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ENTER THE FUTURE OF INTERACTIVE 

~) 
dIe was launched on August 19, 
1993. The mission was to create a 
videogames magazine unlike any 

that had gone before it. Game-playing tips 
were eschewed in favour of in-depth 
interviews, previews often morphed into 
expansive development features, but 
above all, only the upper echelons of the 
videogaming art made it into print. 

Edge still holds those values at the 
heart of its ethos, despite being 50 issues 
the wiser. In the early days of the 
magazine, 64bit and even 32bit 
videogaming were but far-off dreams that 
could be associated only with a brighter 
gaming future. The reality was, of course, 
very different. As CD-ROM became the 
medium to carry gaming forward, many 
developers lost touch with the one thing 
they were trying to create: entertainment. 

Fortunately, this clouded vision is 
slowly receding, and to reflect this Edge 
has also matured in its pursuit of 
interactive entertainment. 

This issue sees the magazine 
celebrating 50 issues of reporting from the 
leading edge of interactive entertainment. 
As well as casting an eye over the 
developments in videogaming over the 
past four years, Edge presents its second 
complimenta ry CD-ROM featuring the 
cream of the world's videogames in digital 
form, showcasing an unrivalled selection 
of the most promising releases of 1997. 

Enjoy the issue. And here's to an 

exciting journey to Edge 100 .. 

The future is almost here .. . 
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PROJECT X: A MARIO KILLER IN THE MAKING? 

This Is how VM Labs is publldsin, 'ProJed X' on its webslte (www.vmlabs.com). tt doesn't bike .. eenlus to flcure 
out that Jap_' designer Rlch.,d Miller hopes the technokJlY will form the hurt of .. Nlntenda 64-beatinl platform 

Ii'1 etails have reached Edge of new graphiCS technology 
... that could send shockwaves through the Vldeogames 
industry, VM Labs is a US company working on advanced, 
games-related silicon - technology that IS thought to be firmly 
at the apex of realtime visualisation. 

Although no firm proof has yet come to light. Edge 
believes that at the heart of this clandestine project are two of 
the most talented and experienced designers in the 
videogames industry - hardware guru Richard Miller and 
renowned techno-hippie Jeff Mlnter. 

Miller created much of the groundbreaklng chip 
techf1Ology for the Sinclalr ZX spectrum in the earty 19805 and 
later became head of R&O for Atari in the US, gOing on to 
create the chipset for the Jaguar. Programmer and designer 
Minter, meanv.llile, is a resolute non·conformist and technical 
games wizard. The duo have worked together at Atari's US 
facility in the past, althOugh Minter has just moved back to hiS 

hOmetC1vVf1 in Wales to continue work on the project 
Codenamed 'prOject X', the technology is currently 

shrouded in secrecy, but messages on Mlnter's C1M1 website, 
'Yak's Zoo' (WNw.magicnet.nev~yaklzoo.htrnO, suggest a 
breakthrough: 'I have begun to explore incredible new spaces, 
and the possibilities just stagger me ... 1 have only just begun 
to lightly tickle the surface of what this thing can do. My chin is 
brUised from the number of tlmes my jaw has hit the floor. The 
potentlal for algorithmic graphics on this thing is just 
mmd.melting. I kinda new wtlat I was expecting but this goes 
Wifoj. wwy beyond. Talk abOut machines of loving grace, .. X is 
beautiful. Just beautiful.' He goes on to talk about Imagery 
including 'a receding plain of liqUid pyramids'. 

Mlnter's penchant for the more psychedelically tinged side 
of life may lead some to be cynical about such musings, yet 
the track record of both parties is unquestionable and £ 
Edge hopes to have more information soon. 

EDGE" OCTOBER 1997 

VM Labs founder Richard Miller Is an assodate of Jeff Mlnter (left), the llama-obsessed 
coder who Is work In, with technolon whose specs .... believed to surpass the c.nned M2 
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VIDEOLOGIC SLASHES PRICE AS 3D CARD WAR ESCALATES 
m ideoLogic's PCX2 card is picking up speed in the form of 
... reduced retail launch price of just £115 and a deal With 
Canadian PC card developer Matrox which is introducing the 
m3D card for just £79 (excluding VAT). This aggressive pricing 
policy is due in part to the cheaper manufacturing costs of the 
PowerVR chip, as well as an impressive example of the so-called 
'deep pockets' support the company has from parent, NEC. 

The Apocalypse 3Dx pack was originally due to be 
released at £159 (including a strong software bundle of Tomb 
Raider, W(oeout 2097, Ultimate Race, Mechwarrior 2 and 
Terracide). That was in May. Since then, VideoLogic have 
somehow managed to shave off a significant amount. In the 
UK, where consumers are more price conscious than in the 
technology-lead US markets, this could spell trouble for the 
Californian-based 3Dfx company. The cheapest consumers 
can get a hold of the Voodoo chipset is £169. 

'There are two reasons why we've been able to make this 
cut: explains Videologic's Patrick Jubb. 'The first is that the 
cost of the chips has recently dropped quite dramatically, from 
around $55 per chip to $35. We've always maintained that 
because of the way the chip is designed, it would be cheaper 
to produce than the competition. The second reason is purely 
competitive. The 3D market is a tough market, and we want to 
be as competitive as possible: 

AS reported in Edge 45, VideoLogic is taking the battle 
directly to 3Dfx with a competitive upgrade deal which gives 
registered Orchid Righteous 3D and Diamond Monster 3D 
(both 3Dfx) adopters the chance to buy the new PCX2 at the 
knock-down price of just £79. For those existing PCX1 owners 
currently feeling a little cheated, there's an even better deal -
an upgrade for just £59. However, in the face of this price war, 
the big question still facing PC owners is not which is the most 
affordable, but which has the best performance 

That's sti ll a murky area due the difficulty of finding a level 
playing field to compare the two. A recent study published by 
Mercury, an independent analyst, used the popular WinBench 
test to pit the relative 3D capabilities of the chipsets against 
one another. The winner (which may shock even more 
potential early adopters) is nVidia, whose forthcoming 
newcomer Riva 128 technology scores marginally higher than 
the current Voodoo chipset. Strangely, the cheaper pcx2 card 
was a further five places lower than that, below the ATI Rage 
Pro and Number Nine's new Revolution card. It'S a position 
that Videologic is understandably unhappy about. lubb won't 
go into details, but claims that they will be challenging the 
study's findings. 

'AS regards the 3D WinBench tests, we have a lot of issues 
that we wish to take up,' he reveals. 'That test is really not a 
clear representation of our 3D performance today. In fact, it's 
about 50 per cent out.' 

The winner of the Mercury benchtests, nVidia's Riva 128, 
scored only a few points higher than 3Dfx in the WinBench 
tests, but once Inters new super-wide-bandwidth AGP 
technology is mass market (sometime in the second quarter of 
'98, Intel claims), the Riva will sprint ahead, and is designed to 
use the AGP bus to open up the system RAM for texture 
memory. What this will do, particularly on PCs with 32Mb or 

• 

The PCXl board Is one of the most powerful cards on 
the market and has just received a substantial price 
cut now makln, it one of the most affordable around 

more, is allow for extremely hi-res texturing to complement its 
hugely impressive polygon-pushing capability which, 
according to the company's own claims, stands at around 
one million textured polygons/second (25 pixel triangles). No 
price has yet been set, but the advanced technology 
employed to construct the Riva chip must surely translate into 
extra cost for the consumer. 

One developer Edge questioned regarding the relative 
merits (or drawbaCks) of the cards, confirmed that with PCX2, 
the PowervR technology has almost caught up with 3Dfx, but 
agreed with Mercury in the most vital respect - that it certainly 
isn't better than 3Dfx when it comes to applying the 
technology to the games themselves. That is where things 
really haven't changed much in the past six months. 
Microsoft's Direct3D API continues to gather momentum, 
supposedly becoming more programmer-friendly with every 
build, the 3Dfx Glide API remains popular with smaller outfits 
looking to showcase their games (such as Emergent's 
Powerslide), and open GL, id Software's favourite, is still 
winning converts for its clean routines. 

As ever with the PC market, each new card seems to raise 
more questions than it answers, and leaves the consumer in a 
familiar dilemma: buy now and risk obsolescence, or hold on 
and miss out on the most important development in the £ 
PC's rather chequered history. 

POWERVR" 
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SNK LAUNCHES 6481T COIN-OP ASSAULT 
~ NK's Hyper Neo-Geo system has 
,.. finally receIVed a release in 
Japan. The arcade coin-op technology 
recently debuted at select Japanese 
arcade sites running the system's first 
game, samurai Spirits 64, while the 
second game planned, Round Tnp RV, 
is expected to appear towards the end 
of September (both games are 
previewed this Issue - see page 99). 

The Hyper Neo-Geo 64 has been in 
development for three years. The 
company's pnmary focus was to create 
a board equally adept at handling 
complex 20 as rt IS thrOWIng around 
thousands of polygons. SNK admits 
that thiS IS because It stili collSlders 2D 
graphics to be a central part of rts 
deSign philosophy - something that WIll 
be musIc to the ears of Its most die­
hard fans. 

SNK also reveals that the Hyper 
Neo·Geo 64 was created with 
expanSion in mind and was designed to 
accommodate specific controls for 
different types of games. This means a 
variety of input/output devices (types 
of joysticks and controlling devices) 
that can be replaced or adjusted 
depending on what game is running on 
the system. 

Thirdparty support is stili an 
unkl1OWl1 quantity, though. In the past, 
very few companies have opted to 
develop for SNK's technology because 
of ItS limited share of the home market, 
as \Alell as fierce competition in the 

coin-op sector. But with some potent 
64b1t technology on offer, a different 
Situation could arise. All SNK is letting 
on is that has already received offers 
from various companies, WIth a few 
non-disclosed supporters having 
already signed on. 

sa far, only the two 
abovementioned Hyper Neo-Geo 64 
titles have been revealed. Round Trip 
RV, makes use of SNK's 'ReactIVe 

Handle' - a steering Vv1lee1 with 
impressIVe force-feedback - and will 
bring the company Into an arena 
currently dominated by Sega, Namco 
and Konami. SNK claims that.lt opted 
for 'recreation vehicles' instead of the 
more conventional sports cars or 
racing cars in an attempt to do 
something Slightly different With ItS first 
shot at a proper 3D racing game The 
presence of a racing trtle at launch 1$ 

an important commerCial conSideration 
for SNK, as the genre IS the accepted 
way of demonstrating the performance 
of new technology. 

One question that still remains 
unanswered about HNG64, however, is 
whether there will be a home version 
of the technology. Vv'tIile the 16b1t 
Neo-Geo cOln-op system has already 
done extremely well In the arcades, 
surviving seven years in the face of 
emerging technologies, the hOme 
console has always been the preserve 
of a tiny hardcore gaming mar1cet, too 
expenSive and With too few games to 

SIImuroJ SpIrits" Is the JD beat 'em up ftytnc the 
ftal for Hyper Neo.Geo 64. " combines detailed 
vlsu.ls wfth COMbination of ID ancllD IHChanks 

-_ .. _-.... .......... ,..,... ........ iI._rI --"' .. ~.-

be a massmar1cet proposition. In recent 
years, thOugh, the company has been 
channelling its resources Into 
developing software for other 
platforms, so it is still unclear whether 
the company has ambitIOns to span the 
gap between the arcade and home 
WIth a 64brt gamebox. All SNK is 
prepared to concede at this point IS 
that It has been tallong about such a 
strategy internally. Edge will, of 
course, report on any Mure 
developments for the Hyper £ 
NeO-Geo 64 as details emerge. 

..... OCTOBER 1997 

Round Trip RV boasts a 60fps 
update and some lelsurely­
paced but detail" visuals 
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J - R (' AMING SHOWCASES 
his month, Japan's major videogame event, the Tokyo 
Game Show '97, will play host to hordes of eager 

gamers, 'Nho - If last year's affair is anything to go by - can 
expect hours' 'NOrth of QueUing before they are able to 
experience the games on offer first hand. 

A Quick scan of the list of games announced as Edge 
went to press revealed a conspicuous lack of A-grade 
software. Indeed, of the 1S1 PlayStatJon titles promised, OOIy 
Konami's MetEl Gear SoM, capcom's Breath of Fire 3 and 
SQuaresoft's Parasite EVe and Chocobo de Battle seem like 
potential hits, although Edge would be surprised if other 
major games, such as capcom's Resident Evil 2, are absent. 

capcom can also boast one of the big names among the 
saturn's 105 offerings, In the form of X-Men 'IS Street Fighter, 
with Konami's Dracula X and sega's sonic R completing the 
top trio for Sega's 32bit machine. 

The most popular games at the show are likely to be 
strategy sims - a number of big releases have rekmdled 
interest in the genre in Japan. DrIVing games, adventures and 
beat 'em ups Will still, of course, be out in force, but publishers 
have jumped on the strategy oandwagon and are preparing to 
flood the market With new releases. 

AS ever, Nintendo will not be present, prefernng to show 
its titles at Shoshinkai in November. TlNenty-slx N64 games are 
still expected to be there, though, With Kemco's Top Gear 
Rally, Hudson's Baku Baku Bomberman and Konami's Hyper 
OlymPICS In Nagano 64 (see p46) likely to pull the biggest 
crolNds - although Imagll1eer's SlmCity 2CXXJ and VirtuBl-HlrytJ 
no Ken from Culture Brain could also be worth a look. 

Japan's other majOr videogame event this month is 
JAMMA '97, where arcade companies Will battle it out for 
supremacy in the natiOn's fast-lTIOVIng cOln-op market. 

Konamrs Cobra board Is expected to feature henlly 
at this YHr'S JAMMA show. Rddng hi", (above) nd 
Fighting Wu Shu (right) should a,aln wow the crowds 

Stars of the show are expected to be Konami's Impressive 
Fighting Wu Shu, running on the Cobra Board, and Its even 
more Impressive stablemate, RaCing Jam. Both titles left 
onlookers speechless at the AOU show (see E44). At the time 
of wfltm& arcade insiders were still Uncertain if Nameo was 
preparing to unveil a rival in the form of Its System 33 board. 

SNK Will also make an appearance With the Hyper 
Neo-Geo 64-based samurai Spmts 64 and Round Tflp RV, and 
old adversaries Sega and Namco INiIl be sparring once again, 
with the former's astounding The Lost World: Jurassic Park 
ligtltgun shooter likely to steal the show. £ 

Next month's Edge WI report from both events. 

n.. Tokyo (iame Show Is now a major event in the 
Japanese lamlnf. calendar. With any luck. capcom's 
Resident Evil 2 ( eft) will appear In pJ.yable form 
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NO GO FOR SATURN VF3? 
rt:I onflicting Information emanating 
~ from Sega of America's webslte 
has led to speculation that its current 
arcade beat 'em up, Virtua Fighter 3, 
might not make it to the Saturn after all. 

A recent answer in the site's Q&A 
section stated that Sega's Model 3 
coin-op fighting experience would not 
be coming to the 32bit console. When 
contacted, Sega declared that the 
answer to the reader's letter had been 
incorrect, despite the fact that 
responses are wntten by managers and 
product developers, which indicates 

Confusion within Sel. miCht IRdlute there is some truth In the rumours 
currently dl'<Ulatin, on the Net about vFJ's possible cancellation - and 
with it. the accelerator urt that was planned to make it .n posslb~ 

" flY~;i.I:t1~f!}'l'i 
'~~'f 
~. ;. I • 
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(apeom's Marvel Super Heroes 
(left) and Metal Slug (above) make 
use of the existln, memory cart 

that a certain amount of confusion 
exists within the company. 

Although the game has been 
promised for the saturn for some time, 
It now seems more likely that Virtua 
Fighter 3 is being planned to shOwcase 
the capabilities of sega's next console, 
and could appear alongside the latter 
wtlen it appears late next year. 

This speculatlon ObviouSly puts a 
Question mark over the much·touted 
accelerator cartridge that was planned 
to make the conversion possible. 
According to sources, the 3D 
accelerator cartridge - being developed 
by AM2's R&D labs - has now been 
cancelled. One of the pnncipal reasons 
for the decision is believed to be the 
unacceptably high cost of the umt 

Better news for saturn O\AIJlers 
comes with the confirmation that a 
four-megabyte memory cartridge wltl 
soon be made available by Sega. The 
device, which is due for an Autumn 
release in Japan, carries information 
that would othef'WIse have to be 
crammed Into the machine's 2Mb of 
main RAM. It'NOl1Cs In the same w&I 
as the eXisting 1Mb cart and 
obviates the need for excessive data 
retrieval and decompreSSion - a 
necessary eVIl of memory-hungry 
beat 'em ups. The cartridge 
effectively enables programmers to 
free up memory space to handle vast 
complex anlmatlons. 

e:DGE'" OCTOBER 1997 

1'1Ie memory add-on (above) 
could allow the Satum to secure 
exclusive coln-op conversions 

capcom is the first thlrdparty 
developer to pledge Its support for the 
penpheral and planned releases such 
as Street Fighter III will use the 4Mb 
cartridge to minimise loading times and 
to retain the faithfulness to the anginal 
arcade board. 

X-Men vs Street Fighter, the first 
game to take advantage of the new 
cartridge, Will come bundled £ 
With It when released 

SNK's KoF "5 was the ftrstl .... 
to use a plul-ln ROM urtri .. 
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PIRATES TARGET PC PRE-RELEASES 
D ust as GT Interactive saw an unofficial demo version of 

Quake posted on the Internet before the game's release 
last year, Activision has recently experienced a similar 
occurrence with Its forthcoming title, Hexen 11. 

In addition to the 12Mb shareware demo officially available 
from the Actlvision and Raven sites, an unlicensed demo of 
the game, similar to the company's E3 trade-only version, is 
befreved to have been uploaded onto the Internet by a Q&A 
tester in the US. The demo has ncrw been removed, and 
ActiVlslon says due to the shareware's early status, sales of 
Hexen 11 should not be affected. 

Ben Le Rougetel. from ActlviSlon's public relations 
section, appreciates players' WIsh to see as much of a new 
game as possible, but says that in the long run, it's these 
same people who suffer 'It'S like opemng all of your Christmas 
presents a week early, wrapping them up again, and then 
actlng surpnsed lNhen ChnstmaS Day comes. 

'Meeting the enemies for the first time and seeing how 
they move is one of the enjoyable things when getting into a 
new game, parncularly in thiS type of game INhere there's 
exploration to be done. If you've already seen part of the level 

Rumours sUllest that a demo of Tomb Raider lis 
avallabJe on the Internet. If the version was advanced. 
It could have proved financially disastrous for Core 

and k.now some of the secret doors, it just tak.es some of the 
excitement away from someone who would have played the 
game for the first time.' 

Such an act affects more than just the consumers and, 
depending on the advancement of the illegal verSion, could 
prove disastrous for a publisher. As a precaution, no further 
UK videogame magazines will get a review copy until the 
game is officially released 

'Every Oournalist] should have It by now: explains le 
Rougetel. 'It's frustrating and annoying [because] I want people 
to be able to review it and at the moment that's thwarted It.' 

Increasingly, major titles are becoming victims of Internet· 
distributed piracy. Although some form of Tomb Raider 2 has 
also appeared on the Net. Core declined to comment. except 
to confirm that the illegal demo was no 10'lger available. 

In a related story, the European leisure Software 
Publishers ASsociation (ElSPAJ cnme unit has seized Pirated 
computer software worth over £20 million in raids dUring the 
first six months of 1997, representing an increase of more 
than 50 per cent over the same period last year. 

Major raids in Essex, Aberdeen and Glasgow have resulted 
in the closure of two CD-ROM·writlng factories and a mail 
order company which imported counterfeit titles. 

So far, this year has seen a 70 per cent increase in piracy 
reports, leading to 39 successful prosecutions with a £ 
further 30 cases due to appear In court. 

Atthourh too earty to cause the company flnandalloss. 
Activlsfon has wamed that players downloadlng Henn 
11 code are limiting their enjoyment of the final produd 
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GT Interactive must be hoping 
demos of Prey do not appear on 
the Net as they did for Quake 

---~ '* IDIcJMd ~ InIM nI t. 
-*toc-ned NImco Ei".i .• ttWo!ld h _ ......... 

i 
... , i . ....... '* la 
QIIw:iIo. nI 0-... 1998. NImcD_ 
pin to ~ bloclllDdl podudIon'" 



NEWS 

FINAL FANTASY VII SET FOR RECORD SALES 

There appears to be almost as much anticipation for 
Final Fantasy VII in the US as there was in Japan 

n any computer Entertainment America has predicted that 
... Fmal Fantasy VJl's US launch wil l be the largest in 
videogame history. The announcement is oased on the 
number of pre-orders the company has received from retailers 
so far, said to be In the 'hundreds of thousands'. The shlp-out 
figure is believed to be 750,(XX), beating the 450,(0) retailer 
pre-orders of Nintendo's Star Fox 64, and setting a new record 
in the process 

Most ShOps have been pre-selling the game since 
August 1, as part of a maSSive programme instituted tJy SCEA 
to ensure players are not left empty-handed when the game is 

SquareSoft's eXINnslye RP<i launches in the UK In 
early DeceMber In time for the Chrisbnas sales boom 

released on september 7. As an Incentive, players who 
purchase SquareSOft's product from retail outlets partiCipating 
in the programme will receive a limited edition T-shirt 

MajOr US game retailer Electronics Boutique has 
announced It expectS Final Fantasy VII to easily become the 
largest-selling videogame In the chain's history. 

SCEA is back.ing the national pre-sale programme with a 
multi-million dollar marketing campaign which includes three 
dedicated television spots, massive print advertising, major 
national promotions, comprehensive public relations and 
dedicated in-store point-of-purchase displays. 

As the latest instalment in the highly successful Final 
Fantasy senes, SquareSoft's epic title is no stranger to 
breaking records, haVIng already sold an unprecedented 
2.5 million copies In just three days when the game launched 
in Japan earlier this year, with the current figure said to £ 
be In the region of 3.5 mlllon units. 
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REPORT LINKS VIOLENCE WITH ONSCREEN ACTION 
171 Home Office report that claims onscreen violence does have an effect on crime is destined to cause possible ructlons In the games 
W industry If the initial findings are made applicable to Vldeogames. 'The Effects of Violence on Young Offenders' is due to be released 
in October and is the wort of a Birmingham University team which studied the behaviour of 120 young Criminals Full details of the report 
are not yet available and It Still isn't k.nown what emphasis, if any, has been placed on Videogames. Despite thiS, games industry pundits 
are already watching cautiously in preparation for a tightening up of current legislation relating to onscreen violence. If the findings are 
conclusive and damaging, It'S expected that the British Board of Film Classification (Which covers all violent Videogames) WIll becOme 
answerable to the Home Office. 

The news comes at a untimely juncture, as DMA DeSign's Grand Theft Auto (see pSO) has already attracted the attention of explOitative 
tabloid hacks seeking to stir up the next national public outcry. If the moral_ity police are unsuccessful, however, and fail in their £ 
miSSion to keep GTA from hitting the streets In late November, such publiCity shouldn't harm sales of DMA's tour de force .. 

It's currently undear whether or not videoaemes faU within the flndlnp of this new Home OffIce report. but titles Ilk. 
DMA Design's sINrkling Grtlftd "'eft Auto. which features purposefully mature content. will be under luutlny If It does 
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PC ENTERS SI MS SCENE 
1':'1 nmary Image, a company specialising in PC-based image generation for the 
.. training and simulation Industry, has announced the launch of Piranha, a 
powerfUl new image generator for the PC 

Unlike current hlgh-elld IG SOIutlons, Piranha is a fully scaleable system, meaning 
the performance of individual applications can be Increased quickly and easily, 
keeping development costs low. The system is also based around an open 
architecture, supporting multiple software platforms such as openGL and MultiGen 
QpenFlight FOfmat. 

