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VIEWPOINT 
EXPRESS YOURSELF IN EQG.E - WRITE TO: LETTERS, EDGE. 30 MONMOUTH STREET, BATH, BA 1 2BW (email: ~ 

r::I dge 56 was fascinating. In 
L:I 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 
illustration. 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 I found your 
illustration much more distasteful. 
Edge's hypocrisy on this matter 
is breathtaking. 

F Bennon, 
via emait 

It wasn't Zone's use of mutilated 
animals that was found unpleasant. 
more the dear 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], 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'. 

n fter reading your review 01 
~ Sega's excellent Winter Heat 
in E55 I was wondering whether 
you were reviewing the same 
edition that I purchased. The final 
version is a lour- 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 01 ten, 
perhaps you could write an 
up-to-date review for the sake of 
Saturn owners and Sega alike. 

Christian Meyer, 
via email 

Sega suppHed 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. 

D am intrigued by your idea of 
a review with no mark. This 

would be a large and, I believe, 
positive step. After all, games are 
currently marked like homework; 
this is right, this is wrong ... Changing 
the style to a critica l 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] 
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 
pfayStation 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 accept1lndeed, Edge 
had RE2 before the review was 
published and was guessing what 
score it would receive because of its 
similarity to the first game. Vou can't 
drop ,the scores yet, because I have 
a tenner which says you give le/do 
ten out of ten. 

• 

Simon Wilmer, 
via email 

D s.sue 56 sugg~s~ed that ifs 
time to stop gIVing games 

scores altogether. I 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 I can't 
see any other magazine doing so. 

David Mclntosh, 
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 .. 

n his is the first time I've ever 
U 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 than Is 
Edge really so full of itself that it 
thinks anyone wants to see more 
of these unimaginative posters? 

Brian Flanagan, 
Core Desip ud 

Vou 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. Vou'lI 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). 

n Ithough you have received 
~ many letters regarding Gran 
Turismo's ten out of ten score, I 
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, pJayable, genre-breaking. 
mind-blowing and fun that it will 
be timelessly brilliant and almost 
impossible to better. From Edge's 
screen shots, GT appears to be an 
evolution of the Ridge Rocer and 
Daytona genre and not ground 
breaking at all. The only racing 
game to come close to perfection 
was the SNES classic, Moria 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 
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is an evolution of Sega and Namco's 
games - on a 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. 

11 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 Gla mofJan 

Your wish is Edge's command. 

r.1i fter reading that Electronic Arts 
Li.J 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 s ituation 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, t 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. 

I 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 

D have a UK PlayStation with a 
modification 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, I 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 fa r 
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 I 
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 vvould 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 
W please refer to its front cover 
where it dearly states 'PlayStation, 
Nintendo 64, PC, Saturn, Arcade, 
Net, nuMedia'. Do they really 
expect the m~azine 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 
magazine is about 'The futu re 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 

.. 

rr.Tl ith regard to Jack Griffin's 
~ letter in E55, I would like to 
say that I 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 emole 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 
work' approach to game design, 
Edge is perhaps more indined 
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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Industrial "pion.ce has always been rife in the win-op industry (above). othertnan $ego Rally 2, 
another sequel. Virtuol-On Ontario (riCht), atbaded the bia:ct!st number of AOU attendees 

Konami's Battle Tryst utilises a 
new wides(reen plasma display 

AOU '98 SHOWCASE 
r.:I ebruary's AOU show took ~ace in Tokyo's Makuhari 
... Messe in the Narita Airport suburb, as In previous 
years, with all of Japan's influential COln-op manufacturers 
attending the Significant annual event 

In similar fashion to the recent London ATEI eXhibition, 
Sega reinforced its supremacy with most of Its latest titles 
balancing technological progress With tried and tested 
gameplay. However, with the vast majority of Its stand being 
occupied by sequels, originality was lacking. sega Rally 2, 
itself incorporating a second version of the Model 3 board, 
attracted huge crowds, but Mlzuguchl's creation had to share 
the limelight with VIrtual-On OntanD. The follow-up to AM3's 
popular combat game offers ImpreSSiVe visuals and surprising 
fluidity. The concept and control structure remains, but sega 
has Improved the targeting and traCking systems and It boasts 
closer combat and more interaction WIth the backgrounds. 
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The rest of sega's line-up, Get Bass (in new mini cab net 
gUise), Harley-Davidson & LA Riders, Fighting Vipers 2 and Ski 
Champ were also shown, with the former t'NO attracting a lot 
of deserved attention. sega was also host to Treasure's ST-V 
board-based Radiant Silver Gun, a {!NO-player vertical Shoot 
'em up incorporating an RPG·influenced powenng-up system 

Nameo's failure to reveal Its system 33 board meant no 
technological revelations at the show However. completed 
versions of Ehrgeiz and Time CflSSS 2 (see arcadeYiew) were 
showcase<!, and both found plenty of adm rers. PafllC Park 
continued the company's venture Into InnovatIVe I gtltgun 
titles and proved as enjoyable as Its predecessors NarOCO'S 

From left: Se,a's Fighting VipeTS 2, Virtual-On Ontario, Treasure's ST-V board-powered Radiant Sillier Gun and Konaml's helicopter shooter, Teraburst 

• 
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Show-goers got to grips with the Konami's Skier's High (main), while others remained traditionalist in their choice 

other original offering was Techno DrIVe, involving a variety of 
driving-based games testing a player's reflexes and ability 
Downhill Racers completed the line-up. 

WtJlle Kooaml'S stand wasn't littered with sequels and 
revamped titles, it wasn·t awaSh with original prodUCts either. 
In addltr()(l to Racing Jam and Fighting WUshu 2nd (a debugged 
version of the company's fighting offering), Skier's HIgh, 
although unable to match Ski Champ'S Impressive visuals, did 
have some interesting features such as the ability to Jump 
Bass Ang!'ers is going up against Get Bass and Konami hOpes 
the system's use of a low-cost peB (V238,OO) [£1,250]) will 
ensure its success over 5ega's pncey alternative. 

Konami's only new outing was Battle Try.;t. an M2-
powered fighting tide which currently looks reminiscent of 
Nameo's Tekken 2. The resemblance is more than visual, as 
elements from the combat system are also borrowed from the 
supreme fighter. The game's most innovative aspect lies in its 
use of a cabinet incorporating a 16:9 widescreen plasma 
display, which is suited to thiS type of linear beat 'em up. 

Surprisingly, Capcom offered even less originality than 
Konami. Two new titles, Marvel vs Capcom and Plasma sword 
'Here introduced. The fOfmer Pits the super heroes against an 
assortment of Capcom characters such as Strider and 
Megaman while the latter ncm offers 22 fighters and Silk·like 
60fps actron. Ironically, the most impressive game on 
Capcom's stand was the Arika-developed Street FIghter EX 2. 
The camera system is now more dynamiC, the graphiCS are 

gorgeous, the anrmatlon IS flUid and some of the characters 
display a variety of anginal special moves such as the ability 
to break the camera's lens WIth an opponent's head. 

The big attraCtIon at Talto's stand was neither Puzzle 
Bobble 4 nCl( a near-completed verSion of PsychiC Force 2012, 
but rather DenSha de Go 2. Talto's s.taff (SUItably dressed in rail 
uniforms), demonstrated the game to an attentive crOWd. 

SNK persisted With its Nee Geo 64 line-up, althOugh bOth 
Samurai Spirits 64 and Road's Edge fai led to grab the public. 
Metal Slug 2, with high quality Visuals, humorous animation 
and different vehicles, had more success. 

Other than Taito's 3Dfx Voodoo-runnrng PsychIC Force 
2012, PC technology has failed to grab Japanese developers. 
Conversely, sega's Model 2 board licensing strategy has 
resulted In the smaller arcade outfits such as Tecmo, Data 
East and .laleco, developing a technOlOgically-accomplished 
title. One such company is PSII<yo, a Japanese 2D shoot 'em up 
specialist. In Zero Gunner, players choose one of three 
helicopters and fight their way through four courses featuring 
several stages. It'S Impressive and highly pJayable, too. 

In terms of hard'.-vare, 5ega's Model 3 board has further 
distanced Itself from its CompetitorS. Nameo's system 33 was 
disappointingly absent and Konami's Cobra failed to live up to 
expectations. More worryrng t/1OUgh, is the lack of ingenUity 
displayed by the majOrity of the arcade community. With 
consoles catChing up rapidly, cOin-ops will need more £ 
than hydraulic interfaces to keep players interested. 

NEWS 

Peripherals are now common, 
as used in Teraburst (top), Beat 
'em ups remain popular, though 

From left: Konami's Te/dren-Ilke Battle Tl)'st, Talto's Psychic Force 2012, the visually-stunning Sega Rally 2, and 1alto's inexplicably popular Denshade Go 2 

• 
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LAB COURTS GLOBAL DEVELOPERS 
n fler a couple of months' silence, 
W VM Labs has revealed more 
details about the evolution of Project x, 
its new gaming platform, 'Right now 
our primary focus IS supporting 
developers and publishers, Bill RehbQck 
[vice-president of third-party 
development] has just returned from 
another world tour, and we are very 
pleased with the support we received: 
CEO Richard Miller told Edge. 

Miller says VM Labs is building 
Project X development systems 
(codenamed Ol) at the fale of 25 a 
mooth. From April, the company 
expects to be deploying some 50 Units 
f?Very month. Developers In Japan and 
Europe are all on bOard, although Edge 
hasn't yet heard of any concrete game 
prOjects. For now, developers are 
presumably getting to grips WIth the 
machine's unusual technology 

'The development system is very 
flexible in that It allows development 
systems to be shared amongst various 
programmers In a group eaSily,' Bill 
Rehbock explains, 'No special cards 
are required in the PC and it avoids IRQ 
and 1/0 address conflicts.' 

In what could be taken as a SWipe 
at sony's development tools, Rehbock 
also adds: 'The idea is to proVide 
development teams WIth as much 
flexibility as POSSible so that they can 
concentrate once again on 
differentlating their prOducts from 
others in the martet.' 

The VM ubs team in confident mood. Including Richard Miller (centre), Bill 
Rehbock (front rieht) and Jeff Minter (far riPt). One of Jeff Minter's projects 
has been to create an updated demo for Tempest 1000 (below right) 

'We are doing everything to ensure that the 
'staple goods' get covered as quickly as possible, 

shooters, racing games, fighters, platfonns ... ' 

While the Involvement of Jeff Mlnter 
(the eccentric Uamasoft cOder) and 
Project X's offbeat graphiCS hardware 
demonstrate VM Labs' commitment to 
offering something different, the 
company is well aware of the need to 
cater for the broad market. too, 'We are 
doing everything possible to ensure 
that as much of the 'staple goods' get 
covered as quiCkly as possible,' says 
Rehbock. 'I'm refernng to racing 
games, shooters. fighters, platforms, 
adventures and so on. we are also 
oorking With publishers to ensure a 
solid sports line-up Within the frst year' 

Cutting Edge Cuttings 

After Nintendo's Struggle to get a 
first-class fighting game, RPG and even 
a realistic racing game on to the N64, 
such pragmatism is heartening VM 
Labs still needs to go some way to 
shake off its Atari legacy though. If one 
thing killed the Jaguar, it was the dearth 
of good games on the system - most 
obviously the complete lack of 
Japanese developer suPPort. Miller 
plays down the Atari heritage when 
asked how many of its development 
community are involved WIth PrOject X, 
saying 'Not that many to be honest 

VM Labs has also combated 

CaIour coded 
Mer.,...oI~""''''''''' 
........ as&o*u~c:.r. .... 
n.1EW~ldJwilbe~wifI 

.. -.. Game Boydh end ~ Itae i'I 
a 5elleloI~ Ius, __ ~!he SNES 

~ c.ne Buf. BIIDIIy. iI said ~ eDIId 
tin tan and Ihe will ame 0&11_ ttiI ,... . 
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suggestions that Project X will be weak 
at handling polygonal environments 
'We prOVide excellent support for 
polygons: says Miller. 'It'S just I think 
garners are a little bored with 'yet 
another polygon game'. 

Rehbock echoes these sentiments 
'I've heard numerous times, 'Ah! we've 
got a game that's perfect for this 
hardware, but we haven't been able to 
give It any consideration, because all 
the hardware that's out there is the 
same old thing' We provide solid, 
high-performance support for 
polygons; we also wanted to make sure 
that developers could take it farther'. 

Miller says there are no plans for 
PC compatibility, 'We don't see the PC 
as a mainstream entertainment 
platform, and fOf the time being we are 

---SetD_ ........ naI .... illdItd. .. _' .......... _.-
pIIrned. .. flemn.-. ~~ tal ... 
OIMIadYlhen!he SJIlI!I'n is...,. ~ 
~~M1Dis~lhe ...... s 
PIMeVR~~ it is ~i'l lhe hl 

... d pIOIldDn IN sh!dd be..., in ~. 
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aVOiding that space altogether 
VM Labs is saving its annooncements 

for May's E3 show in Atlanta With Sega 
said to be holding back Katana news 
from the TOkyo game show (possibly 
saVing It for E3) and Nintendo almost 
certain to reveal its 6400 plans at 
Atlanta. May wi I1 be a btg month In 

nearly everyone's diaries. Only SOOy is 
saYing nOthing. though It IS expected to 
continue supportmg the PlayStauon 
until at least the year 2CXXl. The new 
console wars are Shaplflg Into £ 
a long-running campaign 

