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t's not often that Edge puts a
venerable ten-year-old coin-op
on its cover. But in some respects

R-Type epitomises an ‘Edge game’ -
certainly more so than the legions of
vacuous 3D eye-candy offerings that arrive
in the office each month. Irem’s classic
shoot ‘em up may be a relic from a dated
genre (with an inherently simple game
structure to boot) but it pioneered graphic
and game design blueprints that set
incredibly high standards - standards that
were so far ahead of their time, they
still impress today, It's © difficult to
think of a game that so vividly
exemplifies a developer having strived for
perfection in every vital area of a
game's creation.

This theme of seeking excellence in
gaming's past continues with the
Revival of the Fittest feature, where Edge
selects ten outstanding examples of game
design. Instead of simply showcasing
videogaming's most famous creations
across  seven  pages, Edge  has
endeavoured to select titles that, while in
some cases fall short of classic status, ~
still embody such strong ideas that
remaking them seems like a logical step.

Retro-types  shouldn't  just  be
retrogames with a new lick of paint.
They should be titles that capitalise on
excellent concepts which were first

realised in retro titles - concepts possibly
underexploited the first time round. !
The prototypes already exist — all that's 2

needed now is some intelligent
reinterpretation. Edge awaits possible
developments with interest.
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VIEWPOINT

EXPRESS YOURSELF IN EDGE — WRITE TO: LETTERS, EDGE, 30 MONMOUTH STREET, BATH, BA1 2BW (email: edge@futurenet.co.uk)

dge 56 was fascinating. In

the game over section you
were rather sniffy about PC Zone
publishing images of animals being
cut up. Yet at the same time you
though another picture of a
mutilated body was so tasty it
was suitable for use as a cover
ilustration. It showed a young
woman with a rib bone sticking out
of a large bloody cavity in her chest.

Why do you consider it

acceptable to show pictures of a
mutilated woman but not animals?
For the record | found your
illustration much more distasteful.

Edge's hypocrisy on this matter
is breathtaking.
F Bannon,
via email

It wasn't Zone's use of mutilated
animals that was found unpleasant,
more the clear depiction of young
children enacting shocking, gory
scenes of violence. Clearly intended
as some skewed attempt at
‘humour’, the feeling was that Zone
had overstepped the mark.
Moreover, where Edge’s use of
‘distasteful’ imagery was to illustrate
a feature about, and review of
Resident Evil 2, a deliberately
violent adult title, the Zone piece
bore no relevance to the magazine's
content. Edge can only wonder at
the effort put into such a poor ‘joke’.

fter reading your review of
Sega's excellent Winter Heat
in ES5 | was wondering whether
you were reviewing the same
edition that | purchased. The final
version is a four- rather than a
two-player game as you stated,
with 11 events - including
snowboarding. The final three
events were Saturn exclusive.
Although you gave the game a very
respectable eight out of ten,
perhaps you could write an
up-to-date review for the sake of
Saturn owners and Sega alike.
Christian Meyer,
via email

Sega supplied Edge with a copy of

_Winter Heat for review and it was

understood to be the finishedgame.
The magazine then contacted Sega
as it was felt that the exclusion of
snowboarding from the title was
unlikely. Sega then reassured Edge
that the version of the game in its
possession was indeed complete,
and that the review should go
ahead. The fault lies squarely at the
company’s door, although after
playing the ‘final’ version, Edge still
stands by its respectable score of
eight, regardless.

am intrigued by your idea of

a review with no mark. This
would be a large and, | believe,
positive step. After all, games are
currently marked like homework;
this is right, this is wrong... Changing
the style to a critical approach
would radically alter how games are
perceived. Would we give the ‘Mona
Lisa’ a mark or percentage? Many of
today’s titles are stories that engage
the player's emotions, as well as
their fingers. The number of times
I've jumped playing Resident Evil 2
is embarrassing to admit! Reviewers
have to appreciate this. After all,
marks have so many disadvantages.
They can go rapidly out of date - is
Turok still worth nine out of ten
after GoldenEye? Also, can a
graphically poor game such as
PlayStation GTA that plays well, be
compared to a 3Dfx-enhanced title
that plays terribly? A no-mark
solution neatly sidesteps this. The
main drawback could be that you
would inevitably receive letters
asking which game is preferred.

Guessing what kind of mark

Edge would give a game is not
harmful, but if two good games are
reviewed in one issue, how would a
reader choose? The use of marks is
so ingrained, would it be too radical
for people to accept? Indeed, Edge
had RE2 before the review was
published and was guessing what
score it would receive because of its
similarity to the first game. You can't
drop the scores yet, because | have

a tenner which says you give Zelda
ten out of ten.
Simon Wilmer,
via email

ssue 56 suggested that it's
time to stop giving games
scores altogether. | couldn't agree
more - a score out of ten just does
not do justice to your point of view.
Let your excellently written reviews
speak for themselves. Edge should
take the lead on this issue, as | can't
see any other magazine doing so.
David Mcintosh,
via email

The amount of feedback received
on a passing comment has both
surprised and pleased Edge, clearly
the removal of marks from
testscreens would indeed be a
radical step. Internally, the magazine
is very much in favour of the move,
but whether the wider readership
would both accept and benefit from
the change is less definite. Part of
the difficulty is the mental
adjustment required from the public
to see games as pieces of art, rather
than ‘for kids". Having said that,
Edge cannot imagine marking
‘Monopoly’, ‘Risk’ or ‘Jenga’ out of
ten. Perhaps the greatest plus point
would be that games PR staff
would have less reasons to fall out
with the magazine. ..

his is the first time I've ever
written to a games magazine,
but for God's sake how many more
of those awful Edge logo posters do
we have to deal with? The fact that
you had access to such stunning
Resident Evil 2 artwork, yet you
produced another utterly dull poster
makes me sick! The imagery on the
back of the issue was gorgeous -
couldn’t you have used that? Is
Edge really so full of itself that it
thinks anyone wants to see more
of these unimaginative posters?
Brian Flanagan,
Core Design Ltd

You have merely illustrated the
variance in people’s taste. Edge has
received other feedback from
readers who have appreciated the
art. Edge likes to do things
differently and that includes
producing posters that aren't the
kind you'd find on the wall of a

spotty teenager. You'll be pleased to
note that the current series of
posters has run its course anyway
(but that won't stop Edge from
condemning all of Core's future
releases to a maximum testscreen
score of six).

Ithough you have received

many letters regarding Gran
Turismo’s ten out of ten score, |
feel your critics have missed the
point. While Mario 64 was, and
remains, the greatest platform
game ever made, you cannot deny
that within 12 months a game
superior to GT in both graphics and
playability will be released - it may
even be GT 2. Now, by giving
Sony's effort a perfect mark, you
will be forced to do the same when
it is bettered.

A ten scoring game must be so
original, playable, genre-breaking,
mind-blowing and fun that it will
be timelessly brilliant and almost
impassible to better. From Edge’s
screen shots, GT appears to be an
evolution of the Ridge Racer and
Daytona genre and not ground
breaking at all. The only racing
game to come close to perfection
was the SNES classic, Mario Kart,
which was simply pure playability
and fun.

Joe Blair,
via email

Edge would like to finally clarify its
position regarding Gran Turismo.
Primarily and most seriously, a ten
out of ten testscreen score from
Edge does not, in any way, infer
perfection on the part of the
recipient. This is not in any way a
weakening of the magazine's
stance, merely a statement of fact,
and one that Edge would hope its
readers understood.

As others have pointed out, the
review of GT indicated minor
deficiencies in game, but these
were not enough to detract from
what is simply the greatest racing
title ever made. All of the qualities
you list above are exactly the
reasons why Edge was so
enamoured with the title, and GT

o
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is an evolution of Sega and Namco's
games - on 3 vast scale.

As for the game's sequel, which
is thought to be in development, it
is unlikely it would be awarded a
ten, as Gran Turismo has now
made the quantum leap for racing
titles. Adding cars, tracks, weather
and opponents would be welcome
developments, but in reality the
standard has already been set.

astly, please could you print
my letter, or at least part of it,

as it has always been my ambition
to have my name appear in Edge.
Paul Powell,
Mid Glamorgan

Your wish is Edge’s command.

fter reading that Electronic Arts
has achieved higher profit

margins than expected and is now
the world's largest videogames
publisher, it brought home to me
the fear that large corporations are
most definitely controlling the
software market. This situation is
crippling the cultivation of quality
products - it is well known that
EA has extremely strict product
deadlines, which has resulted in
disappointing, shoddy and
half-finished products from the
pressure of completing on time.

Though the industry has
matured, | feel the majority of the
buying public are still naive in what
they buy. Many games are bought
under the influence of hype and
flashy advertising, which leaves
many quality titles in the cold. For
example, FIFA topped the charts
over the Christmas period, whereas
the un-hyped Diddy Kong Racing
didn't achieve the kind of sales a
product of such quality should.

Over the past few years
companies like Bullfrog and Rare
have really stood out from the
crowd as purveyors of unmatched
quality, due to their production
process which allows the time to
cultivate a product until it is ready
for release.

| wish these companies were
the rule, rather than the exception

to it, then the games market would
be a brighter place for all.

Leon Cory,
Berkshire

Although in the past Edge would
have been more than happy to join
you in criticising several of the larger
publishers for their output, the
situation has improved of late.
While by no means perfect, there is
a definite upturn in the quality of
certain corporate groups, including
EA’s latest version of FIFA. Of the
others, Acclaim is perhaps most
notable, with recent and
forthcoming releases showing
commendable attention to detail.
Additionally, both Bullfrog and
Rare's existence is made secure by
the sheltering umbrella of larger
firms, allowing them the freedom
to experiment with their ideas.
However, there are undoubtedly
factions within the industry that do
exploit the ignorance of newcomers
to gaming. Sadly, the short-termist
approach that typifies such
companies has a negative impact
upon all involved in videogames
development. Edge will gladly
continue to seek out the offenders

have a UK PlayStation with a

maodification chip fitted that
enables import software to be used.
Connection to a modern NTSC-
compatible television via an RGB
SCART lead runs American and
Japanese releases full-screen,
full-speed. To get the same result
on older TV sets, | use an NTSC to
PAL convertor which cost me
around £20. Other than a few
exceptional companies who make
the effort to convert their titles to
PAL, import software is superior to
official releases in every way - and
is often available months earlier.

With the above points in mind,

and taking into account the money
it must cost companies that do
make a proper conversion of their
games, surely it would be far
simpler if the console
manufacturers simply shipped
NTSC machines and software in
PAL territories, equipped with an

NTSC to PAL convertor? This would
reduce the market for import
hardware and software, which |
believe is what Sony and Nintendo
want. Although they'd lose their
control over territorial protection,
surely this would make everyone
happier - including me, as import
games are costing me a fortune!
Steve House,
via email

Sadly, while what you say makes a
great deal of sense, the loss of
territorial zoning would perhaps
prove too much for the console
manufacturers to bear. The reasons
for its existence are purely financial,
and to remove protection from the
equation would require a sea of
change in the operation of Nintendo
and its contemporaries that, frankly,
seems unlikely.

Edge also suspects that certain
parties believe Europe’s televisual
infrastructure to be capable of little
more than black and white.

ould Edge's recent critics

please refer to its front cover
where it clearly states ‘PlayStation,
Nintendo 64, PC, Saturn, Arcade,
Net, nuMedia’. Do they really
expect the magazine to print exactly
the same amount of information
each month, giving in their eyes
‘equal’ coverage on each? More to
the point, do they really believe
that is what Edge is about? Being
printed monthly, it therefore covers
the news, games and information
for that period.

There is never an equal amount
of information released for all
platforms each month. Edge’s job
is to give feedback on what is most
important at that time - not to blow
up news stories to fill an equal
amount of space for each. The
magatine is about ‘The future of
interactive entertainment’, and
that's what you get.

Matthew Sital-Singh,
London

As you state, Edge is not in the
business of appearing partisan...
your cheque is in the post.

ith regard to Jack Griffin's

letter in E55, | would like to
say that | feel that he has missed
the one important factor. Unlike
programming or graphics, there isn't
a college course that specialises in
computer game design. This means
that when approaching companies
for the position of games designer,
they have no way of grading how
good you are at the task.

In my opinion, the way to get
to this sort of position is to join a
company as an animator or
programmer and gradually work
your way up to a design position,
Either that, or concentrate on
creating game proposals and send
them off to various development
houses and see what response you
get. However, a multi-skilled
employee is surely more use than
someone who can only do a single
job, and learning C would definitely
be of great help.

Game design is not really a job
for one person, as there are going
to be thousands of people playing
your creation, each with their own
individual tastes. That must mean
that a game designed with input
from several people is likely to
appeal to a wider audience. For
output you need input, so the better
the input, the better the output.

Peter Gosling,
via email

While some of what you say is true
at the moment, there are indeed a
number of game design courses
springing up in the UK and
elsewhere — the Japanese have
been able to enrole in degrees of
that nature for some time. There is
much to be said for paying one's
dues, but it cannot be the best
training available. Next issue Edge
will be casting its steely gaze around
Britain’s more aware campuses and
reporting on the state of play. As
for your ‘many hands making light
worlk' approach to game design,
Edge is perhaps more inclined
towards the ‘too many cooks spoil
the broth’ train of thought. The
lowest common denominator is

all too easy to appease.
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In what could be taken

nat they car | The VM Labs team in confident mood, including Richard Miller (centre), Bill
n | Rehbock (front right) and Jeff Minter Ll:v right). One of Jeff Minter’s projects
has been to create an updated demo for Tempest 2000 (below right)

‘We are doing everything to ensure that the r
‘staple goods’ get covered as quickly as possible,
shooters, racing games, fighters, platforms...’

Tekken the lead

‘Narmce has joined forces with Sony and Polygon
Pictures f prodaice 3 $60,000 budgeted OGI
wvession of Tekhen. The prockiction will employ

mmmumumm _ i
: ' : - s 1o VideoLogic, who Is manufachunng the Katana's Wavefront Maye technology and is said to nval

- : Wﬁhﬂuaﬂ PoweVR-based chipset, it is currently in the final projects from Square and other developers.
. sty quﬂmnww stages. of production and shoukd be ready in May.  Cunently, only a Japaniese reease s planned.
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DNY BABY TO FIGHT NINTENDO'S GAME BOY

Sony has created a8 miniature Personal Data Assistant (PDA) for the PlayStation, which
works as an extension of the machine’s memaory card, It will go on sale in Japan this
winter and appears to be a direct response to Nintenda’s Pocket Monster franchise,

The Sony PDA Is a fairly low-spec unit. At the heart of the tiny unit is a 32bit RISC
processor, teamed with 2Kb of SRAM. Once Inserted into the PlayStation's memory
card slot, new applications can be downloaded to the PDA, or, conversely, data can
be uploaded from the PDA to the console. Software will be distributed by CD-ROM,
and then transferred into the PDA’Ss 128Kb of Flash RAM (rewritable memory which
retains information without a power supply). The weakest part of the device would
appear to be the LCD screen, which offers just a 32x32 dot monochrome display.
There's alsa a tiny bullt-in speaker, a clock and six control buttons

The really original feature of the PDA Is its bi-directional infra-red communication.
This enables data 10 be exchanged between two PDAS without the console acting as
a bridge. Tneoretically, it could also be used to communicate with other infra-red
equippad devices, such as printers, cameras and PDAS - like Psion's range. Data
swapping in Japanese playground seems a more realistic possibility in the short term.

Sony has said nothing yet about a European release and there's no confirmad
price in Japan. Edge can't imagine it being released for more than ¥15,000 (E25),
though. Whether the PDA gives any clues about PlayStation 2, perhaps suggesting it
would include a direct Infra-red link, IS also unclear

Unsurprisingly, Sony says the PDA will be aimed at the leisure market rather than
the office. No software has been confirmed, but Sony suggests personal scheduling
software, calendars and games are all [|kely (the specifications have only just been
reigased to the third-party developers who will creata software for the system)

Although it seems certain that Sony has created the PDA to tap into the huge
market exposed by Nintendo’s evergreen Game Boy and Bandai's Tamagotchi, It's
not clear exactly where the Sony PDA will fit in. Nintendo's Pocket Monsters enables
players to train monsters on their Game Bays then set them against either computer-
controlied monsters or against other gamers’ Monsters via a link-up cable. it's been a
huge success - some have claimed this IS all that's kept Nintendo profitable in Japan.

The Sony PDA'S display Is no rival for the Game Boy, but its ability to plug directly
into the PlayStation and its direct infra-red link could make up for this deficit.
Nintendo has aiready reveaiad the 64GD Pak (coverad in ES4) which will allow the
transfer of data between the N&4 and a Game Boy. Japan's legion of Pocket Monster
addicts will then be able to see their monsters fighting in Pocket Monster Stadiim on
the N64. Sony can't hope to destroy Nintendo’s runaway beast, but it might at least
aim 1o get some of the action for itself.

Interestingly enough, Nintendo has chosen this moment to announce an
upgraded Game Boy with a 56-colour screen; from a paiette of 36,000, The ten-hour
battery life shouldn't present any problems either. The mileage Nintendo has got
out of its ten year-oid handheid is extraordinary. If Sony can even begin to lay
the foundations for a credible rival, it might be success enough.

Return of the King

continued
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GoD'S Ten Developers Commandments
(AS INTERPRETED BY EDGE]

shet

Milles

1. Retain your Intellectual Property Rights
like names, characters, logos and sequels.

.. Royalties should be based on the
game's wholesale price, Use
royalties’, so you get a bigger percentage
if you create a blockbuster.

1. Don't give your publisher the right to
make movies or toys based on your game
unless they plan to exploit them. If they
do, you should get at least 50 per cent of
what the publisher makes.

i, Established developers can reguest
extra advance money for handing over
the rights to console conversions.

.. Get the game’s minimum marketing
budget in writing.

4. Get your company’s name in lights!
People are fans of talent. No one cares
‘who the game is distributed by.

‘. If a publisher fails to publish your game
then you should get all rights back.

1. Have the publisher pay for a third-party
company to test the near-final copy of the
game, and for technical support for your
finished game.

7. You should only be heid liable for the
actual content you create.

0. Get an y who knows sof e
contracts and intellectual property law!

GAME ON FOR GOD

he Gathering of Developers (GoD) publishing cooperative
n Is off the ground. Initial software partners have been
confirmed, and the company has extolled its antl-
establishment message in a provocative document entitied
the ‘Ten Commandments’

As reported in E55, Mike Wilson = the former Id Software
and lon Storm marketing man - has set up GoD to give mare
power ta games developers. Rather than pushing its own
brandname, GoD will let its members promote themselves

Wilson's line has guickly won converts. GoD founding
members include big names 30 Realms {Duke Nukem, Prey)
and Epic Megagames (Jazz Jackrabbit, Unreal) as well as the
respected studios Ritual Entertainment (SiN), Terminal Velocity
IMonster Truck Madness, Terrminal Velocity) and PopTop
Software (Heroes of Might and Magic | and i), Wilson says 12
titles are already in the pipeline, and include everything from
children's games and flight sims to RPGS

No existing contracts have been broken. In particular,
Epic’s Duke Nukem Forever and Prey are still slated to be
published by GT interactive, and Ritual's SiN by Activision

Each company becomes an equity owner in GoD, and will
share In both the development process and the profit. Two
other developers are said to be aligning themselves with GoD,
but they have so far declined to go public

My personal motivation is to create something truly
meaningful for my side of this industry... the business side,’
Wilson told Edge. 'l can't do much in the way of code or art,
but | can hopefully help to change the single biggest problem
for developers today.,.,, The sorry state of game publishing.’

GoD's central message |s that the talent behind a game Is
most impartant to gamers. ‘We can recognize developers as
independent artists and entertainers,’ says Wilson

While Edge has always championed developers over
pubiishers (and put games before developers...) it's not clear
that the mass market feels the same way. Aside from truly big
names like Peter Molyneux and the Myst Miller brothers, the
average game buyer seems to follow brands like Electronic
Arts and Microsoft. Of course, GoD could argue this Is simply
because most developers haven't yet sold themselves properly

Wilson claims that the reaction to GoD has been almost
universally positive, and says developers, gamers, the financial
community and retailers are all backing GoD. ‘The only
enemies we have are those that know what we signal is the
imminent demise of their way of doing business,” he says

More astute publishers have already realised things are
changing, says Wiison. They have known for a while now that
the free agency of hitmaker developers is here to stay’

Gathering of Developers founder Mike Wilson: ‘I can't
do much in the way of code or art’. Or fashion...

‘Some other publishers are still clinging to the belief that
they don't have to pay top dollar for top talent and that ong
can't predict who will make future hits in this business. So,
they stick with the shotgun approach of starting twice as many
tities as they Intend to finish, hoping to find a dismond in the
rough to pay for all the other shite they shove into boxes.'
Wilson vehemently rejects suggestions that GaD will
ecome just like these publisher - f GoD games
fall by the wayside. ‘We're not expecting to have 100 per cent
hits... we do, however, believe that the eyes of experienced
developers evaluating products for us will do a better job of
selecting tities than the atorementioned shotgun approach.’

in some respects, GoD might have arrived a little too late
There are already signs that some publishers have woken up
to the perils of pushing out rushed games. 3D Realms’ Unreal,
for Instance, has slipped off release schedules for nearly a
year. The cynical might also recall that 3DO's Trip Hawkins
built himself a mult-million dollar publisher with a E
similar slant back in the early 80s. The company? EA

AfHERING

QB‘ " DEVELOPER
P

GoD has convinced a number of big-name developers to join the cooperative with its philosophy for hitmaking and giving power back to the developers
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F-22: Air Dominance Fi ttgi
was judged best overall game
1997. Some exhibitors favoured
technical advancements (above)

or the struggling multimedia
E Industry, this year's trek to the
annual Milia festival at Cannes was
both invigorating and depressing
While the mere survival of the festival
afforded some cause for celebration,
the need to tempt the gaming
Industries’ wallets must have surely
upset many artistes' egos.

They had little to fear though.
Compared to stalwart gaming trade
shows like ECTS and E3, Milia remains
avenue for Industry deal-makers rather
than bikini-clad models on motorbikes.
Indeed, despite Miiia's publicity, for the
most part actual games were
noticeably absent. Sony and
Infogrames were the only companies
with any sizeable floor presence - the
former showing Gran Turismo far from
the crowds, the latter erecting a huge
V-Rally screen aver the main entrance
and showing Outcast and I-War In a
room above

Behind the scenes though, some
big Industry fish could be spotted
swimming at Cannes. Sony’s Chris
Deering, Infogrames’ Bruno Bonnell,
Acclaim's Rod Cousens, Ocean's owner
David Ward and Mindscape's
proprietaries Geoff Heath all made
shadowy appearances. Cannes proved
to be very much a festival for the video
gaming jet-set

This changed somewhat on the
designated games day, when a gang of
Impressive developers emerged from
the throng to delight the crowds.

Peter Molyneux's Games Day keynote
address was definitely a highlight of the
festival. Ever Lipbeat, Molyneux
expressed surprise at the size that the
Industry has grown ta and trepidation
when considering its further potential
He stressed that the games industry
was going to become even more
competitive (and expensive) in the
future, and cited attracting new kinds
of development talent as one of the
most difficult challenges.

