would excesd thiat kevel
of ynterest. that level ol detaill orat least be equal to i1
Antd that s thee primaty motivation tor the creation o1 4 unigue game engine

which marties action sequences and point-and-click advinture elements te create

what Castle proudly describes as "o realime 3D adventure’. Blade Runner s

scenes. The above, showing McCoy in the police Spinner, closely
meubhsu:?.mem with Deckard as he’s picked up by Gaff
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Syd Mead, resp

hired as consultant Tor thy

creale a gieat detechive story. The techn

newds of the gamie

case), As Castle delivers his speech, i be

10 every aspect ol the
engme and, mos! imponantly, the senpt
It was never going 1o

the movit

creating what Castic
seen’ After lang nigh

re-walching the inn

be easy. fecreating t

Aaron Powell [«

megalopalis in which the Hijm was et He s
s 1o good rer | mag i
futuristic building
v all-round Blm Bull
3 1’1k ut Tiler L] 1
know abou lad T
) as a hirle frustral e
& that pone of the praps and very hintle
more. When the {ilm ran into budget pro
and artists and craftsmen went withoot being
with them when they wrapped shooting. Conse
c 2l
the
re that The [
1t m
le % 2 '}
canceprs with the man who, along with special etfect
was largely responsible fo the look al the tilm. The
was that evergthing was reteo-fitted, The bulldings we
buildings, oldet, 20th-Century streets lurked in the

fystopiar
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id tower constructed to

The original
Corporation uarters took months to build, and was
miles of fi
took co

evocative of the film that Westwood knew it had to include it

represent the Tyrell

led with
cable. The rendered version seen in the game (left)

less time, but is just as effective. The scene is so
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The blade Ruaner team oulside Westwood's Las Vegas offices. Kneeling in the foreground is Louis Castle, simultaneously the creative director, executive
producer and mirt director on the Blode Runner project. as well as vice president of Westwood Studios. On his right is the game’s producer. Donny Blank

colours, be fully animated, and never drap below 15 frames per second - and all being created for each scene, because some, o usly, are obscured by abjects
on i P30, This may not sound tod impressive compared (o today's 3Dx titles until nearer to the camera, but it's all realtime. If we wanted, and if people had P200s
you realise just how the game engine works, everywhere, then we could have the camera tollowing your character, like in Tomb
‘It looks a little like those backgrounds you tee are all prerendered. In actiusal Raider, but we've lixed it to keep the minimom sped a P90

fact, they're nat. They're rendéred in realtime,” explains Castle 'Hecause we're By way ol progl, Castle leany across and pushes 4 key, Where there was once
combming aclhion with adventure, we need 10 make the scenes mteractive, and 1o a richly detailed street sciene, there (s now a mass of !Jli}“lﬂ colaurs, IN's the

do 1hat you have 1o be able to walk in and out of the objects. Mpst of the sets in Z-butter. A static render wouldn't need one. Whether the engine really is capable
the game have between two and three million polygons, but anly a million are ol moving through such hi-res scenes In realtime s debatable, but the onsireen

resull 18 an envitonmaent that has all the hallmarks of a truly 3D werld, The

player’s character can wandaot in and aul of the scenes and even walk behind

glass (which s & true transparency ). In-a hirefight (point the mouse cursar an the

® _ apponent and click), enemies hide behind cars, other peaple and stalls, and the

% - hero turns ‘inta’ the scraen to hre, Quite how Westwood 15 able to move that
i many polygons around in realtime |s a puzzlie, but Castle 1= happy to elaborate
- ‘v t “The way that we're able 10 get as much stutl maving onscreen as we do is
largely, down to our wideo-compression routines. We're really nol moving 24 much
-
il ps
!
i m h)

m was ori designed Mead to
reflect the ‘retro-fit’ ..mm.‘,“:".l'.n.. mM
ﬂhmmm For the (left), Aaron Powell took
more conventional approach, but lnm of the props
mhhudlhnmﬂa.mchnmwﬂlkyhﬂh
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Lead artist Aaron Pay VP and executive producer Louls Castle and
produter Donny Blank find inspiration in the neon-bathed alleys of
Vegas (top). These scenes (above) are all true 3D, but the camera is fixed

data as i1 lpoks. With the hghung elfects, i looks like an impossible amount, bu

we've tound new ways of rendering to the screen.’

As well as compression routines, lead programmer Michael Legg also came uf

with an innovative way of creating the many lighting effects that give the

emviranmems ther distinchive look (particle which are used extensively In

the game. are notoriously heavy on the processor). He created a geometry bulles
entitely separate brom the 2-buther, which stll contains all the depth information

rain, which takes the

but also holds data tor special eftects such as lighting

J

pressure oll the CP

By fat the biggest technical wnnovation, however, can be found in the game's

character modelling. Blade Runner u nd vozel/poly system to render the
characters in realtime, an idea first mooted in Castle’s initial brainstarming
sessions wath the hastily assembled team in early 1995 and which allows a leve

of detail and smoothness

that a standard polyganal model couldn’t hape to

Al - sOIme four

match, Ex up of na less than 12,000 polyge

times the amount used fot the highters in Sega’s Model § coin-op, Virtuo

Fighter 3. However, the result is not as mpressive as thase figures might lead
some to believe, because the palys are all iny and ol a more or less unitorm size
~ they're used in a similar way to voxels ('volume pixels'), as small bullding
blocks, The system works best when the characters are in the distdnce, becauyse
each polygon Is closer to a single pixel in size. Zoomed in, the models look a little
tough around the edges, much like voxels, Perversely, the more polygons there
e in @ model, the faster the engine can render, as the atio ol plaels/palys gets
loser to 121 This has some incredible ramilications, particulatly for Weshwood's

wext title, which Legg claims could boast three times the level of detail as Blade

. The only barrer to the compléxity of the chatactets |5 the storage space

- — =4

a point-and-clai

but Blade Runn
is essgntWrally a simulati®

wailable Due to the sheer number ol models regquired by the game, 8lode

Runner will be a 4.CD title
.