T_"'_ 
NImcD hII jIir.t ....... Sorrt IN PotrFn 
~~~.S6O,OOO~OO 

--..d r-..n. n.podudion~~ 
more than 200 animaIion II1IItIIIIinc Ab 

~ .wara tIId'InokI8'f and is Slid to rMII 
projedI from 5quIR and ClIher deveIopeIs. 
CurnlnIIv, ally • .lIpnIse release is pIamed. 
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tr BAB ( TO FIGHT INTEND0/S GAME BOY 

Sony hopes to knoc:k the 
Nlntendo Came Boy off Its stride 

Specifications 
c 

...... ousc_ 
M m ry 

PSlZa Iletlk 
_PCMl 
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LED.~UtcdDn, .... un tI i - ........ 
lMII NYeS uny 
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FOQII'Id~M:IrJagIrhM 

CII:d'bAId~n ... EidaI' ..... 
br 150p.rcac. -n.~s 19971Dur1h 

......... ...-:1 .... SIlO r1'A:Jn 
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sony has created a miniature Personal Data ASSistant (PDA) for the PlayStation. which 
works as an extension of the machine's memory card. It Will go on sale in Japan this 
winter and appears to be a direct response to Nintendo's Pocket Monster franchise. 

The Sony PDA is a fairly 10W·Spec Unit. At the heart of the tiny unit is a 32bit RiSe 
processor, teamed with 2Kb of SRAM. Once inserted into the PlayStation's memory 
card slot, new applications can be dawnloaded 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's 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 also a tiny built·ln speaker, a clock and six control buttons 

The really original feature of the PDA is its bi-directlOnal infra·red communication 
This enables data to be exchanged between two PDAs without the console acting as 
a bridge. Theoretically, It could also be used to communicate \'11th other infra-red 
equipped devices, such as prmters, cameras and PDAs - like PSlOrl'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 confirmed 
pnce in Japan. Edge can't Imagine It being released for more than V15,00:> (£25), 
though. 'Nhether the PDA gIVeS any clues about PlayStauon 2, perhaps suggesting It 
would include a direct Infra·red link. IS also unclear. 

unsurprisingly, SOrly 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 likely (the specifications have only Just been 
released to the third·party developers whO will create software for the system). 

Although it seems certain that 50ny 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 BOys then set them against either computer­
controlled 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 Nlntendo 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. 
Nlntendo has already revealed the 64Gb Pak (covered In ES41 which 'Nill allow the 
transfer of data between the N64 and a Game Boy. Japan's legion of Pocket Monster 
addicts Will then be ab e to see their monsters flghtJng In Pocket MOnster Stadium on 
the NM. 50ny can't hope to destroy Nlntenoo·s runaway beast but It might at least 
aim to get some of the action for Itself 

Interestingly enough, Nlntendo has Chosef1 thiS moment to announce an 
upgraded Game Boy with a 56-cOlour screen, from a palette of 36,00:>. The ten·hOUr 
battery life shouldn't present any problems either. The 11lIIeage Nlntendo has got 
out of its ten year-old handheld IS extraordinary. If SOny can even begin to lay £ 
the foundatIOns for a credible rival, It might be success enough. 

Ja,.nese ma(81lnes like 'Famltsu' (left) 
are aeoe at news of the Sony PDA (above) 
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GoD'S Ten oevelopers Commandments 
!,U lImRI'f!E1to aV EllOO 

'Information your publisher doesn' t want 
yoo to know' Scott Miller, Gathering of 
Developers 

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

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

3. OOn'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. 

4. Established developers can request 
extra advance money for handing over 
the rights to console conversions. 

S. Get the game's minimum marKeting 

budget in writing. 

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

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

8. 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. 

9. You should only be held liable for the 
actual content you create. 

10. Get an attorney who knows software 
contracts and intellectual property law! 

GAME ON FORGO 
O he Gathering of Developers (GOD) publishing cooperative 

IS off the ground. Initial software partners have been 
confirmed, and the company has extolled its anti­
establishment message in a provocative document entitled 
the 'Ten Commandments'. 

As reported in ESS, Mike Wilson ~ the former id Software 
and Ion Storm marketing man ~ has set up GoD to give more 
power to games developers. Rather than pUShing its own 
brand name, GoD will let its members promote themselves. 

Wilson's line has quickly won converts. GoD founding 
members include big names 3D Realms (Duke Nukem, Prey) 
and EpiC Megagames (jazz JackrabM, Unreaf) as well as the 
respected studios Ritual Entertainment (SiN), Terminal velocity 
(Monster Truck Madness, Terminal velocity) and PopTOp 
Software (Heroes of Might and Magic I and If). Wilson says 12 

titles are already in the pipeline, and include everyth ing 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 decl ined to go public. 

'My personal motivation is to create something truly 
meaningful for my side of this industry ... the business side: 
Wilson told Edge. 'I can't do much in the way of code or art, 
but 1 can hopefully help to change the Single biggest problem 
for developers today .... The sorry state of game publishing: 

GoD's central message is that the talent behind a game is 
most important to gamers. 'We can recognize developers as 
independent artists and entertainers: says Wilson 

while Edge has always championed developers over 
publishers (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 al l 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 Wilson. 'They have known for a while now that 
the free agency of hitmaker developers is here to stay'. 
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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 one 
can't predict who will make future hits in this business. So, 
they stick WIth the shotgun approach of starting twice as many 
titles as they intend to finish, hoping to find a diamond in the 
rough to pay for all the other shite they shove Into boxes.' 

Wilson vehemently rejects suggestions that GoD will 
become Just like these publishers once a couple of 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 wil l do a better job of 
selecting titles than the aforementioned 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 multi-million dollar publ isher with a £ 
Similar slant back. In the early 80s. The company? EA 

GoD has convinced a number of big-name developers to join the cooperative with its philosophy for hitmaklng and giving power back to the developers 

It s in tb.g .... 

• 
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1-22: Air Dominance Fighter (top) 
was judged best overall game of 
1997. Some exhibitors favoured 
technical advancements (above) 

__ gone to Opus Entertainment -

r:I or the struggling multimedia 
... 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 
a venue for industry deal-makers rather 
than bikini-clad models on motorbikes. 
Indeed, despite Milia'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 over the main entrance 
and showing Outcast and I-War in a 
room above. 

8ehind the scenes though, some 
big industry fish could be spotted 
swimming at Cannes. sony's Chris 
Deering, Infogrames' 8runo 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. 

3Dbgets ............ 

• 

Peter Molyneux's Games Day keynote 
address was definitely a highlight of the 
festival. Ever upbeat, Molyneux 
expressed surprise at the size that the 
industry has grown to 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 
portentously titled legends of Gaming: 
Becoming a Cyber-Celebrity' debate. 
He was Joined on stage by Firaxis' 
Sid Mler, Ion Storm's John Romero 
and Ensemble Studio's Bruce Shelley. 
The panel (who have all founded their 
development studios in the past two 
years) believed that their successes 
were inevitable - 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 Romero pointed out that 
because he's been designing games 
since 13 years-old, he's uniquely 
unqualified to do anything else 

Where, asked one attendee, would 
an ambitious gamer best begin to 
replicate the panels ascent to the 
industry's peaks? Work experience, 
the panel replied, with Romero pointing 
out that many of Ion 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 
normally mild-mannered Sid Meier. 
'Technology-smechnology', he said, 
when one attendee questioned 
whether it's Just new hardware 
that drives gaming forward. 

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

l NEWS 

For instance, the triumph of 
SquareSoft's Final Fantasy VII over Red 
Orb's Riven in the adventure category 
wili su rprise few Edge readers, but it 
prompted vicious baring of teeth from 
the genteel attendees. 

The other winners were psygnosis' 
G-police for Best Action Game; 
Electronic Arts' NHL 98 for 8est sports 
Game; DID's F-22.· Air Dominance 
Fighter for Best Simulation; id 
Software's Quake 2 for best OnJ,ne 
Game and Bullfrog's oungeon Keeper 
for Best Strategy Game. F-22 
was further judged the best 
overall game of 1997. £ 

Infogrames provided decent 
entertainment with V-Rally 

So"" competition winners .. .. ...... ...., ...... ~n. __ _ 

_r.c.,,"' ............. u,_ 
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(out there) 
REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAM ES INDUSTRY 

Pippin pips it 

In what initially seems a shockingly 

realistic appraisal of its Tamagotchi, 

Sandai is to dissolve its Digital 

Entertainment group. Sadly, the bleeping 

monstrosity in fad belongs to the toy 

division. What the news does spell the 

end for, though, is Bandai's Pippin 

console, which it produced in conjunction 

Whafs in a name? 

Sony comes clean 
No sooner does Edge commend Sany's 'guerilla' marketing 

techniques (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 adorning bus-shelters nationwide. However, 

given past assaults on the 'yoor market (notably the perforated, 

PlayStation postcards distributed at past Glastonbury festivals), this 

latest approach should come as no _surpri~. _ __ _ 

Overall, Edge was left cold by Sony's attempts to 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. 

with troubled firm, Apple (which, 

coincidentally, has also just axed its 

Newton handheld). The ill-fated, and 

ill-titled Pippin (see E35) was supposed 

to enable the masses to play multimedia 

CD-RaMs and access the Internet via 

their Trinitrons. Sadly, only 42,000 

like-minded people in Japan and the 

United States agreed it was a good idea. 

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 Faflen 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 

System 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 

10 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 . 

• 

--
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A first look at the models and sets from 
the upcomin, Wing CommQnder movie 

WldeSClHft Wlnl C-"' ........ 

Chris Roberts' \lVing Commander games are knovm 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 eleoed 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 HolJyvvood mini-starlets, including Freddie Prinze Jr., Matthew 
lillard and Saffron Burrows, who've already cut their teeth in competent teen 

flicks like 'Scream' and '1 Know what You Did Last Summer'. And it's to be 
produced in Luxembour& which seems so bizarre it can only be a good sign. 

Yet with a cast barely old enough to remember Tron and an audience sti ll 
recovering from Bob Hoskins as Mario, Roberts is treading into difficult waters. 

upfront .dvertlslnl 
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 dear. 
It must be comforting for Ka listo to note 
that its game is being sold, not on the 

efforts of the creative team, but on the 
prindple 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 tmy 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 pioure is brought to you by Bloody 

.. ,_ Roar. The game that turns men into crazed, slobbering animals' . 

• 
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IIA111.I FOR VlDI GOAM. CUD 

(same on) 

IIIInIt ... - ....... .-o!"-<com_ with 
_!ping Japan.mlch Ni -. countless tube 
6usilv fIst,i ... lar IIiItUII bass _ a hard clay'1 WOIt<. 

!!!G .... ...,.. for hailing the courage 10 file a 
Origin on the grounds of unfuHilled promises 

only people would do the same for bad games.. 

Is IIIIIIItIIWOII< 11 "","in deYeiopeB. As its name 
sugpsIS. this VIIIIon of 1ht! Multi /v'CQde MadIine Emulator brings 
d .... c coin-ops 10 the N64 dev Idt Gountlet 64. anyone? 

.... for recruiting internationalp_ exper1s 10 pidt the best 
ca"'" d 1997. inSl8ad of handing a dozen multimedia deveIopeI5 
200 pmes th~ days before the awards ceremony ... 

... .",.. for being ten years old and s1i1l the ~ng of shoot 'em ups. 

....",.. for providing an all 100 sobering reminder that so 
depresingly few videogames atIIin perfection these days 

~r:~: ;r--.: ~ that "'"'" rt!pOIIedly soling in the 
iii game's Japanese end of Maid! rei ..... 
f,ltidjallion that the piracy situation ~ getting worse. 

:'UlCCOI<ling 10 the IaIOSt fitJres fnlm US re1lIilers. the _ .. 
........ -.It's all_'s fault, apparently ... 

111f.~~ ...... ,of 11nI •• '* is complete and threaJening 
Now pl11lll ~ aln 'play' the pme in all 
~ ~ som"""",, should sue. 

!IlJ ..... i! .. [IIII!.-..e on the Net whidllries 10 
of plastic with the sad slogan: 

(came over) 
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While mJCh of me world IS StlU tI\'~to 

get 1D81'P5 Vlt..h the idea otDVDa:sa 
phy.;icaI realty ralt1er than aftgtlt of 
Iaocy. Panasooc has __ m:lYed the 

~OO one steplu1hef. 

Prcnw!re<I' at ttllS ;aru:ry's GalSlm!r 

Electrorucs 5tD.Y ard 't\'I!IghI~ In at JJ5t 
2tls, IhIIl'O 15 a tortable DVO ~ 

eQuIJPe(I wltl a 5 SIn LCO screen. 80(1 

tlJ'·lI"IstereO~. ~.t1lI! 

screen 1S c.ap.U! of ~ 

wideSCfeen ~ in the 16:9 aspect 

raro, t1Jt a/sohas rama:, flJ and worn 
display OPtiOns for other torrrEtS 

~ Ih :h Cl I'l10:';'(11 metall'¥lr1de 

two llcu" red'ergeable tla'ter')' <n:I 

bOaS~"g fJII turet\1eaq'e~ ':V 
as vte/l as VrtuaI SI.rn::itn1.sounC1 

Sl;~ the llO IS tre sort Of SIiIlIWl$IY 
~ P'!te of kit that '1AS spet~ 
~magssruffli~forSl.ClE'l1l!wes. 

IiIcf oe;fortr\ll"le5. 

1 \...asn'I: la the I1YC "'SI ll:'Deflt 

gun; W !.am Ortt. ""1en Edge WOIJd 

P'Qb<dy passc...er "lISre\eaSe- Madorn. frsl 

"IWnin!Qur~~.hIs n 7er'to/ 
tnJSUaI eIe '1IT!IC IT'l! XIIeS tufr tt'Ie t)eaI up on 

v.mt v.(lUld ha",f> beeJ1 a 'J;TIy pre<l1C ~ 'aIeaSe 

Ray of l~t $!a~ ~ WIth me melaI1d"d,' 

'JOCaIsOf 'SU\:lsIJMue Fa /Ne" .xt2(X)Sed 'IIfItI 

OrbIt's traoernart. me~c trar::-~H! scxm on me 
title tracI< to great e'!"ect '"here are some Slrong 

(and weak) scr.gs on here, bac <:e j w ttl eXQUls te 

breakbeats and some fresh ~ It'S a Shame 

it drlfts ~to bland balla:l terntory late' )11 
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"'lifrq w)eOgame wtlIie ~ 

calbe1l'l 'lCI'/W1II .e-~ 
eoOOrsed contraptIOnS 2QrTl! wrtf1 Cl tese 

IXI'! vlbdl pkes ~to the ~ 
SOCket of ~ TV, roor·,tor or au:io!Xl:!. 

and then beams a crys&al dea"~, ID 

me -pta.es Iilerl'lSelYeS vlhlCn C<I"' be 

8I¥1Wl! ~ to 2S 1eetiffltfY. No! QIlIy 

ths f'TlOfe tcr'IYenII!I1t rei corrf~. 

bull'le sound ~ ty IS uroffected by 

Ifl\Cl1(fef\C( frorl corlllUIetS Q( tTlObIIe 

pta1e so!hete is no 0"Clddi'l! or 

tUm-lIng 1Il1tle oactgroond YOU may 

look stt(lrd. but at !eaSt ~ can get 

thorougtJty 1!l\IClNed In a game Wltr.out 

worJYIng abOlst wangling yourself \Mill a 
heaIllhOOe wire 

-~ :e If !he t.::. ~ tHs 

'8' 'head \WO feet frn11t'e 

m de Ihen fIgS 

)K, tu the I'f'(lmC :nsoeen 
11aracter mlhe ~ 'I'OWS bad 

, Yl')IITUe Tt.: ..araI Gracl 

Ne; ~ spe:ial;;rog 1 

:::xrv.L enteft; ~ :ones, 
aoou ' Jr ItSNH~-WI;(J'n:!d 

;Oc; ntheL:!C The::; iII~':eno 

T he! IS no ~ \tlaI Residenr EVJ ,dark, 

tortxxfr'I ~ was oI'lSt1UrTeltal n 
J'rg t"le lie CUI Of garne!SewryM1ere, 'h; le 

)scort..!I'1l )n:testrI8l5ta1:lS ttlJse rtn'DIII1!: org.Yl 

OrReS 'm.YIY 01' the ~me' ~ greatf>St 1TCIT1Efl'" 

..wrec::nlDltted by It'iS a!.l1ll eIemet11 NOW, 

PlOneer '\as. releasee the I'lU;iC by Itseif. arJd 

clenng to:1 IS a cunous~ - rruct'llle 

"1!'I111"'i IC the SCUldtr'acX0I a!l1CMe. ~ ma.v 'I 

worKS brill!anCty VI cornext, 00t able its a OJrW$ly 

dIsappoo1u18 ~M"!IlCt' Till' tltles Of the trad0:5 
don't help: 'Fatal BIte', 'Queer Slructure' and 'Treat 

To Awful FrJgtrt' anyolle? 
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Ntt'la.@1 aCl.lftffll1'V adI.w1 prcmses 

''1i.lt~ w. tbeat>lettl the 

mooninlJ)"I!8rS tJme ~to 

Plt out. 01 rourse. that the ~ \\.,n cost 
tens Of t/lt:lJsands 0/ noullClS and be 

I ; pelessiy CNer-$UbSCnbed f($ decacICs). 

ttlOSe>MlO' ..... rn tOdrlt naw h!Kl better 

/C'fI the airlorce ~ ancf !llrt readVlg 

OD on astr~ ARanaOwIy. the'{ 

IXILJd consul! 'tie fatJ>st V€rSll)'l 0/ me 
exce~ Mans r;;o ROM. Red Shift 3 

The ongJf1al tlUe lll tt'lIS II1trlltUlng 

senes. released In 1994. was essa1tLal~ 

In'''tt!(actr.'e~'Qttle :tIySIcaI 

~ ....... ...,. JSer.1c:tUdIOCa:e:.u: 

~ coostOOUorn. an::! ~ 

tr~eb::Ul:theIJlNerse. ~tile 

;)I1bo:)afd reference tOOls aro rnJl\.IIl1E!dia 

-

~ts to rmk.e reasorw:ty deUIIIfd 
studies r1tO as~nt~ 

1hecurreltwrSlOf'ta:::es~ 

featured Ifllf"e IE!st two tft1es, 

rnformatK:fI an:! Vl9.1al Qual ity and adtIS a 

<M1OIe halt of (lINI optlOIlS. ~ ~ 

UIII'S can oow access arourd ") rreN 

Astrcron't,' Teus -~ AV1 rncMC.. 

w: tacIde subfeCtS likE' till' bintl of the 
~ ard the seardl for 

ematerTe!>tna! rflte!lrgerrce rn stroIe 
terms. yet With a decent amount Of 

depth. There IS also a rra~y --­~"'it!W Pctures 01 Earm, t'oe!CC 

Sy'.'ten 3nd beycrd. f',g1!h:l ,frOO' 1tle 

recent ~s Pattrmder MrSSlCtl have 

been rr'lCluded 

n absenCE Of a full album Of fresh mtrtenal 

from tile Doe. c.;teemed tedro label R&S 

!IS gattlE'red llgethel the best cl the rest In 

!!ITlOIlStrate Yklat the fuss IS aB abo.Jt - *'lI a 
'PllY awroacn ' ) drtrn n' bass !SJl't afl'ithlllg rt:;,/<.'. 

but there's a hmc edge to .Atmospheric Fu!k' tI 

c!efrrorI';;tfilte5 a be:tt.'f grasp of moods and. weti, 

Jtrnospllerrcs:hall roost iaZZ-J~ swmgers 

Similarly. me Cil',oj'flI syntt'l br.es,1iJsh str' ;:-sand 

dutbjvbe of 'AJlJ Need' aoo .Spectnnl' ~ 

1WOOerft.1y onwI\IIflI Wit:( Doctor C31 Silt etnJtICrn 

as well as seQtJerrCe the eo.<er<OI'Il)Iex ~ a 
"8fe cOflt>rn~on 1/' the WX1d Of drum n' ba<.s. 

• 

1r'IIenl:" 

~ree~~ 
.,,;;me (XI.EQie's :>C, hi ...... "'" 
~l'lIS .a t'Uti~and 

~pro:iIC1 For arl')()r'I€ wttonas 
.,talteda9Jng tnemselve!! Qt.J@St(lnsJ,k.e, 

,6Je~a1one?·. v.ttere IS tre~ 
~. Of ·jUSt ....ruf the hllJlS an <p 1-

~ Rrfd S¥: 3 ..... ac least pant them 
n the n!IJt drrectlOO 

W /lile Blue Room spends most of JI!i, tI!re 

rulllvanl'lg aItJStS In the psyc:heOeIIc trance 

am tedYlO ur'Oergrcu'ld. It ~l'till:M?rse to some 
~er. ~ ratt-ef set fldoIgent. m..:sicaI detourS. 

~ rrriSst81:hE! g-ea! recent SIlII8 'St<rtui', 
The Sr..n:1tl:S' secOfid allJu11 V~ a laooc 01 

lush. traflCey nstrumenta\tOI1 an:l etf1olc-sty1e 

vocals - 'Mbct1 sooly doesn't stM! It 'f-deO repnsed' 

uses a SE'C!lJCtrve Kale BuSI1-styl€ ~I and worts 
well, as dOes Ta\Isr"r'a:l mefnal tracXw th ItS 

sarnoIed cror boi vocals. But ult.rnat~. SW 

SIeeprlg speoos Iill' too rrudl Of ItS tJrToe l'I trM'ICed­

out. Wii Ill! ~ ~te, EI'V<I on acid. pemaps? 
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~ muct'I overtooked !)y the anema gong 
crtm::!, Peter Jactson's black comedy horTof is a 
delightfully reffrle(! film tnat ments an auditIOn. 

Usirtg his psychic skillS am !he assistaoc:e 01 

three splnts ....no have f8i1ed to make the joUrney 

to !he other side. MIChaeI J Fox makes his liVing 

by exorasing I"ouses once his sp ntual !nO h<M! 

fl'llshed haI.Iltmg them v.tlat starts oft as a gen.­
tle, Ml.ISW1g tale som takes a very sudden. very 
dart( turn, in ~ JackSOO style, as the spirit of 

a forrref 5el'iallcdler returns to prey on tne IMng 

one lTKlre!.me, WFth some surpflslflg results 

This is the sort of feature that alloNs 

Laserdlsc to SOON Off Its SlIperior;ty etfoI't~ 

over the age.ng VHS format. The 2.35:1 

W'idescreen ratio hoiJSes a applaudable fine 

rnage with very strong and stable cdour defni 

tiOn as well as cm>istem nlgl1 Sharpness N I 
lhf(JJghOut This only serves to enhance the 

already impressiVe CGI sequeoces. part!OJlarty 

Ih:lse featuring the Gnm Reaper-, ke senal splnt 

The SOIlICS ~ess ~, ¥Id accompany the 011-

screen aaion cornrnm:Iabty, 'Mtt1 a wicIe ancI 
dyntmC Pro-Logt SOLfldf!ekJ and good bass 

extensio:l. Rear effects are used extensiVely and 

contribute irrrnense!y to the film's atrrosphefe. 
proVding their fair shafe of surprise$ - the Whole 

thing ~ 1MlllIdn'1 be as frehlE.Oin8 in stra@"it 

stereo playbaCk. Tl1e Frighteners IS also heavily 

chaptered <Y1d the Silver platter is encased 111 e 

stylish, matt Sleeve. 

............... ............... 
ts rusiness as usual on .:ohn Stapletons 

latest big beat snindi& -Mth fami:iar 

IJl!l"II?)'OfS of hip hop-<lerWOO swnds moong It up 

wail the lesser Io'lcrMl but equally Keen to IJ.lSh 
drum boOS to Itle fore, Firm favounte5 sassbln 

T'Nins weigh i1 \\i1tn MaglC~. and even Way 

CXit west tum up w,th sarTl)Iers In hand. re­
irrllent.ng van Ha!en on the ok! sdxloI gro:J'o'es of 
KilgQfThe ful1K. And yet Dope 5 doesnt QUite hit 

the'spot as I'uell as ItS predecesSOfS, gOI(l& IOf a 
more IrJVentMJ but u~ty less palatable 

S€lectiofi Of tracks. There are sane Iflspred 

sounds, and seriously danceable gn:x::rves, W OOt 

quite as many bone fde tunes as Of! previoUs 

OU\lngS VVhIIe stiH Sd,lperlor to so many CQIl1)tiatKlrlS, 

let's hope the Dope senes is reachtOg an mt 

• 
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~or.1 y Qf th Mmd 
Cjtt)ertt1nllerS come and~, but veryfew leave a Iasung ~-mostgetting too bogged dcwIlirl 

the wonders of SCleflCe to remember the wor'ders of a good plot 'SOClety of the Miner ~, 

manages 10 cover ooth WIth equal sklU, the author obviously I.Ilderstandtflg the value of 'Nhat used 10 

be called a ripping good yam 

set In that fertile area KniJMl as 'the rot too rnstant future', 'SOCiety' folioovs a week in the ~fe of 

psychologist or laJra Aldrldge w1l::l has been hired t'I COIT()I.Jter genIUS and musttialist, Joseph Gray, 

10 psychOana'YSe his computer. The machw.e seems to have developed a series 01 alarming faults, W 

as A1dridge probes deeper Iflto the coosoousness of this Oigltal marvel, stle begInS to reallSe that, 

more than JUSt an artdiClallnt~lrgence, it IS IS partof Gray himself 

The theme of superIluman cornputefs has l>e€o hand~ before Of course, most notaoty In Arthur 

C. Clarke's '2001', Ho'.vever, Harry handles the high lechnoIog,t with a deft hand and never alloWs It to 

""ershadaw the human Characters, There are ShadeS of ASlrTOIs RoOOt stones in here too, but that is 

no bad ttWtg, 1l1e lflteractJOn betweeO human and ffild'Iine - something v.t11Ch fascinated AsItroJ - is 

expklred here ill an exuaordlflanly detal~ narratiVe which is a credit to Its InflJences. If one q-1:ler 

thrii~>r oeserves to reactt a mainstream aud.ence tIliS ye;;r, thIS has 10 be It 

tt seems that,lil<e ex-mermers of the SAS, the gurus Of the onltne revolution earn help revealing the 

intncadeS of their strange INeS tl pnnt [)avid 5tler*. MlchaeI DertouloS and Melante McGrattl have all 

J)..IbIIShed their 0YJn SOOts on Internet ted"1ncIIogf, and roN its the tum Of yet another cyberphle to 
lay out a manifesto 

Eslher Oyson may'M3ll rub stouIders WIth the 'digeralt' of the inforrnatiorl age. but here - In her 

first book - she offers few 'ns@1lSlntottltselandestlle universe. Admittedly, it is easy to see what she 

is tryil1g to do; by cmer '18 ~ng from WOfI::. education and conm.JnIty, to at"lOI¥lVIY and 

secunty, she wants 10 stoN us hOw Ille C{)Ijd be lived; via the Irltemet - free from the pressures Of the 
ptrysicaj war'(!. But Release 2.0 suU falls to corMl'lCe 

The main problem, perhaps, is her tlnef, ;nocdQlal prose style. tt IS clear Oysal feels everyone 

has the paNer to use new ted1noIogy. get onIne and expand their persona~ues, but Where readers 

expect further Insight. pnMX:atlOfl and even dissent ()y'son coon!ll.XlUSty fails to corrml to 1nl one 

line of argument prelemng IIlSteiId to rema.n In the middle ground. Ultimatety, the reader comes 
im<1-/ from the WClr'K feeltlg as ttnJgIl they've read aM this befofe. in counIess other Irlteme\ tomes. 
VVhtCh Of course they probably tla\Ie 
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EDGE ' S EXAMINATION OF TH E INTERNET AND ONLlNE GAMING SCENE 

NovaWorld takes off 
m egaplayer gaming has a new frantline. 
.... NovoWorld, from PC flight-sim specialists 
Novalogic, brings the well regarded F-22: Raptor 
to a crO'Nded and brutal airspace, where literally 
hundreds of elite pilots battle for supremacy. 

'Massive muhiplay is not a simple feat: says 
John Butrovich, NovaLogic's technical manager. 
'Few services provide massive multiplay - and 
nearty all of them charge. Our service is free!' 

There are tINO modes of play supported on 
NovaWorld. Standard deathmatch is an 
every-F22-for-hlmself battle, while RAW (RaptOf 

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

RAW is the more exciting development. This 
sees players combine to form squadrons, which 
must protect their own base, while simuhaneously 
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, bnnging partnership to the game. 

NovoWorld makes the usual claims about 
Iow-Iatency, which are made more credible for 
UK garners by the establishment of a European 
server in Germany. 'W'hat's perhaps more 
interesting, is whether Novaworld can live up to 
its name. After all, Novalogic's other recent 
products include the helicopter slm Comanche 3 
and the tank game Armoured Fist 2. These could 
combine to 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 Internet inherently 
places restrictions on the game at a technical 

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 expects to see 
solved soon. Others 'NOrking on the virtual 
battlefield include the Air Warriors at Interactive 
Magic and Ocean's DID division. 

Deathmatch play on NolltlWorld mipt not be 
strictly accurate. but ifs nonetheless enjoyable 

Only F-22: Rapior is currently supported on NovoWorld. To play, a copy of the game is required together with a modem 
connection to http://_ .novaworld,com. There is no extra charge to play, apart from telephone call charges. 

A EurOpean Community for onllne gamers? 

At G..alone, titles can be selected by ,_lIle 
or ct._nnel. Desunt Is the: top offerin, 

o sooner does one online games company 
go 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, garners. Of the 
2o-strong list of games on offer, Descent 
appears as a veritable technological showcase. 

Cheap and cheerful isn't necessarity a bad 
thing, but GamesZone isn't particularty cheap 
either. Although the game clients are free, and 

Shockwave Flash makes vaves on the Web 
a t might not be much to look at. but 

Something Fishy demonstrates a couple 
of interesting points for onhne entertainment. 
Rrst. it shows that Internet 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. 

Second, it's written in Shockwave Rash. 
This animation language from Macromedia is 
revolutionising graphics on the Internet Images 
are in vector format rather than bltmap, 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 
Shochvave Rash versIon of Quake anytlme soon. 

