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POINT 
EXPRESS YOURSELF IN EDGI- WRITE TO: VIEWPOINT, EDGE, 30 MONMOUTH STREET, BATH, BA 1 .BW (emall: odpOlllturtnt<"'"1o) 

n he notion of removing the 

.. testscreen mark worries me. 

Yes, games are emotional to play, 
but for the average, experienced 
gamesplayer, spending their hard­
earned money on a game is an 

intense process. Magazine reviews 
provide a detailed evaluation of 
games, which the reader absorbs, 
but can rarely totally recall. Deciding 
between two or more similar games 
on the textual summaries alone 

would require a lot of backtracking 
and a very good memory. 

Basically, the overall mark 

provides a simple method of short­
listing games that the reader is 
considering adding to their 
collection. Reviews of short-listed 
games are then re-read to make 

clear the minor differences between 
each title so that a final choice can 
be made. Alternatively, with no 
mark given, I can foresee that 
readers will read the review of each 
game on their initial list and would 
then record their own overall 
impression of the review which 
would be easy for them to 
understand. The games with the 
best overall impression would be 
short-listed and so on, as above. 

I ask you, what purpose would 
removing the mark serve? 

P Powell. 
vi .. em .. n 

r:J oncerning your idea of 
Ir.:J scrapping the ratings of the 
games you review, I like the idea a 
lot, but if you proceed I urge you to 
take more care when writing the 
reviews. For example when I read 
the review of Castlevania on the 
PtayStation, without a rating I would 
have no idea you liked it so much. 

Diskheady, 
via em .. n 

~ ince the creation of the 
1:.1 develop section, Edge has 
consistently pushed the Playstation 
Net Yaroze as the only amateur 
console development system. I am 
sure you are aware of the existence 
of cartridge back-up devices for the 
Nintendo 64, which allow cartridge 

, images to be run. These systems are 

currently far cheaper than the Net 
Yaroze, at around $220 (USD) . 

Many times you have said that 
the days of the bedroom 
programmer are over, and yet the 
N64 and one of these systems 
provides the cheapest way for 
ambitious programmers to start 
working on consoles. Professional 
software development tools are 
freely available, since the 
commercial N64 development kits 
are actually based on GNU softwa re, 
which may be freely copied and 
distributed. Although it is difficult, 

of it, maybe you could also write 
about the first N64 programming 
competition, which finished at the 
end of February. This event, which 
was organised by the Dextrose web 
site (http://www.dextrose.com) 
attracted ten entries, induding 
Game boy and NES emulators, and 
several games and demos. The 
prizes on offer ranged from 
development systems for the N64, 
to t-shirts for every contender. 

I hope that in the future EdCe 
will mention these talented coders 
in Develop, or maybe even publish 

EdCe strongly opposes the use of copying devices, such as this Zip 
disk-based system, but underground programmers are finding good 
use for it. See the letter from Garth Elgar below 

" lOpe that t "re Edge ~". nail le or 
'underground' console development 

and the YOI ng ring star' of it. After all, they are the 
next generation of programmers' 

and technical support is non­
existent, many 'underground' N64 
coders are writing impressive 
programs and distributing them on 
the Internet. 

Your bias towards the Yaroze is 
understandable given the industry 
view of these N64 systems, but it is 
unfair that you are neglecting to 
report on the software development 
taking place using them. I note that 
you recently ran a Net Yaroze 
programming competition. While it 
will be interesting to see the fruits 

• 
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an artide on 'underground' console 
development and its young rising 
stars. After all, they are the next 
generation of programmers. 

G .. rth Elcar. 
via em .. 1t 

D feel that your response to my 
letter in ES7 has missed the 

point. You state that console 
manufacturers would never produce 
NTSC·only machines (with PAL 
signal convertors) as they would 
lose control over territoriallock·out. 

Why would this be the case? Just 
because all machines are NTSC 
shouldn't mean that the regional 
zoning couldn't be used as it is now. 

Steve House. 

vl .. emalt 

Your point last issue in favour of all 
machines run ning NTSC titles, was 
that many imported games would 
be available months earlier than 
their PAL counterparts. It is territorial 
protection that stops Japanese and 
American versions of games from 
operating on European machines. 
Its continued use - which you now 
suggest - negates the above benefit 
of being able to obtain games in 
Europe sooner than they are now. 
Additionally, it is often the 
translation from Japanese that takes 
time to complete, and in Europe 
there are, of course, more 
la nguages than just English. So 
simultaneous international releases 
are unlikely in the foreseeable 
futu re. It's a nice idea, nonetheless. 

~ ollowing on from E57's 
... prescreen intro, I would like 
to make a couple of points. There 
are some great 'kiddy' games on 
the PlayStation, but having young 
children myself, I know that these 
titles don't real ly appeal in the same 
way as N64 games like Yoshi's 

Story, Diddy Kong Radng or Morio 

64 do. With these games in mind 
some adult gamesptayers are put off 
by the general cutesy look and feel 
of them, but these doubters should 
look beyond the glossy surface and 
find the true gems of gameplay that 
generally lurk beneath. The type of 
thing I'm writing about is often 
reported in EdCe's N64 reviews. I 
would guess that Nintendo know 
that if they appeal to kids then the 
adults will follow - even if the kids 
are not the ones with the buying 
power (except maybe in Japan 
where games culture is different) . 

Nintendo games are more 
expensive than the PlayStation's, 
and this must damage sales among 
adults who do not know much 
about lasting appeal. They might 
figure that the kid would rather save 
four weeks' pocket money for a 



PlayStation game than six weeks' 
money for an N64 game. Moreover, 
if an adult is familiar with consoles 
they're more likely to buy their child 
the system with the type of games 
they want to play as well! 

I'm a PlayStation owner and I 
love it to bits, but there are real 
choices out there to consider. If 
certain people (myself included) 
like blood-and-guts games, that's 
fine, we have plenty of choice with 
our PlayStation without needing to 
fling out criticism on every aspect 
of N64. People don't have to listen 
to these poisoned minds who look 
at it only one way for some foolish 
reason. Gameplaying is meant to 
be fun, so enjoy it, don't get hung 
up on it! 

Mark McCullough. 
via email 

D am not sure I should be 
writing what amounts to the 

most anal1y retentive e-mail ever.to 
such a fine magazine, but in your 
retroview of Elite you foolishly state 
that your initial ship is a Viper. As 
I'm sure tens of people will want to 
point out, you start life in a Cobra 
Mark 11 - the Viper class is only 
available to the police. And as for 
your remark about the BBC micro 
not having any classic games - bah! 
Get your grandfather to tell you 
about a certain game called Exj/e. 

That was pretty unbelievable, 
as was Revs, Geoff Crammond's 
first effort. Anyhow, fine issue, 
much enjoyed. 

Robin Jubber. 
via em.11 

In hindsight, E47's comment about 
the BBC Micro perhaps doesn't hold 
that much water either - particularly 
when Edge already paid homage to 
Exile (Amiga version) back in E20 .. 

r::I omparisons between PC and 
L:I console games feature in most 
games magazines, including Edge. 
These correlations are at best futile, 
and in some cases border on being 
inSUlting. The PlayStation comes 
under most fire from such 
comparisons, but it seems that 
rarely is consideration given to the 

fact that when the machine was 
launched in 1994, the best PC 
available was a OX4!100 with 
16Mb of RAM. While the PlayStation 
has remained unchanged, the PC 
has been bombarded with a 
plethora of upgrades (although it 
is still ten times as expensive to 
buy). Edge should review games 
on an individual piece of hardware 
and rate them accordingly, not 
mark them down because some 
elements looked or sounded 
better on another format. Your 
testscreen for Codemaster's 
TDCA is a case in point, and 

represented in OMA's Grand Theft 
Auta in which you spend twenty 
minutes diffusing bombs in vehicles 
only to have the final car in the 
mission explode because it got 
caught up in traffic. Or perhaps the 
precept of fairness is upheld in the 
mission in which your huge tanker 
explodes after a few minor 
collisions. Additionally, Edge's 
review of GTA (E52) is misleading 
and inappropriate. You've become 
obsessed with small touches in 
games to the extent that they can 
make up for flawed gameplay. 

Other testscreens have also 

'In your review of GoldenEye you 
make much of small touches and fai l to 

note :he easy nature of the lain game and the 
flawed nature of some of the levels' 

Quake 64 will suffer the same fate, 
no doubt. 

Jlm Gallagher, 
Buddnpamshire 

Edle's focus is on software, not 
necessarily the machine it is running 
on. If a title such as TDCA, ar more 
poignantly, Grand Theft Auto, is 
more playable on a particular 
format then that will continue to be 
reported. The PlayStation has 
indeed proved to be a well-judged 
machine in technical terms, as has 
the Nintendo 64 - which retails in 
the UK for the same price as a 30fx 
card. Rest assured that the 
limitations of specific hardware are 
taken into account when reviewing 
games, but the presence of other 
versions must be recognised. 

r::I irstly, I would like to comment 
1.11 on the risible Gameview piece 
in E56, in which Brian Baglow of 
DMA Design presented a critique of 
Crash Bandicoot 2. I am by no 
means a vehement supporter of 
Crash; I believe the game is great 
fun, although it suffers from the 
ubiquitous flaw of being far too 
easy. It was pretty entertaining to 
read Mr Baglow's declaration that 
the game is 'very harsh' and unfair. 
I suppose his idea offair is 

been inaccurate. In your review of 
GaldenEye you make much of small 
touches and fail to note the easy 
nature of the main game and the 
flawed nature of some of the levels. 
Plus, Oiddy Kong Racing is 
essentially an average racing game 
with undemanding, simple physics. 
It makes few demands on players' 
reactions but is good fun to play for 
two days, yet you gave it nine out of 
ten and raved about its design. 

Super Maria 6400 as featured in ES 7 

Rage Racer on the other hand is a 
real 'gamer's game'. Embellished 
with excellent physics and tracks, 
Namco's title is formidable, and yet 
scored only eight out of ten. 

These are only a couple of 
examples of the inane opinions 
Edge espouses at regular intervals. 
In your Fighters Oestjny testscreen 
you write that beat 'em ups are 
simple games. I get the impression 
you're a bit crap at Tekken 3 - don't 
tell me, Eddy's your favourite 
character, right? 

James Craig.. 
via emall 

What? You feel all videogames have 
the 'ubiquitous flaw' of being too 
easy to complete, and yet you had 
difficulties with ane of GTA's 
simplest missions (the tanker). As 
for GoldenEye Edge assumes you're 
talking about completing the single 
player game on 'agent' - and even 
this isn't that easy. Regardi ng Rage 
Racers 'excellent physics', these 
now appear weak when juxtaposed 
with those in Gran Turismo. 

Perhaps you shou ld experience 
a few more games before 
summarising Edle's opinions with 
such conviction. And conceptually, 
beat 'em ups ore si mple - but 
fo r proof that they are as deep as 
any other genre in terms of 
execution, see this issue's testscreen 
of Tekken J (p86). 

r::I xcellent April Fool - except the 
L:II Maria image looks squashed 
and the Princess on the luigi picture 
is the wrong way 'round. 

Michael Fellows. 
via emall 

D must congratulate Edge on its 
pathetic April Fool's gag last 

issue; Super Mario 6400. Jeez lads, 
what professional graphics 
application did you use to create 
that stunning image? MacPaint? 
Paintbrush? And the statement that 
it was an add-on to the original was 
an over-sized dollop of disbelief on 
this already rather tasteless desert. 
Still, at least Edge tried. 

James Kenny. 
via email 
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SONY DOMINATES TOKYO GAME SHOW 

An hour before opening time 
and the queue stretched 
round the block (top). (iame 
of the show. Metal (iear Solid 
looked stunning and proved 
immensely popular (above) 

Namco's imposing (iame show presence in the form of a massive stand (above), left little doubt about which game the 
company was there to promote. Punters queued in their hundreds to take part in the two Tekken competitions set up 

n he last week of March S<JW large crowds gather In and 
U around TOKyo's Makuhari Messe centre (a ...veek after 
the AOU arcade exhibitiOn). The venue played host to a total of 
147,913 attenclees over the three days (inCluding the Friday 
18,606 press and Industry-onty turnout), with the saturday 
getting the biggest number of visitors (76,212). 

utilising all of me centre's eight halls, the show was very 
much a PlayStation event. With titles for the 32bit coosole 
representing 52.7 per cent (a 9.2 per cent increase over the 
same figure at me last TGS, in October) of the 470 software 
titles present from 93 exhibitors. conversely, the saturn 
saw its presence diminish by Ihe level of the PlayStation's rise, 
10 just 17 per cent. 

Yet thiS easily overshadQlNed the N64's measty 3.6 per 
cent appearance, which managed a 4 3 per cent drop from its 

"" 
"". r::t:: .. uti" 

- -~~ 

already poor shOwing last October (with 4.1 per cent, even the 
Game Boy had more software on ShOWl. 

Although not as significant as the PlayStation's, the PC 
market's presence increased from 7.9 to 13,1 per cent 
although this wasn't ellOUgh to detract the Japanese from the 
console software - nearly all of the booths displaying Windows 
95 software were mostly deserted, although a few did stop 
to look at Square's deft Final Fantasy VII conversion 

In terms of genres, the RPG and adventure markets 
\o\~tnessed a significant increase while most others remained 
stagnant With the exception of action titles, vlhich were less 
evident than at the last TGS 

The unmatched enthusiasm among Japanese players was 
again evident, WIth thousands of them haVing already made 
the 40 minute underground journey from the centre of TOkyo 

From left: Yakara's Choro Q U , comr.1ete with four· player mode, Bombermon Wor, the latest instalment from 
Hudson, the colourful Trap Gunner rom Atlus and Human's unusual truck racing approach in Decotoro 

-' 
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Although b1a: and cuddly, not everyone felt comr.letely 
comfortable about having their pidure taken with (rash 

and lining the exhibition centre's sides In queues four or five 
deep, hours before the doors were due to open. HO'Never, 
that wasn't the last tilt of standing In line they would engage In 
- with the majority of stands Incorporating queuing sectIOns, 
before the end of the event showgoers would have spent a 
substantial amount of the day's proceedings neatly lined up, 
waiting to play the latest titles 

The most popular bOOth was undoubtedly Namco's. 
Indeed, the company's structural homage to Tekken 3 easily 
dominated the second hall and must have accommodated 
around 100 players at a time, desperate to try the developer's 
supreme fighting title, with a further 100 patiently queuing up. 

In another hall, Konami probably gave NamCD a run for Its 
floor space, with continuously-running Metal Gear Solid video 
footage and a row of PlayStations which allowed players to get 
to grips with the game's first two levels proving massively (and 
understandably) popular. In keeping With Japanese effiCiency, 
the first three players in the queue were given a sheet 
outlining the game's inStructions so as to minimise preCiOUS 
playing time being wasted getting to grips with the complex 
nature of the contrOls. providing quali ty oacking to the 
publisher'S astounding espiOl1age romp were InternatiOnal 
Superstar Soccer '98 (see p42). Pay Pay 2, the bizarre 
RakugaKids and a highly playable N64 baseoaU game, although 
G.A.5.P!! Fighters' NEXTream was severely disappointing 

OccasK)nally, as in the case of SquareSoft. crowds were 
asked to queue Just to get into the stand before repeating this 
procedure for a few minutes' wonh of playtesting. Admittedly, 
with finished versions of Parasite Eve and the PlayStation Final 
Fantasy v re-release, as well as an Impressive-looking arcade 
versiOl1 of Ergelhz, getting the publiC's attention was hardly a 
difficult procedure, but the visually-Impressive Brave Fencer 
Musashlden. the company's latest aCllOn-RPG, caused qUite a 
stir among the Japanese gameplaying community. 

After the likes of Namco et al. the smaller players grabbed 
whatever space was left over. SCE! prooably managed more 
than most and whilst there was little In terms of new software 

NEWS 

The Plalstation dominated the three-day event. with most developers makin, most of 
their tit es for Sony's machine. Enix's Bust A Move dancers were remarkable (top. left) 

on ShOw. at least both Stolen Song (a music game in INtJlch 
players must take the role of the gUitarist o' drummer by 
hitting a plastiC plectrum or right key at the right timel and 
Xi offered an enjoyable alternative to the endless sequels 
and rOle-playing titles 

Indeed, few strayed from the proven formula Taito 
returned with Densha de Go 2, capcom displayed a booth 
full of X-Men derived beat 'em ups and Mega Man-related 
products. At least Hudsoo Soft's b.l.u.e. Legend of water 
(see alphas on p32) provided some hOpe but there was little 
else wonh seeing except perhaps some of the many shows 
put on by exhibitors equ ipped With a stage. One of the most 
popular of these (among male players, at least) were the 
Tekken 3 girls who every hour would dance their way OntO 
Namco's Sizeable stand and put up a memorable display 

ImpreSSIVe too, were En/X'S Bust A M(Jlle crew .who, while 
video sequences of the game played behind them on a giant 
screen, replicated the moves and Character of their speCific 
polygonal counterparts with amazing precision. 

somehoYJ, Edge cannot envisage the same 
happening at the next ECTS £ SCEI', oria:inal and instantly 

playable XI was a particular 
favourite with the crowd. The 
two day com:retitlon saw a 
four-year-ol get the second 
highest score. Square operated 
the stridest queuin.: code of 
the show yet was stili popular 

From left: PlayStation adlon from Koel's DestrQgQ, an interesting GrQn Turlsmo-esque approach to the radng 
world in the form of Genki's Kotfobl Tune, Sol Divide from Atlus and the visually-impressive Koei RPC Zi/I 0 '/1 
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fURTHER DELAYS DOG NINTENDO 

NINTENDO~ 

These are currentlv part of the 
64DD's startup sequence, after 
which Mario allegedly appears 
to play with the 3D N641ogo 

Cutting Edge Cuttings 

rr.n ith N64 sales seriously lagging 
..... behind the PlayStation's in all 
territories other than the US, Nintendo of 
Japan has found itself in the diffia.Jtt 
position of having to announce that both 
zekio: Ocorina of Time and the 6400 
ad<H>n dev<:e have been delayod. The 
ne'vY Zelda title has slipped from its previ­
ous April release date to November, which 
will doubtless leave many gamesplayers in 
dispair, due to the huge anticipatioo that 
has mounted for Ocorina of Time. 