In mld-fiow' Castle suddenly s1pps and says earnestly, "All that technical

tuff is fine, but o's all secondary to the stary and the gameplay, Blode Runner

for us, has 1o be a real deteclive story, and in order tor it (o be & real detective

story, you can't know the ending. You play a Blade Runner, but not Deckard. We

diddn’t want to just recreate the movie's plot, although those events wn

incurrently with the ga ng. We didn't want peaple 1o go

that you'll be play

inta this game being able to predict everything

ayer's character, ‘McCoy', 15 obviously very similar 1o Harfison Ford's

fitterent enough 1o give the player the leeling that they're pant

delined by the movie yet not stuck in the movie isell, it may be 4

itwee, bul Blade Runner is essentially a simulation, Events
1 regltime and characters go about ther business ‘off-camera’ . Time s

sence here

I3 major characters under investigation by McCoy, live are Beplicants

but the actual ones are randomly determined at the start of each game. I's up 1o

the player to sift through the masses of clues, to hgure out who must be ‘retived
antl whao s human. As in the movie, there's gven some doubt about McCiy's own
origing. Te help make the detection process as realistic as possible, Castle and
Blank ensured that' a number ol hey devices and scenes from the movie were

slotted mmto the game, including the ESPER machine and the Vougt-Kamp! Test

The ESPER maching is my favounite pan of the game. | ¢an sit and play with
this thing Tar hours, and just lose hall o day,’ Castle conlesses. ‘Because the

scenes in the game are 30, we can use them for the 5D photos and analyse them >

Wiy —~

15

This scene from the game, in which McCoy visits police HQ, is
closer to the film than any other. Every detail here - the TV on
filing cabinet, the blue light from the windows, the art deco lamp, the

on the desk - has been carefully rendered to leave
player in no doubt that he is, indeed, ‘in’

}...
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Since the dawn of videogaming, programmers have attempted to tap into the aesthetic
and gameplay possibilities of the third dimension. But it's only recently, with the
advent of 32/64bit consoles and technological developments such as 3Dfx, that true 3D
games have become a reality. Edge traces the rise of 3D gaming, looks at its problems
and possibilities, and analyses the implications for the future of videogames...
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Both Knight Lore . Ut | ] 7 st
(top) and Head Over " he 7% ith n resolll

| QUAKING ALL OVER

Heels employed an .

isometric 3D view - ; 4

a popular choice in 1ue |

days of 8bit gaming y I |
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By limiting the possibilities of his Doom engine (above), Jon
Carmack avoided the texture warping which afflicted other
‘3D titles of the time, such as Bullirog's Magic Carpet (left)
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| Wolfenstein (left) introduced speedy, texture-mapped environments to the world. Quake (right) brought in true 3D, rich
| background detail and polygon-generated creatures, but relied on tight, indoor locations to keep the frame rate adequate

L

OPTIMAL PRIME

The fogging effect in Turok enables the game to reduce the
poly count by ignoring objects beyond the middle distance
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lon Ritman

ACCELERATE TO ACCUMULATE

Dave Perry

— - — —_—

Ocean/Infogrames’ No Respect (centre) revives the voxel landscape style pioneered by Novalogic with Comanche 3 (left). QAD (right), from Cranberry
Source, demonstrates the company’s ‘polar sprout’ technology - a form of voxel-based sprite. VIS is also using the technique in Earthworm Jim 3D
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| Forsaken (left) shows off 3Dfx's impressive lighting effects and texture filtering, whereas Kalisto's Ultimate Race (right)
| reveals the fast fill-rate capabilities of the PowerVR Apocalypse3D card. Crucially, the latter now supports bilinear filtering

Chris Kramer

| " : k \ 4
r & \
A ™
L NSRS
The 3Dfx (top) and
PowerVR chipsets
have made custom
visual effects and

smooth frame rates
a reality on the PC

Trevor

Wing
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Dominic Mallinson

ACCESS ALL AREAS

proprietary APL but it that 1y o THE HOME SOLUTION

David Weeks f

0 k) AT

: b Both LucasArts’ Jedi Knight (above) and Rage’s Incoming
1 = (left) show that D3D is finally becoming a viable 3D API
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When Argonaut developed the Super FX chip, it gave Nintendo’s SNES the power to handle 3D geometry and was used to
great effect in Star Fox (left). The N64 version of the game (right) demonstrates the big technological shift over four years

] i sck the {loating- i abilin ' David Dienstbier

Harry Holmwood 1 be 1 Sali Graph il

| Edge t ed, a I | it

The sequel to Crash Bandicoot should take PlayStation
visuals into territory significantly beyond that of the original |

CONTINUED »
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The PlayStation's hi-res mode has long been considered too limiting, but SCEE has used it in Rapid Racer (left) without
compromising on detail and frame rate. Iguana’s Quarterback Club "98 (right) is the first title to use the N64's hi-res mode

TRICKS OF THE TRADE ped-out envir

" ¥ - |

G-Police (left) and Colony Wars (centre) from Psygnosis are part of a new breed of PlayStation titles, pushing the translucency capabilities of the
machine to the limit. Neon's Tunnel B1 (right) was one of the first 3D PC titles to produce similar effects in software with no hardware acceleration
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THE SEARCH FOR A STANDARD

espite numerous giitches, Microsoft's

attempt to introduce a standard for 3D
programmaers and manufacturers inktially
seemed to have succeeded, at least until John
Carmack and sevaral others published an
opan letter to Microsoft complaining not only
about the instability of the format but also
sbout the whole way it handles and processes
3D data, pointing to the Softimage OpenGL
standard as a superior 30 API.

Tt inflicts great pain and suffering on the
programmars using i, without returning any
significant advantages,’ argued Carmack.

1 don't think there is ey market segment that
D3D is appropriste for, whereas OpenGL
seems to work just fine for everything from
Quakae to Softimoge. There ks no good
technical reason for the existence of D3D.
OpenGl Is sasy to usa and fun to experiment
with. D3D Is not. You can make sample GL
programs with a single page of code. | think
D3D has managed to make the worst possible
interface choice at every opportunity, Many
things that are a single line of GL code require
half a page of D3D code - to allocate &
structure, set a size, fill something in, call &
COM routine, then extract the result

‘All of the game-oriented PC 30 hardware
basically camae into existence in the last year,
Because of the frantic nature of the PC world,

we may be getting stuck with a first-guess AP
and driver model which isa't all that good. 'm
sure D30 will suck less with each forthcoming
wversion, but this is an opportunity to just
bypass dragging the antire development
community through tha messy evolution of an
il-birthed APL®

OpenGL uses & procedural interface, which
means that it processes data as it recaives it
while Direct3D uses an executs buffer. A
whole set of vertsx deta and commands are
passed over, then processed in one big lump.
Carmack again: ‘On the surface, this appears
to be an efficiency improvement for D3D,
becauss it gets rid of a lot of procedurs call
avarhead. in reality, though, it is n gigantic
pain in the asa.’ Having aiready abandoned a
Direct3D-based implementation of Quake, id
now hopas to avold it altogether.

Afichonedos of OpenGL slso point to the
03 its more flaxible colour handling, more
advanced culling {which eliminstes triangles
of a particular orientation - thoss facing awsy
from the viewer, for axample), and a stencil
buffer for masking.

‘Internally at Psygnosis, we have watched
this argument closely and discussed It st
length,” says Dominic Mallinson. ‘We would
agree that Direct3D has boen difficult to use

d I vier 1t

and that OpenGL Is & more intultive APL
However, our use of thesa APis is simply to
draw the polygons. It's a ralatively
straightforward part of the tolal engine
process and once the Initial learing curve
with D3D has been ovarcome, It does a very
capable job. It seems that the core srgument
between D3D and OGL Is over extensions.
OGL allows hardware vendors to add new
features, whereas D3D requires Microsoft to
add these features. The OGL approsach Is more
flexibie and can allow for new festures to be
exploited in games more quickly. However, it
Is arguabie that it lsads to instablilty and
incompatibility. Within Psygnosis, we are
using both OGL and D3D, with the current
amphasis being on D3D. We do not see this as
a major issue.’