Piranha offers fullscreen anti-aliasing and calligraphlc light points - essential 
ingredients for the realism of simulation applications, as well as detail texture, 
tril inear Interpolation, and true-texture transparency. 

Alan Davenport, the company's CEO, is understandably confident In his 
product. 'Piranha is an Innovative and revolutionary image generation solution that 
offers extraordinary performance capabilities: he states. 'There has never been 
another system to match Piranha for the quality of images that are produced, and 
for the price at which they are created.' 

Pnmary Image is currently demonstrating Piranha's capabilities to the 
European and the US SimulatiOn and training community £ 

UK silnulMlon spedallst Primary 
Imace develops hip-end PC-based 
Imace ceneratlon te<:hnololY. Its 
latest board, Piranha, Is capable of 
dlsplaylnc these complex scenes In 
rulthne. rivalllnc SGI performance 

NEW S 13 I 
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(out there) 
REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY 

I t's usually the case for videogames to 

imitate life, rather than the other way 

around, hence the abundance of sports games 

and film licences. 

There have been instances when the opposite 

has occurred, but they have mostly limited 

themselves to typically dreary and shallow 

Hollywood adaptations such as Street Fighter, 

Mortal Kombat, and Double Dragon. 

Imagine Edge's surprise, then, when 

confronted with a group of dancers who have 

incorporated moves from Namco's classic 

beat 'em up, Tekken, into their routine. 

'Dance Tek Warriors' is the Union Dance 

Company's current programme, and brings 

together 'streetwise contemporary dance' 

Tekken the piss, surely ... 
featuring martial arts, by choreographers from 

London and New York, with projected imagery 

from the PlayStation version of Tekken. The 

musical backdrop is a mish-mash of jazz, hip-hop, 

classical, and Afro-Asian electro. 

According to troupe's press release, Dance 

Tek Warriors is all about 'fearless physicality'. 

Edge doesn't dispute this fact for a minute - one 

must indeed possess supreme courage to tour 

the country sporting such attire, and the moves 

are certainly energetic, if not quite up to the 

standard of their motion-captured polygonal 

counterparts. But surely there are more significant 

cultural reference points with which to draw 

inspiration for modern dance? At least Tekken 3 

would have been more timely .. 

Nintendo bans the rent boys 

N intendo's na-.nonsense attitude will be familiar to all of Edge's regular 

readers, an~ gamers might also remember the company's firm clamp 

down on retailers renting SNES games in the carefree days of the 16bit era. 

At the time, the Big N was forced to rethink its strategy following the results of 

the MMC report in Spring 1995 which stated that consumers should be able 

to try highly priced software before buying. 

However, Nintendo certainly hasn't got where it is today by backing down 

and letting bygones just be - the Japanese games giant has begun to taken 

action against retailers 'illegally' renting N64 software. As proof of Nintendo's 

Fish out of water , 

• 

commonly preceived not-sa-.high regard for the UK market (or European, for 

that matter), it doesn't operate directly in the UK, instead relying on its 

distributor, THE Games, to do the legwork. As a result, the distributor has 

issued cease-and-desist notices to the dealers involved, claiming that the 

rental of games without payment of a royalty to the copyright owner is a 

direct contravention of UK copyright legislation. 

That may be so, but cynics would argue that, with the diminutive UK 

catalogue of games THE Games currently has out there on the shelves, the 

N64 needs all the exposure it can get. 

W hile fish tanks can add a vibrant quality to the dullest of rooms, nuances 

such as feeding the little buggers and cleaning the tank soon bring 

potential fish lovers back to the quick-fix reality of '90s society. Obviously 

deeply troubled by the current situation, NEC has announced its Fish Club 

virtual aquarium in the hope of solving the problem. 

The free-standing unit comprises a large high-resolution screen and 

laserdisc teclinology to display vivid images of living, swimming fish. Users are 

able to choose from a wide selection exotic specimen such as Yellowfin Horse 

Mackerel, Super Red Arowana, and Yamabuki Ougon, a factor certain to get 

fish lovers very excited indeed. 

According to its makers, Fish Club removes the stress of setting up and 

maintaining a real aquarium. A fair point, although the £11,000 loan needed 

to buy the thing might well counteract any relaxing qualities it might offer .. 
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(game on) 
Son(s ....,51 l' " ' for,... the rnorI:ot at the riqj1I Jime, with 
the riqj1I ...... and the riqj1I atIiIude. 

N-.to, for maintaining. standard 01 soItwan! that remains 

IlI1ID<d1ed by any oJher ex>mpany, and embracing the 3D 

........... with siring 1TIIISIeIy, i .,.1edioIeIy oaising the ",,105. 

1Ioe ........ 01 _ far ...... (see this month's Gtand 770efI 

Aoft>, ".. SO), whido has ............ bealme unoInoid 11> 

Iaundo tiIII!s JhooJ...." cho~1 I=fb ~ a.otesy visua1s, and 
~ the IIl*I\y 01 the videopl. " in<boI!y in doing so. 

_.-.. whose oxisIoooa! has no doubt given many 

d . .. I cpeos the i1spiootion 11> look bed< ID • time when polygons 
-.. the sIufI 01 Maths lessons and JIITiOIIIay was Jcq 

lINo UJ("'-'" .... eIap_ = eIty. for produdng 
some 01 the most in_ ....... in the Y«lIkI. 

Poor old *-d In 1993 the original masters of the videogame were 

ideally placed to recapture the essence of old-school gaming. But 

instead it launched -a dodgy looking console and some pitiful games. 

Oh, and not f<xgetting a (D-ROM that looked like a crapper. 

Poor old 3DO. Trip HaWIoIno' &IaboI idoooIogy was woo1hy of the 
ncblest visionaries, but • moOOination 01. waoy maolralplace and • 

mIecIive Iaclt of ~ sIdIJs I!IlSUI1Od ill mnsoJe and games 

..... mnsigned ID the scr>pheap. 

1Ioe " ? adlu. _ , CIIlOO 1houahJ by some ID be the Iubn 

01 videop .. .. IQ topicIy rumbled as being the most ....... 

• ocI< N>dno ... expeIieo IQ! """ axlCllliwld. 

1Ioe ,._ L .. Iq ....... ..... diose 11> bur RiJe cllhe RiJbots, 
~ the atMao 01 the games _ KfIen wiI they 1eom1 

(game over) 
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You Don't Know Jack 

aking the now ubiquitous pub 
trivia machine and transferring 
the same format to the PC and 

Mac may seem like a strange idea, but 
that's exactly what US developer 
Ber+.:eley systems has done with You 
Don't Know Jack. Here, up to four 
players can take part in either a 
2O-question quiz or a tournament, bOth 
of which require contestants to answer 
multiple·choice questions on a huge 
variety of categories. AS with any TV 
quiz show, each player has his or her 
own buzzer (represented here by 
different letters on the keyboard) and 
must pounce on it as quiCkly as possible 
when the question is displayed. 

This could have eaSily been a truly 
tragic concept if the developers hadn't 
invested a great deal of humour and 
invention in the project. For a start, the 
game features a variety of voiceovers 
for the questions, ranging from upper­
class toffs to MlV-styte videojockeys· 
all acted with flair end enthusiasm. Then 
there are the categories themsetves: 
'Rubik's Cube and Male Genitalia', War 
and Cheese' and 'Reformed Alcoholics 
and their Skin complaints' are standout 
examples, but there's plenty more to 
keep players amused Also interesting 
are the deviations from standard 
multiple-choice delivery. A notable 

musIC £ 
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example is the section where players 
are sho ..... n a series of names over a 
3O-second period and have to guess 
wnether these are Old Testament 
prophets or characters from 'The Power 
Rangers' Believe it or not, this IS 
tougher than It sounds 

AlthOugh, the 'in yer face 
presentation may grate after repeated 
plays, this is a fine multi player diversion 
and an amusing one player experience 
One might even styte it as the nearest 
any sane person would want to get to 
appearing on 'Famity Fortunes' 

ith an album brimming With tracks liKe 

'Ajare', 'The Gift'. ano 'Blue' - each of 

wtlich has already achieVed claSSIC status In 

c!ubland ,Way Out west can harc!!y fall. But 

wtlile these familiar cuts P«lV'Ge the best 

momentS here. the DJ 000 have been anything 
but complacent wrth the other trads, displaying 
a gel"lre.<!efylng diversity that mal1:::s them OUt as 
mu more tl'lan cl'O'Nd-pleasing housel trance 

typeS StilOS at everything from dub to amOient 

may not please all the fans. but Jt Should ensure 
that way OUt west don't become al'lOttler 
Slng!e-driYen danceflOOf casualty 

-' 
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Aaeeti g ooj,llt for It'Ae~a capitalising 
on the digital entertair.ment revolution 

n assoc atlot'l JIi th 
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D-Rom 

• egular readers of 'DJ' magaZine may have come across a demo version of 
this, the first instalment of what Recognition aims to make a monthty digital 
magazine devoted to dance mUSiC. It'S a laudable aim -and the price isn't 

too out of tune With .... 1'1at you'd expect to pay for a paper magazine. 
D-Rom looks fine, with a futuristic interface and plenty of cool visuals. It's split 

into House, Techno, Garage and Abstract rooms, each of which contains short 
samples of upcoming tracks, together with a smattering of background information 
on the artist and videos, 'Nhere appropriate. It also boasts a demo version of the 
excellent Mlxman spin Control virtual mixer program ('Nhich will leave you gagging 
for the full version). But, at least in the first issue, the track listing IS rather eccentric, 
concentrating on a small number of favoured labels rather than killer tunes. 
Technoheads wll probably laugh when they find Tin Tin Out's Euro-cheese in the 
techno section and. generally, none of the tracks (bar Coccoluto's 'Belo Horizonti') 
come anywhere near Age of Love's Age of lOVe which first appeared in 1990 

D-Rom is a great idea, and Edge Sincerely hOpes that it thrives, But that wil only 
happen if future editions get the mUSiC right 

..... 
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ornng Wlttl A$I"I!ey Bee<lle under the 'Disco 
Evangelists' moni~er, Da'lid HOImes 

revealed ran unmlSlaKa~ cinematlc obsessiOn, a 

style fully refined on the magnificent fliCk.-{)bsessed 

deout alDum, 'ThiS Film's Crap, let's Slash The 

seats'. His second Iongp!ayer is no less 
atroosphenc, blIt thiS time the lusI'l orchestratIOns 

have been replaced by somettllng far grittier_This is 

the rTlUSical accompaniment for HOImes' recel1t tnp 

ttlrough New York - a stripped oo.vn, hip·hop· 
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~ 
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derived sound captunng the city's highs and Io\Iv's 

magnili£ently. NOt exactly easy listellll1g. but it's the 

perfect soundtrad:: for summer in the city. 
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Panasonic notebook computer 

he problem with so-calre'd 'pc:,nable' computers is 
that, in truth, they're far from portable, Qlcay, so 
they might look trim in comparison with their 

deSktop couSins, but they weigh a ton and lugging them 
around is far from convenient. Panasonic, a leader in 
notebook technology, has finalty released a portable that 
lives up to its name - in the CF·3S range, each model only 
weighs two kilos (If 'yUU remove the floppy drive). They're 
available in 15().1Hz and 166MHZ MMX gUises, and both 

slimline Pes are quick enough for arry of tOday'S PC games 
Here's a tip, though: Invest in the £250 optional internal 
CD-ROM drrve or you're gOing to have severe problems 
loading any software at all. 

Fujitsu Plasmatron TV 

or v-.11at seems like an age, there has been speculation atx>Lt ftar televiSioos that can be 
hung on the wall- they always seem to be popping up in sclence·flCtion movies. But it's 
taken until now for plasmatron technOlogy to mature to a state where suCh devices can be 

built. There are a number of flat TVs c- treir way to !tie mos (thOugh probably !lOt your lOcal Oixors 
for a while), but FUjltsu rasgot there' "Stwith thiS ~ ye 42·1I1d'l model. The image is Incredibly 
clear and Sharp and, SUrDf' 18IY. rt can be litewed'rrxn • abOut 8fro.J angle witllOu~ the picture 
fading, But,1 grand is a lot of anyone 5 money, so if you haven tgot very deeP pockets, forget It 

~ am & Spoon have IOfll: oeen revered fc: 

i tne" 5eIT'4tIal cor1l'rtJutooS to da.'1:e 

music. am the<r (\ toa1 brace Of aItUTIS ~ 

('TnPQll"latiC FairytaleS 2001' and rts eQUally seff 
<.> 

I ~ 

~ 
indulgent alter ego, '2002') are both crammed .. 

~ 
With memorable Offerings, Their latest, .. 0 V> ~ .. .. however, seems to haw been COflSCioosiy .. 

~ 

i E steered fM'ay from inventive meIoCIlCa in 'avow ~ ~ :1 .. 
!l! of I,.1tra-1ijp1tWeigtlt hOlIday pop, '1'T\iI8I1'\e an <.> 

a:bum Wlefe tn06t tr3CXS resemble !toe 1993 
chart hit 'Right In the Night· (!tie only dire track 

on the duo's first album}. Even a stab at some 

mellow drum and bass can't save it 

• 

~ 

• • 
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CONTINUED ~ 

AM2 Competition 

Sega's legenda'Y AM2 dlVlsior has prOVided Edge w.m five 
Uf'fCjue dub-style st1 rts to give ifflay based on 1:5 forthcoming 
arcade racer, Mfjror RClId ,'E48) To f>taf)CI a chance of wmrung 
one, ans.ver ttllS questiOn and ::.t!nd It on a p:)St:.ard mar'«.ed 
'AM2 COrnp' to the usual Edge address 1:Ji0c!Ober 15, 1997. 

What was the first coin-op produced by the AM2 diviSion? 

a) Hang on 
b) Virtua Fighter 

cl Wtua Racing 

:;eel'! Irttil"lf tr.: 

cafe 00' Mar Vlbe fadeS I . J memory, 

iO' me tracts that maoe series What It IS 
'Mlefe8s volumes one and two capt!.: ..., me 
mellow IbiZan sound perfect!;' by sprinIdIrig 

Ba l~ J8SSi, s With me occasiooal pinch of 
e<:cen' 'le Iy,n compilaUon con far' Xl 

many IorgetWIIe traclc . APart from the 

rbient tonE: of C 1IC - .. 'Su;;.;:roo; &:.;:: 
:;'l(! 5&, :)8 -st-,1il~S:" fr"Jl'r Kaf! Ft ',1lfBl, 

-:hiS 'S an inoffensive CCMpilal In that (1'1 .s a 

1)I,"1dncss now synonymou..; WI\tl the iSland'! 
most e~ted watering hofe . 

17 
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Hagenuk GlobalHandy GSM mobile phone 

erman comPdrly Hagenuk may be new to ut( COf'- lmers but It should make a splaSh With thiS 
unfortunately named but Slick mobile phone. look clOse!).' and you'" notice that It lackS one 
object common to all mobiles: an aerial. That's because the aerial IS built into the txx1y of the 

phone. This is good news for habitt.Jal users, because it means that all electromagnetic radiation generated 
'ay the aenal s carefully directed away from users' heads The effects of radiation on the brain won't be 
understood until vanous longterm stuclies have run their course. but it's ::letter to be safe than sorry, and 
this ITIOOiIe has all the features you could deSire. The only QUibble concerns tile Leo display'S rather dated 
lOOk, but If you can't live With that. you deserve a fried braifl. 

Boolls 
The First $20m is 
Always the Hardest 

ilicon valley seems at first 
glance to be an Ideal 
backdrop for a novel. Aft that 

mooey. technOlOgy and rIValry-it 
should be full of opportunitieS But the 
problem is that many of the tx>oks set 
in this area of California as their setting 
get so fIXated With the gadgets that 
they forget the Characters Jot..glas 
eoupland's Microserfs was a notable 
exception (dwelling much more on the 
emotions of Microsoft employees than 
on ttleir operating systems). 'The First 
S20 Million', unfortunately, isn't 

The plot is tediousty formulaic, 
recounting the tribulations of three 
programmers who see an opportunity 
to do anottler Apple by d~gning a 
computer that could sell 10'" S3OO. 

All the usual elements are here: 
the nerdy programmer, the new 
startup, the money men In the 
background making dealS. There's 
even a minor love Interest to prove that 
these men have lIVes. The reader is 
ultimately not convinced, however, and 
any empathy that may have developed 
with the characters is SWiftly destroyed 
by a written·by·numbers tech(l(}-plot 
Nice cover, though. 
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~ tt"efi"'StYe ;a;._·-lforyears,1S 

tlmety: great swatOOSl rile dance 
fratemrty haVl' starteo tocrte the;.;YidS a 

majorlnfluexe. SonsS '"*:$ :k. !Cyinl 

recogniSaDle lei.17; have &tNavs "lad ttle 1UffiP. 
but can he stiR cut It tcXIay? I ff 1Jl(f 011_ 'More 

a f1Q.ITleSSJng YellO classic - wobbly DuI 
reStrained acid lines. trance senSlbllltlcsand a 
dark: but SlfT(lIe vocaI_ Etsewtlefc. t~ arc 

patchy. buI: veIIo's pop senSlO< Ibes mesh nH:. fI 
w\tt trancey I<:e'yt)oarcts a'ld effects (there·s 

even a earl Cox COllaboration) and morc meUow. 

late-'90s breaKbeatS 

• 

In the Company of 
Giants 

• ead the majority of ~"e 
interviews with CEO, :If 
companies like Mrosoft. 

Apple and Intel and they se"'m YefY 
clinical and pre-planned ~ be :ause 1"!ey 
are. More often than not. the pre>s 
offices of each company will have 
scrutinised and sanitised £:Very 
Question In advance 

AuthOrs.lager and Ortiz, however. 
have managed to bypass that cleansing 
process to present a refreshingly 
candid selecllCN1 of intervie'NS With 16 
of the Industry'S top men. Witness 
semiconductOf manufacturer T, Roger 
explaining that he set up Cypress 
Semiconductor because he couldn't 
stand by and see his employer AMD 
miss so many oppor:unije~ Th>n read 
the muSlIlgs of EA founder Trip 
Hawkins, who has a few interesting 
things to say about Harvard BuSiness 
SChool graduates. Instead of tne usual 
PR tosh. compallles, colleagues. and 
the industry \tself are put under the 
microscope by Interviewees WhO enter 
the affair with such gusto that It seems 
they have been waiting for years to say 
...mat they really think:_ AA Invaluable 
Insight into the technology industry. 
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EDCE 'S EXAMINATION OF THE INTERNET AND ONUNE GAMING SCENE 

Online Games '97 hits London cafe 
D upiter Communications estimates that the 

online games market is set to bring in an 
annual revenue of over $1 billion by the turn of 
the century. Little wonder, then, that Online 
Games '97, the third annual conference on 
networked game development promises to be 
the most dynamic yet 

Running from November 4-5 at London's Cafe 
Royal, the conference will bring together some of 
the biggest names in online entertainment John 
Taylor 1lI, president of the Kesmai CorporatIOn, 
Neil Harris of Simutronics, Shon Damron of Sony 
Interactive Studios America, and Colin Duffy of 
srs Wireplay are just a few of the key speakers. 
With the market still in its infancy, very few game 
publishers or developers have any practical 
experience of creating online products that 
consumers are prepared to pay for. Thus Online 
Games '97 presents a unique opportunity to 
meet those early adapters who've already started 
and are prepared to share the fruits of their labour. 

Although the conference is primarily aimed at 
developers seeking exposure to such experience, 
the subject matter of some sessions would make 
gamers drool. Jez San, for instance, will be 
discussing Spy vs Spy, Argonaut's eagerly awaited 
Internet title based on the MAD comic series, 
which is set for release in mid- 1 998. Considering 

the addictive nature of the Bbit versions, this title 
should have garners who played through the 'SOS 
jamming the phone lines. As if that isn't enough, 
Shon Oamron will be discussing Tanarus, Sony's 
first online only game, which went into beta 
testing earlier this year. 

Perhaps most heartening, though, is the 
evidence that publishers are finally prepared to 
investigate new possibilities offered by online 
gaming rather than simply bolt more players on to 
the old models. Eric Goldberg of Crossover 
Technologies will highlight the need for online 
titles to continually evolve in order to retain 
garners' interest. One area still to be exploited, he 
says, ls tying daily real-lNOrld events into games. 

Meanwhile, Or Richard Bartle's splendidly titled 
Bad Ideas for Multiplayer Games is one session 
everyone could contribute to. Bartle stresses that 
since gamers can try an online game once for a 
fraction of the cost of a full retail game and then 
never return, publishers must ensure that the right 
game is produced from the outset. Will the 
benefits of online gaming never cease? 

To secure a place at Online Games '97, call Miller 
Freeman on 0181 7422828. Tickets for the two-day 
conference cost £899+VAT. which includes lunch 
(presumably an 'all you can eat' caviar buffet ... ) 

Gnlln8 Games '97 is aimed at raising the 
a.arena .. of the potential for muttiplayar 
gaming. Quake and PllllHlfluy R",.,. (abo •• ) 
have already partly proved what Is possible 

Entertainment Online forms gaming Stratagem 
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Stratagem's developers claim it's capabl. of 
handling: o •• r 3,000 troops In a slngl. game 

• 

O he up-and-coming UK online games service Entertainment Online has added yet another new title 
to its growing roster. Stratagem is a multiplayer wargame which can see up to 32 players locking 

blades on a single battlefield. 
In order to overcome the lag difficulties inherent with such a huge number of players, Stratagem is a 

turn-based game (although everyone takes their turns Simultaneously). Fighting as either humans or 
bestial 'gobgoyles', players ascend through the ranks of Stratagem's league tables by beating opponents 
in any of the game's 30 scenarios. These rankings can then be used to ensure that players face 
opponents whose mettle more closely matches their own. 

Graphically, Stratagem is a little disappointing, with small graphics 
and fairly indistinguishable units. However, the game's tactical 
elements look interesting. Perhaps the most promising feature is the 
ability of human armies to enter a tight formation and fight cohesively 
rather then rushing opponents in a huge scrum. Formations have 
been sorely missed in many recent strategy games, induding 
blockbusters like Red Alert and Warcraft 11. Other intriguing features 
include a full magiC system and a simplified resource-management 
component, which leaves players to concentrate on fighting. Certain 
scenarios also (ndude quest missions, which make a welcome change 
from simply fighting until one army is left standing. 

For more infofTTh'looo on Stratagem, or any othef titles provided by lhe E·Online seMce, head over to loWNI.e-on.cO,uk 
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COIN- OP HOItSES EDGE TAKES A LOOK AT THE LATEST PHENOMENON TO GRAB THE JAPANESE BY THEIR THROAn -
POCKET MONSTERS. ON THE ARCADE SCENE. MEANWHILE, CAPCOM HAS RELEASED A SIMILARLY POCKET·THEMED 

EXPERIENCE, WHILE NAMCO AmMPTS TO NURTURE THE NEXT NIPPONESE WlUIE CARSON 

The Pocket Monster phenomenon 
It is often dIfficult to predid the success of certaIn products. For example, had any reliable 
pundits envisioned the Tamagotchi's economic and socIal success, a contract could have.been 
taken out on its inventor before the wretched digItal creatures hit the streets. Edge would have 
been more than happy to contribute a substantial sum. 

And while stories of restaurant bans, Tamagotchi creches and muggings involving the egg-like 
beings materialised from Japan, followed by similar tales from nations as diverse as BrazIl and 
the UK, little was heard concerning another phenomenon quietly sweeping the land that started 
it all. Pockemon is Japanese slang for Podet Monster, the latest hot Game Boy series from 
Nintendo. Released on February 27, 1996, at a cost of V3,9OO, two versions of the game exist: 
one green, one red (the colour of the monsters corresponding to their individual charaderistics -
earth and fire, respedively). 