Other than media-appeasing oomments 
from Nintendo Co. ltd about desiw'l guru 
Shigeru Miyamoto (of Morio fame) wanting 
to perfectZeIdo's gameplay, the actual 

reasons for the game's postponement 
are unclear. Edp isn't in the habit of 
speaJlating. but with the 64DD also 
promised before the end of '96, the 
prospect of Zelda returning to the disk 
format that it was originally intended to 
inhabit, could be a possibility. 

Rumours are oroJlating in Japan that 
NO. founder Hiroshi Yamaucni and 
Miyamoto have been involved in a dispute 
over the game. It is thought that Miyamoto 
had been in favour of Zelda being a 6400 
title througho<rt re; _klpment. on" 
swapping the code to run on cartridge at 
Yamaucni's insistance. If Cl revefSal ......ere 
implemented, Ninteodo could find its 
programmers disgruntled at redoing previ­
ously undone 6400 rode. Ho.vever, the 
Moria creator has possibly convinced his 
boss that both Ze!da and the 6400 adcJ.on 
need the game to utilise the disk format 

Although frustrating. such a change of 
direction within NQ is conceivable: the 
6400 needs a killer app Wl order to sell, 
while Ze/da 'NOOkI benefit from an increase 
in available storage space. While the 
creative Moria Artist titles (see E54) are 
welcome additions to the gaming work! 
they 'NOOk! be unlikely to make the 6400 
a must-have accessory in Western markets. 
If Yamauchi is serious about fulfilling his 
promise to retire once the 6400 is 
established, then a strong software line-l4l 
for the periphal Wl11 be a prerequisite £ 
for him drawing a pension. 

64DD Unravelled 

conttmaII tile NIntendo tmdttlon 

thIt ... JlIpIHnIJ Flncom DIIk 

sy-.1llt:lblllhlcl1n 1916. the 
64DO If InIdHn 1tOnIp ..... 

fOr NInI:.nCIo'. N64 CDnIOII. "*'I 
bIIpoU " ..... b; pO I dtIIcI. 
1ImIIr ........ ~ZIp 
fI:InMt. tilt DD .. NId up ..... 
oIdIIa. ...... 610Mb co.IIOMI -.... _-
hIIf III the IPMII' CIn lie UIId • 

.. w.1I LI ....... nIIIl"fCIDrabIt 
dItII .,.." ,. tht poWntIII. 

opIfl-tlp corIIOII .... deIIp to 
acIIInI new ...... tbouIh. with 

ftIIfJ pIect of ........ tht qYlltr 
01 ...... It CIIpInCIInt on dftrtIoIMrI -_ .... 

In an effort to appease frustrated fans. Nintendo has released new shots of the now postponed Zeldo: 
Deorino of Time. Most Impressive - and Intrulglng - Is the level set Inside the belly of a beast (centre. top) 

. . . 
After skimming through an earfy European 
version of Gran Turlsmo, Edp can report 
that the amversion from NTSC has been 
wefl.hondled - tech"'I~. Sad~. the now 
speeded-up ,!COde mode ;, cunentIy 
far too fast, ruining the game's realistic 
feel. &.pea a final update ne« issue. 

• 

. . . . 
Polys Entertainment, the SCEI1eam 
responsibJe for creating Gran Turisma. 
has been pn1ed fuU ;ndependent sIatus. 

Now known " Polyphony [);giIaI 
Entertainment, the group is headed 1:1;" 
Akira Salo, with GT producer Kazl,moo 
Yamaudti now er.eartive vice president 

.. 
Following its convention in Rome to 
encourage European N64 development. 
Nintendo has announced the restrucllJring 
of re; European __ . Ai EC 

distributors. induding THE Games in the 
UK, will now report to the German based 
NoE COfTl>8"Y, rather than NU in Japan, 
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... .., ............ ..... 

.... 101 ... l J--,2_ ........ " ......... ,... 
COi ....................... .... 

.' I .............. ...., 

................ z. Up to 40 

WItiIC:* ........ 0I1ICIWII1Il 

-. ............... ~ ._--­..................... 
c:n.npIsd ...... ,.. ....... ........................... 
....... tr.a .. redDIsnt of SCUll -............ ....... 
... .-.rfIIs ... .........ac ..... 

___ 2 ........... ...., 

IInpnJINd ModsI J ...... one of .... 
.... penIIIIInt of,... ra.n. 
MnDInIl .... _-ontr_ 
WIItI .... ...". ......... __ 

.... u.n ........... ... 

.... ' 011 JaIfI_ ....... .. 
to ................ C6i ........ ' 

IIIIn.lftNt ....... lllIdopteCI 
tMn ___ Z 11 wry...,. to ... 

......... t.unc:tI ..... 

_ has ~!he _for !he 
.......... carDxl 'SouIh _. and 
TaiIo's Bust A Mo.e 2, for the N64. HCJwo 
the company wI c:ortttert 'South Palk's 
- V<S'f - acIJt (and r.a.dibIy funny) 
humour to the N64 is <11 mystery, a~ 
it has until 1999 to work it out 

Sexa will make. m.Jor announcement on Katana at this year's El 
show in Atlanta, revealing final hardware specs and its launch pricing 

A ega is set to replace its ageing 
~ Model 3 arcade board wrth a 
soIuti()(l based ()(l Videologic's 
PowerYR 3D technology, according to 
the latest rumours from Japan. 

Allegedly shifting ten million 
polygons per second, the new arcade 
board, codenamed Naomi, is several 
times more powerful than the existing 
Model 3 board, Four PoWerYR 3D chips 
are said to be at the heart of the 
system, poSSibly teamed With multiple 
CPus, wI1ich would be c()(lsistent With 
the system'S alleged performance. 

With sega's Katana console also 
employing VideologiC chipsets, the 
tantalising prospect of a unified front in 
both the home and arcade seems a 
real POSSibility. Videologic has long 
been working 00 both arcade and 
console ImplementatiOns of its 3D 
silicoo, but it's been reluctant to 
prOVIde firm details on anything other 
than its PoWervR second Generation 
hardware. previously, some had linked 
Videologlc's technology with Namco, 
wI1ich is yet to u~ate its ageing 
system 22 board . 

imposSible, with numerous Insiders 
reponedly witnessing games In a fairly 
advanced state in Japan. capcom, 
Konami and Namco are reported to 
have Katana IJtles well into development. 

Sources in Europe and the US have 
revealed that both continents' sa les 
operations have earmarked some $100 
million for a 1999 marketing campaign. 
After the saturn's lacklustre summer 
launch, Katana would possibly arrive 
as late as autumn, meaning another 
eighteen months befQ(e sega fans 
outSide of Japan can finally replace 
their saturns. The console is expected 
to debut in Japan this autumn. 

One of the most Intriguing new 
Katana developments is talk of an LCD 

screen built into the )OYpads. This might 
just provide data readouts from the 
memory cart - if Sega was 10 employ 
slot-in memory carts like NlnterKIo-
but it could also have more interesting 
uses. One source suggested the LCD 
screens would be fully programmable. 
This would enable them to be used as 
gameplay enhancements, maybe 
permitting players to secretly select 
moves In SJX)ns Of strategy games or 
keep a player's remaIning health secret 
In fighting games. 

Equally intriguing is the widespread 
belief that Katana will Include a modem. 
This will enable muttiptayer gaming 
(particularly appealing to American 
gamers) and might also offer other 
capabilitieS like Web broWSing. If 
leamed With some sort of flash RAM, 
the system would also enable games to 
be expallded by dawnlOading new 
patches - an ability touted as ()(le of 
Nintendo's 6400 unique strengths. 

One thing is certain. Katana will 
employ the WinCE operating system. 
This has pleased several developers 
who are already working with the 
development kits. They suggest it will 
make porting games from the PC 
relativety easy. It could also mean that a 
modem would be prOVIded, based 
around eXisting PC hardware 

with the pick of both PC and Naomi­
povo.rered arcade games, Katana should 
muster up a better launch range than 
Saturn, regardless of the £ 
system's eventual specifications. 

Meanwhile, Wllh the E3 show 
rapidly approaching. the Katana 
rumour-mill IS going into overdrive. In 
the light of Katana's non-appearance al 
the TOkyO Game Show and sega 
booking massive amounts of floorspace 
at E3, the company now seems certain 
to demonstrate the console at the May 
show, at least behind closed doors . 
Playable games are by no means 

Although Sega remains tight-lipped about launch titles, a Sonic game 
would give Katana immediate appeal among hard core company fans 
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GAMES DEVELOPER UK '98 COMPETITION 

Competition c.tecories 
BaI(;lme 

An award for the Dei! completed piece of 

gome software. This will be an entire game 

or, at the very least, a segment or level whic" 

will slClnd alone ilnd demonstrate illI the 

futures of ill complete game. 

lIest Artwork and Atllm.tion 

This must be interactive, computer-senerated 
and might be expected to form part of a 

computer game. 

Btlt CoIme Delil" 

This will indude the following elements: 

Overall Concept, in JOO WOI'ds; Gameplay 

liS a walk-through of a level; Graphics, a 

description of the visual appearance of the 

chariJcters al'ld senings; Other areas, such 

as audio ideas, technology required and 

description 01 target audience. 

Bat Audio 

Music or sound effects which demonstrate 

relevance to a new or uisling computer 

game. 

.. ,t C.me Utllity 

New software or technique which aids the 
development of a computer glme. 

But Overilll AWilrd 

~5t UK Game Developel '98. This may cOYer 
any or all of lhe above areas and will be al 
the discretion of the judges. 

MIYAMOTO JUST SAYS NO 
5hWou1lijor.---...... . 
!larlllr .. _-.. ....... _ 

Iorw-"·'-""'-' .... _ond .. __ _ ..-br--­"'1Iijor.-_ho __ 
~ho_"'''''''_ 

Cash, careers and computer equipment are all up for grabs 

n natioflWlde competltiOO has Just ,been launched to find 
W Britain's hottest new game deSigning talent. 

The competition, backed by an alliance of leading Scottish 
games developers and the Scottish Enterprise Commission, 
offers £10,COO in prize money. More importantly, it will bring 
the winners into contact With some of Britain's hottest studios, 
Including OMA DeSign and VIS Interactive. 

This could well lead to JObS In the Industry, according 
to VIS' Chris van der Kuyl 'This is the primary reason fOf 
organising this competition,' he told Edge, adding JOkingly, 
'Obviousty, the very best entrants will 'win' a job at VIS. 
The others Will end up at DMA or something: 

There are five categories: Best Game, Best ArtWork and 
Animation, Best Game Design, Best Audio and Best Game 
Utility. Each cames a prize 01 £1,COO. There is also a Best 
Overall Award, lrVhich will go to the very best entrant in any 
of the categories. This grand prize IS worth £5,COO. In addltloo, 
computing equipment will be donated to colleges or schools 
associated With winning entries 

'This is a chance for anyone \"/ho thinks they have a good 
idea to take It forward: says DMA Design'S David Jones 1tle 
people W'ho WlIi enter thiS competition Will be like me ten 
years ago, before I had reahsed I could actually make a career 
out of my hobby.' 

Although the competitIOn originated in Scotland, It'S 
open to anyone In the British Isles. The five games companies 
behind the competltlOO (DMA DeSign, VIS Interactive, Inner 
Workmgs, Red lemoo Studios and Visual Sciences) are all 
members of the loosely-affiliated Scottish Games Alliance, 
and see the competition more as an issue of ideology than 
nationality. 

'The SCOttiSh Games Alliance is a unique body run in a 
unique way: says van der KuyI. 'MOst of us come from similar 
'bedroom programmer' baCkgrounds' - back then you worked 
on most facets of the game yourself. These Clays, it's very 
difficult for someone with great ideas to get a JOb in the games 
IndUStry, simply because it's now a very big and expensive 
business. While recognising that this has to be the way 
forward if we are to become an accepted form of mainstream 
entertainment, we'd like to create a few 'names' once again'. 

In the paSt, similar CompetitionS have turned up some 
great talent. Anfiy Davidson onglnally subfTlltted Worms to 
an 'ArTlIga Format' Competition, later developing the game 
with Team 17 for Mlcroprose and releaSing It to commercial 
success. Another 'Amlga Format' competitIOn winner, 
Mike Diskett, went to work at Bullfrog, and recently 
co-founded h S own development StudiO, Mucky Foot 
('which Edge VISitS on pM). 

Chris van der Kuy1 says he would have loved to enter such 
a competitIOn lrVhen he was a student. 'That way I would 
never have been forced to spend my formative years 
producing multimedia applications,' he says. 'Oh, happy days 
I would have spent my winnings Dack then on a wooc:len hOOP 
to roU dQlNfl the pavement. Today, I'd buy a Yaroze.' 

Van der Kuy1 stresses that those Without Yaroze's or ottler 
eqUipment should stili consider entenng. 'We don't expect 

hundreds of thOusands of entries - purely because thiS IS a 
very tough competitIOn that requires vast speCialist 
knowledge. However, I wouldn't want people to be put off 
because they don't have programming facilities at home or 
college. All entries are welcome, be they examples of 
individual programming or Just potentially great game ideas.' 

• The Developer '98 competlDon is bemg run Il1O the Internet 
For more details, visit the competmon homepoge at 
w.wv.gduk.co.uk. Edge will be lookmg at the Scottish 
games industry in more detail next month. For more on £ 
infiltrating the bUSiness, see Gomlng Graduates on p66. 

DMA'S Davld Jones is one of the brains behind the 
national Games Developer '98 competition 
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FAST FLYER: VOOD002 
The benchmark 3D board just got better. But at what cost? 

D he next word in 3D technology 
from 3Dfx, Voodoo2, has hit the 

shelves amid happy cheers and 
confused shrugs. With the powerful 
reputation of VOOdOO Graphics behind 
it, many PC gamers welcome the 
chipset for both the speed·burst It 
gives existing games, and the new level 
of performance it lays before games 
developers. others aren't so sure. 

The Voodoo2 chipset indeed packs 
a punch. In tests conducted on a 
reference board supplied by 3Dfx (the 
same card that has been distributed 
to games developers) Edge found 
Voodoo2 easily capable of 
outperforming all currently available 
dedicated 30 graphics solutions 
Meanwhile, the three manufacturers to 
sell identical Voodo02-based boards in 
the UK - Diamond Multimedia, Orchid 
Micronics and Creative Labs - are 
already report ing Shortages. 

Voodoo2 may be fast, but it's 
leaving a number of issues bobbing in 
its wake. The boards from the three 
suppliers may be the same, but 
Voodo02 does not treat all gamers 
equally. ThOse with 133MHZ Pentium 
mach ines will see a relatively small 
framerate increase, while PII owners 
can expect Quake 2 to run at 6Ofps. 

Quake 2 is the quintessential 
game for Voodoo2 customers 

, ' 

EDGE test results 

.. "" 
49fps 

ee.p;oe_....nIIy-.ed ...... 
3D ~ dip, f1e 1740, InleI insisIs the 
recent _ of is inlI!rest in 3Dil is ..neI8!d. 
The d;p ....-..-.""' .. _ 

ilvesImenI in 30&: SII!ITImed from I desft 
""",.,...!he 3D ................ 

1OmOIhrc' ""....-..-

Anyone opting for Orchid 's Righteous 3D 2 will get a copy of the 
excellent BattJezone and Jedi Knight (OEM version) in the bundle 

Pentiumll users wi ll soon have 
other options, as the competing 3D 
companies like VideoLogic, Intel and 
NVIOIA bring out cards designed for 
Intel's Advanced Graphics Port (AGP) 
These combine 2D, 3D acceleFation and 
video processing while Voodo02 
rema ins 3D-only, working through a PCI 
bus in conjunction with a 20 adaptor 
3Dfx has stated that voodo02 will not 
appear on combined 20/30 cards, and 
being PC! it doesn't take full advantage 
of the AGP pipeline architecture 

Some think Voodo02 has come too 
soon. Voodoo Graphics hasn't been 
pushed to its absolute limits by PC 
game developers, yet the replacement 
technology is already here. Edge put 
the point to 3Dfx's VP of R&O, Scatt 
sellers, who countered that in order to 

-
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stay competitive in the PC arena the 
company must release products 
roughly every six months. Sellers also 
stressed that most 3D games coming 
thiS year will have been made primarily 
for VOOdoo1. 'It takes a solid year for a 
developer to actually take a piece of 
teChnOlogy and see software that really 
takes advantage of it. 1998 will largely 
see games that were designed with 
VoodOO GraphiCs in mind: he said. 

Gamers therefore have a while to 
decide whether or not to graduate to 
voodoo2. Alternatively, they could wait 
for 3Dfx's hitherto secret Banshee 
technology, which Sellers confirmed 
would be a chipset designed for AGP. 
'You'll see Banshee being the best of 
breed VGA, the best of breed 2D, and 
hopefully the best of breed 30, too: he 
said. Expect Banshee this summer. 