To investigate the future of online aquatics, head over to http://www.d eftrmedia.com/arcade/ fish.htmi 

• 

are distributed on a CD to minimise down load 
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 to its repertoire in the near future. 

To investigate Gameslone, head over to 
http://_ .gameSlone.nel. The range of 
pricing options includes El.S0 per hour, 24-hour 
tickets at £6 and weekend passes for £ 1 O. 

!j .... {ri' ~ SOMeTHING FISHY ~""t. " ... ... ... 
• 

Something Fishy Is more fun tlYn an _verar. 
web ,..aphlc. and It downlMds Just as quickly 
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POCKET CAMERA MAVHEM 

KISS THE GB LINK 

OTAKU OBSESSION 

frlt::; I Jl1P4 

Is that a camera in your 
pocket? 
In a 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 2 I , for a \/ery 
reasonable ¥5,SOO (£28). The latest in 

Cl seemingly endless series of Game­

Boy-related peripherals, this takes the 
concept of digital cameras and turns it 
into a potentially fun and (mostly) 

clean activity. 
Couple the device with its 

matching-colour Game Boy, turn the 

power on and an adult-sized Maria 
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 

18o-degree-turning lens at the desired 
object for photographic capture. On 

pressing the A button, the screen's 
monochrome image freezes and a set 

of neN 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, INhich 

The VS,800 (£30) Super Game Boy 2 
displays Pocket pies on a lV via a SNES 

• 

Refusing to die, the Game 
Boy's future k:loks stronger by 
the day. The Pocket Camera and 
Pnnter are the latest fun gadgets to 
emerge out of Nintendo's creatIVe offices 

can then be immortalised by the 

¥5,800 (£30) Pocket Pnnter and its 

four shades of grey sticker painting. 

Bemg a Nintendo product, it would 

be unnatural for It to not mdude some 
form of game-related feature, and sure 

enough, the Pocket Camera has three 
titles takmg a Game & Watch approach. 

The first Space Invaders derivative 

allows access to the other t'NO. 

Depending on which invading ship is 

shot. either a DJ sonic composition 

game or a simple juggling title follows; 
both amusingly allow the character's 

face to be replaced by any picture. 
Pocket Camera fever has already 

swept Japan, with the little devices 
rapidly selling out all over the Akihabara 

district. Their widespread use may even 

prevent crime levels rising with every 

shoplifter in the country discouraged 
from criminal activity for fear of being 

snapped in the act by a vigilant Pocket 
Camera-toting brat Somehow the latter 

seems more deterring than £ countless CQV cameras. 
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DigitAll intimacy 
Developed by Hudson and introduced 

at the last Space World expo, the 
curiously-named Game Boy Kiss Link 

allows players to connect their portable 

Nintendo machine to a PC and 
down load 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 J/ on 

the Game Boy's miniature £ monochrome screen ... 

Welcome to the Net with the GB Kiss Link 
(seen here in prototype form) 
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Bizarre sights at Tokyo's AOU show ... 

DresSing as your favounte videogame character in Japan might be a hobby for some, but Tokyo's gaming events probably started the craze. AI the 
recent AOU I1 was Capcom that outdressed ItS rrvals With 1t5 beat 'em up characters dawlng for attentlon. Kids love Bub and Bob (top right) 

New games. please 
The Association of Retailers of 

Television Game Sofi'A'are 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 
titles by blocking the supply of future 

releases. 

The advert's slogan, 'Game Over: 
you cannot play anymore', comes after 

CESA's inauguration of its Campaign 

Against Illegal Software Resale on 

January 14. 

Under copyright law, games are 
considered cinematic productions, and 

the unauthorised sale of pre-owned 
material is therefore strictly illegal, as 

well as being subjea to la'vVS governing 
distribution rights, including the rights 

to transfer 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 earnings of ¥313 billion 
(£ 1.7m) for the game industry £ had they been n€IN titles. 

Advert alert 

The advert includes a pie chart showing that 
61 % of players want second-hand shops 

Japan's toilet obsession is common knowledge, but even the 

most eastern 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 Anal Fantasy franchise With a more traditional, £ 
yet stnklng, ad announong FFV's port to the PlayStation. 
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THIS MONTH . 

POCKET CAMERA MAY H EM 

KISS THE GB LINK 

CESA SAYS CEAse 
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In 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 ... 

£DG£O APRIL 1997 
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ouglas Adams shot to fame 
in the 1980s on the back of 
his 'Hltch-hiker's Guide to 

the Galaxy' series of books. In these 
tomes Arthur Dent, a thoroughly 
ordinary Brit, found himself 
hitch-hiking around the galaxy 
armed wrth nothing more substantial 
than a beach tONeI. Eventually, he 
saves the Earth from obliteration to 
make way fOf an intergalactic ring 
road, and finds the meaning of life 
along the way. lNhile the books were 
turned into a TV series (a film IS also 
due later this year), Adams kept 
busy by reinventing himself as a 
technology guru, whose adoration of 
his Macintosh is legendary. 

Although he's the undisputed 
heavy..veight champion of the 
humorous paradox, Adams took the 

• 

,. '. " '. '" 
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logical step and set up a 
development house called The 
Digital Village in london's Covent 
Garden. Here he set to work on 
developmg a game, Starship 
Titanic, to be published by Zablac 
Entertainment. It's a hi-tech 
paint-and-click adventure for the 
PC (and, soon, the Mac) with several 
twiSts - Including the ability to 
converse With its characters USing 
plain English. Starship Titantc is set 
to reach the shops imminently. 

Edge: 'M1at prompted you to move 
from writing books into making 
computer games? 

Douglas Adams: Various things. 
Back in the 19805, I worked with 
Infocom to make a game based on 
the 'Hltch-hiker's Guide' series, and 
enjoyed this. But it seemed like I 
was 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 someone else to do. ... 
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Storship Titanic's graphics far surpass 
Myst - Adams' fi rst inspiration 
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The player must get to grips with four 
robots in order to get into first-class 

.... Edge: SO lNhy didn't you make this 
switch earlier? 

DA: The 'Hitch-hik.er's GUide' game 
was text-only, and graphical games 
seemed crude, slow. clunky and 
ugly. I looked at the technology and 
thought 'I don't think games are very 
interesting any more: and sat on the 
bench for a bit. But I had it in mind 
that I'd like to get back into making 

games. The very first clarion call­
tempting me off the bench - was 
when Myst came out. It did certain 
things very well, such as creating a 
new graphics standard. and was 
very imaginative and atmospheric. 
I liked the way it was developed in 
HyperCard; it was brilliant how it 
was able to parlay the slcwmess of 
HyperC8rd with a sense of a longer 
mystery. But then nothing much 
ha~pened in the game. I thought: 
here's a new benchmark for how 
good graphics could be. Let's do 
something with it; populate its 

environment. But then I thought 
back to the experience with 
Infocom, which was right at the 

• 

other end of the scale, and ended 
up thinking that the baby had been 
thrown out with the bath water. 

Edge: What sort of gameplay 'NOUld 
you have liked to have seen? 

DA: I wanted to see if I could push 
the idea of conversation forward 
Companies were making games in 
which you could go up to characters 

and select pull-dO'wn conversation 
menus. But this was very primitive. 
SO I thought: let's come up with a 
system in which you could say 
whatever you liked to a game's 
characters and they would answer. 

There are three stages Involved 
in conversations: the input, output 
and what comes in between. In a 
couple of years hence, I might be 
tempted to do on-l ine speech 
recognition. But now, with the 
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advent of the Internet and so on, 
we're a post-past·literate SOCiety 
and people are typing agam. For the 
output, I favoured text-ta-speech, 
which gives you the maximum 
ability to construct replies on-the-fly. 
But when we tried thiS, all Starship 
TitaniC's characters sounded like 
semi-concussed Scand inavians, so 
it wasn't such a gOOd idea. For that 
reason we opted for pre-recorded 
speech output from the characters 
in Starship Titanic . 

Edge: what did that entail? 

DA: It means that you have to try to 
foresee everything. In the end, my 
writing partners, Mlchael Bywater 
('Daily Telegraph' and 'Independent 
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 
studio, so it got richer and deeper. 

We were genuinely surprised when 
we started getting answers 
appropriate to what we'd typed in. 

Edge: IS there artificial intelligence 
at the heart of this system? 

DA: With language, AI is an 
intractably deep problem. On the 
other hand, you can make a pretty 
good stab at a certain level of AI. 
The middle of the system - between 

r 
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the input and output - is where the 
system's smarts are. We haven't 
used conventional AI, but all sorts 
of methods. I think the route to 
artificial intelligence lies through the 
terrain of artificial life - you may as 
well take t:I1e same route as the 
natural 'NOrld. 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: I hope so, because I 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 
'NOn't see any more development 
of text-tD-speech technology In the 
foreseeable future. I had a 
conversation about a year ago with 
Oave Nagel, who's noo the head 
of AT&T's West Coast Labs, and he 
said his problem was t:I1at he was 
developing text-ta-speech 
technology, but nobody could find 

an application for it. soon, these 
sorts of technologies Will begin 
migrating to the Web. Speech 
recognition, which is essentially 
easier t:I1an handwriting recognition, 
is not far off. All these things are 
diffICult. deep problems, but If you 
can solve 60 per cent of them and 
then later 61 per cent, they'll 
always, at least, be getting better. 
At some date, we'll be able to talk 
to characters onscreen and they will 

There are several methods of traversing 
the enormous Starship Titanic. 

including taking a trip on this gondelier 

AUD IENCE WITH. 

, , ..... od ured text-to -SDlffelcl 
but when we tried this 

the characters sounded like semi-concussed Scandinavia 

respond. But by then, all the 'NOrk 
will be done on servers 

Edge: Did you have to leave 
anything out of Starshlp Titanic? 

DA: one whole maJOf Idea didn't 
make it into the final game. At first 
we were t:I1inking that we'd love 
photo-realistic graphics and full 
navigability, but the two are stili 
mutually incompatible when you're 
dealing with current technology. 
There's nothing that can do 
realtlme rendering of those sorts 
of enVIronments. We decided that 
the best way to get t:I1e best of both 
worlds was to have both 'NOrlds. SO 
we came up with a story notion in 
which you can see the ship as you 

• 

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 
reattime, flyable environment. It 
enabled you to track the way 
information flows through the ship; 
if you like, a VR of the sh1p. This 
turned out to be a bridge too far, so 
we dropped it, 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 
t:I1inking of building t:I1e data side on 
the Web and then putting hooks 
between them - we'd publish a .... 

• , , 
w 
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<II1II software patch, and when you did 
the appropriate things on the CD, 
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 build the equivalent 
of the 'Hitch-hiker's Guide' in an 
online environment as an 
information service - a guide to the 
Net, but covering everything else. 
It would be like having field 
researchers. or embedded guides. 
We'd create characters, like a help­
ful taxi driver, which would use our 
developing speech technology. Tne 
great thing then is tJlat we could 
have a small team of writers 
in-house who would be monitoring 
conversation traffic day-by-day and 
adding more conversation rules, 

Edge: Take us through the game .. 

DA: You start in Your Lovely Home, 
which you can explore a bit. For 

example, you can see a PC with 
some CO-ROMs next to it. Two of 
these cause the machine to crash if 
you put them in the drive, but if you 
put the Starship Titanic one in, the 
starship itself comes crashing into 
your living room. The first character 
you meet is the Door Bot. 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 
settings - its memory either works 
or 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 
gossipy or terse. 

At the bottom of the screen you 
have your personal Electronic Thing, 
or PET. Th is has five modes which 
govern things like conversations 
and summoning the Bats, and 
storing things you find in the rooms. 
You can store chevron codes - each 
room has a unique one. If you want 
to send anything anyw"here, you 
have to 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. 

a Hitch~hikers guide to the 
'f""~""'_ Net. 

o 
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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 
easily, 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 
somewhere, 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 wi ll your game 
come out on? 

OA: 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 OVO version. At the 
moment it's on th ree cos, but even 
so, 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? 

OA From my point of view, I've 
been involved with TV, stage and 
radio. The book was such a success 
that it determined my involvement 
in other media. Writing was not what 
I set out to do. If you're a writer, no 
matter how successful you are, 
there's not much you can do: you 
have to go to someone else's 
production company. So I thought 
it would be nice to have my own. 
The aim of the company is 
to become an on line 
purveyor of entertainment 
and information. £ 
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arrivals in the world of vldeos_mlns 

DIscusSing the popular perception of the N64 as a kid's toy 

•• 

Edge's most wanted The vldeogames making waves before thell amval 

legend of Zelda 64 

{N641 Nintendo 
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CASTLEVANIA 64 

tl es from onarrii~Argonaut and Acclaim, plus the best arcade games at AOU 

With the PlayStallon YefSlOll of castJevama 
SInking Its teeth Into Edge at moment, these new 

Shots Of the hugely anticipated N64 Iteratloo are 

welcome arrivals. The amount of graphic detail 

contained in this '20% complete' version IS 

promiSIng, with the game carrying through the 

dark, moody style of its precursors. 

Players WIll be able to select one of four 

characters; a member of the Belmoot clan that 

has always featured in the series, a 12·year-old 

girl With mystical powers, a fist-fighting warrior 

WIth the abiltty to mutate into a wolf, and a 

brutish, chain-WIelding IndIVidual named KOla 

GastJevania 64'S other main feature is the 

tlelng of game time to the play system, WIth 

hordes of vampires attaCKing as darkness falls 
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MYTH 

currently the subJeCt of much controversy (see p141, System 3's update of 

Its Myth senes appears to share at least a passing resemblance With lhe 

company's other update Last Nm)a. The new Myth IS an arcade adventure 

blessed WIth some beautifully realised lOcatIOns 

't!NOEnR 

AlthOugh the onginal COJony 

Wars was not particularly well 

received (SIX OUt of ten, ES2), 

Psygnosts is working hard 10 

amend the situation With its 

sequel vendetta, 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 

answer previous criticisms 

COMMAND AND CONQUER 2: TIBERIAN SUN 

While Cavedog has already redefined realume strategy gaming With Total AnmhllatJon, westwood seems set 00 its Innovative own path IOf 

Command and Conquer 2: Tioerian 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, guernlla warfare (including hacking and covert sabotage), and toys like the 

hunter-seeker drones are sure to thnll the Westwood faithful. Even more Intriguing is talk: of a dynamic ecosystem and destructible terrain 

• 
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... GEX: ENTER THE GECXO 

Neanng testscreen status, 

Crystal Dynamics' first venture 

Into 30 for the street-Wise 

reptile is IOOkJng promiSing The 

novel idea of stlck.ing to some 

of the walls in the three 

dimensfonal environments Is 

refreshing and wlttl125 moves 

and 3,400 frames of animation, 

the action is fluid. PiayStatlOO 

owners will be the first to 

tacKle the green-Sk.inned being, 

but PC and N64 versions are 

expected later In the year 

PARASITE EVE 

Nameo's Tellen 3 is scheduled for a Japanese release on MarCh 26 and speculatton is already nle over hOw well 

it Will compare to the System 12 oOgma!. The PlayStatlOO versIOn Will Include not only the Wide range of secret 

modes and characters that previous ConversionS have boasted, but also a side-scrolling action section known as 

ttie Tekken Force Mode, and possibly similar to Final Fight Players Will be able 10 lake on more than one character 

• 

Narrowly missing Edge's deadline, Parasite Eve Should JUSt be seeing the 

light of day In Japan. With key members of the Final Fantasy VII team 

Involved, Eve is a PlayStatlOO RPG of Squaresoft's usual scale, and has an 

evolutIOn of FF VlfS battle system. Based In New York, the player must 

save humanity from possession by the ahen 'mitochondria' ViruS 
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AGE OF EMPIRES 2 

- 0 

• 

By combining Civilisation and W8,craft 2, Bruce Shelley created a sleeping 

blocKbuster in Age of Empires. The sequel will include more from Shelley's 

wiSh-list, Including much greater vanatoo between cultures and, in 

contrast to the angry rabbles of the first game, proper military fOrmatlOl1s 

THREE UONS 

In the run up to the World Cup, 

there is an IrteVltable glut of 

football titles on the release 

schedules. While not tile most 

technically ImpressIVe, Three 

Lions has the useful credential 

of being the official England 

team game. Developed by z­

AxlS, IJons features CM!r 50 

internatiOnal teams, iocludlng 

the successful 1966 England 

tcam, aod IS due to be 

published by BMG In April on 

PC and PlayStatlOrl 

Created by ArgOnaut. ClevelOpers of SNES Star Fox, Buck Bumble IS a free-roaming. 3D shoot 'em up for the N64. To 

be published in the UK by ubi SOft, the game features Buck. the Super Bee and hiS Quest to defeat the 'Insectoid' 

invaders - alien, robotic insects. AlthOugh Bumble initially kxlks to be something of a chiidren's title, beneath the 

surface are several di fferent mission types, six hidden levels, plus the unQuestionable pedigree of its developer 
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~ CONTRR 

Linle is known aboullhe 

PlayStation renaissance of 

Konaml's seminal COntra 
series, WIth even the game's 

project name Cited only as 'C', 

HopefUlly this latest effort will 

emerge a more worthy 

successor to the excellent 
SNES title Contra 11/ 

ESOIPf .. OR OH TRYING 

ODT is Psygnosis' other new 
announcement this month. 

Targeted at fans of Tomb 

Raider, the player controls the 

survlvmg members of a crash­

landed leam. The game 

combines thlnj·perSOfloactlOO 

With various RPG elements like 

magic spells, but transposed 

into a future world setting 

REQUIEM 

XENQCRACY 
With COkXIy wars 2 some W<r( from completton, GrOl er InteractIVe's own 

PC space combat tnle Xenocracy lOoks to have hlt a convenient Window of 

opportunity. Featunng both arcade and s.mulatlon modes, the game 

places the player in the role of a member of an Imergalactic peace force, 

dedicated to maintaining the balance of pcmer berweeo four planets 

ZELDA: QCRRINA OF TIME 

With every discerning gamer arooouSly awaiting NCl'S latest. these new 
screenshots Illustrate the stunning village scenes and the game's battle 

system, By pressing and hOlding the Z-trigger, link: locKs onto his foes, 

with repeated click:s causing him to circle around them during the attack 

• 

From the plot resume, Cyclone Studios' Requiem looks like a different 

kind of first person shooter. Inspired by Milton's poem 'Paradise lOSt', the 

player is an angel fighting hiS fallen brethren. Make that 'riddling his 

brethren WIth bullets' and the noveltY IS less obvious. But ReqUIem's 

graphics and Jedi /(nlght-styie Interaction sUllleave Edge CUriOUS 



______ ~£D=-~Q£~·~A=P~R='L~'=99=8=_~ ______________________________________________________________ ~~ 

TUROK 2 

THE STORY STARTING WITH T 

After a periOd of subdued activity, .laleco has returned to the fray with The 

Story Starting WIth T, a ZeIda-esque 30 adventure for the PtayStatJOn. 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 . 

• 

After becorTllng rather oversha<:\tMed smce Gok:JenEye, Acclaim's Turat. Dinosaur Hunter is back on the agenda 

with the release of these fresh tu·res N64 workstatlOll Images from Its sequel. HOtly-tipped to Include some form of 

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

first title'S hub-based level structure IS tQ be greatly expanded upon to Increase complexity and game life 
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PLASMA SWORD 

This latest beat 'em up from capcom was pan of the company's rather subdued appearance at the recent AOU 

show In Japan (see pS). Neverthe'ess, this game's WIldly coIourfUI6Ofps 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. 

MARVEL VS CAPCOM 

'.-

,..~: .... \.1\1\\ 

• • I ~ 

' " ~ 

this allOws players to select one or two characters from the Marvel comics 

and Capcom's own back. catalogue and pit them against each other In a 

multitude of over -zealous special moves and multi-hit combmatlOns 
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DOWNHILL BIKERS 

STREET FIGHTER EX2 

Based on a concept similar to Nameo's recent Prop·Cycle, thIS extreme 

cycllng~based game sees players pedalling maniacally In order to reach 

the finiSh line ahead of the pack, while attempUng as many different tricks 

as possible, up to four cabinets can be linked for multlplayer action 

DevelOped by Anka, a team comfX)Sed of ex-Capcom staff. this sequel 10 one of the best beat 'em ups of last year proves as 
pla','able as itS predecessor. The camera actlOO is now more dynamIC, offenng a better VIeW of the combat as the fighters 
battle for supremacy. Given ,ts 10000.end, PlayStatiol']+Style graphics. a converSlOO IS "leery, albeit w th some VIsual restnctions 

www.newman-haas.com www.psygnosis.com 
~. __ oISony eo"'PIIW EMwIoI_ ..... 0 11188~. ~'d. "-Yg _ _ II'HI ""1'11"""'"1000 .... Till ... . Po,_oI. Lld. 
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METRL SlUG 2 

The success of the original 

ensured an ImprOVed. better 

designed seQuel would 

eventually appear in the 

arcades. SNK has done Just 

that, continUing the senes' 

humOUfOUS comen! - while 

players are frantICally shooting 

enemies, In the background a 

puPil might be haVing hiS work: 

mar1c.ed by his schOolteacher, 

for example. The number of 

stages has also Increased 

L-__________________________________________________________________ ~ __ £EK>E_~~·~A~P~R~I~L_'~.~.~8 ______ __ 

FIGHTING VIPERS 2 
BUilding on the success of the onglnal Fsgfltlng Vipers, thiS seQuel boasts 

Model 3 enhanced graphics and new gameplay features. The 'super KO' 

features allows a player to defeat their opponent in one monstrous special 

attack, winning two battles and cleanng the round. The timing of such a 

move is particularly difficult and can only be achieved at speCific times 

RA D I A NT S IL V,,-,E R,,--,,-G U~N_'___ _____________ _ 
Running on the ST-V board (meamng an easy uanslauon onto the saturn), 

Treasure's arcade venlcal Shooter employs a skill-up system taken out of 

an RPG and a variety of firing optlOOS for ooe or tvYOplayers to master in 

order to finish successfulJy complete the game's five stages, POwer is 

gained by destrOYing enemy shiPS and reaching the end of the stage 

SKIERS HIGH 

most realis!1c interface of the current arcade sl(llng I1tles. By haVing special 

SWitches underneath a player's heels, It'S possible to jump In order to 

collect time bonuses in the point attack option or JUSt play normally 

• 

• 
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SIM CI TY 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? 

Industry has never looked so pretty. Like previous SimClty games. the 
growth of the city is managed through the allocation of economic lones 

• 

4o-storey skyscrapers dwarf the tiny trees below. It was the need to get 
across such scale and beauty that led to the abandonment of ]D visuals 

m axis has scrapped its ambitious plans 
for SlmCity 3CXXJ. 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 2fXX). 

'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 
a real-time, true 3D city, complete With 
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 scrolls about. Even a fairly radical 
compromise like this wouldn't have solved 
every problem though. For example, early 

J 
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Even in its revised form. SimClty JOOO features quite detailed Ifaphla. 
Tiny pedestrians and cars can be seen makinK their way throu,h the city 

shots of SimCity 3CXXJ 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 3CXXJ is how Similar 
it seems to the 2CXX) 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 SImClty 
3000 still represents a substantial 
improvement over its predecessors. 

What will City 3CKX) offer then? Firstly, It'S 
much bigger. The map size has quadrupled, 
and there are a much wider variety of 
structures. SimCity 3CKX) 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 'rom the 'adories (above) 

• 

0' 

'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. 

SlmCity 3(XX) will also be expandable. 
New shops, residential blocks and other 
buildings 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 
disappomtlng Slm-branded games like SImlsle 
and SimAnt. cavedog's Total Annihilation 
Webslte has proved the popularity of add·in 
components. It remains to be seen if gamers 
will pay for piecemeal downloads, though. 

Even SlmCity 2000 admirers admitted it 
was a flawed masterpiece. Bugs apart, the 
most 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 
more worthwhile than any amount of £ 
graphical reVision. 
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NI NJ 
So long in the making, its characters have al l progressed to the tenth dan, 

Core Design's martial arts adventure is now nea ring completion. Edge enters its second round ... 

Core's tu," has Included a huce rance of foes to fac:e the eponymous 
NlnJtls selection of swords, spears, throwinc knives and staffs 

m aving slipped past its onglnal summer 
'97 release date (and a couple of 

others), Core DeSign's Ninja is now confirmed 
for release this september. First prescreened 
back in E43, the game has gained a few 
essentials ~ including a plot - in the interim, 
making it due for a second scanning by 
Edge's eagle eye. Remarkably, for a title so 
long In the making, the development team of 
Jerr Q'Carroll, Srian Tomcyzk, JOby Wood, 
Martin Jensen, Dan Scott and Derek Leigh· 
Gilchrist has remained the same. 