After raising their monsters, players persuade the loathsome beasts to fight each other in 
order to test their abilities. Some aspects of the game also include an elementary RPG section 
where monsters travel through a landscape exploring buildings and meeting their inhabitants -
an interesting touch, though hardly in the same league as Final Fantasy VfI 

Each of the games include 150 charaders, although the basic monsters are the same for 
both versions. tn an ingenious marketing move, however, Nintendo managed to persuade buyers 
that the two versions are significantly differen~ leaving players wishing to own all of the fighting 
beasts with no option other than to purchase both. 

Several months follo'Ned and a new version, Pocket Monster Blue, was introduced featuring a 
whole new batch of contenders. This was the catalyst for a fresh explosion of interest in the 
game, so much so that the Blue version is usually sold out in Akihabara (Tokyo's district of 
electronic entertainment). Despite mediocre graphics and sound, so far the three versions have 
sold in excess of five million units in Japan alone, which is the equivalent of one copy for every 
three Game Boy owners - more than even Final Fantasy VII has managed to sell. 

-_._' 

While T amagotdli fever swept the 
nation, Nintendo's Pocket Monster 
series for the Game Boy was 
quietly building itself a bigger 
following than Bandai's bleeping 
digital pets. Despite its crude 
graphics (above, rignt), this latest 
phenomenon has already 
spawned merchandise (\eft) 

Not content with its success so far, Nintendo is currently workIng on a sequel. The 
ImagInatively named Pocket Monster 2 WIlt feature more than 200 new monsters whICh will be 
able to reproduce (Edge can't Imagme how), and will be link cable-compatible so that players 
can connect their Game Boys together and pit their monsters against friends - or enemies - for 
endless hours of digital fun. 

As is usually the case with any popular trend in Japan, manufacturers quick to spot the 
potential of such a produd took no time at all before hitting the streets with a broadside of 
related merchandise. Numerous Pocket Monster manga titles were follQllo.'e(j by an anime series 
broadcast on television on a week.ly basis, aimed at the younger, lessodisceming vie.veT. The 
series' central charader, Pika-chu, is a yellow monster and the most famous of all Podet 
Monster-related things. Each episode features some unfortunate bilious creation in a 
life-threatening Flash Gordonesque ordeal. 

Nintendo is not out of the merchandise race, though. According to the Japanese videogame 
giant, 120 examples of related goods are available from Japanese shops. Most of them - playing 
guides, keyrings, golden metal coins, toys -lack originality, but some are particularly humorous. 
The most successful, however (and appropriate for Nintendo, which started life manufaduring 
such products), are the Battle Playing Cards. These sell out within seconds and subsequently 
prove difficult to find by anyone but the most hardcore otaku. 

Other projects include an N64 version currently being developed under the supervision of 
Mr Gameplay himself, Shigeru Miyamoto, yet nothing has been shown so far. 

Not one to be left behind, though, Bandai is planning to release a neoN range of Tamagotchis, 
entitled Digital Monsters, which require players to raise their monsters and then link them up to 
another unit for head-ta-head combat Well, they do say imitation is the sincerest form of flattery. 

Hopefully, before long Nintendo will realise an option where Pocket Monster owners will be 
able to unleash their savage creatures on unsuspecting Tamagotchis in a fight to the £ 
death. That would be a battle worthy of attention .. 

In other Japanese gaming neYIS this 
month, Capcom has just released a new 

coin-op called Pocket Fighter, a super­
deformed contInuation of its legendary Street Fl!Jhter 
series. Will thIS Itty-bitty Chun Li ever make it to the Ut<? 

The latest coin-op from Namco, Final Furlong. 
panders to Japan's horse-racing-obsessed 
populace. It offers potential players a neaf­
rea~life plastic hcwse v.tJidl must be rocked 
bad and forth to gee up the onscreen steeds 
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m t the recent opening of squaresoft's new 
, Honolulu division, Edge got to chat with Ken 

Kutaragi, the new CEO of Sony Computer 
Entertainment of America. 

Despite this prestigious new appointment, 
Kutaragi-san remains most famous for being the man 

designing the world-conquering 
is also at the heart of Sony's 

.IIyStatiOfl 2 is complete already? If not. can he 
possibly do both jobs at once? And wf1at else does the 
'father of PlayStation' have up his sleeve?tM1ge asked 
these questions and more. 

Ed&e: How <Id your __ the or1gInaI 

PIaySIation project begin1 
Ken Kutaragi : Just befor PlayStation was born, there 
were the 8bit and then 16bit Sega an Nintendo 
machines. And I was very impressed with these - I was 
a Nintendo kid, when playing with my son. It was very, 
very nice entertainment for us. At the same time, 
though, I thought that videogaming had the potential 
to become an even more entertaining medium, if the 
experience was combined with the power of an 
advanced computer. SO I thought that at some point in 
the future we could combine the two and create a new 
kind of small console. 

EdIt: 50""" <Id you start...noo ~this <teIon1 
KK: We started the project at sony in 1986. To begin 
with there were just me and two other people - just 
three guyS! - and then eventually we formed Sony 
computer Entertainment in 1993 as a par! of the Sony 
Corporation. By this time there were 60 or 70 people 
involved - some were young, some were Old, some 

..... 

ere from sony MuSic, and some were from all sorts 
other areas of ente~tainment. Now there are a l mo~t 

• ,(x)() ~evelopers working with the PlayStation, and 

• 
~. '" .. 

". -. 

All AUDIINCE 

KvtaY"a 
The man behind the gaming success story of the '90s has crossed 

the Pacific. Edge recently caught up with him in Hawaii to talk about 

his achievement, his competitors, and his belief in 'nice people' """ 

between S,(X)() and 10.CXXl creators working with these 
developers. So I am very, very happy with the 
PlayStation and to have this opportunity. 
Edp: v.Illd1 aspect of the PIaySIation project WitS the 
most difflaJ~ to get right1 
KK: The objective was a high-performance, low-price 
videogame system which also had a design which 
was easy to write games for. We wanted to get many 

we had to 

them to write high-quality games in a short period 
time. Balanclng these three things - performance, 
price, and ease of use - was the hardest thing to 
get right. 

'Mlat was the thinldng 

KK: The PlayStation gameworW?it9f!fCaUy 3D, so the 
controller needs the shoulder buttons to move in 3D 
space. So we added the buttons for the index and 
middle fiRgers but realized that this made the pad 
unstable, so we had to add the grips on the lower part. 

In development. we simulated every possible joypad 
situatiOn. we imagined what it w Cl be like to have to 
continually put the pad down ....mile mapPing a game, or 
playing while lying on the floor, and many other cases. 
After that we had to decide on the weight of the buttons 
and the pad itself. We adjusted the weights one gram at 
a time and eventualty found the correct balance. 

We probably spent as much time on the joypad's 
development as we did on the body of the machine. 
Sony's boss showed special interest in perfecting the 
final version of it. so it has his seal of approval. 
Ed&e: How closely does the finished PIaySIation 
resemble your initial plans? 
KK: well, 100%. The original idea was to make a 
synthesiser for graphics - something that could take a ... 
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basic graphic and then add various effects to it quickly 
and easily. I wanted to develop a machine capable of 
diSplaYIng subtle effects without difficulty, and I believe 
we achieved that. I have a long list of things which could 
be used in future generations of the hardware, but In 
order to meet the I("MI cost demanded of the 
PlayStatlon, many elements had to be left out this time. 
Edge: 50 you were the chief designer of PlayStation 
(and dlfl;: S nce been dubbed the 'father of PlayStatlOn' 
., I-" But the machine's design was finished three 
years age' wnat have you been dOing since? 

'Even now we are manufacturing 1.5 million Playstations 
a month, and this is a record high manufacturing history 

for Sony, even higher than CD players and Walkmans' 

KK: Yes, I was the starting engineer, and many times I 
have been called the 'father of PlayStation.' But I also 

<Ill work in the software department, so I have also been 
involved with the hiring of people for 50ny's software 
development - and this has been ongoing since the 
PlayStatlon design was finished. And I try to hire nice 
people. It'S good to work in a corporatIOn that is made 
up of nice people. 
Edge: N ce people? You make 50ny computer 
Ent£;: Cl '"'l""'"'e'1t sound like one big happy family 
KK: Yest [Laughs] Because the chances are that a nice 
person WlI make a nice product. It does make a 
difference. We now have very talented designers, sales 
people, and nice people in all areas of the business. 
Edge: S< you have staffed up Sony's PlayStation project 
wtth str", I&, talenteO, and -let's not forget - nice 
peopl NI W yOU have moved over to california to run 
SOr1y ~e Entertainment of Amenca, does this 
'T' d It .:I e no longer designing hardware? 
KK: NO, I am still an engineer. I still have ideas, and I still 
have a team of designers in Japan. So although I am 
now CEO of SOny COmputer Entertainment of AmeriCa, I 
still Oream engineer's viSions. 
Edge: SO. ~ 5~ '1ave englneenng responsib Ities 
""""'e;'l yoc.., .-S spOKe to Edge [E201. you talked about 
the frant c f period of the PlayStatlon's design, 
comment!l8 tnat. 'At the peak, we stayed up all night 
for several n gtIts In a row We couldn't stop working 
because our 'NOI'k was so IntereSting. The only problem 
was that oor office n Akasaka didn't have a bath In It. 
One of our employees d dnl wash for two weekS l' 

Because you were the d'llef deSigner of the original 
PlayStation, it has always been assumed that you would 
also be the chief deSigner of PlaYStatlon 2. And yet 
taking on a large responslb Ity l!1 the US doesn't seem 
to be cnaractenstlC of a man lNtIo presumably also has 
to 'stay up for nights In a r(]rN' desJgnlng PlayStation 2 In 
Japan. So does your move to SCEA mean that the 
Playstation 2 deSign is already completed? 
KK: NOW you are speculating! [Laughs] Yes, I too have 
read this speculation - and plenty more speculation­
on the Internet. It's very, very, interesting, but it's not 
true. And it's also incorrect to think that I am only doing 
one thing. AS well as bemg an engineer, t have been 
involved in the business side of things for many years. 
I helped start the company, and I have always been 

• 
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involved in business decisions. So it is not as if this new 
position is a radical new change of direction for me. 

Besides, there are only five executives of SCE. There 
is Terry Tokunaka, Shigeo Marayarna, Akira sato, AlcJra 
Tajiri, and me. And because there are only these five 
people....mo make up the core management team, there 
is a lot of rotation between duties. So everyone is skilled 
in many disciplines. In thiS way, we are a good team. 
And as for my work at SCEA, Kaz Hirai, the current 
coo of SCEA, will remain as COO, and this will be a 
great help to me. 
Edge: But you're sti involved WIth PlayStatlon 2? 
KK: I am head of the development team, so yes, you 
could say that I am invotved. [Smiles] But I can't say 
anything about it. 
Edge: OK, let's try a different angle The PlayStatlon was 
SOOy's first dedicated games conSOle, and obvtously It 
has been a huge success. But IS there anything that you 
would Change about it? Or, if you could start the 
PlayStation project all over again, is there anything that 
you would do differently? 
KK: Doing It again at the same time, in the same time 
penod? (Ttllnksl NO, I think I \oVOUld release the same 
machine. It was a very focused machine; regarding the 
RAM size, the CPU, the controller, even the colour of the 
machine - everything was there. It was and is a very 
satisfying machine. Sure, it would have been nice to, 
say, double the size of the RAM memory. This 'NOUld 
have been very easy. But suppose we had doubled the 
size of the memory, it would have been very expensive, 
it would have cost more at a retail level, and we 
probably would not have sold as many. 

Sure, the Nintendo 64 now has a faster clock speed, 
but the ratiO of Clock speed to price typically doubles 
every two years, so it's no surprise that It is faster. But 
the PlayStation represented the cutting-edge technology 
of its time, and I am happy with it. 
Edge: SO how is Playstatlon bUSiness doing, and what 
are the latest sales figures from Japan? 
KK: The PlayStation has sold extremely well around the 
globe. The cumulative manufacturing number is almost 
the same as the installed base - we have sold as many 
PlayStations as we have been able to make - and that 
number is arourld 15 million. Even I1QIN we are 
manufacturing 1.5 million PlayStations a month, and this 
is a record high manufacturing history for sony in Japan. 
It's higher than CD players or Walkmans ever 'Nere. And 
yet thiS is still insufficient to meet the demand which 
continues to skyrocket. 

I visited London last week and there were no 
PlayStations to be had - many people shouted at me to 
get more PlayStations! 

Yesterday, I was speaking to one of the employees 
at Square who told me that she had to wait one month 
to buy a PlayStation in Japan. And she works for Square! 
Edge: So how does this compare to how Sega and 
Nintendo are dOing? 
KK: Today I went to a hardware shop in Hooolulu and I 
found that there was very little stock of PlayStation or 
NintendO 64, and my understanding is that the two 
machines are selling at a one-ta-one ratio all across the 
US. SOmetimes we're ahead, and sometimes Nintendo 
is ahead on a week-by-week basis, but obviously overall 
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we are way ahead, 
In Europe, last month the ratio was two PlayStations 

to every one Nintendo 64 sold, and in Germany 
specifically - which is usually a strong market for 
Nlntendo - the ratio was six PlayStatlOns to four 
Nlntendo 64s. In Japan, hQlNever, it is a very different 
story and PlayStation is selling a lot stronger than 
Nintendo 64. 
Edge: ()( you ha .... 1 any ales figures to back up 
your claims? 
KK: Yes, the latest statistics in Japan, from the 
magazine Famltsu weekly, say that from Christmas to 
this week, sales of videogame hardware have been of 
the ratio of ten PlayStatlOns to one and a half 
Nintendo 64s to Just one Saturn. 

In Japan, every week there are roughly between 
100,000 or 125,000 Playstations sold through, so th is 
means that if we are selling upwards of 100,000 per 
week, in that time Nintendo is selling 15,000 Nintendo 
64s, and sega is selling just 10,000 Saturns, So in 
Japan no one cares about Nintendo 64 and no one 
cares about the Saturn. 
Edge: wny do you think that the N64 has failed to make 
a big impact in Japan? 
KK: They are too late; people got tired of waiting for 
two years, and their timing is now wrong. Their other 
big problem is the pricing of the software. When you 
consider that a Nlntendo 64 cartridge costs V9,OOJ and 
that you can get a PlayStation Greatest HIts CD for 
¥2,SQO, It is easy to see wtIy more garners thmk that 
PlayStation offers a much greater value 
Edge: Y ay t . 01 . NIOtt;'ldl ,)roblemS IS that 
It was late rel'!d.lng 'ht N64, but thiS is partly due to It 
usmg newer technology than the PlaySlation In the 
form of ItS 64b1t architecture and custom chips. You'll 
acknowledge that Nlntendo's machine 
technologically superior to the PlayStauon. 
KK: In regards to the graphics rendering portion, 
Nintendo 64 has an advantage. II has bihnear and 
trihnear interpolation and anti-ahasing, and this makes 
some of the graphics look very OIce. Another nice 
thing about Nintendo 64 is that they integrated a lot of 
their chips together, and this is a very nice thing from 
a cost and manufacturing perspective. 

But if anything they have oversimplified, and other 
engineers have found that the Nintendo 64 system is 
very difficult to work with. PlayStation is a much more 
well·bal,anced system and is a lot easier to work wlh, 
ThiS means that a game developer doesn't have to 
spend so much time getting to grips With the 
hardware and fme-tunmg everything; instead they can 
spend time on the creative side of making a game, 
and this is the most important thing 
Edge; 00 you th nk th wtIy tt , re ha · been 
such a shortage uftOj)-C. 3 ty N . - 101 64 scttware? 
KK: I think so, yes. This and the cartridge mOdel which 
means that it is a very, very tough business for 
publishers. PlaySlation introduced a lot of new 
concepts to the videogame business, but Nintendo 
has tfled to keep things the same as they have always 
been. Nintendo wants Nintendo 64 to succeed using 
the same concepts as they had for BM and 16bit­
even the game characters are the same! 
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Edge: 00 you think. thelt the 6400 device, Nintendo's 
proposed disk-drive a<1d-on, WI give the Nlntendo 64 a 
new competitIVe edge? 
KK: I know nothing about 6400. They haven't shown It 
to me! [LaughS] But I think that CD-ROM is probably 
the best medium for game publishing for the time 
being. It's cheap and it is easy to make as many or as 
few as you want in a short amount of time. The 64DD 
IS some kind of floppy disc drive, and the PC mark.et 
gave up on these and now uses Cos. 
Edge: How' much unexploited power do you see left 'n 
the PlayStation7 If Nintendo 64 games continue to get 
bE ler, can PlayStation developers be expected to keep 
pushing back the limits ? 
KK: I am always asking the same question to my 
engineerS! So they have made a new weapon - we call 
it the Performance Analyzer - to test software with, to 
see how much It is explOiting the PlayStation. 
Edge: And wtllch games push the PlayStation the most? 
KK: well, for example, Formula One from psygnosis is a 
great-looking game, but according to our performance 
analyzer it is only uSing 50% of the PlayStation's 
\X>tential. And thiS was, until very recently, the most 
advanced game Tekken 2 uses only 30% to 40%. But 
now robal 2 uses 90% of its potenllal. I was very 
surprised to see this, and they have done a very nice Job 
with very little distortion. It's very stable ana very nice 
But all games are different, and It'S very difficult to 
measure this kind of thing exactly 
Edge: And which developers do you believe have 
done the best work in getti 19 he mo, ot the 
PlayStation technology? 
KK: Politically, this is a very difficult question to answer 
ISmiles) But generally, Namco has done some great 
work and the software divisions within Sony have also. 
Edge: SO what techno OglGaI r- ilovatlons dO you tl ink 
that gamers WIll see in the next ten years? 
KK: The next PlayStation, Plays tat ion 2, PlayStation X 
or whatever, or Nintendo 128, or some k.ind of 
windows 95-compatible machine from Microsoft -
whatever new machines we will see in the future­
obviOUSly we will see greater graphics capabilities 
Game designers always want the game graphics to 
1001:: the same as they do on a workstation, and 
workstations are always improving. But the most 
dramatic new benefit and revolution will be in the 
synthesising of human characteristics and creating a 

'Tekken 2 uses only 30% to 40% of the PlayStation's 
potential, but now Toba/2 is using 90%. I was very 
surprised to see this; they have done a very nice job' 

more human environment 
Edge: Is thiS predominantly a hardware problem or a 
software problem? . 
KK: It is both, and it is a very, very difficult challenge. 
It won't be until well into the next century that this 
dream is fully realised, but we will definitely see some 
radical steps forward taken in the next ten years. 
Edge: And Will you be working on the design 0 

-:h a machine yourself? £ 
KK: [Smiles] I'm afraid J cannot comment on that. 
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In d e X PRESCREEN ALPHAS 
Sentinel Returns 

Ultimate R<'Ice Pro 

WarGames 

Tenchu 

Gunbike 

Silhouette Mirage 

Shadow Master 

Sonic Wings Assault 

Escaper 

~ 
Intendo's tactic of releasing screenshots at the rate 

of a dozen every other month has always ensured 
that the potential audience for new games is kept 

keen, and this is certainly true for the current most-wanted N64 
titles, F-Zero 64, Yoshi's Story and Legend of zelda 64. 

Witch!."r 

The latest shots 01 zelda 64 u~veal 
a greil! deal about the vane<:! 

kxations, which include desert 
towns and lava-fil~ caverns 

Link has ell last lound a trusty steed 
(above), although how it Will be 

implemented in garneplay tenns ~ 
currently unclear. The Murky woods 

(right) look superbly atmospheric. Also 
revealed is a huge enemy, the Ghome 
(far fight), a spider-like creature which 

dwells in the forest. ilnd the lizard man 
(top right). The variety and detail of 

the Zeida work! easily rivals Ninlendo's 
previous benchmark, Super Morio 64 

The latest shots of F-Zero to emerge from the marketing 

department at NCL POint to a fourpiayer splitscreen mode 
similar to that of Wave Race 64. Interestingly, there's currently a 

great deal of speculation on the Internet about the possible 
development of Wipeout for the N64, but judging ~y what Edge 

• 

has already seen of F-Zero, It'S difficult to see how such a game 
would fit into the N64 line-up - much of the trademark Wipeout 

gameplay has already been superseded in F-zero, with the 

undulating tracks of Wipeout replaced by huge loops. 
New shots of the eagerly awaited Zelda 64 have also been 

released, and reveal much more about Nimendo's big Christmas 
hope for Japan, which will weight in at a whoPPing 256Mbits. Link 
is seen with a horse, and although none of the shots show him 

actually riding, Shlgeru Mlyamoto, the game's producer/director, 
has made it clear that the hero will be able to do so in the 
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Nintendo's designers continue to break ground in what many thought a dead 
genre. Yosh/'s Story is a 20 p\atlormer WIth some jaw-dropping scaling effects 

finished game. A number of new levels have also been 

revealed, including a lava scene reminiscent of the one in super 

Mario 64, and some shots paint to a wide variety of locations, 

such as a town in a desert and the 'Murky Woods', where Link 

comes face to face with a number of strange creatures - some 

friend ly and some rather less so, such as the spider-liKe Ghoma 

and a lizard man, It has been almost two years since the first 

screenshots were released, but le/da 64 is finally nearing 

completion, and, unsurprisingly, it looks rather impressive. The 

Like Wave Race 64 and Mafia Kart 64, F-Zero will feature a fourplayer head-to­
head mode with little noticeable slowdown - a feature not seen at the E3 show 

• 
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Yosnis Scary will feature many types of unusual terrain and, most importantly, 
foe. These strange creatures (below) deform as Yoshi jumps on their heads 

ovelWhelming impression is of a game which far surpasses any 

of the titles yet seen on Nintendo's 64bit console - including the 

seemingly untouchable Super Maria 64. 

Although no release date has yet been set. Yoshi's Story 

(formerly Yoshi's Is/and 64) is also progressing well. The latest 

screenshots suggest that Nintendo is once again preparing to 

set an unapproachable standard, taking the 2D platformer just 

about as far as it can go. As previously reported, the game will 

.,." 

? 
• 
~ 
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• 
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feature a mix of sprites (similar to the SNES title) and polygons. 11> 

These latest shots from the 
forthcoming F·Zero 64 suggest that 
the possible N64 conversion of 
Wipeout may be a pointless 
exercise. If F-Zero 64 approaches 
the playability of the onginal SNES 
title, it will leave the likes 01 Rev 
Limit and Mu/ti-Rodng 
Championship in the dust 
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T001 Toonng Car Roong, from CodeMasters,1S on ItS wlf'F to the P\ay$tatlOll and PC. The 3Dfx vef'SIOfl (beIaw) seems set 10 prow:le a super .... ealisbc expenence 

"ill There's some very clever sprite deformation gOing on in there, 
too - at one point, Yoshi has to jump onto strange, plant-like 
creatures, squashing them as he goes, NObody does this kind of 

game better than Nintendo, and it will undoubtedly be the most 
vibrantly colourful title for the N64 to date 

Lunatik, from Pure Entertainment has undergone a serious 
revamp since Edge last saw the game (E45). As the PC 3D 

revolution continues, Pure must be thinking that gamers now 
want more from their shoot 'em ups than the traditIOnal top­
down view. Accordingly, it has lowered the camera Into the 

Pure Entertainment is cunently In the final stages of development with its 30b shoot 'em up, Lunati*. The camera 
angle has changed considerably Since Edge first looked at the game (E45) and It now resembles Star Fox 64 in places 

• 
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alien cities to provide a more immersive experience. The new 

shots released to Edge also suggest that Pure may itself have 
been immersed in the excellent Star Fox 64 _. 

The first serious competition for Delphine's smooth Moto 

Racer is currently in production at Italian studio Milestone. 