In the meantime, the 3D Blaster V2 
is available from Creative Labs for £180 
(8Mb) or £230 (12Mb). Diamond 
Multimedia offers the Monster 3D 2 at 
£180 (8Mb only), while Orchid sells the 
8Mb Righteous 3D 2 for £200 in a 
bundle including Incoming Jed; £ 
Knight, Battlezone and G-Police. 
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In the States 30fx reports that 
around 30 per cent of 
customers buy two voodoo 
boards to use together In a 
single PC, which gives 
framerates up to 90fps - beyond 
most monitors' refresh rates 
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on Sony'. Dual Shod< joypod, The pod" be 
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loon Ihef .. ....-Mhru_ 

13 



1" OUT THERE £DG£. MAY 1998 

(0 t t ) 
REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY 

Chanel Gber-babe Liz Hurley is currently 
favoured for the role of Lara Croft .. 

Lara lives 
First there was the game. Then there was another game. And there's 

sure to be another game. But before then, there'lI be the movie. 

After months of negotiation., Lara Croft's cinema debut is finally 

confirmed. After Tomb Raider 2's consistent chart performance, 

Eidos has reached an agreement with Paramount Pictures to make 

the 'Tomb Raider' movie. Two producers have already been signed. 

'We are thrilled by the possibilities of this film project: said Joe 
Goldwyn, president of Paramount Motion Pictures. 'We are 

confident that the pairing of Eidos, a leading company in the 

cutting-edge world of video games, and producers Lawrence Gordon 

and Lloyd Levin, will result in a ground-breaking live-action movie 

with worldwide appeal.' 

Gordon and Levin have a reasonably impressive track record. 

Between them the pair have produced over thirty films, most recently 

'Event Horizon' and 'Boogie Nights'. 

Anyone who's seen Robert Altman's 'The Player' will know the 

most important part of selling a fi lm is the 'pitch' - a brief summary 

which perfectly sums the film up. Edge reckons 'Indiana Jones 

chases Liz Hurley in Khaki Shorts' should do it. But given its 

producers output, perhaps 'Sandra Bullock meets Marky Mark 

Wahlberg in a Trappist monestry' is a more probable outcome . 

... Edge still reckons Sandra Bullock would make a better job of it .. 

pay check 

... in the forthcoming Tomb Raider movie 
from the producers of 'Boagie Nights' 

Does it pay to be a suit or a sci-fi T-shirt in the computer games industry? Surpisingly, a new report has concluded 

that the rewards are roughly equal. 

The survey was conducted by Answers Recruitment for the games trade newspaper CTW. It reveals that a sales 

or PR executive can look to earn about £ 16,000 when starting out in the industry - about the same amount as a 

junior programmer or artist 

After a couple of successful years, everyone's earning much more. National sales managers, product managers 

and PR managers as well as programmers and producers can all bring in around £25,000. That's slightly less than 

experienced artists, who at the peak of their profession can expect to collect £30,000. 

Lead programmers can achieve salaries of about £35,000, rising to £50,000 for the nation's very best 

programmers. The same salary, roughly, as that boasted about by UK sales directors at their local'nitespots'. One 

difference comes in the form of benefits, with 'suits' far more likely to get perks like cars. On the other hand, most 

studios pay developers royalties these days, which make the actual business of producing games more lucrative -

provided they're making hits. Guru programmers might also consider 

the freedom to grow a beard an important benefit. 

But to climb to the very top, the 'Star Wars' paraphenaiia and the 

Dilbert posters must go. A short back and Sides, al) Armani suit, a 

Dolce & Gabanna briefcase and the title of UK managing director 

-commands up to £ I 00,000 a year, not counting the hefty bonuses 

due if the grunts strike gold. Any programmer who wants to earn 

that through clever coding is going to have to look towards the west 

coast of America. Or the 'Hacker's Handbook' .. 
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Red lotus: yet another giant leap for videogame character design .. 

Lotus design 
In light of the enormous exposure Core Design's Lara Croft character has 

sustained, it seems only fair that the latest digital damsel to be pushed by 

Eidos Interactive should be subject to similar scrutiny. Red Lotus, the female 

warrior character in Deathtrap Dungeon (testscreened in E57) is being used 

as a marketing tool in the same way as Ms Croft promoted Tomb Raider. 

Eidos has taken the indentical step of enrolling a real-life, curvaceous 

counterpart for Red Lotus, non other than cover girl Kelly Brook (below). 

Unfortunately for Eidos, Its not-very-cunning plan is lackmg in a couple of 

key areas. Other than Deathtrap Dungeon's gameplay falling noticeably short 

of Core's title, the design of Lotus herself is woefully amateurish. Lotus' 

misshapen figure and distorted facial detail are bad enough to warrant dension, 

while her ultra skimpy costume is just plain tack. Lara Croft may have paved 
the way for such half-hearted imitators, but at least she had integnty, man .. 

OUT THIIII 

EDGE SINGlES our THE WINNERS 
ANIJ LOSERS IN THE INlERMINABLE 

BATTlE FOR VIDEOGAME CRED 

GAME ON 
_ ... ToIlyo for bei1g!he videogaming equivalent of 

Meo:a. Makes T andy in !he local prednct look 0 bit sad .. 

Konamfs _ GeM SolId. After playing the gome at !he Tokyo 
Game show, EIIto can _ lily say: Oh. Ihf. God. 

The fllk .......... _ sent out 10 promote Aero Gauge. Nice 

promotion, shame oboot!he game - not ...., worth rounding·w. 

CoI_, for announcing i1s release of !he original 01Ulde axle of 
G'-s 'n'GobIins, Ghouls 'n'Ghosts, 19420nd 1943 for !he 

PlayStation. Retrogaming just keeps on getting better. 

l1li P!.yStatIon __ for finally starting to keep pao! 

_ their NTSC oounterparts. Resident &12 ~ out on April 30, 

G"", Turismo May 3 and Tekiren 3 May 30. 

The increasing number of cIodaY Pa.ySUtIoII ......... , that are 
rushed onto shelves prior to reviews appearing. Anyone for Masters 
of Terns Kosi, Rosca( or \IR _ Rocing? Thought not 

Midway's version of arcade _ on !he Alari Greotest Hits 2 

compilation, for not supporting the PlayStation multitap. Sort it out 

The ~ Jeumo Il00, after being told that Namco's Tekiren 3 
team hadn't had a holiday since W<lI1t started on the alUlde version 

two yea" ago, asI<ed: 'What can you rei us aboot Tekiren 4! 

Sort(s initial alterations to !he PAL version of __ . Who? 

What? Wrr(? Where1 and _1 aI SI'rir€ immediately to mind. 

c-.Io _ packed _ scanIiIy-<:tad (and frankly, dodgy­

IooIcing) babes. ~ that's ""'-t you're after, buy a copy of 'Penthouse' 

- it's d1eaper, sexier (and probably has better games coverage). 

GAME OVER 

An American indy car challenge 

www.newman-naas.com www.psygnosis.com 
~-_ -"'-I<_-__ oISoooy~ ~n,.O l," ITfslnooio U ... ... '_ .. _t"' ... ' ............... TM ... . l'eygnoollU ... 
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MEDIA 
A MUTING POINT f OR MEDIA CAPITALISING ON THE DIGITAL fNTfR 1AINMf HT IUVOlUTlON 

Nakia Game phone 
It'S a truth not urllversal~ ackoowIedged 

that CYIt)' about 50% of rrobI1e phone 

?M1!!!'5 actually Ileed !he 1Wngs - the 

rest tlJy tI1em because they It:7.'e 

~~want~to~ 

'NItIl l ..... as.oIcourse.Cf1Iyamattefof 
wne before a pho-)e company octLially 

realised trus fact and explOited it. HenCe 

the NOI:ia 6110 GSM. v.t'IICfI comes wrt/1 

a beY.y of d-..e<se extra features and 
nee ~ giIT1I'!S (ttle UtleS 'S!ae' 
'MerrOr{ and .~. may gve SMle idea 

Of tIletr rather modest stature) mat can 

be played alOne or against another 6110 

0'M'ler VIa Infra-red linK. 

t!he games are of dl.lbll:X.JS 

erteftal'Yner1t vak.Ie. scme of the NOKa's 
ot'ler features 'M p-oye fa' fTlO"e useful 

For stresseo-oot execs obsessed 'Mm 
I'l'9"Ia8ing lI'1COIl1ing calls, IQ( example, 

the 6110gwes a different rirrging looe tQ 

d f1<..'fen! ca:egones 01 numbers srored In 
ttle add'ess b:Xlk (SO It is posSIble to 

d<Scern tre ~ Of \tie cal bV :s 
tone) ltatsoOffefsa'ca~·ft.mct1Qr1 

'Mle"'e IfI1)OI'tar1t oatescan be 8SSJgneG 

an alarm ~ all m,s weren't enough, the 

C<l$IflS IS a g\am::)roos, sIliny t]ue"";'iCh IS 

rn::Jre SI.iteCI to gracing a shnlo:y dress 

Whether thiS IS a recommerdahon a ra 
tS~lD~ 

[80-120 
Nokla 

lel: 01480 434343 

(Jot '" 

O fthere IS o3f¥)I"le out there wi10 SIll /)(.~oeves 

NJflJr3 Tune IsJl,lStan OUtlet fOr COIdcIJl. thIS 

fTlilTlITIOttI cIOubIe CD w : !).It mem ill tIle<r place 

Fearunng OWl' 20 artlSIS. Ftrtmg'l1SI()rl oS a mao, 
freSh ao:1 irl\ilgOl'aung taStef fOr one Of the mest 
II1dependentdilnce IatleIs of the laSt decaOe 

Slipping comfonatliy from tI"le spot-oo Old SKOOl 

e!ectroOf Chocolate weasel's 'MUSIC for Body 

l.oclcers', to SI EtlCMe-eSQue dreamy softDeats 

rSl pped DIsC') and cx:o, Sf1l()('y jCIZZ rRNef of 

Smack). the a::rnpialoon nvaiS Rebnh 7101'~.s 

Sheer ~ ,nSO..JO<n:e IM' It /or the 
samples, if nothtog else. MagnlflCel1l 

• 

Sharp SRS Plus Television Range 
Few people are happy w tn a 1V set an:! 
Cl ooupIe of speakers tnese dayS, rut 
eve'l ~ are prepared to ~ W'1 a 
true ~ 0Ig:JI se:~ fWUfI"8 '" 
~ rear soeakerS. I>S a resurt, 
~~are 

oesoeratety creaIlI'Ig ct"eap 'I'ltme 

onema' 0(lt.(tIS W'lid'l a~ernpt IQ 

~e true S!nOUnd soono ..... ''1,ust 

:toe~SIde~cnl _.-
srwo $ ..nest ra-ae - In! 51 'fl 

and 66 DSSL jH 1VS - getS closer ''1an 

COCKtailS 
Vanous Artists 

Recorotngs of Substance 

most to p-()VI(I ng 8 cheap ard effectIVe 

hOme onema e..;:.enence. The 

CCtl"IPaI'Tfs SCU'(I Retneval s~ 

P'CMdes a ~ jO" SOl.n:l, and 

the cen:ral sutMOOfef lent avaol3bie ill 

the \'WO IaIger setS) beefs lIP the bass 

P!ctIn Quaity IS atso modestly 

moressNe and the auto tune feature 

makes eadl set easy to get up and 

~ I'«lt tile most gIamo'ous 1\'5 In 
tlIsrory, b.Jt fer tJSeI'S rdi just SIWtJ'!g 

OUt on tile roaa to au:IIo VISIJa! rwvana, 
the'{rea weICOrl1e I/'lIrodLJCtx:ln 

prices from £340 
Sharp 

Tel: 0800 262958 
Ot"'tOW 

~ drum'n'bas5 stvIo'Case from Just the one 
ti.J Ia~ ougI1t to be a oretty cre-Sided affair, 

but 'MtI1lW1JS!S as Oivel'se as mo:xl me!Ct\arrts 

!CartlS and maCI gI<m saIe.srTm lames HWNay, 

'COCkUIIs' JUSt aoout keeps flZZlngwmyrigtlt 

tnrough the SlXiy-seYen minUte running time The 

aforementHJl"led HardW<iy tums In some reli3bly 
70s- unged funk on 'Thee Steps Ill' and 'Illustrated 

Mal', and The 0i:Xl TOO' J)rOVIdeS some eQUalty 

IlIa'IfuI grooves to offset tle ~ SOUI"(I:s frt:rn 

~rarrus and ex-&ame panner AJSlICe 

AIWaiS tmc, yet never formula C. 'Coc~1 s' is 

an !deal peek at the SIale of the drum'n'bass art. 
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NlI SkOO 8re<lQ: 
vanou$ Artlsts 

1()1):m 

n he resurgence Of the breal<beat IS one 01 the 

.. best thlrg$ to happen to tile dance scene 1'1 

ages. prt}VIC.irlg8weiCOme resp.te frOOl trosenred 

hOuse patternS;nj at !tie sane tme prOVl!lll1l a 
welcome Jtn~ to the golden dayS of riM! 

It's that hestl, lOOSe enetgythat PlIgrem has 

captured here, using nothing more thaI1 a pair of 
decks to seamleSSly IT1lX up some storming trad;s 

The ~ may t)e lSlfim 1(11 to roost. but that's 
irrrnarenal 'MIen the mUSIC IS of this calibre, every 

SI1gIe one of the tweMa aJ!S possessmg as rru:tI Of 

OWl ear for ~ as OWl eye fOr~. The 
SOIJ1d of genres coIll(!lIl!! has rare)' been so good 

NUMEDIA 

Phi lips Design line Television 
AJthougtl TV marMactlJrefS Inwst a 
great deal of time and effort Into refrl ng 

piCtUre aflCl soul"(! QUality, Ihey remain 

srul:lbonW conservawe In the rleld of 
case deslgr'I. SIOO: blade. pIasoc IS the 

OJrreot que, and will no doubt leman 
iI1 f<M)ur for many years, but Pt\lkpS has 

decided to CluCk. the trenC wth Its rew 
set. the 32PN9S23C. v.1'1ile a 'j)(l'Mje( 

green TV {with matChing cablneO may 
not SOlJ'od IIIce the rrost a:tractNe 

OCCJpOS;tlOn. It'S stnkJng - I I1Q( to 

ewryc.ne's taste 

Sharp HC4500 Palmtop 
TedYIdogy IS 20 aoout rnao.. ng ~ 
QlJICker and smaller 'NIce!" to lOOk at'lS 

Important. OUt - in the adcerta lne ruSh 

that IS buSIneSS W1 the mnelJes • Qulder 

and smaller ~ tai(e oresoence 
TtlS cnnopIe has oost'ed the 

deIIeIoprrent of paImtop Pes nto last 

forwa'tl SInCe me first l<0ItS crept onto 

the sheIWs 18 rronths C@:l. Tlft 
dlmJnUltM! SIZe enatJjes true portatll l:ty 

- un <:e. say. a laptop-yet tI1eyStlI 

t"\aIIe most of me ftn:OOnaIJty of a 

"""'" PC 
snarp has ta~ tIls a COUPle of 

steps fi..rther 'Mm the HC4::o:n. NOt: 

on~ does thiS model feature a 256 

Kamil:aze 
leaNs 

ReCOrOlngs of SUbstance 

What's more rroressrve IS that 

PhIIIPS hasn't ~dropped anold 

ct\aSSiS Into a rew case Boastlng 

P'tlilips' ~tal Clear 3 SUIte r:i pJCtUre 

enhancement technologies and a 
1COiZ. 16:9disPaY. rt also COToes 

c::anpe:e WIth me COfTl)arI(s ~ 
named 'lr1O'edlt*! Surrwnd' syste11 

v.t1dl mmcs a multi-speaker true 
surround set-up 

Impress.ve thOUgh Its credentialS 

are. Edge 'MXlders h(:MI marry readers 

really hanker for a ween TV 

£2COO (with matchlf1g Video) 
Phlllps 

Tel: 0181 689 4444 

OUt ""'" 

COlOUr screen aoo an ~ 16Mb 
RAM, n also comes equipped wrtIl a tlrly 

digital camera tr-at siotsOI1tO the SIde 

am takes 64Ox48O piCtUres 

ItS a dream come lJue for 

jOuTIal~ whO can tIlen sen::I these 

piCtureS'v13 email wth the r text It may 

also proye popular 'MtI1 ~ (Edge 
realty doesn't need to ~I out I"Ir::w a 

uny camera attaChed to the Side of an 
IfIfIOCef1t-looking portable comDUter 

coil aid thIS t')'1:le of irdVlduall W'lile 

the (J.Iabty r:I the snapshots may not be 

up to muc:tI, the HC4500 is teIlainly an 
l'Tlpres:SIVe step 10 a fascnaung new 
'quicter and smaller' dlrectb:l. 