Molyneux also'turned up for the
partentously titled ‘Legends of Gaming
Becoming a Cyber-Celebrity” debate
He was joined on stage by Firaxis’

Sid Mier, lon Storm’s John Romero
and Ensembile Studio's Bruce Shelley
The panel (who have all founded their
development studios In the past two
years) belleved that their successes
were ineyitable = if only because they
couldn’t conceive of the alternatives.
While Shelley (co-creator of Civilisation
and the brains behind Age of Empires)
could just about imagine life as a
writer, Molyneux claimed he'd be a
tramp and Romera pointed out that
because he's been designing games
since 13 years-oid, he's uniquely
ungualified to do anything else.

Where, asked one attendee, would
an ambitious gamer best begin to
replicate the panels ascent to the
industry’s peaks? Wark experience;
the panel replied, with Romero pointing
out that many of lon Storm's
employees were originally games
testers. The panel all agreed that game
ideas were neither enough on their
own, nor in short Supply — a view which
current release schedules would seem
to contradict

But perhaps the event's most
surprising comment came from the
narmally mild-mannered Sid Meier
‘Technology-smechnology’, he said,
when one attendee questioned
whether it's |ust new hardware
that drives gaming forward,

Anyone who'd still not tired of
Malynieux could also find him at the
awards ceremany on the last night of
the festival. As President of the five-
strong intemational Games Jury (which
included a representative from Edge),
his participation lent the awards some
credibility within the gaming fraternity

For instance, the triumph of
SquareSoft's Final Fantasy Vil over Red
Orly's Riven (n the adventure category
will surprise few Edge readers, but it
prompted vicious baring of teeth from
the genteel attendees

The other winners were Psygnosis’
G-Polfce for Best Action Game,
Electronic Arts’ NHL 98 for Best Sports
Game; DID's F-22 Air Dominance
Fighter for Best Simulation; id
Software’s Quake 2 for best Online
Game and Bullfrog's Dungeon Keeper
for Best Strategy Game, F-22

was further judged the best E
overall game of 1997

Infogrames provided decent
e!hlhlllll!:‘lm with V-Rally
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REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY

Sony comes clean
No sooner does Edge commend Sony's ‘guerilla’ marketing
technigues (see out there E56), than the company launches a
new campaign that reiterates past targeting — to poor effect.
Readers of lifestyle magazines such as ‘The Face' were
confronted by the blunt ‘Powder’ advert for Cool Boarders 2, shown
here. Focused advertising is fine in its right place, but the company
was asking for trouble when the general public had to contend with
an enlarged version adoming bus-shelters nationwide. However,
given past assaults on the 'yoof market (notably the perforated,
PlayStation postcards distributed at past Glastonbury festivals), this
latest approach should come as no surpnse.
Overall, Edge was left cold by Sony's atter:-‘.pts-ro endear its
snowboarding title to the sniffing classes, and even more so by
its claim that, ‘We now believe some people perceive it contains
a reference to drugs. Enough members of the public were gifted
with such powers of 'perception’ for the ad to be pulled within days

Pippin pips it

with troubled firm, Apple (which,

In what initially seems a shockingly coincidentally, has also just axed its
realistic appraisal of its Tamagotchi, Newton handheld). The ill-fated, and
Bandal is to dissolve its Digital ill-titled Pippin (see E35) was supposed
Entertainment group. Sadly, the bleeping to enable the masses to play multimedia
monstrosity in fact belongs to the toy CD-ROMs and access the Intemet via
division. What the news does spell the their Trinitrons. Sadly, only 42,000

end for, though, is Bandai's Pippin like-minded people in Japan and the
console, which it produced in conjunction United States agreed it was a good idea.

What's in a name?
Litigation is an uncomfortable word, conjuring up images of courtroom dramas, and the
interactive entertainment industry has been remarkably free from such matters of late
However, the publishing by Eidos of the Bungie title Myth: The Fallen Lords (seven out
of ten, E53), has triggered System 3 Arcade Software to call in its legal eagles for the
alleged infringement of its ownership of the name Myth as a piece of computer software.
Ploughing through a copy of the writ reveals that other than the expected cease and
desist legal-speak, System 3 founder Mark Cale is seeking extensive damages from Eidos,
thought to be in the region of £2 million. The figure seems slightly excessive, given that
Systen 3's last iteration of Myth was released in 1992. However, the company is working

on an update of the game (see prescreen alphas), the existence of which Eidos is alleged
to have known about since early 1997

Even if this dispute is settled, there could be more problems yet to come, with Eidos
set to publish Core Design's Ninja (also prescreened this issue), which unfortunately
bears something of a resemblance to System 3's seminal Last Ninja series.

! HISTORY IN

- — —
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A first look at the models and sets from
the upcoming Wing Commander movie

Widescreen Wing Commander

Chris Roberts’ Wing Commander games are known for excellent dog-fighting
and tedious FMV. In the light of this, his latest venture seems ill-advised. For
while Roberts might ace his aptitude tests as a prospective Red Arrows
choreographer or a fighter pilot, he has elected instead to expand his
cinematic portfolio. Yes, ‘'Wing Commander the movie' is on its way.

Far be it for Edge to immediately make a reservation at its local straight-to-
videostore. After all, Roberts has some $27 million to spend and he's recruited
a gaggle of Hollywood mini-starlets, including Freddie Prinze Jr., Matthew
Lillard and Saffron Burrows, who've already cut their teeth in competent teen
flicks like "Scream’ and 'l Know what You Did Last Summer’. And it's to be
produced in Luxembourg, which seems so bizarre it can only be a good sign,
Yet with a cast barely old enough to remember Tron and an audience still
recovering from Bob Hoskins as Mario, Roberts is treading into difficult waters.

Upfront advertising
Those who thought videogame

advertising was crawling out of the sleazy
gutter it collapsed into a couple of years
ago, had better think again. In 1996,
Joanne Guest had a copy of Battlecruiser
3000 wedged between her legs; in 1998
Microprose has recruited page three
‘stunna’ Vicky Lee to pose in a
forthcoming ad campaign for Ultimate
Race Pro. Quite what relevance she has
to a car racing sim is not entirely clear.
It must be comforting for Kalisto to note
that its game is being sold, not on the
efforts of the creative team, but on the
principle that men will buy anything if a
girl in a bikini is holding it in an advert.
Microprose is not alone in supporting this theory. A recent lifestyle mag
advert for Bloody Roar showed just five tiny screenshots of Hudson's fine
3D beat ‘'em up. Pride of place on the double page spread went to a woman
in a bikini — beneath her the line, This picture is brought to you by Bloody
Roar. The game that tums men into crazed, slobbering animals’.
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EDGE'S EXAMINATION OF THE INTERNET AND ONLINE GAMING SCENE

NovaWworld takes off

egaplayer gaming has a new frontline.
NovaWorld, from PC flight-sim specialists
Novalogic, brings the well regarded F-22: Raptor
to a crowded and brutal airspace, where literally
hundreds of elite pilots battle for supremacy.
‘Massive multiplay is not a simple feat,’ says
John Butrovich, Novalogic's technical manager.
‘Few services provide massive multiplay - and
nearly all of them charge. Our service is free!!
There are two modes of play supported on
NovaWorld. Standard deathmatch is an
every-F22-for-himself battle, while RAW (Raptor

Deathmatch on NovaWorld be
mmmmmmmwxyﬁ-

Air Wars) combines elements of co-operative
and deathmatch play.

RAW is the more exciting development. This
sees players combine to form squadrons, which
miust protect their own base, while smultaneously
attacking the airfields of others — a sort of Quake
team fortress for the skies. To play effectively, the
F22 pilots must divide themselves into fighters
and bombers, then select the appropriate
payloads, bringing partnership to the game.

NovaWorld makes the usual claims about
low-latency, which are made more credible for
UK gamers by the establishment of a European
server in Germany. What's perhaps more
intenesting, is whether NovaWorld can live up to
its name. After all, Novalogic's other recent
produdts include the helicopter sim Comanche 3
and the tank game Armoured Fist 2. These could
combine 1o be the ingredients for an all-out war.

The unified battlefield has been talked about
for years, but has yet to be seen,’ a cagey
Butrovich told Edge. ‘The Intemet inherently
places restrictions on the game at a technical

must divide into
of and bombers

For Raptor Air W
an

level, which requires, typically, game specific
solutions, To mix and match a fast moving
fix-wing game with a much slower paced game
or a different style of play, is a daunting problem.

It's a problem which Edge expedts to see
solved soon. Others working on the virtual
battlefield include the Air Wariors at Interactive
Magic and Ocean’s DID division.

Only F-22: Raptor is currently d on A

id. To play, a copy of the game is required together with a mod
cmm:ﬁwnwlmp.ﬂmmﬂdm Them:sme:tradmgunpiw apanhomtelephoneunchargu

A European Community for online gamers?

At GamesZone, titles can be selected by game
or channel. Descent is the top offering |

Shockwave Flash makes waves on the Web

t might not be much to look at, but

Something Fishy demonstrates a couple
of interesting points for online entertainment.
First, it shows that Intemet gaming doesn't have
to be about facing off against other human
opponents. Here the competition exists in
beating previous winners, making the Website
something akin to popular arcade games of old.

m o sooner does one online games company
g0 to the wall than another takes its place.
Created by the huge IT company ICL, GamesZone
is a European game service which aims to offer
a broad range of titles designed to appeal to
everyone — except perhaps, gamers. Of the
20-strong list of games on offer, Descent
appears as a veritable technological showcase.
Cheap and cheerful isn't necessarily a bad
thing, but GamesZone isn't particularly cheap
either. Although the game clients are free, and

Second, i's written in Shockwave Flash.
This animation language from Macromedia is
revolutionising graphics on the Intemet. Images
are in vector format rather than bitmap, which
means they can be instantly scaled to size. They
also take less time to load. As Something Fishy
shows, it's a versatile method, but don't expect a
Shockwave Flash version of Quake anytime soon.

LTO investigate the future of online aguatics, head over to hitp://www.clevermedia.com/arcade/fish.html

are distributed on a CD to minimise download
costs, the playing charges of up to nearly £2 an
hour (on top of phone bills) will soon add up.
Edge hopes GamesZone can add a bunch of
newer titles 1o its repertoire in the near future.

To investigate GamesZone, head over to
hitp://www.gameszone.net. The range of
pricing options includes £1.80 per hour, 24-hour
tickets at £6 and weekend passes for E10.
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THIS MONTH..

POCKET CAMERA MAYHEM

Is that a camera in your
pocket?

In @ move that will no doubt see
thousands of David Bailey hopefuls
roaming Japan's streets in search of
inspiration, Nintendo released its
Pocket Camera attachment for the
Game Boy on February 21, for a very
reasonable ¥5,500 (£28). The latest in
a seemingly endless series of Game-
Boy-related peripherals, this takes the
concept of digital cameras and tums it
into 3 potentially fun and (maostly)
clean actvity.

Couple the device with its
matching-colour Game Boy, tum the
power on and an adult-sized Mario
appears on the screen, wiggling in a
rather provocative, if predominantly
disconcerting, way. (Pressing a button
terminates this near-traumatic
episode.) Operation of the device is
typically Nintendo-friendly: it's simply a
question of pointing the peripheral's
180-degree-tuming lens at the desired
object for photographic capture. On
pressing the A button, the screen’s
monochrome image freezes and a set
of new instructions appear. Saved
snaps can be manipulated with a series
of lens tricks, such as mirrors, zoom
and stretch options. They can also be
edited together, allowing budding 'alien
spaceship' photographic hoaxers to
practice their future source of income
by piecing together bits of several
images into one final creation, which

KI55 THE GB8 LINK

OTAKU OBSESSION

The ¥5,800 (£30) Super Game Boy 2
displays Pocket pics on a TV via a SNES

.

Refusing to die, the Game
Boy's future looks stronger by
the day. The Pocket Camera and

Printer are the latest fun gadgets to
emerge out of Nintendo's creative offices

can then be immortalised by the
¥5,800 (£30) Pocket Printer and its
four shades of grey sticker painting.
Being a Nintendo product, it would
be unnatural for it to not include some
torm of game-related feature, and sure
enough, the Pocket Camera has three
titles taking a Game & Watch approach.
The first Space Invaders derivative
allows access to the other two.
Depending on which invading ship 1s
shot, either a DJ sonic composition
game or a simple juggling title follows;
both amusingly allow the character's
face 1o be replaced by any picture.
Pocket Camera fever has already
swept Japan, with the littie devices
rapidly selling out all over the Akihabara
district. Their widespread use may even
prevent cime levels rising, with every
shoplifter in the country discouraged
from cnminal activity for fear of being
snapped in the act by a vigilant Pocket
Camera-toting brat. Somehow the latter
seems more determing than
countless CCTV cameras, E

Digital intimacy
Developed by Hudson and introduced
at the last Space World expo, the
cuniously-named Game Boy Kiss Link
allows players to connect their portable
Nintendo machine to a PC and
download game-related data from the
Internet. By visiting Hudson's
homepage, for example, Kiss Link
owners can obtain new maps and data
for Nectaris GB, the first Game Boy
Kiss Link compatible title, released at
the end of February.

Now, if only Hudson's device would
allow players to engage in Quake /l on
the Game Boy's miniature E

monochrome screen...

Welcome to the Net with the GB Kiss Link
(seen here in prototype form)



E£DGE APRIL 1998 |

JAPAN |

Bizarre sights at Tokyo's AOU show...

Dressing as your favourite videogame character in Japan migh

recent AQU it was Capcom that outdressed its rvals with its

eat ‘em up characters clawing for attention, Kids love Bub and Bab (top nght)

New games, please
The Association of Retailers of
Telewision Game Software in Japan
recently published an advert to protest
against the Computer Entertainment
Software Association’s decision to
deem the sale of second-hand
software illegal, as well as Sony's recent
attempts at bullying shops into ceasing
their sales of pre-owned PlayStation
tittes by blocking the supply of future
releases

The advert's slogan, 'Game Over:
you cannot play anymore’, comes aftar
CESA's inauguration of its Campaign

YIRDRELBHOT,
-. FHTTH? rEsSy

Against lilegal Software Resale on
lanuary 14,

Under copynight law, games are
considered cinematic productions, and
the unauthorised sale of pre-owned
matenal is therefore strictly illegal, as
well as being subject to laws govemning
distribution rights, including the nights
to transter or rent creative products.

Japan's second-hand market is
huge, with 48 million units of pre-used
software exchanging hands in 1996 —
equivalent to eamings of ¥313 billion

(E1.7m) for the game industry E
had they been new titles.

The advert includes a pie chart showing that

6519 of players want second-hand shops

=

FINFATAS) V

Advert alert

Japan's toilet obsession is common knowledge, but even the
most eastemn culture-soaked individual will find the Japanese
Tomb Raider 2 advert and its bizarre homage to Mission
Impossible dubious. Meanwhile, Square continues to exploit
its rich Final Fantasy franchise with a more traditional, E
yet striking, ad announcing FFV'’s port to the PlayStation.

THIS MONTH...

POCKET CAMERA MAYHEM

KiS5 THE GB LINK

CESA SAYS CEASE
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an audience with, ..

douglas adams

After writing a trilogy in
four parts and an holistic
detective story, what is
there left to do but design
a videogame? Edge talks
to Douglas Adams about
Starship Titanic and

the future of adventure

gaming technology...
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7y Jude Edginton

grapy

ougias Adams shot to fame
in the 1980s on the back of

his "Hitch-hiker's Guide to
the Galaxy' series of books. In these
tomes Arthur D
ordina

¢ Brit, found t

hitch-hiking arc

along the way. While the books were
turned into a TV serie

35 (8 Thim 1S also

due later this year), Ada
busy by reinventing him

technology guru, whose ad
his Macintosh (s legendary
Although he's the undisputed
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Starship Titanic's graphics far surpass
Myst - Adams' first inspiration

plair ;I'\_'I 1sh. Starshi

) reach the shops imminently

enjoyed this. But

Wwas doing it the wrong way round
doing all the hard work of the
writing and then handing over the
fun part of turning it into a game
for so E
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The ple?yer must get to grips with four
robots in order to get into first-class

itch-hiker’s Guide

DA: The *
was text-only, and graphi
seemed crude, slow, clunky an
ugly. I looked at the technology and

thought ‘I don't think games are very
interesting any more,” and sat ( :
bench for a bit. But | had it in mind

that I'd like to get back Into makin

games, The very first clarion cal

tempting me

when A

tandard, :

» It was brillant

pariay th

HyperCard with a ser

good graphics could be
something with it; populi
environment. But tf
back to the exper

Infocom, which was

ght at the

Such as creating a

Edge: What sort

Vou have liked to ha

DA: | wanted to see if | could pus!

the idea of

Lompanies were max
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and what comes in between. In a
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output, | favol
which gives you the m:

Hmum
struct replies on-the-fly

we tried this, all Stars
aracters sounded like
sed Scandinavians, S0

Semi-Cconcl
It wasn't such a good idea. For that
reason we opted for pre-recorded

h output from the charac

in Starship Titanic

foresee end, my
Writing partners, Michael Bywater

pendent

|'Daily Telegraph’ and

on Sunday’ columnist] and Neil

Richards ended up writing reams
There's over 16 hours of dialogue

on the game discs. Every few weeks,
we'd go down to the recording
), SO it got richer and deeper
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Edge: Is there
at the heart 5 system?
DA: With language, Al is an
Intractably deep problem. On the
can make a pretty
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good stab at a certain level o

The middle of the system - between
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the input and output - is where the
system's smarts are. We haven't
used conventional Al, but all sorts
of methods. | think the route to
artificial intelligence lies through the
terrain of artificial life - you may as
well take the same route as the
natural world, Our engine, which
does all the work, is something one
could continually develop, it's a
never-ending problem

Edge: You'll continue to develop it?

DA: | hope 50, because | would love
to do something like what you see
In Starship Titanic on the web. The
interesting thing is that it develops
iteratively. Every time we test it,
someone says. ‘It doesn't do this
very well," and there's no end to
what you can do. The Web can deal
with the third stage of conversations
better, because pre-recorded
speech has limitations, But you

n't see any more development
peech technology in the
foreseeable future, | had a
conversation about a year ago with
Dave Nagel, who's now the head

of AT&T'S West Coast Labs, and he
said his problem was that he was
developing text-to-speech

inology, but nobody could find

of text

| favoured text-to-spesch,

| favoured

f !unuroll L A A
tex

an application for it. Soon, these
sorts of technologies will begin
migrating to the Web. Speech
recognition, which is €
easier than handwriting r
is not far off. All these things are
difficult, deep problems, but if you
can solve &0 per cent of them and
then iater 61 per cent, they'll
always, at least, be getting better

At some date, we'll be able 1o talk
Lo characters onsc and they will

N, all the work

will be done on servers
Edge: Did you have to leave
anything out of Starship Titanic?

DA: One whole major idea didn't
make it into the final game. At first
we were thinking that we'd lov
photo-realistic graphics and fu
navigability, but the two are still
mutually incompatible when you're
dealing with current technology
There's nothing that can do
realtime rendering of those sorts

of environments, We decided that
the best way to get best of both
worlds was to have both worlds. So
we came upwith a
an seet

wiich
\-’I"_"l_

favoured text-to -sp
but when We tried this

the characters sounded |jke semi-concussed scandinavians3

There are several methods of traversing
the enormous Starship Titanic,
including taking a trip on this gondelier

T FafsTe 0

-—

i [
but whenf 8.1 §
Hcandina

I e AT AR el il b
fech, &

£ ~=o

would see it in real life —we call

this the ‘'matter’ side, and it's a
pre-rendered environment Then
yOu could enter in the ship's
information system — we called this
the ‘data’ side, and it was a full
realtime, flyable environment. it
enabled you to track the way
Information flows through the ship;
fyou like, a VR of the ship. This
turned out to be a bridge too far, 50
we dropped t, but there are still a
few minor artefacts from it around,
such as the sculpture chamber,
which Is a sculpture of a giant SCSI
cable, Entry to the data side is now
an unexplained phenomenon, We're
thinking of bullding the data side on
the Web and then putting hooks
between them - we'd publish a >

‘-o-:n:en»-g-
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ware patch, and when you did
the appropriate things an the CO,
you'd enter the data side through
the Web. Or we may do a totally
new project

Edge: Will you focus on the Web
after Starship Titanic comes out?

DA: We want to bulld the equivalent
of the "Hitch-hiker's Guide’ in an
online environmen

information service
Net, but covering everything
It would be like having field
researchers, or embedded guides.
we'd create characters, like a help-
ful taxi driver, which would use our
deveioping speech technology. The
great thing then is that we could
have a small team of writers
In-house who would be monitaring
conversation traffic day-by-day and
adding more conversation rules

Edge: Take us through the game

DA: You start in Your Lovely Home,

example, you can see a PC with
some CD-ROMs next to it. Two of
these cause the machine to crash if
you put them in the drive, but if you
put jp Titanic one In, the
starship itself comes crashing into
your living room. The first character
you meet |s the DoorBot. One of the
complications we've created in the
game Is three dials, which indicate
each robot character's current state
of mind. Each one has different
sattings — its memory either works

ar not, and it's either optimistic or
pessimistic, So there are four
versions of every response they
make. For example, the BarBot
will either be telling the truth or
lying, charming or belligerent
The DeskBot will either be fawning
or very unpleasant, as well as
20ssipy o terse

At the battom of the screen you
have your personal Electronic Thing,
or PET. This has five modes which
gavern things like conversations
and summoning the Bots, and
storing things you find In the rooms.
You can store chevron codes - each
room has a unigue one. If you want
to send anything anywhere, you
have 1o use the Succubus, which
is kind of like the vacuum tubes
they used to have in old department
stores. The Succubus uses my voice,
totally untreated

Edge: What is the overall aim of
the game?

DA: You start off in Third Class, and
have to earn upgrades to First Class
At the beginning, you can see a lot
of things which you can't get hold
of. The first upgrade you get very
easlly, but you have to talk your
way into the second one. There are
several puzzles - for example, one
involves putting the ship's parrot in
the Succubus; If you don't send it
sormewhere, it flies off. When you
grab it, it sheds a feather, which
you'll need. In the First Class bar,
you'll have to help the BarBot make
a cocktail by finding the ingredients
In the restaurant, you must fight the
maitre d' to get a table

Edge: What formats will your game
come out on?

DA: The first version is for the PC,
but we will do a Mac one. All Macs
are about to start shipping with DVD
drives, and we're thinking of doing a
hybrid Mac/PC DVD version. At the
moment it's on three CDs, but even
50, we've got data budget problems.
There's something like 250Mb
common between each of the CDs

Edge: Have you enjoyed making
the transition from writer to games
developer with The Digital Village?

DA: From my point of view, I've
been invoived with TV, stage and
radio. The book was such a success
that it determined my involvement
in other media, Writing was not what
| set out to do. If you're a writer, no
matter how successful you are,
there's not much you can do: you
have ta go to someone else’s
production company. So | thought

it would be nice to have my own.
The aim of the company is

to become an online

purveyor of entertainment E
and information,

5



S e

A case of mistaken identity?