Superbikes features motorcycles from Yamaha, Ducati, Honda, 
Suzuki and Kawasaki, With players racing over' 2 tracks in 

Europe, the US and Japan. Since motorcycle racing is nowhere 
near as popular as Fl (after Barry Sheen, Britain seemed to lose 
interest), only real fans will recognise the authentiC touches. but 

the real draw for most garners will be the sustained 30fps and 
detailed models to rival sega's Manx TT COln-op. Milestone IS 

producing both a software-only and a hardware version, and the 
fact that. like Moto Racer, Superblkes IS a 030 title Should 

guarantee it a welcome reception upon its release in October. 
Imagmeer may want to conSider shifting the launch date of 

its N64 RPG, Holy Magic Century (prevIously known as Erutel), .... 

Superbfkes. from the Screomer team, looks maeclibly slick, with bike models 
nvalling the detail of Sega's coin-op. Manx TT Without 3Dfx. though, forget it 



The PC version of Core's 
F'9hting Force (right) is 

shaping up \-'fell, although the 
PlayStation version will lead 

ALPHAS 

Screomer Rally should finally 
give the PC a rally game 
worth playing. thanks largely, 
of course, to the machme's 
new-Iound 3D power, 
courtesy 01 the PowerVR 
and Voodoo dllpsets 

Chameleon Twist, from 
Nihon System Supply, is due 
for release on the N64 In 
Japan th is November and 
features a central character 
which uses an extending 
tongue to grab obfects. A 
fourplayer mode is also 00 

the cards, though quite how 
It will be Implemented is ye! 
10 be dom.ed 

·Europress .. 
Europa Hou~, AdlWlgton Pork, Mocdesfiekl, SK10 4Np, England 

101, 01625 I'" 1621)819444 Fa" 01621 ('4416211879962 
Web site: ~!lwww.europress.co ... 

.... 



Konami's Nintendo 64 trtle 
Hybfld Heovffi looks like it has 
the potential to be one of the 
biggest thirdparty releases on the 
machine. Due for release next 
year, the game appears to build 
~ the foundations laid by the 
COIT1pdny's PlayStatJon action 
adI.-enture, MetaLCeor Solid 

ALPHAS 

Holy Magic Centuty, from Imagmeer, features a highly detailed world, With 
some truly beautiful locations and excellently designed characters 

<Ill for the game is currently on a colliSion course with le/da, due 

for release in Japan at Christmas, and would almost certainly be 

swamped by the rush for what must be one of the most eagerly 

awaited games on any system, ever. This would be a shame, as 

Imaglneer's title looks like a detailed and charming game, with 

three characters to control and an intricate magic system. The 

only possible drawback IS the size of the gameworld, as all the 

rooms and buildings are true 3D (unlike le/da, which fixes the 

camera for some interiors, apparently to save cart space). 

PC title Ground Effect, from Angel StudiOS, has a colourful, 

conSOle-style atmosphere not dissimilar to wave Race 64. It pits 

players against the elements in the kind of hovercraft familiar to 

fans of children's television series 'Gentle Ben' (and also seen In 

the disastrous Keanu Reeves movie, 'Chain Reaction'). The 3Dfx 

version (shown) looks slick enough. but the software-only 

version will fun at around 2Ofps. Whether the game will benefit 

• 
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Ground EffecT, here in full 3Dfx form, seems to borrow much from Nintendo's 
Wave Race, Hopefully, the 'sea' won't be lTIefely a flat surface in the final game 

from the rolling wave effects and excellent handling evident in 

Nintendo's jetski racer remains to be seen. 

Barrage, from US codeshop Mango Gnts, jOinS lnnerloop's 

Joint Strike Fighter and Shiny's Sacnfice in sporting an 

Impressive 3D engine that draws right to the horizon. with no 

discernible pop-up. As in Ground Effect, the player pilots a 

hovercraft, but this time through underwater sections, interiors 

and detailed landscapes. The game is also an OpenGL 3Dfx title, 

something that Edge predicts PC gamers will see a lot more of 

next year as Microsoft struggles to sell its D3D standard 

to developers eager to take advantage of 3D cards. £ 

PC title Barrage, from US developer Mango Gms. uses 3Dfx to draw right to 
the horilon. and features undelwater-based actlOO in places (\eft) 
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X-Men ~ Street Fighter is 
the next PlayStatton 
and Sdtum coin-op 

conversion due 
from Glpcom in Japan. 

The game will realty lest 
the spme-himdllng 

Cdpabi ties of Sooy's console 

• 
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. . 
Myth, from Bungle Software, is being published by Eidos and is. to all intents and purposes, a skirmish 
simulator fOf the PC. The 3Dfx version shCPMl here features smooth, rotatable, zOOffiiIbIe maps 

E~~\odin.9 On a 
i'C near you ... 

SOON! ADO PROSE 

www.worms2·com 
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SENTINEL 
REVIVING CLASSIC GAMES IS NEVER EASY INO THE EYES OF THOUSlNIS, IF NOT MILLIONS, OF FINS WILL 

The trees of the original 
game have been 
replaced by grey spikes, 
and may be 'absorbed' 

BE WITCNING IS .1 DEVELOPER NOOISTONE ORIGS GEOFF CRlMMONO'S CLASSIC STRlTEGY INTO THE '90s 

Hookstone and Cooke have been careful 
not to stray too far from the blueprint set 
out by Geoff Crammond some ten years .co 

[!!!] henever conversatIons turn to 
retrogaming, there's one title that 
nearly always appears at the top of 

the 'most wanted' list. An update of the 1987 
C64 game Sentinel is as coveted as VirUS, 
Stunt Car Racer and, inevitably, a multlplayer 
version of Elite. 

For the uninitiated, looking back on the 
old Sentine/leaves few clues as to why It IS 
so enduringly popular The graphics, though 
impressive in scope, look spartan. AmaZingly 
for that time. the game had no central 
'character' and an abstract premise that saw 
the player negotiating 3D landscapes by 
transporting from one spot to another, all the 
time avoiding the energy·drainmg gaze of the 
slowly rotating 'sentinel.' Not the easiest of 
conceptslo grasp, but for those who gave it 
a chance Sentinel did become an obsession. 
Industry veteran John Cooke is now hoping 
to answer a few prayers by bringing the game 
into the '90s with Sentmel Returns. 

Cooke's company NO Name Games hOlds 
the rights for any spm-ofts relating to 
Crammond's masterpiece, and has teamed 
up with developer Hookstone to deliver 
PlayStation, salUrn and PC versions to 
Liverpudlian publisher Psygnosls. But 
tampering with classics can be a risky 
business. Sentinel is so fondly remembered 
that far from bemg a no-bralner update, 
Sentmel Returns will have to be an incredible 
game in Its own right. It'S a tightrope walk 
between originality and faithful reproduction 
that Cooke believes he can negotiate. 

• 

'We took a ConSCIOUS deciSion to not 
deviate too much from the anginal. We felt 
that the gameplay wasn't flawed m any 
particular respect - but It needed refining. 
For instance, the learning curve is too steep, 
then flattens out too quickly. We've redesigned 
the levels and made sure that it's easier to 
begm with then becomes progressively more 
dlfflcult - much harder than Sentinel ever was.' 

The PC version (shown here) retains 
much of the graphical style of the anginal. 

The strance and surreallandsupes a~ 
akin to a chessboard_ bch square may 
be strategicalty occupied by the player 

I 
I 
I 
I 
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The dlstlnctlYe squares of the orlcinel ,ame 
have been ret.lned. but the landsupe5 "Ye 
been upcbIted. with more eleborm structure 

while making allowances for the obvious 
technical advances of recent years. Sentinel 
Returns will support hardware acceleration, 
though this will only be needed to smooth 
textures. Frame rate is unlikely to be an issue, 
as Hookstone has chosen, perhaps wisely, to 
retain the original's halting scroll method, 
allowing the player to turn only very slowly. 

'we've retained the claustrophobia by 
deliberately slowing the scrolling down,' 
explains Cooke. 'This is not a shoot 'em UP! 

FROM BEING A NO-BRAlNER UPDATE, SENTINEl 
R 

Part of the sweating panic you feel when 
you've been scanned and slowly drained of 
your energy is struggling to look around for 
an escape route, some trees, anything .. .' 

Helping to create that claustrophobic 
atmosphere is a soundtrack from none other 
than movie director John carpenter, who, it 
transpires, kno'vVS someone who kno'vVS 

The swlrllnl skies and flltered textures bear the trademarks of hardwere 
eccelerUlon. but it's .... rdty needed In this slow-lMIced wer of nerves 

PRE SCREEN 

someone who knows Cooke. The only thing 
miSSing, it would appear, is Crammond 
himself, but Cooke believes there's enough 
innovation in the sequel to keep everyone 
happy, including a multi player network optIOn 
for the PC version. 

Thankfully, unlike the original, Sentinel 
Returns won't feature 10,000 levels. Instead, 
there will be 'just' 666. The difference will be 
negligible in terms of difficulty, however, as 
Sentmel allowed players to skip as many 
levels as there were energy units remaining 
at the end of each battle. This has been left 
out of the sequel, which allows players to 
progress at the steady pace of one level at a 
time. There should be a pretty impressive 
end-game sequence once players conquer 
the final level, 'The Void'. 

'I am probably the only person in the 
world: claims Cooke, 'to have finished the 
original game twice. When I got to the end, I 
expected some kind of mega graphics fest, 
but it simply clicked over to level one! Gutted, 
I called up Geoff Crammond and demanded 
an explanation. The answer was classic 
Crammond: "You finished it? I never £ 
thought anyone would be that stupid ... ~' 
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WIRG 
TNE COLD WaR MAY BE OVER, BUT a MOVIE REflECTlNB THE NUClEAR NEUROSIS PRnaUIT AT ITS HEIBHT HAS 

PROVIDED THE INSPIRATION fOR a ITRlTEIY .. ME WNICH PROMISES TO lE MOlE THIN JUST IN OTHER C&C CLONE 

W.t'CGmes h .. not been desicned to retain the movie's look. but Interadive Studios. in conjunction with MGM. h .. taken 
the oriclnal premise and skllHulty applied it to this military stratqy title. The plethora of tiny vehldes are excellently realised 

III tthough It is rare Indeed for a software 
I company to use a mOVIe licence for 

gameptay reasons rather than to make 
money, it seems that InteractiVe Studios has done 
Just that WIth its forthcoming playStallOrVpc title, 
WarGames, a game based on Metro GOld....-yn 
Mayer's 1983 movie of computer paranoia 
starring Matthew 6rOderick. 

The story begins 20 years after the events 
depicted in the film. The player takes on the role 
of David (BrOderick), whO is mrking for the US 

The vehicles are des lined to 
move realistically across the 
terrain and do not have to fit 
into 'tiles' as they do In other 
isometric straten titles 

• 

government, helping to reprogram Its defence 
computer to eliminate the danger of it triggering a 
nuclear war. unfOftunately, he falls, and wtlen the 
computer challenges him to a C&C-style 'game' 
on a networked PC, he must win, as the 
computer may be preparing data for a reat war. 

\Yhat all this really amounts to is a military 
strategy game along C&C lines. The player gets a 
fleet of armed vehicles, helicopters and marines 
With 'Nhich to defeat the forces of the 
government computer, over 30 campaigns. These 

The bulldinl textures 
were desiped on 
creaky cult Amlla 
packaet:. Brilll.nee 
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missions have all been scripted by the movie's 
anginal writer, so Inevitable thematic links 
between the two should 11ft thiS beyond the usual 
grab-a-licence-and-make-a-forrune fare 

So what does WarGames add to a jammed-to­
the-rafters genre? The anS'.'ler, according to team 
leader John whlgham, is plenty. 

'Graphically speaking, '.'le believe WarGames 
is pretty much unique in Its total adoption of fully 
three-dImenSional potygoo technology: he 
claims. 'One of our anginal design criteria was 
that there should be no compromise in any 
aspect of the game that would restrict what could 

'BY ElK! Ii A AYFRD n .'i, tOt 
PUYER TO PLACE UNITS WCny WHERE THEY UKE. 

TO AN ACCI, r 
take place on our virtual battlefield. We decided 
that With the exception of the troops on the 
ground, which would have been too unclear if 
generated realtime, everything in our WOfld is 
constructed entirely from polygons and will 
consequently reap the benefits they convey.' 

Essentially, then, Interactive Studios has 
abandoned the standard tile system which many 
C&C clones use, in order to make things easier 
for designers. In warGames, the vehicles doo't 
have to move over, and fit Into, a rigidly defined 
grid system; instead. they have complete freedom 
of movement over the landscape. As lM1igham 
explains, 'By breakmg away from tiles. we allow 
the player to place their units exactly where they 
like, to an accuracy of a fraction of a centimetre. 
Units can face in any direction and can travel in 
straight lines at all times. IM1lle this is of great 
benefit to the player and to the game in general. 
the programming nightmares it raises have given 

There are six environments In WG'rCG'mes. te.turlnc ceocraphic locations 
such as mountain rances (malnll"ass&.nds (top Jeft) and HUCllpe5 (left) 

• 
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us more than one sleepless night over the last 
few months: 

Each of the land, air and sea Units has its Qwrl 

movement restrictions and abilities, which should 
add much to the game's strategic complexity. 
Tanks and other heavy vehicles. for example. are 
unable to tackle steep inchnes, so players can 
amass their troops behind mountains to avoid 
enemy attack:. 

'AIlOther aspect on which '.'le laVished some 
seriOUS attention was resource acqUIsition and 
management: continues IM1lgham. 'Instead of 
opting for the cliched approach of harvesting 
some resource or other found on the map, we 
instead have a tie-in to the original film with the 
use of hackers. The player clones these special 
troops and then sends them out to computer 
centres located around the level. OfIce there, 
they can be instructed to attempt a wide variety 
of ·hacks· to gain infOfmatiOn, upgrades, new 
technology or, most importantly of all, money: 

Although WarGames is sllll five months from 
release, It'S already looking impressive. Visually, 
there are SVGA graphics, realtime '.'leather effects 
and six dIVerse geographic environments, and 
there's plenty of promise in gameplay 
innovatloos, too. With 3D acceleration and LAN 
support promised for the PC version, and that 
well-oonstructed 30 erMrooment, thiS could well 
prove that the military strategy game really is a 
genre In ItS own right and not JUSt a bunch £ 
of deSigners copymg WestVolOOd StudiOS 

At this stace of development.. fOI descends upon scenery In order to 
maintain speed. but the final build should allow a lreater field of view 
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ULTIMATE RACE PRO 
As ONE Of THE fiRST DEMONSTRITlONS Of THE VIDEOLoBIC POWE.VR CIIPIEt'S PROWESS. THE ONE-TRaCI VERSION Of 

UmMm RIC! was I CLOSElY SCRUTINISED PIECE Of SOfTWI.E . rlE fUll IUSION lOOIS lET TI TUIN mH M'.E HUIS 

As well as drcuits. 
Kalisto has promised a 
multiplayer arena mode 

[!!!] hen it appeared earlier this year as a 
demo bundled with the PowerYR 
board, Ultimate Race served as an 

impressive example of the potential of 
VideoLOgic's chipset. Yet its only track 
(however long and varied) was not enough -
a weakness so obvious that Kalisto's title 
could never be regarded as anything other 
than a glamorous diversion, however 
impressive its technical credentials. 

With this full edition, however, the 
developer has added a multitude of new 
options in the hope of creating a PC racing 
game capable of proudly taking its place on 
the grid alongside the best the console world 
can offer - an honour that only Delphine's 
Moto Racer can currently claim, thanks in 
part to its excellent use of the 3Dfx chipset. 

In Ultimate Race Pro, up to 16 contestants 
can participate in networked multiplayer 
races, and support fOf all maJOf 3D cards is 
also included. More importantly the game 
now boasts four tracks. These can be flipped 
and reversed, boosting the final tally up to 16. 
Also, Kalisto has included an arena where 
contestants have to smash into the 
competitIOn - similar in concept to psygnosis' 
Destruction Derby - further enhancing the 
game's multipl.ayer potential 

The main race features 12 computer­
controlled opponents (or human if in 
multiplayer mode), whose AI has been 
considerably enhanced since their previous 
appearance. Other 'lifts' from the console 

Only one of the new draaib (.boye and 
top iett) is set oubkle of the United 
st.tes (Ieftt and futures plenty of French 
countryside to distract drivers horn the 
h.rd bisk of sbiyln, on the rrey stuff 

classics include a training mode that enables 
players to engage in time trials or agalOst 
their own best laps in the form of a ghost car. 

Cars come equipped with either 
automatic or manual transmissions as well as 
a handbrake With which to negotiate the 
courses' trickier bends. Should players make 
any inadvertent off-track excursions, 
however, damage is taken care of in three 
dimensions and 10 realtime. 

Other additIOns are purely cosmetic, 
ranging from shadows projected beyond 
both cars and backgrounds, three­
dimensional sky detail smoke, sparks, 
transparencies, skid marks and weather 
effects such as rain, thunderstorms and fog. 

If this 'proper' version fulfils the potential 
its predecessor hinted at, PC owners might 
have another product whose credentials 
could silence even the most belligerent 
console owner. 

As in the demo yerslon bundled with the PowerVR card. course dehill 
remains Impresslye. The lame presents a y.rlety of radn, enYlronments 

• 
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TENeHD 
SONY MUSIC hmTllNMENT'S IllEST GIME If NINII STEAlTH AND COMIAT MAY HIVE IN IMBIGUOUS TITlE, BUT IT 

100lS liKE IT COUlD EMERGE fROM THE SHADOWS IS ONE Of THE MOST INTERESTING PIAYSTlTlON ADVENTURES Of 1998 

Shadows will provide 
the perfed hiding spot 
for surprise attacks on 
unsuspecting enemies 

AlthouEh Tenchu will feature plenty of 
sword action. players will maxJmlse their 
chances of survival by causing as little 
disturbance as possible. In true nln)a spirit 

III fter venturmg Into the PlayStation 
I market With the disappointing Kileak 

the Blood (E19) and the unremarkable 
prerendered-CGl-led adventure Kowloon's 
Gate (soon to be released m EUfOpe), sony 
Music Entertai~enthas recently announced 
fIVe new titleS - four action games and an 
RPG - It plans to release In 1998 

Formmg part of the pany's action 
quartet. Tenchu sees players undertaking the 
role of either a ninja or a 'konorchi', the latter 
being the name given to the female variation 
of the nfamous Japanese assassin. 

The game's eight levels are based Within 
an Oriental-style castle With impressively 
detailed 3D backgroundS. Fights can 9ccur at 
any time and In any of the C8stle's many 
locatrons, such as deep Within me dungeons 
or high up on rooftops. 

Although initially looking similar to 
Bushido Blade, Tenchu qUickly differentiates 
Itself by taking a different approach to 
SQuareSoft's example of all-out fighting 
action. In terms of gameplay, Sony's title is 
actually closer to Konami's Metal Gear Solid, 
with players ideally avoldmg the majority of 
the many opponents rather than meeting 
them head on. Avoiding lights and hiding in 
the shadows before attacking unsuspecting 
sword-Wielding adversaries With a lethal 
strike would therefore be the recommended 
course of action. While the lead character is 
quite capable of surviving multiple combat 

• 

situations shOuld the Dll!Yer be discovered by 
the enemy, the a m of the game appears to 
lean tcmards a more strategiC approaCh 
rather than simply encouraging a stflng of 
mindless battles. 

Players Will be j3,ble to move their 
character freely WithIn a 3D enwonmem and, 
as is Increasmgty the case In adventure 
games, motion capture ras been used to 
ensure the an~atlon is as smooth and 
realiStiC as poSSible, With particular attention 
paid to the fighting sequences 

Other graphical touches, such as blood 
spraYing from a victim's -ecentty sword-
struck body, are gruesomely ectlve, albeit 
severely censor -unfriendly 

Previous SME productions have had a 
tendency to place graphical quality above 
gameplay, yet early impressions suggest that 
this time around things may be different 
Tomb Raider has established the potential for 
adventure/combat hybnds set in complex, 
full 3D settings, and, as Tenchu's oriental 
combat overtones are evergreen favourites of 
vldeogamers, this is one PlayStation £ 
title to watch 

The finished game will 
contain a wide variety 
of background details 
In and around the castle 
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GUNBIKE 
ON! Of THI MANY THINIS THAT JAPANISI POPULAR CUITlRI HAS IIIIN TO THI WORLD IS THI CONCIPT Of THI 

fiGHTING ROBOT. GUNIIII ADOPTS A fAMILIAR ORIINTAl TNIMI BUT ADDS A fEW IDIOSYNCRASIES Of ITS OWN ••• 

One of c;unbllce's strenflhs Is Its ,..aphlal accomplishment. 11te 
backcrounds are hlply dNlled and, ftttInctJ, SOMe of the special effects 
used for the weapons five it a vlsul quality reftlinlscem: of an anlme fllm 

J 
apan:s obseSSion With robots and 
mobile sUits IS well-known, With 
numerous teleYISlOO senes, 

mangatanllne products and toys dedicated to 
the angular metal fighters. The phenomenon 
also extends to the Japanese videogames 
industry, of course, which has seen a vast 
number of armoured-sUit titles over the 
years, particularly during the 16b1t era Due to 
hardware limitations, though, such games 
have often been disappointing. With blOCKy 
and poorly animated robots battling to get 
the most out of a minimal amount of 
gameplay. With the arrival of 32bit machines, 
however, the genre seems to have matured. 
Examples such as Gun Griffon for the Saturn 
and the PlayStation's Armoured Core have 
demonstrated that armoured-suit games 
and decent gameplay are not necessarily 
mutually exclusive. 

While Gunbike continues the robot theme, 
it offers a few new features to distingUish It 
from its brethren, while retaining a familiar 
setting. In 1999, with most of the world's 
population wiped out by an apocalyptic 
disaster, the planet was gradually rebuilt by 
the survivors, who then formed different 
groups. By 2097 (presumably as the Wipeout 
championship is under way), one leader 
intent on quashing his rivals has assembled 
an impressive army, forcing the rest of the 
population to respond with their own artillery. 

As a member of this resistance group, the 
player has to choose one of three mobile 
suits, each possessing the ability to change 

• 

Into one of three shapes: its normal 
armoured-SUit form, an 'Akira' -style bike, or 
an equally stylish hovercraft. Players can 
choose to execute a transformation at any 
time, with each mutation appropriate to 
different situations. 

Gunbike has the potential to be an 
excellent title, with large 3D figtltlng arenas, 
great weapon effects, and some impreSSive 
bosses. Despite its obvious Japanese themes, 
it should find an audience with action- £ 
game fans the world over. 

GuIIbl" features SOMe 
............. 1 • .....-
........ wlildo ... Ikely 
to lost players . ..... Ities 

Each of the robot's transformations. such as the bike (above). offers certain 
adnntaps. and plllyen must make full use of them In order to succeed 
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SILHOUETTE 
WHETHIR 3D GRAPHICS RIPRISIMT THI fUTURI Of VIOIOGlMINB OR NOT, ONI COMPINY, TRUSURI, IS OIllRMINlO TO 

fOllOW THI PATH THAT HAS MIDI ITS NAMI - 20. THI RISULT IPPURS TO BI I SATURN SHOOT 'IM UP WITH STYLI ••• 

Residents complalnlnc 
about the noise (above) 
is a lrea' comic touch 

III fter demonstrating what can still be 
I done WIth the 20 platform-shoot 'em 

up genre with the action-paCked 
Yuke Yuke Trouble Makers (see E48), the 
Tokyo-based codeshop Treasure is bnngmg a 
Similarly themed title to the Saturn. 

Uke all of the company's games, 
Silhouette Mlfage is immediately recognisable 
as a Japanese production, with strong 
character design coupled with innovative 
gameplay. In this case, the major difference 

SlIIIowtte M/l'fJge continues Treasure's typically JaIMnese approach to ID 
slde-suolllnc aHalrs, with splendid optiul effects and wonderful charaders 

from previous examples of the genre is the 
main character's dual 'personality', appearing 
as either blue or red depending on the 
direction she is facing. The game's enemies 
also appear in one of two colours, thereby 
determining from which side they must be 
ideally attacked. 