Sharp (800 
Tel: 0800 262958 

00, ""'" 

rf:Tj hEn a rewdrum'n'bass duo cite Frank. 
W Zappa and Ornetle COIet'n<Wl as II"If\JenceS 

)"00 JJSt krOw they ~en't aI::o.Jt to go pop SO ~ 

goes W'th 1CaruS- me beiJUufulycrafted 'Agua Para 

MIs Abue!os' twItS at a IlShter. more organiC SIde, 

but Its a g"ltuer, urban noise that c:Io-n,nates on 
'KarlllkaZe', dlssooant sampes and dattenng beats 

ensuring Itllngs never approach easy~jstefllng 

temtory. lKlllke the Aphex TWin, ICaruSdoo'l 

dIaIlengerla~W<If. T'lI!YjUsl:d1a~,and 

while that l.IItlmateIy makes <amkaZe a nve 

mature ende<M:Jur, It's ham not to WISh for JUSt a 

IfttIe 11&f11 at the end r:i the ttKlneI 

17 



18 

< 

NUMEDIA 
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J J 

The Lost World 
A11tn#l unlikely to be remerrbered as one of 

the great anema'JC rnasteqlIeCeSa all tm!, 

5p1e1berg's collectJOn 0/ p-e:lictabIe set-ptOCeS 

1'TIaKe5 perfect hcme entertainment 

The plot is 1I111ke1y to v.1n afrt awards: four 

years on Irool tits ()'I8II"IaI drsastrcus <inosatJ"­

breeding ventlJre, JOhn Hafrm:lI"Kj la clearly 

oesperatlHor-cash Richard Attenbor<l'41l) 

revealS that a 'M1Oie set of geneoca.1/y ~lCated 

creatures has been ~ freely SI we..- a 
second iSIaro all ~ aB:! \tie scene IS sellar a 

se(0fl(I catastrophe-141ed episode 

TI\at the lim lacks substance is not trI doubt. 

1l1S.~. a marvell(JJs~)'enter\alllll'l8 
speoacIe. The QU<}j'1Y 01 the CGI seQJenCeS IS 

again groun:Hxealung - all of the dInosaurs look 

EM!" more C()I'Mf'1C1'18 than they did v.t1en 

cortl'led wn:twl the electrife:l tences Of the firs!: 

.uassc Part. Just as effecWe, trough not so 
grO\.lr"dbreal:Ing, IS the OfS sound. thOugt1 thIS IS 

best ream on a fijI surround SOlX1d fig 

The ~ny 0/ the reprocU:uoo 5e!VI!S to 

enhance to the effect ThIs is where the 

LasefDsc fO!'1l1at excels, Witt1 a ~lf1Cently me 
ard Detailed 185:1 framed mage l'lC:o!Jx)raung 

~ coIotJ' repnxl.oc:bon. 1lIe soood 

co 14AeI i "" Its the VISUals 'Mth a woooertully 
~mic stage (ioCIudn'lg a ridiruloust)' deep bass 
extenslOO) ard likety to leave arJ'y'OOe Who has 

only experenced the CI)'lllreSSed VIiS SCl.IIlO­

U'ack tTUy Irl <me cl tnIS fCm1at. 

Directed by 5teven Splelberg 
PloneerlUntversal 

['" 
OUt now 

r; j) 'I rJ 11) 

Music Studio 3.0 
~ of a WKIe range 0/ !TIUSIC authou'1! 
s:ttware, MagP(. has seen fit 10 expand the 

talents 0/ Its bJdget offering. MuSIC Studio 3.0 IS 

Spht Imo tw:l pans- a 128-trad: MIDI seQtJef1Cer 

and an 8-traCk hard diSk at.Oo recorder - but It'S 
the MOl sequencer that torms 'IS roost 

~attrocuorlltlStxltt1 ~and 

beguIlingly ea~ to use, as well as being stacked 

'Mth useful tools such as a wtuaI dnm rnad'w1e 

am y,.tIa( ~ calls a 'PIano ReI EdItOr'· the 

rrusicaI rote eQurvam d a dfI.m machine 
There's also enougt1 fne control on offer In 

the M(lI sequencer to allow the creaoon Of 

professmat-q.Jarty tracks - nctxI:ng the 

concep! of parent and chlkl.lst:unem patterns 
and superbly easy pItCh-bend editing -and sane 

handy higtI-end featlxes il the auGtO recorder, 

lOO, SI.x:tl as a QUar'III:Sef 'I.tlidl can be used to 

dean up ant narnfistedness v.tIich rT'IIgtlt creep 

Into the user's MIDI k~d playing. it's also 

]XlSSible to fDdle arouocl ~ musical scores, 
ShoIAd you so 'MStl An:j the so'tware also 

~ It p-etty decent rrorer 
11'1 other 'MXds, it's the buslness-v.t1~e It 

prOVides a graphiC illustratIOn Of Yht the muSICal 

cx:rmuvty IS so taI«!n 11,' MO. It 'MlI'i't put mud'I 

Of a dent 11'1 the wallet (partlClJl<I1y for thOse wI'IO 

already CMT'I a MIDI KeyIXlardl. Respect to Magi:x 

for that. At the pnce, MUSic StudIO 3.0 is a 
1OOSI-NYe for an,'OOI! WIth amaoons to take the 

I'TUSIC v.OOd t:Jf storm 

Published by Magix 

Developed In·house 
[40 

OUt IlO'N (PC) 

r:I ased around the Iabe!'selectro-fIavoured 
L:J dub night of the same name, tI1is goodie 

bag of allltqs eIectrooicaIty flrlky IS Iurthef proof 

that the best CUTent truS!C IS that WIth an 
appreaauood the CllglOSd rave, Opener 

'Mefcedes Bends' from Chamber illLlStrates the 

pomt perlectjy, before g~ wa-J to Aux88's 

respectable rernx of L1IIJenI Gamler's serrwlaI 

'Cnspy aacon' and other In-spllcoo treats, These 

include Old hand LoI HammOt"(j. appeanng in boOl 

QrI EatS BOy and Orum Club guISeS CKlIy the 

~1l'WIIITI8IIsmp-eyentS1tm:m~ 

QUIte as much as 'New SkooI Steala' 

• 

lJ () r 'I ~ 

Growing up Digital 
'M\at scares parentS rrost. aoout the IIlteITIet - the fact that Itiey 

(Ion't IXIderstand 01, or the fact that their dlildl"en d01100eed the 

Net GeneratlCtl-1tle posr--batJv bOomefs wI'IO take teChnolOgy 

for granted - I1CIY.' use Pes and web brc.vsers m Itletr SChools, at 
home and in bu:SIIlesS. while their elders 10();:. on bewildered. Ttlis 

IS the firs! generatIOO to ha'.'e a !tUy gIOOaI perspectNe. A 

generatOl whlCh~. make the next centuIY ItS a.vn 
SO hem shOuld SUCh an in1PQrtant SOCial sI1IIt be dISCUSSed? 

Luckily Tapscott manages to avDId bo\tI the hypert)OIe Of pop.JIaf 

soenceand the stI,!ed ac.ademIc tone Of a IeXtboci:;, nstead 

present1rT6 the factS 'Mm the aKI of oYef :m net-gen nterVIeWS. 

Tl'IrO\Igt1 debate WlOl them, he dlSPl?ls an the ~Iar ~ 

aIXIut the Internet and ltSeffectsooyouog peqJIe. lOrer.arTllle, 

the tfOO Idea that the WWoN sadOlcl~ and ftiedwtt1 

porrojp"~ IS erro'IatX:aIIY refuted 

T~ aI"d emIOentIy readable, thIS IS a tour de force whICh 

shOuld be read 11,' pa~ teadlefs and p:ky makers abke. 

8-year-d:l 01nst0per HOlJSeflstateS. 'to me, ~ ~dog:.taI 
means tIawll fIXl YbIe yotIre IeamiIl( ~ a cxmnendabIe 

1I:IeoIO!ri, Edge v.tn:lerslfOYJSI~ <S~ ChJffed that his 

parents ha'.el·t tv.1gged that he can IUIGTA behind NetSCape 

Disco 2000 
NOt 1Crrga'ter her CJngII'Iat 'ChEmea' generatn'l' ~< 

'DISCO 8Iscuts', 5.YctI Omocn IS back WIth anott'Ier seIectJon 

Of ShadcMy taleS pemed tJt a b'oad selection Of ~ visionary 

WOfdsmths.1>s the boo(s title suggests, the stJI¥Ct matter here 
IS New Year'S E\<e 1999, but (Ion't expect dream crtIISeS, parties 

on Bond: beach or a r¥'« t'I froot. d ~ Deaytorl's rnIIiemaI 

knees up -this IS dar'Ic temtory ta:q in eo.oerythq from reti&»US 
ct.tts an:! femtl q..oeens, to netheadS and, of coorse, drug crazed 

psychos.. But.....nat can cne expect from a book v.t1K::h puts goth 

horl'o' mc:narch PotJI;Tt Z Bffie beside ~ /unJrtst NeaI 

~ and Ex-Klf frtll!man Bill On.mrra'ld? 

Beycn::l the natCOOC hIStrionICs ~r, tie sane astute 
themes. rldeed, the ~Iar idea that 2COJADWill represent a 

~ S/'lIft In I'II.mI'uty's perceptiOn Of the WOfId IS often explored 

n great ~ here. Pemaps DoogIas ~ and 00JgIas 
RuSI'Ikoff have the best grasp of.....nat this rTff.)tlCaI bme means­

their wrrurrg aiways has a relevant SOCial ccotext, ideally SUited to 
the sutlject. HcMoever, asa 'o'ehcIe for shOO ft:tJon in gener~, the 

rT1Iemun pro.oes a perfect YehIde EWI)Qle IS Itbnlang abWt 

I\, everyone has &elr own ideas abWt I\, but few 'Mft have have 

COOSIdered these bizarre scenafios. Read them and o,wep for the 

futlKe or. at least, v.nat's left dll 

EDGt!· MAY 1998 

Don Tapscott 
Publisher: McGraw HIli 

ISBN: ()'()7·063361·4 
Price: [ 17 

Edited by Sarah Champion 

PublISher: Hodder Headline 
ISBN' 0-340-70n1-2 

Price: [7 

SIand ReaJrds' ~ fcxfl.! into laid-back. 
dance seems even more mellcM'thao usual, 

pert\apS In an effort to COtJnter the abundance of 

breaimeal o:rnpllatlOOS curentIy atIY><Ilt18 recorcI 

Shops. What ')<lU get. m, IS twO cos worth Of 

sultry. often expenrnental cuts, taking: in the 

p:JiiShed funk-jaZZ of Blaze's 'My Beat ', the Iattn 

I\a'.oxs of the Tala Qunet and a parncuIar1y chilled 

ruong for Ron: SIZe 11'1 the Shape of 'Ba!leI Dance' 

~11gtIts though afe 'Cootrazoom' a v.erd 
ordlestra! }azz 'Mrt-out and Fused Up's dance 
~ofthecatraneda:SSIC. 'mp'eSSIOIlS' 

EVef1 the pad(agIng is ChIc.. 

The Rt!birtl1 of COOl seven 
Various Artists 

""'" 
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EDGE'S EXAMINATION OF THE INTERNET AND ONLlNE GAMING SCENE 

Players can customise their 
character's physlcalappear.nce 

Asheron's Call 

m ill Gates has scaled back his ambition to own the 
• world. Instead, he's creating his own, 

Asheron's Call, which is being developed for 
Microsoft by Turbine Games, is a persistent online world In 
the mould of Ultima Online and Meridian 59. While those 
games have their had problems (culminating in the lawsuit 
filed against Electronic Arts/Origin) they've also shQl.V!1 that 
graphical MUDs can work and turn in a profit 

One of the biggest criticisms of these online games nas 
been the difficulties faced by new players. Hunting for 
beetles and rabbits while avoiding murder by experienced 
players isn't much fun. Asheron's Call will tackle this 'Hith a 
'big brother' system, in which new players will swear 
allegiance to older players in retum for protection. 

There are no set rules - players offer their services to 
an older player and barter for what they get in retum. This 
principle of strong incentives to co-operate or compete is 
Turbine Game's guiding light As in Ultima Online, players 
are encouraged to specialize and work together, although 
there's no talk of carpenters or butchers as in Orgln's world. 

Cr.phically, Asheron's Calfs first· .nd third·person 
perspectives resembJe those of ]oo's Meridian 59 

Asheroo's call also attempts to keep knO'Nledge 
valuable. When someone makes a discovery in an onhne 
game, it is usual~ broadcast. That's one reason why it's so 
hard to keep a game fresh - there are few secrets. Turbine 
Games is addressing this with an appeal to another base 
instinct: greed. Magic provides a good example of how &IIS 
will work. All spells have a power rating, and whenever a 

player casts a spell, its power is weakend for everyone. If a 
new spell is discovered, it's logical to keep quiet 

Perhaps the best reason to look out for Asheron's Call 
is Its association with Microsoft; bad games can be brushed 
under the carpet but the stench of poor online games 
tends to linger. The Ultima Online farrago should provide a 
compelling reason for Microsoft to get it right first time. 

Asheron's Call is now in Beta test A demo version is availa~ from www.turbinegames.com/ asherons-clIlI. The same will So 
live in the States via the Microsoft Gamins Zone in Summer. UK date release is stalled until the launch of a European server, 
which is currently slated lor Autumn. The charsinS structure is as yet undecided. 

Flash Grandmaster 
'it uake has its first professional. 
... February saw Dermis 'Thresh' 
Fong (who has already won a 3 
Ferrari 328GTS from id Software's 
John 0Irrnad<) w;n 1he first deathmatdl 
Quake finals of the Professional 
Garners league in Seattle. He 
pocketed $7,500 for his troubles. 

'Competing in, and winning, the 
first PGl championships was truly 

unforgettable: said Fang. 'The 
competition, the venue, and the fans 
all combined to make this by far the 
most ImpressIVe computer gaming 
event I've ever seen.' 

To the surprise of many of those 
fans, the finals produced some 
excitement when his opponent, 
Reptile, actually beat him in an early 
round. The event was Webcast live, 

Webcast highlights from the Thresh versus Reptile PGL fiNd. Dennis 
'Thresh' Fang is the psychop.lth dN!ssed In the fetching green Jumpsuit 

enabling some 10,000 watching 
Quake players to rott their eyes and 
mutter: 'I could do better than thal..: 

Sadly, as is so common in the 
sports 'NOrld, the victory was marred 
by controversy. The furore centered 
around Fong's involvement with 
Gamer's Extreme, a company Fong 
set up with his brother last year, 
'Nilich was hired to assist with the 
administration of the PGL Although 
Fong derived no unseemly benefits 
from his association with the 
company, he decided to act after 
complaints from other gamers. 

A company statement said: 'Mr. 
Fong has dedded to renounce these 
shares in order to avoid any potential 
perceived conflict of interest in his 
new1y chosen career path: full-time 
professional gamer and member in 
good standing of the PGL' 

For more information on the Professional Gamer's leasue, visit the Web site at www.PII.nel Sadly, there are no plans as yet to 
launch a European version of the competition . 

• 
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Men are from Mars. Girls 
are on Satum 
Many Japanese game obsessives 
began 1 998 pledging to meet more 

girls. It's April, and some will have 

fulfiled their resolutions already. 
'Virtual' women smile coquettishly 

from the shelves of Japanese game 
stores, boxed and badged as 'Girlfriend 
Simulators', Having sold games for 
years with advertising artwork depiding 

shy, beautiful nymphets, certain 

sections of the game's industry have 
elected to cut out the middle-women 

and just sell the girls instead. 

Originating in PC sex and titillation 
software, the new games have already 
found a platform on the Saturn and 

PlayStation. The most popular title is 

Sentimental Graffiti, from NEe 
Interchannel. Released on January 

22nd, by the end of the month it had 

sold 159,137 copies, a pretty good 
showing for a Saturn game these days. 

The roots of the game lie in 1997's 

'Sentimental Graffiti' Japanese 

ammation show. 12 cute female pop 
stars from the lV show swamped the 

media, appearing on lV, speaking on 

the radio and giving concerts and 
merchandising sales all over Japan. In 

Akihabara, it's possible to find replicas 
of their costumes in specialised shops. 

At first glance, Sentimental Graffiti 
looks like nothing special, consisting of 

simple 20 illustrations married to SNES 

RPG-style text messages. 
Rather, the game's popularity lies in 

Its 'gameplay' as the slobbering gamer 
must hunt down 1 2 female characters, 

who represent the young popsters 

(their voices were provided by the 'real 
life' pop idols). Players have a wallet 

stuffed with cash, which they spend 

over the course of a year as they 
pursue the objects of their affection 

across Japan. When the money runs 

out, the joumey ends, though a little 

Sentimental Graffiti is a pretty off-key kind of game, even given that its being lapped up 
in Japan, a country...mere off-key simulators are currently exploding in popularity 

• 
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The Sentimental Graffiti lV show features 
the hugely popular 'Girlfriend Simulators' 

extra money can be obtamed from 
taking part-time jobs along the way. 

Should any idol be foolish enough 

to part with her phone number, the 
player can even phone her up and 

hassle her some more. Using the 
unusual method of accessing various 

menus (rather than a well-worn copy 
of 'How to Win Any Woman's Heart), 
the eager lover can obtain a detailed 

profile of each potential date and 
expertly choose how he wishes to wine 

and dine them. He's even got a diary 
to keep track of every rendezvous. 