As videogame storylines go, Ninja's is 
notably solid. The young warrior Kurosawa 
returns from his travels to find his homeland 

Ninja c:ontains a wide variety of level­
end bosses to c:hallence the Camer 

• 

ravaged by evil demons, summoned after 
Katasaki, one of two warlords fighting for 
total control of Japan, sold his soul to the 
demon lord 8atanaka. As is the way with 
such deals, the pact backfired on him, 
resulting in the decimation of his own lands 
and people. The player must guide Kurosawa 
through the lands to save his country, using 
his ninja skills to defeat many foes. 

Kurosawa's gun-toting girlfriend Lara 
Croft (core's most famous creatIOn) IS 
obviously casting a long shadow over the 
game's release, as this parallel team Within 
Core aCknowledges. 'What the Tomb Raider 
guys achieved will live in videogame history. 
But we felt that rather than follow suit and try 
to cash in on their formula, we wanted to go 
In a different· direction which will appeal to 
those who played that game and those who 
wanted more of an arcade adventure.' 

The team lists Ghosts and Goblins and 
Ikan Warnors as its inspiration, giving a clear 
picture of what to expect. 'We've rekind led 
the classic arcade feel, which we feel is sadly 
lacking from so many 3D action games,' they 

• 
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NinjQ's emphasis is heavily on combat. eshewing its stablemate Tomb 
RQlder's punling platforms In a well-advised search for a separate identity 

With 13 distind 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 keep the action from 
becoming repetitious, yet all the enemies 
have been designed to present a credible 
challenge, rather than being one·hit wonders. 

Set -piece battles are placed throughout 
the game. One example involves Kurosawa 
encountering a group of peasants roasting a 
rabbit on a spit. The peasants' subsequent 
attacks will differ accord ing to the player'S 
point of approach, with some hanging back 
as others rush into combat. A gang of 
wood men encountered later again react in 
alternate ways on successive attempts. More 
generally, levels will be peppered with a 
variety of foes to be dispensed through any 
ava ilable means. 

Because of the game's extensive 3D 
environment, the Core team has found it 
impossible to implement a range of attacks to 
match true fighting games, but Ninja amply 
compensates with a wide selection of 
weapons. 'The ninja has the use of swords, 
staffs, throwing knives, axes and so on, each 
of which can be powered up. We did have 
some nice nunchukas in the game, but the 
powers-that-be deemed the weapon too 
offensive, and so, along with shurikens, 
they've been dropped,' compla ins the team. 
The player will also occasional ly be able to 
utilise magic spel ls, wh ich act as the game's 
smart bombs 

Ninja's development has been something 
of a rollercoaster experience. Core was once 
a sega sta lwart, as the team explains: 'The 
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Players will be able to activate several magic spells (such as the one 
pictured abovel. which ad as smart bombs. laying waste to all in range 

programming leading on the Saturn was the 
main objective, but with the apparent 
impending death of the saturn, it was felt a 
change to the PlayStation was a wise 
commercial move. However, the Saturn and 
PlayStation are different machines, and 
various problems have since arisen. 
Fortunately these have all been resolved, and 
now we have the added advantage of the 
special affects which would be hard to 
produce on a Saturn.' 

On top of that, none of the Tomb Raider 
code could be utilised for Ninja, which 
required an entirely new 3D engine. With this 
autumn's release now definite, however, the 
Ninja team will finally be able to focus £ 
its undoubted skills on new targets . 
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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 ... 

D he recent trend for superstar 
developers to start new independent 

studios appears to be driven by varying 
impulses. For Peter Molyneux, leaving 
Bullfrog to found Uonhead meant leaving 
the restrictions of life with Electronic Arts 
to make totally new games. For one 5id 
Meier, leaving Microprose to found Firaxis 
seems to have meant JOining EA to continue 
makmg the same games, 

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

• 

Alpha Centau,/ Isn't endly ,raphic.Uy lush. but the terrain undulates 
nicely (main). As in Civilisation. adylsers are on h.nd to ,lYe .dyice (left) 

For Civilisation fanatics though. space 
rea lly 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 is 
where Alpha Centauri takes up the story. 
'We wanted to wait until we had some new 
ideas: says Meier. 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, Alpha Centauri looks JUSt 
like a Sci-fi CMlisation. For a start, the action 
takes place not in space but on a planet 
orbiting Alpha Centauri. And, despite the 
futuristic interface (Meier calls it 'Windows 
2095'), the basics are unchanged. Colonists 
aboard a pioneering spaceship have divided 
into factions, based on their beliefs. These 
technologists, environmentalists, warriors 
and others are spread across the planet and 
so act like the va rious competing cultures of 
the original Civilisation. 
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FOI of war remains a 
problem In the future 

Moreover, 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 C;vilisation, 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 is that experienced 
players will be able to Quickly get up to speed 
In Alpha cenrauri, 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 more 
rainfall and so increases agricultural 
productivity. What's more, the clouds the 

A data sunner and a live Information 
ticker lend a suitably space ale feeling 

• 

At the start of each ,a .. e, the planet is a reddish-mauve colour and 
home to an odd funcus (above). Acriculture can slowly tum It Ireen 

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

Another big change for Alpha Cenrauri 
comes in the way the units are bUilt. partly 
because all the science is hypothetical 
anyway, Alpha Centauri enables you to build 
uMs to your exact specifications. 'You can 
pick a certain kind of propulsion for a fast 
uM or a slow umt, then you can put a laser 
or a different kind of weapon on It,' says 
Meier, '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 built, and resources saved by 
not including an engine. This enables players 
to both get used to Alpha Cenrauri'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 
tasl<s, such as building roads between cities, 
or creating fields. Also partly by request, 
diplomacy is more involved, As well as the 
usual choice 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 
more involved combat. which now Includes 
the concept of morale and damage, 

Meier's resistance to superfluous change 
is probably a sensible one. He jokes he'll have 
'the father of Civilisation' written on hiS grave. 
To take Civilisation into the space age £ 
will be no lesser achIevement. 

The terr.formen .. ake 
new land hablUble 
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BUSHID O Bl 
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 .rtlsts h.ve imbued its c .... e with • tradltlon.1 J.p.1Inese feel, 
ch.racters are debllled and solid, while loutions .re re .... rk.bly v.st 

D he art of creating a fighting game often 
mirrors its real-life counterpart sports 

for mystery and ancient traditions. Outsiders 
to the world of videogaming must look on in 
bemusement as the Tekken and Street 
Fighter black belts deploy their cambos, 
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 ups, 
ToOOI ND.1. featured grapple-oriented 
combat. The second was Bushido Blade. 
While there had been previOUS titles that 
included swordplay (most notably Soul Edge), 
Blade focused on ultra-realistic combat 
where a single strike could - and often did -
finish the fight. NOW, Just as ToOOI 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 

• 

Sharp--slldncc.mers will doubtless find their needs sated by Bushido 
B/tlde 2'$ wide selemon of rlllor-edced fichtincsticks and swords 

through its 'Digicube' convenience store 
network in- Japan. Blade 2'5 chances of 
reaching its audience won't fare as badly, 
and potential punters should now be familiar 
with the brand. 

In terms of structure, players will be 
offered a selection of six fighters, with more 
becoming available as progress is made 
through successive 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 

• . , 
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Trousers don't come 
much more bagcy than 
this, atthough some 
skaters may disagr" 

sound like a particularly high number, each 
character will have a selection of SIX different 
weapons to master, from the traditional 
Japanese Katana sword to 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 the 
options screen next time the game is loaded, 
players will have to use that individual to 
complete 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 characters are chosen from the two 
warring clans that give Blade 2 its storyline; 
Shainto and Narukagami Shintoryu. wtlile 
some will be familiar to players of the first 
Bush/do game, many will be new additiOns. 
SQuare has also included a group battle 
mode that will feature up to five fighters, 
although it's not clear at this stage how many 
of these can be controlled by human players. 

Depending on which faction is selected, 
Blade 2 offers a different range of fighting 
implements, which retain the earlier game's 
novel battle system. Rather than depleting 
the traditional beat em up's energy bar, 
successful hits placed in Blade 2 result in 
either outright fatality, or a character's limb 
is rendered inoperable. However, the 
control system has been simplified, with the 
defence button removed. In true martial art 
style, attack is now the best defence. 

• 

Other attractive aspectS from the first 
game have been retained In the sequel, 
mcludmg the large open combat arenas that 
brought with them a new approach to 
fighting. InjUred characters can retreat to far 
corners in order to compose themselves 
before returning to the fray, although such 
practices often result in the opponent merely 
mOVing in for the kill. 

With the original Bushido Blade only 
recently released in the UK, It may be some 
time before Its follow-up sees the rising sun 
in the West. Interested parties (including 
Edge) will have. to resort to purchasing £ 
the Import 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 adlon (above) 
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COMMANDOS:BEHI ND E v 
After the disappoin ting Myth, Eidos has teamed up with Spanish developer pyro Studios 

to return to the realtime strategy battl efield in a homage to classic World War II movies 

Commondos is far more er.Chlully detailed than previous str.ten 
e.mes, with terrain and bul dines ch.neine for each scenario. Nice 
touches shown here include erounded alrplanes and a huee d .... 

Every soldier has his 
own window (above). 
Impressively. several 
suolline windows (an 
be displayed at once 

O here's a 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 Commandos: Behmd 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 
World War 11 commandos from the British 
army, and has been heavily influenced by 
seminal films like The Guns of Navarone, The 
Dllty 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 who can 
fix and drive any vehicle, while Frenchman 
Rene 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 Norwegian fjords, Normandy and the 
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The varied locations are more redolent of an adventure came than a waf'lame. Fllhtlnc around a marina (abovel 
promises to be markedly different to asnuttinc a Nui mansion (top richtl or tackllnc a remote outpost (bottom rightl 

Rhineland) promises its own distinct flavour; 
even details like the soldiers' uniforms 
change. Designs were drawn from authentic 
World War 11 photos, documents and films. 

Graphics aren't all that changes across 
the war theatres: each campaign, referring to 
real World War 11 events, will offer a markedly 
different challenge, says Dolset. with some 
campaigns unfolding across a play area of 
eight screens by eight. 'Commandos is 
definitely a Wthink before you actW game. A 
deep analysis of the scenario, and the right 
use of your men will be key issues.' 

Addmg to the compleXity are the game's 
20-plus vehicles. The heavy tank is required 
when tackling emplacements or vehicles, 
while light tanks are best deployed agamst 
infantry. The motorbike. the game's fastest 
vehicle, is the escape vehicle of choice. 
Dolset's suggestion that armored vehicles 
might also be tactically deployed as 
blockades or to provide cover, illustrates the 
depth Commandos promises. In fact, Dolset 
claims there are many ways to finish eaFh 
miSSion. 'Certain tactics Will make It easier, 
but the only thing we can guarantee is that 
the player will not finish any mission with a 
full-on frontal attack.' 

Dolset also cites the game's AI as a key 
innovation. 'What makes it revolutionary IS 
the fact that it's not only more advanced than 
in previOUS games. but that it is designed 
differently. Each unit Will only be able to react 
to what they see and hear - there will be no 
"underground" behavior like in most games.' 

For example. a commando armed with a 
silent weapon can sneak into a camp and 
take out the opposit on without being seen or 
heard. Slain soldiers can even be dragged 
away and hidden to prevent enemies raising 
the alarm. All this happens because of the AI, 
says Dolset, not through pre-scripting 
techniques or other programming tricks. 

If Commandos really is to be as open­
ended as Dolset promises. such fluid AI will 
be Just one of several Vital achievements. 
Marrying the game's highly detailed 
environments with a gameplay sty1e that 
promises the player real tactical £ 
freedom will be Quite some Challenge. 

Sometimes a Junflght Is Inevltable_ Combining excitlnl combat with 
intricate miSSion planninl will not be an easy task for the developers 

, 
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TON IC T 
The creator of the best-sell ing (but flawed) 2D platform er Rayman is making the precarious 

and inevitable switch to three-dimensions for his first Nintendo 64 project 

Ed, the player's charader, has a ranee of friends and foes, includine 
guards who fly with the aid of helium (tap right) and vlklnes (rleht). Get 
a few together and Tonic Trouble looks mare cartoon-like than Mario 64 

• nly now, nearly two years on. are the 
a true Super Mafia 64 clones arnvmg. 
Whereas Argonaut's croc, for example, 
represents a Quick shortcut to creating a 3D 
platform, upcommg titles like Konami's HOly 
MagiC century and Ubi Soft's Tome Trouble 
would be mconceivable Without Nintendo's 
pioneering effort. 

Not that ubi Soft seems Intent on 
plagarlsatlon. powering the development of 
Tomc Trouble is a new £2.5 million 
3D· integration tool, which the company says 

will enable It to drIVe the genre onwards. 'It 
puts creatIVe control In the hands of game 
designers rather than the programming team: 
explains prOject manager Gregoire Gobbi. 
'The result IS more complex characters and 
graphical environments.' 

ToniC Trouble's hero, Ed, is an alien 
Incompetent desperate to make amends. 
Like Nlntendo's Mafio, Ed's certamly got 
personality. But more interesting is the 
Dseudo·emotlOnal depth of the game's other 
protagonists. 'In Mafia 64, the characters 

(hattine to other charaders is • bie part of the proceedines In Ton;c Trouble (above 
and bottom rleht). Occasional racine sedions, .i la Moria 64, also feature (tap rleht) 

• 

-' 
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The idiosyncratic denizens of Tonic Trouble cerbinly carry themsetves with uniquely unusualcnce, ript down to their 
oddly limbless bodies. £d (above right), Is just one of the personalities in the game who add a little humour (top right) 

other than Mafio are one·d,mens,onal. In 
Tonic Trouble, all of the characters react 
differently at different times', says GObbi 

This makes for lively and animated 
characters. Instead of cycling through some 
pre-scrlpted routine, the game's 3O-odd 
personalities will actively interact with Ed, 
perhaps pulling faces and running away, 
depending on the player's input. Gobbi claims 
the computer-controlled characters wander 
around the game's ten 3D worlds and pop up 
depending on the player's actions. This 
complexity is made possible by the AI built 
into the 3D-integration system. 

Beating Tonic Trouble Will thefore entail 
mastery of the plot as well as the joypad. The 
game's dynamic personalities provide Vital 
clues and much o· the challenge will come in 
wheedling out the facts. HOW exactly this 
mteractlOn Will work in practice is unclear, 
but Ubi Soft IS adamant that Tome Trouble Will 
be an adventure as much as an action game 

Tome is being created by Michel Ance!. 
the designer behind the PlayStation hit 
Rayman, and it shares some similarities, Like 
Rayman, Tonic Trouble's Ed starts life as an 
untalented weakling. As the game proceeds, 
he acquires new objects and powers, 
radically transforming his capabilities. It'S a 
neat trick (somewhat like Mario 64's hat 
system) since it rewards players while 

• 

Simultaneously presenting new S(I Is to 
master. Ancel says other lessons came from 
his work on a cartoon version of Rayman. 
'You can achieve the same sensatIOn of fear. 
suspense and excitement without haVing to 
watch 'em bleed,' says Ancel. 

Like many French designers, Ancel finds 
inspiration in eclectc places. Tome Trouble 
was inspired by the storyhne to LucasArts' 
seminal adventure Day of the Tentacle and 
the otherworldly feel of lelda on the SNES-
a briefing in videogame genetics. Suggestions 
that the plot is driven by two central concepts 
- a blameworthy hero and the idea that a 
haphazard accident can invert everyday 
notions of normality - is more surpriSing. Yet 
these ideas are evident in the gameplay. Ed is 
a blundering idiot when he sets foot In Tome's 
worlds, where vege:ables happily feast on 
animals. whether these ideas have Inspired 
a cohesive alternate environment or merely 
a token surreal one remains to be seen. 

Graphically, the game is dazzling. Both 
the 3D-ac~elerated PC and N64 verSions are 
gorgeous (although the latter will suffer a 
reduction in graphic detail). The challenge lies 
in marrying meaningful character interaction 
to a game style based primarily on the 
mechanics of 3D exploration. Overcoming 
these difficulties will doubtless move £ 
the genre on nicely . 

£d has all the skills 
a good 3D platform 
hero needs. Including 
the ability to swim 
both underwater and 
acr055 the surface 
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VIGI lA 
While many will crit icise the di sappearance of the plot -led environmen ts of In terstate '76, 

Activision's PlayStation ve rsion eschews them for some frantic arcade-style scenari os 

The twoplayer spl1t~ 
screen mode (top) 
should further extend 
the lame's lon,evlty 

Pleasin,ly. the vehicles in Vigilante. 
display several levels of reattlme damage 
as a dlred result of serious flrepower 
(above). While the action takes place In a 
variety of environments. some of them 
prove surprisingly unorthodox (top rlCht) 

m fter its excurSion onto the PC, Interstate 
'76 had been scheduled to make an 

identical appearance on sony's grey 
machine, but after a series of delays and 
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 
vehicles battle it out for supremacy. As a 
member of either the Coyotes or vigilantes, 
players choose one of the 12 veh cles on 
offer then fight their way through an eQual 
number of arenas. These differ greatly from 
each 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 buildings and 
Objects scattered 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 realtlme progressive 
damage that occurs to the cars themselves: 
body panels dent significantly, windows 
shatter and exhaust p pes trail on the ground, 
before one more hit permanently d sconnects 
them from the chassis. 

From the latest playable demo Edge has 
seen, vigilante 8 offers a deeper experience, 
With better and faster gameplay, than any of 
its (admittedly few) competitors, and 
shOuld therefore have little trouble In 
surpassing their efforts on release . £ 

One of the came's 
strenzths Is the sheer 
sl:r.e of some of its 
arenas; a little 
exploration can reveal 
unexpeded elements 

, 
I 
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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 

T 
echnoJogy enables. That's 
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 offices in Liverpool, 
Birmingham, Newcastle and London, 
looks to be in just such a position 
right now, preparing to ride the next 
wave of PC graphics acceleration all 
the way to the beach. 

The company's spectacular 
action/strategy title Incoming, 
previewed in ESS, will be the first of 
its products to be unleashed. Edge 

reached northward to Liverpool in a 
bid to discover more about the game 
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 bit special. 
When we saw the early code and 
initial graphics [for Incoming) we 
knew straight away that it had to be 

this product' With Compaq already 
licensing a heavily cut·down 'OEM' 
version of Incoming, and massive 
interest from all the major players in 
the market, including Intel and 30fx, 
Rage's decision looks to have been 
correct. There are also rumours that 
Sega has been knocking with its 

next-generation hardware, althOugh 
when asked, Paul is - unsurprisingly 
- circumspect about this. 'We only 
want to publish on PC at this stage, 
we're very nervous about getting 
involved in the console business, 
because of the cost of goods and 
potential inventory problems. We 

might dip our toe into the PlayStation 
market, but it's a big might.' 

Moving out from under the wings 
of previous publishers EA (Darklight 
Conflict) and Code masters Uonah 
Lomu Rugby), is presenting a whole 
set of fresh challenges for Rage 'It is 
a risk,' Paul begins, 'there's no 

getting away from that The big 
change now is that we've gone from 
being funded over the period of 
development to paying for it 
ourselves. So obviously it's been a 
big transition and it's cost quite a lot 

of money.' And the benefits? 'When 
you're developing for someone else, 
you effectively hand over the gold 
master and it's alllelt to the 
publisher. We're making deCisions 
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Rage founder Paul Finnegan 
remains the company's guiding light 

now - everything's in our control.' 
Before moving on to look at 

Rage'S new titles, Edge couldn't 
resist finding out whether Paul's 
admission that, 'we concentrate on 
the arcade side, we're not big on the 
strategy element,' comes from a 
man who still plays games. 'I have of 
late, particularly Incoming and the 
new one from our Newcastle office­
Expendable. It's only early days, but I 
can't put that one down. The guys 
use me as a sort 01 test bed, when 
they want to see how a ten-year -old 
would play. My reactions went some 

years ago .. : 
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ftIJ hen the Rage team heard that 
_ the Bltmap Brothers had no 

plans to update its fondly 
remembered speedball series for 
the current generation of consoles, 
the temptation proved too much to 
resist. Rage deputy MD Trevor 
Williams is open about this, but 
adds: 'Lots of games are inspired by 
stuff that's been done in the past. I 
don't think anybody has done 
anything close to Speedball.' 

And so Deadball Zone, set to be 
published by GT Interactive in May, 
is Rage'S interpretation of the future 
sports theme. AS expected, DBl's 

graphics engine IS now 3D, rather 
than employing Speedball's top­
down viewpOint, but williams says It 
maintains a Similarly rapid pace. 'It's 
got that feeling where you run up 
the pitch, whack it into the goal and 
shout MYes!" - and that's really 
Important for a sports game.' 

RAGE 

Pressed to explain what players 
can expect from the game, WilUams 
elaborates 'oBl's best feature IS 
scoring goals, and that's what the 
most effort has gone into. You have 
to feel like you've beaten the 
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 AI 
rOutines is paramount to achieVing 
the right feel. 'Our main AI 
programmer Tony McCabe is 
working on Ruud Gul/it Striker, but 
he's sat down with Chris (D8Z's lead 

Rage De!lUty MO Trevor WIlIi.m5 runs the 
Birmingham otIice WIth 1I hallds-on approacn 

L I 

programmer) at various stages 
through the development of 
Deadball Zone, and suggested things 
that have helped. The learns cross­
fertilise all the time, which is great.' 

Also found in the beSt sports 
games is the sort of instant 
acceSSibility Rage has Installed In 
08l, as Wllllam explains. 'We learnt 
that from making Lomu. We tried to 
make rugby very simple. so we had 
a system where you could play with 
just the x button. but if someone 
knew how to do ail the other things 
they'd hammer you. We've built on 
that for Deadball lone' 

Over time, players will be able to 
aSSimilate a full repertOire of 
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attacking moves, much as in a good 
fighting title such as Tekken, while 
still being able to compete in the 
somewhat violent matches. InJUries, 
blood and even vomit are all 
sideline attractions to the game, 
al thOugh the final level of violence is 
yet to be agreed with GT The 
overall feel, however, IS more 
Hanna 8arbera than Tarantino 

As for Deadball lone's actual 
relationship to the Bitmap Brothers' 
games, the bloodline is dry. 'We 
tried hard not to play Speedball 
during development,' williams 
points out. 'We only got it out about 
two 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 tough old-timer to beat. 

Deadballlone staff. left 10 right, 
lead programmer Chris Southgate IInd graphic 
artists Andy Uylor. Din Cool!: IIR11 .1on Cunis 
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Two-player adion Is of the old 
school. blast-heavy variety 

ID esplte having been somewhat 
neglected 01 late, the top­

down shooting genre has hosted 
some of gaming's most influential 
titles. Games such as Gauntlet. 
Gunsmoke and Ikari Warriors offered 
light, challenging. frantiC aCllOn, and 
in dOing so etched themselves Into 
the memories of gamers across the 
globe. Yet there have been very few 
attempts at recreating such seminal 

titles for the current level of 
technology. In timely fashion then, 
Rage's Newcastle office has 
launched Its own assault on the 

genre With Expendable for the PC 
and the PlayStation 

Although the project is only 

three months Into ItS development 
cycle, the game's visuals are already 
impreSSive, again displaying Rage's 
adept use of 3D acceleration 
Searing explosions can be ignited at 
almost every turn, With weaponry 
such as the napalm ring more than 
living up to ItS name. Other deVices 
are still being finalised, and WIll 
most likely be collected by the 
characters as power-up objects. 

Project manager Peter Johnson 
is adamant that Expendable Will be 

more than vacuous eye-candy. 'It'S 
good for the PC to be back on the 
leading edge for a while, but all the 
graphiC touches we are including 
are there to support the game and 
to help build a believable and 
ImmerSlve game environment - not 
just to look pretty.' 

While early shots imply a Tomb Raider-style viewpoint the version 
played by Edle resembled the top-down classic Ikari Warriors 

RAGE 59 

The 3D engine that programmers 
Phll Scat! and Kevin Frankhn have 
created is enabling level editor 