Discussing the popular perception of the Né4 as a kid's toy

Brian Bagl
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While titles such as DMA's Silicon Valley and Ubi Soft’s Tonic Trouble unashamedly adhere
| to the Nintendo stereotype, others like Castlevanio 64 prove the rule is not set in stone
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S dLn i rllw N64 titles from Konami, Argonaut and Acclaim, plus the best arcade games at AOU

CASTLEVANIA 64

With the Pla

sinking

pro
dark, moody sty  Precursors

Players will be able to sele

girl with mystical powers, a

with the ability to mi

tieing of game time to the play system,

hordes of vampires attacking as darkness f:
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COMMAND AND CONQUER 2: TIBERIAN SUN

Although the original Colony

Wars was not particularly well
received (Six out of ten, ES2),
PSYENosIS Is working hard to
amend the situation with its
sequel Viendetta, also for
sony's console. With four
initially selectable craft, a host

of new weapons, and a plot

that's thought to be deeper and
better defined, the game may

anNsSwer previous criticisms

company’s other update Last Nirya. The new Myth s an arcade adventure

blessed with some L

tifully realised locations

LA

While Cavedog has already redefined realtime strate; ing with Tatal Annifvlation, Westwood seems set on its innovative own path for

Command and Conguer 2 Tiberian Sun. Graphically, it's not a huge leap forward, although it does boast 3D terrain and rich lighting effects,

but the gameplay holds plenty of surprises. Veteran units, guerrilla warfare (including hacking and covert sabotage), and toys like the

hunter-seeker drones are sure to thrill the Westwood faithful. Even maore intriguing Is talk of a dynamic ecosystem and destructible terrain
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REQUIEM
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style interaction still leave Edge curious
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S. But Requiem’s

ICS and Jed) Krgnt

project name c anly as (

Hopefully

-onvenient window of

jos the

game

ACtIC peace force,

QDT is Psyg

" other ne

announcement this month,
Targ

Raider, the player controls the

ted at fans of Tomb

surviving memaoser of a crasr

landed team. The game

5 thirg Sorractior

with various RPG elements like

magic spells, but transposed

Into a futu

e world setting i

siy awaiting NCL's latest, these new

enes and the game's battie

, Link locks onto his foes,

with repeated clicks causing him to circle around them during the attack
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TUROK 2

dowed since GoldenEye, Acclaim’s Turok; Dinosaur Hunter Is back on the agenda

hi-res N64 workstation images from its sequel. Hotly-tippe

multi-player game, Turok 2 will, as first revealed in E47, have a vastly improved graphic engine. Additionally, the

first title’s hub-based level structure

o be greatly expanded upon to increase complexity and game life

After a period of subdued activity, Jaleco has retumed to the fray with The
Story Starting with T, a Zelda-esque 3D adventure for the PlayStation, With
a realtime battle system that doesn't interupt the gameplay, T follows a

young boy named Takuto on his travels. Expect a Japanese release In June

1o include some form of
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PLASMA SWORD

This latest beat "em up from Capcom was part of the company's rather subdued appearance at the recent AOU
show in Japan (see p8). Nevertheless, this game's wildly colourful 60fps visuals (possibly generated by a System 12-
style board) are backed-up by solid animation and gorgeous special move effects. Players can use a plasma sword
creating a "plasma field” which drags opponents towards the attacker and leaves them open to a possible attack

ARVEL VS CAPCOM

NET HERD SWNEW HERD

The latest in an interminable series of super heroes-related fighting titles,
this allows players to select one or two characters from the Marvel comics
and Capcom’s own back catalogue and pit themn against each other In a
multitude of over-zealous special moves and multi-hit combinations
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DOWNHILL BIKERS -

Based on a concept similar to Nameco's recent Prop-Cycle, this extreme

cycling-based game sees players pedalling maniacally in order to r
the finish line ahead of the pack, while attempting as many diffarant tricks
as possible. Up to four cabinets can be linked for multiplayer action

ach

Deve posed of gx-Capcom staff, this s
::Ilily able as 2 CaMera acton IS now more Qynamic

battle for supremacy. Given its low-end, PlayStation-style graphics, a conversion is likety, alber with some visual restrictions

'em ups of last year proves as

K3, ¢

15 predec

American indy car challenge, A L IN &G

www.newman-haas.com WWW.pPSYygnosis.com

“PlayStation” an Beny Computer Entertalnment inc. © 1998 Psygnoss Lid. Pyygnouis snd the Peygnasis logo are TM or & Peygnosis Lid
_#-ﬁmm mﬂ-hur“tuln—mn Haas Ascing. Finsi tracks end diivers sppes: under licence. ALL RIGHTS RESERVED.
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FIGHTING VIPERS 2

Bullding on the success of the original Fighting Vipers, this sequel boasts
Model 3 enhanced graphics and new gameplay featuras. The "Super KO'
features allows a player to defeat their opponent in cne monstrous special
attack, winning two battles and clearing the round. The timing of such a
mowve |s particularly difficult and can only be achieved at specific times

METRL SEUG 2

The success of the original
ensured an iImproved, better
designed sequel would

eventually appear in the

arcades. SNK

that, continuing tr

humaourous ¢

players are frar
enermies, in the bac
pupid might be hawving k
marked by his s

for example. The nur

stages has also increased

ST-V board (meaning an easy transiation onto the Saturn),

B VeI

-3l shooter employs a skill-up system taken out of

order 10 finish successfully complete the game's five stages. Power Is
gained by destroying engmy ships ang reaching e end of the stage

By using the “active slide system’, Konami's coin-op Is believed to have the
mast realistic interface of the current arcade skiing titles. By having special
switches underneath a player's heels, it's possible to Jump in order to

collect time banuses In the point attack option or just play normally
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SIM CITY 3

One of the most eagerly awaited games of the ‘90s has just had its guts
ripped out. Can the team of civic planners at Maxis rebuild their SimCity?

mEEw Lh rEER

axis has scrapped its ambitious plans
for SimCity 3000. Four years into
development, the company has given up
Its dream of creating a fully navigable 3D
metropolis, Instead, it's working on what
looks more like a refinement of SimCity 2000.
"While 3D navigation sounded good on
paper, the technology currently available in
the typical SimCity player’'s home PC doesn’t
yet have the power to provide the richness
of graphical detail our customers have come
to expect,” says Luc Barthelet, general
manager at Maxis. ‘So last year the team
went back to the drawing board.’
SimCity 3000 had always looked
ambitious. The original brief was to create

Industry has never looked so pretty. Like previous SimCity games, the SESAEII, Be 50 Gify, complete with

growth of the city is managed through the allocation of economic zones polygonal pedestrians and cars. To enable
the player to quickly move above and around

the city, ‘iterative’ rendering was mooted.
This increases the level of detail in a scene If
the camera remains fixed for a while, but
drops to some minimum level while the
player scrolis about. Even a fairly radical
compromise like this wouldn't have solved
every problem though. For example, early
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Tiny pedestrians and cars can be seen making

Even in its revised form, SimCity 3000 features :ll:o mﬂm

shots of SimCity 3000 showed fairly complex
3D cars. How could enough cars have been
displayed to represent a traffic jam?

In contrast, the only surprising thing
about the revised SImCity 3000 Is how Similar
It seems to the 2000 version. True, it's
apparent that the graphics are improved
Skyscrapers are taller and buildings show
more variety. “Your cities will come to life,’
promises Barthelet, “with richly detailed 3D
rendered buildings, pedestrians walking
through town, vehicles driving down your city
streets and, of course, realistic disasters
wreaking havoc.'

But overall, the visual changes aren’t
even as radical as the move to an isometric
perspective for SimCity 2000. In a PC market
obsessed with graphics, Maxis will have to
work hard to convince gamers that SimCity
3000 still represents a substantial
Improvement over its predecessors.

What will City 3000 offer then? Firstly, it's
much bigger. The map size has quadrupled,
and there are a much wider variety of
structures. SimCity 3000 players
will also be able to go Into the workings of
their city in greater depth than ever before.

Plush residential areas (left) need to be
some distance from the factories (above)

The simulation is the heart of SimCity,’ says
Barthelet, 'we're adding new zones and data
layers so you'll be able to influence a wider
range of city conditions.’

The micro-simulators are the backbone
of this increased sophistication. They enable
the player to manage the city right down to
the individual shops or emergency services
While other enhancements include a wider
range of disasters, more intelligent advisors,
secret Easter eggs and special events,

SimCity 3000 will also be expandable.
New shaps, residential blocks and other
buiidings will be distributed via the Internet,
although Maxis has yet to confirm that these
will be more than graphical variations. SimCity
remains the bedrock of Maxis' business, and
supporting and extending the game like this
could be more fruitful than working on
disappointing Sim-branded games like Simisle
and SimAnt. Cavedog's Total Annihilation
Website has proved the popularity of add-in
components, It remains to be seen If gamers
will pay for piecemeal downloads, though.

Even SimCity 2000 admirers admitted it
was a flawed masterpiece. Bugs apart, the
mast troubling of these was that once a city
had been completed, the only option was to
either start again or level the city and replace
it with arcologies — enormous self-contained
apartment blocks that were surely the
antithesis of managing an intricate, thriving
SimCity. If the latest version can improve
these core gameplay issues, it could prove
mare worthwhile than any amount of E
graphical revision
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So long in the making, its characters have all progressed to the tenth dan,
Core Design's martial arts adventure is now nearing completion. Edge enters its second round...

QOo00000 30m00

Core’s team has included a huge range of foes to face the eponymous
Ninja's selection of swords, spears, throwing knives and staffs

III aving slipped past Its orig
'97 release date (an
c A

others), Core [
for release this
back in E43, th

alew

~In the interim,
canning by

e eye. Remarkably, for a title so Katasakl, one of two warlords fighting for
§ making, the development team of total control of Japan, sold his soul to the
lerr O"Carroll, Brian Tomcyzk, Joby Wood, demon lord Batanaka. As Is the way with
Martin lensen, Dan Scott a the pact backfired on him,

1 Derek Leigh

Gilchrist has remained the sulting in the decimation of his own lands

As videogame starylines go, Nin and people. The player must guide Kurosawa
notably solid. The young warrior Kurosawa through the lands to save his country, using
returns from his travels to find his homeland his ninja & tmany f

Kurosav g
roft (Core’s mos l
IovIOUsly C

acknowleds
ys achieved will live
But we felt that rather tha
10 cash in on the mula, we w
in a ditfe wh Wi

follow suit

wanted mo
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Ikari Warrno
picture of what to expect
the classic arcade fe
NI]:{a contains a wide variety of level- lacking from so many
end bosses to challenge the gamer

1lists Ghosts Goblins and
5 @s its Inspiration, giving a clear
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ich we feel is sadly

D action games,’ they
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Raider’s puzzling platforms in a well- advised search for a separate identity

‘ Ninja’s emphasis is heavily on c hewing its stablemate Tomb

A0mOQO

DOAGTAD

Jaaao

0000250

With 13 distinct stages
to be explored, game
life should be
correspondingly long.
Levels will be scattered
with hidden traps to
foil the player's efforts

claim. Ninja’s emphasis is on making the
player engage In as much combat as
possible. By Including a wide variety of foes,
the team has tried to the action from
becoming repetitious
have been designed to

present a f‘“—‘{‘lJ“—‘

challenge, rather than being one-hit wonders.

Set-plece battles are placed throughout
the game. One example involves Kurosawa
encountering a group of peasants roz

rabbit on a spit, The peasants’ subseque
attacks will differ according to t

woodmen encounter
alternate wa 1p1f More
generally, levels will be DL"J,JL’Y ed wi [' a

variety of foes to be dispe

am has found it
mnumln- to implement a range of attacks
match true fighting games, but Minfa amply
:nmuensan..- with a wide selection of
weapaons. ‘The ninja has the use of '\-'J-'JIIJ&
staffs, throwing knives, axes and 1
of which can be powered up. We -Ju, \Av—
some nice nunchuk, the game, but the
powers-that-be deemed the weapon too
off and so, along with shurikens,
they've been dropped,’ complains the team
The playerwill also occasionally be able to
utilise magic spelis, which act as the game’s
smart bombs

Ninja’s development has been something
of a rollerc Core was once
a Sega stalwart, as the team explains: The

aase QA0 q
— ]

Players will be able to activate several magic spells (such as the one
pictured above), which act as smart bombs, laying waste to all in range

was the

ent

felta

urn and
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ALPHA CEN

The second game from Sid Meier's start-up Firaxis is his long-awaited ‘Civilisation 3" in all but name.

For a sci-fi strategy game set on a faraway planet, it's surprisingly down to Earth...

he recent trend for superstar

developers to start new independeant
pears to be driven by varying
Impulses. For Peter Molyneux, leaving
Bullfrog to found Lionhead meant leaving
the restrictions of life with Electronic Arts
to make totally new games. For one Sid
Meier, leaving Microprose to found Firaxis
seems 0 have meant joining EA to continue
making the same games

Of course, when those games include the
latest incarmnation of Civilisation, excuses can
be made. Back when consoles easily
outpaced the PC gaming scene, Civilisation
and its sequel were shining examples of
games that only the PC could offer, It quickly
obtained classic status, and sales to match.

Alpha Centauri isn't lush, but the terrai dulate
ulful‘; t:i:in}.: As ll:l é:f:fm.m?u |:! on hand I:"gllv: :':lv;::: ﬂ:ﬂl

For Civilisation fanatics though, space
really was the final frontier. The culmination
of any successful Civilisation strategy
resulted In a spaceship taking off into the
heavens and the game ending. So space s
where Alpha Centauri takes up the story
‘We wanted to wait until we had some new
ideas,” says Meiler, by way of an excuse. "We
didn't want to take an old game of ours and
just move it into space.

At first glance, Aljpha Centauri looks Just
like a sci-fi Civilisation. For a start, the action
takes place not in space but on a planet
orbiting Alpha Centaun, And, despite the
futuristic interface (Meier calls it "Windows
2095), the basics are unchanged. Colonists
aboard a pioneerning spaceship have divided
Into factions, based on their beliefs. These
technologists, environmentalists, warriors
and others are spread across the planet and
50 act like the various competing cultures of
the original Civilisation.
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Fog of war remains a

problem in the future

Mareover, in spite of flirting with realtime
in Gettysberg, Meier remains a fan of turn-
based games. He believes that Alpha Centauri
couldn’t be anything like as involving If it
were implemented in real-time. There's a
technology tree too, although in contrast
to Civilisation, most of the inventions are
obviously fantasy

"This Is not a wild, far out science fiction
game. All the beings involved are humans
from Earth,” explains Meier. ‘The planet is
alien but it's not totally weird - it has rivers
and hills and hot and cold climates. There's
also this native fungus that gets in your way
If you learn to live in harmony with the planet,
you're better off than if you try to fight it.'

Meier's intention 15 that experienced
players will be able to quickly get up to spead
in Alpha Centauri, and get to grips with the
fresh features at their own pace, One of the
best of these, is that the player can now
affect the planet through terraforming. On the
simplest level, growing food changes the red
Mars-like surface into fields of green. But the
terrain can also be raised and lowered, so the
planet is fundamentally altered

Due to the global weather system, raising
new mountain ranges encourages mare
rainfall and so increases agricultural
productivity. What's more, the clouds the

A data scanner and a live information
ticker lend a suitably space age feeling

At the start of each game, the

PRESCREEN

anet is a reddish-mauve colour and

home to an odd fungus (above). Agriculture can slowly turn it green

new mountains snag might just have been
headed towards an enemies’ crops. Weather
becomes a weapon of war

Another big change for Alpha Centauri
comes in the way the units are built. Partly
because all the science is hypothetical
anyway, Alpha Centauri enables you to build
units to your exact specifications. “You can
pick a cerntain kind of propulsion for a fast
unit or a slow unit, then you can put a laser
or a different kind of weapon on It," says
Meiler, “You can build a big army of cheap but
not so great units, or you can build an army
from a few really cool units.’

The system is very flexible, Rather than
static defenses, for instance, a heavily-armed
unit could be bullt, and resources saved by
not Including an engine. This enables players
to both get used to Alpha Centauri’s gadgets
and pseudo-sciences (most of which Meier
admits are plundered from the movies), and
to enjoy exploring the possibilities

Some of the changes in Alpha Centauri
reflect comments that have come from the
Civilisation's legion of admirers. Many felt it
became too unwieldy when the population
increased. In Alpha Centauri the terraforming
machines can be used to automate many
tasks, such as building roads between cities,
or creating fields. Also partly by request,
diplomacy is more invoived. As well as the
usual cholce between war or peace, the
cultures can also divide up the planet
amongst themselves and combine their
armies. Other tweaks include displaying a
unit's intended path before it moves, and
maore involved combat, which now includes
the concept of morale and damage.

Meier's resistance to superfiuous change
is probably a sensible one. He jokes he’ll have
"the father of Civilisation’ written an his grave.
To take Civilisation into the space age E
will be no lesser achievement.

The terraformers make
bitable

new land ha
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BUSHIDO B

After a tentative first bout, Square Soft's Bushido Blade series has returned from
the wilderness, blades honed and bared. But is this revision more than a makeover?

Square’s artists have imbued its game with a traditional Japanese feel,
characters are detailed and solid, while locations are remarkably vast

he art of creating a fighting game often
mirrors its real-life counterpart sports
for mystery and ancient traditions. Qutsiders
to the world of videogaming must look on ir
bemusement ekken and Street
Fighter black belts deploy their combos,
juggles, throws and special moves. However,

there has been a new kid on the block of late,

introducing fresh Ideas that have shaken the
foundations of the great Capcom and Namco
dojos - Square Soft.

The first of the company’s beat ‘em
Tobal No. 1, featured grapple-orienteg
at. The second was Bushido Blade
while there had been previous titles that
included swardplay (most notably Souf Edge),
Biade focused on ultra-realistic combat
where a singie strike could - and often did
finish the fight. Now, just as Tobal received a
sequel, so has Bushido Blade. The original
game failed to sell in the kind of quantities
that Square Soft is used to, partially due to
the company's decision to distribute it solely

ups,

Sharp-slicing gamers will doubtless find their needs sated by Bushido
Blade 2’'s wide selection of razor-edged fighting sticks and swords

through its ‘Digicube’ convenience store
network in-Japan. Blade 2°s chances of
reaching its audience won't fare as badly,
and potential punters should now be familiar
with the brand

in terms of structure, play

2rs will be

ars, with more
able as progress is made

sive bouts. While this does not
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One strike and it’s all over. Bushido Blade 2's combat system - even after

the first game - still requires a sizeable mental adjustment before play

Trousers don’t come
much more baggy than
this, although some
skaters may disagree

sound like a particularly high number
character will have a selection of s f
weapons to master, from the traditional
Japanese Katana sword 1o fighting spears
Quick multiplication takes the count of initial
playable character options to 36, with the
extra protagonists yet to come. Interestingly,
to keep the 'support’ characters on th
options screen next time the game is
players will have 1o use that individual to
e 2te the game

Blade 2 also features several ‘hidden’
weapons which (as with the added
characters) are revealed later in the game
Another welcome feature is the player’s
ability to operate two swords simultaneously,
again adding variety to the familiar formula.

The c s are chosen from the two
WArTINg ¢ 2 Its st
Shainto & toryu
SO will to players of th

Bushido gam
Square has also
mode that will feat 2
although it's not clear ¢ how many
of these can be controlled by human players
d,
Blade
implems
novel batt!

esult in
ter's hmb
the

inoperable. However
control system has been simplified, with the
defence button rermoved. In true martial art

style, attack is now the best defence

brought
fighting

IUEN Such

ent merely

have to resort to purt

part version at the end of March

One of the game's neatest graphic tricks is the fading out of foreground
scenery when it starts to interfere with the on-going action (above)
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Commandos is far more
games, with terrain and
touches shown here include grounded ai

COMMANDOS:BEHIND

After the disappointing Myth, Eidos has teamed up with Spanish developer Pyro Studios
to return to the realtime strategy battlefield in a homage to classic World War 1l movies

aphically detailed than previous strategy
ings changing for each scenario. Nice
ranes and a huge dam

Every soldier has his
own window (above).
Impressively, several

here's & new style of game appearing
on the PC, fusing Cannon Fodder with
more mature, realistic graphics and heavy
militaristic trappings. The games - of which
Pyro's Commandaos: Behind Enemy Lines is a
prime example — seem to be taking a closer
look at the skirmishes of real-time strategy
games like Red Alert, with interesting results

‘It's what we call real-time tactics,’ says
Ignacio Pirez Dolset, managing director at
the Spanish developer Pyro Studios. ‘It's a
combination of action and strategy. Clever
thinking is necessary, but there’s also the fun
of realtime action,’

Commandos focuses on the exploits of a
small, highly trained unit. Despite its origins in
Spain, the title actually follows the exploits of
Wworld War Il commandos from the British
army, and has been heavily influenced by
seminal films like The Guns of Navarone, The
Dirty Dozen and Devil’s Brigade

The player takes control of six men in the
now-traditional point-and-click style. Each
commando brings his own specialized skills

to the ensemble. Samuel Brooklyn, for
instance, Is an American mechanic wh
fix and drive any vehicle, while Frenchman
René Duchamp is an expert saboteur, The
unit is led by Sir Francis Woolridge, alias ‘The
Duke’, an expert marksman who's typically
aloof with his troops. The unit's rounded out
by an Australian, an Irishman and another
Brit. The differences between the men are
more than a matter of accent, though. Each
commando profile is so specialized that Pyro
has included a tutorial on how to use the
skills and weapons of each one

Once the player understands his team, an
assault on the game’s 20 missions can begin
Each of the four locations (the north of Africa,
the Norweglan fiords, Normandy and the
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The varied locations are more redolent of an adventure game than a wargame. Fighting around a marina (above)
promises to be markedly different to assaulting a Nazi mansion (top right) or tackling a remote outpost (bottom right)

Rhineland) promises its own distinct flavour;
even details like the soldiers’ uniforms

the war theatres: eac
real World War Il events,
different challenge, says Dolset, with some

naign, referring tc

ffi

nitely a “think before you act” game. A
deep analysis of the scenario, and the right
use of your men will be key issues.”
Adding to the complexity are the
20-plus vehicles. The heavy tank is

ame's
quired
tackling emplacements or vehicles,
while light tanks are best deployed against
infantry. The motorbike, the game 5
vehicle, is the escape vehicle of cho
Dolset’s suggestion that armorad ve
might also be tactically deployed as
blockades or to provide cover, lllustrates the
depth Commandos promises. In fact, Dolset
claims there are many ways to finish

W
W

S that

with a

but nly thing we can guarant
the player will not finish any missi
full-on frontal attack.”