“W's kind of intsresting - you see points on
both sides,’ says Chris Kramer at 30fx. "What
Microsoft did was pretty clever, saying, “There
meeds to be a standard, here's what it's going
to be.” Now guys like Carmack are saying thet
you need GL suppert, that GL s batter. | think
Microsoft will be pretty receptive.’

David Wesks at Microsoft concedes thet
OpenGl Is a vary good standard. It's fully
supported in Windows now. At the end of the
day, | don't think there needs be a winner. It's
simply down to developer cholce.”

R THE FUTURE’S BRIGHT, AND EXPRESSED
AS A FUNCTION

71
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Shiny’s MDK (left) provided an impressive example of depth
of field. The developer’s next game, Messiah (above), will
feature volumetric lighting and true-skinned models
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3D VISUALS EXPLAINED

hile thers's no single way In which to

display realtima 3D, the mast popuiar
method at the moment involves the use of
taxture-mapped polygonal 30 to display
hierarchically defined models composed of
saveral polygons that shary vertices. These
polygons ars the triangles and rectangies that
join to deplct the body of a racing car In
Psygnosis’ Formula One, s landscape In
Jetfightar fll, or a fighter's weapon in Namco's
Soul Edge on the PlayStation.

The coordinates of sach vertex on a single
model are defined In ‘model space’ - its cwn
3D area with an origin relative to the model
itsell. Each model then also has a position in
the engine’s ‘world space’, as well as an
orientation In three degrees (X, Y, and I). The
position is stored in matrix form, while s
orientation is a vector, with the two
combining to give sn affine.

The first step In depicting the model
onascreen s to use this affine to transform the
‘model space’ vertices into ‘world space’ ones.
The object now exists in the actual geme
world. To actually drew the model, & further
transtormation is required, because the
camara origin (ie the viewsr’s position) has its
owm position and orlentation In the ‘world
space’. The Inverse of the camers’s affine In
world space Is what's used to transform each
model's ‘world space’ vertices, creating a third
et of values representing the cbject’s
position relative to the viewsr.

This isn't the final step, however, for all
the objects then need to be ‘projected’ onto
the screen, which is best thought of as » flat
plane between the viewer and all the objects.
This Is achieved by simply taking a fine from
sach polygon vertax to the viewer. The point
ot which that line crosses the flat scrwen
plane is where the pixal is drewn for that

vertex. Each polnt on the polygon also has s
coordinate which relstes to its taxture.
Reycasting and/or interpolation are then used
to obtain the texturs informstion to fill the
polygon. Reycasting involves dividing the
triangio into horizontal (or vertical) scan lines,
then drewing (or casting) a line from the
origin through the pixel on the screen plane
and onto the polygon In 30 camers space to

1 values between the coordinates.

This method makes it possible to render
3D models anscreen, but there's still the task
of ‘sorting’ them In the right order. it Is
possible to uss the ‘painter’s algorithm’ {as
used on the PlayStation), which simply
Involves painting the distant objects onto
the screen first, but this resuits in
Insccurncles where polygons overlap.

obtain the texture coordinates. Such a p
Is ime-consuming, bowever, so 30 systams
usually only do as many reycasts per polygon
a3 necessary and Interpolats the rest of the
data. On the PleyStation this raycasting lsnt
oven possible, 5o all texture data has to be
Interpolated, producing resuits that are reslly
only sccursts when there’s no difference in

Something called a ‘spacial partitioning tree’
can be used to sort the polygons within a
model, making these glitchas less liksly, but
the most sffective wey Is using a full bufler,
most commonly a I-butfer. Because the sort
Is carried out using the lwverse of the Z
coordinates, it provides grester precision for
nesrer objects.

Lines from sach vertex are cast to the

origin (viewer's position) on the other
side of the screen plane to determine
how the object appears on the screen

J

THREE IS THE

MAGIC NUMBER
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3D ACCELERATORS: THE BENEFITS

ronically, 3D accolerators are best described as 1.50 carda,

becausa they only use the I coordinates of pofygons for the
sorting and perspective correction of textures. Other than that,
they're actually working with 20 triangies, drawing them using the
flat screen co-ordinates and 20 texture coordinates (although 30
taxtures are also possibla). Howaver, highar-snd cards are able to
handle the rotation calculations too.

The ability to use hardware to handle the time-consuming task
of sorting does help 3D coders Immensaly, though. 3D cards provide
the extra visual effects that are fast becaming a staple of the 30
scene. Thess includs...

« Fogying - which lnvalves spplylng a preset colour (typically the
one st the horizon) to polygons, depending on distance.

« Gouraud shading - taking the RGE values for sach comer of the
polygon and Interpolating across.

* interpolsted alphs - Interpolating s translucent alpha value across

*+ MiP-mapping - providing different detalls of texture map, to be
used ot different distances from the viewsr's origin, sach one
profiltered for the best results.

- Bilinear filtering - an anti-allasing technique that mixes the values
of phiels on 8 taxture map to ramove jagged sdges in the
foreground and shimmering in the background.

+ Trilinesr filtaring - the same effect, but applied to two different
MiP-maps, 5o the card can move smoothly betwesn one MIP-map
and another.

Into the Shadows, RIP, N e i ' e S ST AR
boasted great lighting t : ;

Metatools claims that its Real Time Geometry system offers

a uniquely efficient method of 3D model manipulation Edge
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Multi-Racing Championship

The game’s best feature is the way cars react realistically, depending on the surface being raced
on - it's easy to lose control (above). Due to the small number of cars on the track, driving in
Multi-Racing Championship can sometimes prove to be a lonely experience (right. top ri

Tcra

1 "‘_-il'i Ir
Recoi
04 30000

The customary chase cam and in-car views are offered (left and
above). Signs warn players of upcoming splits in the road (inset)
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Even on the same circuit, Multi-Racing 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

Initially, the game’s three tracks may seem limited, available and can in turn be pitted against the game's
but at various points irreach one an alternative off-road second hidden adversary, Once the latter s also
route Is offered, which may turn out to be a much-needed vangulshed, players can race the circuits in mirror mode,
shortcut. Depending on the vehicle used, players can opt thus effectively doubling the number of tracks avallable
ake these shortcuts or to remain on the ‘normal’ Arguably the most impressive aspect of Multi-Racing

cuit. The driver of a 4x4 vehicle, for example, may Championship is the handling of its cars, which, whether
onsider it wise to use as many alternative routes as on tarmac, gravel, dirt or snow, grip the road or
possible, thereby reducing the tarmac sections to an powerslide majestically around corners. Obviously, this
absolute minimum depends to a certain extent on the car used - a crucial

As s commaon with this type of game, a certain degree sense of realism is maintained at all times
of variety |s offered by Champlonship, Time Trial and Free Graphically, too, Imagineer has done a commendable
Run options, plus twoplayer and Match Race modes. In job, with well-detailed cars and plenty of pleasing scenery
Championship mode, winning all three races allows to distract drivers from the interminable series of bends
players to compete against the first of the two secret cars and hills. Unfortunately, and significantly, the game Is
n a Match Race. Once beaten, the 'Devll’ car becomes simply not fast enough to adequately convey the

sensation of travelling 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 graphical detail is compromised and the playing
window s 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
followling 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 E
seeking a longterm challenge.