Sentimental Graffiti is bundled with 
a data CD-ROM containing extra 

illustrations of each idol and live 

footage from their concerts. With so 
much crammed into the package, 

these simulated girlfriends must be 
cheaper than their real-life £ Japanese counterparts ... 
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Late night TV debut for D2 
Warp's much hyped 02 has reared its head once again. This 
latest sighting came unexpectedly on Monday, March 21, at 

midnight, when trendy 1V show Tonight 2 on Channel 10 

broadcasted a special issue about music used in, and 
created for videogames. 02's creator, Kenji Eno, announced 

that he himself will be composing the music for 02 - he 
has a difficult ad to follow in the form of acclaimed The 

Piano' composer Michael Nyman, who created the music for 

Warp's previous Saturn adventure, Enemy Zero. 
Tonight 2 seized the opportunity to show the opening 

FMV movie of 02 to the Japanese public. 02 was originally 
developed for the Power PC-based M2 hardware, but fell into 

development hell upon the demise of Matsushita's much­

maligned console technology. The official rebirth is now being 
forecast for May 23, when Eno will officially introduce his 

game to an eager throng of 5,000 people in a theatre in 

the heart of Tokyo. 
Pos reported in E56, 02 is 'Nidely rumoured to be headed for Sega's 
n~ console, Katana - after its initial destination of Matsushita's M2 

Top at the Shops Odd Men Out 
Edge charts the ten best-selling games in Japan over the past 12 
months, up until January 31, 1998. The figures below show the 

dominance of the consoles in the Japanese market (Figures 

courtesy of Digital Media Insiders). 

It's a difficult game predicting winners in the Japanese market As 

usual, some of Europe's most popular titles have failed to impress, 

but who would have picked Moria Kart 64 to sell only a hundred 

thousand more copies than Densha de Go, Taite's coin-op train 

I. h,..,. SUiUktn ASOI, PlayS1a!lOl1 

1. FiMI f.1ItUy YII ~, ~ 

1. GniIWl Turls.o SCE. PlayStato'I 

4. Mllln. 110 CoIf SCE, PlayStatlOn 

S. Fln.1 f.ntllY T.dles $qaure, fiayStation 

6. BIo·H,uN 1 Capcom. PIaySwion 

7. Chocobos Mr5tery Dunl_~, PlaySlatlOI'I 

L SlI' Frontier 5qJa~ PlayStaOOn 

t . Podt.t Monlter Rtcl N,ntencio. Game 80¥ 
10. Podtlt MOfIlter erHII NlntenOO, Game Bov 

The Bold and the Beautiful 

sim conversion. (Total sales until January 30, figures courtesy of 
1,760,564 Digital Media Insiders. Dates denote launch of title.) 
1,630,014 

I,S19,163 Mario K.rt 64 NII'lIendo, N64 (14/12/1996) 

1,468,0..9 Dlnlh. d. (;0 Tarto, PIotptalXln (16/12/1997) 

1,313,570 er.nd" Sega, Saturn (16/12/1997) 

1,293,976 Yoshl's St"Y N,nteodo, N64 (21/12/1997) 

1,056,666 Dktct,. KINI, R.IIdnl Nlnteodo, N64 (21/11/1997) 

1,019,905 •• kuMtsu Bombenn.ln Nmkndo, N64 (26/9/1997) 

1,011.905 Y·Rllly '97 Spike. PlaySr.rtIOn (06/01/1997) 

976,223 "',.no Hyper Olympics Konami, PlaySr.rtIOn & N64 (16/12/1997) 

742,792 

620,605 

362,214 

224,864 

219.711 

196,171 

60,269 

43,649 

.... 
Z 
w 
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Toshinden creator Tamsoft is running a series of odd·looking adverts (below left) for its forthcoming polygon·based PlayStation RPG, Knight 
& Baby, Mean....mile SquareSoft's RPC·style adventure Parasite Eve exposes the shoddy efforts of Western female charader designers with 
this ad featuring the game's beautiful female protagonist (bekN,o ngllt). The game was well-re<:eived ....men it was released in late March 
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T
he Chairman of Infogrames 
Entertainment, isn't an easy 
man to pin down. Forever 

moving and shaking. he's never far 
from his mobile phone or the next 
hotel. In conversation, he's equally 
prone to wanderlust. His chirpy, 
compelling rhetoric ranges freely over 
everything from branding strategies 
to the philosophical meaning of 
games. Indeed, his enthusiasm for 
games is extremely rare in a man of 
his seniority, and sits uneasily with his 
reputation as a !X)We:r businessman. 
intent on forging a European rival to 
Electronic Arts. 

Combining a global perspective 
with a grand vision, Bonnell excels at 
dinner conversation. Edge chews the 
fat before he heads for the airport ... 

Edge: You must be feeling good 
at the moment. Infogrames Is 
back making headlines In the 
games press. What happened 
after Alone In the Dark? 
Bruno Bonnell: We have just been 
working in the dark! 
Edge: You seemed to wander 
off Into the education and 
edutalnment markets. When 
did that end? 
BB: The first step of this rebirth was 
the association with OCean. We 
decided we should go straight for 
games, and be proud of being a 
games company. Infogrames means 
entertainment now. 
Edge: Why did you go In a 
different direction in the first 
place? Was It because of the 
slump In the games market? 
BB: NO, it was roore because the PC 
was becoming a family machine­
from games to productivity, to 
education and reference. We were 
kind of shy of being just a game 
company. 
Edge: What led you to acquire 
OCean? 
BB: We had a hard time getting into 
the English market. It was very 
difficult to break this wall, and OCean 
was, and still is, one of the big 
players. And I like its style. I like the 
very basic approach of the games­
teenager·oriented action, faster 
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reflexes; we can be too philosophical 
sometimes. We're too 'Frenchie'. 
Edge: So you agree that there Is 
such a thing as a French style In 
videogames? 
BB: Absolutely. I mean, what is this 
French stuff? It's the same with New 
Wave in the movies. people don't 
care if it's French, Indian, you know ... 
Edge: But don't French games try 
to be a little different? 
BB: Yes, but there is a limit to the 
exercise. The danger is of falling into 
the trap of just doing nice graphics, 
showing you such sophisticated 
things that you can get lost in the 
complexity of the visual design. 
Gaming means going back to the 
basics sometimes. 
Edge: What are you spending 
most of your t ime dOing at the 
moment? 
BB: Trying to make the viSion real. We 
have people in Tokyo, Shanghai, 
Brazil, and all over Europe. I try to 
show them the common viSion. 
Edge: How many people In total? 
BB: About 800. 
Edge: How can you possibly 
present such a huge company to 
the public? 
BB: The strategy is very clear. 
Infogrames is the label we are going 
to be using for publishing and 
distribution worldwide. Then we have 
the brand strategy. Ocean is the key 
brand - our teenager action games 
brand. Then we have a family brand, 
which is Infogrames for the moment, 
but that will change. The family brand 
will hold the licensed characters for 
different segments. 
Edge: There's an argument that .. 
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... big companies buying up large 
parts of the Industry will 
ultimately mean bad news for 
the consumer. 
BB: I obviously completely disagree 
with that. I think it means that these 
customers are going to have a lot of 
access to the talent. Nothing is 'NOrse 
than this brilliant game staying on the 
shelves in the UK, and never being 
shown worldwide. By having the 

structure to put this product 
everywhere from Tokyo to LA, this 
product gets the chance to become a 
real number-one seller worldwide. 
Edge: Just to recap briefly. what 
happened with Mission 
Impossible? Why the shift in 
development? 
BB: Well, VoIflen we acquired Ocean, 
we aCquired a team which was 
working on MiSSion Impossible. The 
design was interesting, but far too 
complicated. We tried for about six 
mohths to explain to them that it was 
a technology dream. It was a hard 
time, because we couldn't really get 
the communication right and I ended 

up telling them to stop it. We 
decided to move everything back to 
France, and fundamentally 
re-engineer the product 
Edge: How does that kind of 
decision go down? 
BB: You know, when you feel you 
have the right global deSign, and you 
have the right people to handle it. 
you have to be tough sometimes. 
SOme people are leavin& and some 
people are disappointed, but you've 
seen the team today_ They're excited 
and they're really hard-working. 
Edge: Mission Impossible Is 
quite different to Alone in the 
Dark, In that you've had to buy 
the licence. Wouldn 't you rather 
be creating original characters? 
BB: Today, our licences are about 
tIJ per cent of our sales. Yeah, you 
can look at it as a problem in terms 
of not controlling your ()'NI1 franchise. 
That's not the way I lOOk at It. 
Edge: Why Is licenSing still such 
an important issue these days? 
BB: In order to create an anginal 
breakthrough game today, you have 

to meet three conditions. one, you 
need a good game and a good 
concept. It'S the most Important one 
by far. TWo. you need a sophisticated 
distribution structure. But more 
importantly, you need to achieve the 
highest marketing eXlXJsure. When 
the Infogrames board is deciding 
whether to dO an anginal game, it's 
just not looking at development costs 
anymore. That time IS gone. 
Edge: Let's suppose the board is 
considering two games: one 
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original, one tied to a licence. 
What are the pros and cons? 
BB: we can spend $2m or $3m 
developing a product. HOW much 
rooney do we have to spend to give it 
proper worldwide exposure? V-Rally 
was up to $6m on marketing only, 
but that's the way to make 1.Sm 
units in Europe. SO how much money 
do we have to spend to make this 
real? well, S6m or $7m. HOW much 
would it cost us to licence Mission 
ImpoSSible, James Bond or 
something like that? Definitely less. 
Edge: It's a cost Issue. 
BB: The exposure we get from a 

li~i~~~ti~ii'~i~gi~i~~;~~~;;;;;;;;;.l.ClI----------'icence is more cost-effective than 
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launching the original product. We're 
going to spend much more money 
on space Circus and I-War than on 
Mission Impossible. Don't get me 
wrong, I'm not telling you that 
because you get a licence, the 
product is going to be a success. I'm 
telling you that if you want to expose 
a great game, a licence is an 
interesting marketing idea. 
Edge: But with a licence, you 
lose out on other possibilities. 
BB:YeS, when you own the franchise, 
you own the property. But what for? I 
don't think there is really a future in 
reproducing the same franchise all 
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over again. You can do two or three 
sequels but at some point - a'!!!:::==== 
we've experienced this with Alone 

the Dark - you need to change. ~~~~~~~J;;;; 
Edge: But Mission ImpOSS/~~/e~I~S ______ ~~~~~~~~~~~~~~~ !:!l:';;;l': an old licence. Can't you equally 
well turn old games into movies 
once they're proven? 
BB: It's the other way around. You 
need to think at the very beginning 
that you're gOing to do the game, the 
movie, the txx>k. You can't look at 
how the game is doing alld then try 
to negotiate a movie because he will 
just tell you: 'Okay, hQIN many units 
did you sell?' A million units. 'Oh! 
Good. In how many countries?' 
Worldwide. 'Oh! Good. When?' Too 
years ago. 'Oh! Good. SO it's gone, 
then. What's your next project?' 
Edge: Do you have broad Ideas 
of how gaming should evolve? 
BB: My vision now is that gaming 
should be in the constitution. Eating. 
voting, working. gaming. It is 
definitely one of the key 
developments In the society of the 
future. In gaming, you learn skills that 
will help you become a social person 
of the next millennium. I really 
believe that. 
Edge: You sound passionate 
about it. Edge loves games, but 
it's still hard to believe that they 
are really be teaching people 
Important skills. 

B8: well, I remember that to get into 
the pilot training in Japan back in 
1988, they would ask you your score 
at Super Maria on the SNES. Yes! It is 
definitely a good way to test your 
anticipation and your co·ordination. 
Look at simulation, look at adventure. 
Gaming is definitely developing skills. 
TV is dead; the TV society is dead. 
Let's go now into the interactive 
society. The core of the interactIVE! 
society is the game. 
Edge: Are games moving fast 
enough to match that vision? 
Gaming seems stuck in a rut. 
BB: The real Spielbergs of 
InteractMty are not even born yet. 
We need a new generation of game 
designers creating things. We just 
Cclnnot catch up with the technology, 
it is going tOO fast. We are always 
talking about more polygons, more 
speed, more memory. We have not 
explored the 16bit technology yet 
and we are already on 64bit. The real 
breakthrough is the understanding of 
the 3D world. 

Edge: Agreed. 3D is proving to 
be far more than just cosmetic. 
BB: We've seen this at Infogrames. It 
took us a long time to understand 
the design of 3D because you are 
really opening up new dimensions. 
The player is not just going one way 
like in the scrolling screen, he can go 
any.Nhere. Maria 64 was really a 
revolution in that sense. 
Edge: Alone in the Dark also 
pioneered a style that inspired a 
host of imitators. 
BB: Yes, Alone in the Dark was 
definitely a revolution. Resident Evil 
in my mum is not a copy, but It IS 
definitely an Improvement. 
Edge: How did you feel about 
capcom taking your formula and 
capitalizing on it? 
BB: well. we should have done it 
ourselves. It is our mistake 
Edge: Why didn't yOU? 
BB: Just lack of vision. Sometimes 
you are out of focus. Outcast is the 
next step into this direction. It took 
us five years to really find a new way. 

Edge: Outcast is also notable for 
Its voxel graphics engine. How 
important a role do you think 
graphics play in games? 
BB: Graphics are not representing 
reality. but they are representing 
what IS in your brain when you play. 
It is a completely subjective 
environment. That's why I don't 
believe in video in games, for 
instance. video is bullshit in games. 
Video is about storylines - it's all 
about representing a reality. 
Edge: How can developers adapt 
to the new challenges of 3D? 
BB: A good designer is someone 
who can anticipate 'Nhat the gamer 
is going to experience. He naturally 
closes doors that just don't make ... 
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.. sense. say you build a 3D world and 
you have frve doors. Do you want to 
build five worlds behind these frve 
doors? well, yes. but think about 15 
doors - it's a little more complex. 
How can we drive the player 
naturally, so that he will never have 
the idea to open this door? A chess 
player will never make the wrong 
move, because he knows that the 
player facing him is going to take 
advantage of that. The game 
designer is already playing WIth his 
future customer - the game of 'what 
is going to be 'yQur next move?' 
Edge: Where will you find these 
new games designers? 
BB: We are going to see people born 
and raised with games as their 
natural culture. When I tell you that 
TV is dead, it's because their 
reference today is not TV. It is not 
sitting in front of the television show 
and listening to the world. I can zap 
15 different channels at any time. I 
can listen to MTV; I can read my 
pager; I can listen to my portable 
phone/radio ... I can do anything. 
When I say that TV is dead - of 
course it's stiU alive for quite a long 
time! But mentally, it's not our model 
of interactivity. 
Edge: So you would rather play 
games than watch television? 
BB: Absolutely, and I bet you that 

people will make this choice more 
and more. It's a political issue. The 
radio and television is a very 
interesting mass-market Information 
system, but It'S not a very good 
mass-entertainment system. When 
you realise this vision, tllen you say, 
'Okay, we don't want to be slly, we 
must be very proud of tllis. This is tile 
future, so we better invest in it.' 
Edge: How have you gone about 
investing in this future? 
BB: We needed a distribution 
structure that was solid enough -
Philips Media - and now we are 
talking more with talent. We try to 
explain that we can give them a 
structure, so that they can express 
themselves correctly. we're not 
interested in buying talent. Nobody is 
able to buy talent: It'S not something 
for sale, it's something to seduce. 
Edge: What do you think of 
Gathering of Developers (GOD] 
and its idea that developers will 
run their own affairs, releasing 
games only when they're ready? 
BB: I think that the deal between the 
developers and the publishers and 
distributors has to be a deal. It'S not 
like an endless story: 'I'll just see 
what I'U do, caU me next time and 
give me ten million dollars, and J'U 
work on it'. No wayt When we say we 
have a proJect, it's a contract. Jf you 

want me to tell you about my project 
15 years from now, I can do it. I can 
tell you that computers by then will 
have so much memory and artificial 
intelligence and cameras that will be 
able to identify your body ITIOIIement. 
Yeah, I can dream. But let's be real. 
we're talking about a market here. 
The market. specifically on PC, is a 
moving target of technology. If you 
don't shoot at the right time with the 
right prOduct. then even if It's a great 
concept, forget it. If you're too late, 
you're too late. 
Edge: Is that what happened 
with Heart of Darkness? 
BB: Actually, that's an interesting 
thing. I call It the problem of the 
surfer: If you're miSS the wave, you 
stay here. If you're before the wave, 
it's crashing on your body, and you 
go nowhere. You want to be on the 
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right wave. With Hean of Darkness, 
clearly the technology at that time 
was not realistic. If you design a 
mass-market game With this 
technoiogy, you'd better wait till the 
mass market is ready to buy it. 
Edge: You do seem to be 
designing games In a mass­
mar1cet mould. Outcast and 
space circus seem more like 
console games than PC games. 
BB: We're trying to show the way. 
Today the consoles are not as 
sophisticated as the PC in terms of 
technical performance, so for me the 
PC is kind of a big R&O department. 
It'S an autO-financing R&O 
department, because if you do a big 
success on the pc, it definitely pays 
off. But the pc IS a big laboratory for 
us. SO now, looking at Katana, for 
example, we are beginning to see 
machines that are getting closer to 
the pc style. All this R&D effort won't 

i;;i~;;;;ii~~~~=ii:=;~~~;~~~~~~~~::- be wasted. It Will payoff on the next 

wave of machines. 
Edge: But companies like 
Nintendo, square, sony and 
console developers are pushing 
enormous amounts of money 
into R&D too. Can you really 

.-

compete with them financially? 
BB: It's not a money issue, it's t/1e 
game, the vision and Identifying the 
ta lent. If it had been a money issue, 
then Infogrames, Eidos or Electronic 
Arts would never have existed. we 
had the likes of Time warner, Philips 
and Murdoch coming in. 
Edge: That's true. Money didn't 
buy them great titles. 
BB: The game is completely open; 
tt's not a money issue. If you have 
the right ideas, the right people and 
you focus your energy on something. 
you may win. As the Japanese say: 
there IS a will, there is a way. M'f will 
is pretty big, so we'll find a way. 
[Laughs] I am very serious. We are 
seeing the birth of a major industry, 
with absolutely new players £ 
and no reference to the past. 
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PR ES CR E A ROLL CALL OF THE NEWEST ARRIVALS IN THE WORLO OF VIDEOGAMING 

I 

New oetalls have pushed 
the game to the top of 
Edge's wish list. Should 
set a new high for the 
N64'S graphical abilit ies 
(and help Its reputationl 

Picked and mixed 
Tactical and strategic elements are permeating arcade-style gameplay 

O t is widely accepted that game developers will continue to try and push the graphic capabilities of 
pes and consoles to the very hmlt of what IS technically possible, But fortunately, there IS adequate 

evidence to suggest that this perennial obsession is gradually becoming complimented by advances In 
game design, too. Many game genres are now packed to capacity with reasonably good facslmllies of 
popular titles, increasingly there are only two directions to lake if a title is to be noticed by both press and 
punters: be the beSt, or be different. And naturally, the latter is more attainable. 