Dolset also cites the game’s Al as a key
innovation. "What makes It revolutionary is
the fact that it's not o
in previous games, but that it is des
differently, Each unit w
to what they see and hear - there will be no
‘underground” behavior like In most games.’

a markedly

only be able to react

For example, a commando armed with a
e " camp and

it being seen or

n be dragged

raising

the ala All this happens beca
says Dolset, not through pre 2
techniques or other programming tricks.
mandos really Is to be as open-
fiuid Al will

of the Al,

ame’s highly detailed
with a gameplay style that

will be guite some challenge E

¢

Sometimes a funﬁ t is inevitable. Combining exciting combat with

intricate mission planning will not be an easy task for the developers
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TONIC

The creator of the best-selling (but flawed) 2D platformer Rayman is making the precarious
and inevitable switch to three-dimensions for his first Nintendo 64 project

| Ed, the player’'s character, has a range of friends and foes, including
guards who fly with the aid of helium (top right) and vikings (right). Get
| a few together and Tonic Trouble looks more cartoon-like Mario 64

programming team,’

=1 Gregoire Gobbi

piex Cnaracters ana

), Ed, IS an alien
ake amends
S certainly got
resting is the
he e's other

Chatting to other characters is a big part of the proceedings in Tonic Trouble {above
and bottom right). Occasional racing sections, a la Mario 64, also feature (top right)
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The idiosyncratic denizens of Tonic Trouble certainly carry themselves with uniquely unusual grace, right down to their
oddly limbless bodies. Ed (above right), is just one of the personalities in the game who add a little humour (top right)

other than Mari
Tonic Trouble, all of the
differently at different t
This makes f

5 wander
around the game's :
depending on the player's
complexity Is made possib
into the 3D-integr

Beating Tonic
mastery of the
game's dynamic pe
~lues and much of the
wheediing out the facts. H
raction will wark in pract
but Ubi Soft is adamant that
be an agventure as much as an act :

Tonic is being created by Michel Ancel,
the designer behind the PlayStation hi
Rayman, and it shares some si

Rayman, Tonic

Trouble's E
akling. As

game pr
and powe

| clalmse

AR Fire
5, Ance (

onic Trouble

ure Day of t
the otherworldly feel of Ze
a briefing in videogs
that the plot
3 Dlar

Ed has all the skills

a good 3D platform
hero needs, including
the ability to swim
both underwater and
across the surface

53
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VIGILAN

While many will criticise the disappearance of the plot-led environments of Interstate ‘76,
Activision’'s PlayStation version eschews them for some frantic arcade-style scenarios

Pleasingly, the vehicles in Vigilante 8
display several levels of realtime damage
as a direct result of serious firepower
(above). While the action takes place in a
variety of environments, some of them
prove surprisingly unorthodox (top right)

fter its excursion onto the PC, Interstate

The twoplayer split- '76 had been scheduled to make an

screen e (top) Identical appearance an Sony's grey
should further extend machine, but after a series of delays and
the game's longevity name changes, the project was finally

cancelled. Its replacement Vigilante 8 may
carry some of the elements originally seen in
Activision’s alternative Seventies fest, such
as the cars and the setting, but the overall
difference is significant. Rather than a plot-
driven adventure, the game is firmly focused
on the car-based combat aspects of its
predecessor

The player is again thrust into the
American southwest, where two gangs
equipped with fully armed, V8 supercharged
/ehicles battie it out for supremacy. As a
member of either the Coyotes or Vigilantes
players choose one of the 12 vehicles on
offer then fight their way through an equal
number of arenas. These differ greatly from
gach other, not just in their setting but also In
size. A player may find himself trapped within
the claustrophobic feel of a southwestern
powerplant, for example, only to progress to
the airiness of a ski slope (complete with

slalom gates still In place) or the vast
extravagant expanse of the Hoover Dam

However, the scenery is not just present
for aesthetic purposes. Much of it can also be
destroyed, and therefore used against the
enemy's vehicles, Shoot a tower, for
example, and it will come crashing to the
ground, severely damaging anything or
anyone foolish enough to remain motionless
beneath it. Destroying the bulldings and
ob tered around sometimes releases
health pickups or a series of weapons which
make a rather worthy addition to the
relatively weak default machine gun. Another
satisfying touch Is the realtime progressive
damage that occurs to the cars themselves:
body panels dent significantly, windows
shatter and exhaust pipes trail on the ground
before ane mare hit permanently disconnects
them from the chassis

From the latest playable demo Edge has
seen, viglante 8 offers a deeper experience,
with better and faster gameplay, than any of
Its (aamittedly few) competitors, and

should therefore have little trouble in
surpassing their efforts on release.

One of the game's
stnnﬁths is the sheer
$

size of some of its
arenas; a little
exploration can reveal
unexpected elements
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As the PC market readies itself for the next phase of 3D |
acceleration, one of Britain’s emerging exponents of the technology
is launching a spectacular arcade-style assault. Edge roads it to Rage. ..

The Liverpool-based
development team is now at
full-tilt, cramming as much into
Incoming as time will allow,
from new stages to fine tuning
the game's strategy elements

echnology enables. That's

T been the overriding theme
of the 20th century, and
nowhere is it more evident than in
the computer industry. And one of

the key trends of the games
development community has been,

by design or simple luck, being In the

right place at the right time. Rage

Software, with o 5 in Liverpool,
Birmingham, Newcastle and Lon
looks to be in just such a posit
right now, preparing t
wave of PC graphics acc
the way to the beach
The company's spectacular
action/strategy title incoming
previewed In E55, 3
its products to be uni
reached northward to Liverpool in a
bid to ¢
and Its stablemates, and to question
Rage founder Paul Finnegan on the
company's move into self-publishing
‘It's happened a little bit faster
than we all thought, actually,” he
begins, 'The first title we were going
to publish had to be a it special.
When we saw the early code and
initial graphics [for incoming] we
knew straight away that it had to be

O ride the next

VEer more about the game

this product.” with Compaq already
licensing a heavily cut-down ‘OEM’
vers :

of incoming, and ma

Interast from all the major play

the market, including Intel and 3

Rage's sion looks to
carrect. There are also rumours that

Sega has been knocking with its

7

RAGE 57

i |
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Rage founder Paul Finnegan

remains the company's guiding fight

next-generation hardware, aithough
when asked, Paul is - unsurprising

circumspect about this. "‘We only

want to publish on PC at this stage
we're very nervous about getting
involved in the console busir

ise of the cos

market, but it's a big might

}\,
of previous publishers EA |
t} and Codemasters

), 1S presenting

out from un

c

0 challenges for Rage. ‘It Is
a risk,” Paul begins, ‘there's no
away from that, The big the

change no

finding out whether Paul's

admission that, "We concentrate on

gett

e side, we're not big on the

5 that we've gone strategy element.” comes from a

'S cost guite a ot
the benefits? ‘When

vely hand over the gol

t to see how a ten-year-old

play. My reactions went some

's all left ti

Incoming's Kristian Ramsey-Jones, Stephen Lord, lan Moran, Roy Bannon, Karen Davies-Downey, Charles
Davies, Scott Johnson and Alan Webb

¢ > ) (T

o



Fast, frantic and fun, Deadball
Zone is packed with playability

RAGE

——————

hen the Rage team heard that
the Bitmap Brothers hac
to update Its fondly
1 Speedball series for
t generation of consoles,
tation proved too much to
resist. Rage deputy MO Trevor
d Williams |5 open about this, but
' adas: ‘Lots of games are inspired by
stuff t been done in the past. |
don't think anybody has done
anything close to Speegball.”
And so Deadball Zone, set to be
i published by GT Interactive in May,
Is Rage's Interpretation of the future
As expected, DBZ’s

rather

. plans

sSports

graphics enging Is now 3

than employing Speedbail’s top
down viewpoint, but Williams says It
maintains a similarly rapid pace. ‘It's

got that teeling where you run up
the pitch, whack it into the goal and
shout “Yes!” - and that's really

tant for a sports game.’

Visually DBZ is a match for the
better PlayStation titles

r -

Pressed to explain what players
can expect from the game, Willlams
elaborates. ‘DB2’s best feature is
scoring goals, and that's what the
most effort ha
to feel like you've beaten the

S gone nto. You have

keeper, that it hasn't just let you
score, It's quite easy to get the
players to move around and do
things, but you have to feel
convinced you've beaten the
computer team.” As In all sports
games, the importance of good Al
routines Is paramount to achigving
the right feel. "Our main Al
programmer Tony McCabe Is
WOrKing on Ruud Gullit Striker, but

he's sat down with Chris {DBZ's lead

Deputy MD Trevor Willlams runs
Birmingham office with a han

P

rammer)

at various stages
ugh the development of
and suge

Deadball ZJone

The tez

that nave hel
fertilise all the time, which is great
Also found in the be

games is the sort of instant

accessibility Rage has installed in
DBZ, as William explains. ‘We learnt
that from making Lornu. We tried to
nake rugby very simple, so we had
a system where you could piay with
just the X button, but if someone

knew hi

w to do all t

they'd hammer you. We

that

for Deadball Z
Qver time, .;Ia-,c': will be able to

assimilate a full repertoire of

N approach

£DGE APRIL 1998
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attacking moves, mut

hasinago

fighting title such as Tekken, while
still being able to compete in the
somewhat violent matc njuries,

blood and even vomit are all
sideline attractions (o the game,
although the final level of violence is
yet to be agreed with GT. The
overall feel, however, is more
Hanna Barbera than Tarantino

As for Deadball Zone's actual
relationship to the Bitmap Brothers'
games, the bioodline Is dry. ‘We
tried hard not to play Speedball
during development,” Williams
points out. "We only got it out about
wo weeks ago, but we realised how
much things have moved on. It just
felt so sluggish.

Having recently resuscitated its
old Amiga version of the game
Edge finds it hard to agree. Rage
has a tougn old-timer to beat

Deadball 2one staff, left to right,
lead programmer Chris Southgate and graphic
artisis Andy Taylor, Dan Cook and Jon Curtis
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Two-player action is of the old
school, blast-heavy variety

genre with Exg

d the PlayStation

Although t

s the

nvery few

minal

up ol ,
eter Johnson

While early shots imply a Tomb Raider-style viewpoint, the version
played by Edge resembled the top-down classic lkari Warriors

RAGE 59 >

dable’
5

Ex, ge of ponry
is eye-catchingly destructive

Hedley Is Ir 1t on hitting the metal

gine that p

d Kevin Frankll
JHing lev

two-pla

while mc

it its genre, then

3 alfrenaling

PC gaming is ir

undout

njection this Christmas

T
oo

d
muscle, Edge ¢
Expandable wo
sole title. Lu
working on a Pla
version, 'Our PSX prog

COi

rammer Mick

Lighting effects, facilitated by
3Dfx, cry out for attention
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W INCE
4 . Insuchaf
. ) forget that
f, the grand
y ap
Atar| ST and Amiga b
in direc nto
- e from a central aircraft carrier
Carrier Command (created by
Realtim 5) was [tself
essentially a massive evoluton of
Atari’s original 3D wireframe
wargame Battlezone. Currently six
i months into development, Rage’s

promising Hostile Waters Is an
nspired upc

Although Trevor Williams will

admit that Carrier Command Was

:»‘j
| i
)

Physics

|Iphcrs a major role in ‘
Waters, including destruction

programmes Tim Austin and
Birmingham graphics manager Dave Percival

RAGE EDGE APRIL 1998

stalf, left to right,
st Jon Court with

LS clear
plans
gain

As with Incoming, the explosive
effects are superbly realised

ed then neither
Hostile Waters
innovation is the In
different personalities int
tanks, planes and other vehicles
available for depioyment. Rather
than being mindless drones, attack

faters. He also claims botr

are at the forefront of their
genre. imes they seem lika
R&D projects, pushing the edge -

the

whi

reactive physics models, which can

result in successful missile strikes
flipping enemy tanks over the edges
of cliffs. Furthermore, all the terrain
In Hostile Waters will be deformable
with weapanry, although it hasn't
been decided how this will affect

on chips. Also of note the all gameplay
2rall, Williams says the team
are try maintain Rage’s

commitment to arcade-style
gaming. “You're the trigger puller
8ut you need the strategy element,
you need some depth there. it's
great actually getting In the tank,
but it's nice to have put the tank
there in the first place. He expiains:
‘that's what Commanad & Congquer
was, really. it wasn't a strategy
game, It was an action game. If you
weren't dextrous enough, you'd get
your ass kicked.'

Hostile Waters features an impressive volume of scenery. These
screen grabs fail to convey the fantastic ebb and flow of the ocean
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Striker staff, left to right
graphic artist Steve Johnson, programmer Paul Kerby, sucio technician John O'Dowd, development suppor
deveiopment Andy Willlams, g

ariager Jullan Widdows, head of
ohic artist Gordon Theobald and o mer Antonio Argentien

Rage has now en

manager Ruud Gullit te

glve the title

aname licence

eral feeling

t unexpected
Animation is being controlled
by artists rather than coders

geparture

id Guilit Striker will

featur tional

teams, along w
21 Paul Finnegan divi

0 behind its first nat

commentary 5

roduct, the multi-format, million-

nel 3's lonathon

p by both Ron

But while

nse to his

till plays fac when he s in De

5 the chance), his input on its attention paid to the sporting Al has

update is fairly limited. ‘t've left

been all-important, says Trevor
Williams. ‘I think this is probably

they programmed the original game our sixth or generation Al

to the Birmingham site, b

n the PlayStation, They d

to test it, particularly the Al If | can

help, | wi

After nally dubbing the

Both PC and Phrstlﬁnn versions of Ruud Gullit Striker feature
well-simulated lighting effects. The floodlights are particularly nice

forthcoming release Striker 98

waR

along with a few

————————— T ——————— -

unconfirmed

around HG Well's 3KINg

sci-fi tale of Mart zupation. The
game's a tion was the

r of the
ame name, and
1 executi s nd

the game

London artists have

Icus Dattle Craft or

War of the Worlds stakes its claim on the action side of the fence.
The use of sprites allows for detailed and characterful visuals

Martian invaders of the classic
variety make a welcome change

Y IY LD
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Fact: Irem's R-Type is
unquestionably the greatest
shoot 'em up ever created. But
how can a 2D game over a decade
0ld still cut it in an age
obsessed with sophisticated 3D?
Easily, and an immaculate
PlayStation conversion is the
proof. Edge studies a textbook
model of shoot 'em up perfection
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R-TYPES |

R-Type's dazzlingly imaginative, semi-organic creations betray the influence

of HR Giger - but Irem had other sources of inspiration, too (above). Its

graphics, however, were only one of a series of breathtaking innovations

n recent years the re-release of so-called classics from the annals of
I coin-op gaming history has, more often than not, been a desperately
sobering experience. Many games once revered as distinguished examples of
a genre, simply can't cut in today’s polygon-ohsessed games market. A
common problem s that simplistic and dated visuals can now undermine the
desire to progress through a game’s levels - the goalposts have been shifted
and a whole new set of expectations are in place. Ultimately though, the
Intervening years have seen a progression in certain types of arcade-style
gameplay and nostalgia Is often the only motivation left in retrogaming
R-Type is a thoroughly overqualified exception to this trend. Releaset! in
the autumn of 1987, Irem’s blaster was one of the early breed of games to
utilise 16bit coin-op technology - something immediately borne out by the
sheer quality of its graphics, But jts visual sophistication was underpinned by
some ideas that would change the shoot ‘em up for years to come, despite
the fact that few coin-op designers mimicked its innovations with any degree
of success. R-Type had done everything perfectly, and the hordes of inferior,
rival clones that appeared later, merely reinforced this. A cult was bom.

| ad M"Il- I!_il“-l I-m i

While R-Type (top) and its 1989
follow-up (centre) are included
on R-Types, the final coin-op,
R-Type Leo (above), is omitted

A per‘fectionist's dream? ten examples of how Irem's designers seemingly stopped at nothing...

1. The stylish, understated nature of the title
screen. Con-ops were never understated

2. The magnificent design of the R9 itsell
beautifully realised and impossibly detailed

3. The light-sourced, semi-organic scenery
created by some intelligent use of codour (in
4-similar fashion ta the Bitmaps’ Xenon 2)

&, The wactor beam that sucks energy into the

nose of the RS while holding down fire
5. The hollowed-out explosions which became an

industry bluepnnt. R-Type s where they staned

6. The huge range of catchy and usual sound
ehects (such as twankly, bleepy enemy
explosions) that denote player rewards superbly
7. Subtle animations such as the way the R9's
shields flanen out when the player accelerates
8. The realistic stream ol bubbles 1hat ails
behind the submerged RS in R-Type i (level 2)
9. R-Type's rolating ring ol enemies on level one
that the RS enters and duly detonates (far left)
10. The different coloured canopies on the fleet
al R9s in the first game’s end sequence.
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All these screens are taken from the PlayStation version of R-Types which delivers pixel-perfect replicas of the original games. With the
possible exception of the final stage, every level in R-Type is an event, each containing some subtly different gameplay characteristics

4 R-Type's success in the arcades meant that conversion to various home computers and consoles was a given, and
it was NEC's diminutive but potent PC Engine console that first played host. Fortunately for NEC (and thanks to the
skillful conversion team at Hudson Soft), PC-E R-Type was virtually arcade-perfect and was released on two separ§ite
‘HuCards' - each containing four of the game’s eight levels. Despite this, the leap in performance over the most
popular consoles of the day, such as the NES, was all too apparent and R-Type was the killer app NEC needed to
transform its machine into a gameplayers’ dream. PC Engines fiew off the shelves and many even made it over tolthe
UK, kickstarting the grey import market In the process.

That was 1988. A coln-op sequel arnved a year later in the form of R-Type Il (a title that was later translated into
the lacklustre SNES title Super R-Type), while the final coin-op in the series, R-Type Leo, appeared a few years later to
| some rough footage of decidedly lukewarm reception. Consequently, irem pulled the plug on its coin-op development - ultimately squeezed

| the forthcoming polygon- out by the growing market for high-end dedicated coin-ops like Daytona USA and Ridge Racer, and the gradual slump |

yased R-Type Delta is the PCB market. A withdrawal from the console arena followed shortly afterwards

NI R STy The release of R-Types for the PlayStation in Japan marks the company’s return to software publishing - as irem

Saftware Engineering - and perhaps more pertinently, is yet another boost for the PlayStation's profile in the eyes of |
the hardcore gamer who the serles is targeted at ‘We were Inundated with requests from fans of the game so it
seemed like a logical step for us to convert the games to the PlayStation, revealed rem's Keith Masuda. ‘It was
a difficult task despite the fact that the PlayStation hardware is better than the arcade board. We had to recode the l

— games specifically for the machine [rather than running them under emulation like Namcao's Museumn serigs] but it's

been worth it - the games have been transplanted perfectly.’

As a3 testament to its enduring appeal, it's extremely difficult 1o find fault with any aspect of irem’s original design
in R-Type. It's one of those rare games that was virtually perfect from the outset, setting standards of excellence that
nao developer could hope to match: The graphics are sublime and still amazingly detailed even by today's standards,

L\

(e Ry s
[
b

ez | T o LR and the sound punchy and atmospheric. But it was its gameplay, packed with so many innovative ideas, that made it
such a timeless concept - and one that has little in commaon with contemporary design sensibilities.
. -as'well as some The imaginative power-ups and stock weapons are perhaps R-Type's most obvious strength. A perfectly balanced
i . additional gallery-style firing system allows either a stream of bullets or - after holding and releasing fire - a powerful blue beam to be
_J_ sections packed with unleashed, but not both simultaneously. The detachable shield twhich can to be powered up itself several times) Is the
extra info (in Japanese) game’s crowning glory, though, with many of its subtier features only becoming obvious after considerable play.

R-Type Il entered arcades in 1989 and made amends for the weak interpretations endured by the ST, Amiga and SNES. Perhaps less-well-
rounded than the original, Irem's sequel is still a truly memorable blaster with some stunning visuals and exceptionally tough gameplay

: i
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The pace is stepped up during the final four stages where progression is inextricably linked to accruing power-ups. Things really start to
get tricky during the navigation of level six’s hi-tech maze (second from left) and the penultimate level - a punishing test of joypad dexterity

1'4:5 can be attached to either the front or back of the R? ship - certain sections

raquinng the player to switch it around quickly - and can also be fired off as an

dndent satellite with its own firepower. It was an Ingenious creation,
e a seemingly randomly generated old-skool blaster like Asteroids or
er, R-Type's appeal was always firmly lodged in its pre-determined paths

of enefmy attacks. While this might appear contrived, It was a design that

ed players to get to grips with an immensely challenging game. ‘R-Tyne
't s0 much a shoot ‘em up as a memory test,” concedes self-confessed
afidict Fred Williams, lead programmer at Corrosive Software. ‘But somehow it

never got oo samey. There are three heavy-alien-onslaught levels, thiee long

\

Thrridor levels, and twe odd ones - the alien mothership and the maze - and
have to memorise, really really well, two safe routes through all eight One

fiqr when you'‘re fully powered up, and another much harder one for when you
Idse all your weapons. As a result R-Type was one of only two arcade machines
I'¥e put considerably more than a couple of quid into_..*
Julian Eggebrecht, head of Factor 5, the team responsible for the Amiga
conversion, offers some final thoughts: ‘I vividly remember the first time |
yed R-Type. it was a new kind of shoot "em up with almost intellectual
depth. | liked everything about it. | was also shocked by the amount of
i tion and gameplay possibilities with the shield that | died a hundred
in the first level just trying out different ways to play it. Also, graphically it
unusual because it was one of the first games to use pastel colowrs at a
time when everyane was using harsh reds and greens. It still holds up E
ntastically well compared to other shooters today.’ Too well, perhaps. .,
R-Types Is currently only avaiiabile for the PlayStation in Japan, but Edge has already been
contacted by UK publishers interestexd in picking it up for & PAL releasa
A new 3D interpretation, R-Type Delta, is expected in the summer

%fm.‘mﬂd

Visually, the last two levels of R-Type Il bear the hallmarks of a rush-
job when compared to earlier stages. They're uncompromising, too

P e i B

Heart-stopping moments
Both R-Type / & Il contain some of the most glorious moments in
shoot 'em up history. Moments when the R9 has probably just

lost all of its weapons due to an untimely collision with a wall.

Moments when blind panic seems like the only option..

R-Type, level 3
While dodging an onslaught of enemy fire the

player has to na e R around 4 gigantic

alieent mothership before swooping down and

blasting s vulnerable core. This stage is one

of the game's most celebrated set-piece

R-Type, level &

Halhway through the maze of green blobs a
pack of alens suddenly crawl on from the back
of the screen. The only hope ts to get the
shield onto the rear of the ship (if you can find

enough room) and watch the front carefully

R-Type, level 7

A space station where enemies pour onto the
screen and sections of the walls explode. Why
does that ominously passive red enemy vessel

cruise on trom the rear of the screen? Simply

because Irem knows it will bewilder the player

R-Type II, level 2

The RS is submerged in water for much of this
stage but it isn't unnl & crab-like mid-level boss
appears that panic sets in. lcebergs form on
the water's surface, the screen fills with aliens

and a mad few moments ensue

R-Type I, Level 3

Fallows in the foatsteps of R-Type's third level
& bt 100 closely, perhaps, but includes twe
onscreen motherships and yet more franti
squeezing of the R9 through impossibly tight

gaps. A huge and homibly tough final boss, toa




The pt s  foreign county:they do things dieenty hB[E

I

artlev “1he bo-Betweer




EDGE APRIL 1998 |

I

RETRO-TYPES

|

69

L% ll Jﬁ&!-“ﬂﬁlﬁ Mﬂ'ﬁh‘;f-
- = == . ’

ne thing last year’s retro
“ gaming craze taught

veteran players, Is that
memory can be a cruel decelver.
How many children of the 8bit age
must have excitedly accessed
emulation Websites and
downloaded fondly-remembered
titles like Beach Head, IK+ and
Uridium, only to stand back in
abject horror when presented
with an ugly barrage of blocky
pixels and simple chipset sound?

Of course, videogames aren't

all about great visuals and
symphonic music. These will
always be subordinate to
gameplay, and all of the genres
people play today boast a long
dynasty-with gameplay as its
lifeblood. There is, for example, a
long, cogent line which connects
Way of the Exploding Fist to
Tekken 3, just as there are clear

Clasic videogame designs eanimated by Edge

links between Pole Position and
F1 '97. Indeed, when people
complain that there are so few
genres now, they are forgetting
that they really only have
themselves to blame. In its short
life to date, the videogame
industry has undergone a
Darwinian process of natural
selection, with only the most
popular game styles surviving to
seed the successive generations.
If there are dozens of beat ‘em
ups, racing games and sports
sims around, it is because players
picked these genres to survive.
That's not to say the genres
we have now represent all the
good ideas the videogame
community has ever produced.
Brilliant aberrations like Sentinel
and Mercenary were just as
important and successful as the
likes of Kigk Off and Yie Ar Kung

Fu, but they were so original, that
Imitations simply weren't possible.
They stood, and died, alone.