Duncan Hall 10 create a fantastic 
blend of enVIronments, from tunnels 
and underground bases to rUined 
cities. The AI Will also add variety to 
the game, according to Johnson 
'Enemies will not always react 
predictably. You may be running 
down a gulCh to find the enemies 
abseiling in from above, springing 
upon you from the ground below 
like trapdoor spiders, or leaping out 
from behind an abandoned vehicle. 
Expect the unexpected!' 

Although PC cards allow an 
undoubted degree of graphical 
muscle, Edge can't help feeling that 
Expendable would fare better as a 
console title. LUCkily, Rage is also 
working on a PlayStation-specific 
version. 'Our PSX programmer Mlck 

Expendable's range of weaponry 
is eye-catchingly destrudlve 

Hedley is intent on hitting the metal 
in the time-Critical sections of code, 
to wring every last drop of 
performance out of it. But we won't 
compromise the PC version 10 
accommodate the PlaySlatJon. If 
something needs to be done 
differently on the two platforms, it 
will be, plaYing to each platform's 
Strengths and weaknesses.' 

Between now and the game's 
projected release around the end of 
the year, the group will be working 
hard to include as many features as 
possible. Currently Implemented are 
two-player and deathmatch modes, 
while more specific details, such as 
the ability to use variOUS vehicles 
scattered around the landscape, are 
still subject to debate. If Expendable 
can live up to the standard set by 
the games that bUilt its genre, then 
PC gaming is in for a adrenaline 
Injection thiS Christmas. 

Lilhtinl effeds, f.ellltated by 
lDh:, cry out for attention 
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Hosri~ Waters staff. left to right; 

~rogrammer rim Austin and graphic artISt 10n court with 

11 he 3D action/strategy genre is 
evolving rapidly to take 

advantage of modern technology, 
with new entries, including Rage's 
own InCOming, confirmed every 
week. In such a frantiC climate, it's 

easy to forget that Carrier 
Command, the grand-daddy of such 
games, actually appeared on the 
Alari $T and Amiga back in the '80s. 

Featuring drone craft directed into 
battle from a central aircraft carrier, 
Carrier Command (created by 
Realtime Games) was itself 
essentially a massive evolution of 
Atari's original 3D wireframe 
wargame Battlezone. Currently six 
months into development, Rage's 
promising Hostile Waters is an 
inspired update of Realtime's game. 

Although Trevor Williams will 
admit that Carrier Command was 

Physics plays a major role in 
Waters, including destruction 

'definitely an influence', it's clear 
that Rage has ambitious plans to 
move the concept on. Again 
following the Rage house style of 
exploiting the raw power of PC 
acceleration, Hostile Waters is 
already mightily impressive, showing 
a commendable difference in visual 
style from former creation Incoming. 
In fact, the two games use different 
graphics engines (the Incoming team 
is based in Liverpool, while Waters is 
being coded in Birmingham), 
although Williams feels that if 
Incoming hadn't existed then neither 

would Waters. He also claims both 
titles are at the forefront of their 
genre. 'Sometimes they seem like 
R&D proJects, pushing the edge -
which means everybody wants to 
work on them!' 

As with Incoming. the explosive 
effects are superbly realised 

Hostile Walers' biggest 
innovation is the integration of 
different personalities into the 
tanks, planes and other vehicles 
available for deployment. Rather 

than being mindless drones, attack 
craft may be aggressive, 
circumspect, even cowardly in their 
approach to combat, and can be 
heard talking to each other over the 
in-game radio. It's reminiscent of 
the comic 2000 AD's 'Rogue 
Trooper' and his weapons, which 
carried his dead comrades' minds 
on ch ips. Also of note are the 

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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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 weaponry, although it hasn't 
been decided how this will affect 
the overall gameplay. 

overall, Williams says the team 
are trying to maintain Rage's 
commitment to arcade-style 
gaming. 'You're the trigger puller. 
But 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 explains: 
'that's what Command & Conquer 
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' 
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Animlltion is being controlled 
by utists rllther tfilln coders 

III age's founder Paul Flnnegan 
was also behtnd Its first 

product, the multj.format. million­
selling football title Striker. But while 
the project IS ObviouSly close to his 
heart (he still plays football when he 
gets the chance), his input on its 
update is fairly limited. 'I've left that 
to the Birmingham site, because 
they programmed the original game 
on the PlayStation. They do ask me 
to test It, particularly the AI. If I can 
help, I will.' 

After originally dubbing the 
forthcoming release Striker '98, 

RAGE 6' 

striter Staff, left 10 right. 

graplllc an.sl Sltvl .IOhnson, Pfosrammer Pl ul K1rbW, audiO techmCliln John Q'DDwd, d~1opme:n1 SUppoi"l manager Juliln Wlddows. head of 

Rage has now enlisted ex-Chelsea 
manager Ruud Gullit to give the title 
a name licence. The general feeling 
around the company is that Gullit's 
name will outlive his current 
troubles after his recent unexpeCted 
departure. Ruud Gullit Striker Will 
feature all European international 
teams, along with the top two 
divisions from each of the major 
nations. Obligatory commentary is 
proVided by ChannelS's Jonathon 
Pearce, backed up by both Ron 
Atkinson and Trevor Brooking 

As in Deadball Zone, the 
attention paid to the sporting AI has 
been all-important, says Trevor 
Williams. 'I think this is prObably 
our sixth or seventh-generation AI 
engine, and the techniques we use 
are what has helped. You bUild on 
things, take it to the next stage It's 
all about experience, you learn by 
your mistakes.' 

Both PC and PlayStation versions of Ruud Gu!Ht Striker fellture 
well·simulllted hghting effects. The floodlights lire p.,ticularly nice 

waR of thE wOrlDS 
m eveloped by Rage's London 

office, War of the Worlds is a 
strategy title for the PC, based 
around HG Well's groundbreaking 
sci-fi tale of Martian occupation. The 
game's actual conception was the 
work of Jeft Wayne, creator of the 
1970's album of the same name, and 
is similar in execution to Command 
& conquer. Music from wayne's 
album will feature in the game, 

Mutlan InVllders of the classic 
variety mllke 11 welcome chlnge 

along with a few, as yet 
unconfirmed, dance mUSiC artists. 

The game commences With the 
Martian attackers descending from 
Scotland and the human forces 
centralised around London With the 
play area divided into 30 sectors, 
there's a certain resemblance to the 
board game RiSk, also witnessed in 
the ongOing (rather than mlssion­
based) combat. 

Rage's London artists have 
based the various battle craft on the 
technology available at the time of 
the book's writing, wtlich has 
resulted in World War one-style 
tanks, (although the Martlan 
apparatus is claSSIC 8-movle stuff). 
With the 100th anniversary of Well's 
novel taking place this year, Rage's 
title shOuld benefit from a 
concurrent publicity wave, a major 
boon given the crowded nature of 
the PC strategy market. 

Wor of the Worlds stakes its claim on the adlon side of the fence. 
The use of sprites allows for detailed and charaderful visullls 
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ne thing last year's retro links between Pole Position and Fu, but they were so original. that 
gaming craze taught F1 '97. Indeed, when people imitations simply weren't possible. 
veteran players, is that complain that there are so few They stood, and died, alone. 

memory can be a cruel deceiver. genres now, they are forgetting Recently, the industry began 
How many children of the Bbit age that they really only have rediscovering the value of these 
must have excitedly accessed themselves to blame. In its short rogue ideas. Nintendo has been 
emulation websites and life to date, the videogame raiding its store of 8- and 16bit 
downloaded fondly-remembered industry has undergone a innovations for the last three 
titles like Beach Head, IK + and Darwinian process of natural years, with titles like Pilot wings 
Uridium, only to stand back in selection, with only the most 64, Star Fox 64 and Mario Kart 64 
abject horror when presented popular game styles surviving to still among the N64's finest 
with an ugly barrage of blocky seed the successive generations. moments. Similarly, Sentinel 
plxels and Simple chipset sound? If there are dozens of beat 'em Returns, Virus 2000 and Sim City 

Of course, videogames aren't ups, racing games and sports 3000 are all in the pipeline. 
all about great visuals and sims around, it is because players With this in mind, Edge has 
symphonic music. These will picked these genres to survive. produced ItS own list of the key 
always be subordinate to That's not to say the genres games boasting invigorating, 
gameplay, and all of the genres we have now represent all the individual ideas that could easily 
people play today boast a long good ideas the videogame be transferred to today's market. 
dynastY· with gameplay as its community has ever produced. Not all are classics, but each 
lifeblood. There is, for example, a Brilliant aberrations like Sentinel added something singular and 
long, cogent line which connects and Mercenary were just as experimental to game design 
way of the Exploding Fist to important and successful as the history. How many Quake clones 
Tekken 3, just as there are clear likes of Ki'ik Off and Yie Ar Kung and football titles can claim that? ~ 
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The classic game I would update is 
Rick Dangerous, because it had all 
the qualities of a good platform and 
puzzle game. I would make It 3D, 
but keep the cartoon feel and 
humour of the title - too many 
games take themsel'Ves too senousIy 
Ihese days. Garners today want tltIes 
that really p~ well father than those 
that look good but offer little else' 

[ l I 1 [ 

Fir •• i,. 
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C6". NES. S,.ctru. Allltrld, 
BBC Mien. AIIig •. At. ,i ST 

1984 

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 evit larvae and its 

many minions. Edge originally described It as 'a futuristic 

side-on, scrolling adventure with ze/da-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 aOO 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 slm, 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 to progress 

by destroying other Ships and gettmg rich. Along the way, 

government bodies would offer the player various mIssions 

with cash rewards, so the ship could be fitted with better 

weapons, shields and, crucially, 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 planet, destroying trade 

ships and stealing their cargo, or they could lead a 

peaceful life jumping around the galaxy, trading in various 

goods and services. To add a little spice to proceedings, it 

was also poSSible to get involved in narcotics, arms and 

I ·TYP ES (I REM) 
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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 Metro/d, with Samus asserting her place as the 

original female adventurer. Perhaps the game's beSt facet 

was the opening up of added areas as new abilities were 

gained; it's this that Edg. would like to see revived. 

WHO COULD PULL IT OFF? Nintendo, of course; Super 

Metroid 64 is a mouth·watering proposition. 

Nintu4. SNES 1994 

slave smuggling - hugely profitable, but likely to attract the 

deadly attentions of police craft in Jaw·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, Elite would 

benefit from becoming a totally online event, rather like 

MerIdian 59. Players could form alliances with other pilots 

via an in·game emall 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 Elire with 

The DarKening. 
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IT WAS ... A classic Atari coln-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 orlginat'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 bottomless chasms to create a fiendishly difficult but 

addictive experience. BeSt of all, the open layout of each 

level meant there were often several ways to reach the 

exit, with many requiring huge amounts of imagination, 

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 30 landscape and 

dynamiC camera would give players a greater interactive 

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 control would be a bonus. 

Au ri 
I. ·knu 

A1CI4t, e64, S,.cu ••. 
liES, A.ill, At"i ST 

1984 

IT WAS ... King of the 8bit isometric platform adventure 

games. Created by the Jon Ritman/Bernle Drummond 

collaboration that engendered Marcflday 1 and 2, Head 

over Heels featured the pair of eponymous heroes in their 

SPl'awling quest to defeat an evil queen. While others had 

beaten the path before (notably Knightlore), Head and 

Heet'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 slowly, while Heels was a 

WHO COULD PULL IT OFF? Shiny Entertainment titleS like 

Earthworm Jim possess the quirkiness to make an updated 

M.3rble Madness work, and It's demonstrated a flair for 3D 

with Its under-rated MDK. 

swift mover with a short leap and the ability to carry 

objects. Reuniting the two, after much playing, reSUlted in 

a symbiotic pairing that combined their abilities. 

HOW COULD IT WORK TODAY? The character interaction 

could be enhanced, with a four-way N64 version offering 

fantastic mulliplayer 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. 

U,ialiq i CIIIII_C_ 
J II 1111 11 . tl ll ~ I' , Sli m 

'Geoff Crammood's Sentinel was 
ongmally seen on most of the 8tHt 
platforms and introduces a s¥e of 
gameplay that had not been seen 
before Of sirn:e. The graphics were 
in filled 3D, and !here IS plenty of 
oppoournty to make them far more 
atmospheoc on a modem machine. 
I would be Interested to see a 
muitlplayer version, along With i! feo.v 
more vartatlOflS in level design and 
objects on the landscape.' 
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C64, S,fctru lI. Alutr" 
1985 

!Pia I in! a c I a ss i C 

Pltll MI:IIIII hlllll 

'Interplay's Wasteland was an old­

style C64 graphic adventure game, 

and IS the most atmospheric game 
I have ever played. 'Nhen you had 

encounters, you had real weapons; 

my favourite was turnmg bunny 

rabbits into blood sausag~, 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 current 3D technology: 

IT WAS ... Difficult to categorise - even now. Skool Daze 

was a platform puzzler set entirely in a school 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 
sound reprimand from his parents , To do this, it was 
neccessary to discover the head's safe combination, a 

complex process which involved assaulting many of the 

school teachers With a catapUlt_ 

WHAT WAS ALL THE FUSS ABOUT? NOt only was SkOOl 

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

anarchic slapstick humour which proved more compelling 

than actually trying to complete the set mission (GTA, 

anyone). Players could bully other pupils, write obscenities 

on blackboards, skip lessons (the game featured a rig idly 

enforced school timetable), and generally behave in ways 

IT WAS .. A 20 platformer set aboard a luxuriOUS cruise 

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 SOS enjoyed the 

portentous title of Septentnon 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 vanous genres: the 

leaping and swinging brought Pnnce of Persia to mind, 

while the rescue Of non-player characters seemed inspired 

by DMA'S Lemmings. There was also a compelling 
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they dare not in real life. Fantastically good abit 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 plot. 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 storytllle, 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 modern 

garners, 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 intell igent co-passengers adding their own expertise 

to the escape effort would add gameplay elements. 

WHO COULD PULL IT OFF? With its Tomb Raider duo, 

Core Design has not only developed a solid 3D engine, but 

has given Its enVIronments a fitting degree of ingenuity 

and a true sense of 'being there'. The first -Ti tanic' game? 

Vie lIhi SNES 1994 
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IT WAS ... An admirably open-ended sc!-f! 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 profi t 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 

Sklllfully blended several different game styles - arcade 

aClVenture, ftight sim and shOOt 'em up - in an innovatIVe 

and addictive experience. The player had total freedom to 

roam the huge environmem and to Investigate the various 

buildings tittering its surface. It was also possible to pilot 

various craft (acquired by fair means or foul) and collect 

objects, giving the environment a greater sense of reality. 

HOW COULO IT WORK TOOAY? The first-person 

perspective and mission-based structure would not De out 

of place today, but texture·mapplng, realt ime 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 PUU IT OFF? Activlslon's update of 

Battlezone showed it can produce revivalist games with 

depth as wett as decent graphics. 

Pnl Wnkn CS4. At.ri 400, hstl", hi,a. Atali ST 1986 
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Ulhlll! I tlilllC 
1111 Cllllill 'Ill !I 

'If I was pushed 10 grve an answer, 
It would be to lewnle Captive using 
a 3Dix card on 11 PC or an N64; 11 

never falls to impress me. I Sllil play 
It now and think, "I can't remember 
Wl"illng that ~t' As to what I would 
change, It 'MlU1d be the graphics. as 
the game is sound. Chang.ng 10 a 
Doom-scyIe game would spoil the 

gameplay. You play lne game In slep 
movements, 'MlIch makes the game 
faster and simpler to control: 

~n HUNlf~ 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 avoided 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. 

aircraft, each With their own handhng charactenstics and 

separate foes, keeping the player constantty on the move. 

The original's power·up system, where the player drives 

aboard an ally's truck for misSiles, oil sticks 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 Improve 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? 

BIlly Mi~wlY 
I.· ... u 

A ltI~ •. C6t S,.el"., b'tll~ 
1983 

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

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 
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u, ~ a t I HL!Jla s S It 
Dud JUll BMA III I1 

'Stunt Cor Racer is ready IOf an 
update. You could do d really nice 
engme for it. update the phYSICS and 
the handlmg so il feeb like you really 
are dnving on these weird uads. 
Onc 01 the itnnoying things about 

the onglllal was v.hen you felt off the 
trrl that ..... as you finished, SlllCe It 

.... as pretty much ImposSIble to calch 
up. That could be changed so that 

httle mistakes aren't fatal; then ~ a 
muitlplayer opttoo' 

IT WAS .. One of Geoff Crammond's earliest driving games. 

Stunt 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 flat circuits 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 SlUnt Car Racer was constructed using 

polygons rather than 20 sprites (almost unheard 01 in the 

eighties), and there was an excellent two-player option. 

F ill~i ld 

WIIBAll 

IT WAS ... One of 8b1t gaming's lost treasures. Wizball is 

still one 01 the few titles that truly defies categorisat ion 

Players had to guide a bouncing ball around scrolling 

levels, both upgrading the ball's abilities and collecting 

coloured droplets. Ttlese drops then filled one of three 

cauldrons, depending on whether they were red, blue 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. 

10 ~e le30imaleP 
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HOW COULD IT WORK TODAY? Detailed, texture-mapped 

car models 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 Irame rate, 

support fOf 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? Geolf Crammond himself 

would probably be best Qualified. 

Guff ell ..... C64, S,ICIIU. hill, Allli Sf 1988 

Ocnn 

WHAT WAS ALL THE FUSS ABOUT? The intricate 

game play 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, is fantastic. 

A 3D landscape, further Integrat ion 01 colours into the 

game play and area z()(Iing, 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 

C64. SPICIIUl 1981 
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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 'multi player gaming revolution' and stili no-one knows exactty 

where online gaming Is headed. Edge charts the possible courses 

• 

_. 

D n 1996, the computer industry market analyst 
Datamonitor predicted that the European online 

games market would be worth some £900 million in 
the year 2COJ. 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 onhne market? 

Anyone who's played anything from Quake to 
Hearts on an office LAN knows where the buzz 
surrounding onhne games comes from. Playing With 
other human beings illiclts a thrill that conventional 
games can only rarely manage. This has been obvious 
for years - Witness how Gauntlet and Street Fighter 11 

quickly became spectator sports when they first 
appeared in the arcades. Indeed, the Japanese make 
no distinction between multiplayer games, 
connect 'em ups like Pokemon and Internet games, 
which underscores the fact that the presence of the 
Internet 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) 
operators, the so-called 'aggregators' (such as 
Wireplay, DWANGO and Thrust World), Internet 
Service Providers and inclividualsoftware publiShers. 
When considering this proliferation of different online 
services, It'S important to remember one thing. 
compared to the overall size of the boxed games 



The rules of the game 

Richard Bartle invented the first Multi user Dungeon 
back in the early eighties wtllle teaching artificial 
intelligence at Essex university. Here are his golden 
rules of online games design ... 

A great ",me Is not enough 
The players are the point, not the game. A coin-op 
simulation may suffer in comparisoo to a 
technological no-brainer like Hearts. 
Being thrashed Is no fun 
The debutante Quake player lNho finds himself 
thraShed into submissioo Will probably never return. 
Users must be able to wander aboUt 
Not everyone is orilliant at gaming, so a truly 
democratic online experience should allow all players 
to take part at their own pace. 
More Isn't always men1er 
Where's the joy in a commumty of thousands? Bartle 
suggests over-populated games should be sub-divided 
into groups numbering not more than 250 people. 
Not lust playable but replayable 
If there's a logical cooclusion 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 p/lorIe charges anc:llSP rates people are 
still aware that the clock is always tiC long. Players 
must be free to enter or leave the game at any time 
and StIli enjoy the experience. 
Make ~ eesy to meet other players 
To reiterate, online games rely 011 player interaction. 
It'S best to make interaction central to 
the game concept. 
State of the art doesn't stay that way 
A technological marvel in the offline business can 0Il1y 
stay that way for a few monthS. LOW technology online 
games might go on for decades. 
anli .. ",mes need love 
Because online games should be organic they need 
someone to look after them. Work on an online 
product never stops. 
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market, ooline is virtually non-ex.istent. The ood 
commercial success bke WOf'igin's Ulbma Qnline is 
the exception that proves the rule that hardly anyone 
will pay to play OIlline. 

The most popular MUDs have a few hundred 
members. Wireplay claims 23,(XX) registered users but 

is lucky to have even one per cent of them plaYIng at 
anyone time. Ultima Onl/ne (flawed, but arguably the 
premier example of a tailor-made online game) is 
reckoned to attract up to 3,(XX) 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 November, US-based Internet 
games service TEN laid off 80 people a month earlier, 
and rrval Engage reduced its staff by half in AUgust. 
Jeff leibowltz, president of Engage, said at the time: 
'It's simply a fact that the market isn't there. The 

Internet market Just hasn't develOped the way 
anybody expected it to: 

HO"WeVer, Colin Duffy, Wireplay's head of games, 
sees the sector at the start of a claSSical economic 
curve. 'All new products, whether TVs, pes or videos, 
pursue the same curve YOU start at a crawl being 

ignored by all but a lew early adopters. SlOWly the 
mass market catches OIl until the curve rises sharply 
and you're Into rapid growth. I'm certain online gaming 
will be no different. We just dOll't know how long the 
process will take: 

Duffy's case is persuasive, but the cynical 
observer might feel the online market has had its 
chance. The Internet has been in the public 
consciousness for three years - fIVe for the more 
clued-up garners. 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 pu_blic have 
had plenty of opportunities to be tempted online. 

Arguably though, Quake World is a new 
phenomenon, the biggest success so far for online 
games. And it's achieved an unprecedented level 01 

success in spite of one huge and persistent handicap 
-latency. Uke chewing gum on the shoe, the latency 
problem (or lag or ping) is an irntant that fOlIO'NS 

wt1erever remote multi play goes. 
Latency describes the time delay ber.veen a 

player's actions and registering that action OIl 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 
turn-based game like Bridge or Chess, latency can 
render 'twitch' games like Quake unplayable - wtlen 
one player's screen freezes, the other sees an 
Immobile foe and fills him fill of bullets. 

Latency isn't an issue on office LANs and only 
rarely a problem when lINO players COllnect Via a 
modem. But across the Internet, latency hits hard. 
The journey of every Single packet of data can be 

hindered by connection quality, by bottlenecks 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 a bugbear if the signal goes international. 

The consensus seems to be that no more than 
1SO milliseconds lag is a reasonable target. It is 
achievable - though not always. According to Pete 
Hawley, a producer at GT Interactive and respected 
Quake World player, latency often makes Quake 
unplayable. 'n: dependS on your Internet Service 
PrOVider, but I'd say SO per cent of the time there are 

prOblems WIth ping times. Players tolerate it because 
of the competitive element in the game but, really, 
it's pretty frustrating: 

Developers have come up wrth various software 
techniques to minimise the tyranny of lag. VR-l uses a 
predictive motion algOrithm to calculate the likely path 
of objects on screen for smoother movement. 
MPath's MP/ayer monitors the player's connection 
and displays red or green to indicate ...mether it can 
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handle the requested game. Meanwtlile Jack 
Mathew's QSpy finds the fastest available Quake 
World server and re-routes the player to it. 

Of course, latency is not the same problem for 
every player - causing all manner of 'Netiqette' 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 ISONs or in new 
modem technologies as the big solution. over the next 
few years, a number of 'broad band' 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 Internet's underlying architecture 
can seriously crush lag 

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 looms 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 itself as a nationwide LAN. 