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

Edge rating:

Seven out of ten

Format: Nintendo 64 Fublisher: Imagineer mﬂﬁ as Mlgm;;l;
Developer: In-house Price: ¥7,800 (£45) | Release: Out now (Japan) e
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Last Bronx

Last Bronx runs at a fluid 60 frames
per second which makes for exciting
and fast, action-packed rounds.

Joe's nunchakus (above) to be replaced
with a string of sausages when the
game s released in the UK, though

5 viewing pleasure, A training mode also exists
like that of Fight
g's action ta

g famous To

or her owrn

d range including a

pon (made up of three linked wooden pieces),
stick, & huge wooden mallet, a bo
sword and the kind of night sticks used by US po For
3 meplay and the sheer visual gr though, few cha )se to
coin-op, running in hi-res mods nunchaku-ylelding Joe, whose masterful control of the

] cond. two chained sticks s utterly realistic (although players
aral forms of play are offered, from Arce t the weapon to be replaced by a more

0n of tr

n visual terms, the

tioned §

s COIME

me should ex

—
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The fighters go through the usual Some of the characters’ moves are wonderfully violent (left), chiefly because they centre around the use of
range of poses after a victory (above) ‘ weapons, while others continue the beat "em up tradition by remaining reassuringly exaggerated (right)
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government-friendly example when the game eventually that ¢ g 00 orief for players accusto
appears on UK territory) the 1 € ffered by o
Refreshingly, not only has pon obliged AM3
to program individual m hter, but ur m
actiens such as punc 0 personal 1

d kicks are a
50 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 successiully

na a DIow
And, like most other fighting games, moves can be A
linked together to achieve multi-hit combinations that Edge rating:
hammer away at the opponent’s health bar significantly Eight out of ten
With a range of moves per character as staggering as
those offered in Vi will undoubtedly
ge know the pr
AS is always th
Last Bronx really Z
joypad Is plugged in. FI
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 Bron

have to be that rounds tend t

indeed ;z: -'" time setting i The level of character detail has been
dee 2fault time setting is Skid 8 & alnk vl o)

mast fignts are over well within the t mit. This shadows are ppofnﬂnl

obviously dictates an action-packed expenence but ong

Developer: AM3 Price: w5,800 (£30)

Format. Saturn Publisher: Sega
' Out now (Japan)
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Dark Earth's graphics engine blends realtime characters and prerendered backgrounds - a technique most successfully used in Capcom’s Resident Evil.
The downside of such an approach is lack of gameplay empathy with the protagonist, although it does allow for some rather fantastic scenes (above)

Many are well-realised (like these),
yet some characters lack identity

Dark Earth demonstrates anything, Iit's that

games but it has litt
frankly outdated

Dark Earth i
taie Invoiving
the few sun-ble

commaon with that venerable yet

al "Mad Max', with a
EBINg to survive in

the after-effects of a
1ero Arkhan is a

Guardian of Fire In th arta, with a secret love
nterest and dally dut perform, but it's not long
before a plot is set in motion that leads him Into the
surrounding darkne ever-present threat of
radioactive cont n, the fate of the protagonist as
well as that of the city hangs in the balance

Such an earnest st
prospect, but Kalisto h
from the essentially Ii
player significant freedo

isn't an entirely entic

worked hard with It, dis

of manoeuvre In his im

d combinations of

programmed

The fixed-viewpoint adventure has certainly come
a long way since Infogrames’ Alone in the Dark




format to use, and the decision tc V
iventure-friendly option was probably
ort of title that needs to

depend or tricks, after all - here, t

and the playe

ct that both ele

ionalism and in

BNOURh reasor

Edge rating:

Eight out of ten

VpOIr duces ¢
ng the playe

W what's going on, or

er leay

One of the game's biggest achievements is its combat system, which allows for intuitive battles.
An important factor considering the amount of enemies to be found within Dark Earth's depths...

Dark Earth presents a game world reminiscent of the ‘Mad Max" movie trilogy, with a (yes) dark colour scheme
in general, and settings filled with a hotchpotch of grubby artifacts and sometimes even grubbier denizens...

| Format. PC
De . Kalisto

er. Mindscape
ce: £40 Release: Out now
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of the graphical
While 1 includes special move spot efect: they fal 1 reach

Dark Rift

ven before its release, this game, Vic Tokal's

first contribution for the Né4, 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 warked just as well - If not better - on 32bit.

Essentially, this is the latest title to ciaim its sardine-

tight allocation in the hall of Sou! Edge derivatives,
although it's too poor a facsimile to be labelled a clone.
Control is via D-pad, failing to exploit the Né4's analogue
potential, with shoulder-button sidesteps disguising the
true side-on nature of the system. The combat engine

revolves around Sou/ 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, counters, 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 unigue features or original
playing twists to replace what's conspicuously absent.

Ironically, the game's title seems regrettably
appropriate, in the sense that only manual adjustments to
brightness and contrast allow players to make out what's
happening against the unilluminated gloom of the
unambitious 2D stage backdrops. Light-sourcing,
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 what
might have been achieved in &4bit

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, falls 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 Champlons 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 E
3D fighting games get

Edge rating:

Five out of ten

Dark Rift's
the most

rather than revolutionary,

mamummmwmumkummw-um

around, as the character Morphix

Publisher: Vic Tokal

Format: Nintendo 64
Developer. Kronos

Price: $70 (£40) i

Release: Out now (US)
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Street Fighter EX Plus Alpha

The new characters’ are great,
Mortal Kombat fans will uﬂm |

received a laconic arcade reception from a

public grown accustomed to seeing Capcom's
fighter in all of its 2D glory - the perfect combination of
great sprites, super-fluid animation and boundless
playability. Arcade beat 'em up fans were not drawn away
from their Tekkens and Virtua Fighters which added the
(limited) benefit of 30 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 |evel, players can tackle arcade, time attack, and
survival options, while versus and team battie modes are
offered for multiplayer matches.

The game offers 23 characters, some of which
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, fiuidly
animated characters (at 60fps) and splendid special move
effects. The backgrounds, too, although 2D, are up to
Capcom’s usual high standard, and dynamic weather
effects such as rain and snow are welcomed additions.