Recently, the industry began
rediscovering the value of these
rogue ideas. Nintendo has been
raiding its store of 8- and 16bit
innovations for the last three
years, with titles like Pilot Wings
&4, Star Fox 64 and Mario Kart é4
still among the Né4's finest
moments. Similarly, Sentinel
Returns, Virus 2000 and Sim City
3000 are all in the pipeline.

With this in mind, Edge has
produced its own list of the key
games boasting invigorating,
individual ideas that could easily
be transferred to today’s market.
Not all are classics, but each
added something singular and
experimental to game design
history. How many Quake clones
and football titles can claim that?

EEEEeYT
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Updating 2 tlassic

Jvvemy Swith, Eides

"The classic game | would update is
Rick Dangerous, because it had all
the qualities of a good platform and
puzzle game. | would make it 30,
but keep the cartoon feel and
humour of the titlke ~ too many
games take themselves too seriously
these days, Gamers today want titles
that really piay well rather than those
that look good but offer fittle else’

Firebird

David Braben & lan Bell

CB4, NES, Spectrum, Amstrad,
BBC Micra, Amiga. Atari 5T
1084

SUPER METROID

IT WAS... The sequel to NES platformer Metrold, reviving
the original’s lead character Samus as she travels to the
planet Zebes to locate and destroy an evil larvae and its
many minions. Edge originally described it as 'a futuristic
side-on, scrolling adventure with Zelda-esque overtones’
WHAT WAS ALL THE FUSS ABOUT? Dodgy story aside,
what captivated players were the challenging level
designs, the sprawling play space and the wealth of secret
areas and weapons. There were also dozens of interesting
collateral features, such as an electronic rope which could
be used to swing across chasms, and the morphing ball,
which transformed the player into a tiny sphere capable of

IT WAS... Perhaps the only classic videogame to premiere
on the BBC. Elite was a singular combination of space
flight sim, trading game and shoot ‘em up. The player
began the game with 100 credits and a Viper craft (the
spaceflight equivalent of a Skoda), and had t0 progress

by destroying other ships and getting rich. Along the way,
government bodies would offer the player various missions
with cash rewards, so the ship could be fitted with better
weapons, shieids and, cruciaily, a docking computer
WHAT WAS ALL THE FUSS ABOUT? Although the
vector-based graphics were simplistic in the extreme,
Elite evoked an incredibly realistic atmosphere, perhaps
due to the utterly open-ended nature of the game design
Players could simply orbit one pianet, destroying trade
ships and stealing their cargo, or they could lead a
peaceful life jJumping around the galaxy, trading In various
goods and services. To add a littie spice to proceedings, it
was also possible to get involved in narcotics, arms and

accessing tiny gaps in the scenery. A fine arsenal of

weapons and the ability to access computer terminals to

gain important level information were the finishing touches
to an imaginative and addictive ensemble

HOW COULD IT WORK TODAY? If ever there was a
project to put Lara Croft in her place, it would be an all-
new Metroid, with Samus asserting her place as the
original female adventurer. Pernaps the game's best facet
was the opening up of added areas as new abilities were
gained; it's this that Edge would like to see revived

WHO COULD PULL IT OFF? Nintendo, of course; Super
Metroid 64 is a mouth-watering proposition

Nintendo In-house SNES 1984

slave smuggling - hugely profitable, but likely to attract the
deadly attentions of police craft in law-abiding systems
Few space trading games have matched the sheer depth
and compulsion offered by this 8bit classic

HOW COULD IT WORK TODAY? Obviously texture
mapped spacecraft would be a huge step forward, as
would a greater diversity amongst the cultures on different
planets, More than anything else, however, Elfte would
benefit from becoming a totally online event, rather like
Meridian 59. Players could form alliances with other pliots
via an In-game email system or simply become nomadic
pirates picking fights or planet colonisers. importantly, the
gameplay would remain totally open-ended, allowing users
to create their own totally individual adventures

WHO COULD PULL IT OFF? Psygnosis has proved its
visual space adventure competence with Colony Wars,
although Origin/EA got closer to the spirit of Elite with

The Darkening

METAL GEAR SOLID (KONAMI)
(e of the ey fitles om Samg's lea-detunc
MSY swen computer formt fram Japan, Metal
Gioar (1987) was 8 tap-down shoater whery
vigidance and ciexlth were mare importan
hiun ofl-out shoating The game brings the
SHE interesting coues! o demtituly
tesgaed 30 e pdts 2 buge varaety of new
wespans and jadgets. There me o dwem
of alleed hostages tn commenicate with, and &
well develnged starylie. Sull rom ihe Conam:
stable. (e update (s et 10 2poesr on the
PrayStation. The game of "SK? Coold be

R-TYPES (IREM)

Roguatily 8 st sideways-scrailimg shoat
"t g eve created, irem's 1587 blastes
combingd brilliantly complex, balanced
wamenley with imagimative 20 grashes ad 7
hugely Eventive rasge of pewer-upe Not anly
bt rem abready relaased boih R-Type a0
ns seguei on the MaySinnon in Jasas (see
pB2), but the company is abse werking oo the
brand-aew R-Type Delta, agam fur the
PlayStanoa. Comooversially, the comgany

in ahandareng 10 xprites in Favear of pelygon
ships and backqrousds

SENTINEL RETURNS (HDOKSTONE)
[he origingl Semtinel (1857) wa 2 sinpular
B4 ity in which the player had 1o sneak
armad 3 30 tevvain aftempting in reach and
Iinafly sbsar the susroms heiag waiching
frm 3 pedestsl in the paetra of the lovel
T uptite, et o anpear in e DN thenagh
PavSiation eorner srone pobinher Prygoess
retmes the original | paransis-imdaring
SEEglay but Braadens out 1 EaTNg
curve and smonthes (e animatin. Will o all
prowe fon siew for tnday's framerale junkies
degaity s angeassiog qamepiay!
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WARBLE

MADNESS

IT WAS... A classic Atarl coin-op In which the player had to
guide a ball around a series of devilishly complex mazes
within a strict time limit. The game inspired a number of
clones, most notably Electric Dreams’ SpinDizzy and The
Edge's Gyroscope. Few of these, however, opted to
support anything like the original’s trackball interface
WHAT WAS ALL THE FUSS ABOUT? The complex, multi-
layered maze design was simply exceptional, combining
slopes, chutes and steps with impossibly narrow walkways
and bottomiess chasms to create a fiendishiy difficult but
addictive experience. Best of all, the open layout of each

involvement with the world, and allow more complex
routes to be attempted. A few new tricks and traps, and
perhaps a more varied selection of surfaces to affect the
ball’s grip, would make welcome additions. A gyroscope or
even a larger marble would force the player to complete
each maze in a different way, adding to the longevity. The
flexibility of analogue cantrol would be a bonus

WHO COULD PULL IT OFF? Shiny Entertainment titles like
Earthworm Jim possess the quirkiness to make an updated
Marble Madness work, and it's demonstrated a flair for 3D
with its under-rated MOK

level meant there were often several ways to reach the

Atari exit, with many requiring huge amounts of imagination,
In-house skill and flare from the player. Due to the realistic physics,
control over momentum and velocity had to be mastered
to make progress. There's great humourous detail, too
HOW COULD IT WORK TODAY? A true 3D landscape and
dynamic camera would give players a greater Interactive

Arcade, CBA, Spectrum,
NES, Amiga, Atari ST
1984

HEAD OVER HEELS

IT WAS... King of the 8bit isometric platform adventure
games. Created by the Jon Ritman/Bernie Drummaond
collaboration that engendered Matchday 1 and 2, Head
over Heels featured the pair of eponymous heroes in their
sprawling quest to defeat an evil queen. While others had
beaten the path before (notably Knightiore), Head and
Heel's detailed and absorbing adventure excelled

WHAT WAS ALL THE FUSS ABOUT? The game's best
feature was the interaction between the two protagonists,
despite their initial separation. Head could jump high and
shoot the bad guys but moved siowly, while Heels was a

Deean Jon Ritman & Bernie Drummond

PITFALL 30 (ACTIVISION)
Urigmally released on the legasgary Atari VCT,
Pittall was 2 sidewans seraller featwing 20
\ndizea Junes predecesir leapng o
crocodies ad Twanging 6o viees 1o svd
traps. Acthvesion's updaie keegs the same
pamegtay elementz. bul presictably tranafers
the action by Uhind-persan 30, and beels up the
scenic dversity with & range o contrasting
repions. Unferengiely. dacest, mtustve 30
mierfaces are taugh 1o perfect (as Croc
sroved) moch of the jame's immediagy muy
Rane been fogt In @ pramestng endeavont

swift mover with a short leap and the ability to carry
objects. Reuniting the two, after much playing, resuited in
a symbiotic pairing that combined their abilities

HOW COULD IT WORK TODAY? The character interaction
could be enhanced, with a four-way Né4 version offering
fantastic multiplayer possibilities. Whether a polygon-
based environment would be for the best is debatable,
given most platformers’ failure to survive the switch

WHO COULD PULL IT OFF? Having fathered the
aforementioned Knightlore in a previous life, Rare would

be more than qualified to dabble in the genre once more

C64, Spectrem, Amstrad, Amiga 1986

BATTLE ZONE (ACTIVISION)
Lisited and st pretty 1o Jook ot Airi's 1960
tank COMREL coat-up MCtEd @ bege fosiawing
severthelest, JETRAES 06 10 113 mapARINE
cahimet ang chem ectal graghaty Rulding

o its MachWarriar axperience for it
follow-up, Activigion has added & boge amaun
of scesit variaty 1o the battiescages dad, mare
impatantly, added much to the strateqy side
ol the game. pusing plavers i pansand of
fegines of diffarem: vehicles Suoog saramine
[feresting weagnns and & nfitve interiace
cambing (o create @ modern clissic

Updating 2 classic

Jen Ditmay, Coaninreg Yo

‘Geoff Crammond's Sentinel was
onginally seen on most of the Bbit
platforms and introduces a style of
gameplay that had not been seen
before or since. The graphics were
in filled 30, and there is plenty of
opportunity to make them far more
atmasphenc on a modemn machine
T would be interested 1o see a
multiplayer version, along with 2 few
more variations in level design and

objects on the landscape.’

VIRUS 2000 (FRONTIER)
Neseased in 1989 o the Acorn Archimedes
umds ity aroginal mamicker of Zarch) and
fhem camwerieg o ober 5O formaze.
Virus was i inciediby idiesyncraic
polygon-based Hight shest “em up with 2
chalienging hever end boost” jmmariace. n
(e PC- 24 PiayStatioe-bound yeguel, the
phayer sl has 10 poevest the spread of an
aleem e, but now wrgans sesect dike
enemies raplace the robaty of ol and
fher 1 3 human epatition by protect
Hugely pramizing.
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IT WAS... Difficult to categorise - even now. Skooi Daze
was a platform puzzler set entirely in a schoo! building that
occupied just a screen and a half. The player took on the
role of Idle student Eric, whose mission was to steal his
report card from the headmaster’s room and avoid a
. T sound repnimand from his parents. To do this, it was
Tl B &‘I . neccessary to discover the head's safe combination, a

.:_-;;, compiex process which involved assaulting many of the
] .ﬂ1 school teachers with a catapult

"" WHAT WAS ALL THE FUSS ABOUT? Not only was Skool

Aot da m Daze a genre unto itself, but the game also exuded an

anarchic slapstick humour which proved more compelling
Micrasphere than actually trying to compiete the set mission (GTA,
In-hause anyone). Players could bully other pupils, write obscenities
C64, Spectrum, Amstrad on blackboards, skip lessons (the game featured a rigidly
1085 enforced school timetable), and generally behave in ways

§0§

IT WAS... A 2D platformer set aboard & luxurious crulse

Updating & clussic

Froes Malvenns, Delitin
tt Main ! ship which has been struck by a tidal wave and is sinking

fast. In true disaster movie style, the player must rescue
trapped passengers, guiding them to safety through
dozens of rooms and passageways. 505 enjoyed the
portentous title of Septentrion in Japan

WHAT WAS ALL THE FUSS ABOUT? Not only were the
Mode-7-enhanced visuals detailed and evocative, but the
ship rolled over throughout the game, which meant the
player's route to the surface was constantly changing. The
game also took ideas and themes from various genres. the
leaping and swinging brought Prince of Persia to mind,
while the rescue of non-player characters seemed Inspired

"Interplay’s Wasteland was an cld- 3 :
style CB4 ks . by DMA's Lemmings. There was also a compelling

and is the most atmosphenc game
| have ever played. When you had
encounters, you had real weapons;
my favourite was turning bunny
rabbits into blood sausages The
plotline seemed to allow you to do
anything you wanted, although in
reality It was linear. It would be
perfect as a first-person adventure
using curment 30 technology.

(Fue letwractive, 1950

T phiver wsters 3 mysterions warld of
When Oscar Wilde wrate, "Talent borrows, but genius steals,” he could
whgure intartace. Th
H
Insre mave when! Muldwr wed Scally

m I 13 hack o

easily have been referring 1o videogame design. Although many ideas

HACKER
(Actiotgin, 1985}

carrently circulating the industry look totally original, there is often an

X-FILES UNRESTRICTED ACCESS

comspivey aad exglanage via o dekiberainiy

0 files sud sl uy varveifinnce comeras 1y

they dare not in real life. Fantastically good 8bit fun

HOW COULD IT WORK TODAY? The most memorable
elements of the game were its humour, its revelry in
casual violence and the fact that there were so many
activities which had absolutely no effect on the main
thrust of the piot. A third-person GoldenEye-style 3D
perspective and a larger game map would be useful
additions: players would then be able to Shoot at teachers
in the playground from a first floor window, or explore the
kitchens, cellars and staffroom missing from the original
A wider selection of schoolyard weapons to deploy would
also make things more Interesting

WHO COULD PULL IT OFF? Bullfrog Is one company well
versed in making supremely marketable games out of off-
beat material - witness the success of Theme Hospital
Perhaps a more strategy-inspired game would result.

atmosphere of human tragedy, brought to life by the
haunting soundtrack and an Involving storyline, taking in
the lives of several crew members and passengers.

HOW COULD IT WORK TODAY? Moving to a 3D third-
person viewpoint may well be more attractive to modemn
gamers, and the original’s awkward control method would
have to be addressed, perhaps with the support of an
analogue pad. A range of puzzles inspired by Resident Evil
and Intelligent co-passengers adding thelr own expertise
to the escape effort would add gameplay elements.

WHO COULD PULL IT OFF? With its Tomb Raider duo,
Care Design has not only developed a solid 30 engine, but
has given its environments a fitting degree of ingenuity
and a true sense of ‘being there’. The first ‘Titanic' game?

Vic Tokai Human SWES 1994

SILICON VALLEY

{IA. 199)

Tks comral of & robet 48 It bramsprts ddoaid
& spaceerilf, hes destrovs (ke iohabltants

by fakiog (em wver and acauiting thelt
ingividenl charactarigtics. A Wack B4-style
0 ewirinmast

™ === PARADROID
{Femses, 1885

The plaver mtirs @ mystaruus wathd ol
CERIDIFECy 30 wupieage vin o delibemtsly
wkeory istertace. The gim i3 10 dmck iy
wecr ey dd in on oorvelince comenn
10 bearm mave mhowt @ mithantionsl toageny

Tove costral of o vabet s it trantpons abeard
o Spacecrafl them destrayy e ihabitants b

taking e ver amd avaing Ol v
thszterianice Saeath OB 0p-ow seroliing

Bbir skeleton waiting in (he claset to take all tha trug credit. Here are a

Iew contemporary litles, and bengath, their passible inspirations.
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MERCENARY

IT WAS... An admirably open-ended sci-fi adventure,
drawn mostly in vectors. Lacking the galaxy-wide vistas
of Elite, the action takes place only on the planet Targ: the
player's aim is to escape with no money and no means of
transport after crash-landing. It soon turns out that a civil
war is raging, making it possible to profit from running
missions for opposing factions. There was a strong
adventure element, with dozens of locations and puzzles
WHAT WAS ALL THE FUSS ABOUT? Like SOS, Mercenary
skilltully blended several different game styles - arcade
adventure, flight sim and shoot ‘em up - in an innovative
and addictive experience. The player had total freedom to
roam the huge environment and to investigate the various

buildings littering its surface. It was also possible to pilot
vanous craft (acquired by fair means or foul) and collect
objects, giving the environment a greater sense of reality,
HOW COULD IT WORK TODAY? The first-person
perspective and mission-based structure would not be out
of place today, but texture-mapping, realtime lighting and
detailed scenery should replace the original’s bland
wireframe visuals. it would also be interesting to receive
regular reports on the course of the war, so players could
gauge their effect on the proceedings

WHO COULD PULL IT OFF? Activision’s update of
Battlezone showed it can produce revivalist games with
depth as well as decent graphics

Dpdating o classic

Tonp Erawtdpr, Bienlin

if | was pushed to give an answer,
it would be to tewnte Capive using
3 3Df card on a PC or an N64, |t
never fails to impress me. | still play
it now and think, 1 can't remember
writing that bit." As to what | would
change, it would be the graphics, as
the game is sound. Changing to &
Doom-style game would spoil the
gameplay. You play the game n step
movements, which makes the game

Novagen Paul Woakes C64, Atari 400, Amstrad, Amiga, Atari ST 1886 faster and simpler to contral,’

IT WAS... A top-down vertically scrolling driving game in
which the player took on the role of secret agent chasing
various bad guys along an endless highway. To make
things a little more difficult, many enemy cars had wheel
spikes to ram players off the road, and there were civilian
cars which had to be avolded rather than destroyed
WHAT WAS ALL THE FUSS ABOUT? More a driving game
than a racer, Spy Hunter was an early innovator in a
number of respects. There were no consistent baddies to
chase - they appeared on the road ahead and drove on
until destroyed. it was one of the first games to blend
shooting and racing. The player could also drive through a
boat house turning the car into a speedboat, continuing
the action on water.

HOW COULD IT WORK TODAY? One of the best ideas in

aircraft, each with their own handling characteristics and
separate foes, keeping the player constantly on the move
The original’s power-up system, where the player drives
aboard an ally's truck for missiles, oll slicks or smoke
screens, is another essential feature. It should also be
possible to customise the vehicle for better handling,
armour plating and so on, Interactive scenery like ramps,
chicanes and more alternative routes would also iImprove a
game already featuring so many strong ideas

WHO COULD PULL IT OFF? After the illicit thrills of Grand
Theft Auto, who else but DMA could do Hunter justice?

SPY RUNTER

Arcade, C64, Spectrum, Amstrad

1983
the game was the way you changed vehicles on the fly, so
there was never a chance to get accustomed to new craft
The updated game could take In motorbikes, boats, even
BUST A MOVE CREATURES QUAKE 2
{Enis, 1990 (Cybertite, 1087) (i, 1887}

Waich  suies of growwy charncters perlorn
wall-chareagranind dance moves. (hew by 1o
veplicate the sepmeace in time 1) (e mesic
Thewiemed Yhis tosue [see page B7)

BREAKDANCE

{fam, 1984)

Wk ety snimated. Rarely recogacnable
figene jerk thromgh o Lowghatle collection of
areaidunt moves, Ihem try 1 replicale e
with w concern lor the teaeless dligs plaping
ooLn o the hackgroand

Commmmicate with antiliciaily stafiipe
ARSCAER COuatuR v 3 Snahisticatd
ntetace. wnd marvel as ey slowly leae
1o Tespand | jour commandt

LITTLE COMPUTER PEOPLE
[ctivizion. 13850

Commonicate woih o ridicadoss ile naerees
0 gk 0 virien of short phrases. and maael
115 complutaiy ignares everyining o ot
him i du

Explare & labyringhima sasies of benutitulty
canstiutted comalans, Rartiing with
varoet Imamnarive conalanes which duck
anf e oo avcid tie

30 MONSTER MAZE

U Greee Satwue, 1980)

(1 t 1) hagiaa
innahited by mpossibly Mo
Whith oot maee ot all
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Updating a elagsic

Dunid Jonkz, DUR Dagipn

Stunt Car Racer is ready far an
update. Yoo could do a really nice
engine for if, update the physics and
the handiing so it fesls ke you really
are dmang on these wesrd tracks
Dne of the annaying things about
the onginal was when you fell off the
track: that wae you finished, since it
was pretty much impossible 10 catch
up, That could be changed s that
littfe mistakes aren't fatal; then add a

multiplayer option.”

more Updates ae an the wry. Capcont, lor example, 5

STUNT CAR RACER

IT WAS... One of Geoff Crammond's earliest driving games.
Stunit Car Racer ditched the unrealistic follow-cam offered
by dozens of Pole Position wannabe's at the time, and
employed a first-person 'behind the wheel’ perspective
more readily comparable to today's cutting-edge efforts
like Gran Turismo

WHAT WAS ALL THE FUSS ABOUT? The game also
rejected endlessly fiat circults in favour of narrow
rollercoaster-style tracks with enormous peaks and
stomach-churning troughs. a concept which sadly has yet
to be attempted by modern racing game designers
Everything in Stunt Car Racer was constructed using
polygons rather than 2D sprites (almost unheard of in the
eighties), and there was an excellent two-player option.

Firebird

WITRALI

IT WAS... One of Bbit gaming's iost treasures. Wizball is
still one of the few titles that truly defies categorisation
Players had to guide a bouncing baill around scrolling
levels, both upgrading the ball's abilities and collecting
coloured droplets. These drops then filled one of three
cauldrons, depending on whether they were red, biue or
green, with only one of each colour found on each of the

six worlds. Once a cauldron was filled, part of the current
stage would be coloured in, either in the desired primary
or with a mixture on later stages.

To be reanimated?