The lead character possesses myriad 
moves, including the option to grab and 
throw villains to ensure that they face the 
optimum side for a successful attack. 

As was the case with Trouble Makers, 
Treasure has made good use of the saturn's 
graphical grunt. which offers so much more 
than 16blt technology, and players can expect 
a refreshing series of clever and amusing 
twiStS to keep them occupied throughout 
their action-packed adventure. It may be £ 
optlmlstlc to expect a UK release, thOugh. 

Even after the method of defutln, them Is meticulously worked out. some of the came's 
Ima,inative end-of-Ievel bosses (above) pose a serious threat to the player'S advancement 
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SHADOW 
PSYGNOSIS IS MAKING A CONCERTED EFFORT TO DIVERT ATTENTION FROM ITS NEW GAME'S LIGHTWEIGHT PLOT 

BY UTILISING THE SMOOTHLY AIRBRUSH EO SERVICES OF PROG-ROCK ALBUM-COVER ARTIST RODNlY MATTHEWS 

Afthough potJlan-based. the game's chuaden have nevertheless retained 
the averall essence af fantasy artist Rodney Matlhews' conceptual work 

The explasions are 
particularly impressive 

T
he eponymous character in 
Psygnosis' new blaster is an alien 
dictator who has spent thousands of 

years at war, acqUiring resources from 
neighbouring planets to fuel his ongoing 
tyranny of evil. Having set his sights on the 
player's planetary system, it's now up to the 
latter to defend it or die. 

Players are ensconced Within the cock.pit 
of a heavily armoured warcraft which is able 
to move in any direction as well as look.ing 
and firing up or down. The epic battle for 
survival tak.es place over 16 levelS, stretchmg 
across seven planets, before the final 
confrontation on the Shadow Master's 
homeworld. Most of the levels look vast­
With a large number of enemies to keep 
players on their toes - and the PC version 
also accommodates an eightplayer link.up. 

Shadow Master differentiates itself from 
its competitors by dint of its visuals, the work. 
of leading illustrator of fantasy Rodney 
Matthews, whose career has encompassed a 
wide range of projects ranging from album 
covers to posters and. recentty. mL.ltimedla 
Indeed. the game's strong visual style is one 
of Its strengths. Its beautiful COrridors, 
tunnels. and panoramic spaces do much for 
the overall sense of atmosphere. The 
characters benefit from an artistic touch. 
though their pOlygonal construction gives 
the~m a more angular look. than Matthews' 
traditional airbrushed smoothness. 

Nevertheless, should six creatures 
suddenly attack simultaneously, most players 

• 

will drop out of art CrttlC mode and 
concentrate on the task at hand 

In its present state, however, Shadow 
Master disappoints Gameplay IS strictly 
one-dimensional, with the levels requ'rlng 
little or no exploration - there are no lock.ed 
or hidden areas, for example. Edge hopes 
that the gameplay will be honed to match the 
game's visual extravagance by the £ 
time It IS released 

The ,ame foc:uses on action, leaving little 
time to admire Its great lighting effects 

I 



PRE SCREEN £DO£- OCTOBER 1997 

SONIC 
HAVING UNDERTAKEN THE LEGWORK FOR NINTENDO WITH THE CLASSIC PIlOTWINGS 64, US-BASED PARADIGM HAS ElECTED TO 

PUSH AHEAD WITH ANOTHER AIR-BASED TITlE. Will ITS PARTNERSHIP WITH ANOTHER JaPANESE PUBLISHER PROVE EQUAllY FRUITFUIP 

Players will be able to 
take to the skies in a 
seledion of classically 
styled warplanes 

I1I ltho.Ugh originally part of a se.ries of 
I '24 Mega' Neo-Geo games, the only 

similarity between SNK's ageing 
shoot' em up titles and this N64 version is the 
game's moniker. Gone is the vertically 
scrolling 2D action, replaced by 3D polygons 
and the ability to move freely within a more 
lifelike environment. 

Sonic wings Assault will feature three 
modes of play. The first, Training, allows 
players to piCk individual missions in order to 
perfect techniques such as ground attacks 
and hone their dogfighting strategies. 

The main section, the Scenario mode, will 
offer a minimum of ten stages, each broken 
down into several missions, the end of which 
seeing gigantic end-of-Ievel pOlygonal bosses 
attempting to hinder the player's progress. 
Combat will take place all over the world, and 
a certain interactivity with the backgrounds 
will exist, such as the ability to attack and 
destroy a range of Tokyo's most famous 
buildings and structures. 

The third mode is a classic Versus option, 
where two players choose a team of four 
aircraft each. Players will pilot one of the 
team's aeroplanes, the N64's CPU taking care 
of the remaining trio, the degree of their 
involvement being determinable before 
takeoff. A variety of aircraft based on real 
machines currently in service around the 
world's air forces will be available, such as 
F-14s, F-1SS, and A-10 bombers 

Fighters will communicate to each other 
in a fashion similar to Star Fox 64, adding to 

• 

Despite featurinC elements from conventional fliCht simulations, Sonic 
Wings Assault is action-orientated - an energy bar indicates the amount 
of damace sustained. establishinc the came's arcade style. A wide 
variety of enemy tarcets feature in the aerial- and ground-based missions 

the game's atmosphere, and two views will 
be available - cockpit and chase cam. 

At this stage, certain areas, such as the 
backgrounds' plain-looking texture details, 
still require some work, which developer 
paradigm will hopefully address in the few 
months before the game's release 

Whatever the outcome, beyond 
PilotWings 64, which offers a fairly lightweight 
interpretation of flight simulation, there are 
surely many N64 owners ready to lap £ 
up a more serious title such as this. 

00 tm 
lffiI 

I'Iml r rn 
{[ffi] 

IffiE I!l 

IlIiEl 
rum 

Cl 

mm IJ!1 

tmE 

lffiI 'iIillJ 
GEE 
IffiE 

Sonic Wings Assauh has chanced substantially since its Neo-Geo 
incamations. but looks unlikely to push the N64's visual capabilities 
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HYPER OLYMPICS IN NAGANO 64 
AlTER OIIlVIRING ONI 01 THI MOST INIOnll! MUlTIPLAYlR BAMIS IVlR IN THI 10RM 01 INTlRNITlONIl 

TRACK & FIIIO. 1I0NIMI IS RITURNING TO THI SPORTING 11110 ONCI MORI - IlII1T IN CHIllIIR CONDITIONS 

i;; ... 
• 

III yper Olympics is the latest in 
Konami's honourable tradition of 
sports titles, and just as last year's 

International Track and Field was released on 
the Playstation to coincide with the Olympic 
Games, this is appropriately timed for the 

ClASSIC EVENTS SUCH AS AlPINE AND fREESTYlE 
SKIING. SPEED SIIADNG. BOBSLBGH. LUGE AND Sill 

Sill JUMPING ARE Mlxm WITH SNOWBOARDlNG 
Nagano '98 Winter Games, 

The importance of timing should not be 
underestimated, For two years a clock 
outside Tokyo's shibuya station has been 
counting down the days - to the Japanese, 
this is an event of biblical proportions. 

The game promises 12 events, with 
players being able to fly the flag for one of 
16 countries. Classic events such as alpine 
and freestyle skiing, speed skating, 
bobSleigh, luge and ski jumping are mixed 
with more contemporary disciplines such 
as snowboarding, 

• 

As In previous Konaml sports titles. Hype' 
Olympics is bound to combine an unhealthy 
amount of button-bashing with spilt-second 
timln, for players to sund hl,h on podiums 

The championsh ip option gives players 
the opportunity to set a contest with a 
specific number of events. Alternatively, the 
more traditional Olympic mode will enable 
players to compete for medals. 

While Konami is producing a PlayStation 
version, this 64bit example should offer the 
most realistic experience. Nintendo 64 owners 
should perhaps start investing in some £ 
super-durable joypads right now ... 

True to fashion. Hype' Olympics features 
some of the more en vOlUe winter sports 

Motion u~re affords 
more realistic motion 
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WITCHER 
POLISH OIVElOPIR MITROPOLlS IS USING THI CULTURI IND FOlKlORI OF ITS OWN COUNTRY AS THI INSPIRATION 

The intelligent camera 
system automatically 
selects the best view 
in terms of gameplay 

FOR IN ADVINTURI GAMI INVOLVING MONSTlRS, MAGICIANS AND, OF COURSI, A POINTY HATFUl OF SPillS 

The fighting entine Is particularly realistic. 
and, as in Bushldo Blade, enemies can be 
killed with one blow, indudlng decapitation 

[!lJ itcher, from Polish codehouse 
Metropolis, is a fantasy adventure 
with action RPG elements. The game 

is based on a character created by Polish 
fantasy writer AndrzeJ Sapkowski, and tells 
the story of Geralt (aka the 'Butcher of 
Blaviken'), his sorceress love, and a bard 
named Jaskier, in the process uncovering 
various mysteries, such as the slaughter of 
Blaviken, how Gera lt became a witcher, and 
why elves are killing humans in the forests. 

A witcher is a cross between an assassin 
and a wizard, and his services are called 
upon whenever a town is threatened by a 
monster. The training of a witcher is an 
arduous process involving drugs and special 
spells. Successful applicants emerge with 
powers such as being able to see in the dark 
and move faster than ordinary humans. 
Having passed an extra test that no one had 
previously survived, Geralt is widely 
considered the best witcher in the land. 

Witcher is viewed from a third person 
perspective and all of the environments are 
in true 3D, allowing realtime shadows and 
light sourcing to be employed. The developer 
has also included a certain amount of 
interactivity with the surroundings, so that 
different sounds are heard depending on the 
surface being wa lked on, while torches cast 
dynamic lighting, and sparks fly whenever 
swords hit stone walls. 

Metropolis is confident that its engine is 
more player-friendly than those evident in 
other, similar games, remaining simple 
despite the complexity of the tasks and 

• 

allowing players to focus on the game rather 
than the controls. Although already regarded 
in Poland as one of the country's top 
developers, Metropolis is hoping that Witcher 
will do what Tomb Raider did for Core and 
enable it to find a wider audience. 

Like any adventure title, Witcher is 
structured in a linear fashion, but the mixture 
of plot elements should enable the player to 
choose different paths to fulfil his quest, 
without having to plod through every stage in 
a methodical fashion, thereby giving £ 
the game an extra, appealing twiSt. 

n.e emphasis Is on 
allowing players to play 
a part in an engrossing 
movie-like experience 

Developer Metropolis claims elements of psychology and moral issues 
are just some of the themes in Wltcher, making it an adult-oriented title 



The camera 100lllS smoothly In 
and out. 111. f. ster you drfn. 
the wider the field of view 
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Grtmd ___ = .... ~ ID.., __ ..... soItobIy, .. ....., ............. "._.th ....... 
blirrlen. M " 1at p •• _ end till polka. It .... ·t be Iona Wont r .. ctlonary It ....... art roII1ne In ... 

T he violence In V.ideogames brouhaha ,.'5 set 
to erupt once more courtesy of Scottish 
coders DMA. With Grand Theft Auto, It'S 

graduated from killing nnoeent-Iooking lemmings 

to innocent bystanders. For those who laughed 

maniacally as the lIttle blue mammals plunged to a 

thousand entertaining (and certainly violent) 

deaths. driving around an Amencan city turning 

bystanders 10 sports jackets and check trousers into 

a bloody smear will be manna from heaven. 
Grand Theft Auto's concept IS so Simple it's 

hard to be lieve no enterprising codeshop has 
picked up on it before. Players take control of a 
small time criminal/psychopath (depending on how 

players feel about running over pedestrians) who 

must work his way up the ladder from hood to a 

'made guy' by carrying out errands, crimes and 

favours for a local cnme syndicate And that's where 

things begin to tip In favour of the moral majority. 

It won't be hard for the likes of the Daily Malt 
to snatch a few headline,; frorn slorylinps like 

these. Shooting the brother of vour employer, fur 

instance. because he found out that your boss was 

'banging' his wife. Or mowing down a I.ne of Hare 

Krishnas as they walk along the pavement (extra 

points for killing them all). Or, possibly, driving a 

Mack truck full of explosives into the Police HQ and 

watching it blow, with the added incentive that if 
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c.rs will only t.ke so much abuse before they blow. 
laklnc the driver and • few pedestrians with them 

you"e more than a "ew feel o ... t with y:;UI park,,1g, 

the target "'lecome, the 11 .• pl:."1f>xtk?1 
Keith Hamilton .. the te.,m eader ·"'111 -he 

prOje(.!, ',ummlng up the feeling that led to such an 

obvloll'ioly controversial game thus: 'We've designed 

games that we'd like to play ourselves. We're fed 

up with cutesy, kiddy, patronising games. Why have 

we gone for a mature audience? Because we're 

supposedly a mature industry, 2nd the game I( 

heavily influenced by "(I1aturt:'" film,. It's fine ~o 

have swearing In a game ;:let. ""l,e S\',ie3r, so why 

should a game markp.d '01 an !dl. t " ___ 'S~',. "~ n:,.1 

have mature content?' 

Why "lot, Indeed Whal WLI dlr- ;~ (.~rt"al'·'y 

mak!? GTA c;wch a hot potato n' -;' LIT-InS! TIC th~, 

though. 15 the nct'lness Cl! the g<-,'T"eJ/ J ~ d ,fl; 

nl,t. ~ he (it\! te('l~ g~nL,nely real Wlt- or' 

constr.r:!ly on thp TlOVP i-' .·e'Hldn~ ~rcs:; ng )nd 

going about tt'leir b:,,:slI'\e I unt! ft' ;:"I( a 1), JI f 

the blue,.) and pvh .. ~ kt::cJI"'Z tdb" '} I"'~ pHyer. 
notoriOUS deeds, In :ommon wl:h P.;::-.'I;'I(~·- "­

excellent Interstate 16, GranA r'll-ft Aut" I.~ ,~ 

complete and engrossing experL. -:e T1, t, P 

The cities are huge. Players could 
drive around for ages in simply 
exploring the labyrinthine map 

• 

SCREEN FEATURE 

It's not . 1I plain sailing, To jump this gap requires a 
fast car. It's possible to go around, of course, but GTA 
Isn't about the easiest route, ifs .bout the fastest 

VI_ N )1 tt-e Ity' -"'\ ear" )ne QI the most startlingly 

fI' '~1 ,~Q "e enV,rl11'Tl!'1t<; yet;eer'l In it 

~C g, 71e It p,H.keJ wltl- the little detc ,~ '''<11 

n- ·k'" ., ., _ ~'er( betw~en 'Itting there Pds~IVe y 

k')C -lj:!' _ k';>'rs :nQ staring, open,mouthed 

h..,;iln& In!J ev·',y turn. Programmer Brian Baird 
~,~rv"u: nto (le idea oi the three cities 

(Iperatlfl.g ke liVing organi',ms. 

Wt'-Vt ~one to great lengths to try to mi!Kc the 

',ty :HC3tl e. ~e emphasises 'Thing5 d ... go In 
w'~hout YOlll part;' pati0n 11 yot: Wf:'1~ le 'ause 

",ilO~, you can, bl.t )OU pave to live Wltl' the' 
"'~equcnce, There s ,! lot ofoglC gelng (j-~ 

underne3!'l 'he ,~.uface - polict> :ats pal"ol t, ~ city 

~-. tan! y ld' v ,w<!ndrr near JI)(' ,yt e 

.J re gettl ~ I,,'k .. ed, he" 1010 .n. Ye,,' theIr i!fe 

snC;:CJI gOIng 'Jl :)ehind the 'cenes b"t we:ol 
s· I ';,:ve ,nyl'llng o.!~ :0 .;(>~! ,~crs and :A't!'! 601.' 

peaec:~rk'l .. , "'03\'; a '0' "f ogi;; going on 

E3(h of "le three ,~,e~ takes several mlnut~!. of 

Orlvlr,,; le ~E t from (lne etld ::J the othef ;If're are 

ove: )(li.lOkrn of p;."d:-, alleyways. dead erlds 

bridges t;:'ld tramways, and more than 20 different 

k,nos :)1 cars to drive wOlch i'5 where the most 

InnOllatlve (and once again, head·thumpingly 
':)Implc) concepts is \1;, be found: carjacking. 

The police .re 'lieU.nt. Turning 
their baddles 1nl<> bloody 
messes .... kes them -crY 
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To complete the missions, and avoid the police. 
players are constantly havmg to find new wheels -
and any will do. All vehicles can be stolen and 
driven to destruction, Including ambulances, fire 
engines, motorcycles and police prowlers. Every 

lime an innocent dnver is pulled unceremoOlously 
from hiS car, SIven a thump and left for dead, 
they're accompanied by either a thoroughly 

convincing scream swearing or a terrified cry for 
help. It may sound gr.tultous, but It is not - It 
limply fits the theme perfectly. So well has this 
Jigsaw of a city been pieced together that almost 

~ .ction hAs • matd'ung sound effect, addln. 
more atmosphere to the game. On the eVidence of 
the PC 3Dtx copy seen by Ed,l. erand Theh Auto 
has mlrrled the trium'i'lflte of sO\,lnd, gameplay and 
aN\Cept bette, tlYn Iny previous utle. 

2 ........ _._ ... 01 .... _ 
01 ............ '""-" __ .. ....... 

almost entirely by DMA staff 

AlltI ...... He worked w .......... . 

Mlddleton on over 30 V .... 1'IGI<l .... 

fot inclUSion in th.::.;~Ei~tii~t: country & western IOna 
s'olen I""bed. has 50'.01l1li 

'Yeah, that was I .... tr64.'1'1 
'We I've OUl American oIt-ilJJrl 
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findi"l • suitabte band. and they called '1$ up to 
1l1li .. _t • g'8 they'd .een on TV from 1969 If 
• band called Sideweys Hank O'Malley and the 
Alabama Bottle Boys. They $<lid the vocalisl _ 

the suy we were Iootcl"llfor W. tradled ... 

ond thankfully he - stilliII ;:.~f';:=,~~ 
living'" SCotIhdI He'd nt 

",.' .. me, Drew ....... aM - :~~:~i~1:i bond called The Bouords. _ • 
t he .... ..., to reform the old -. 

recorded the other _nMl'I .. , .. 
Drew's vocals 
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60 ... CONTINUED 

The levels. designed by Mike 
Damian. will feature puzzles. 
traps and moving scenery 
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The world's smallest development team? Artist Joby 
Otero (left) and prolrammer Robert Suh are very 
serious about their unusual heli sim, Fly By Wire 
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'IF YOV HAVE rVRE TALENT WORKING ON A GAME, 

WITHOVT All THE MEETINGS AND DIRECTIVES AND 

STVFF, YOV'RE GOING TO MAKE A BETTER GAME' 

. : . 





THE CHEAT FACTORY 
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50TH ISSUE 

c u t t I .n g e dg e 
~ ver the past four years, the videogames industry has changed almost 
..:.. beyond recognition. With new platforms appearmg and disappearing at a 
breathtaking rate, only one magazine has managed to keep up with the pace of 
change, analysing key technologies and predicting winners and losers with 
unrivalled accuracy. That magazine is Edle . 

Over the next ten pages, Eda:e takes a look at recent video game history and 
picks out the defining moments, conflicts and technologies which have shaped 
the present and will no doubt influence the future .. 
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Did I really say that? 

lIIguar w1l revo bonase t 

'$lite of home enteltalnmen 
deeItv the Waft 0 the ---

r:1 erhaps more than any other 
LII year, 1993 represented a 
crossroads for the videogames 
industry. The home-computer 
market was vi rtually dead, with 
both Atari and Commodore 

CD-ROM: the fut.r.? 
The 

looked a thou h n the right 
console or compu ter, it could 
provide the ultimate multimedia 
experience. At the time, however, 
many were sceptical, with its slow 
data-reulevai speed and lack of a 
writeable element most often cited 
as negative factors. 

Althouth rather short on truly dasslc .ames, 161 did bout LuusArts' 
ony polnt-and-dkk Myenture, $Gm and Max HH the Rood (left), and 
Crysbll Dyumia' fast. thoroUJhly challenclna1DO rKer. Crash 'tt' Bum 
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Epic failure 
The console wars which erupted in 
'93 were unique simply because 
everyone 1051. Every major 
platform launched during this 
fraught 12 months was a dodo by 
the end of '94. 

ou see 
a pattern formmg ere?), the 
once-powerlul company 
confidently predicted that It would 
ship 400,000 units across Europe 
by the end of January '94. At the 
same time, Da vl d Pleasan ce, 
then MD of Commodore UK, 
announced meekly, 'We hope to 
take sales from the consoles, not 
from our own flagship machine.' 
As it happens, he needn't have 
worried about the latter. 

And then there was the CD·i, 
which Phili~s envisaged as a 
complete multimedia platform. 
The fits! machine was launched in 
1991 as a combined audio, video 
and game CD player. Although 
there were around 85 tllles 
available, most were tired 
edutainment and multimedia 
encyclopedia affairs, and at around 
E500 the whole thing was loo 
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expensive for a public unsure 
about what multimedia was, and 
even more unsure about whether 
it actually gave a toss. Although a 
sleeker version was released in 
Autumn '93, and a DV cart 
allowing FMV playback followed 
later, the machine never really 
stood a chance. 

Don't believe the hype 
The CO-i's demise should have 
provided a clear message that 
calling a console a 'family 
multimedia entertainment unit' 
and then charging £500 for it was 

suicide. 

entertainment unit at a 
price of around £500. However, 
this would be no ordinary console, 
but rather a set of technical specs 
available to anyone who wanted to 
make their own unit. 

Amidst the hype, though, 
industry pundits were already 
beginning to susp)ct something 
was up. Hawkins claimed the unit 
was 50 times faster than 16blt 
consoles, whereas the specs hinted 
at just three or four times. Hawkins 
claimed that 300 developers had 
signed up to work on 300 games, 
but wasn't this only because It 
cost just a few hundred dollars to 
Sign up, and there was no 
Nintendo-esque quality control? 

Whatever the case, Panasonic's 
300 console - the FZ-l - hit US 
shelves on October 4, packaged 
with a 300 demo disc, Kodak 
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Althouch the AIIIII_ CDll (left) .nd the CD-I both toupt IYreI for 
doMln.tlon of the next-Ienet'ation CD-ROM m.rllet, netther •• , 
successful. ComModore's d.ys.s • key pI.yer were, udty. nu .. bered 

Photo disc and a co 

launch 
(by Atari 
console and t e eglOn ing of a 
new era. Unfortunately, although 
the machine did have some great 
custom technology, most of it was 
of 32blt or 16bit standard, 
incapable of supporting the 64bit 
CPU. It did at least manage a 
respectable retail roll out: 40,000 
unitS shipped to stores in the US, 
and most were so d in days. 

However, Atari late r eerily 
predicted Its machine's downfall. 
'We've been insistent that the fltst 
Jaguar games that are being 
developed will show off its full 
potential,' boasted Rich.rd 
Mill." VP of engineering at Atarl. 
Trevor McFur in Crescent Galaxy, a 
launch title, received 4/10 10 E5 

Disaster genre 
The main problem With the early 
CD-ROM consoles was that they 
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weren't pow~rful enough to 
process 3D graphics data in 
real\ime. Howeever, developers 
were desperate to use this shiny 
new technology, so they stored 
masses of prerendered visuals on 
the CD and streamed it off in 
sections, thus creating the 
'interactive movie' genre - the 
disaster of 1993. 

Cue dozens of games which 
were little more than short, fuzzy 
films With one or two points where 
players could decide where to go 
next. FMV was even hailed by 
some as the future of interactive 
entertainment, which most gamers 
found hard to stomach. Return to 
lork, Night Trap, Mod Dog McCree 
and The Seventh Guest were all 
pitiful examples of a genre which 
thankfully soon ran out of steam. .. 
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rr.Tl hereas 1993 was a year of 
W fervent activity, 1994 was 
characterised by anticipation and 
conjecture. Nintendo, Sega and 
Sony had all revealed that they 
were developing new consoles, 
but it would be at least a year 
before they appeared. Gamers 
were left with the choice of 
waiting indefinitely or opting for 
what was already available. 
However, as the year drew on, 
more and more scintillallng details 
came to light about these 
machi software 

co "';;;r~W' 

Th 

revealin';;~:~~70~ 

sole 
1994 

plans asingly ravenous 
videogame community. 