Unhindered by many of the Net's obstacles the 
service claims 10Sms ping times on VirtU8 Fighter 

and 65ms tag 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 1,0Xl? 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 'foNitch' games online. But there's simple 

I· 
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argument to 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 offline. 

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 300'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 lot 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: 'I see their appeal but they're not for me. 
You walk in and someone says 'thou hast entereth' 
and you just think 'Christ, no thanks': 

Jez San, managing director of Argonaut, is 
another doubter despite being 'Jez the Wizard' in the 
original MUD. 'The bullying by experienced players in 
MUDs is just as serious as it is in 'twitch' games like 
Quake. And gameplay is flawed because I 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 Plc maintains that every game his 
company makes recoups its costs within four weeks. 

( 

Onllne options 

MUDslPerslstent wortds 
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 saki to be around 800 persistent worlds 
on the Internet, many lOcated within ISPS' own domains 
Most are text-based like the orgmal MUD but there are 
some visual wor1ds like Ultrrrla Dnline. 

11Ie aggregators 
This unwieldy term has emerged to describe companies 
which act as a single site for ooline games or a dial·in 
network for boxed games with a multi play option. The 
UK's 'aggregators' are: 
* BT Wlreplay 
Operating smce 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 
* "",rust Wood 
Unlike Wireplay, Thrust World is Internet based. Its servers 
match players who pay £17.99 a month for unlimited usage 
(\-'A1ich includes other Internet access). 
*DWANGO 
The US service wI1iCh made Its name With Doom death 
matches IS beta tesung in the UK. It hasn't finalised a 
pncing 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 wI1ich promises little lag, chat 
zones and a service tai lored towards Europe. 

"",e Internet service ProVIders 
Games sites are usualry available on an ISP's own service 
and they are generalry the most popular destinations 
among subscribers. However, publishers are generalry 
uncomfortable with being so dependent on the ISPs. In 
fact, 3D Realms withdrew from America-On-Line when the 
service aSked for a fee. There is a belief that ISPS 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 mulliplay software which could forge lucrative 
new markets. But they also have a Vibrant offlme market 
and a strong retail base wI1ich they do not want 10 upset. 
This makes online a risky proposition especialry since, as 
one developer puts rt, 'online games publishing and 
conventional games publishing are about as similar as 
mOvie making and sheep farming.' All ttle same, online­
onry games are coming out, With sony's Tanurus, Red 
Orb's Extreme ASSault, Subspace and sole SurvivOr­
both from Virgin, all recentry making headlines. 
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Chambers believes the ability of these sort of 
games to attract and k.eep players is underestimated 
by aggregators and ISPs nght now. 'COfltent is queen 
and 'NIres are kmg 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.' 

If Chambers is right then online 'NIl! be all about 
content in fIVe years lime. And because of the nature 
of the Net ( there are no warehouses, or lorries, no 
distribution or point-al·sale worries) everyone thinks 
they can control the supply of content. 

Some software pubhshers privately admit that 
they, too, 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 
monthly site fee, wi th the added bonus of all that data 
mining to boot. Yet mere are problems, not least of 
'Nhich - as Ultima Online has shown - are the ongOing 
costs of keeping abreast of me constant emergence of 
hackS and bugs. And what If a publisher has a big 
onhne hit, sets up a number of servers to cater for the 
demand and then follows up with a series of flops? 
Idle eqUipment costs mooey. 

Naturally, Wireplay's CoIin Duffy, speaking for 
aggregators, has further doubts about the Viability of 
such publisher-led ventures. 'There are 20 million 
Websites out there. Just because it's easy to set one 
up doesn't mean anyone will Visit it. Wireplay IS a 
branding exerCise. Our aim is to be a magnet for 
gamers, like the onllne versioo of Dixons.' 

For all the bluster and partial prediCtions of the 
oollne community, ultimately ncrone knows yet 'Nhlch 
business mode,s or gameplay styles will predominate. 
But go along to any online games conference and it's 
immediately clear that there's a burning passion to 
make online happen. Keep your ptlOllellnes free, 
because the revolution IS stili coming. Just as 
soon as someone finds the right map £ 

• 
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pay to play 

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

Both arguments have their ments. If subs are 
used clock watching is prevented, collection is made 
easier and users can budget accordingly. These 
factOfs ConVinced Thrust World to adopt the subs 
model. Geraint Bungay, head of marketing at Thrust 
World, says, 'The trouble WIth pay-per-play IS that It'S 
not condUCIVe to ImmerSion because you afv.lays have 
one eye on the time.' 

Yet pay-per-play proponents (notably Wlreplay), 
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 system to run 
alongside ItS original paYIng model 

A couple of companies have proposed fresh 
solutions Scottish developer, Vis InteractIVe, mooted 
a new approach fQ( the onllne version of rts figh\lng 
game HEDZ. Players would Win Of lose their HEal 
(baSically their stock of figtlters) III one-on-one combat. 
If they ran out of HEDl, 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 
E53). 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 00 offer at. say, Id's Quake 
World and BJrzzard's Battle.net. But as Wireplay's COlin 

Duffy says, 'Quake World is awesome. But It only WOrks 
because It'S Quake Anything else and people wouldn't 
put up wrth It.' 

For Imp, ArgOOaut haS gone agaonst the recerved 

WIsdom that onllne games rnJSI be communal 

and perslstem Jez san, Argonaut"S managlllg 
director, e~piams ·1 oon· t believe people want 

a SUb~tantial1y different or mlenor kind 01 gamrng 
on the Net· 

san crams thIS 30 game - hi al/l~ nspred 
by the SI!O"lf\aI two-pIayer CM game. Spy VS{:1I­

combines elements 01 Cia$SIC arcade 
amJsemer11 ·AM of Pac·Man. some R·Type, 

some Bomberman'. And although san IS making 

no claims for originality he bel~veS the game will 
transcend aateocv to a degree fle"l@fseen In 

QOIIne ·twltCh' games before 

MOSt Net ready games you see oow are 
actually DevelOped for a tAN wtHCh IS why you 
get Iag.. explainS san We thought about the 

protJlMIS of the Net rlg!1t Irom the start 
InStead 01 gunfire you drop 00frbs 10 

Ioh eactr other and there's necessarily a 
delay 1"IIIOtv'ed_ And dunng II the S€fVef 

can 5;'"IChrOrlrSe al! the Cll€fltS ' 
As for bullying. san says Ifs 

Important to allow players to play in 
small groups and choose I~r own 

level Of oppooent. There are also Chat 
rooms ....rucn enable playerS to Share 
e~nerces after play For flOW. 

d.stnbutlOn 1Sfl'1 finalised, 
althougtllt \\1111 sell as a box 

but may not Include a 
single· player game 

• , 
, 
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Myth: The Fallen Lords 
rn laymg Myth feels lice there's really a battle to be 

... had. C&C IS a little too removed from the action 
- you feellilce the general Sitting 3S miles behind 
enemy lines, s'pplng a dry sherry and pushing 
counters around a board. With Myth, you're a 
lieutenant 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 p ece - you don't want to lose 
them! New UflltS cannot be manufactured mid-battle 

Some of Myth'S problems were fixed Wi th a patch 
on Bungle SOftware's WebSlte, but some annoying 
things remain. The archers are so dumb that once 
they're attackmg the enemy they don't stop firing 
when the player's knights rush m, and thus kill them. 
A 'stop fir ing' bUtton is a rotten excuse for intelilgence 

Sometimes you set up an ambush and have one 
of your guys throw a grenade right mto the middle of 
the enemy pack:. The annoying thmg IS that these 
often fall to explode. According to the stuPid story In 
the manual they are 'handmade' and therefore not 
reliable, If I drag 20 enerrles all the way across an 
entire map IntO an ambush, fmalty getting my chaoce 
to napalm them then - dud - Ihey wipe me out, I don't 

think: 'oh, It'S handmade and so il probably won't 
worle' Ilhmk, 'stupid bloody game, the only 

explosive weapon fal ls wflenever I need It" 
Furthermore. when I try to retreat my archers so 

my len ghts can enter battle, the latter become a lOgiC 
wall. The dumb archers bang against that wall and IMe 
knightS possess no program code to turn to the side 
and so let my fleeing arcners through. The enemy 
SWiftly approaches and WipeS me out In seconds 

I don't mean to sound negative because I really do 
love the game But I believe It could have been drop 
dead amazing w,th Just a few more weeks of won( 

I have to say that for a die-hard action guy, I am 
really getting IntO rule· based 'freedom' games more 
than thElIf predetermined alternative. Even with very 
Simple rules, a game 'IKe rems can be made. It may 
sound crap ('You pile up grey blocks'l. but the freedom 
to do It any way you like means that you Qu ckly 
generate personal strategies. When t'1ese fa you 
blame yourself and QUiCKly try again And so the 'Just 
one more try' cycle beg ns 

Myth IS one of the few games that I feel I have 
freedom In, In the meantime, I await Zelda 64 .. 

Dave Perry admires MytII's IDrpOUs 3D I'aphlcs, and revels in the feeUnl of battle the came 
Inspires. Battles are usualty bloody (left .ncllllldclle) but remain vlsualty h.ndSOllle (riCht) 
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10800 Snowboarding 

The contest mode (above) Is particularly enjoyable 
and like many other aspects of the lame, offers 
tremendous replay value. However, slowdown puts 
in an occasional - and lrrttatinl- appearance 

£DG£- APRIL 1998 

T
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 whi le shouting nonsensical 
comments in exaggerated children's voices at each other, 
is in for a shock. 1080" takes itself seriously - even more 
so 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 
Tommy Hilfiger clothing logos, players are treated to a 
replay of a snowboarder rocketing down one of the 
game's tracks with a helicopter in hot pursuit. No 
over-zealous commentator, a solemn yet realistic colour 
scheme, and defin itely 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 

Format: N64 Publisher: Nintendo Developer: In-house Price: V6800 (£35) Release Out now (Japan) December (UK) 
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The later courses open up slplfluntiy. allowin, players to 
pick their own route to the finish line. such as jumpin, off 
the side of a diff should they wish to (above. left to rlpt) 

different boarders sitting around a chalet lOOking as 
nonchalant 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 chal lenge 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 themselves 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 overhaul between 
levels, so that whereas 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 
more aplomb than a casual flick of the board's backside. 
10800's practice mode offers players the choice of a 
halfpipe 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 
snowboardlng 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 pro,I'HS to the next dtffladty level. players must complete the same courses - plus 
another - a,alnst more fearsome opponents. The weather tums a,alnst 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 Slalom 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 
half Pipe level to be tackled 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 initia~lme hmlt - but, scattered 
throughout the course are ~ates 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. 

IronicaUy, 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 avoid 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 110-
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The lame's Deadly Fall track (above in replay mode) is as 
open as a realltfe piste and offers huge potential for fun 

As a result of Its extravagant camera anlles. the replay mode often manales to illustrate the 
beauty and attention to detail that has lone into 1080· better than the three in-lame views 

-41 some of ItS realism - somehow, technical limitations 
aside, 20 boarders rushing down the side of a mountain 
would have a trivialising effect on the wtlole proceedings. 

Rather, 1Q800 suffers from the same Irksome 
phenomenon that marred Maria Kart 64 - the 'cheating' 
CPU opponents. No matter how much skin a player brings 
to bear on the game, one minor error near the end will 
usually see the other rider hot on their Lamar tracks. 
Indeed, many races are lost near the end, with only a 
fraction of a second In It. This would be tolerable If the 
game provoked a genuine feehng of racing against a real 
opponent, but sadly the CPU players seem to have a 
limited series of predetermined routes at thei r disposal. 
After a few plays it becomes easy to predict where and 
wtlen they will fall over, offering an opportunity to pass 
but conveying little satrsfactlon with it 

There are further niggles. Landing, for example, is 
usually a case of pressing the Z button and matching the 
angle of the board with that of the slope. Yet the player's 
character will still fall over occaSionally, which can prove 
particularly irritating dUring an important race. Also, the AI 
sometimes fails to display anything in the way of 
intelligence, resulting in players losing valuable seconds 
stuck behind an obstacle while the CPU decides whether 
or not to let the character Circumnavigate It. These are 
not faults that one expects to find in a Nlntendo title. 

Yet there is an awful lot here that IS fight. Aside from 
the landing difficulties, the control system is exquisitely 

• 
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responsive and amazingly intuitive. The graphics are 
easily the best seen In a game of thiS type, with realistiC 
backdrops and surpriSingly genuine-looking snow. All of 
the boarders are superbly accurate representations of 
real life snowboarders and the game's authenticity is 
complemented by splendid sound effects. 

All of this results in the most convincing videogame 
emulation of the snowboarding experience so far. 
Whether struggling for control on a frozen river, or cutting 
silently through powdered snow, no other game has come 
so close to capturing the sport's dynamiCS. That said, only 
Deadly Fall - 1080"'s final course - is as 'open' as any 
real life plste, enabling players to make their way to the 
bottom Without feeling restricted. Nevertheless, the 
lesser courses are still worth exploring as, in typical 
Nintendo fashion, they offer plenty In the way of 
alternative routes and potential short cuts. A little 
exploration can Yield some impressive surprises - and of 
course, there's the highly playable two-player option, 
which emplOYS fogging and a marginal loss of detail in 
order to maintain an acceptably high framerate. 

108()0 is a flawed work of genius, However, players 
prepared to tolerate the flaws win be surprised £ 
and delighted by moments of sheer brHliance. 

Ed ge ra ting : 
Eight out of ten 

Ploughing silently and softty throup knee-deep 
powder Is one of 1080"$ most satisfyinl moments 



Battlezone 

Ifs often necessary to hold back from a conflict. 
Instead. co ordlnating other units to do the 

. fighting and sending fresh sUPf,lies to the front 
line using biurre catapult-equ pped armouries 
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An attacking Soviet fighter is rirped apart by a carefully 
construded defence network 0 gun turrets and tanks 

~ 
ames this ambitious are a scarce commodity. 
Those that live up to their promise even rarer. 
Despite the use of the classic cOln-op's moniker, 

this new 8att/ezone has little in common with Atari's 
wireframe blaster of old, The only tanks to feature here 
have hover capabilities in place of rotating turrets, all 
manner of hi-tech weaponry instead of shells, and form 
Just a small part of the attack force of the game's warring 
sides ~ the Americans and Soviets 

The choice of oppoSing factions may seem an odd 
one in this day and age, but Batt/ezone's opening reveals 
that the action takes place right at the beginning of the 
Cold War, depicting a secret struggle worthy of the 
'X-Files'_ Following the discovery of a mysterious 
'biometal', both sides have used the material to develop 
highly advanced military technologies, subsequently 
head ing for the moon In search of more resources. It's 
here that the game proper begins. as the two armies 

I Forma. PC PuOI, ~r ' Activlslon Develop r' In -house Pnce: £40 Re , Ollt now 
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Givin, orders using the HUD is easy and the AI excellent. 
but your yehkles don't always tAke the shortest route 

battle it out over the lunar surface, before journeYing to 
Venus, Mars and various satellites in the outer reaches of 
the solar system. The technology improves until the 
terrible truth about the alien-created b,ometal is revealed 

A cursory glance at the game credits reveals that 
Battlezone is based around both Interstate 76'S game 
engine and Oark Reign's AI code. But, while this hints at 
the genre-crOSSing gymnastics going on in Battlezone, it 
can't even begin to describe how transcendental the 
result is. Developers are only just beginning to explore the 
Idea of USing full 3D graphics with a realtlme wargame 
command system but, already, here's a game that has gOt 
the mix almost perfect. What's more, the designers have 
seen fit to include direct first-person action. Now 
demanding that players fight their own battles while 
managing resources, constructing new equipment and 
giving orders to other units is a huge risk. Yet, thanks to a 
streamlined, menu-driven command system, the need to 
think and act at the same time becomes one of 
Battlezone's strongest features - a challenge for the 
player to meet rather than a compromise to overcome, 
For example, the built~in context-sensitivity for units in 
visual range makes it possible to select a unit or give an 
order simply by pointing the cross hair at it and pressing a 
key - no restortlng to sub-menus or additional screens 

This delicate balance has also made it possible to 
open the deSign fight out, enabling the designers to 
include many inventive leatures. Some missions require 
players to leave the safety of their craft and head out on 
foot, while other battles might necessitate ejecting and 
calling for another vehicle to come and piCk up the 
stranded player. In many missions, sWitching vehicles 
mid-battle is an essential part of a successful strategy, as 
is knowing when to send in other units rather than 
personal ly wade in and risk your own life. 

The landscapes of the various heavenly bodies, while 
Obviously providing a great excuse for diverse texturing 
and extra effects (lIghtmng storms, heavy fogging, planets 
visible on the horizon ar;d so on), also greatly affect the 
gameplay. So, some extra-terrestrial mountain ranges can 
only be scaled With the extra kick of booster rockets and 
there's even a weapon - the delightfu lly-named Thumper 
- that alters the lay of the land, causing an e.acthquake­
like ripple that deforms the whOle landscape right before 
the player'S eyes. 

But it's the level deSigns that are undoubtedly the 
game's greatest strength. Built around the solid narrative, 
each one presents a new chal lenge for the player. Some 

• 

This extemal view of the player's tank. with a newty buitt Walker vehicle dose by, showcases 
SQftlezone's often exteptlonallandscapes. Developers Activision used Imagery sourced from 
NASA to create some o( the texture dmll makln, up the different planets' environments 

rely on the construction of a good army, some demand 
stealth, whilst others puSh deployment sk~ s to the fore, 
reqUiring multiple targets to be attacked Simultaneously 
And it's not uncommon for extra twists to present 
themselves mid·mission, completely Changing the 
objective. Then there are the one-off missions - like a 
level where the player has to gain control of a Soviet craft 
In order to Infiltrate enemy defences - which add an extra 
frissant to the already tense scenarios. Compound this 
variety of level design with the ability to tackle unit 
construction and deployment in any way desired, and 
the result is a game of breathtaking scope. And with a 
mission editor for solo players and a choice between 
deathmatch and strategic missions in multi-player mode, 
it's possible to break away from the plot-heavy campaigns 
and get straight into the action. 

Designed from the outset to make full use of 3D 
technology, Battlezone's topography of impressively 
undulating landscapes represent a major step forward. 
Even Without an accelerator card, ItS balletic vehicle 
movements and detailed enVIronments ensure the sense 
of atmosphere is always maintained, Although rooted in 
fantasy, the sense of 'being there' is peerless. 

Needless to say, ardent shOot 'em up purists will 
baulk at the complexity of gameplay here, but computer 
gaming really doesn't get much more vital or dynamic 
than this. NO simple arcade romp, Battlezone is light 
years away from its basiC wlreframe namesake of the 
early 'SOS and deserves to rank alongside Command & 
Conquer, Terra Nova, and even Quake 2 as a modern 
classic. AS rewarding as it is demanding, Activision's 
creation exemplifies what PC gaming is all about, and 
along with Cyclone Studio's Uprising, will no doubt 
influence a whole new generation of 3D action/strategy 
hybrids, Expect the PC crowd to send in the clones £ 
but they'll have to go some wf1o/ to better Battlezone. 

Edge rating: 

Nine out of ten 

Later levels introduce the Furies, 
semi-lntelli,ent vehides th.t could 
spell the end for both the US .nd 
Soviet forces (top). A Soviet 
transport Is blown to pieces (.boye) 
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Final Fantasy Tactics 

Graphically, Final hlntllsy ToctJcsls far removed from the pre-rendered Jook of FFVII. with ib 
ch.,aders sportinC the traditional cute 'deformed' look seen In previous cames In the series 

AIthouth IHIrties are often sm~lIl, 
they are usually aucmented with 
non-controllable cuest ch.raders 

J
apanese role playing and strategy games s. hare 
opposite sides of the same coin. The former 
genre presents a story with a combat engme 

tacked onto it, while the latter offers a tablelOp wargame 
simulator with a Story applied to hold everything together. 
On reflection, It'S surprising that squaresoft didn't come 
up with an idea like Final Fantasy TactiCS sooner, while it 
was still developing for the Super Famicom. 16bit square 
strategy RPGs like Front Mission and, espeCially, 
Bahamaut Lagoon could have sold massive quanUies with 
the addition of a few of Final Fantasy's trademark 
ChocoboS. 

It was left instead to the tiny developer Quest to 
create the definitive 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 Tact/cs 

Those with an aversion to came manuals._ an 
In-came, onsueen, tutorial to take you throup 
every aspect of Tactics step-by-step Is avanable 

• 

Spells need to be cast with care. If any of your 
allies are too near, they can be caucht in ib effed 

almost a carbon copy of Ogre (bar the fact that the 
landscape inhabited by the bitmapped character spntes 
is now constructed out of polygons, and has all the 
viewpoint advantages thiS approach affords)' but its 
development team, from character deSigner to music 
composer. IS almost Identical. 

In assembling such a hardcore team, square obviously 
had no desire to create a Simple wargame for beginners, 
and Final Fantasy Tactics is 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 game contains 

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 
like a potion - 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 - seems slight by comparison. 

One of the stumbling blocks that every wargame must 
overcome to hOpefully win its share of mainstream 
garners is, like its rOle·playing counterpart, the potential 
tedium of turn·based combat. Square's Active Time Battle 
brought a much needed element of randomness to RPG 
battles, and Fmal Fantasy Tactics Iries to do the same 
with its own combat engine. But because of the inherent 
complexity of positioning, weapon range, character power 

mat PlayStation Pub her. SCEA Developer SquareSoft P :e· $45 (£30) Release: Out now (Japan/US) 
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EYen in wh. shoukl be the later stages of a battle. vidory Is far from certain. The enemy AI 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, mdeed, the essential need for players to be able to 
pause lime and analyse their next move, it has to try that 
much harder. Thanldully, the new Charge Time Battle is as 
successful an attempt as you could have hoped for, given 
the game's nature. It gives characters of both sides a 1CJO. 
unit Charge Time gauge, restrictmg movement and action 
(known as ACtive Time) until the gauge is full The 
introduction of variables to dictate hOw quickly a 
character's CT gauge fills means different characters 
become active at different times. This has the effect of 
minimising the board·game feel of taking turns, as well as 
adding another strategic element. Keepmg an eye on the 
AT table is essential to see who'll be moving and when. 

The complexity of the battles is taken to even dizzier 
heights as you try to decipher the never·ending array of 
variables that decides the outcome of an encounter 
Everything, from the elevation of your character on the 
landscape compared to that of its target to the 
compatibility of their respective zodiac signs, is taken Into 
account as the game calculates how successful your 
attack has been. 

Wtlile Final Fantasy Tactics' combat and structure 
have had some inspired work put into them, its story 
treads a more predictable path. Rather than FFVII's hard 
technological stance, FF Tactics' setting hearkens back 10 
Final Fantasy IV (known as FFI/ in the West) and an FF 
world circa 1992 - although it takes ItS plot elements very 
much from Quest's previous games, eschewing even such 
Final Fantasy staples such as airships and cr.ystals. Any 
player expecting the strong individual characterisation 
and colourful fantasy in a typical FF tale could be severely 
disappotnted. The down·to·earth knights and kings, and 
the twists and turns between the two warring houses 
central to the story - along with their tongue·twisting 

• 

pseudo-Arthurian names - would have benefited no end 
from square's storytelling flair and a stronger link to the 
established Fmal Fantasy mythOs. 

In the end, a Final Fantasy tag on SOmething as 
unfashionable as a console wargame IS a real bleSSing for 
Square and Sony. They can be sure that many WI I pick up 
TactICS purely on the heritage of Its name alone; but It 
could easily mislead unsuspecting Western gamers whose 
only experience of the series is FFVII. Still, even without 
tlie FF brand behind It, the game more than stands on its 
own. For those who enJOY a more cerebral vldeogame 
challenge, Final Fantasy Tactics delivers exactly £ 
what It sets out to With conSiderable aplomb. 

Edge ratin g: 

Nine out of ten 

An analytical mind is essential to make sense of 