¥ the indhuttry rumons w15 10 be beleved, several

working on an N6 venon of Chouls ond Ghats,
while Frnce of Ferda mey be in fine lur & FC eboth
Finally, muin-playe classic Gountler couid spon be

appearing on 4 hume el couttesy of Atan

Geoff Crammaond

HOW COULD IT WORK TODAY? Detailed, texture-mapped
car modeis and scenery would be needed to replace the
basic polygon machines and sparse backgrounds of the
original, A RageRacer-style custom option allowing
successful racers to update their vehicles with better
acceleration and handling would be Interesting (and useful,
considering the original had no safety barriers). Apart from
that, modern necessities such as a smooth frame rate,
support for PC graphics cards and a more creative
understanding of vehicle physics (like power sliding) would
be all that was needed to bring this thrilling driving game
bang up-to-date

WHO COULD PULL IT OFF? Geoff Crammond himself
would probably be best qualified

CBA, Spectram. Amiga, Atari ST 1888

WHAT WAS ALL THE FUSS ABOUT? The intricate
gameplay was (and still Is) a novel extension of classic
arcade themes

HOW COULD IT WORK TODAY? The potential for an
update, given the current crop of technology, |s fantastic.
A 3D landscape, further integration of colours into the
gameplay and area zoning, so that certain parts required
certain colours, are just the tip of a multi-hued iceberg
WHO COULD PULL IT OFF? Edge can only hope that
Sensible considers the possibility of an update E

Sensible Software C64. Spectium
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the online game

The hype has died down but the work has only just begun. Half a decade into the
much heralded ‘multiplayer gaming revolution’ and still no-one knows exactly
where online gaming is headed. Edge charts the possible courses

“n 1996, the computer industry market analyst
Datamonitor predicted that the European online
games market would be worth some £900 million in
the year 2000. Yet 12 months later it revised its
forecast to £600 million by 2002. If even professional
Industry watchers are confused, what chance has the
average gamer got of understanding the online market?
Anyone who's played anything from Quake to
Hearts an an office LAN knows where the buzz
other human beings lllicits a thrill that conventiona!
for years - witness how Gauntet and Street Fighter I
quickly became spectator sports when they first
appeared In the arcades. Indeed, the Japanase make
no distinction between multiplayer games,
connect ‘em ups like Pokemon and Internet games,
which underscores the fact that the presence of the
Intermet merely ups the ante in the online stakes.
Today, enough entrepreneurs have been won
over by the promise of Internet gaming to continue
throwing money at what remains an embryonic
industry. For now, these players can be broken up
into four distinct factions: Multi User Dungeon (MUD)
operatars, the so-called ‘aggregators’ (such as
Wireplay, DWANGO and Thrust World), Internet
Service Providers and individual software publishers.
When considering this proliferation of different online
services, it's important to remember ane thing.
Compared to the overall size of the boxed games
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The rules of the game

Richard Bartle invented the first Multi User Dungeon
back in the early eightles while teaching artificial
intelligence at Essex University. Here are his golden
rules of online games design...

A great game Is not enough

The players are the point, not the game. A coin-op
simulation may suffer in comparison to a
technological no-brainer like Hearts.

Being thrashed Is no fun

The debutante Quake player who finds himself
thrashed into submission will probably never retum.
Users must be able to wander about

Not everyone is Drilliant at gaming, o a truly
democratic online experience should allow all players
to take part at their own pace.

More Isn't always merrier

Where's the joy In a community of thousands? Bartle
suggests over-populated games should be sub-divided
into groups numbering not more than 250 people.
Not just playable but replayable

If there's a logical conclusion to your game then users
will finish it and move on. Even worse, shared
knowledge means that new recruits will take
progressively less time to get through.

Don't fix times for play

Despite falling phone charges and ISP rates peaple are
still aware that the clock is always ticking. Players
rmust be free to enter or leave the game at any time
and still enjoy the experience.

Make it easy to meet other players

To reiterate, onfine games rely on player interaction.
It's best to make Interaction central to

the game concept.

State of the art doesn't stay that way

A technological marve! in the offiine business can only
stay that way for a few months. Low technology online
games might go on for decades.

Online games need love

Because online games should be organic they need
someone to look after them. Work on an online
product never stops.

market, online is virtually non-existent. The odd
commercial success like EA/Origin’s Litima Online Is
the exception that proves the rule that hardly anyone
will pay to piay online.

The most popular MUDs have a few hundred
members. Wireplay claims 23,000 registered users but
is lucky to have even one per cent of them playing at
any one time. Ultima Online (flawed, but arguably the
premier example of a tallor-made online game} is
reckoned to attract up to 3,000 players at its peak.

But stand these next to the casualties and the
confused state of online gaming is apparent. British
startup E-On folded last Novermnber, US-based Internet
games service TEN laid off 80 people a month earlier,
and rival Engage reduced its staff by half in August.
Jeff Leibowitz, president of Engage, said at the time:
‘It's simply & fact that the market isn't there. The
Internet market just hasn't developed the way
anybody expected it to.*

However, Colin Duffy, Wirepiay's head of games,
sees the sector at the start of a classical economic
curve. ‘All new products, whether TVs, PCs or videos,
pursue the same curve. You start at a crawl being
Ignored by all but a few early adopters. Siowly the
mass market catches on until the curve rises sharply
and you're into rapid growth. I'm certain online gaming
will be no different. We just don't know how long the
process will take.

Duffy’s case is persuasive, but the cynical
observer might fee! the oniine market has had its
chance. The Intemet has been in the public
consciousness for three years - five for the more
clued-up gamers. It's almost as long since Doom first
set office LANS ablaze at lunchtimes. The path from
early text-based MUDs to Carmack’s stunning Quake
code hasn't always been smooth, but the public have
had plenty of opportunities to be tempted online

Arguably though, Quake World is a new
phencmenon, the biggest success so far for online
gamas. And it's achieved an unprecedented level of

success In spite of one huge and persistent handicap
- latency. Like chewing gum on the shoe, the latency
probilem (or lag or ping) I an irritant that follows
wherever remote multiplay goes.

Latency describes the time delay between a
player's actions and registering that action on the
screen. It's caused by the need to communicate the
action to the central server which runs the game (or
to each individual player in games without a server),
Latency affects games differently. While irrelevant to a
turm-based game like Bridge or Chess, latency can
render ‘twitch’ games like Quake unplayable - when
one player's screen freezes, the other sees an
immaobiie foe and fills him fill of bullets.

Latency isn't an issue on office LANS and only
rarely a prablem when two players connect via a
modem. But across the Internet, latency hits hard.
The journey of every single packet of data can be
hinderad by connection quality, by bottienecks due to
narrow bandwidth, by error checking at the modem
and by complex features running within the game
itself. There's also the perennial problem of users’
different machine specs. And even the speed of light
Is & bugbear if the signal goes international.

The consensus seems to be that no more than
150 milliseconds lag is a reasonable target. It is
achievable - though not always. According to Pete
Hawiley, 2 producer at GT Interactive and respected
Quake World player, latency often makes Quake
unplayabie. It depends on your Internet Service
Provider, but I'd say 50 per cent of the time there are
probiems with ping times. Players tolerate it because
of the competitive element in the game but, really,
it's pretty frustrating.'

Developers have come up with various software
techniques to minimise the tyranny of lag, VR-1 uses a
predictive motion algorithm to calculate the likely path
of objects on screen for smoother movement.
MPath's MPlayer monitors the player's connection
and displays red or green to indicate whether it can
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handle the requested game. Meanwhile Jack
Mathew's QSpy finds the fastest available Quake
Waorld server and re-routes the player to it.

Of course, latency is not the same problem for
every player - causing all manner of ‘Netigette' fury.
Play by ISDN and ping times are reduced, giving those
lucky enough to have this faster access - LPBS or low
ping bastards - something of an unfair advantage in
play. (An ISDN is a dedicated, purely digital, additional
line to your local telephone exchange),

But don't put too much faith in ISDNS or in new
modem technologles as the big solution. Over the next
few years, a number of ‘broadband’ devices will enter
our homes, such as ADSL and cable modems. These
will provide enormous increases in bandwidth and
should revolutionise the delivery of music and video
across the Internet. But they're unlikely to reduce
latency to any greater degree than an ISDN line.
Broadband modems may offer more data but not
necessarily faster delivery of this data. Only
improvements in the Interet’s underlying architecture
can seriously crush |ag.

Needless to say, latency is a crucial issue to
aggregators who need to attract gamers away from
‘free’ sites such as Quake World servers. Hence,
DWANGO's claim of 100ms ping times and Thrust
World's 135ms. Wireplay, BT's dial-up service which
runs across the public service telephone network to a
dedicated server, projects (tself as a nationwide LAN,
Unhindered by many of the Net's obstacles the
service claims 105ms ping times on Virtua Fighter
and é5ms lag In the lab

The other key issue with latency Is whether the
solutions to it are scalable. If 100ms can be achieved
with ten users can it be sustained for 1,0007 At some
point, the cost of solutions like adding extra servers
becomes prohibitive.

The fact that latency excites such intense debate
hinges on the presumption that everyone wants to
play ‘twitch' games online. But there’s simple

argument ta suggest that they don't. In a ‘twitch’
game the same players usually win. And while it's fun
to be an ass-kicker, it's no fun to be the ass kickee.

This is why there's a vocal caucus within the
online community demanding a new type of
gameplay. Just as storytelling on film is different from
storytelling on stage, they reckon gaming needs to be
considered differently when on or offiine.

For many, community-based persistent worlds
are the template. Daniel James, head of MUD creator
Avalon, claims that, ‘MUDs are the historical backbone
of the industry. Their features are present in most
online games. People play them for years and when
they sign off it's like leaving home.’

Although Ultima Online and 3D0's Meridian
provide an illustration of how to make persistent
worlds visual, the text format still has its adherents.
Steve Cooke, of Ogalala, raves about the inclusive
nature of words. ‘Show non-gamers an arcade game
and they have all kinds of preconceptions. They don't
with text, And if you can persuade them to play for
five minutes they get hooked. With Improving voice
recognition, text has the potential to define a ot of
online gaming in the future.’

Others believe MUDS as they stand now are a
cul-de-sac, defined and confined by their RPG roots.
Pete Hawley: '| see their appeal but they're not for me
You walk in and someone says ‘thou hast enteretn’
and you just think ‘Christ, no thanks'.'

Jez San, managing director of Argonaut, is
another doubter despite being "Jez the Wizard' in the
ariginal MUD. ‘The bullying by experienced players in
MUDs s just as serious as it is in ‘twitch’ games like
Quake. And gameplay Is flawed because | think most
gamers want to be able to go online and feel they've
played something to the finish.

Of course, MUD proprietors can make one great
claim - they're profitable. Clem Chambers, pioneering
founder of Online Pic maintains that every game his
company makes recoups Its costs within four weeks.

Online options

MUDs/Parsistent worlds

Multi User Dungeon operators have two distinct
advantages over their rivals in the race to shape an online
future - they've been doing it for years and they're making
money. There are said to be around BOO persistent worlds
on the Internet, many located within I15Ps' own domains
Most are text-based like the arginal MUD but there are
some visual worlds like Uitima Online

The aggregators

This unwieldy term has emerged to describe companies
which act as a single site for online games or a dial-in
network for boxed games with a multiplay option. The
UK's ‘aggregators’ are:

* 8T Wireplay

Operating since October 1996, On Wireplay, players load
up their offline game and click on a Wireplay icon to dial
straight into the server and meet other players. The
proprietary software can be downloaded from cover disks
or the Website. Wireplay offers over 30 games and charges
2.5p a minute evenings and weekends, 6p all other times.
* Thrust World

uUnlike Wireplay, Thrust world is Internet based. Its servers
match players who pay £17.99 a month for unlimited usage
twhich Includes other internet access)

* DWANGO

The US service which made its name with Doom death
matches is beta testing in the UK. It hasn't finalised a
pricing model but in the US charges $1 an hour

* European Gameszone

A brand new gaming service set to launch in the UK,
Sweden and Germany which pramises littie lag, chat
zones and a service tailored towards Europe

The Intemet Service Providers

Games sites are usually avallable on an ISP's own service
and they are generally the most popular destinations
among subscribers. However, publishers are generally
uncomfortable with being so dependent on the ISPs. In
fact, 3D Reaims withdrew from America-On-Line when the
service asked for a fee. There is a belief that I1SPs prefer
customers to be Web browsers than gamers because it
makes data traffic easier to manage.

The software publishers

Software publishers have the cash and resources to
produce multiplay software which could forge lucrative
new markets. But they also have a vibrant offiine market
and a strong retail base which they do not want to upset
This makes online a risky proposition especially since, as
one developer puts it, ‘online games publishing and
conventional games publishing are about as similar as
mavie making and sheep farming.” All the same, online-
only games are coming out, with Sony’s Tanurus, Red
Drb's Extreme Assault, Subspace and Sole Survivor -
both from Virgin, all recently making headiines.
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Chambers believes the ability of these sort of

ga 0 attract and keep players |5 underestimated
by aggregatars and ISPs right now. ‘Content is queen
esare king at the moment,” he says. 'One
router company Is worth five times the value of all Net
content providers put together. But this will change. It
happens in all media.’

f Chambers is right then anline will be all about
content in five years time. And because of the nature
g N warehouses, or lorries, no
C n or point-of-sale worres) everyone thinks
they can control the supply of content

Some software publishers privately admit that
aim to host their own sites rather than pass
games, and potentially large profits, over to the
aggregators. It's certainly a tempting opportunity for
them - players buy boxed games and then pay a
maonthly site fee, with the added bonus of all that data
mining to boot. Yet there are problems, not lgast of
which - as Ulitima Online has shown - are the ongoing
s of keeping abreast of the constant emergence of
hacks and bugs. And what if a publisher has a big
online hit, sets up a number of servers to cater for the
demand and then follows up with a seres of flops?
Idle equipment costs money.

Naturally, Wireplay's Colin Duffy, speaking for
aggregators, has further doubts about the wviability of
1 publisher-led ventures. “There are 20 million
Jsites out there, Just because t's easy 1o set one
up doesn't mean anyone will visit it. Wireplay 1s a
branding exercise. Our aim is to be a magnet for
gamers, like the online version of Dixons.”

Far all the biuster and partial predictions of the
anline community, ultimately no-one knows yet which
business models or gameplay styles will predominate
But go along to any anline games conference and it's
immediately clear that there's a burning passion to
make online happen. Keep your phonelines free,

and wi

but

distri

because the revolution is still coming. Just as
S00n as somgone finds the right map

Pay to play

Much of the debate about online gaming centres on
how to make money. This currently boils down 1o the
choice between subscriptions or pay-per-play

Both arguments have their merits. If subs are
used clock watching is prevented, coliection Is made
easier and users can budget accordingly. These
factors convinced Thrust World to adopt the subs
model Geraint Bungay, head of marketing at Thrust
World, says, The trouble with pay-per-play 15 that it's
not conducive to iImmersion Decause you always have
one eye on the time.’

Yet pay-per-play proponents (notably Wireplay),
argue that their system is fairer and doesn't alienate
new and uncertain gamers. Having said that, Wireplay
has now introduced a credit card paying systém to run
alongsioe its original paying modei

A couple of companies have proposed fresh
solutions. Scottish developer, Vis Interactive, mooted
a new approach for the online version of its fighting
game HEDZ. Players would win or lose their HEDZ
(basically their stock of fighters) in one-on-ane combat.
If they ran out of HEDZ, they'd have to buy more from
Vis, Sega’s similar, but more general approach, Is
Limited Edition Digital Objects. or LEDOS for short (see
ES3). Here players purchase the core game, then buy
extra weapons, vehicles or equipment as they see fit

Of course, all these financial models struggle
against the free gaming on offer at, say, id's Quake
World and Blizzard's Battie.net. But as Wireplay's Colin
Duffy says, ‘Quake World Is awesome, But it only works
because it's Quake. Anything eise and people wouldn't
put up with it
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Myth

Dave Pairy in 1!

Members of the
development community
are invited to email
Gameview submissions to

co.uk

The definitive monthly assessment of the world’'s latest videogames

Myth: The Fallen Lords

laying Myth feels like there's really a battle to be
hat. C&C is alittie too removed from the action

- you fesel like the general sitting 35 miles benind
anemy lines, sipping & dry sherry and pushing
counters around a board, With Myth, you're a
ligutenant at the head of your squad, The result is that
you care about each of your men as much as a chess
player cares about a piece - you gon't want to lose
them! New urits cannot be manutactured mid-battie

Some of Myth's problems were fixed with a patch
on Bunge Software’'s Wabsité, but some annoying
things remain, The archers are so dumb that once
they're attacking the enamy thay don't stop firing
when the player’s knights rush in, and thus kill them
A “stop firlng” button is a rotten excuse for Intelligance

Sometimes you set up an ambush and have one
of your guys throw a grenade right into the middie of
the enemy pack. The annoying thing is that these
often fall to expiode. According to the stupid story in
the manual they are "handmade” and therefore not
reliable, If | drag 20 enemies all the way across an
entire map into an ambush, finaily getting my chance
o napalm them then - dud - they wipe me out, | don't

think "oh, it's hantdmade and s robadly won't
work' | think, "stupid bioody game, the only
explosive weapor fails whenever | need it

Furthermare, when | try 1o retreat my archers so
my knights can enter battle, the latter become a logic
wall. The gumb archers bang against that wall and tne
knights possess no Program code to tum 1o the side
and so let my fleeing arcners through. The enemy
swiltly approaches and wipes me out in seconds

| gon't mean to sound negative because | really do
love the game. But | believe it could have been drop
dead amazing with just & few more weeks of wark

| have to say that for a die-hard sction guy, | am
reaily getting into rule-based 'freedom’ games more
than their predetermined alternativa. Even with very
simple rules, @ game |ike Tetris can be made. it may
sound crap ("You pile up grey blocks'), but the freedom
to do it any way you like means that you guickly
generate personal strategies. When these fall you
biame yourself and quickly try again. And S0 the "just
one mare try' cycle begins

Myth Is one of the few games that | feel | have

freedom in_in the meantime, | await Zelda 44
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1080° Snowboarding

W, 7IME 01026
DAMAGE

R AMAGE

his isn't a typical Nintendo release. Anyone
expecting to see a flock of cute polygons,

resplendant in primary colours, careening down
a cartoon mountainside while shouting nonsensical
comments in exaggerated children's voices at each other,
15 In for a shock. 1080° takes itself seriously — even more
S0 than Wave Race 64, NCL's similarly styled jetski sim.

Turn on the power and, after brief but legally

necessary appearances by the Lamar snowboards and

The contest mode (above) is particularly enjoyable Tommy Hilfiger clothing logos, players are treated to a

and like many other aspects of the game, offers replay of a snowboarder rocketing down one of the

SPURARSONS Jpou Sor ?m puls game's tracks with a helicopter in hot pursuit. No
over-zealous commentator, a solemn yet realistic colour

scheme, and definitely no dolphins

Tapping the start button doesn't disperse the
atmosphere of sobriety; the only hint so far that this is
the work of Japan’s premier videogames publisher is the
novel character selection screen, which features the

“ormat. N64 Publi Nintendo eloper In-house Price” ¥6800 (E35) Release’ Out now (Japan) December (UK)
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B, 71ME
DAMAGE

TIME
DAMAGE

different boarders sitting around a chalet looking as
nanchalant as only snowboarders can. Players are faced
with a multitude of competition choices, although the
majority will find it hard to resist a quick match race. This
offers a series of races against a CPU snowboarder which
are divided into three difficulty levels, each of which adds
the challenge of a new track to its predecessor’s tally

Progression to the harder setting is denied until all of
the current setting’s courses are successfully completed,
Therefore, before access to the six-course expert level is
granted, players must have beaten their rival over the
normal four-course level and then proved themseives on
the hard level's five tracks. To prevent players becoming
numbed by having to tackle the same courses repeatedly,
the regulars are given a meteorological averhaul between
levels, so that wheraas Crystal Lake might be played in
the glorious midday sunshine first time round, the
prevailing weather conditions will be less favourable by
the time players tackle it on expert level

However, after a couple of descents, players may feel
the urge to expand their abilities - the courses are littered
with Jumps and obstacles that beg to be dodged with
mare aplomb than a casual flick of the board's backside
1080”'s practice mode offers players the choice of a
haifpipe or an obstacle course in which to attempt any of
the game’s possible stunts. Assistance is provided in the
form of joypad instructions on-screen, which remain there
until the stunts have been performed successfully.

Feeling confident with their newly-found
snowboarding skills, players can now take part in the very

Sadly, the CPU players seem to have pre-calculated
routines when going down any of the game's tracks

To progress to the next difficulty level, players must complete the same courses - plus
another - against more fearsome opponents. The weather turns against the player too

WHETHER STRUGGLING FOR CONTROL ON A FROZEN RIVER, OR SLICING
SILENTLY THROUGH POWDERED SNOW, NO OTHER GAME HAS
COME CLOSE TO CAPTURING THE DYNAMICS OF SNOWBOARDING

enjoyable contest mode, similar to WaveRace’'s stunt
option. Here, points are everything as the first three
tracks are transformed into sialom courses, and players
must negotiate the gates successfully in order to gain
extra time as well as slipping in as many impressive tricks
as possible, Adding variety to the seemingly endless (and
highly enjoyable) zig-zag nature of the proceedings,
Nintendo has also included a stunt ramp area and a
halfpipe level to be tacklied at the end of the first and third
courses. The other three courses do not feature in the
contest, but they can also be raced for points as
Individual courses in the stunt attack mode. Players are
given a very stringent mmat)lrme limit - but, scattered
throughout the course are gates that offer a generous 20
extra seconds apiece. Only by passing through enough of
these does the finishing line fall within the player’s grasp
ironically, both the stunt attack and time attack
modes (in which It is possible to save and race against a
player's ghost) prove more enjoyable than the actual
match racing, This isn’t due to an Insufficient number of
other snowboarders to compete against - it's hard
enough work having to avold the one CPU-controlled
character, as the slightest contact results in a frustrating
loss of speed. More contestants on the slopes would just
aggravate the problem, as well as robbing the game of >
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The game’s Deadly Fall track (above in replay mode) is as
open as a real life piste and offers huge potential for fun

r gly intuitive. The graphics are
easily the best seen in a game of this type, with reall
b gly genuine-looking sn
the boarders are superbly accurate repre
al life snowboarders and the game's authenticity is
complemented by splendid sound ef
All of this results in the most convincing videogame
lation of the snowboarding experience so far
ether struggling f trol on a frozen river, or cutting
Wy through powd SNOW, No other game
t pturing the s | 5
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aid, only
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As a result of its extravagant camera angles, the replay mode often manages to illustrate the
beauty and attention to detail that has gone into 7080° better than the three in-game views

to the
tr Jvertheless, the
courses are still worth exploring as, In typical
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Ploughing silently and softly through knee-deep
powder is one of 7080”s most satisfying moments
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Battlezone

.‘ Y_r'iPE 3

An attacking Soviet fighter is ri apart by a careful
mushuded‘defence I'I'::Wullfk ur B e "

gun turrets and tanks

It's often necessary to hold back from a conflict. |
Instead, co ordinating other units to do the |
fighting and sending fresh supplies to the front |
line using bizarre catapult-equipped armouries

# PC Activision In-house

£40

i the moon in s

hat the game proper

Out now



EDGE APRIL 1998

TESTSCREEN

Giving orders using the HUD is easy and the Al excellent,
but your vehicles tﬁ)n‘! always take the shortest route
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battle it out over the lunar surface, before journeying to
Mars and various satellites in the outer reaches of
lar system. The technology improves until the

ith about the alien-created biometal is revealed
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ed around both Interstate 746's game
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This external view of the s tank, with a newly built Walker vehicle close by, showcases
Battlezone’s often exceptional landscapes. Developers Activision used imagery sourced from

NASA to create some of the texture detail making up the different planets’ environments
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Final Fantasy Tactics

Check

Anms&tmwatt!mhn?