In hindsight, though, it was 
perhaps Sony's single-minded 
determination to launch the 
PlayStation correctly that really 
stood out. The company's first 
decision was almost certainly the 

Nllmco's Rklge R«er (left) provided Sony with its Pllly5tlltlon killer 
IIpp. while Vlttua Fighter performed the Slime function for the 511tum. 
The role of these IlImes In the forthcomlnl :nblt conflld WIIS cruel.1 
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most important: to market the 
product as a games machine 
rather than a multimedia hybrid. 

Sony then set about building a 
network of software contacts 
which could make up for its 
comparative lack of in-house 
talent. A key early ally was arcade 
giant Namco, which converted its 
bri ll iant arcade title, Ridge Racer, 
to the format. Sony now had its 
killer app. 

A key element of Sony's 
success was undoubtedly its 
support of developers -
PlayS tat ion designer Ken Kutaragl 
personally saw Namco through the 

To unde",t."" WOI." 
going on takes ages 

on 

1994 was the year when Sega 
managed to confuse everyone with 
a nightmarish multiple-platform 
release schedule. The company 
announced that it was developing 
two next-gen consoles - the CO­
ROM-based Saturn and a cartridge 
equivalent known as Jupiter. Many 
thought that Sega had been forced 
to upgrade the power of Saturn to 
match the PlayStation and was 
therefore marketing the latter as a 
low-cost alternative. But the 
company soon realised the folly of 
releasing two versions of the same 
thing, and Jupiter was canned. 

However, on March 14 the 
company announced that Jupiter 
was now to be called Mars and 
would take the form of a 32bit 
upgrade to the Mega Drive, slightly 
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less powerful than the Saturn but 
based on the same two·chip CPU 
setup. Mars was to be completely 
incompatible with both machines. 

Sega confused gamers even 
further by givmg Mars the name 
Genesis Super 32X in the US and 
calling it Mega Drive 32 in the UK. 
A Japanese launch was not 
expected due to the Mega Drive's 
tiny market share there, but it was 
finally announced that It would be 
launched, bizarrely, two weeks 
after the Saturn. 

Somehow, in the midst of al l 
this, the company also managed to 
update the and show it off 

of 

(the former 
was a polygon pusher, 
whereas the latler boasted strong 
2D abil ,ties), both were clearly 
very capable formats. So capable, 
in fact, that the huge gap which 
had always existed between home 
consoles and arcade coin-ops 
seemed to be diminishing 

sega and Namco were not 
worried about their valuable 
arcade market, however, because 
both were working on more 
advanced technology - namely 
Model 2 and System 22. Instead, 
they used the power of the 32bit 
machines in cheap arcade boards: 
Namco's System 11 and sega's 
sT·V (originally known as Titan). 

This was a key event in the 
history of videogaming - it meant 
that for the first time, truly arcade" 
quality games would find their way 
to home consoles because, 
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Uk ..... Amlr. CD32 end CD-i before""'" Aboll's · ....... lop. (Ieft).nd 
the ]DO console f.11ed to m.ke _ lastln,IMpresslon on ' .... en. They 
were effectlvety buried by the launches of the PlayStatlon and Satum 

essentially, they were developed 
on consoles. I 

of' 

and Telero Boxing 
appallingly tetro and hardly used 
the machine's unusual 3D 
capabilities. Worse still, ProJect 
Reality - the technology created 
with Silicon Graphics - was not 
getting the hoped-for recognition. 
When two arcade games 
employing the system - Cru/s'n 
USA and Killer Instinct - were 
revealed, many felt that they 
looked great but were totally 
derivatIve in terms of game play. 

3D for PC 
Things were still quiet on the PC 
front, but the machine was 
beginning to claw its way into the 
brave new world of 3D. Argonaut, 
RenderMorphics and Criterion all 
developed APls designed to help 
PC programmers create 3D games, 
3D labs launched the first major 
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3D graphics accelerator, GLINT, 
and Intel's Pentium was imminent. 

The next ceneration beclns .. . 
The Saturn launched in Japan on 
November 22. 200,000 machines 
sold out almost immediately and 
the launch was hailed as the most 
important hardware rollout in the 
history of videogames. Several 
days later, on December 3, the 
launch of the PlayStation was met 
with slightly less euphoria but still 
managed to attract huge queues. 

However, despite its higher 
price (11'48,800 compared to 
V37,000) and it less convinCing 
killer app (VirtuD Fighter vs Ridge 
Racer), the Saturn seemed to have 
won the first round in a battle which 
would last the next two years .... 
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1':1 ven in its opening weeks, 
L:I 1995 looked like becoming a 
renaissance year for the 
video games industry. The 
PlayStation and Saturn we re both 
performing well in Japan, and 
there were other intriguing 
hardware developments on the 
way wh ich had the potential to 
precipitate another leap in 
technology, jus t two years after 
the arrival of 32bit. 1994 was 
beginning to look l ike a quiet 12 

months ~i:'';;'~~:~' 

I, 
opened up the whole 

of the PC's memory to games. In 
th e past, 32bit DOS titles like 
Doom and Flight Unlimited had to 
run through a DOS Xtender, which 
had to root about for extra 
memory not usually accessible to 

1995 witnessed an uptum In the qu.11ty of lilblt software. symbolised 
by the .rrlval of reklten (left) on the 'l.yStation .nd $ego RtJlly on the 
Satum. 1'1Ie I.Her Is perhaps yet to be surpassed .5 • racinl I ... e 
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DOS software. Windows 95 did 
away with all this, allowing games 
10 run much faster. 

Microsoft also introduced Its 
DireclX series of APls, specifically 
designed 10 help developers 
create 3D games for the Pc. The 
most vital element 01 all this was 
Direct3D, a powerful realtime 
graphics API which allowed game 
designers easy access to the 
attributes of any 3D accelerator 
card which supported the 
Microsoft initiative. 

Several companies announced 
their own combined 2D/3D 
acce lerators, including nVidia , S3 , 

I 

Sega, i Virtuo 
Fighter and little else, managed to 
get the Saturn into 500,000 
homes. But by Spring. the balance 
of power had shifted. The Saturn 
conversion of Daytona USA was 
receiving mediocre reviews, and 
thirdparty developers were 
find ing It hard to get to grips 
with the machine, wh ile Sony 
revea led a stunning Namco 
conversion of TeHen. 

As a result, Sega decided to 
bring forward its US Saturn launch 
from September to May. Naturally, 
the un its shifted like hot cakes, 
bul there was little software and 
many developers were angry that 
they had been left out of the 
launch frenzy. Again Sony had the 
upper hand, revealing crowd­
pleasers like Wlpeouf and 
Destruction Derby. 
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Sesa jumped the gun once 
more in July, launching the Saturn 
in Europe two months early. Again, 
the machine duly sold out, even if 
its arrival was marred by a terrible 
PAL conversion of Daytona, with 
extraordinarily large borders. Sony 
responded with immensely 
successful US and European 
PlayStation rollouts. 

Unfortunately for Sega, the 
PlayStation was going from 
strength to strength. Although 
Sega was far from beaten - Virtua 
Fighter Remix, Virtua Cop and 
Panzer Dragoon would all turn 
heads throu hout the year - Sony 
was be Rln. to er ahead. 
199 would call for 10 
sp ,I to 
b, 

s that the launch 
would slip were first aroused when 
the Oream Team of developers 
was announced but no hardware 
specs were allowed to slip out. A 
few weeks later, a developer 
unable to maintain the silence any 
longer told the world that no one 
had officia l Ultra 64 (the project's 
moniker at the time) development 
kits; they all had emulation 
software running on Onyx 
workstations. This was around 
eight months before the supposed 
launch. Something was amiss. 

Nintendo didn't seem to think 
so, though. In Spring, the company 
announced a US and Japanese 
launch date of November 21, even 
though NCL software had not been 
revealed and third parties had only 
just managed too get their hands 
on real dev machines. Finally, The 
Wall Stree t Journal, of all th ings, 
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I , 

There Is little doubt th.t 1996 beionled to Softy .nd Sqa. their 
respedlve consoles revived an Industry If'Owinl ever _ore sta",ant 
and broupt the IbIt leneration back to vldeoca"," once .nd for.1I 

around Septem er and a European 
rollout in 1997. Suddenly, the 
32bit formats had lots of free time 
to establish themselves. 

Nintendo did at least show a 
finished machine in May and 
promised that there would be ten 
playable demos and 100 machines 
at the Shoshinkai show in 
November. when the long-awaited 
event arrived, however, these 
playable demos were withdrawn, 
leaving a lonely but brilliant Super 
Moria 64 to hold the fort. At least 
a final Japanese launch date was 
revealed: April 21, 1996. 

Incredibly, despite the delays 
and obsessive secrecy, Nintendo 
managed to keep the videogames 
world entranced. It also assembled 
a fine collection of third party 
developers. The scene was set for 
a monumenta l launch. 
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M:Z. where are you? 
Throughout '94, Trip Hawkins and 
co evangelised 300's 64bit 
sequel, M2. The specs looked 
impressive, the demos looked 
passable. and, perhaps most 
importantly, the console was 
intended to be backwardly 
compatible with the current 300. 
Then, late in the year, the 
technology was sold for $1 OOm to 
Matsushita, which almost certainly 
intended to abandon plans for 
300 compatibility. This was the 
final slap in the face for 300 
purchasers, who had been told 
that they were buying the VHS of 
videogaming. Imagine their 
surprise when they found out it 
was actually more akin to a 
four-track cartridge player. 
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I really say that? 1 9 9 6 
D 996 was perhaps the 

healthiest 12 months for the 
videogames industry since the 
golden days of the SNES and Mega 
Drive. The Saturn and PlayStation 
were selling well - especially 
during the first half of the year, 
when they more or less had the 
console industry to themselves -
and the N64's brilliance was 
gradually becoming obvious. But It 
was also a year which saw the P( 
develop in two areas: 3D graphics 

ac"ele"'~~~:i:;~line gaming. 

format 

":'~'~~:';f~~:- space and u developers Of 
course, there was the promise of 
the Bulky Drive, a 64Mb storage 
device designed to slot beneath 
the N64, but many regarded this 
as Nintendo's 32X - a desperate 
attempt to keep up with the times. 

Super Morlo 64 and Quoke were revolutionary and Inspirational In 
very different ways. The former broucht a sense of Innocence and fun 
back into vldeo.ames. The latter let players blow opponent's limbs off 
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But all these quibbles faded 
away when gamers discovered 
Super Morio 64. Nintendo had 
promised one of the best games 
ever, and it was right Unspeakably 
beautiful locations, cartoon-like 
animation, hours of gameplay -
this was not so much a game as a 
defining moment in videogames 
history. In the '70s there was 
Pang, in the '80s Poc·Mon. The 
'90s have Moria 64. End of story. 

Look back in languor 
Amazingly, considering that 
gamers now had access to the 
likes of Moria 64, Quake and 
Resident 
which 

ancient games ported over to the 
PlayStatlon and Saturn. Meanwhile, 
(64 and Spectrum emulators were 
cropping up all over the Internet, 
promising true 8bit performance 
on a Pentium (perhaps not what 
Intel had in mind when it designed 
the powerful chlpset). Even the 
British Film Institute began 
building a library of classic games. 

'Why is this happening?' was 
the question resounding around 
the industry. One possible 
answer was that people yearned 
to return to a time when 
gameplay, not realtime lighting 
or bilinear filtered textures, was 
the central concern of developers. 
It could also have been pure 
nostalgia - the same nostalgia 
that makes grown men buy 
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Scalextric sets and plastic models 
of Spitfires .. 

This is a Quakeworld 
During 1996, Quake took on a 
degree of significance which 
stretched way beyond its status as 
a videogame. Even though it was 
an impressive product in its own 
right, with some brilliantly 
constructed locations, gory new 
weapons (the nail gun will never 
be usurped as the first person 
shoot 'em up weapon) and 
monsters which seemed to have 
leaked directly from the 

Barker, it 

annou i 
Quakeworld, a worldwide linkup 
of servers running the game. 

People lost days of their lives 
to eight player frag seSSions, 
hundreds of fan websites were set 
up, and there was barely a 
development studio in the world 
which didn't have the game on its 
network, ready to kick off at 
lunchtime every day. If Mario 64 
was the god of gaming for 1996, 
Quake was the devil, sucking 
people into a zombie·like 
existences of endless slaughter. 
Roll on Quake 2 

Cabinets of curiosity 
Although elaborate coin-op 
cabinets have always been a 
popu lar way of getting punters to 
part with their money, 1996 saw 
more than ever flood into arcades 
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AIthoup the llbit consoles were still performlnC well, by '96 many 
c.men were already Iooklnc toward the promises of "bit tedlnolono 
In July the N"lived up to those promises. Ml never pt the chance 

Namco started in 

Wave 
awkwardly jetski, 
depending on how he feels). 

Although these novelty 
cabinets looked impressive and 
offered an immersive experience, 
they raised questions about 
whether arcades were turning IOto 
glorified fun fairs, offering rides 
rather than games. Given the 
continued interest in Namco's 
System II and Sega's Model 2 
games, this now looks unlikely. 

To be 3D 
By 1996, there were really only 
two chipsets in the battle to 
dominate the PC 3D accelerator 
market: PowerVR and 3Dfx. The 
former offered proprietary hidden 
surface removal, 800x600 visuals 
and 4Mb of SDRAM which cou ld 
be used solely for texture 
man ipulation. The latter boasted 
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bilinear filtering, DOS compatibi l ity 
and ease of use for developers -
which was probably what really 
gave it t he advantage. However, 
most game publishers decided not 
to try and exploit each card, but to 
back Direct3D instead, which is 
supported by both chipsets. 
Thanks again, Bill 

And finally ... 
Sony hands programming back to 
the bedroom amateurs with its Net 
Yaroze. Sega touts Model 3 and 
Virtua Fighter 3 to a flabbergasted 
videogames world. Konami takes 
on Sega and Namco With a 
marvellous new high-end arcade 
board. Atari finally disappears 
down the pan. M2 is completed 
and ready for launch. Ill> 
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• CONTINUED FIFTY ISSUES ON THE CUTTING EDGE 

. , I really say that? 

'I\'e nol !>ec 

pinky, smoothed p V80n5 
demonstrate 64blt technology' 

JUtln Mon' •• d ... ~51'oll-iJ /.0/ () 

"pr le .e J,de 

51 ~ 'i' I <Jp m 

'Being appr ached by 3 0 w 
an offer we are very proud of 

was great 10 be first With sw 
stunn g ew hard are (M 

1 9 9 7 
r:::II 0 far, 1997, like '96, has 
1:1 been cl year of stable growth 
for the industry. There are now 
four excellent gaming platforms -
PlayStation, PC, Saturn and N64 -
each of which with its own unique 
attributes and plenty of triple·A 
titles in the pipeline. Apart from 
the M2 debacle. the emphasis in 
1997 has been very much on 
software rather than hardware, 
allowing developers to truly push 
back the boundaries of the two· 
year-old 32bit consoles. Which 
leaves Edl e won e · what 
gam s Will be ,,5eelng the N64 
In 2 man s'ti 

n x 57 
new instructions developed 
specifically to enhance graphics, 
audio and Video performance. 
Although developers have been 
ambivalent about the chip, others 
have used the technology to great 
effect, including Epic Megagames 

this year, Dungeon Keeper showed that complex, lntellllent lameplay 
stili has a place In the vlcleo,ames world, while Rare's Go/denEye 
proved that brilliant thlrdparty NI' titles a,. stili very real quantities 
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in its firstperson shooter, Unreal, 
and USI Soft in the sci-fi racing 
game, Pod. 

However, in April, news that 
Intel was 10 launch its Pentium 11 
processor in autumn meant that 
the Pentium 200MMX faced 
obsolescence before It had even 
got a foot in the door. PII, which 
appears in a new cartridge format 
and will require PC manufacturers 
to alter the design of their 
motherboards, is due to premiere 
in 233MHz, 266MHz and 300MHz 
versions. Of most interest to 

n. 

Se,. __ eo the world (11 
For ers, 1997 was 
another year of confusion and 
perplex ity, as two major deals 
involving the company fell apart. 
The first was a proposed merger 
with Japanese toy giant Sandai -
responsible, of course, for that 
curse of Saturday morning TV, 'The 
Power Rangers'. The arrangement, 
which was due to come into effect 
this October, was officially 
dissolved because Sandai middle­
managers felt that their company's 
way of doing things would be 
compromised. However, others 
reckoned the success of Sandai's 
Tamagotchi meant that the toy 
firm no longer needed Sega. 

Then, In July, came the news 
that Sega had abandoned an 
agreement with 3Dh: to produce 
3D graphics hardware for Saturn 2. 
This had everyone even more 
puzzled, including 3Dfx - the firm 
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had thought its agreement with 
Sega was a done deal. 

Whatever the case, eKciting 
news of Saturn 2 had better turn 
up soon - there are definite signs 
that the original is losing its hard­
fought battle with the PlayS tat ion. 
In Japan the machine may still be 
doing well, but in the West it is 
being dramatically outsold by 
Sony's console. Now few 
developers are even considering 
producing games for the Sega 
platform, and with uncertainty and 
confusion surrounding the sequel, 
it could be that Sega's position in 
the home market is floundering 

hi. however, 

machi n Cl PII processor 
and running an unmodified version 
of Windows 95. Together, the two 
PC leviathans spent the early part 
of the year courting softcos 
throughout the world, tempting 
them to develop for the platform 
with tales of untold new profit 
potential. Consequently, by July 
around 50 companies had signed 
up to join the OAA forum, 
including software houses, 3D 
graphics-chip manufacturers and 
coin-op cabinet makers. But can 
PC developers create arcade 
games capable of competing with 
the output of Sega, Konami, 
Capcom et al? The jury is still out. 

Nevertheless, this is a truly 
extraordinary and exciting 
development. Sixteen linked PCs 
running Quake Deathmatch on 
40-inch screens may be what it 
takes to attract pasty-faced PC 
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11te battle fDr domination Df the PC 3D accelerator market was well 
uncle,.ay at lite start of the year. lDfx's voodoo chlpset (above left) 
has ..... a cormndltl start but PowerYR's time may stili CDme 

gamers out of their homes and 

, , 

technique 
M"",whlle, in March, 

Norwegian developer lnnerioop 
revealed its IFS system - a 
complex algorithm-intensive 
engme designed to make objects 
more and more detailed as the 
player approaches, and to make 
landscapes flow seamlessly. Shiny, 
too, is working with some amazing 
tessellation techniques in Messiah 
- Dave Perry even claims that they 
have models of 180,000 polygons 
scaling in realtime. 

The general consensus seems 
to be that the key 10 3D in the 
future will be storing objects as 
textures and parameters in 
mathematical form ralher than as 
archaic polygon models. John 
Carmack is already planning to 
implement brand-new techniques 
like these as soon as Quake 2 is 
out of the way. So, will current 
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wonders lik.e Super Maria 64 and 
Quake soon look clunky and slow? 
Of course. Edge can gLJaranlee it. 

And finally , .. 
Turok, }-League and Goldenfye 
put paid to the myth that there 
will be no brilliant third party N64 
games. Videologic introduces PCX2 
- the next wave of 3D acceleration 
or a hasty rethink after the 
company accidentally forgot to put 
bi-linear filtering in its first 
product? M2 is finally scrapped. 
No one is surprised. Jon Romero 
leaves id Software and sets up Ion 
Storm. Konami introduces its Cobra 
board and a new racing game so 
realis tic it mak.es Scud Race look 
like Pole Position. The old £ arcade master is back 
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TESTSCREEN 

Ganbare Goemon 

with the subtitle 'Dance of the Neo Momoyama Sholunate', the N64 version of Goemon nails its 
distindly odd colours to the mast right from the offset Unfortunately it was just this sort of 
'weirdness' that caused the westem translation of the first SNES lame to fall in western markets 

This xiant UFO catcher (used to xrab 
Ebisumaru's camera power-up) Is 
typical of Goemon's Inventiveness 

ith so many previously Nintendo-only titles 
packing their bags and heading for the 
FMV-friendly lands of the PlayStatiOn, it's 

somewhat comforting (not least to Nintendo itself, 
presumably) to see an important developer like Konami 
remaining firmly on board. The firm has not only 
dedicated an immense amount of time and effort to 
continuing its Goemon series on the NM, but it is so 
proud of this new 64bit 'mystical ninja' that it has dropped 
its numerical suffix, severing the ties with its super 
Famicom predecessors and hera lding a new 3D era for 
the spiky-haired thief and his bizarre entourage 

Even if the game, predictably, now boasts a 
free-roaming Super Mano 64-style world, the tradiliOnal 
Goemon 'ormat remains. This is an action-RPG featuring 
story-advancing towns and villages where the player is 

£DG£O OCTOBER 1997 

safe from harm and free to stock up on health and 
armour, plus arcade levels replete with monsters, traps 
and end-of-Ievel bosses. Of course, this being Goemon, 
the whole affair is permeated with a sense of the absurd 
that only the creators of Parodius could engineer 
Ishikawa Goemon may have been an actual person - he 
had legendary status thrust upon him in the 1500s when 
he composed a poem before being executed in a pot of 
bOiling oil - but it's doubtful that he was accompanied on 
his adventures by demon kites, hal f-naked, potbellied 
executioners, and a giant mobile suit version of himself 

Initially, thOugh, it seems that Konami's programmers 
have bitten off more than they can chew in trying to 
transform such a rich world into 3D. Although Edo-period 
Japan has been lovingly recreated, with a fine eye for 
historical detail and some tremendous texture work on 

The N64's tell-tale fogging ability is used to great effed in Goemon (left) and isn't simply employed to cover 
up scenery pop-up which. fortunately, is minimal. Like StDr Fox 64, the cut scenes use realtime graphics 

• 
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Although it tries hard, the game camera can hinder 
combat to the point where it becomes hit and miss 

show, frame rates vary wildly and graphical glitches 
abound If a village inhabitant is unfortunate enough to 
stray too near 10 the camera, for example, he's likely to 
disintegrate into a mess of po lygons, and what seem like 
solid walls often degrade to revea l the landscape beyond 

The camera, too, can cause Its fair share of prOblems 
In Mario, adjusting the camera is fundamental to 
negotiating the landscape, but In Goemon it is given 
somewhat secondary status. At its default setting, ,t 
always tries to remain directly behind the player, but it 
takes so long to do so that it's often a case of SlOpping 
and waiti'lg for the viewpoint to catch up so that it's 
possible to gauge the next jump. ThiS can be more than a 
little bit frust rating as It'S pOSSible to be attacked from 
behind at any time by a roaming nasty that the player had 
no way of knowing was there. Although not an 
insurmountable problem, it certainly removes some of the 
sheen from what should be a !nple-A product from a 
respected developer. 

But if Goemon is a li ttle rough around the edges 
compared to Nintendo's best, the scales are more than 
tipped in ItS favour by the imagination whic/1 has always 
typified the series. Like ItS predecessors, the deSign of 
Goemon 64 exhibits flashes of sheer brilliance. At one 
point, fOr example, the player battles a giant spinning top 

TESTSCREEN 

One thing Coemon un't be accused of is looking shoddy. Feudal 
Japan has been lovin", recreated, with excellent use of textures 

on the back of a flying Chinese dragon. Another scene 
has a tiny, shrunken Ebisumaru (Goemon 's decidedly 
stupid sidekick) frantically running around in a cupboard, 
collecting sweets and trying to avoid the gaze of a giant 
who, every so often, opens the door and scatters 
dynamite around if he spots the miniatu re intruder. Such 
gems maintain the urge to see what oddity is around the 
next corner. 