the Information onscreen during a heated battle 

Your party needs to be manapcl very 
carefully if progress Is to be made 



Burning Rangers 

Burning Rongers' explosions are Impressive. featurlnl PlayStation-lIke transparency and 
fllterlnl effects to provide a stunn1nl pyrotechniul showuse. Such Is the pace of Rangers' 
lameplay. players are rarely liven the opportunity to view fires or explosions from dose r.nle 

A simple choice between a male or 
female firefllhter m.y be no more 
than cosmetk but Burning Rongers' 
strength lies In H unique lameplay 

m!j hen Sonic Team created NiGHTS, many industry 
observers attributed the niche nature of the title 
to commercial naivete. What Sega needed, it 

was argued, was a Sonic game. Why then, had Yuji Naka's 
talented cOdeshop created a beautiful and somewhat 
whimsical 'gamer's game' when Sega so desperately 
needed a mamstream success? But If NiGHTS confused 
both critics and casual console owner alike, it more than 
delighted the dedicated hardcore that Sega now finds 
Itself preaching to. 

Burning Rangers is yet another example of Sonic Team's 
creative clout In creating offbeat, engaging titles - it's a 
game packed With Quirky original ideas and has been 
executed WIth immeasurable finesse. The firefightmg action 
is a curiOUS fUSion of recognisable gameplay mainstays and 
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 

Although there's little development of its basic plot brief 
during gameplay, Burnmg Rangers' story does progress In 
its own way In each of the beleaguered complexes, the 
player's choice of Ranger - from an arbitrary selectiQl1 pf 
male or female fire-fighter - is guided by a voice navigation 
.system. But, far from the perfunctory Sega Rally instructions 
(Which ran to 'turn left' and 'Wrn right') the standard of 
advice here is often QUite complex. Rescued citizens also 
give the player help, from the Simple to the unexpected 
While many other developers employ speech as a trimming, 
Burning Rangers uses it as an essential part of its gameplay. 
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Walls of flame. cavemous warehouses and f.st­
spre.dlnl wiklfires give BR a very distinctive feel 

using an enhanced verSion of the NIGHTS engine, 
Rangers' architecture is somewhat esoteric. Basic 
corridors give way to chambers containing water tanks 
with talkative dolphins contained inside them. It'S 
immediately obvious that Sonic Team have set about 
creating a visual showcase for the under-exploited $aturn. 
Supposedly impossible transparency effects, realtime 
lighting and screen-sized explOSions are just three tricks 
in the Burning Rangers repertoire. Such effects appear 10 
come at a cost, however. Excessive clipping is rife, wh ile 

I Form~t Saturn Publisher sega Developer' Sonic Team Pnce '5,800 (£30 ) Release Out now (Japan) 
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The key to mastering Burning Rangers' unique gameplay lies in the skilled use 
of the Rangers' spectacular Fire Extinguisher Units and jet packs (above, main) 

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 De extinguished through 
use of the imaginatively-titled Fire Extinguisher Unit (FEU), 
which can be charged to expel either large or small blasts. 
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 hjssing noise 
and a reddening of the area about to explode) allowing 
them time to react. Thankfully, both Rangers are agile, 
capabte of jumping in every conceivable direction, the 
trick being, of course, to jump in the appropriate 
direction. Experience gives players the ability to judge 
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where they should leap, but Burnmg Rangers is often one 
step ahead, lulling 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 blO'N 
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 NiGHTS 
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, 
however, players used to receiving tangible visual rewards 
for their efforts may find this little reward for their labours. 
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 sustain interest for those less interested 
in the simple accruing of points. 

One of the last truly major releases for the Saturn, 
Burning Rangers is a curta in call that perhaps epitomises 
sega's ill-fated 32bit machine - while undeniably 
accomplished, it sadly arrives too late to rescue the 
fortunes of its host machine. Ultimately, sega backed a 20 
horse in a 3D race that has seen Nintendo and 50ny's 
thoroughbreds win by a mile. Fortunately, when it comes to 
gameplay, Burning Rangers extinguiShes any doubts £ 
anyone might have about 5ega's ability to compete. 

Edge rat ing : 

Eight out of ten 

Rangers' view button allows players 
to search for b"apped dtizens from 
a safe vantage poinL wandering 
aimlessly often triners explosions 
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Panzer Dragoon Saga 

Even at its worst. Panzer DragGOll 5090 Is 
aesthetically accomplished, But at its best. 
Team Andromeda's work Is simply 
breMhbklnl. Oisconrinl new locations Is, 
more often than not. a lenulne pleasure 

Every Panzer Dragooll SDga 
location bouts its own distinctive 
visual style. To describe it as the 
most attrutive Saturn lame 
created would be no exalleration 

Sedions where Edle wanders alone play a larle 
part in the advancement of SDgtfs storyline 

I
t's a testament to Team Andromeda's versatility 
that the Panzer Dragoon series Ms shed its 
shallow-but·lavish shoot 'em up brief in favour 

of a complex RPG mandate_ Panzer Dragoon Saga retains 
its predecessors' aesthetics, but adds a creative depth 
only SQuareSolt games can currently rival. 

Rather than re· record Saga's considerable spoken· 
word content, sega has decided to add English language 
subtitles, Though many Will (rightly) regard this as a 
blatant exercise in budget·tnmming, Saga's use 01 text 
is infinitely preferable to the alternative of B·list actors 
reciting words they have little feeling for. The original 
speech remains, giving credence to onscreen captions, 
with inflection and tone accentuating the importance of 
individual sltuations_ HapPily, thiS dual· language approach 
keeps Panzer Dragoon saga's strong story lucid and, With 
only a few exceptIOns, articulate. 

saga's gameplay IS separated into three distinct 
sections: exploring with the well·named hero Edge on 
foot, travelling longer distances on Edge's companion 
Dragon and fighting battles, separate zones are accessed 
via a tradlllonal map screen. Each of these, from the 
valleys of a excavation site to the open spaces of a desert 

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 collected 
With a cursor; some contain 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 Fmal Fantasy VII, Panzer Dragoon Saga's battles 
start often and withOut warning. saga uses a power bar 
system similar to FFVI/'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 Jock:ey for position to employ their more 
devastating aUack:s. 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 unquestionably 
engrOSSing, but superlatives can't do justice to its 
extensive FMV cut scenes. The introductory sequences 
alone last over 20 minutes, and have a Cinematic Quality 
that shames the work of almost every other developer 
Edge cares to mentIOn. Their addition makes saga 
complete, an RPG of true creative inle~flty. It's a tragedy 
that the Saturn's standing wil l ensure ream Andromeoa's 
adventure, with a radically different approach to £ 
FFVIJ, Will enJoy a fraction of Its rival's success. 

Ed g e rat ing: 

Nine out of ten 

I FOlmt , Saturn Pu 5ega oper Team Andromeda t: £45 RI March (UK) 

----
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Bust A Move 

All of Bust A Move's charaders represent diverse music styles and their individual dance routines reflect their 
musical Influences. Expect anythine from a white-suited disco kin, (above), to dancine-Iovine Brarilian aliens (rieht) 

~ 
ony's decision to release Parappa the Rapper 
on the PlayStatlOn last year was a brave and 
commendable one. Not least because on paper 

it may have seemed to have limited market appeal, but 
also due to the fact that no-one had previously toyed 
With, let alone dared release, such an unfamiliar concept. 

Bust A Move continues the trend. Players attempt to 
hit an increasmgly complex series of Joypad Instructions 
In time with the music's beat, the aim being to string 
together the most audacious dance combmatlons 
possible. Although little more than an eye-ta-hand 
coordinati on test, this proves more troublesome than 
anticipated. With practice it becomes second nature, but 
the comprehensive traming mode is worth exploring. 

At several stales throughout a sone, each of the 
contestants Is liven 11 chance to show oH solo 

sadly, Parappa was marred by being too easily 
completed and failed to offer enough replay value This 
isn't something Bust A Move completely succeeds In 
redeeming, although Enix has attempted to increase its 
lifespan by including a much-needed two-player mode. 
This turns out to be Move's saving grace, since after 
choosing one of the Initially selectable characters, most 
players Will dance their way through the game's 12 single­
player rounds without much trouble. 

There's little incentive to engage the CPU m endless 
swinging duels, when battling against a human opponent 
is far more entertaining. And entertainment is certainly 
assured. The characters' attempts to out-manoeuvre each 
other with a series of ridiculous - yet realistIC - moves are 
highlyamusmg Indeed, a lot of authenticity has gone mto 
this title; the motIOn capture IS Impressive enough to 
convince most onlookers that the characters onscreen 
are genUinely danCing in their own particular style. The 
music on offer takes in an array of genres ranging from 
hip hop to handbag house, with disco and salsa nestling 
somewhere in between. Most are perfectly adequate, but 
will soon grate after repeated listening. 

Beyond the accomplished melodies, pretty visuals 
and the novelty factor, games such as this are - in 
gameplay terms - highly restriqive. Players are given 
litt le freedom as to which button to press, and when to 
press it. Nevertheless, Bust A Move does provide plenty 
of Friday-night-after-the-pub froliCS and as such IS £ 
a very enjoyable title, rather than an essential one. 

Edge rating : 

Seven out of ten 

I Forma' p'ayStation Publ"her En" De,elop. " n·housa .nce '5,800 ([30) Re " Out now (Japan) 

Two equally-matched players can 
often mirror each other's moves 
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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 ... 

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

S
trangely, motorbike games on the PC have 
always been a rare breed, but now, like buses, 
several are about to arrive at once. 

First up is Criterion Studios' Reciline Racer, which JOins 
Delphine's Moro Racer school of arcade thrills rather than 
the seriousness of anything 8arry Sheen might have got 
involved with. The game's ten tracks therefore feature 
locations that are far removed from any idea of what a 
conventional race CIrcuit might look like. As SUCh, players 
should not be surprised to find themselves speeding 
along the sandy banks of a tourist-free beach, or battling 
against the weather In a snow-covered mountain pass_ 
There are, of course, more orthodox cirCUits. These 
prOVide a good balance to what might otherwise have 
been an overly surreal experience. 

The first thing to hit players when firing up Reciline is 
the quality of the accelerated visuals. Highly detailed 
scenery flies by with Impressive fluidity and the sensation 
of speed is realistically conveyed. This is aptly demonstrated 
by the claustrophobia-inducing narrowness of the game's 
EngliSh Country lane track. This requires absolute 
concentration and shameless use of the brake In order to 
be successfully negotiated at death-defying velocity. 

This authenticity also extends to the handling (albeit 
with some degree of arcade leniency), With each bike 
behaving differently. The riders too, look genuine, leaning 
into corners with the agility of their real counterparts. 
Until they come off, that is. Then they immediately 
become polygons bouncing along on the track ahead. This 

.is certainly something the majority of players will 
experience initially, because Redline proves particularly 
unforgiving - the slightest scrape with a wall will usually 
send the rider flying towards the horizon. 

Other than the arcade mode, players can engage In 
time trials and online battles With up to eight riders. A 
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Despite its innovative setting, the game proves 
less playable than Delphlne's superb Moto RtKer 

visit to the Criterion Studios website should throw up 
goodies other than the game's own extra vehicles. 

IrOnically, Redline Racer's sublime Visuals and 
complex physics sit awkwardly alongside Its arcade 
aspirations. Somehow Moto Racer, With Its better 
track deSign coupled with (admittedly) inferior visuals, 
conveys a more convincing cOln-op experience. 

It may cross the line just behind Delphme's game In 
playability terms then, but Redline Racer remains £ 
an enjoyable ride nonetheless 

Edge rating : 

Seven out of ten 

Redllne Racer ba.sts some of the best looking 
visuals seen in any of the recent P( r.clng titles 

I Fo",rat PC Publ"he!; Ubi Soft Developer Criterion Studios Price: £30 Release: Out now 
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Fallout 
Back in the early ' sos, 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 . 

Thi s is one reason why Interplay's 
latest RPG, Fallout, will prompt a 
pleasant glow of nostalgia in older 
garners, 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 wa stelands 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 minl·quests. 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 t he early 
RPGs on which it is obviously based. 
Instead, it t akes 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 rati ng : 

seven out of ten 

Format: PC Publisher: Interplay Developer In·house 
Price· £40 Release Out now 

Queen: The Eye 
The committed Queen fan will fond 

much to admire in Queen: The Eye. 

The characters and locations are 

drawn d irectly from various songs and 

lyrics, and the inclus ion of four videos 

by the band isn't as indicat ive of 

ruthless self-publication as might first 

be thought; indeed, they are vital to 

progreSSion through the game. The 

multitude 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 

suff iciently underdeveloped to stifle 

any sense of enjoyment 

Best described as a third-person 

action/adventure game, Queen: The 

Eye is riddled with a multitude of 

flaws, not least being the awkward 

and unresponsive control interface, 

which culls any attempt at swift 

reaction or decisive combat. The 

camera is also frustratlngly obtuse, 

staYing fixed in a static posit ion at any 

given location. Therefore, any combat 

or action that transpires is reliant on 

perfect positlonmg within its field of 

vision, or the player risks disappearing 

from view <l ltogether as the antago­

nists obscure Dubroc (the game's 

hero). Commensurate with this is the 

ever·present d<lnger of w<lndenng too 

f<lr from the camer<l so that the 

protagonist becomes a mere speck, 

or else stumbling into another <lrea 

where the camera is stationed at a 

differen~ disorienting <lngle 

A discouraging and disheartening 

case of wasted potential, then. 

Edg e ra t ing : 

Five out of ten 

Format PC 
Publ,s'Jer. Electronic Arts 
Deve:oper Destination Design 
Price· £40 Release out now 
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Plane Crazy 

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 
wi thout 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 M -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 itself 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 Maria 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' r ating: 

Five out of ten 

For'Tlat PC PUbl,sher: Europress Del/eloper Inner workings Price £40 Release: Apri l 



<4 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 drolds. 

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 rati ng : 

seven out of ten 

PlayStation EA ~ 

'e £.to April 

PoyPoy 

Uke Bombelmon, ~ Poy IS , 

mulnplolYer game, its solo mode 

appearing as arl afterthought by 
companSOrl , The actiorl cemres 

arOU lld themed arerlas, With 10uI 

combatarlts hurlirlg bombs, rocks and 

logs it! then opporlents to gain points, 

~ Poy's baSK gameplay bile! is 
simple, but Konami has added e 

measure 01 complexity in the lorm of 

'special' throws. Their frequency is 

monttcned by a power bar ...mlch 

repleniShes WIth bme. While It's 

relaliYety Simple to aVOId individual 

attacks, pl, yers will find themselves 

caught u~w'res by the outlandish 

specials on a r/!Sular basis. In such 

IrlJstJ'bng Sltu'bons, some may find 
themselves Iongtng lor the punty 01 

~/mon, whele WInS end losses 

are ,ttnbuted to skill. or a ~k of 11. 

Unlike Hudson Soft's CIaSSK 

work, Poy Poys Slngle-player mode 
mi rrors liS multi player game. Wl1h Cl 

TV show theme and mintmal degree 

01 presentabon, players fight against 

CPU oppooents in a seoes of rounds, 

Success means ush prizes, wl'uch 

can be used to purchase various 

'gloves', each With different thrOWing 

abi lities. However, players WIll rapidly 
l!Ie of its repetitive gameplay. 

Kooemi's game is relatively 
ulllque in thet thr human vs num,n 

battles lICcentuate Its strrngths and 
disgUise Its we,knesses. Until World 

(see risht) amves later in tne year, 

Po)' Poy is tne dosest PAL players will 

get to Bombermun-stylr action. 

Edg. rllln, : 

seven out of ten 
For-l1at PlayStatlon ubl l 
Kon.ml De, ,)I~ r : In·house 
P 'e US I it' Out now 

• 
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Bombennan 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 20 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 wealth 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 multi tap) 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 multi player 
experiences the home console has ever produced. 

Edge ruin,: 

seven out of ten 

Fun" PI. yStltlon t>er Hudson Soft oeve In·hous. .e vs. 1 00 ([30) 
e~ OUI now (Up) 
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NBAPRO '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, Konaml '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, playabilityl. 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 AI for a perhaps inevitable 
seasonal update, a potential NBA Pro 
' 99 would be a more complete and 
desirable package. 

Ed ge r ating: 

Six out of ten 

F, nat" Nintendo 64 Publ Konami Deve'ope' 
In·house P,i( (SS lIel April 

Dartc:Omen 
As a straight port of its PC equivalent, 

this PI(lyStation version of 

Wornommer: Don: Omen shares Its 

many flaws. And, for those who don't 

own a PlaySunion mouse, it (ldds the 

considerable nuiS(lnce of joyp(ld­

based control 

As Edle's review I(lst month 

stated, players anemptlng to get to 

grips With Dark Omen will find 

themselves fighting its awkward 

interface as much as its Tol~em­

esque groups of orcs and goblins. 

Similarly, this PSX conversion is 

equally difficult to control. When 

directing UnitS at the edge of the 

display, Dark Omen's annoyingly 

over-sensitive scroll is often triggered 

by the siightesttouch. It's also often 

difficult to ascertain whether orders 

are being obeyed, so players will find 

themselves repeating commands 

needlessly. At time5, EA's fantasy 

wargame becomes more like hard 

work than play. 

As certain Units need to be 

preserved in order to succeed during 

Dark Omen's later levels, it's essential 

to re-play missions until the best 

possible victory has been achieved. 

Unfortunately, many such repl(lyS will 

be made beC<luse liS interi(lce makes 

a quick response to a particu lar threat 

near-impossible. Without a 

PlayStat ion mouse, Dork Omen is 

often an incredibly frustrating game to 

play - and, with Red Alert a desirab le 

(litern(ltive, players should (lsk 

themselves if the additional expense 

is really worthwhile. 

Edge rating: 

Six out of ten 

PlayStatlon EA 
Dewlope In·house ~r [40 
Re'ea Out now 

• 

Newman Haas Racing 

The re-creation of real life motorsport in videogaming is a high art . 
Successful t itles such as Codemasters's TOGA, and to a lesser extent 
psygnosis' Fl '97, offer an accurate reflection of the various sports while 
remaining playable. Surface details, 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 equivalent 
of Europe's Fl racing, Newman Haas is an IndyCar racing ti tle. 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 Fl'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 so myopic it requires either a sixth sense or an 
intimate knowledge of the tracks for successful navigation. 

Newman Haas' central failing is its lo-H handling model. Use of the 
analogue pad is negated by its highly sensitive calibration 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 
TOGA 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 bowl 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 ratin g: 

Six out of ten 

FO l' PlaySlatlon Psygnosls e ]per Studio 33 Puce' £40 Rele Oul 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 20 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 puzzle 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 PlayStatlon 
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 CO space, as it blends 
seemlessly Into and out of the action, 
Edge's only reservation is that PC 
garners 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. 

Edle rUing : 

Eight: out of ten 

Format PC P~b ~heJ' GTi )PvelOller: Oddwotld 
Inhabitants Prlce- £30 R Out now 

F1'97 
Appearmg sU: mOl1ths alter Its 

PlayStatJon In(.ilmll00n, and just in lime 

for the 1998 Fonnulll i season, Ft '97 

has finally 00ven up to the PC staIling 

gnd, Boasnng a SIITllllr art;,y 01 

improvements OIler PsygroosiS' original 

FI trtle as the PlayStation versiOll 

(including 3D collisions, a flag system, 

dual commentary, higher resolutIOn, 

dynamic weather), F/ '97 offers an 

~ggerated arcade experience 

tosether With a more rea listIC mode for 

the ~nous Fl devotee, While it doesn't 

contain the level 01 .wthenlJOty 01 

FIGP2, nor the amount 01 deta~ lound 

In Ft Rocmg Sinwlooon, IOf ~mple, 

FI '97 IS the more immediate title 01 

this 1110 and still conta ins enough Fl ­

fNted legitimacy to keep lans of the 

sport happy . 

Other than better drilWlng distance 

(lI~erable al the expense ollhe frame 

rate), and mcer effects such as dusl 

Md water spray, thIS PC YefWfI differs 

little lrom lIS PS (005II1, except, of 

course, IOf the elsht~ network 
optIOn. The handling too, partICularly 011 

the Grand Prix setting. seems a t<td 

ll'IOfe IOfgMns than on the PS ve~ion. 

WIth the GIlt's back end displaying less 

tendency to try and make lIS 0Ym way 

round to tne Iront. 

FI '97's biggest problem rtowever, 

IS thal by taking so long in mal::.inSl1S 

u., to the PC, lilies sod! as TOCA. and 

the PlayStaUon-only Gran TUflSlOO have 
Since siipstreamed past WIIh little effort. 

Both offer IT\OI"e thrills per lap than ¥I 

enW'e FI race but thiS IS more a 

lefIecoon of the nature of Formula 1 

than the actuaISMne Itself 

As such, It remains a competent 

SimulatIOn of the sport. 

Edge r.ting : 

seven out of ten 

" PC P Psygnosis 
~ Bizarre Creal ions 
Pr £30 ,ell!as Out now 
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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 is 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 techn ical 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 abilit ies 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 
owner,S 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 ratinl : 

Seven out of ten 

rn Slturn P _f Se,. >eve T.ntllu$ e £40 Out now 
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DEVELOP 
VIDEOCiAME CREATION UNDER THE MICROSCOPE 

p hlng the fromil'!"", ext nslblllty In games 

--_ ... -

I 0 I ne common feature of many of the most successful 
and long-lived games is that they provide options fOf 
users to customise the game - adding new levels, 

monsters, sounds or simply tweaking the gameplay optiOflS. It is 
part~ due to these features that games such as Quake and Red 
Alert are still heavily played today despite their relative age, with 
aONe players constantly releasing new patches for them. There 
are several ways, each .....;th its own benefrts and pitfalls, In which 
a developer can extend such options to build player loyalty. 

The extensibility of to Software's Quake, is provided by its bui~' 

In soiptlng language Quake C. This code Is lNritten to handle the 
motion and responses of f!IIery object in the game, so it's 
possible to change any of these behaviours simply by changing 
the code. Quake C is a very powerful 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 ooe Quake version will work without modifICation 00 another. 
This approach has some drawbacks, however, the major ooe 
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 AI. Quake C is 
also confined to performing only those operations that the main 
Quake program provides, limiting its usefulness. 

These factors prompted the swrtch in Quake 11 from Quake C 

to a Dll (Dynamic link library) system. USIng a Dll means that 
the Quake fI control routines can be programmed in normal C, 
C++ or any other language wtllch can compile to a Du.. and can 
access not ooly the functions prOVIded by Quake 11, but any other 
system functions they require. As DlLs are compiled In natrve 
code, they are also significantly faster than Quake C patches. The 
Dll approach does nave 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 

~­I_\N~ 
...... -~ ---r-l 
[----~~ 

0..",,,-r----3 
u....., ....... ~ --C-__ _ 
~I 
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·Actlvlslon's Darlt Reign provides extensive editinl facilities for chana:inl many aspects of 
the lame; just one of the options thahny enterprisinllames developer should consider 

• 

itself. Many strategy games, such as Red Alert, have the controlling 
variables in a separate file (ohen a Wi~1e .1Nl 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 sprite and so on. 
This makes it possible for users to change parameters with ease if 
they want to make a partlcular unit more or less powerful, or even 
to invent a completely neoN umtlt also aids the developer, as the 
game can be quickly modified during playtesting to try out neoN 
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 lTIOfe recent and still evolving development is the shared 
universe concept,. INhere several games based around the same 
woOd can be interconnected. A flight simulator and a tank game 
could be connected together, for example, INith players able to 
drive or fly 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 aircrah is 
supposed to move, but the flight simulator controlling the aircrah 
does. A1tematively, 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 bad to It . 

Some developers and publIShers would argue that It is self­
defeating to permIt easy game modifications, as thIS enables 
other people to produce upgrades (free or otherwise) that 
compete INith their own. This may be true in a few cases but the 
best upgrade packs rely on something different. either special 
changes to the game engine itself or the use of better-designed 
components, to set thernseWes apart from third-party offerings. 
The original developer is more likely than to understand how to 
keep the game balan<;ed 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 correctly in the first place. 