SFEX Fius Alpha's other strength, as with ail other SF
titles, Is the immediacy of the 2D gameplay to those
familiar 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. Prolonged play
does dilute this hindrance, as players get used to the
change of pace, but this is yet another indication of how
2D 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 E
fans during the wait for Namca's Tekken 3.

Edge rating: 4 W'm'\ﬂm-' ‘mﬂ'

Eight out of ten

m espite its polygon splendour, Street Fighter EX

Format: PlayStation Publisher: Capcom
Developer: Arika Price: ¥5,800 (£30) [ Release: Out now (Japan)
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Extreme Assault

All of these shots come from the 3Dfx-enhanced version, a
the game retains a similar depth of field even without acce

Tank-based levels within closed-in
areas (above) offer a welcome
change to the Sioux-based blasting

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 paralie!s between Extreme Assault
and Core Design’s Thunderhawk 2: both offer low-level
helicopter combat in the coin-op mould - but Extreme
Assaylt 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 haif 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
simpie 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 ability to strafe either horizontally or vertically to
avoid enemy fire. So hardly a rival for the MicroProse
school of sim, then. However, this less-than-authentic
approach fits in well with a story that wastes littie time In
ditching wargame authenticity In order to confront the
player with an allen force. iImprobably, 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 unigue mission
objectives among the usual challenges of finding an exit
or destroying an enemy lair — unless muitiplayer mode 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-ish 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 regular, 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-culling 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 quletly setting a new
standard here

Although graphically Extreme Assauit Is difficuit to
fault, it must be judged on its gameplay merits, and while
t looks the part of a real cutting-edge app, the actual
game never quite manages to dazzle at guite the same
level - 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 of ten

Publisher. Blue Byte

Format PC
Developer: Blue Byte

Price: £30 | Release: Out now
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No Respect

or PC gamers, 1997 looks like being remembered
as the year 3D accelerator technology made it
big. This makes No Respect, from Belgium
developer Appeal, seem more than a little perverse,
Ocear's |atest 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 ultimately
vindicates the rise of the polygan engine/3D card alliance.
In essence, No Respect is Battiezone 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
-Wins rul
Despite initial auﬂearar‘-:es since the height of the
player's hovercraft is controlled automatically, this is little
mare of a true 3D experience than Battiezone. 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 Mo 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 1t=- game's |oss, since sneaking around
for extra ammo unting after a weakened enemy
make for by far me game's best moments.
Perhaps It's a measure of the simple gameplay, but

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, aithough flying against a human adas 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 worn 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.
Hopetully Appeal's next voxel engine {to be seen in E
Outcast) will deliver a more convincing experience.
SiX out of ten

Edge rating:

Than;{;grhu dIHo:'ut hovercrafts,
ea own weaponry,
mdﬁleplquunm any of them

Format: PC
Developer. Appeal

Publisher: Ocean
Price: £30

Release. Out now
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Actua Golf 2

Gremlin has beefed up Actua Golf 2's

content, including player animation, small
margin, but the general controls e

miliar to so many golf games that have gone before it

ew companies are producing PlayStation sports
titles with the same frenzied dedication as
Gremlin. The ever-increasing Actua range |s 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 goif
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. Alliss 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 Allis.

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 volce 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

The game's camera views are

that underneath, Actua Golf 2 Is similar to every other goif
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 déja 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 |s 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 E
Gremlin itself appears to be all too aware of

Edge rating:

Seven out of ten

Detail level is but one of the features expanded in
this sequel, including surface-specific nuances

espedially impressive (above),
ﬂﬁlnz:mﬂlnﬁ Lm Format Playstation Publisher: Gremlin
akin television coverage Developer: In-house Price: £45 Release. Out now
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Battle Arena Toshinden 3

or many import gamers, recalling their first sight
of Toshinden |5 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 bumt. Playability seemed
less important than accessibility and, even at the time,
any self-respecting SFif fan could recognise the lack of
depth. But Sony's console was new, competition was
non-existent and Toshinden 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, but there's a joyous
sense of ‘one last fiing’ In its carefree excesses.

Realising that Toshinden's whips, clubs and daggers
would no longer stand out in these post-Soul Edge times,
Tamsoft has upped the ante dramatically. BAT3's
outrageous selection of impiements from Death’s toolbox
now embraces blowpipes, chainsaws, bombs, cannons
and even automatic pistols. After a gruelling swordfight,
it's Bg[‘:'e-lu'.?fi,' anarchic 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 Bickle' sleeved firearm - and a
welcome dose of humour, as evidenced by a dublous
moonwalking Michael Jackson parody who delivers his
post-match [ibes 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 juggie
potential but allowing victims to reverse the move in a
‘rebound’ for an off-wall dive. But perhaps the most
unusual feature is the abllity to switch between 30fps and
60fps running speed, sacrificing some of the stage and
character detall for faster, chunkier fighters with minimal
texture-mapping and slicker animation

S0 It's something of a shame that so much effort has
gone into producing the finest Toshinden 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

TN ATFACK MaE

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

Toshinden 2 is subtitied ‘The Final Battle’. Is it E
safe to assume it will be?

Edge rating:

Six out of ten

One of the game's deverest features is its speed/detail
at 60fps with rather crude detail (main) or 30fps with er more elegant visual flair (inset)

allowing battles to be conducted

Publisher: SCEE

f Format: PlayStation
Developer: Tamsoft/Takara

Price: £40

Release. Out now




Ssalamander 2

ALALALRLE

Some of the enemy sprites in Salamander 2 are
huge and occupy most of the screen. The end-of-
level bosses (left) are now particularly impressive
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The Essential Guide Toe Net Entertainmeni

Atomic Bomberman

SPICE GIRLS

This PC version somehow loses the graphical charm of 16bit console

examples, with over-detailed sprites. It's still a very fine game, however -~
r g
iven that converting HudsonSoft's classic multiplayer strategy game is —
the software equivalent of remaking ‘Citizen Kane', Kinesoft has done &
pretty good job of translating that legendary gameplay to the PC. Catch a sneak peek of Ms Bullock’s August blockbuster a month

The action s set in @ onescreen arena, where players plant bombs In order to
blow up the other participants. Along the way, they can pick up power-ups wnich
able them to increase bomb strength, pick up and throw bombs, and set timed
explos 5. its & frantic and addictive but blissfully uncomplicated experience
which can turn close friends into enemies within 20 minutes

As well as aping Bomber 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 improv erfection. There are, for example,
dozens of different death animations 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 N A M
occaslonally, which s confusing and infuriating, and the visuals have |ost their
Japanese cuteness and simplicity, This conversion Is, however, not the disaster it
easily could have been, and the LAN option is the piéce de résistance E
SNES veterans, stay away; PC owners, welcome to gaming heaven

early on the second Connect CD, along with... The Simpsons, The
X Files, Men In Black, Blur, The Verve, Goldie, Depeche 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

Edge rating:

Seven out of ten

Format. PC
'i Publisher: Interplay Developer: Kinesoft
Price. £35 Release. Out now
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Gun-toting thugs, martial arts teams and armadillos: the coin-op scene doesn’t get much more diverse...