Although the pop-meets-Kabuki soundtrack is unlikely 
to be appreciated by most Western gamers, it' s more than 
mere padding. Goemon 's celebrated poem is 
incorporated into the lyrics of the intro traCk, and the 
'Goemon Impact' theme, a perfect tribute to 1970s 
giant-robot an i me, is an ideal accompaniment to the 
self-parodying nature of the game. 

Without an English translat ion, it's hard to recommend 
Goemon to anyone but die-hard import fans. It hasn't 
been deSigned With foreign players in mind, and its Jokes, 
cultural references and Japanese text make it a trial-and­
error affair - although far tram impossible. But as the 
biggest thlrdparty N64 game yet, it's an important release 
for the machine in Japan, and Konaml should think £ 
hard before denYing Western gamers Its charms. 

Edge rating : 

Eight out of ten 

Subgames range from the relatively normal boxing-style combat of the Cioemon Impart sections 
(left) to the totally bb:arre. The latter elements will hamper the chances of a western release 

Format· Nintendo 64 Publisher: Konami 

Developer: In-house Price' 'lI7,8oo (£45) Release: Out now (Japan) 
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Broken Sword 11 

he first Broken Sword game marked a major 
turnaround in the fortunes of UK-sourcea T graphic adventures, with York-based Revolution 

finally toppling lucaSArts from itS perch as genre leader. 
Glorious SVGA visuals signalled the dawn of real cartoon 
animation, while the script successfully Juggled suspense 
with humour, player freedom With tight plotting, And a­
surprisingly literate plot based on the fashionable topic of 
tbe Knights Templar provided the spark for a yarn which 
blended European Wit with the action of an Indiana lones 
romp. The climate for this sequel is rather less 
welcoming. With high resolution now a standard, all 
spri te-based software is having a hard time competing 
with the polygonal delights of 3D gaming, especiany now 

• 
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.. '1 .... 1 acenu In the ...... (.taGv.) ..... the most 
of ... Improved aprtt ......... that cet:.,. for 'ar 
........ ct.racten u... w .. pouIW. In the prevlou • 
...... The FMV ....... nee. (top I.tt) are dl..uyed 
In fullscreen SVU Md ,..tu,. .. llUtion of • 
quality which c.n be COfIl.,.-.d to contemporary 
Dlsn.y movie .. The aprtt. art (left) bland • 
.. aml .... y with the backCroUnd. - no "'Y task 
wHh thl. styl. of Cllltoon presentation 

that lucasArts is back In the running with the forthcoming 
Curse of Monkey Is/and. The challenge for Broken Sword 11 
(subtitled The smoking Mirror), then, is not only to match 
the glory of the Original, but also to contribute something 
new to the genre in the same way its predecessor did. 

This is no easy taSk, but it's one that Revolution has 
just about pulled off. Granted, the improvements here are 
often subtle ones, but there's a satisfying sense that 
progress has been made in pretty much every aspect of 
the game - the user interface, the character animation, 
and the story itself_ 

George Stobbart is once again the hero of the hour, 
his American origins handily making the game more 
accessible to the US market. As the game opens, hiS 
relationship With the beloved Nlco is In tatters_ When she 
is rendered unconscious With a poisoned dart and 
abducted before George's eyes, while the kidnappers 
leave him tied to a chair In the company of a tarantula, he 
sets off on a long and winding path towards rescuing her 
and effecting a reunion. 

This punchy first act sets the tone for a pacier, more 
fanciful adventure than the original, with the initial Paris 
locations soon giving way to a whole section in Central 
America, where the mystical central plot. concerning the 
reappearance of an evil Mayan deity, is eventuany 
revealed. Stobbart remains amusingly ineffectual, and the 
game continues the first's conversation-driven format, but 
this time there are a number of movie-like set pieces, 
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Fans of the first game will no doubt recognise this 
particular brahHtddltld cMract., (top), who'. nev ... 
aur. if he'. a bumbUnc: tourist or a CIA agent. Many 
" .... s, such as this one (rt",t), employ .. v ..... 
laye,. of paralln "roiling to empha"" the 30 , .. I 

with that Indiana Jones element naturally coming to the 
fore in these more exOtiC locations, It makes for a 
dynamic experience, although the stunts and situations 
do give Stobbart one too many opportUnities for smart 
qUipS, making him perhaps Just a little less likeable this 
time round. 

But while the action elements have been scaled up, 
so too has the wordiness, resulting in some scenes where 
the player has little to do but cycle through possible 
questions in search of a scrap of a clue, or worse, suffer a 
couple of pure sit-and-listen passages Yet the extra 
dialogue has also given Revolution the chance to really go 
to town on characterisation and comedy. This is a far 
funnier adventure than the last. WIth some excellent 
exchanges inducing genuine belly laughs. There's even a 
self-knowing air to some gags - at one point, Stobbart 
asks a character whether he knows of Karzac, the evil 
mastermind of the game. 'Sounds like a comic-book villain 
to me, son: comes the response. 

The graphiCS benefit from a similar increase in detail. 
The superior backdrops and character spntes are applied 
with software filtering as they scale toward the player's 
viewpoint. This subtle blurring, plus translucency and 
shadow effects, provide a greater sense of cohesion 
between sprites and backgrounds, which is enhanced by 
the many occasions when Objects, characters and 
background detail interact seamlessly. 

The control system, on the other hand, has been 
pared down, with fewer icons to get to grips with. Instead, 
two different cursor types provide access to all object 
manipulation, movement, and conversation, with the 
game engine taking context-sensitivity just about as far as 
it can go. Such an approach also reduces the range of 
poSSibilities when problems reduce players to trying every 
possible combination of actions and Objects - something 
that can consume hours In less tightly designed graphic 
adventures. However, with the puzzle designs proving 
mostly logical or information-based, such floundering 
moments are thankfully rare. 

The developer has even Improved the audio side of 
the game, retaining composer Barrington Pheloung's 
services for the orchestral score, but applying an even 
greater degree of context senSitivity, with transitions 
reflecting the action. A diSCUSSion about easy listening 
prompts the soundtrack to follow SUIt, for example, while 
at one point the mention of a Mayan artefact provides the 
cue for a surge of pipe music. This is all complemented by 
plenty 01 ambient effects and faultless vocal acting, and 

TE5TSCREEN 

the result is so subt"e that It can easily go unnoticed 
Those expecting RevolutlOf'l to return with a whole 

new way of presenting the graphic adventure will no 
doubt grumble at the format used In Broken Sword 11. But 
the fact remains that this kind of game engine has 
survived for so long simply because It is so effective, and 
by further honing every element of an already classy 
game engine, Revolution has done more than enough to 
retain a contemporary sheen. 

BROKEN SWORD 11 SUCCEEDS IN BEING BOTH COMIC AND 
THRILLING, PRESENTED WITH A VISUAL STYLE THAT REALLY DOES 
APPROACH THE STANDARDS OF A GENUINE ANIMATED MOVIE 

But it's the script itself really under scrutiny here, of 
course. As with the original Broken Sword, there are more 
than enough references to both mythology and historical 
fact to proVide a solid foundation for a story that 
succeeds in being comic and thrilling, presented WIth a 
VIsual style that really does approach the standards of a 
genuine animated movie The result is nothing less than a 
claSSIC. Revolution is to be congratulated for creaung a 
sequel that is much better than ItS predecessor, and for 
once again upping the stakes in a genre that has £ 
finally learned to use the technology available 

Edge rating: 

Nine out of ten 

Thl. particular MCtion In the Centr.1 
American chapter of the ...... (left) 
put. the player In the role of 
Stobbart'. sidekick and IoYe 
Interest. Nlco, •• she attempt. to 
,tMMI off. general'. amorous 
"'yane ... Predictably. the pme 
~n. with • my.tery (top) • •• 
ItobINI ... embllrk. on hi. quest to 
discern the wlMrNbout. of Nlco 

Format: PC PubliSher: Virgin Interactive 
Developer: Revolution Price: £40 Release: Out now 
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F1 '97 

]he new cockpit view (above) is 
particularly impressive, offering the 
most realistic mode of racing 

The game now sports clearer visuals and a healthy 
amount of aHention to detail such as tyre stickers 
and glowing brake discs after prolonged dealeration 

I
t's a sad indication of how money-mad the 
videogames industry has become when any title 
displaying a hint of success is fol lowed by a 

sequel after a matter of months. Despite sporting an 
assortment of bugs, Formula 1 '97's predecessor was last 
year's best-selling PlayStation game - hence this hasty 
follow-up. Although the game offers enhanced raCing 
action and several new additions, cynics would suggest 
that the improvements could have been included In the 
original had the developer been afforded more time on it. 

The updated game sports this season's statistics­
complete with all the drivers and teams currently involved 
in the World Championship - and 18 circu its, including a 
new track (the Australian Grand Prix now being held in 
Melbourne, not Adelaide). Most importantly, CPU drivers 
no longer stubbornly follow the raCing line, and actually 
react to the player, moving over in order to avoid crashes 
and displaying a certain amount of AI in the process. 
When accidents do occur, they're now far more 
Impressive, With cars leaving the ground and pieces of 
bodywork scattering all over the track 

The difference between the 'arcade' and 'slm' modes 
is now more pronounced, with the former mode wildly 
exaggerating powerslides and turning the whole 
experience into something more akin to a rally game. Real 
F 1 aficionados are likely to opt for the Grand Prix mode 
instead, which offers an impressive amount of realism 
and also boasts new additions, such as a flag system, 
~ealtime telemetry readouts, and helmet tearoffs for when 
a driver's visor becomes covered in oil and dust 

Sadly, the spli tscreen twoplayer mode is 
disappointing. Because the CPU struggles to draw any 

further than around 15 metres beyond the front wing of 
the cars, it only really works when the two players have 
an intimate knowledge of the circuit. Another major 
drawback is that it isn't possible to alter the car's 
aerodynamic and brake settings during tile practice 
sessions, which means that players have to guess the 
settings before qualifying and racing. 

Nevertheless, this version IS currently as close to the 
real thing as PlayStation owners are going to get Without 
having to borrow Schumacher's overalls for the day 
Dedicated fans of the sport will no doubt rush out and buy 
it, but despite the undisputed Improvements, it may well 
prove a less attractive proposition 10 many owners of the 
onginal, who could be left wondering whether the new 
features represent real value for money 

But then, of course, there's always the 
possibility of next year's version to tempt them 

Edge rating : 

£ 
Eight out of ten 

~ 

." -/ 
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Dynamic weather and possible engine failure make 
the timing of pitstops crucial if races are to be won, 
The right tyre choice might also help (left) 

Format· PlayStation PubHsher: psygnosis 
DeVeloper: Bizarre Creations Price: £40 Release: Out now 
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Croc 

Although normally positioned 
behind (roc, the camera sometimes 
selects awkward angles (above) 

The 'inspir.tion' fer (roe is dear. N64 owners will no 
doubt have seen something like this befere (above) 

T
he first of the true super Mano 64-ahkes has 
arrived in the form of a super-cute affair from 
one-time Ot>ercodeshOp, Argonaut. After the 

likes of pseudo-3D platformers such as Pandemonium, It 
is time for other developers to prove what they can do in 
the wake of Nlntendo's epoch-defining title. 

Taking the role of Croc, players must progress through 
four islands of an area known as the Gobbo Archipelago. 
Each of the four IS brOKen down into six levels, and each 
of those contains SIX small furry animals known as 
Gobbos. These six are further divided into sets of two. 
Collecting all six of the Gobbos in each of the three-level 
sets reveals a secret stage. These eight secret sections 
each contam a magical puzzle piece, and COlleCting all 
eight provides access to a mysterious fifth island 

ThroughOut the 3D levels, the player is encouraged to 
collect crysta ls. Hitting the magiC 100 mark grants an 
extra life, while taking damage forces the entire collection 
to be dispersed over the floor, at which pOint there is a 
brief opportunity 10 regather them before they disappear. 
Hardened platform gamers will, of course, recognise 
elemens such as this Immediately. 

In visual terms thiS is one of the best PlayStatlon titles 
to date. Argonaut has created a series of colourful worlds 
within which Croc runs, jumps and swings With 
magnificent animation. The other characters are strong, 
too, displaying design skills usua lly associated with well­
produced Japanese games. In fact, the presentation in 
general is handled With exceptional professionalism 

Sadly, extensive play reveals the game's weaknesses 
NO! only is controlling the green-skinned creature 
awkward, but the game camera often tends to present 
the action from peculiar angles rather than from behind 
the player, making It difficult to Judge Jumps and often 

leading to situatIOns where enemies launch fatal attacks 
from offscreen POSltIOOS, unbeknown to the player. Three 
camera settings are selectable, but the options prove 
much less flexible than those of Mafia 64. Certainly, those 
who were QUick to knock the camera system of 
Nintendo's game would be wise to make room in their 
stomachs for a rather large slice of humole pie. 

There are many similarities between Croc and SM64, 
but PlayStation owners will find the comparisons 
unfavourable. Croc olfers neither the depth nor the 
innovation of Nintendo's game, and the short, barren, and 
repetitive levels result In an experience that is not £ 
nearly as enjoyable as It could well have been 

Edge rating : 

Six out often 

Underwater sections are atmospheric but. like the 
overground areas, can prove rather claustrophobic 

Format: PlayStation Publisher: Fox Interactive 
Developer' Argonaut Price: £45 Release: October 
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GunBullet 

Whatever location the player finds 
himself In, GunBullet always 
man aces to offer humour and variety 

. ~ S!7v1'£ 
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W
hen Namco announced its Guncon last year, 
many gamers felt that they could expect little 
support for the peripheral after the release of 

the initial compatible title, Time Crisis. After all, almost 
every console format in the past has boasted a gun-like 
accessory which has dramatica'ty failed to make an 
impact due to a severe lack of decent compatible 
software. Indeed, the videogaming world must be packed 
with discarded lightguns whose potential remains 
unfulfilled. Of course, the problem lies partly with the 
gameplay limitations of the gun-game genre, but 
publishers are also wary of producing titles of use to 
only the relatively small userbase which has invested in 
such peripherals. 

whether history will repeat itself with the Guncon 
remains to be seen, but by releasing GunBullet so soon 
after Time Crisis, Namco is already doing more than 
previous publishers have managed, Naturally, as sole 
manufacturer of the Guncon, it stands to lose the most if 
the system fails and is therefore merely looking after its 
own interests by offering continued support, but it's a 
commendable move nonetheless. 

GunBullet is a conversion of the laughs-packed arcade 
game (aka Point Blank), and apart from the coin slot 
nothing seems to have been lost in the translation_ In fact, 
as with Time crisis, this PlayStation version has exclusive 
features which greatly improve its long-term value. 

The main game, however, remains true to its arcade 
ancestry. As Dr Dan or Or Don, up to two players choose 
one of two difficulty settings and test their shooting skills 
over 16 levels. These levels, although essentially similar to 
each other (this is, after all, a shooting game), are perfect 
examples of imaginative Japanese design and as such 
present the player with a welcome amount of variety. 
- Shooting rows of bottles on a drinks cabinet, 
destroying meteors before they crash into a planet, 
splintering a falling leaf with a single bullet before it 
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whether It's sllYtnC stranded sailors from the 
clutches of yuttures (leftl or standard funfair­
style stuff. continuous frantic adlon Is assured 

reaches the ground or trying to kill a fly as it buzzes 
annoyingly around the screen are just some of the many 
humour-filled tasks facing potential Dirty Harrys. 
Furthermore, because the levels are presented in a 
random order, every game offers a different succession of 
stages, and a strict time limit ensures much panic­
induced trigger-pulling. 

The console-exclusive mode offers a special 
arrangement of the arcade game, which includes levels 
not present in the original version. A training option 
allows players to select either an individual or a group of 
levels with which to hone their Skills, while a survival 
stage allows the player to progress through the levels 
until he has run out of lives. 

The Quest mode is perhaps the game's weakest 
aspect It sees the two doctors travelling through 
Gun8ullet Island, meeting the locals and fighting off 
enemy attacks. All of the classic RPG elements, such as 
health and hit points, are here, together with the option to 
purchase better equipment with the money gathered from 
successful battles, but the change of pace proves too 
drastic for a game which thrives on constant action. 

In contrast, the Partyplay option really allows 
GunBul/et to come into its own. Here, up to four players 
take part in turn-based score or tournament battles, with 
two players playing against each other at anyone time­
or even eight players going head to head as two teams. 
This section stands as the perfect after·pub activity 

Ultimately, although it hardly pushes the boundaries 
of the PlayStation, GunBullet is an addictive, colourful and 
enjoyable title that fully e,xPloits its own strengths £ 
as an accomplished multi player expenence. 

Edge rating : 

Seven out of ten 

I A cr_veyard Is even used as _ settlnC for the action 

Some staces rely on speed rather 
:than pinPJpint accuracy (top), while 
others demand a mixture of the two 

Format: PlayStatlon Publ isher: In-house 
Developer: Namco Price: ¥7 ,800 (£45) Release: Out now Uapan) 
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Ghost in the Shell 

The Ghost In the Shell manIa and anime delivered a complex plot 
revolvinl around computer crime, the Net, and cybemetlc people. 
The videolame. however, Is little more than an arcade-style blast 

hi le the movie tie-in has rather had its day In the 
west, the animation industry in Japan still 
provides rich pickings for publishers seeking to 

give their game a much-needed promotional boost. Even 
so, given that Ghost in the Shell is so rich and complex in 
its anime and manga forms, it's disappointing that Sony 
has ignored almost everything that makes it so special 

The way the landscape twists and tums Is well 
implemented, maklnl this a lame unlike any other -
although at times a terribly disorientating one 

What the game actually turns out to be is a reworking 
of the Jumping Flash engine - not surprising considering 
that developer Exact was also responsible for coding the 
two Flash adventures for sony. The Objective is simply to 
shoot or be shot as players scuttle their way around 12 
rather shOrt levels, each of which culminating with an­
obligatory boss. Flash's cartoonesque world has been 
replaced with a rather grey and grim setting, and the 
comical Rabbit has been superseded by Fuchikoma, an 
insect-like tank piloted by Ghost's heroine, Motoko 
Kusanagi, accompan ied by her special police squad. 

Exact's gimmick here is not that it's possible to jump 
seemingly miles into the air, but that the tank can scale 
and cling to wa Is and ceilings. The screen always rotates 
so that it is in an upright position, which makes for an 
interesting twist when the obstacles are Shipping 
containers and buildings on a dock. The game turns into 
little more than a Descent clone, however, when 
Fuchikoma is in an interior complex. The fact that the 
viewpoint slips into firstperson whenever the tank finds it 
can't back up any more can create havoc when trying to 
cope with a screen futl of flak in cramped conditions. But 
there's plenty to shoot at and the going would be 
admirably challenging - conSidering this is a Japanese 
game - if it wasn't for the memory-card save option. 

Ghost in the Shell is an enjoyable, if Short-lived, 3D 
shOoter made more deSirable by its lavish presentation, 
featuring over ten minutes of new animation by the original 
animators and music courtesy of techno exponents such 
as Hardfloor and CJ 80lland. It's just a shame that Sony, 
in trying to get as much as possible for its money, forgot 
to produce a game that actually had something in £ 
keeping with the licence it spent it on. 

Edge rating : 

Seven out of ten 

Format: P1ayStatlon Publisher: SCE 

Developer: Exact Price: ¥5,800 (£30) Release: Out now (Japan) 
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They may look Impressive, but the 
mechanical bosses have attack 
patterns that are easily leamed 
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Tetrisphere 

As well as a oneplalyer mode (.bove). rHrlsphere .Iso 
.lIows two plalyen to CO he8d to hod (top rlchtl. 
Cute ..... phlc.l effKts sometimes come Into play (richt) 

W
atching another human being play Tetr/sphere is 
like trymg to fathom Vulcan Chess or 
holographic Missile Command - one of those 

unconvincing future entertainments that science fiction 
cannot get quite right. Those doubts never completely 
disappear, but the N64 has acqUired another so-so title 
that's perfectly summed up as a 'diversion'. 

The playing field is a sphere of several onion-skin 
layers, each layer composed of tessellating tile blocks in 
myriad shapes and colours. The first five letters of the 
name is pretty much all that Tetr/sphere has in common 
with Tetris, as this is really a three-dimensional variant on 
the likes of Columns and Puyo Puyo where blocks must 
be removed in chain reactions. The shadow of the 
player'S next assigned shape rests in the centre, and by 
rotating the sphere to position it over an identical tile it's 
possible to remove all adjOIning blocks of the same shape 
and colour. If no chains eXist, blocks can also be slid into 
whatever space has been cleared 

Further tactics are unveiled in the ability to cause 
'slow' chain reactions This allows time to set off another 
reaction elsewhere on the sphere before the first ends, 
and the combined total block count (embarrassingly 
referred to as a 'combo') earns varying strengthS of magic 
with which to remove substantial portions In one special 
attack. The ultimate goal is to blast a path to the core, 
although the thoughtful array of modes and options can 
provide more diverse challenges. 

Doubts arise when Terrisphere is compared to 
Simpler, less elaborate puzzle concepts. with the likes of 
puyo puyo it's possible to work to a rough long-term 
strategy. Tetris itself has a number of edge-placement 
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tactics to learn. But TetriSphere, being so graphically 
sophisticated, remains unpredictable beyond the mastery 
of a couple of basic techniques. It's quite impossible for a 
player to hold the whole 'board' in his head, so to speak, 
even though only part of it is visible at any time. Planning 
ahead is a hopelessly ambitious task 

To make up for that simplicity, Tetrlsphere ups the 
speed and punishes harshly for errors. The bizarre 
consequence of this fast and frantiC plaYing style is an 
odd resemblance to Tempest 2000, being Immersive, 
engaging, abstract, desperate - even down to the pulSing 
old-schOol techno BGM that sets the pace. 

It isn't going to supersede the original Terns in 
anybody's appreciation, but Terrisphere does share that 
capacity to draw players away from ringing phones and 
boiling milk pans for a session In which time £ 
appears to dilate SCience fictIOn Indeed .. 

Ed ge r at i n g : 

Six out of ten 
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The pUIZIe c.me Is but one cenre th.t the N6' still 
I.eks • sterllnc ex.mple of - Tetr/sphere Is unlikely 
to reset the bill. nee, despite some nice touches 

Thouch the craphlcs hardly push the 
N64. lfs difficult to see how else 
they coukl hue been Interpreted 

Format: Nintendo 64 Publisher: Nintendo 
Price: $70 (£46) Release: Out now (US) 
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Marvel Super Heroes 

(apcom's addition of playfields which 
scroll vertically as well as horllontally 
anows for aeri.1 assauti manoeuvres 

As in previous (apcom beat 'em 
~r.s, throws form a lafle part of 
c on-quarters combat that larger, 
less agile charaders excel at 

lP- NEW HE 

R
eflecting the colourful nature of the comic-book 
chBracters It features, Marvel super Heroes is a 
heady cocktail of pyrotechnic effects and 

outlandish special moves Iron Man fires screen-long 
blasts of phOton cannon; Blackheart summons strange 
apparitions to overwhelm opponents; ultimate 'boss' 
character Thanos engulfs assailants In flames 

While basic moves are accessed by familiar stock-in­
trade pad combinations, the more outlandish attacks can 
only be utilised througn moderately complex sequences, 
something SF Alpha afiCionados will grasp With ease. With 
some assaults filling Virtually the entire display, mastering 
a character is particularly satisfying 

To counter the potential imbalance such wild attacks 
could create, Capcom has increased Introduced vertical 
scrolling to complement the horizontal. Traditional jumps 
(and the assorted attacks they support) are present as 
ever, but by pressing down followed by up or tapping the 
left shOulder button, players can launch their character 
skyward. An indicator appears, revealing the off-screen 
foe's position and, by Judging descent in accordance with 
this, accurate falling attacks are possible 

Marvel Super Heroes' airborne brawls are a great 
feature, and one beat 'em up fans will find surprisingly 
easy to master. With players able to use special moves 
and throws while aloft, it allows the smaller characters 
lacking large-scale projectile moves to compete on level 
terms. It also prevents play from degenerating into a tit­
lor-tat exchange of arbitrary long-range specials. 