Graphically, Final Fantasy Tactics is far removed from the pre-rendered look of FFVII, with its
characters sporting the traditional cute ‘deformed’ look seen in previous games in the series

Although parties are often small,
they are usually augmented with
non-controllable guest characters

apanese role playing and strategy games share
opposite sides of the same coin. The former
genre presents a story with a combat engine
cked onto it, while the latter offers a tabletop wargame
llator with a story applied to hold everything together
n, it's surprising that SquareSoft didn't come
like Final Fantasy Tactics soaner, while it
was still developing for the Super Famicom. 14bit Square
strategy RPGs like Front Mis and, especially,
Bahamaut Lagoon couid h sold massive quantities with
the addition of a fe demark
Chocobos

It was left instead to the tiny developer Quest to
create the gefinitive SNES wargame, with the little-known
(in the West, at least) Tactics Ogre - a fact seemingly not
lost on Square with this release, Not only is FF T,

nal Fantasy’s tra

Those with an aversion to game manuals... an
in-game, onscreen, tutorial to take you through
every aspect of Tactics step-by-step is available

Spells need to be cast with care. If any of your
allies are too near, they can be caught in its effect

PlayStation SCEA

SquareSoft

ar the fac the
er sprites
constructed out of polygons, and has all the
nt advantages this approach affords), but its
development team, from character designer to music
composer, is almost ident
In assembling such a hardcore team, Square obviously
had no desire to create a simple wargame for beginners,
and Final Fantasy Tactics s certainly not for those after a
quick arcade fix, Each skirmish can take the best part of
20 or 30 minutes, and to make any progress requires the
player to quickly get their hands dirty in the myriad
statistics and options the g
Development of characters is of paramount
Importance, as they learn and master various tasks and
the abilities that go with them. Even use of a simple item
n—=which in a Final Fantasy RPG is available to
any character as long as it's included in the inventory -
can here only be accessed If a character has learned how
to use it. Konami's Vandal Hearts - which to most eyes
could be FF Tactics” twin — see Ight by comparison
every wargame must
overcome to hopefully win its share of mainstream
gamers Is, like its role-playing counterpart, the potential
tedium of turn-based combat. Square’s Active Time Battle
brought a much neede randomness to RPG
battles, and Final Fantasy Tactics tries to do the same
with its own combat engine. But because of the inherent
complexity of positioning, weapon range, character power

contains

One of the stumbling blocks

$45 (£30) Out now (Japan/uUs)
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Even in what should be the later stages of a battle, victory is far from certain. The enemy Al is such that they
will help wounded comrades, and will even aid each other in bringing down weak units in a player's party

and, indeed, the essentia D be able
pause time and analyse their . It has to try that
much harder. Thankfully, the ne arge Time Battle is as

cessful an attempt as you could have hoped for, given
ame’s nature. It gives characters
Charge Time gauge, restricting i

adding another strate
AT table |s essential to see
The complexity of the batties
heights as you try to decipher the r
variables that decides the outcc
Everything, from the elevation
landscape compared to that of
compatibility of their respective zodi
account as the game

attack has been

| the

hen

slgns, is taken Intc

StUl your

have had some inspired work put into t
treads a more predictable path. Rath
technological stance, FF Tactics

Final Fantasy IV {
world circa 1992
much from Que 1]
Final Fantasy staples suct
player expecting the
and colourful fantasy
disappotnted. The do nights and kin
the twists and turns be n the two warrin
central to the story — along with their tong

ale could be

established Final Fa
n the

unfashio

rabie aplomn Your party needs to be managed very
carefully if progress is to be made

Edge rating:

Nine out of ten

-~

Delita

)‘?' Brave 2) Tamss

An analytical mind is essential to make sense of
the information onscreen during a heated battie




TESTSCREEN

E€DGE APRIL 1998

Burning Rangers’ explosions are impressive, featuring PlayStation-like transparency and
filtering effects to provide a stunning pyrotechnical showcase. Such is the pace of Rangers’
gameplay, players are rarely given the opportunity to view fires or explosions from close range

hen Sonic Team created NIGHTS, many industry

B —

e 5 = e nirhe I

—ry 4 ’ g observers attributed the niche nature of the title

=AU GUp e == k ;
oo

2 N to commercial nalvete, What Sega needed, It
i 5 & was argued, was a Sonic game, Why then, had Yuji Naka's
. - :

3t

eshop created a beautiful and somewr
I's game’ when Sega s pera
FEAIm success? But if NIGHTS con

talented

delighted the dedicated hardcore that Sega now finds
If preaching to
Burning Rangers Is yet another example of Sonic Team's

creative clout

A simple choice between a male or
female firefighter may be no more
than cosmetic but Burning Rangers’

s a curious fusion of racognisable Y [Tz /5 and
strength lies in it unique gameplay isa C Irious usu. 10 ognisable gameplay mainstays a
the Sonic Team's own Imaginative, idiosyncratic flourishes

From the Manga-inspired introductory animation, to the
inspired use of sound and speech, Rangers proves to be a
refreshingly unique experience

Althou its basic plot brief
during gameplay, Burning Rangers' story does progress in
its own way. In each of the beleaguered complexes, the
player’s choice of Ranger — from an arbitrary selection of
male or female fire-fighter - Is gulded by a voi avigation
system. But, far from t F

i 0 "turn left” a §
advice here is often quite Rescued citizens alsc
give the player help, from the simple to the . clted
While many other deveiopers employ speech as a trimming
Burning Rangers uses it as an essential part of its gameplay

gh there's littie development O

g

Saturn Sega Di . Sonic Team

Walls of flame, cavernous warehouses and fast-
spreading wildfires give BR a very distinctive feel

Rangers' architecture |s somew

of the NIGHTS engine

at esoteric. Basic

corridors give way to chambers containing water tanks

with talkative dolphins
mmediately obvious that

contained inside them. It's

nic Team have set

ual showcase lor the under-exploited Saturn

come at a cost, however

¥5.800 (E30)

3 |ust three trncks

ffects appear to

toire. St

Excessive clipping is rife, while

Out now (Japan)
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of the Rangers’ spectacular Fire Extinguisher Units and jet packs (above, main)

| The key to mastering Burning Rangers’ unique gameplay lies in the skilled use

pop-up is avoided only through use of carefully-designed
rooms and walkways. Its engine appears designed to
perform at its best while travelling at speed. Fortunately,
there are few opportunities to halt and view glitches

The focal point of Burning Rangers is, naturally, its wide
variety of pyrotechnics. These can be extinguished through
use of the imaginatively-titled Fire Extinguisher Unit (FEU),
which can be charged to expel either large or small biasts
The effectiveness of this ‘gun’ is measured by the size of
the shot, but the larger and more effective blasts yield few
(if any) of the game's crucial crystals

Much of Burning Rangers' gameplay involves the
collection of crystals. The points system rewards players who
collect great numbers of them, but they're mainly used to
rescue citizens. To teleport a fire victim to safety requires six
crystals but, like the title that gave Sonic Team Its esteemed
monicker, any contact with a fire, explosion or assailant
causes the Ranger controlled to drop their collection. A
number of these can be collected before they disappear but,
as any Sonic adept will attest, that number will be a fraction
of the previous total. Come into contact with any danger
without crystals and a life will be lost

Burning Rangers' fires are visually excellent, and the
explosions that invariably act as their catalyst will impress
all but the most curmudgeonly gamer. Players are given a
brief warning before each blast occurs (a hissing noise
and a reddening of the area about to explode) allowing
them time to react. Thankfully, both Rangers are aglle,
capable of jumping (n every conceivable direction, the
trick being, of course, to jJump in the appropriate
direction. Experience gives players the ability to judge

where they should leap, but Burning Rangers is often one
step ahead, [Ulling the player into a false sense of security
There are some excellent set-pieces too, in particular, those
In rooms with fuel or gas canisters. Even the newcomer will
recognise their significance on first viewing. It's wise to blow
these up with the FEU from a safe distance before tackling
the subsequent fires, but no player will avoid being caught
by at least one such blast.

As with a lot of Saturn software Burning Rangers Is
fairly easy to complete, but in a similar fashion to MIGHTS
Sonic Team has attempted to offer some replay value for
players prepared to truly master its subtleties. Grades are

awarded for a player's performance on each level, Rangers’ view button allows players
however, players used to receiving tangible visual rewards to search for l"lPIi':“f m:':‘:m
for their efforts may find this little reward for their labours a safe vantage po - B

: ’ aimlessly often triggers explosions

So if it does have a particular fault then, it's perhaps that
there are too few surprises - a greater number of set-
pieces would help sustaln interest for those less Interested
in the simple accruing of points.

One of the last truly major releases for the Saturn,
Buming Rangers Is a curtain call that perhaps epitomises
Sega's lll-fated 32bit machine - while undeniably
accomplished, it sadly arrives too late to rescue the
fortunes of its host machine. Ultimately, Sega backed a 2D
horse in a 3D race that has seen Nintendo and Sony’s
thoroughbreds win by & mile. Fortunately, when it comes to
gameplay, Burning Rangers extinguishes any doubts E
anyone might have about Sega’s ability to compete.

Edge rating:

Eight out of ten
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Panzer Dragoon Saga

B

aesthetically
Team Andromeda’s work is simply .
mne&n&nu&apﬁem

Sections where Edge

wanders alone play a large
part in the advancement of Saga’s storyline

t's a testament to Team Andromeda’s versatility
that the Panzer Dragoon series has shed its
shallow-but-lavish shoot ‘am up brief in favour
of a complex RPG mandate. Panzer Dragoon Saga retains
its predecessors’ aesthetics, but adds a creative depth
only 5q can currently rival
Rather than re-record Saga’s considerable spoken-
word content, Sega has declded to add English language
subtitles. Though many will (rightly) regard this as a
blatant exarcise in budget-trimming, 5aga’s use of text
is Infinitely preferable to the aiternative of B-list actors

inhabited by enormous Dune-style worms, boast
distinctive visuals. When Edge chooses to explore alone,
the resultant third-person view enables players to
discover objects which can be examined and coliected
with a cursor, some contair collectable items, while
others offer information or represent part of a puzzle
Dragon is controlled In realtime within a zone, but
progressing to other areas Is only possible though
targeting and selecting a suitable exit

Like Final Fantasy Vi, Panzer Dragoon 5aga’s battles
start often and without warning. 5aga uses a power bar
system similar to FFVIl’s to regulate the frequency of
attacks, but its combat is far more tactical. identifying
weak points in assailants, the player can move the
position of Dragon to attack accordingly. Equally,
enemies often jockey for position to employ their more
devastating attacks. The sheer range of monsters
encountered rivals any other RPG game, with the design
of individual combatants being consistently superb

Panzer Dragoon Saga’s gameplay Is unguestionably

visual ;trl._ To describe it as the reciting words they have littie feeling for. The origina! engrossing, but superlatives can't do justice to its
most attractive Saturn game speech remains, giving credence to onscreen captions, extensive FMV cut scenes. The introductory sequences
created would be no exaggeration with Inflection and tone accentuating the importance of alone last over 20 minutes, and have a cinematic quality

individual situations. Happily. this dual-language approach
keeps Panzer Dragoon 58ga’s strong story lucid and, with
only a few exceptions, articulate

Saga’s gameplay 15 separated Into three gistinct
sections: exploring with the well-named hero Edge on
foot, travelling longer distances on Edge’s companion
Dragon and fighting batties. Separate zones are accessed
via a traditional map screen, Each of these, from the
valleys of a excavation site to the open spaces of a desert

Saturn Sega

that shames the work of almost every other developer
Edge cares to mention. Their addition makes Saga
complete, an RPG of true creative integrity. It's a tragady
that the Saturn’s standing will ensure Team Andromeda’s
adventure, with a radically different approach to E
FFVII, will enjoy a fraction of its rival’s success

Edge rating:

Team Andromeda £45

Nine out of ten

March (UK)
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Bust A Move

All of Bust A Move's characters represent diverse music styles and their individual dance routines reflect their
musical influences. Expect anything from a white-suited disco king (above), to dancing-loving Brazilian aliens (right)

Sadly, Parappa v
completec
sn't some
redeeming, altho
lifespan by inciuding a much-needed
This turns out to be Move's
choosing or
players will dan
player rounds without much troubile
ther the most us dance c There's littie incentive

le. Althougn | swinging duels, when battling against a human opponent
dination test, th me-than |s far more HNE. And entertainment is certainly
rs atiempts 10 out-manoeuvre
ngic - yet realistic - moy
authenticity has go
mpressive enough
laracters
are genuinely dancing ir Own particular style. The
music on offer takes in an array of genres ranging from

to InCrease its

NO-player mogde

e Initially tabl sl players
neir way thro S Rl B ooy

e than ar

nature, but

arth exploring

1l

y amusing
5 title; the mot
conv

ween, M

repeated

terms - highly restrictive. Players are given
little freedom as to which button to press, and \
ess, Bust A M

Edge rating:

At several stages throughout a song, each of the Seven out of ten
contestants is given a chance to show off solo

PlayStation Enix *In-house ¥5,800 (£30) Out now (Japan)
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Redline Racer

Opening the throttle wide and taking off from the line with the limited amount of turbo results
in a near-uncontrollable wheelie. Unless the player happens to be of the Edge calibre, of course...

motorbike

egnara

s rather than
light hi

refore feat

T what

Tl 3 Are

provige a good b
been an overly surrea
The first thing to

ality of the at
fiies by with impre
eed is realistically cc

Familiar Tarmac tracks co-exist with
surfaces more alien to racing games

-ounterparts
it Is. Then they immediately
1§ 12 on the track ahead. This

PC Ubi Soft

Despite its innovative setting, the game proves
less playable than Delphine’s superb Moto Racer

on Studi
1er than the

s Web

should throw up

5 8 more
55 the
playability terms then, but Redline Racer remains

an enjoyable ride nonethels

e's game Ir

Edge rating:

Seven out of ten

Redline Racer boasts some of the best looking
visuals seen in any of the recent PC racing titles

Criterion Studios £30

Out now
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Fallout

Back in the early '80s, when computer
gaming was still finding its feet, post-
apocalyptic settings were all the rage
across a myriad of genres. Times have
changed and harsh prophecies of
nuclear wastelands have been replaced
by images of a ‘near-future’ tinged
with a cyberpunk feel.

This is one reason why Interplay’'s
latest RPG, Fallout, will prompt a
pleasant glow of nostalgia in older
gamers, as it's set firmly in a traditional
‘Mad Max'-style post-nuclear war world.
The player leaves the confines of a
nuclear-fallout shelter to search the
barren wastelands for a vital chip which
controls the water recycling facility.
Without it, the entire shelter population
is destined for a thirsty grave.

It's not only the setting in Fallout
which marks a return to many of the
early conventions of the roleplaying
genre. The search sees the player
wandering around the wasteland and
becoming involved in numerous sub-
plots and mini-guests. Access to
improved equipment is gained along the
way and details about the central plot
are revealed accordingly.

Luckily though, Fallout doesn’t suffer
from the same problems as the early
RPGs on which it is obviously based.
Instead, it takes the best of the
traditional elements and combines them
with modern technology and design
principles for an engrossing and
playable game. In a time when the RPG
genre seems to have fallen from grace,
this makes for a pleasant change.

Edge rating:

Seven out of ten

in-house

t PC k Interplay
1 £40 £ Out now

Queen: The Eye

The committed Queen fan will find

much to admire n Queen; The Eye
The characters and |ocations are
drawn directly [rom various songs and
Iyrics, and the inclusion of four videos
by the band isn't as indicative of

ruthless self-publication as might first

be thought; indeed, they are vital to
progression thraugh the game. The
multituce of audio-only Queen
classics that present themselves
throughout the game are also linked
to specific events and environments,
providing a rather tenuous link to the
in-game action

For the hardened gamesplayer

though, there is little to recommend
Although the environments are
always beautifully modelled and well
presented, the game proper is
sufficiently underdeveloped to stifle
any sense of enjoyment

Best described as a third-person
action/adventure game, Queen: The
Eye s riddled with & multiude of
flaws, not least being the awkward
and unresponsive control interface,
which culls any attempt at switt

tion or decisive combat. The

came is also frustranngly obtuse,
staying fived in a static position at any
gven location. Therefore, any combat
o action that ranspires is reliant on
perfect positioning within its field of
vision, or the player nsks disappearing
from view altogether as the antago-

nists obscure D

broc (the game's
hero), Commensurate with this is the
ever-present danger of wandenng too
far from the camera so that the
protagonist becomes a mere speck,
of else stumbling into another area
where the camera is stationed at a
different, disotienting arigle

A discouraging and disheartering

case of wasted potential, then.

Edge rating:

Five out of ten

PC
r Electronic Arts
Destination Daesign
£40 Re Out now

Plane Crazy

L.

'i._. JY9 L,

The first game from Scottish multimedia developer Inner Workings is

nothing if not ambitious. Created with an eye to the ArcadePC, Plane Crazy
exploits a good 3D accelerator to conjure up some of the smoothest visuals
seen yet on the PC. Canyons, cityscapes and even lava-floored tunnels unfurl
without a hint of pop-up or frame rate reduction. Sadly, the gameplay
doesn't prove to be so glitch free.

As a racing game set in the air, Plane Crazy's most obvious relative is
probably Diddy Kong Racing, though there's little evidence of the sort of
adventure which Rare’s title revels in. Plane Crazy is pure novelty racing,
Mario Kart 64-style. It's littered with power-ups and weapons which can be
deployed against the enemy, and offers tracks crisscrossed with shortcuts,
Control is satisfactory and responsive, and the airplane bobs about nicely in
the turbulence, which changes according to the terrain.

But elsewhere Plane Crazy lets itse!f down. The opponents are
unconvincing - however well the race is flown the other planes always seem
to be just ahead or just behind and the courses are marred by frustrating
snags, which often trap the player not once but several times. The power-
ups yield even more arbitrary benefits than those found in Mario Kart 64, and
the ability to fire rockets into the terrain seems superfluous at best. What's
more, the full championship mode, which enables the plane to be upgraded
- but only once the player has won a few races — misses the point.

Plane Crazy is occasionally enjoyable despite these flaws, but it can't
begin to live up to its gorgeous graphics. Another missed opportunity.

Edge rating;

Five out of ten

PCH hat Europrass Inner workings £40 Rele April
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“Reboot

As Psygnosis puts the finishing touches
to Psybadek, its long-awaited
hoverboard title, the programmers
responsible should perhaps check out
this modestly successful shoot ‘em up
from EA. Reboot, based on the animated
series of the same name, puts the
player in control of Bob: one of a race of
people who live in a huge computer.
Unfortunately, said computer is under
attack from a cruel digital dictator,
Megabyte, who wants to overtake the
mainframe by placing tears in the
system code and killing off the peaceful
cybertribe. It is Bob's job to ride
through seven game arenas and 21
levels on a hoverboard, mending tears
and blasting the various enemy droids.

What surprises about this game is
not the pedestrian plot, but the well-
designed levels filled with ramps, jumps
and snaking corridors - the perfect
environment for hoverboard action. Also
impressive is the strength of the 3D
engine, which, when confronted with a
range of large, non-linear locations,
draws way into the distance, enabling
the player to pick out power-ups,
enemies and tears (huge glowing balls
of white light).

Learning to control the board makes
for compelling gameplay, and the
decent range of weapons and gadgets
keeps players plugging away at their
assorted foe. EA has done much to
create an effective cyberpunk
atmosphere, with droning craft circling
overhead, weird mechanical noises in
the background, and flashing neon lights.

Despite an interesting selection of
bosses and challenging stages, the
action can be repetitive, and some may
tire of the darkness which constantly
hugs the horizon. But players looking for
a shoot ‘em up that differs from the
crowd could do much worse than this.

Edge rating:

Seven out of ten

PlayStation EA
E4D ¢ April

In-house

Like Bornberman, Poy Foy is a

multiplayer game, its solo mode
appeanng as an alerthought by
comparison, The action centres

around themed arenas, with four
combatants hurling bombs, rocks and
logs at their opponents 1o gain paints

FPoy Poy's basic gameplay brief is
simple, but Konami has added a
measure of complexity in the form of
‘special’ throws. Their frequency is
monitored by a power bar which
replenishes with time, While it's
relatively smple to avoid individua
attacks, players will find themselves
caught unawares by the outlandish
specials on a regular basis, In such
frustrating situations, some may find
themseives longing for the purity of
Bomberman, where wins and losses
are attnbuted to skill, or a lack of it

Unlike Hudson Soft's classic
work, Poy Poy's single-player mode
mirrars its multiplayer game. With a
TV show theme and minimal degree
of presentation, players fight against
CPU opponents in a seties of rounds
Success means cash przes, which
can be used to purchase vanous
‘gloves’, each with differant thiowing
abilities. However, players will rapidly
tire of its repetitive gameplay.

Konami's game s relatively
umique in that the human vs human
batties accentuate its strengths and
disguise its weaknesses. Until World
(see right) arrives later in the year,
Poy Poy 1s the closest PAL players will
get 1o Bomberman-style action.

Edge rating:

Seven out of ten

et PlayStation FuD)
Konami Jper In-house
. £35 i Out now

Bomberman World

Considering that PC, Saturn and even N64 conversions of this classic
multiplayer strategy game have all been and gone over the last two years
(with varying degrees of success), it has taken an extraordinarily long time
for anyone to get a Playstation version together. Perhaps Hudson Soft was
unsure of how to update the game for this console's owners, given their
obsession with 3D graphics. The SNES series was, after all, a totally top-
down 2D affair, where the player inhabited a series of mazes which only
occupied one screen apiece. Present this scenario to a publisher today and
they would probably laugh themselves stupid

At least the designers have had the courage to keep the gameplay Intact
In Bomberman, there are three game modes: normal, challenge and battle
The first two are variations on the same one-player theme: you simply walk
around each maze picking up crystals and dropping bombs to kill the
baddies. Get all the crystals and you advance to the next level. Here though,
the new Isometric design adds a few fresh features: players get to blow
coconut-throwing monkeys out of trees, go up and down slopes, and blow
obstacles across ravines. PlayStation Bomberman also uses a weaith of
familiar power-ups such as the ability to throw bombs, to increase their
power and to set up remote bombs so they go off when required, but It
abandons some of Hudson Soft’s more bizarre moments (those weird
jumping horse power-ups in BomberMan 3, for example)

As always, though, the real fun of Bomberman is in the battle mode
where five Bombermen (up to four can be controlled by human participants
via a multitap) get together and try to blow each other up on single-screen
arenas. Bizarrely, the dodgy Isometric perspective forces one corner of the
maze off the screen, but it does add a few interesting new arena styles, and
that familiar Bomberman mayhem remains intact. Although an unambitious
interpretation, Bomberman World is still one of the finest multiplayer
experiences the home console has ever produced

Edge rating

Seven out of ten

PlayStation
Heata Out now (lap)

Hudson Soft

In-house V5,800 (£30)
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NBA PRO 98

While videogame representations of
sports such as ice hockey and football
continue to increase in sophistication -
both visually and in terms of gameplay -
basketball titles appear to have
advanced little since the days of 16bit
consoles. If proof were needed to
substantiate this argument, Konami's
NBA Pro ‘98 could be put forward as a
compelling case,

Graphically, NBA Pro ‘98 is
comfortably accomplished, its player
animation fluid and well-observed.
Unlike similar titles, where a desire to
embellish player movement leads to a
reduction in manoeuvrability (and,
therefore, playability), Pro’s developers
have ensured that team members are
quick to respond to joypad instructions.
Indeed, matches are often played at a
consistently high pace, with players
capable of walking, running and
‘dashing’ - a short burst of speed best
used to avoid man-to-man marking,

But if NBA Pro ‘98 is pleasant to
behold, its artificial intelligence is
disappointing. Functional at best,
console-controlled players often appear
to mill around aimlessly while
defending. And, with every team
member having an effective physical
presence, there are numerous occasions
where a player can become 'stuck’ in a
crowd - an unusual aspect of play for
what is, in essence, a non-contact sport.

With its one-player game being - at
best - fair entertainment, it's fortunate
that NBA Pro '98 is far more satisfying
when played with a group. If Konami
can invest additional effort into creating
better player Al for a perhaps inevitable
seasonal update, a potential NBA Pro
‘99 would be a more complete and
desirable package.