Actlvision's Battlezone (testscreened E57), DMA's Grand rneft Auto (E52) and 5ega's Somc R (E53) are 
examples of the innovative blending of various genres, and this approach is clearly a good way for 
developers to successfully create 'different' games, But the design trend that holds the most potential is 
the introduction of strategy elements into more mainstream genres. BatrJezone is perhaps the best 
exponent of this 'mixed-up' approach, taking a Quake-style first-person shooting game and overlaYing it 
with tactical elements (similar to those found in Westwood's Command & conquer). However, the term 
'tactical' can be applied in more oblique ways to describe advances made in videogame deSign, such as 
the planned approach required to complete some of the levels in Rare's GOldenEye - taking out the 
security cameras to prevent being captured is just one example, while the completion of most levels 
requires pace and some degree of planning - gOing in guns blazing, coin-op-style, often means suicide. 

This less-obvious integration of strategy into mainstream (and more Importantly, console) games is an 
area of game design that Edge expects to grow significantly Konami's stunning Meral Gear Solid (revisited 
on pas) is currently redefining what can be expected from the action genre, with Infogrames' Mission 
ImpOSSible (p38) trailing in its wake. What makes these games so engrossing is the increase in the player's 
immersion and interaction within an environment. For instance, to succeed in Metal Gear SaNd, the player 
must be careful when hiding in in the cold outside where Snake's breath might be visible to the enemy. 
Hand-to hand combat, to prevent attracting unwanted attentiOn, is essential too. These may seem like 
small steps to a videogames OutSider, but the ability to outwit non-player characters is a leap forward in 
game design - leaps that are beginning to cover greater ground With each successive attempt. 

Gold.nEy. chanled dewel0p!rs expectations of what a console title could be. Konaml's Metal 
Gea, Solid and Infocrames Mission Impossible are picking up the baton and runninl with it 

Smol(lng can damage 
your health - in Metal 
Gear, at least. Light up a 
cigarette and watch yo",r 
health meter fal l. This is 
gomg to be very, very big 

GhOst's on' Goblins. 
Ghouls 'n'GhOsts and 
Super GhOuls 'n' GhOSts 
on a smgle CD? 'Nuff saki 
/942 and 1943 arrive first, 
though, on Generation 1 

Pyros' game remlncls of 
the Amga claSSIC cannon 
F,odder - but With more 
detail and depth. Edge 
hopes the latter doesn't 
translate to 'fiddly' 

The early code features 
dark character deSigns, 
a powerful 30 engme. 
and Innovative touches. 
CaSllevama fans will 
love the look of this. 
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E$1'::!FACES ON THE INTERACTIVE ENTERTAINMENT STAGE 

FORMAT: N64 DEVELOPER IMAGINEER/GENKI 

With PlayStatlon owners having been swamped 

WIth drMng trtles 'NOI'th Invesung In - notably 

Gran 1unsmo - N64 are owners sUIl WIthout a 

truly deservmg example, NOW Genl<i, the creator 

of Multi Racing Championship, has anoounced Its 

own Japanese GT racing game for Nintendo's 

machine. Based around an official license, G1 

Racing contains all of the cars and drivers from 

the real championship, Designed as a Simulation 

rather than an arcaoe-style experience, Genl<i's 

game has a total of SiX courses set In three 

locations, and WIll support Nlntendo's Rumble 

Pal<. Play modes so far confirmed include a 

two-player option, plus a championship setting 

with races lasting up to half·an·hour. OCean will 

be publishing G1 Racing in the UK this summer. 
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CASTROl HONDA SUPERBIKE 

SPORTSCAR SUPREME GT 

• 

FORMAT: PC DEVELOPER: INTERA CTIVE ENTERTAINMENT 

UP !/I 

Delptllne's MoW Racer seems to have Inspired a slew of two·wheeled 

racers on the PC. The 1997 Superblke ChampionShip wmnlng Honda RC45 

cOStS [250,00) and boasts a top speed of 2CXJmph; here garners 'NI be 

given the chance to race It all over the globe, on both CirCUits and streets. 

FORMAT: PC DEVELOPER: 151 

~HO~T~OR~"~R~2 __________ ~ 

These early shots are from the 

sequel to Edge favourrte. MOta 

Racer. AlmoSt nothing is known 

of Delphine's game vet. but it 

looks like maintainIng at least 

ItS high graphical standards 

While Impressive. accelerated PC games are fast becoming ten·a-penny, Sportscar Supreme GT from 151 Is one of 

the best jQCll(jng Voodoo-powered racers for the PC. Set to be publiShed by Virgin InteractIVe, SfX)rtSCilf contains 

the full gamut of GT cars, such as the Panoz Esperante and MCLaren F1, from the corresponding American race 

series. Sadly, the PlayStatlon version lacks its PC sibling's graphical panache. Both will be released in OCtober . 
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<Ill RRKUGAKIDS 

While unlikely to be releasea In 

the West, Rakugak/ds IS an 

oddball N64 fighting game from 

KonamL The game's graphic 

design is clearly itS most 

strik.ing aspect using flat-plane 

characters similar to Pa Rappa 

the Rapper on the PlayStatlon. 

Edge has yet to sample 

Ra/wgakids. but hOpefuny Its 

gameplay will approach the 

Visuals for innovatIVe touches 

SUPERMAN 64 

LEGACY OF KAIN 

Followmg its colourful platformers Pandemonium and Gex 3D, Crystal DynamiCS has turned to the dark side In 

creating Legacr of Karn: SOUl Reaver. Players control the vampiric Razlel as he vengefully seeks out Lord Kain, the 

evil emperor who cast Rallel into the ocean to die. With an environment reminiscent of C8stievanla, and innO\latl\le 

gemeplay details includmg Raziel's ability to absorb the skills of others, Kain appears to be extremely promismg . 

• 

FORMAT: N64 DEVELOPER TITUS 

Set for offiCial release at the May E3 show in Atlanta, Superman 64 is 

based on the animated cartoon series rather than the Chnstopher Reeves 

movie. AS ever, Superman must save the world from the evil lex Luthor 

who has bUilt a mega-weapon capable of mass deStruction. With new 

FORMAT: PLAYSTATION DEVELOPER: CRYSTAL DYNAMICS 
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THE UNHOLY WAR 

APACHE HAVOC 

• 

FORMAT: PlAVSTATION DEVELOPER: C RY STAL DYNAMICS 

DeSigned from Its outset as a two·player experience (much like the 

seminal Return Fife), The unHOly war is the latest title from the Gex 3D 

development team, UnHoly features two modes; a turn-based tactical 

verSIon, and a (more exciting) action game. To be released In the autumn. 

FORMAT: PC DEVELOPER EMPIRE INTERACTIVE 

MAGIC AND MRYHEM 

X-COM creator MythoS is 

tUfOIn& its eye 10 classiCal 

fantasy fQ( its strategy game 

MagIC and Mayhem. The player 

COntrols a wizard who fights 

other mages by summoning 

ever more powerful creatures 

DraWing on Greek., CeltiC and 

medieval cultures, MagiC and 

Mayt!em promises a blend of 

mythology and hlstonca' 

accuracy and should arrive In 

september, courtesy of Virgin 

AS ItS named suggests, Apache Havoc wm enable gamers to choose from two attack helicopters, the Amencan 

AH-64D Apache longbow and the RUSSian Mil-28N Havoc 8. The developers have deSigned their 3D engine for 

Iow-altitude simulation, and the resultant emphaSIS on ground terrain will allow players to mimic true helicopter 

combat tactiCS, such as launching ambushes from behind trees or travelling out of sight along sunken rivers . 
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... JIMMY WHITE 2: OJEBALl. 

veteran coder Archer 

Maclean's (Dropzone, IK+) 

latest game looks like it will be 

the last word in digital snooker 

and pool when It'S published by 

virgin In August. New motion­

capture techniques and an 

engine that negates blocKlness 

bring to hfe the titles' 3D 

Simulators, Edwardian games 

rooms and 1950's US pool bars, 

plus dozens of sub-games lik.e 

draughts and darts 

WLS '96 

Developed by Sil icon Dreams 

Studio, World League Soccer 

'98 allows players to engage in 

arcade-style pitch-related 

activity and is one of the more 

impressive of the many 

examples of this genre Edge 

has seen in recent times. The 

animation is particularly fluid 

and the game features head 

and torso tracking for an extra 

level of realism. Expect PC, PS, 

N64 and Saturn versions soon 

B. l.U.E . 

STAR OCEAN 2 
The previous Star Ocean was released three years ago as a SNES title. Less 

famous than Its stablemate Dragon Quest, the game is a traditional herOiC 

adventure RPG. Less usual are Star ocean ZS environments, Which feature 

a mixture of gorgeous 20 and 3D graphic styles. Action takes place 00 

Earth and in space, and prOfnlseS to be of above average standard 

XI 

Offering several modes of play (single-player trial and battle, two-player 

cooperative, fiveplayer war, and puzzle), thiS latest, highly playable and 

original prOject to emerge from one of SCEr's internal teams has taken 

eight months to develop - after a year was spent fina lising the concept. 

'-

FORMAT: PLAYSTATlON DEVELOPER: HUDSON 

Best descnbed as Tomb Raider meets fcco the DoJphin, HudsonSoft's 

B.L.U.E Legend of Water is a novel arcade adventure title. Players must 

guide the heroine through a series of underwater locations, solving a 

variety of puzzles along the way (see centre left). It'S possible to command 

the dolphin to perform simple task.s, helping solve certain conundrums. 

FORMAT: PLAY STATION DEVELOPER: ENIX 

FORMAT: PLAYSTATlON DEVELOPER: SHIFT (SCEI IN-HOUSE) 

J 

J 

J 
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MISSION I MPO 
Some cynical N64 owners were beginning to suspect it had self-destructed. 

undeterred, Edge tracked down an almost-complete version at Infogrames' French headquarters 

In'ogrames's artists have created rich interiors for Mission Impossible, which 
look particularly plush compared to the stripped militarism of GoldenEye 

D t's almost a year since Mission 
Impossible received a world premier in 

Edge. With movie star looks and intricate 
game play, it looked every bit the blockbuster. 
The gaming world dutifully went ballistic, 

Two crucial things happened in the 
months between Spring 1997 and today. 
First, Rare released its rather glorious 
GoldenEye, which raised gaming standards 
universally, and made life for any would-be 
rival spy-and-film-licence combos 
particularly difficult. Second, continual 
problems with Mission Impossible's 
development forced Infogrames to shut 
down the US operation and bring the game 
back to France. The game's title was starting 
to look eerily prophetic. 

Lighting effeds signify imminent danger 
such as searchlights (l1ere) and gas leaks 

'-

Many of the objects in Mission Imr,0ssib/e have a pradical use, 
Including this grand piano which s used to charm patriotic offidals 

However, Edge can now report that 
Mission Impossible is alive and well, holed up 
in a Lyon studio. Even better, it should sit 
happily alongside Rare's game, since it offers 
a rad ically different playing experience to the 
ultra-violence of GoldenEye. 

Despite all its subtlety, GoldenEye is an 
unashamed shoot 'em up. Mission 
Impossible, on the other hand, has more in 
common with titles such as Alone in the Dark 
and even Metal Gear Solid. 

The film's star, Tom Cruise, insisted that 
the game featured very little bloodshed, 
SOme gunplay has slipped into the most 
recent versions (when Edge first saw the 
game, the player was only armed with 
tranquil izmg darts) but in the main, the game 
demands the sort of stealth and forethought 
more commonly found in point·and·click 
adventureS-. According to Infogrames, it's 
closer to a sim than a shooter. 

As one would expect, Mission 
ImpoSSible's storyline roughly follows the 
movie. All the standout moments from the 
film are there, including scenes showing 
Cruise stealing data from a CIA computer 

Targeting in the flrst­
person is made easy 
by transparency effects 
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This shot will be familiar as the opening scene from the movie. Ethan Hunt 
studies the movements of. Russian spy through. special one-way mirror 

The film served to define 
the detailed backdrops 

while suspended upside down. the 
claustrophobia of the Channel Tunnel and the 
glamorous embassy of Prague. But rather 
than Just re-hashing the movie, the 
developers have rejigged its elements 
cleverly, giving the game its own story. There 
are twenty levels in all, which are split 
between action/adventure and more arcade­
style scenarios. including one which puts the 
gamer in charge of a gunboat chartered 
through hostile waters. weapons blazing. 

Moving through these levels calls on three 
camera viewpoints. TWo represent the player 
from a third-person perspective: a Tomb 
Raider-style floating camera and a chase 
view. The third, a zooming and aiming mode 
activated by the R button, shifts the view to 
the first-person and aids accurate aiming, 
with a transparent skeleton representing the 
player's body as he moves his gun. 

The fOllowing mission is typical of those 
Edge witnessed: the player must gain access 
to certain areas of a Prague embassy and 
requires the assistance of an official, who is 
hidden away upstairs and will only reveal 
himself when he hears the Czech national 
anthem. There's a pianist in the room - but 
he has no idea how to play the anthem, so 
the player goes hunting for the musical score. 
After a few more complications, the pianist is 
given the music, he strikes up the anthem 
and the official descends downstairs. The 
player can then knock him out and, using the 
face-mapping gadget from the movie, assume 

. his identity by creating a rubber mask. 
With characters milling about and a fair 

amount of dialogue, Mission Impossible might 

While fist-fighting Is sometimes the only option, mines, 7.65mm and 
9mm pistols and Ud machine guns all make sporadic appearances 

seem more like a LucasArts adventure than 
an action-packed spy thriller. In reality, it nips 
along more like GoldenEye, but it does try to 
offer deeper gameplay. 

work remains to be done - even 
Infogrames admits it faces stiff competition -
and the version Edge saw was certainly short 
on graphical refinement. But if Mission 
Impssible can deliver on its renewed 
promise, it should still be one of the £ 
biggest N64 games of the year. 

One adlon-packed level sees the pla~er commanding a gunboat. blasting 
the gun towers en route, and is reminiscent of Co/denEye's tank levels 
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SPA CE Cl 
The nineteenth-century circus master PT Barnum fa mously quipped : 'There's a sucker born every minute.' 

One hundred years later, it seems a Mario 64 'tribute ' arrives almost as regula rly 

SpQce Circus features detailed Interiors (above) but the real achievement 
is the outdoors which. like In MQr/o 64, are always visible as a whole 

No 3D Came can totally 
avoid the dark tunnels 

Forma! PC/N64 
f'uD!iSllC' Infogrames 

[)('v010pel In-house 
Rplcilse Autumn 

Origin France 

.... nly one of Barnum's suckers would 
a expect every 3D platform game 
currently in development to live up to 
Nintendo's Maria masterpiece. Yet as 
another circus master, the designer of 
Infogrames' Space Circus Xavler schon, 
points out, the sheer variation demonstrated 
by the current rash of titles like Tonic Trouble, 
Banjo I<azooie, Holy Magic Century and Space 
Circus simply demonstrates in how many 
ways the template can be taken. 

Recalling his own inspirations, which 
range from 'The Simpsons' to Japanese 
manga, Schon says: 'I was tired of serious 
science fiction. It seemed that nobody 
wanted to laugh at the future. I was dreaming 
of a science fiction Disney cartoon.' 

The result is as odd as its genesis would 
suggest, centering on an intergalactic 
sideshow under threat from hi-tech rival the 
Virtua Circus. As circus owner Starshot, the 
player must uncover sensational new acts 
from across the galaxy to win back the 
audience. It might sound more Theme Park 
than Maria, but Space Circus is essentially a 
planet-hopping platformer, with circus-ring 
stars replacing gold stars as the gamer's 

• 

reward. Even Starshot gets in on the act: he's 
an expert juggler who throws explOSive stars, 
wtlich can be gUided like missiles to destroy 
monsters hldmg around corners. 

space Circus is superficially reminiscent 
of Rare's upcommg BanjO l<aZOOie, With 
cartoon graphics and payer-assisting 
characters - two robotic companions in this 
case. Although the gamer can't control the 
droids directly, they do usefully extend 
Starshot's abilities. Wi llfall, a gabby little robot 
on wheels, is handy for extracting Information 
while pet rocket Willfly enables Starshot to 
speed across the planet's surface. Starshot's 
sideklcl<s are also vehicles for humour. 'Every 
interactiVe situation is designed to be funny 
and playable at the same time,' says Schon. 