Armadillo Racing

&

it's to see a major

manufacturer
- although this is still, of course, a head-to-head racing game

such as Namco attempting something

i

| N

—aers o
v 4

& -
by the ather

the
ani in the game,
Namco may have found
inspiration for a sequel

o
SRR Out now (Jap)

Japan

rmadilla Racing was the onty new title
A presented by Namco at the AQU

show in February, and caused & stir
pecatse of its stark contrast with the
company's other raCing games,

Up to four cabinets can be linked as
Playars race armour-plated cragtures using a
trackball control system, which allows 180
degrees of movementin order to negotiate the
variously taxing turns

The game takes place In a South Americar
forest, where two courses - a sprint and
obstatie race - see features such as rvers
representing just one vanety of the game’s
many origingl hazards.

Armadillo Racing’s roloutful graphics,
extremely fiuid animation and great muitiplayer
Bactian certainly make it stand out, although it's
the cantral premise that will probably
Hirn maost heacs. E
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- 36" 5
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| Total Vice is a brutal action-
| packed arcade title featuring a
l multitude of enemies to gun down

>

Klng of Flghters 97

CREDITS 03

I s«
R Ot now Uap)

SELEN]

Since its release in
seen a revival of the 2D fighting genre

the game has

L -;FI'J: wm

CL b
with new arrivals, including Chizuru Kagura KoF'97 FSIESIN
the final boss from last year g play modes giving fans

ecd fiificant in n the of the series a better
chance of survival

SUCCESSTLI, Wit 1T Incr

abang :-{'H'ung thes likes of

and tradit

[Ikely to pravent the arrival of tl‘-niypa.' N'_".J-
Geo &4 board (See E48) seging SNK'S
programmers adding an extra dimension

1o the Ingvitable 1998 outing. E
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Shiny Entertaimment

This cherub imaee is taken
fram Shiny Entertainment’s
fartheomung title, Messkah
The game caused guite & stir
Al the recent B3 show when
I was revealed that the
pliyer must control @ shape
changimg cherub - a concept
born, surely, ol a shghtly
unhunged mind

OF this image, Dave Perry,
Shiny's president comments,
i his own inimitable style,
The baby 15 136,200 laces
ant weihs in at about 42
pounds with blonde han
blue eyes and a fair for the
tramatic. He's quite
possessive, which is often
the: case for a young cherub
aspiting to be an Archangel.”
That's that cleared up, then

Galler

While there are many diffd styles of videogame, so too are there
myriad graphical approaches. Hence a Gallery featuring an innocent-
looking cherub, a medieval knight, and a cutesy bear-and-bird combo...
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, : \ 4 NumArbus Sources, most
’ F / potably Tolkein :
[ (IR 5 e -
J 3 fdntasy. The Lor /
4 W ' Heris, hence the
P4 . fesemblence to that novel's

1| '.} \ | chiefvillain, Sauron /
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These characters are taken from Namco's Tekken 3 coin-op, where they feature in the stunning intro ]
sequence and cut scenes. They are (from left to right), Heihachi, Jin Kazana, Ling Xiaoyu and Lei Wu
Long. The most remarkable aspects of the rendering is the way Namco's artists have simulated the
folds and creases of the silks in Ling's jacket with a detail rivalling traditional illustration methods i

- h ge of a slain knight is
i p 7 atendét from Telstar's ‘ : 1
| ' inhouse PC title, Siege.
Inteestingly, the image was
created using NURBS (curved
surfaces) instead of
polygons. Artist John Palmer

g
z =2
swisjay

used around 20 textures to [ ]
build up the dirt effect on the
armour plating, i 4
s \
4
:
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Rare never fails to produce
artwork that suggests the
colour and enjoyment of its
titles, and by extension, the
Nintendo brand. Primary
colours, cartoon characters
and an abundance of foliage
have become something of a
calling card for the company,
since its initial rendering
work for the striking Donkey
Kong Country SNES games
These images are
publicity and concept art for
the forthcoming N64
platformers, Banjo-Kazooie
(main) and Conker's Quest
(top). The palettes, which
consist predominantly of
bright red, blue, green and
yellow, dovetail perfectly
with Nintendo's own
ubiquitous four-colour logo

rriages rondar
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RETROVIEW

oe0d AOEs volumes

A newy wanee of Sega Ages moleases has been
announced for the Sanim m lapan, although
there s no news yet of any UK conversions.

To aconmpsany the release of Segn Ages

Volurre One (winch & already oot i Japan
and enntains the likes ol Up 'n" Down and
Fengo) comes o package ol six coin-op
comversions: Samuran (from 1979), Sinbad
Mystery {1983), Star Jocker ( 1983 ), Niryo
Princess (1985), Dokt Dok Pencginn Lo

(15985) and, hinally, serminal above il

dming game Monacn GP (1979). T

15 manly made up of obsoure

coin-ops of old, the games are no more odd
oy soime of

than those which e

Nameo's more recent Museunm packs
Perhaps of more interest to westom

Sega tans is the announcement ol Seqe

Acpees Columms Arcode Coflection, which

rthers fopether lour versons of the once

lat Tetres-alike — Calumng | & 2, Stock

Colurnins and Colurrws 97

Hardeore RPG nuts will na doubr salwvate

at the third planned Ages pack: Sego Ages
Phanitasy Stor, which pulls together all Bt
instaimenits of the senes which began i lile
on the Master System

Finally, Sega has also revealed its lntiest

ane-oll Ages tithe — Power Dt (below)

ith Sparcade and MAME

holding a powerful gnp at

the pinnacle of the arcade
emulation scene, other authors
have turmed to niche areas. One of
those is the early vector graphics
games subgenre, pioneered by Atari
and a US company called
Cinematronics. The clean, crisp
vector lines and the unusual
gameplay of most of the titles drew
4 substantial audience for the
abstract-looking games, and a few
enjoyed respectable success.