~~~r:;:;;:;zi~=~,;::",,,, __ ,,,,,,,, 
.. _- ---------_ ..... -

" 
Places to visit: 
ID Software hHp //_ Idwoftw ••• (om/ 

"buse (USP-"anant lanl"a,_1 httpl/www(.uk(om/lame,/abu •• 

"division (Dirk Iteiln edlUn, and add on.1 

hHp:! /www.adlvl.lo.(om/lame./stratecv/darkre.ln 
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Yarol : getting to grtp with 

~ 
part from the £350 price tag (for cl reduced period), the A thing most likely to stop garners buying the Yaroze 
PlayStatlon programming system and attempting to 

create their own PlayStation masterpieces is that simple 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 knooledge usually stops at the meaning of 
terms like texture-mapping, prerendered scenery and realtime 
lighting. C rtse~. the programming language that makes it all 
possible, is hkety to remain an enigma. 

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: C has quite simply become the language of choice for a huge 
number of programming tasks. not least games. Unfortunately, 
just one look at the way C is laid out - lots of '{' and '}' characters 
and alien commands - is enough to put many nE"MOmers off. 
However, while it's not the most readable language in the INOrkI 
(it's very easy to write barely comprehensible C), it's not too 
dissimilar from a number of other programming languages. 

In fact, knowledge of any other language will be a big help to 
the beginner learning C. Whether it's BASIC (preferably some form 
of structured BASIC like the revered BBC model), Pascal, Cobol, or 
even something like the STOS or AMOS construction kits, C is not 
a million miles away. What is important is an understanding of 
data structures, knowing the difference between BYTEs, WORDs 
and LONGs. C is essentially JUst another way of programming a 
computer, so whatever the user has dooe before with a 
programming language can be done in C. It is possible to buy a 
book and start learning the language from scratch, of course, but 
It'S far better for users to try and replicate something they've 
already written in another language, so they can understand what 
the differences are. 

Once even a basic grasp of C has been acquired, Yaroze users 
need to attempt doing something practical and visual with it 
Unfortunately, it's not possible to just wade straight in and write 
Ridge Racer (despite what you might have heard); newcomers 
need to start with very basic routines to get them used to the 
hardware, and also to using C. Making sure that you can read 
joypad movement correctly is a good place to start; if users don't 
get that right, 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. 

Scott EVilns' formula for Bouncer 2 is a simple idea, but 
the lame's prolrammlng will take months to master 

• 

Geora:e Bain's horizontally scrollinl Yarole shoot ' em up 
StarFlghter may look baSIc' but the promising Ideas it 
showcases were enough to secure him a job at SCEE 

Be aware, however, that you won't get it right first time. Novice 
programmers often have to reorganise their code numerous 
times, because there will be something fundamental they have 
forgotten about As Jonathan Cartwright, studio head at Corrosive 
Software asserts: 'It's a leamlng experience, and you shouldn't be 
downhearted if your early extravagant plans don't work out Many 
of the Yaroze games are quite simple, and that's not a bad thing. 
If you're going to write a game, make sure you can achieve it 
Even if you write some simple, stupid little demo, at least you've 
done it And you can build on it from there. Nobody writes their 
best stuff straight away, and Yaroze is a limited format. However, 
Its lack of memory and facilities should instill discipline, which will 
certainly payoff later. . .' 

'alent Wanted 
Several Net Yaroze members are looking for artists and musicians 
to collaborate on current game projects. Contact: 
ps_yaroze@playstation.sony.com £ 

Competition news 
For the last _ months, 
Edp has bMn running 
• Ylroze prognImmlnl 
competlUon wIIh SCEE. 
_dOllnl_tor 
._ .... now passed, 

and the wlnne .. will be 
announced In next 
month's Issue. 

S!pup 
For Infonnallon on how 
to become a Net Yaroze 
member (the only way 
to pt hold of the 
machine), phone 
0171 .. n 1616 or 
regtster onllne at 
WWW.scee.lOny.co.uk 

AltematlYely _ to: _V ...... 
SCEE 
wavorty HoUse 

'·12 Noel Straat 
London WW .HH 
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