Graphically, the brief was to keep 
proceedings out in the open. The resultant 
graphics engine can draw even distant 
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Space circus spends little time among the stars, though planet hopping is 
necessary. The nebulae effeds In this shot are redolent of Infogrames' '-War 

mountains with virtually no fogging. 'We 
didn't want our characters to be running in 
endless corridors: says Schon. 

He admits designing a 3D game is no easy 
task.. 'None of the tricks used in 2D games are 
useful. The characters have to understand 
their environment in order to interact with 
the hero in a sensible way. You must put 
interesting things evetyoNhere, because the 
player can go everyoNhere. And the player 
can do things in any order. It's harder, but 
we wanted to do something new. It's the 
beauty of our Job!' 

A final difficulty for the team was to 
create attractive visuals for both the 
accelerated PC and the Nintendo 6d versions. 
'The problem on the N64 is the RAM and the 
cartridge size. We had to find tricks to keep 
the game looking the same.' 

The result weaves together action and 

Here Surshot visits 'Torture World' in his search to book new ads 
for the Space Circus. His robot sidekick. the green Willfall. looks on 

adventure WIth a non-linear storyline. It 
includes seven planets to explore, with 300 
inhabitants scattered across them. Each 
planet has indigenous lifeforms, which can 
sometimes only be understood With what 
Schon terms 'ethnological gameplay'. 'Aliens 
have a weird but logical way to live,' he says. 
'You have to observe them to understand the 
best way to act.' 

With Space Circus' opening night 
approaching, Schon is confident it will please 
owners of either platform: 'Whatever the 
machine, gamers are looking for £ 
onglnal and ambitious games.' 

The cartoon characterisation Is well illustrated by these shark robots and a savagely 
toothed tank (main). Maintaining standards across PC and N64 was a major headache 

.-
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INTERNATIONAL SUPERS TAR snrrF 
With the majori ty of the world 's population shaping up to go football crazy, 

Konami has seized the opportunity to give last year 's classic a '98 makeover 

The last line of defence (top rilht) - now not so easily conquered by experienced players. Silnlficantly enhilnced AI and a wider repertoire of moves 
makes the loa lie more effedive. The advilnced motion c.pture even shows players' huds followinl the ball and lookinl round prior to pilsslnl 

Hot weather will take Its 
. toll on player stamina 

... ince Its UK release last year, 

.. International Superstar Soccer 64 -
originally reviewed in Edge under its 
Japanese guise of J-League Perfect Striker 
(E42, nine out of ten) - has stood as one of 
the most durable games on the Nintendo 64, 
its fans wheeling it out for post-pub 
multiplayer sessions probably more than any 
other title for the machine. The reason for 
this repeat-play value is simple: it is the most 
realistic and entertalnmg simulatIOn of 
football ever created. 

NOW, inevitably, a '98 version is being 
readied for release, to coinCide with the 
world Cup tournament In France. Its creator, 
Major A (the Konami codeshop responsible 
for every Nintendo mcarnation of the 155 
series to date), claims to have streamlined 
just about every aspect of the original. 

predictably, the most immediately 
obvious improvement is in the visual 
department. The almost-complete Nintendo 
64 version that Edge saw offered smoother, 
faster graphics with a breathtaking level of 
detail- the motion-captured players differ in 
height, and there's a pleasing quantity of 
small details such as the stretcher-bearers 
and liniment-wielding trainers that come to 
the aid of injured players. 

Konami has also commissioned 'Match of 
the Day' pundit Tony Gubba to provide the 
commentary. It's hardly an unusual feature, 
but it conjures up a tangible sense of realism. 

• 

But gameplay has always been the 155 
series' hallmark, and Konami has worked 
myriad improvements into the '98 mix, 
including enhanced through-ball passes, 
16 strategies (as opposed to the eight of the 
original), a team-motivation feature - in 
which players' performance can be affected 
by low morale induced by poor management 
choices - and upgraded goalkeeper AI, 
making the last line of defence rather more 
difficult to beat than before. 

In the face of competition from every 
other publisher jumping on the World Cup 
bandwagon this year, 155 '98 already looks 
capable of repeating the success of its 
precursor. Expect a heated battle when 
it goes up against the likes of EA's £ 
officially licensed game in June. 

Up to six different play stratelies can be 
assigned to buttons on the joypad 

New camera options 
offer a wider ranle of 
possible vlewlnl anlles 
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TUROK 2: SE EDS 0- -
Following Nintendo's recent stumbles, the task of attracting gamers to the N64 'S cause 

has fallen to the thirdparties . Luckily, Acclaim has a certain sequel on the way ... 

As yet. Iguana has been reticent to release charader shots from Turok 2: 
Seeds of ElliI. The multiplayer mode will feature new playable characters 

These underground 
chambers illustrate the 
darker feel of Turok 1 

m rior to the wave of plaudits that 
.. swamped Rare's GoldenEye, the N64 
had another, more earthy, champion of its 
firstperson shooting flock. With its absorbing, 
visceral gameplay and stunning visuals, 
Turok: Dinosaur Hunter was (and rema ins) 
one of the most impressive thirdparty N64 
releases. Given its glowing reception from 
press and public - at least in the West - a 
sequel to Turok was inevitable. 

Based on the same comic book licence 
(whiCh dates back to 1954), Turok 2: Seeds of 
Evil (working title) is destined to answer some 
of the criticisms that were levelled at its 
predecessor. perhaps most importantly, the 
short draw distance that afflicted the original 
game has been addressed. Meanwhile, the 
plot has been much enhanced by the addition 
of multiplayer modes and new characters. 

Turok 2 will also feature head-ta-head 

Game locations are among the most 
varied yet seen In a first-person game 

The increase in graphic detail is striking. While distance fogging is 
still present. it doesn't slow progress as in the original game 

death match battles (as found in GoldenEye) 
along with an unusual co-operative option; 
players will be able to blast their way through 
levels four -up, yet be unable to harm one­
another - or they can indulge in the 'Frag Tag' 
mode wherein one is hunted by the others 
until reaching a swap-over point. The single­
player option has been enhanced by better 
enemy AI, with foes reacting to attacks rather 
than just standing still and taking hits. 

Even more impressive is Turok 2's 
breadth of interesting and unusual locations. 
Each of the game's eight worlds will have 
a distinct set of texture maps, and level 
names such as 'The Port of Adia' and 'The 
Death Marshes' suggest a wider range of 
environments. As yet, Acclaim has released 
no details regarding the size of the cartridge 
used to supply the game, but it seems likely 
that the 64Mbits used for the original Turok 
will be insufficient. As Edge reported in E47, 
the relationship between the sequel's levels 
is far less linear than in the first game, with 
more extensive use of hubs to connect areas. 
Turok 2 is a far larger - and much darker­
game than its predecessor. If the fin ished 
version lives up to expectations, Bond £ 
may finally have met his match. 
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s u rvivors 
Edge journeys to Guildford to meet new coder in town, Mucky Foot. Formed 
by a group of ex-Bullfrog creatives, the six-man team discusses going solo and 
reveals the foundations of its ambitious, combat-based City of the Fallen ... 
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r:t:'1 ike Diskett's gun barrel noses 

ll:LI around the corner, almost 

invisible in the darkness. His head bobs 

after it. Clear! With a quick hand flick, 

he signals to the two men behind him, 

Shaw and MCGechie squeeze themselves 

forward past towering packing cases 

and a jungle of untended office plants. 

They crouch at D skett's feet, poised to 

dash. Shaw counts silently on his 

fingers. One .. two .. three .. 

Shaw and McGechie spring into the 

corridor and into streaks of red laser 

fire. Three enemy soldiers bare down 

on them, trigger fingers pumping. Shaw 

and McGechie are immersed in a fracas 

of flashing lights and Sirens. Olskett 

steps out like a Tarantino psycho, gun 

blazing, but he, too, IS mowed down by 

the deadly light. 

need to escape its stifling corporate air 

once Electronic Arts had begun to call 

the shots that moved them to found 

MUCky Foot. This isn't about industry 

powerplay, It'S about making games 

City slickers 
Luckily for both Eidos and Guilford's 

financial community, playing soldiers 

IS just a blip in the development 

schedule. CIty of the Fallen, to give 

MUCky Foot's first game its temporary 

working title, for PC and PlayStation, 

is about six months into production. 

Set in a dark metropolis riddled with 

crime, the game draws from a 

wealth of sources including Frank 

Miller's 'Dark Knight Returns', '2OO)AO' 

and the lOner-City fightlOg films of 

Jackie Chan and ,ohnny Woo, as 

City of the Fallen Is currently little more than slack ropes pegged Into the 
c('urtry~lde The deSign is alnos, complete thourl , nrler d, the riot < SIlld t ) 

le ~o l>nlqlJe that Mucky F'lOt ~as b er al ec ' lm G ,C • r ~ t 

Climbing onto the rooftops 
will present excellent 
opportunities for sniping 
(tor) ' At street level, fighting 
wil focus on using weapons 
and the scenery, rather than 
on gunplay (bottom) 

One of the enemy soldiers lowers 

his gun and takes a step forward, 

grinning broadly. 

'Gotcha lads: says GUy Slmmons, 

systems programmer at MUCky Foot. 

'I think you'll find that's 3-0 to us.' 

Games for a laugh 
Heading down to TOys 'R' Us for laser 

tag guns isn't the way every developer 

would celebrate the signing of their first 

game. But for MUCky FOOt, a cheque 

from Eidos means - first and foremost 

- yet more freedom. 

As well as giving them room to 

grow, MUCky FOOt'S new 16-office 

spraWl means space enough to wage 

war, somewhere for a telescope, and 

place for programmer Mike Diskett 

to unload his toys. 

'We Just like the idea of havlOg lots 

of space,' Diskett says. 'One of my 

criteria was that I had to have a room 

to put my Scalextric m .. ' 

Games are what drives Mucky Foot. 

well as games like Syndicate wars and 

Tomb Raider 

'It's a cross between a platform 

game and a beat 'em up, set in a City: 

explains Mike Diskett, as Fin McGechie 

loads up an early version. 'It's all 

about the mteractlOn with the City 

environment. We'll have beat 'em up 

moves like swinging off lampposts to 

MUCKY FOOT 

kick into enemies, or hangmg on to fire 

escapes to boot people in the head.' 

Guy Simmons has gastnc flu and 

the nocturnal Stuart Black apparently 

left the office at 8.00 am, but the four 

other Footers have crammed into one 

room to show Edge their first game. 

City of the Fallen is currently little more 

than slack ropes pegged into the 

countryside. The basic deSign is almost 

complete though; irdeed, the plot is 

said to be so unique that MUCky Foot 

has been barred from discussing it. 

And despite its skeletal form, there are 

signs that the prototype could eventually 

be somethmg special. Successfully 

Implemented, the combat system 

alone will be some achievement. 

The main aim is to create a 

platforOVcombat game With the fluid 

choreography of a Chan or Woo 

fighting film. Complicated actions will 

result from simple operations - a 

couple of button taps wtlen standing 

by a fire hydrant could result In a 

devastating attack. VariOUS objects 

tymg about can also be utilised as 

weapons, adding even more variety. 

Integrating the environment with 

hand-ta-hand combat has been tried 

before, albeit on a lesser scale, Back 

in 1988 Double Dragon challenged the 

player to utilise whatever scrolled into 

View, but MUCky FOOt'S hand-tQ-hand 

plans are altogether more complex. 

All but one of the six-man team hails 

from nearby Bullfrog, and it was the 
Fin McGechie, Mike Diskett and Guy Simmons named Mucky Foot after a Red Indian 
tribe in 'Asterix Conquers America'. Oddly enough, they were inebriated at the time 

• 
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Name Mark Adami Name SluM Black Name Fin MCGechie Name Mike Diskett Name aliver Shaw Name Guy Simmons 

"le 23 "le 30 A,_ 28 Ale 28 Ale 26 A,8 30 

Shoe slle 11 Shoe slr.e 7 Shoe size 10 Shoe slle 9 Shoe sll. 8 (left) 9 (right) Shoe sbe 8 

Then Magic Carpet 2 Then PopukM J Then MogK Carpet Then Syndicate Wors Then secret Argonaut work Then CreC1Iion 

Now programmina the 'fun Now high-erld rendering Now initial des.g" worlt, Now AI ptogrammin& engine Now character animation Now systems programmer 

stuff, like \eaves and pigeons and creating the textures and mtegratlng art with tools creation, 'taking I1 day by day' and generalllrtistry and office administrater 

And then there's the addition of guns 

to consider (although the emphaSis 

will be more on careful sniping than 

on indiscriminate blasting). 

Still, even simple football games 

have suffered from over-elaboration. 

Recreating spectacular combat while 

leaving the player feeling fully in 

control will be qUite some challenge. 

But MUd<y Foot is aiming its sights 

high right across the board. Indeed, 

City of the Fal/en's very streets are 

generations away from previous 

urban outings. 

From the leaves Swirling around the 

player's feet to the buildings crowding 

above, Mucky Foot's metropolis will be 

incredibly detailed, Haring down a 

back alley pursued by the cops, the 

player might clamber up a fire escape, 

only to disturb a feral cat that yowls 

and gives away his presence. If he 

then breaks into the building. he'll 

find interiors complete with living 

rooms, couch potatoes and stairs to 

the rooftops. Cars can be hijacked 

and hapless citizens randomly 

abused, although discretion migllt 

be a more prudent strategy. 

Superficially, it's like an isometric 

version of GTA, although to Edge, 

a closer cousin would be Respect Inc., 

Pure Entertainment's upcoming 

Syndicate-style strategy game. 

'I can see a lot more people 

doing this sort of thing,' concedes 

eX-Argonaut animator Ollie Shaw. 

'Now we've got more powerful 

machines, creating complete cities is a 

logical step. I'm a big fan of Quake, but 

if you look at Duke Nukem there is 

something extra because of the 

environment: he continues. 'The City 

helps you naVIgate but it also helps you 

believe that you're dOing something 

be across the rooftops, like Robert De 

Niro's famous stunts in 'Godfather 2'. 

For Mucky Foot's urban planners, 

another difficulty lies in marrying 

large-scale city p aoning with the 

little finishing vital touches. For 

instance, City of the Fal/en's streets 

are awash with leaves. As the player 

runs along, they kick up in his 

slipstream. Another nice touch lS 

volumetnc fog, which viSibly 

v • t~o best bits from the cities we like: CX~jalns McGecr e S,/n FranCIsco's 

real. ) guess it's the difference between 

realism and believability.' 

we've taken the best bitS from 

the cities we like,'explalns Fin McGechle 

'San Francisco's rolling hills, Chicago's 

raised L-train and New York's subways 

and the Statue of liberty: Blended 

together, these will create a living 

metropoliS with recognisable diStricts -

tourist areas, financial centres with 

skyscrapers, docks and suburbs. 

City afrhe Fallen's dense plot will 

see the player CflSS-CroSS this city 

repeatedly. To an extent, mastering 

the game will involve :earning the 

best routes and shortcuts. often, the 

cleverest way to get from A to B will 

• 

'" wf ~. bwu oM S Wfof b rty' 
w th r Ok b'e' tr't' 

Each leaf is a polygona l model, and moves with the air currents. Ru bbish 
and newspapers will also litter the streets in the completed game 
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City of the Fallen will consist 
of distinctly themed areas, 
which will help players find 
their way around the city 

envelops the player as he passes 

through it. 

'There are only so many polygons 

we can use in the game,' explains 

Diskett. 'We're trying to use them to 

give a more dirty, gritty feel. A normal 

city has rubbish everywhere.' 

McGechie takes up the theme. 

'We're working out a system to make 

the City appear busier. We want 

people constantly popping into view 

and cars driving past you, with the 

sounds of vehicles, people talking and 

alarms going off in the distance.' 

MUCKY FOOT 

To complete the illusion, the game 

needs a populace that behaves with 

some intelligence - at least the 

rudimentary type managed by New 

York's Branx denizens. 

Diskett says the team's previous 

experience on Syndicate Wars will 

stand them in good stead. 'The difficulty 

with AI is making sure the enemies 

aren't omnipotent,' he says confidently. 

'If a cop sees someone on top of a 

building. he might not know how to get 

up there, but the AI code will know. We 

have to limit it so that he stands there 

scratching hiS head while the villain is 

shooting people from the roottop.' 

Much of the early design work in City of the Fallen is reminiscent of the artwork in 
comic '2000AD', Mucky Foot remains tightlipped when asked about the game's plot 

Characters in City of the Fallen will 

have a real field of vision. If they see 

the player dart over the wall at the 

end of an alley, they can follow him. 

But if they arrive too late, they might 

start hammering on doorways instead. 

Mark Adaml points out that 

syndicate Wars easily hoodwinked 

garners. 'People were say ng these 

'It car cnly be r c _ fo, 'r" ldL -try that these people are so passionate that t, ~y 11 
QI th, 11 ')D' ~c' "ut f _ryt 11 g Q the ,r ~ to do a gare It'S Ike putting all YfJur 

0, C _ '~orse that tdkes two years to C0me 

Setting the game at night will make it easier to create a believable city. 
The team are working on methods to make the metropolis seem busier 

• 

characters were amazing,' he says. 

'Someone would run down an alleyway, 

and a gang of punks would split into 

two to head them off. But at the heart 

of it was a few random numbers and 

some clever algorithms.' 

'tt's the anthropic principle,' says 

Diskett. 'people tend to assume that 

things are intelligent. They will always 

find a reason to justify why someone 

has done something.' 