Practically every Cinematronics

game is covered in this, Zonn
Moore's fledgling emulatar (the

S Guld's [eaderboard, released
way back in 1986, lad down
many of the gameplay features

PARA 5

familiar to golf games of today COUASE 1
Mot nfluential was the title's
intuitive control systermn, Here a two-stage EDBE
‘enerpy’ bar sliowed playets 1o control
+
the strength of the swing, and then grve ot é : é
snap (hook) of diaw (alice). At the time, K | E
this was the height of sim complexity: Y E
controlling snap and daw took real HINOS
timing skill, and the fact that a full set of .
golf clubs was on offer to the player A
meant that most of the concerns of the e
frue player were represented !‘jhgﬁs q%ﬂ
Visuals too were impressive for the
t L even il each scene did take a ]Pnu[“
number of s

fs 1o driaw before every

shot. Also ¢ o taday's player would

_l]'!il'lﬁl‘

be the rather mirimalist c

5, which
were nothing more than oddly shaped
islands, with no bunkers, trees or other = h i
obstaclis to comsder. This did, however, EUTTITT FHin
gve the game a distinctive. uncl d | HI,I,
style which was eventually mod and l.= ;
improved through several sequets. B

:’rll [' i 1

o (RN
LLl L

Cll
LT
I |'.||F|f
rh.‘.-.m- w lor innumerable football, ice Publisher: US Gold 1986
hockey and Amencan football examples
— its legendary status s assured. Developer: Access cé4
J

Atan titles appear in Neil Bradley's
EMU 2.0 and also in GT's
commerdial Atari Collection), the
ones maost familiar to gamers
prabably being the extremely tricky
Star Castle, tank-based dogfighter

Few @bt games can stand up 1o the
scruting of contempaotary players better

than Leaderboard. As one of the first

5 to realise the potential for

pons videogaming — paving

Armor Attack and the seminal first- The technical ighpoint is today’s hits, but mostly players waill
person shoot 'em up Tal Gunner. reached in War of the Worlds, get their kicks by simply doing what
There's a lot more to the collection where giant Martian tripods gamers almost never have to do
than these, though - Rip Off 15 a rendered in full-colour vectors any more, namely being forced to
fast-mowving slant on Cosmic maich towards the player's tank leamn a whole new set of skills and
Guemiia, Barner plays like a weird These games show off some of ways 1o approach a game

cross between a racing game and the maost onginal thinking in game Visit hitp://www.gamepen.

an aggressive vanant of chess, while design, even by the standards of com/gamewire/classic/classichtml
in Boxing Bugs the player controls a the time, It's fun to spot the to download and track the
disembodied arm attempting to elements of these trailblazing development of this excellent E
deflect spiders from a baxing ring. games that have cropped up in cuno-based emuL

Cinematronics games (from left): Boxing Bugs, Star Castle, War of the Worlds, Tail Gunner and jundance.
Demon, Solar Quest, Space Wars, Speed Freak and Warrior are also available from the emulatar’s website
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VIDEOGAME DEVELOPMENT UNDER THE MICROSCOPE

loper’ and to potential publishers — as lan Livingstone, MD at Eidos,

ormy. Small,

zeable, with opines, 'I'm a great liever in

N|

a modest gre

of small companies, each boasting only 1 endent and fuc ups are likel

of financial matters, handling the proc

tuming an on paper into something that o

software retallers’ shel

=5. But times have changed. The

games industry is now huge, and it's a big-business cont

iblishers are merely work

18 withiun tr

s dropping all the time amidst multiple

5 and harrowing tales of financial ruin. Some would

yming a software publisher nowadays requires

ptable, and indeed almost expected, for the

group head to be part of the development talent as a

groups, setting up a sme o is really the only way in programmer of artist, it's now very impractical, because of all

While in theory this may sound like an appealing move the other matters they will be expected to attend to

(enabling relative creative freedom, more power, dose team Becoming the pnmary point of contact for the publisher
=, etc), the reality is a lot more complex - 15 perhaps one of the most imponant of these matters

for the person who puts him or herself into the
< Philip Oliver of

If I'had to s

ompany make,

position of studio he
Studios told Edge rece

atch tomanmow | we

SE Up Invoices
em 3ga
panies credntors start getting heavy. It can prove to be a time

wvhen the

MOVINg Ot ¢

svelopment stu consuming roundabout — which s why s little in the

e intimate venture:

be hugely attractve way of developmen

teams such as Partide Systems, whose combat epic -War |s being handled by Ocean,

| External development
tnwurumbhmbymptﬂhbﬂ.hﬂngw » taam takes plenty of skill and hard cash, though
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No matter how [ittle creative input they have, however, 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 objects?

Before anyone can lead a team, though, they have to
build ane, and this in itself is a formidable challenge. A £500
quarter-page ad in the back of an industry journal is & good
place to start, but is unlikely to completely sort out staffing
concerns. 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.

Speaalist 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 imtation of writing out a CV.
The agency then does all the legwaork for them, trying to get
interviews, 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 fairly hefty finders fees
to the ‘middle man’. Sometimes this s on a sliding scale
proportionate to the agreed salary of the applicant; in other
Instances it's a flat fee. A worst-case scenano should see an
amount equal to approximately 209 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 expenenced personnel. Offering benefits
and bonuses, for example, is becoming mare widespréad,
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 |ure staff simply
because everyone likes decent kit to play with,

L It's also impontant to make sure everyone gets an well
with 2ach other. Recruiting a group of brlliant individuals may
seem like the way ahead, but if these people can't function
as part of a team then little of any consequence s going to
get done. As Gina Jackson, external development director at
Ocean, argues, ‘The most fundamental issue when choosing
a developer to work with s the feel you get for the team. Will

YAROZE AWAY

While early Yaroze demos
have left Edge with the
impression that the
potential of the PlayStation
has yet to be at all
realised by hobbyist
coders, some of the latest
demos from Japan have
nevertheless proved
Impressive, visually as
well as technologically.
Terra Incognita (above),
from Team Fatal, Is an
action-RPG In true 3D,

advertise thew presence to burglars, after all, Insurance

companies will also be a ot 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 windows, and computer
workstations 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 s of prime impartance. Shopping around,

with the player able to
rotate the camera view
and zoom In/out of the
scenery, so as to make
jumps and other tricky

In the Dark serles.

they function as a team due ta 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 wining are also important ¢onsiderations. Time is
maney, and time without electrcity 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 all 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

It's possible to pick up a complete MMX200 PC with lots of
RAM, drive space, 3Dfx, etc, for just over £1000+VAT. Adding
a good file server will cost just over that amount again, Then,
licensed copies of important software are essential,
Photoshop or Fainter will clock in at about £400, but again
it's possible to shop around, and it's also possible to opt for a
site hcence. 305 MAX costs around the £3,000 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 305, 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 therm 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 E

Both titles use the
PlayStation’s 3D abllities
excellently, and serve to
prove that Yaroze
development - at least in
Japan - would seem to be
coming of age. It will be
Interesting to monitor
what the westem scene
has to offer in response...




(viewpoint)

Sad people
n want to make a point to these sad people
who claim that you discriminate against
their computers — especially Amiga owners. Since
day one of your mag Edge has influenced my
decision about which machine to buy because |
believe you have told the truth about the
machines' respective development chances and
possibilities for the future.