Another key addition is the ability for players to 
collect and use power-up gems. There are five in all, each 
capable of boosting abilities such as speed and damage 
resistance. Punsts may find the concept distasteful, but 
it's a novel aspect that doesn't intrude upon core gameplay. 

MSH also supports another type of power-up - the 
Saturn RAM cart. Launched in Japan as a package, the 
t,.wo combine to offer a stunning, near arcade-perfect 
experience. Shorter loading times and additional frames 
of animation are the principle benefits, but some players 
claim an actual increase In gameplay speed. If such an 

The size of the lafler characters in MSH is 
particularly Impressive. Naturally. thoulh, their 
strength Is offset by their comJNrative lack of speed 

ncrease exists, however, its bearing on play is negligible. 
Along With the lack of Alphaesque refinement of 

character-vs-character balance, it's noteworthy that MSH 
occasionally hiccups in its efforts to maintain a steady 
frame rate. When two of the larger characters do battle, 
the occasional judder IS an unfortunate side effect of 
large-scale spnte manlputat on. But, again, gameplay 
remains unaffected, and it's unlikely any other than 
die-hard fans of the arcade original WIll find it a distraction. 

Loading times are MSH's main weakness, while -
unsurpflslngly - ItS twoplayer mode is ItS strength. An 
option is prOVIded to replace front-end presentation screens 
with Simple text, thus cutting diSC access, but the delay is 
still Just long enough to irritate. WithOut the RAM cart, 
Virgin'S November UI( release could De a olsappointment. 
Even Without such peripheral enhancement, £ 
though, MSH remains a very fine beat 'em up. 

Edge rating : 

Eight out of ten 

Format: Saturn Publisher: Capcom 
Developer: In-house Price: ItS,BOO (£30) Release: Out now Uapan) 
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DEVELOP 
VIDEOGAME DEVELOPMENT UNDER THE MICROSCOPE 

c nga d aga 

I A I though employ;ng staff, find;ng an office and 
buying equipment are all vital to setting up a 
development house (see Edge 49), the most 

important thing a software company can do when it starts up 
is develop a marketable product. Of course, a sparklingly 
original game idea would be good, but it's not strictly 
essential. lNhat the studio head needs to do is persuade a 
publisher that game X will sell by the thousand and make 
everybody a lot of money. Which, as anyone who has 
watched the industry over the last five years can testify, is 
very different from having a sparklingly original game idea. 

Opinion on what makes a successful game is divided. 
Eidos MD lan Livingstone, for example, insists that 
originality is still more important than coming up with the 

latest Doom done: 'The market is more and more hit-driven, 
with sequels dominating the charts, so establishing new titles 
is tough and takes a lot of promotion and PR. However, it is 
essential that small teams create original concepts and 
establish new genres to have any chance of survival: 

Ocean's UK head of marketing, Andy Hughes, is more 
sanguine about the need for originality. 'The gaming markets 
these days have moved into a new era. Originality is stili as 
important as ever before, but development teams must 
understand that not all great new ideas are commercially 
viable. An understanding of the market and its ability to 
accept certain genres of game and a real commitment to the 
project is essential: 

Mark Cochrane at Psygnosis is slightly more lyrical. 
'From the concept perspective, we look for originality, 

content, technology, look and feel, feasibility and 
marketability. You can look at it like baking a cake. An the 
ingredients must be there in the right amounts, but - and 
this has never been more important - it also needs to be put 
in the oven for the right amount of time. In a team, we look 
for ability, experience, structure and organisational skills, not 
forgetting the interpersonal element.' 

Whatever the case, this process of persuading a potential 
publisher of a ne.v game's qualities is a protracted and 
complex one. It is, for example, becoming more and more 
common for publishers to demand storyboards, plus lengthy 
design documents, sketches, ammatlOns and suchlike, all of 
which should be presented by someone looking suitably 
smart and businesslike. 

Which is where the designer suits and spreadsheets 
come in, and where it's advisable to leave the scruffy creative 
types back in the office doing what they do best. The cost of 
developing games has escalated at an alarming rate, and 
publishers are very keen to put a price on what they sign. In 
fact. even before an expensive Armani is donned, the studio 
head will have to sit down at his PC and meticulously prepare 
a business plan. Salaries, rent, rates, equipment costs, 
software costs and, in fact, anything at all that is going to cost 
money, has to be included. Consider this: a medium-sized 
development studio can spend about £700 a year on coffee. 
This all needs to be tied in to the schedule, so that if the • • 

game is going to take 12 months to develop, the plan needs 
to cover that entire period, and possibly even more, as the 
game will undoubtedly slip. 

But even this effort may not be enough. Because the 
contemporary videogame market is intensely competitive, 
and development is an expensive process, producers are 

e 10 ment studio. part 2 
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wary of companies with little experience in the field. 'A past 
development history is important,' confirms Hughes. 'It's not 
that new teams can't make great games, but past projects 
and market releases show that they can hit deadlines and 
produce market....vorthy product. This gives publishers the 
confidence to invest in the future of the team and ultimately 
the game. It's certainly a trust situation for both parties: 

With a great deal of luck, however, a contract will get 
negotiated, which should include a royalty as well. The latter 
is vital because it is where the real money is made - the 
advance, no matter how generous it looks, will only ever 
cover the cost of development. 

Once the contract has been signed, it's tempting to 
believe that the rest will be plain sailing. Sadly, that's not the 
case. True, there may well be a honeymoon period during 
which the publisher thinks the sun shines out of the 
developer's behind, but publishers are notoriously fickle and 
their marketing departments even more so - both know very 
well that today's hot ticket could well be tomorrow's garbage. 
A deal may have been signed and the game agreed on, but 
that all counts for nothing if the product looks as though it is 
sliding toward the garbage end of the scale. 

The smart tactic is to keep extemal development and 
marketing well informed about the progress of the game. 
Essentially, it has to be marketed intemally so that the 
marketing department is sufficiently interested to promote it 
externally. It's an unfortunate fact, but if marketing hates the 
game, it's scuppered. This may sound like an odd fact, but as 
Hughes states, 'Any development team that doesn't 
understand the importance of marketing and constructive PR 
will struggle. In today's markets, both disciplines are vital to 
massmarket success.' 

At this stage, the quality of the game is fairly immaterial. 
All the studio head needs to do is court the marketing 
department with phrases like, ihis game is the next best 
thing to the second coming.' Once they're on board, they go 
off and repeat the mantra to the gaming press, leaving the 
developer to get on with producing what, all being welt, will 
tum out to be a good game. 

Even 'Nith marketing on board, the studio will no doubt 
face a number of crisis situations before the game is finally 
completed. The most likely is that a game vaguely similar will 
appear beforehand. This will inevitably cause external 
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development and marketing to get a httle concerned and 
start asking if visual effect X or gameplay feature Y can be 
added. Then they'll start insisting on it. arguing that the game 
will sell nothing unless the studio complies. The studio head 
must be prepared to accede to these demands and still meet 
the deadline. 

Getting a demo ready for a trade show is another 

potential problem area. Again. this has to be achieved in 
plenty of time, because one of the publisher's direaors IS 

bound to see it and 'suggest' that a little something is added 
- usually the kind of 'little something' that takes at !"east four 
weeks to implement 

Preparing a demo for an Internal publishing review is Cl 
similarly unpredictable challenge. Here, the studio head will 
have to stand well back as the game gets torn to pieces and 
the producer comes up with some 'essential gameplay 
elements/visual effect' that necessitate throwing away several 
weeks of work. Worse still, the studio head 'Nill then have to 
summon the balls to tell the programmers and artists about 
the changes. 

However harrowing this rollercoaster process may sound, 

coming up with the goods on time IS atvvays the crucial factor 
for any development house, as Psygnosis' Mark Cocnrane 
makes clear: 'I f, during an initial dialogue, a developer says 
that they will send a demo for a proposal next week and it 
doesn't actually show for four weeks, it is likely that the team 
has no organisational skills and a disregard for deadlines. 
Psygnosis would be unlikely to pursue a development 
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relationship with such a team. A bad team is one that 
promises the earth and delivers nothing.' 

Getting the game into the test phase reveals a whole 
new catalogue of woes. Prepare for a daily barrage of faxes 
detailing bugs, gripes, whinges, impossible wish lists and 
additions. Stay far too late repeatedly trying to get it 
mastered. and then. finally, relax momentarily while the game 
hits the market The ke'fl'lord here is 'momentarily' - the 
studio must now prepare itself to write the first of an 
indeterminate number of patches to fix all sorts of little quirks 
that somehow didn't manifest themselves in the exhaustive 
test phase. 

All being well, the game will hold onto something close 
to its recommended retail price for a few weeks and sell well 

enough to bring in some hard-earned royalties. If it does do 
the business in the shops, the publisher 'Nill congratulate 
rtself for having pulled off a marketing coup and the 
developer may well get a placatOfy pat on the back as the 
marketing director parades around like a worid heavyweight 
boxing champion. However galling this may be, the payoff fOf 
the development team (as well as the royalty cheques, of 
course) is ultimately the knowledge that their much sweated­
over vision of videogame perfection has made its mark on 
the shelves of Electronics Boutique. As Ocean's external 
development director, Gina Jackson, says: 'The advice that [ 
would give to a developer is to be realistic and be true to 
yourself. Don't give the publisher what you think they £ 
want; do what you belIeVe in.' 
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Garners are to blame 
irst, as someone who has been involved 
with the games industry for about ten years 

(in one form Of another) it never ceases to amuse 
me that people constantly bleat on about the lack 
of imagination and originality in today's tides. 
Well, whose fault is thatllet me tell you - yours. 
the great gameplaying public! Why? Because 
people keep buy;ng the same old tat time and 
time again. This year's update of RFA7 Oh yeah, 
we'll have that! Virtuo Fighter n Ker-ching! Yet 
another bloody racing game? When will it end? 
When people wake up and realise they're being 
taken for a ride. Thanks God for the likes of 
Bultfrog, that's what I say. 

Second, the retro craze. There's a real risk that 
although a lot of classic games are destined to 
make a reappearance, a whole lot of dross is 
going to be dredged up from videogaming hell. In 
the rush to reclaim this industry's rich and 
coloul1ul heritage, some money-grabbing buggers 
are going to relaunch collections of such 
'masterpieces' and watch as the moolah rolls in. 
Word to the wise is all, but while I'm on the 
subject, 64bit updates of Virus, The Sentinel, or 
even Elite certainly wouldn't go amiss .. 

Third, a terrifying situation for which both 
Edge and Nintendo should receive a damn good 
kicking. Okay, so chip prices/development 
costs/marketing and production push the cost of 
a cart through the roof. Thank the greedy bastards 
at Nintendo for that. But how the photon can you 
justify giving Turok nine out of ten with a price 
like £70. Get real, this is Neo·Geo territory six 
years ago! Don't you guys consider the impact of 
pricing like this when you tot up the totals? Or is 
such a wallet-busting sum irrelevant? It might be 
an admirable game but this is just total insanity. 
Mark my words - wait until the first £ I 00+ game 
hits the shelves and watch the games industry 
disappear up its own arse. 

Apart from that, bloody good mag - and next 
time you see Jeff Minter ask him if he wouldn't 
mind doing a 3Dfx light synth. 

Name and address withheld 
Regarding your first point, what you're forgetting 
is that the majority of games are purchased by 
people who don't read the videogame press - the 
uninitiated gameplaying public that flock to a 
license such as FIFA in the same way that hordes 
of people will flock to see a duff movie such as 
'Speed 2' without checking out the panning it gets 
in a movie magazine first This huge, uneducated 
sector of the market will always exist, and as long 
as a game has a big name associated with it then 
quality will rarely be an issue. 

At the time of Edge's review of Turok a retail 
price for the UK version had not been set. But its 
£70 price tag would not have affected the mark 
anyway. Many of Edge's readers are used to 
paying high prices for imported games, where 
figures of £70 are the norm rather than the 
exception. Wherever possible Edge notes if UK 

gamet; c,oe '1 a1 hIgher "han aver ge pnl a!: 

\ S the cac;e WIth l Jnt!ess Neo-G '.J c rtndge 
r"leases (and Turok when the poce Wd'5 

, nnounced the month 'allow og the r lew) · blJ! 

the m(l8az ne Judges :-"ocu .. ts for th Ir overall 
cOflte'1l and e1te1ainrn nt thry d hr, d 
unless cmethmg IS parbcularlv short Ne a'ld 
easy to complcte. pricmg IS S. ·ectr. Aft!.; 
E90 import price tdg hardly aff~led the rev ew 
$Cores given T;O Street Fighter 11 whe" it 
appeared on the SNES flV! ye rs a 0 

The ethics of emulation 
think you are correct in your statement that 
the people creating and using emulators are 

fans and not pirates. After all, very little money. if 
any, is changing hands. The majority of the 
emulator programs are free. and every ROM 
website makes them available for nothing. In 
short no one is getting fat on them. 

These people know they are breaking the law, 
however. as they cover their pages with copyright 
statements and disclaimers. Although I genuinely 
think that the big boys such as Sega and Nintendo 
are not losing significant amounts of revenue as 
Mega Drive and NES games are not being bought 
at full price in large volumes any more. Generally, 
second-hand shops and market stalls are the only 
businesses reaping cash from these formats. 

Besides, what sort of person other than a 
game fan would spend a good hour downloading 
emulation software and ROMs, fiddling about with 
DOS and Windows attempting to get them to 
work and then playing the games on a tiny size in 
the middle of their monitor, often without sound? 
Granted, you could take the ROM image and 
duplicate pirate cartridges with it, but very few 
people I know have resources like a ROM burning 
setup! Besides, I could walk into my local junk 
shop and buy Sonic for £6, so any rogue wanting 
to sell this game would have to beat that price. 
Not very economically viable for Mr Pirate. 

Finally, a grey area exists in regard to the PC 
Engine. I always wanted one, but because it was 
never officially released in the UK and I was a 
broke schoolboy at the time, I couldn't afford the 
import prices. Now thanks to Magic Engine I can 
discover a period of gaming that I missed before. 

They may be legally questionable, but 
emulators are a fascinating peek at yesteryear, 
not fuel for fraud. 

Mark Paterson, 

Sheffield 

crossing over to the dark side 

D n the September issue of Ed'ge Phil Ford 
writes something about 'crossing to the dark 

side' and buying a PlayStation. My answer to him 
would be: what are you waiting for? I know lots of 
people who own both consoles, and your 
problem with finding good games (or new games 
at all) would be solved. 
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But the reason why I'm writing this is that I 
see he is 34 years old. Well, I'm 28, and 
completely satisfied with my PSX. Of course, many 
PSayStation games suck, but some are eye­
popping. Resident Evil alone is a reason why you 
should buy a psx. not to mention Tomb Raider 

(atthough not personal fave) or Telcken 2. 
But in my humble opinion: Resident Evil is a 

masterpiece. It combines horrOf, action and RPG 
in a terrific game, and something is rotten in 
Denmark if it will not be released for the N64, too. 
But my advice right now is this: put the N64 in a 
closet for six months and buy a PiayStation and a 
copy of Resident Evil. It wouldn't be that 
expensive considering his - in his own words -
'relatively high standard of living'. 

A world of clones 

Dan Frunla, 
Denmark 

have to comment on the unfairness of what 
Edge said about Nintendo's presence at B. 

Running out of ideas? Hardly. Despite Banjo­

Kalooie and Conker's Quest looking familiar to 
SM64, it's wrong to call them clones a such. We 
must remember that SM64 started a new genre of 
gaming - the 30 platformer. There will be 
hundreds of 3D platformers similar to the way 
there are hundreds of racing games and first­
person shooters. If Edge's remarks are correct, 
that Banjo-Kalooie and Conker's Quest are simply 
labelled 'danes', then indeed just about every 
new game is a 'clone' of a past one. And now that 
3Dfx has arrived, the PC is heralded as a fantastic 
games machine. Yet all we see are fancy graphics 
and little originality, something that Nintendo is 
trying to cure in the over-<:rowded gaming 
industry by starting a whole new style of gaming. 

Joe Kenny, 
via email 

You make a valid point but Edge was merely 
highlighting just how similar the gameplay and 
themes in Rare's E3 duo seemed to be to 
Nintendo's classic. The biggest problem assessing 
Moria 64-style games surely has to be that the 
initial benchmark it set was so incredibly high. 
Most games that try to branch out into new areas 
usually carry gameplay deficiencies that are 
gradually ironed out as more 'clones' pel1ect the 
formula. Mario 64 singlehandedly defined a new 
direction in platform games with incomparable 
variety and sophistication, and as a result no 
games company has yet come close to £ achieving what Nintendo has. 

A shaky stick 
n hanks for the feedback (Viewpoint E47). 
... However, you seem to have got the wrong 
end of the stick that I was shaking. It was not your 

'wide eyed adoration' of Moria 64 that I was 
referring to, it was John Braithwaite's. His letter 
brought into question the integrity of the entire 
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N64 software catalogue, and this is why I felt 
justified to mention titles such as Shadows of the 
Empire, Cruis'n USA and FIFA. 

What I find exasperating are the constant 

stream of versus arguments that stretch back 
further than the C64jSpectrum debates I can 
remember. All this nonsense can be summed up 
in one word - angst. You're either happy with the 
system you've got or you're paranoid that 
someone else is having more fun than you. Either 
way, isn't it about time this pointiess yakking and 
whining ended? 

sega's last stand 

P.trick 5 Cow.n, 
Edinburgh 

he remainder of '97 shall be a decisive time 
in the computer games industry - but most 

notably for Sega. The Saturn's market has virtually 
disappeared in one fell swoop as the PlayStation 
and N64 are perceived as being superior. The 
Saturn upgrade is therefore crucial. as it could 
conceivably give the Saturn a new lease of life, 
but only if it meets strict criteria. If it is to be 
successful it should be available at a general 
market price, ie the price of a game, and certainly 
no dearer than an N64 cartridge. This would most 
likely mean that the VF3 upgrade package would 
be sold at a loss - but such is the price Sega must 
pay if it is to retain credibility. 

If the upgrade can truly render VFJ at a 
standard comparable to the arcade, it will provide 
performance higher than anything the PlayStation 
has to offer and should at least compete with 
first-generation N64 software. The upgrade must 
be embraced by the development community, 
though, for if Sega has not yet learned that 
in-house software is not enough to sustain a 
console, the upgrade may be the last piece of 
mass-produced hardware Sega will sell. 

P.ul 0' o.dlM. 
Dublin 

There is little news about Sega's VF. upg. tde to 
report and current feeling seems to indicate that 
its Model 3 beat 'em up is being saved for its next 
console launch. Certainly, industry experts that 
Edge has consulted believe that the company had 
problems integrating the technology into a Saturn 
cartridge and then exploiting that through 
the machine's internal architecture. 

The art of the arcade 
n 0 me the great mystery of the industry is the 
.. difference between the home and arcade 
markets. For the home market. producing triple-A 
games is a tough challenge, and even the greatest 
publishers can lay expensive eggs. look at the 
Atari Jaguar. It was the right product at the righi 
time and all they had to do was to produce six or 
seven must-have killer games. Not only would 
Atari have saved itself, but the world would have 
been its own. But not even when its depended 

upon it - not one killer game. 
The Nintendo 64 is the same stmy in reverse. 

The enh'y of Sony into the market left Nintendo 
way out of position. launching into the market 
late it was arguably one game - Morio 64 - that 
allowed Nintendo to recover so much lost ground. 

And yet the arcade market ahNays manages to 
stay one step ahead, able to produce killer games 
time and time again. Producing seductive and 
instantly playable tides, the arcade giants rarely 
put a foot wrong. Even the home versions are 
never as good as the originals. While the 
technology of the home consoles is impressive it 
is only now we are seeing arcade-perfect 
conversions of Defender and Poc-Mon. will it take 
another ten years before we see arcade-perfect 
conversions of Kif/er Instinct or Doytona USA? 

P.ul Johnson. 
West Midt.nds 
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Another bitter PlayStation owner 
s a longstanding reader of your magazine 
(since El), I have come to the conclusion 

that Edle has indeed become - dare I say it -
biased towards the N64. 

I am sure that you will immediately think that I 
am just another bitter PlayStation owner. 
However, as I own both hardware platforms I feel 
that I can express this view without any malice. It 
is not that there is anyone particular instance 
where I have thought 'There they go again 
putting the PlayStation down!', it is more a case 
of continual demeaning over probably the last 
ten to 15 issues. 

As for my own opinion, I think both machines 
are superb pieces of hardware but if push comes 
to shove my allegiance will always lie at the door 
of Mr Tokunaka. 

Name and address withheld 
Once again for all readers who somehow still 
haven't got the message yet: Edge does not 
favour any particular machine - but it does deli\ler 
praise and criticism to companies wherever due. 
In the case of Nintendo this means that the 
company and its console have receIVed favourable 
coverage because of its relentless commitment to 
releasing games of high quality. Sony and its 
PtayStation. on the other hand, have favoured less 
well recently, and the magazine has reacted 
accordingly. Do not interpret this as unreasonable 
bias - it is simply open-minded reporting £ for which Edge has become renowned. 

( and ) 

fi1 1. wny is a game like GoIdenEye being 
~ released In Japan first, follO'Ned by the 
US before the UK? The game is developed in 
the UK, Just like Micro Machines V3, which 
was released in the UK first. 
2. Does Nlntendo hold the patent on the 
O-pad ? Is this why sega uses a Circular disc 
and sony uses a divided cross? 

Ken Wong, address withheld 
F.'I 1. Just as Blast corps received a launch 
LitJ In Japan before the US, so too Win 
GoIdenEye. wny? Simply because NCL says 
SO. It's not oorth buying this version unless you 
have a gOOd command of written Japanese­
the game features a fair deal of text. 
2. The existence of the same kind of device 
on numerous other joypads from competing 
companies implies that no patent exists for 
the O-pad, but its analogue controller design 
is believed to be a closely guarded -
and patented - property. 

,., I am about to purchase a standalone 
~ 3D accelerator card and I have a P133, 
an Intel Advanced/Marl ATX motherboard, a 
2Mb Matrox Millenium graphics card and a 
SOUndBlaster 32_ lNhich card VoIOUld you rec· 
ommenej? At the present time the choice is 
between a 3Dfx-based card or the APOcalypse 
3Dx. I understand there is little performance 
difference between the Diamond Monster and 
the Orchid Righteous cards, but 1 have heard 
rumours that because of the pass-through 
cable they use, the screen display is degraded 
in some way. I have also read that the Orchid 
makes an audible click when working. which 
the Monster does not. 

Finally, is it true that YJhen the 3D 
accelerator is not in use. its presence can 
hamper the performance of your 20 card? 

Glenn Caulton, via email 
r;1I Voodoo-based cards are connected to 
LiJI the 20 card via a cable, and overlay a 
3D display on top of the Windows desktop. 
This means that it isn't possible to play games 
in a Window - an advantage that its main rival 
the Vldeologic Apocalypse 3Dx has. Voodoo 
RuSh, 3Dfx:s 2D/3D combination card, 
addresses that problem. but support for this 
is stUI a grey area. 

Edge has heard no rumours of 20 cards 
being degraded by a 3D card such as 30fx. 
but the Orchid Righteous card does make an 
audible click when software ooats up. It is 
hardly noticeable, though. 

At present, 3Dfx still has the edge In terms 
of developer support but VideologJC'S presence 
is growing steadily and can·t be ignored. Due 
to the processor-dependent architecture of 
the PowervR card. Edge wouldn't 
recommend Videologic's technology 
for pes below P200 spec. • 
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