Edge rating:

Six out of ten

Nintendo &4

In-house ESS April

Konami

Dark Omen

As a straight port of its PC equivalent,

this PlayStation version of

Warhommer. Dark Omen shar
many flaws, And, for those w
own a PlayStation mouse, it adds the
considerable nuisance of joypad-
based control

As Edge’s review last month
stated, players attempting to get to
grips with Dark Omen will find
themselves fighting its awkward
interface as much as its Tolkein-

esque groups of orcs and goblins
simllarly, this PSX conversion Is
egually ditficult 1o control. When
directing units at the edge of the
display, Dork Omen's annayingly
ovar-sensitive scroll is often triggered
by the slightest touch. It's also often
difficult ta as:
are being obeyed, so players will find

ertain whether orders

themselves repeating commands
needlessly. At times, EA's fantasy
wargame becomes marne like hard
work than play.

As certain units need to be

preserved in order o dunng

Derk Omen's lat ntial

to te-play missions until the best
possible victory has been achieved
Unforfunately, many such replays will
be made because its interface makes
a quick response fo a pamcular threat
near-impossible. Without a
PlayStation mouse, Dark Gmen is
often an incredibly frustrating game 10
play - and, with Red Alert a desirable
alternative, players should ask

themsetves if the addimonal expense

is really worthwhile,

Edge rating:

Six out of ten

PlayStation t EA
In-house £40
Out now

Newman Haas Racing

¢

The re-creation of real life motorsport in videogaming Is a high art
Successful titles such as Codemasters's TOCA, and to a lesser extent
Psygnosis’ F1 ‘97, offer an accurate reflection of the various sports while
remaining playable. Surface detalls, such as including decent facsimiles of
the tracks, cars, teams and drivers are important but cannot match the need
for a faithful handling response and a sense of ‘being there’. Psygnosis’
latest entry to the fray, Newman Haas Racing more than lives up to the
earlier part of the formula but Is lacking in the latter,

Constructed around the framework offered by the American eqguivalent
of Europe’s F1 racing, Newman Haas is an IndyCar racing title. The game has
all of the visual niceties you would expect from a Psygnosis product, with
developer Studio 33 owned by one of the Liverpool-based publisher's
directors. Curiously, Newman Haas and F1 ‘97 use different graphic engines,
both of which are improvements on the original £1's and both of which are
now create medium resolutions of 512x256. However, movement is
disappointingly jerky, to the point of intrusion into the gameplay. All of the
options imaginable have been put Into the game, including a split-screen,
two-player mode which is so0 myopic it requires either a sixth sense or an
intimate knowledge of the tracks for successful navigation

Newman Haas' central failing Is its lo-fi handling model. Use of the
analogue pad is negated by its highly sensitive calibiration that returns it to a
digital system, while the d-pad is reminiscent of an on/off switch. More
seriously, there is little feeling of true interaction - fast corners are no more
trouble than slow ones, while few racing cars have been equipped with as
comprehensive a four-wheel drive system as found here. Off-roading in
TOCA has, as you might expect, a serious impact on the handling of the
vehicle, but it would seem that IndyCars are unafflicted by such woes.

On the plus side, the famous American high-speed bow! tracks are fairly
Interesting in a transient way, if only for offering a change from the usual
winding circuits. The inclusion of a properly animated pit crew is a nice
touch, as Is the excellent engine note, and the commentary Is remarkably
welcome. However, the automatic zooming back of the camera at the
slightest impact is incredibly annoying, and perhaps illustrates best of all
the lack of thought that has gone into Newman Haas.

Edge rating:

Six out of ten

t: PlayStation Psygnosis . Studio 33 Price £40 Out now
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“ Oddworld: Abe's Oddysee
Fate cruelly intervened between Edge
and Oddworld: Abe’s Oddysee when the
game was originally released for the
PlayStation in autumn last year. For in
many ways this is a classic Edge title; a
tight 2D platformer that's packed with
innovative touches and some great
character design.

Following Abe’s quest as he
struggles to save his Mudokan people
from the monstrous food factory where
they're about to be demoted from
slaves to consumables, Oddworld could
almost be defined as a puzzie game.
Each successive flipped screen offers a
greater conundrum that must be
overcome before the Mudokans can be
freed via the mystical 'bird portals’. But
rather than increasing the complexity of
platforms and levers of each section,
Abe’s creators have given him the
ability to communicate with his people.
By pressing various number keys,
players can make Abe whistle, beckon,
laugh, chant - even fart to the other
characters, guiding them either to their
doom or release.

Changes from the PlayStation
original are negligible, although the
controls are perhaps a little more
sluggish. Happily, Oddworld's fantastic
graphic style and animation have been
retained, with the Mudokans, their Slig
guards, and the various other
inhabitants all moving around with
startling fluidity. For once, the FMV is
also worth its CD space, as it blends
seemlessly into and out of the action.
Edge's only reservation is that PC
gamers unaccustomed to such
platforming precision may find the
experience frustrating - Oddworld
demands a certain level of commitment
to progress. Other than that, this is a
rewarding and enjoyable game that
should tax the minds of even the most
hardened player.

Edge rating:

Eight out of ten

PC er. GTl
Inhabitants & E30 Ri

r Oddworld
Out now

F1'97
Appearing six months after its
PlayStation incamation, and just in ume
for the 1998 Formula | season, FI 57
has finally driven up to the PC stanting
grd. Boasting a simdar aray of
improvements aver Psygnosis’ original
F1 title as the PlayStation version
(including 30 collisions, a flag system,
dual commentary, higher resolution,
dynamic weather), FI 97 offers an
exaggerated arcade expenence
together with @ more realistc mode for
the senous Fi devotee. While it doesn't
contain the level of authenticity of
FIGP2, nor the amount of detad found
n £l Raang Simuwletion, for example,
FI 97 Is the mare immediate ttle of
this tno and still contains enough F1
related legitimacy to keep fans of the
sport happy

Cther than better drawing destance
(alterable at the expense of the frame
réte), and nicer effects such as dust
and water spray, this PC version ditfers
fithe from its PS cousin, except, of
course, for the eight-player network
option. The handiing too, particularly on
the Grand Prix setting. seems a tad
maore forgeang than on the PS version,
with the car's back end displaying less
tendency to try and make its own way
raund to the front

F1 87 biggest problem however,
& that by taking so long in making its
i 10 the PC. utles such as TDCA and
the PlayStation-only Gran Turismo have
since shpstreamed past with little effort
Both offer more thalls per lap than an
entire F1 race but this is more a
reflection of the nature of Formuta 1
than the actual game itself

As such, it remains & competent
smulation of the spon

Edge rating:

Seven out of ten

Ty

Pl

PC I PsyZnosis
Bizarre Craations
£30 R=izaie Out mow

House of the Dead

A leftfield release from Sega, House of the Dead was an unexpected hit for
AM1. Comprising ideas from varied sources, HotD manages to incorporate
aspects of Resident Evil, Hammer-style horror and even David Fincher’'s
Seven to great effect. A domestic conversion was, given its arcade success,
inevitable. Saturn owners, however, may be surprised by the fact that
Australian developer Tantalus {responsible for Saturn Wipeout 2097 and
Manx TT, among others) was given the responsibility of coding its home
debut.

As a straight port, House of the Dead |s satisfying and eminently
playable. Though its graphics use far more textures than the Virtua Cop
games, it lacks the crisp precision of their visuals, its backgrounds appearing
murky and ill-defined for technical rather than atmospheric reasons. But if
these pre-calculated locations are lacking polish, HOTD's monsters are
excellent. Like the arcade original, limbs and heads explode in showers of
gore and assailants are large and fast-moving.

Unfortunately, such detailed assailants and moving backdrops mean
that breaks for disc access have been considered a necessary evil, These
breaks in play are fairly short, but ultimately significant. Not even the simple
but effective ‘heartbeat’ noise played can disguise the fact that players are
unable to continue for roughly five seconds while the break is in effect. Such
a time may seem insignificant, but in an action game any delay can be seen
as a flaw. It's ironic that a House of the Dead cut-scene can last longer, but a
load will invariably elicit the more unfavourable comment from a player.

This perhaps unavoidable problem detracts from Tantalus's otherwise
excellent work. Saturn-specific features - including the ability to play as
different characters with varying abilities and weaponry - offer a great deal
for the solo player, while the alternative routes and secret areas of the
original all appear where veterans would expect them to be. Most Saturn
owners will forgive House of the Dead for Its CD-ROM access times, but if
Nintendo wished to reinforce its decision to chase cartridge-based software,
Sega has thoughtfully provided more than adequate evidence.

Edge rating:

Seven out of ten

Saturn | ne:: Sega " Tantalus & E4Q Rs Dut now
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hile the previous Atari retro
collection was a commendably
salid affewr, the company’s

vaults hold several more recent classics,
Although the superb Toobin' and APE
have yet to be rewired for the PlayStation,
Atari Greatest Hits 2 assembles one of
the rmost impressive golden-oldie casts
yet seen. The six-strong cast can be
divided intt two categories. Gauntiet
Paperboy and Marble Madness are the
three big names here, while Roodblasters,
Crystal Castles and Milfipede lend the
backstage suppon

It's remarkable for a retro collection
to have such a strong ine-up - some of
Nameco's museums are sound in cunosity
value and litle else. From Gauntler's
frantic top-down maze exploration to the
nnovative inertia of Marble Madness'
rolling balls, there's a huge amount of
gameplay to be explored. Quite how
thie conversion will Interpriet Modness'
trackball control system — or Faperboy's
handlebars — isn't yet clear. For those
unfortunate enough o have missed
Paperboy in days gone by, its name
reveals its nature, with the player
controlling a cycling newspaper delivery
bay around a hazard-strewn suburb
Gauntler was massively successtul in its
time, and is still immensely playable now
Hopehully, Midway's conversion team waill
be including suppor for Sony's PlayStation
multi-tap <o that the arcade cabipet's
four-player action can be replicated.

GCreatest Mits 2's other titles are
cleary not on the same level as the
three above. As its name implies,
Millipede was the sequel to Atan's
seminal Cenfipede, itsell 4 twist on the
Space Invaders theme, with bug-iike
enemies umbling down the screen in
order to be zapped, Of the ather two,
Crystal Castfes 1s perhaps best described
as an isometric Pac-maon, with the
altemative ‘ghosts’ able 10 steal the
collectables. Edge is cunous to see how
well the racing shoot "em up Rocdblasters
stands up to cument standards, although
fond memones stll persist. With its
genre currently dry, the game may well
find favour among madern players
Overall, however, this would appear to be
one of the strongest arguments Edge has

heard for the continued survival of E
the retrogaming collections.

Format: |, tatio
Release; |

yStation is hostso paggmmg!ories.

But Atari’s latest looks set to be one of the best...
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Personality and precision performance abound in Square’s exhilarating combat coin-op

resioushy treated to a préscrean
P 52, the PlayStation-bound arcade
Beal erm up ERrgai Was sHown &t

Japen’s AQU exhibition in its fingl, street.ready
form, Created by the SquareSoft “Dream
Fattory' team behind Tobal No. 1 and 2, this
hesvyWeight contender has all the right
crédentials to fight it way 10 the top. Edge
seized the chance 1o play the game at both
- ADL and London’s recent ATEI Show, and was

| impressed by the fluid, powerdul nature of the
= | gameplay

| Ehrgeiz is packed with innovative touches,
which s no mean feat for a new antry to a
genre populated by Namcoo and Capcom's
creations. The former company has placed I1s
publishing muscle behind (He game, which is
Surprising gven that some of Dream Factory's
members defectad fram Namco to create
Tobal, By using the PlayStation-based System
12 arcade board as a foundation for the title,
there's a high probability that the vranslaticn
16 Sony’s machine will be one of Squareson’
chrrent projects. Were it riot for the obvious
quality of the screan-grabs shown here, it

SquaresSoft
Qut now
Japan

projectiles to throws, have a feast of actions available
for dcplny-ut. Special attacks require urgent avoiding manoeveres

would be easy to write off Ehrgeiz and its
Systein 12 bretheren as mere console fodder
Ehrgelz’s st of notable features beging

with Printe Nasesrm (as m Hamed) avillable as
a2 character, and goes on 1o inClude muit-layer
envirdnments with elements such as packing
crates that can be picked up and used as
weapons. Of the arenas Edge has so far sean,
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s characters have a heavy, almost chunky feel to them, reminiscent of Tekken's Heihachi. items such as crates
n) can be jumped from, thrown around and generally abused. Has Dream Factory set a new sta

.

ane af the most impressive placed the action
on afast moving train, circling arcund the side
of a mountain. Another distnbuted the battle
over three separale liers, with players leaping
from one to the next:

Combat is varied through the cambimation
of both projectiie and close-range attacks.
although there hias been a switch from earlies
versions of the game which favoured long
distance fighting. Although the action takes
place in full 30, with players able to move
fresly arpund the seftings, the characters
always turn to face one-another in order ta

avoid awkward positioning. First time players
will be pleased to note EnrgeiZ’s steady
l2arming curve, while more accompiished
perormmers will find the expected range of
attacks, and a control System reminiscent of
Tobal's. Arimation is reassuringly solid anc
smonth;, with collision detection strong enough
10 avoid one of the fighting game genre's
eternal problems - weak characiar Interaction
Firstimpressions suggest that much of
interest lies beneath Ehrgeiz's undeniably
handsome exterior - Edge is hording its
fifty pence pleces Inarder o find put. E

This train ride to nowhere is one of the most novel fi

ghting game arenas Edge has witnessed for some time (main).
With controls based on the Tobal games, it was inevitable that some serious grappling would be on offer (top right)
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‘Time Crisis 2

Namco’s aim improves with a second chapter hit for its gun-toting series

ke its enjoyable and stccessiyl

|
<! Wegecsssor, Time Crisiy 2 features
the same nnovative action pecal

which enables players 10 Use the game's
As in the original game, &
sLenery as TE0GChrg thesr
cut scenes feature heavily y tating t
and camy WEADONS every ime it's released. Not waning
the action rapidly 1o change a winning formilla, the same strict

time limit Is mmiposaa on players and the plot s
Just g5 absyrd as et me round

DR vamco This sequel's major innovation though, is

Out now the two-player Iink-up mode. Each of the
Japan

pamcipants will see the action through their
CREraCIars eyes 0N el respective streen,
and co-operation between them is essential
it they plan 1o stay alive. As such, one of them
irheits the supponing role and must provide
cover firg whille his partner darts around like
a hot-headed killing machine, This inteéraction
e Players N irnovative feature in'd
and proves particularty

Section
{Hayers Hay
defest gnd out
(8 T a tWo
Incluces a v
o the shootouts
powerboats. Thes 1T elemen
combine 1o set the standard tor kghtsun
COIN-0pS 10 come

T o

ICH 85 miovi

Baddies have become more tenacious in their efforts to stop the player’s
mdmwﬂﬁmmunma“ﬂ&mlmlﬂmﬁw
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Galler

Inspiring computer-genergtegfchazacter designs from Japan juxtaposed with imagery from the anticipated Command and Conguer 2
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e me 5, 10K me LTSS &£ 5l ifl'-s QROW-UD 10 NS OWn SLi lf!',’:.."'_| RTEUN COn-0p (and PFaysation comersion) of
These images, taken from Time C 2, Narm folow-up t N icoessiul IiRMtEun coir nd PlayStation conversion) o

ast year, show close-ups of the game's two central characters, the improbably-named Kedh Martin and Robert Baxter. Players muust

cooperate throughout the game, and avotd shoating each o manded by the head
{ 4 Ex &

of a cormupt and power-hungry intemational communical

as they confront a seemingly endless arm

llitary pLrposes

Imigers sl by Marea's Do sk, e Japar
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Westwood Studios' rendered artwaork has already obtained legendary Status, with games such as Comvnand and Conguer and Red Alert featuring some
of the best FMV sequences yet seen on the PC The Stunning images shown here come fresh from the million-seller in waiting, Command and Conquer 2
Tibenan Sun. They show the GDI hovertanks and marines in their true colours, and demonstrate that the developer has no intention of leting standards
ship. Tiberian Sun is slated for a September release and Edge expects much from the Studios’ second outing

305 Max 2 running on @ Dusl Penpum Pro 200Mh, with: 75686 RAM
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VIDEOGAME CREATION UNDER THE MICROSCOPE
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Pushing the frontiers: extensibility in games

ne commaon feature of many of the most successful
o Biod Witz Bk whiics B NG IRl akon s
users to customise the game — adding new levels,
monsters, sounds or simply tweaking the gameplay options. It 1s
partly due to these features that games such as Quake and Red
Alert are still heavily played today despite their relative age, with
active players constantly releasing new patches for them. There
are several ways, each with its own benefits and patfalls, in which
a developer can extend such options to build player loyalty.

The extensibility of ID Software's Quake, is provided by its built-
in scripting language Quake C. This code ks written to handle the
motion and responses of every object in the game, so it's
possible to change any of these behaviours simply by changing
the code. Quake C is a very powerlul language in many respects,
patches such as the Reaper Bot, a computer opponent for
multiplayer mode, demonstrate this well. Quake C also has the
major benefit of being hardware-independent — patches written
for one Quake version will work without modification on another.
This approach has some drawbacks, however, the major one
being speed. As Quake C is effectively an interpreted language, it
can be slower than the equivalent native code, a factor that
severely affects complex routines such as monster Al. Quake C is
also confined to performing enly these operations that the main
Quake program provides, limiting its usefulness.

These factors prompted the switch in Quake If from Quake C
to a DLL (Dynamic Link Library) system. Using a DLL means that
the Quake If control routines can be programmed in normal C,
C++ or any other language which can compile to 2 DLL and can
access not only the functions provided by Quake I but any other
system functions they require. As DLLs are complled in native
code, they are also significantly faster than Quake C patches. The
DLL approach does have its disadvantages: the portability of
Quake C is lost, as is a degree of the protection offered by
Quake's ‘sandboxing’ of the Quake C code, which makes it
impossible to affect the rest of the system adversely.

A simpler customisation option is to make available only the
parameters used by the game logic, rather than the logic system

Activision's Dark
the game; just

mmmwum

mmmmmm

L

itself. Many strategy games, such as Red Alert, have the controlling
variables in a separate file (often a Windows-style INI file, as
these are easy to read and modify). A file may contain sections
for each type of unit in the game, for example, along with its
health rating its maximum speed, its chosen spnite and so on,
This makes 1t possible for users to change parameters with ease if
they want to make a particular unit more or less powerful, or even
to invent a completely new unit. It also aids the developer, as the
game can be quickly modified dunng playtesting to try out new
ideas and balance the gameplay.

Users may want to change the graphics, sound and music too.
Here the developer needs to provide a converter that translates
files between the game's own formats and other commonly-used
formats, or even just to offer relevant documentation — if the
game is popular, someone else will soon write a conversion
program. Even a CD player option can dramatically improve things
- everybody can have the in-game music they want.

A more recent and still evolving development is the shared
universe concept, where several games based around the same
world can be interconnected, A flight simulator and a tank game
could be connected together, for example, with players able to
dnve or fiy through the same environment. This can be made
possible by using a unified representation for the world, and
allowing each machine in the game to manipulate objects as
required. The tank simulator may not know how an aircraft is
supposed to move, but the flight simulator controlling the aircraft
does. Altematively, games could be linked on different levels, so
that a strategy game could run the overall game, for example,
calling on a simulator game only to fight the actual battles and
pass the results backto it

Some developers and publishers would argue that it is self-
defeating 1o permit easy game modifications, as this enables
other people to produca upgrades (free or otherwise) that
compete with their own. This may be true in a few cases but the
best upgrade packs rely on something different, ither special
changes to the game engine itself or the use of better-designed
components, to set themselves apart from third-party offerings.
The original developer is more likely than to understand how to
keep the game balanced and stretch the engine.

Offering extensibility can only mean better games with more
connectivity options and increased control for the user. What
developers should appreciate, however, is that allowing the user
to change the game options is not an excuse for failing to
set them up corectly in the first place. E

Places to visit:

1D Software hitp://www. idsaftware com,

Abuse (LISP-variant language) hitp://www.crack.com/games /abuse
Activision (Dark Reign editing and add-ons|
http://www.activision.com/games /strategy/darkreign
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part from the E350 pnce tag (for a reduced penod), the

thing most likely to stap gamers buying the Yaroze

PlayStation programming systern and attempting to
create their own PlayStation masterpieces is that ssmple phrase,
'Users will need a working knowledge of C, Although most
console owners are certain to know a little about the process of

creating games, their kn

So what does a prospective Yaroze user need to know about
C? Perhaps the first step is to realise that anyone who has used a

console, PC or Mac over the last few years will have encountered

it: € has quite simply become the language of choice for a huge

of programming tasks, not least games, Unfortunately,
["and ‘)’ characters

many newcomers off

just one look at the way C is lad out — lots ¢

and alien

the world

However, while it's not the most readable language in

ehen ) t's

(it's very easy to write barely co

dissimilar from a number of other programming lang -
her language will be a big help to

sther it's BASIC (preferably some form

knowledge of any

the beginner leaming C. Wi

of structured BASIC like the revered BBC maodel), Pascal, Cobol, or

wven something like the STOS or AMOS construction kits, C is not

ar

rn miles away, What is important is an understanding o
kno  the difference between BYTEs, WOF

y of p
as done befol

Qa3 structur

and - 15 essentially j

computer, 5o whatever the u

ramming language can be done in C. It is possible to buy a

diready

the differe

es are
1.2 basic grasp
to attempt doir

al and visual with it

g pra

wsible 1o just wade straight in and write

Unfortunately, it's not [

Ridge Racer (despite what you might have heard); newcomers

need to start with very basic routines to get them used to the

iare, and also to using C. Making sure that you can read

movement correctly is a good place to start; if users don't

, they're certainly not going to write a game in a hurry,
Getting a simple shape up on the screen which responds to
joypad prompts is the fundamental block on which to build.

st ks st
-

Scott Evans’ formula for Bouncer 2 is a simple idea, but
the game's programming will take months to master

George Bain's horizontally scrolling Yaroze shoot ‘em up
StarFighter may look basic, but the promising ideas it
showcases were enough to secure him a job at SCEE

aware, howe: nt hirst tme. No

von't get it

imers often have to re numerous

ganise their
ecause there will be something fundame they have

otten about As Jonathan Cartwright, studio head at Corrosive

Software asserts: ‘It's a leaming experience, and you shouldr
f nt plans dor

downhearted if your early extravag

of the Yz

work out Many

2 games te Sir nd that's thing

If you're going to v

Cheve it

Even if you write X , at least you've
done it. And you can build ¢
best stuff straight away, and Yaroz

its lack of memory and facilities should instill dis

wdy wiites their

at. However

line, whict

certainly pay off later

Talent Wanted
Several Net Yaroze members are looking for artist

and musicians

to collaborate on current game projects. Contact:
ps_yaroze@playstation.sony.com

DEVELOP

Competition news
For the last few months,
Edge has been running
a Yaroze programming
competition with SCEE.
The ciosing date for
entries has now passed,
and the winners will be
announced in next
montih's |

sign up

For Information on how
to become & Net Yaroze
member (the only way
to get hold of the
machine), phone

0171 447 1616 or
register online at
WWW.Scee.sony.co.uk

Alternatively write to.
Net Yaroze

SCEE

Waverly Housa

7-12 Noel Street
London W1V 4HH
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