Anybody remember the 3D0? | decided to
buy this ‘state-of-the-art’ machine, but | soon
realised that the machine was to be doomed, and
1 don't blame Edge for praising it while warning
us that as soon as the Saturn and PlayStation
show up and it will be bye, bye 3D0. As fate had
it | went out and bought a Saturn and then a
PlayStation and love them both. | 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, | have converted a
lot of my friends to get rid of their Amiga 4000s to
get PCs. The Amiga is dead. So | would just like to
say this: read the cover of the magazine for what
formats are covered. Edge 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 email

A new generation of games
E ony 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 |
could understand this attitude, but the opposite
seems to be the case. In fact the end of "97 and
early ‘98 looks like being ane 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 PlayStation - like
Nintendo is. This is totally spurious. Nintendo
didn’t stop EA from releasing the very mediocre
FIFA 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?

| 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

while the PlayStaion’s publishing business miodel
should promote innovation (would Capcom have
bothered with Resident Evil if the perceived risks
were too high?). The operative word here is
‘should’, but | would rather trust market forces
determining which games are released than a
paternalistic console company. Think about what
games we would have lost if Nintenda had been
the only viable games publishing platform for the
last ten 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 to Miyamoto'’s talent, but
seems to be a fundamental company paolicy.
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 Moran,

Birmingham
Nintendo's argument is that by flooding the
market with substandard software, Sony is
confusing and disillusioning the consumer which
could have widespread repercussions for the
industry as a whole. A parallel could just about be
drawn with Atari's non-regulation of the VC5
cartridge market back in the early ‘80s, when
consumers eventually refected 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 undemounshed
software line-up, but the dazzling quality of many
NE4 releases indicates otherwise. Unfortunately
it's not fair to compare games with other media
sectors because the average unit price is so much
higher. Sony is aware of this and should re=r
strive for fewer releases of a higher quality, e

Dear Mr Yamauchi

T his is a letter | would like you to pass on to
Nintendo in Japan:

Dear Mr Yamauchi,

What | don't understand - and correct me if I'm

wrong - is why your company doesn't just stop

the pretence and come clean. 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. | sang the praises of your N64
console, | trumpeted its advanced graphics-

{email: edge@futurenet.co.uk)
handling, the promise of a more immersive
gaming experience, the dawn of a new generation
in consoles —and then | played Shadows of the
Empire. LucasArts' pitiful experiment in
tediousness pales next to the other suspects:
Turok (monotony coded), Super Mario 64 (eye
candy for the undiscerning), Mario Kart 64 (see
previous). Where are the much-vaunted, often
promised, still-to-be-seen Lamborghini 64, Star
Fox 64 and Extreme G? 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: | am employed, | have a
relatively good standard of living and, yes, | have
just what Nintendo is after: | have an N64 and I've
got some disposable income. | can afford £65 a
cart. Trouble is; Nintendo seems to want to
market every game at the age-5-and-unders, with
tiresomely cute characters and a deplorable lack
of seriously themed software (cue several
successful, even classic, PlayStation titles with not
a cute character in sight, just guns, gore, racing,
chasing, explosions and general all-round
mayhem). Nintendo? Anyone listening?

As an exercise in textbook marketing
disasters | think Nintendo might be going for a
personal best with the N64. Not satisfied with
alienating a great proportion of its adopters 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.

| know | have two choices: a) | 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) | can bin my N64 and get a
PlayStation. Hmm....

Phil 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 videagames - in fact,
arguably more ‘games worth having' than in the
PlayStation's entire BOO-game catalogue. But Edge
would agree that the situation in the UK isn't ideal
and can only suggest that you look to the impont
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 terntory than Japan and the US.

Two completely different games
cannot understand how Jasper Manchipp
(Viewpoint, E48) can try to compare Mario

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 are entirely appropriate to the Mario

>



_ universe: to try to make them look real (ie similar

~ to Roge Racer’s graphics) would be to miss the
point. The original Super Mario Kart was not
about realism, 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.

I you want an arcade-style racer with
breathtaking scenery and speed, you go for the
PlayStation 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 upcoming N64 games
such as Multi-Racing 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, | was
pretty impressed to see Mario Kart 64 running four
windows 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 printed because it
highlighted the impact both games would have
on the uninitiated, casunl observes, Nintendo's
64bit game failing to match the visual punch of a
supposedly inferior machine. That much is true in
terms of Super Mario Kart 64, but Edge would
agree with your comments refating to each
games’ respective design strengths

‘Saturn is not our future’
G ongratulations to Sega for letting down its
console owners yet 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 mare
development resources to its next console.

| 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 (because 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.

Any other reason (for not supporting the
Satum) given by games companies are ridiculous.
I'm sure that any Saturn owner would not mind
waiting a while longer for a game to be released
released at all. If 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 Carlin,

Wolverhampton
Of course a large market share is the most
impartant thing — game magazine reviews only
count for a percentage of overall sales, But you're
forgetting that one of the major factors in
companies abandoning Satum development is
the lack of a smoath conversion process, due to
the machine's intricate architecture.

If PC ot PlayStation code could be easily
ported to the machine without the need for low-
level coding (necessary for efficient 30) then
there would be less of a drain on a
COMPpany’s resources,

| 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 Mario 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 postad -
these games are becoming as elusive as the
hardware itself once was. | myself am prepared to
wait, but others may not. ..
William Lepel,
address withheld
While the expansive nature ol many N64 releases
(Super Mario 64, Turok: Dinosaur Hunter and
GoldenEye being good examples) is often in stark
contrast to supposedly equivalent titles on 32bnt
consoles, this has quite dearly taken its toll in
development terms
Nintenda's commitment to quality has caused
a shortfall of N&4 software, but it's doubtiul 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

1. | have decided to buy a 3Dfx card

for my 166MMX PC. Unimpressed by
the pack-in games | was beginning to
question the wisdom of selling my
PlayStation to raise cash for my new PC. That
was until | bought Moto Racer, which put to
rest all my fears. Running in 640x480 with
bilinear filtering, the 3Dfx card provides
graphical detail far outstripping anything the
PlayStation could ever hope to reproduce.
However, | 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 3Dfx company, can PC owners expect
D3D (or, better still, 3Dfx-native) conversions
of its arcade games?
3. 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

640x480 resolution of the 3Dfx
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 AP, 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), 3Dfx-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, Direct3D is likely to feature in the
future. Next issue, Edge meets the R&D
division within Sega Japan to discuss its
plans for the PC market.
3. 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.

| own an American N64 and

sometimes | 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.

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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Next month, Edge celebrates its 50th issue at the forefront of the
interactive entertainment industry. Casting an eye over four years of
relentless change, the magazine will be considering the most significant
developments in the industry, as well as highlighting the biggest successes
(and the most embarrassing flops), to deliver a true gauge of the speed of
transition the 'next generation’ of videogaming has commanded.

As well as exclusive reports from Shiny Entertainment in California and
sega's PC development HQ in Tokyo, E50 also presents the second in its
series of PC/Mac CD-ROMs previewing a diverse and exciting selection of
titles for the PC, consoles and the arcade.

e

issue fifty
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