TOO big for its boots 
Gamers will have to wait until 1999 

to fully investigate MUCky Foot's 

sin-dripped streets. The company 

will continue to grow and hire new 

staff, and so assume its rightful place 

in a burgeoning Guilford development 

scene which Includes Lionhead, 

Criterion, Negative, Simis and, of 

course, Bullfrog. While they're grateful 

for their years at Bullfro& It'S clear that 

Disken, McGechie and Slmmons rue 

the developers transition from 

paSSionate independent to EA offshoot. 

'over the last two years, a lot of 

people like us have been forming 

companies: says Fin McGechie. 'It can 

only be good for the industry that these 

people are so paSSionate that they'll 

qUit their jobs and put everything on 

the line to do a game. It'S like putting 

all your money on a hOrse - a horse 

that takes two years to come in.' 

But it isn't all about that finishing 

line. Diskett offers a final perspective 

on MUCky Foot's plans. 'We have our 

own idea of when Bullfrog was at its 

peak, from the point of view of working 

there and the company still being 

profitable' he explains. 'We want to 

reach that peak - we don't want to 

go beyond it. ' 

The laser guns have been fired and 

the ImpulSive Mucky Foot has taken 

its first solo steps. With the best will 

in the world, Edge hopes it'S 

not too successful. £ 
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At last month's TOkyo Game Show, one game stood head and shoulders above the competition: Metal 

Gear Solid. Those who were lucky enough to play the show's practice mode and first level demo 

testified that the action espionage affair has the potential to be 1998's leader of the field. 

Fue"ed by several cans ()f Wonda Coffee from one of Japan's countless veoding machines, Edge 

~ fought the massive crowds to get Its hands on a free Joypad before returning to TOkyo's Eblsu district 

(the Konami team's residence) for an update from the game's producer Hldeo Kojlma ... 
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D he opening sequence of Metal Gear Solid is one of the 

most atmospheric Edge has ever witnessed, with a 
deep-voiced narrator and an elegiac yet deeply evocat!'lfe 

choral musical score, as Solid snake's Journey to the Alaskan 
nuclear weapons depot is detailed in a series of skilfuny 

directed cut scenes. T"O add to the already cinematIC Quality of 

the proceedings, th responsible for the ga~e's 

development have t names appear at regular intervals 

throughout the sequence in true Hollywood fashion 
Much has changed since Edge last saw the title. The most 

striking alteration is with the graphical effects, but the overall 
lOok of the game is now even more polished, with higher 

polygon counts rounding off the characters and fi lling in the 

structural gaps. Some of the non-playable scenes shown at 
the show were stunning, too (even more so than the footage 

on Edge's cover CDs with E47, 52 and 54). For instance, one 

of the most memorable moments Involves an uflderwater 
sequence where the camera displays a submerged, but still 

composed, Solid Snake carefully monttpfing the action from 
below the surface. The view is distorted as the water gently 

ulates in a decii'le~ly convincing and impressive manner. 
I of these vlsualdmprovements must have pushed the 

eveloper to the Hmi so Konamj's confirmation that the 

iited the processing power needed for a 

3D environ t - yerything needs to be seen from any angle 

TBEINTRO 
The introductory movie is highly 
impressive and is one of the 
most atmospheric and fitting 
examples of its type that Edge 
has seen in a long time. The 
filmic quality of the four-minute 
sequence should leave most 
players mesmerised 

and this caused us a few problems,' explains producer Hideo 
Kojima. 'But we've ended up with the game I had originally 

envisaged when I did the MSX version of Metal Gear.' 

In addition to the three dimensional world, polygon folding 
and pop-up also gave the 3O-strong team a headache - yet 

they got around it. 'I didn't use a particular technique; the 

staff are young and this is their first game. I, too, am 
inexperienced as far as working with polygons, so it was a 

case of starting from scratch,' he recalls. 'It was simply a case 
of solid determination - the programmers and designers 

weren't prepared to compromise so it made It easier for me 

to contmuously teU them to do better.' 
The game's objective remains unchanged, though. Players 

must stil l sneak undetected around the levelS and disable any 

enemy soldiers foolish enough to obstruct the progress of 
Snake's mission. The ftrst stage, for example, involves 

PRESCREEN 

According to producer Hideo 
Kojima (above), Metal (jear 
Solid (left) is close to his 
original vision of the 1987 
MSX game. The PlayStation 
game has been delayed until 
early September in Japan 

rescuing a hostage held captive jn the basement. Snake must ~ 

49 
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Alerted enemy soldiers are signified by a suspended question mark Xabove) while an exclamation mark means it's time to make a move (centre). If Snake moves into 
an enemy's field of vision. players have to evade their opponent fonhe duration of a red countdown timer (above right) before the pursuing soldier ceases the chase 

I' .1' ­.. '. .~: 

If attacked, enemies lie 
momentarily on the ground 
before getting up - unless 
shot, of course (above) 

<Ill first make his way into the compound from the snow-covered 
extenor while avoidmg the searchlights and patrollmg guards. 
Players wishing to minimise the chances of discovery still 

further can confuse the enemy by crawling on the ground In 
order to disgUise snake's footprints. 

Surprisingly, the team decided to bypass 50ny's 
Performance Analyser. 'We haven't used It and have no plans 
to do so either. We preferred to stick: to the tools we put 
together: affirms Kojima. 'There's still a lot to learn about the 
PlayStation but according to our programmers we're using 
120 per cent of its power oaughs). Personally, I think in time 
we could get more out of It.' 

Frankly, it's difficult to see how. The current amount of 
detail m Metal Gear SOlid ,s astounding; rats scatter along 
damp, dark: corridors, puddles drench 
sub-zero environments, SOlid's breath evaporates I 

\n spite of th,ese neat ViSSlU::.',"" t:~OU~~Ch~:e~s~" :~~~~~&>:~ 
is best expressed by other rE Ii i 

disposing of opponents should present mucb problem for an 
anti-terrorist agent. Press a button .arid Solid punches and 
kicks his way out of trouble and with-a little practice, 
thrO'Ning, choking and neck fracturing soon become part of 
his repertoire. Alternatively, those not wishing to cause a 
scene may drag their victims out of sight and oeutralise them 
in the shelter of a secluded corner .. 

Of course, hand-ta-hand' combat rs1Y ferable 

binoculars it's possible cfgarettes-can be taken from victims 01'''''1<>'1<1 

their eyes open and ~~~~~~~i~~~~~~frr~"~·~t~h:e:,~ev:eI~~S.~B~OXes, although not collect,illl1"",w.b'" 

• 
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One section sees Snake diving into diving into water to hide 
from enemies (above, leh to right) - the underwater perspective 
is superb. Stealth is essential to progress through the game (top) 

used t,o hide under and~ove arOund In )nee the enemy IS 
not IOOk.~ng, wIth some rumorous res,utts Furthermore, radio 
communlcat1on is also poSSible wltn e of the characters 

snake encounters along his perilous Journey, and these will 

offer aoVlce on a variety of matters, such as 'heapors 
operation or techniques for defeating a particular adversary 

tn terms of the viewing system, several options eXiSt and 

are used at dIfferent POints in the game. Cameras strategically 
placed in the levels display the action from the walls' 

'-'~ 'oer'''''ctlve but It'S possible to switch to a closer, third· person 
ISOI'!1etrlic-tvoeview and when needed, the viewpoint can 
again be changed for a quick 3&Y look around through the 

character's eyes - althOugh no other action can be 
undertaken while Snake observes his surroundings. In fact, 
players are only able to move In a first-person perspective in 

e 'Intrusion mOde' ThiS is automatically activated when 
crawling under an ob ct. for example the View switches to 

first-person and although weapons are limited to placing 

• 

decided not to motion capture the game's characters. 
'That had been our Initial plan - \e used Konami's Internal 

studio, collected plenty of data but found that we ended up 
with too many of the actor's own traits. This caused a 

problem as SOlid Snake 1$ a flCtlt ous character and we felt It 

was more appropriate to make him move in an anime-style,' 

expla 5 Kc ma. 'SO we ga\le up the motion capture idea and 

e'1lp ..lyed some an me specialists. Instead of drawmg on cells, 

they used our equ pment to draw directly on the screen.' 
Natura'ly, the sheer scope of this title does mean there's a 

tot n Metal Gear that takes time to aSSimilate, and may prove 
a com ual handful for some players. Yet this is still another 

area the team hasn't forgotten, 'There are no selectable 

difficulty levels n Metal Gear but. during the practice stage, 
the player'S performance Will be analysed and the game will 

adapt accordmgly,' explains KOjima. 'For instance, some of 

the guards may be relocated to aid weaker players.' 
With the game set for release on September 3 in Japan, 

and over eight hours <t speech to be translated, the wait for 

for the western version of Metal Gear Solid will be nigh- £ 
on mtolerable. Edge IS geanng up already .. 

PRESCREEN 
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The game is best played in 
third-person, isometric 
view (top), although when 
crawling in tunnels and 
under vehicles the 
perspective automatically 
becomes first-person. Note 
the superbly realistic 
puddles on the ground 
(top, second from top) 
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STRATEGY 

{he developers, most notably fleshing out the abilities and 

characteristics of these soldiers and devisi~g a control 

system that's workable in the heat of the battle. It's these 

elements that make this new breed of military game so 

fascinating and filled with promise. 

PROhl COhlhlAl!IJO TO CANNON PODDER 
It's possible to trace some of the game elements present in 

this latest crop of military endeavours right back to coin-op 

and computer"games of the early '80s. Titles such as 

Commando, Ikari Warriors and Ocean's Rambo all used that 

familiar, forced overhead perspective to depict the closely 

Viewed carnage, and in spirit atleast have much in 

common wtth contemporary army movers and shakers. In 

gameplay terms, tho , the stQry begins with Konami's 

coln-op and NES hit Jackal-W1d,- more obviously, cult sega 

'I think it's now »rOTen ,ba, military gamea can be t un . 
A few- years &&0 peo,l. would haTe soo~fed at the idea 

o! some th1na like 01Y111 •• t1on being suooessful' 

polished graphics and 
Impressive set-pieces make 
this ssl's most appealing 
strategy game to date. The 
soldiers gain experience and 
abilities, In true RPG fashion 

, • 

Developer: s~ 

publisher: Mimtscape 

Look.lng to the Intes of X·CO~ ~nd 

Jagged A!Nance for inspiraoon, SSI 

has come up WIth somet~'lg that 

aims to feel contemporary, yet 

retains the tradjlonal wm- <I 

system, With aGlJOO points 

govemmg baSlt troop movement, 

machIne gun fIre, climbing into 

tank.$, thrOWing grenades and IJ1<lre 

SSl's Scatt Evans emphasises 

the way SO/d/efS At War offers a 

more StrategiC style 01 play, whl e 

stili proYId'ng the luxuries of 

rifdern gamln& including a ;It, 
sclna'« buWder,. SUIlJX)" Y 
up to fou' jl~f5.O>Jer anetwOrk or 

me Inter t. ' r~'" sie a '...J 
fan base of t~ gJlne develop who 

w'lI buIld scenariOs an<l make them 

ava ~ble to other players on the 

Internet,' says scon 

prOVIde SOldiers At war With the 

necessary hooK. 

'IrTlaglne beIng In a f1'ICMe ke 

'KelIy'S Heroes' or 'Where Eagles 

Dare', enthuses SCan, 'The 

miSSions WlU take you from North 

Africa 10 the StreetS of Ber1ln. AS 

you play and complete rTlISSIO/lS, 

your soldiers gam expeflence an<! 

their abilities on the battlefield 

subsequently Improve' 

These missions also prOlTllse 

to Offer much more than vanatlons 

on the single close combat theme, 

wth a range 01 ODjectwes In 

k.eepin$ With those acoon rTlOVIes 

QtJored tJi $Con, 'Yew.sQuad may 

p'a 9n alrfied .......tJlch lS carrying 

I dOC~l$, Qf leSCLlS' 

POW"!:, or jUst I\ Out In gntty 

wmbat..ln\om,ch yoo mus clear" 

the map of enemies: 

. - i 
But it's the wa'y players WIll 

bond wllh a small team, attemPtIng 

to keep them alive through a 

Soldiers At war stlou!d prOVIde 

an InvoMng, narratIVe-le<! 

expenence. thougtI lt' lI be Interestlng 

to see how tum-base<! gammg IS 

re<:elVe<! In the current climate series 0118 miSSIons that Will 

• 
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Mega Drive game Herzog lwei. By attempting to appeal to 

console-owning wargamers, designer Technosoft hit upon 

a hybrid of arcade and strategy-based gaming that was 

later seen in Westwood's Dune 2 and its more famous 

offspring, Command & Conquer. 

But it was Bullfrog's Syndicate and Cannon Fodder 

(both released in 1993) that first explored the possibilities 

of a game design that put a small number of soldiers under 

player contrOl, Challenging the gamer to use these units 

as a genuine team. It's Cannon Fodder. with the more 

contemporary war theme and structured level design that 

can be seen as the forefather of the new breed . 

Sensible Software's Jon Hare: 'To be perfectly honest, 

I didn't play any military games before and I haven't since, 

What I liked about Cannon Fodder was the way the 

strategy element worked with the action - it was a 

shooting game that wasn't a shoot 'em up. It's actually 

more like some strange kind of sports game. But then sport 

is based on war anyway - even the term 'offside' is a 

military one .. ,' 

This tum-based wargame provides Impressively var1ed missions, 
eventually leading the troops right into the heart of Germany 

PR 
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The game was inspired by the developer's own game 

Mega Lo Mania, where hordes of soldiers ran around the 

landscape without direct player control. Turning that idea 

on its head, then coming up with a good control system 

provided the spark. The result was fast and obviously far 

removed from reality, but possessed with enough 

subtleties to make lateral thinking as crucial as mastery of 

the point-and-click interface. Even design elements like 

water, which the soldiers can wade through, but can't use 

their weapons in, are crucial. 

Sensible has considered returning to the genre with a 

Cannon Fodder 3, but has decided against it for the 

moment. 'Cannon Fodder is a good game about war. It 

doesn't mean we're a wargame specialist, we're just good 

at games.' Jon states. 

REALTHlE ACT IO N 
What's surprising is that few attempts to build on the ideas 

Arts' qU ii rk\~~~~.p~~C~I'S Jagged Alliance and 

with details like these tunnels and ruins, Commandos clearly 
alms to engender a personable strategy gaming experience 

• 

Microsoft's Close Combat series have taken tentative 

steps. It's taken a full four years for developers to really 

latch on to the idea of troop-based action wargaming. 

'I think part of the reason is because with advances in 

3D it's possible to present nice environments for this sort 

of game now: says John Cartwright of Corrosive 

Software. 'There just wouldn't be any point in doing 

another Cannon Fodder-style game in 2D.' 

John also concedes that both publishers and games are 

more receptive to strategy games since the success of 

Command & Conquer. 'I think it's now proven that military 

games can be fun . A few years ago people would have 

scoffed at the idea of something like Civilisation being 

successful. I don't know if it's because gamers are getting 

more intelligent. or simply that they want to spend more 

time on a game. If they've just spent two thousand pounds 

on a PC, that's pretty understandable.' 

Empire's Ben Wilkins, designer behind the company's 

upcoming Napoleonic wargame also believes Command & 

Conquer sparked off the current trend, with gamers and 

COmlAlIDOSI 
»EHIBD EBE»Y LINES 

Developer. Pyro Studios 

publisher: Eidos 

It'S no surpnse that members of 

Spanish development hOuse PyrO 

Studios are fans of cannon FCXk1er 

and, to a lesser extent, COOlmand. & 

COnquer, but the team da ms It was 

~ 
rather than westwood 

th prov!oed l he inspirahon fO( 

mmandos.· Behind Enemy Lmes 

Echomg claSSICS li Ke 'The Diny 

Dozen·, 'Dev1l"s Brigade· and 'The 

Guns Of Navarone', thIS gntty lake 

~ World War II adopts a more 

stylistic approach than Its 

counterparts, With character·based 

action emphaSiSing covert rather 

I!!.an conr..0n~tlonal a;:tlon. , .. 

·Each CQmmant,ts specific 

abll~s and skills. so t"t player Will 

have to contrOi them separatory . 

from the rest in Ofder to perfOfm 

certa·n things: says Mercedes 

Rey. 'For example. only the ~ Will 

be able to dress like a German 

soldier ano mfiltrate the enemy 

11leS. WhIle only the diver 'MII be 

abie to dive. OIMousty other 

actions are common of the 

commandos, so the player IS able 

to contrOl them In a group: like 

moving. crawling and ShOOting' 

The Interface caters for both 

direct Single character and team· 

based contrOi, enablmg the gamer 

10 Spilt the group up as and wt1en 

necessary Merceoes est mates that 

around 75 per cent of any miSSIOn 

will involve the direct system 

Despite the more thoughtful 

miSSIon strUCture and IndfYIdual 

C"laraaer rOles employed In 

CommandOS.· 8ehlfld Enemy LIfIeS, 

Mercedes IS keeo 10 emphasise 

that the weapons abilities w,1I be 

JUSt as Imponant as clever strategy 

The ultimate aim is to create a . . 
game world flecked With the 

arcMectu~ \lehJltjes, and 

situations of the era. ultlmatery 

'really Billing the payer the 

sensation of taking pan In a Wor1d 

War 11 COmmandOS operatIOn'. 

unsurprislngly, there woo·t 

be a hex map in sight 

STRATEGY 

Released at the end of '93, 
sensible Software's cannon 
Fodder pioneered a simplistic, 
but strategic, arcade·style 

The various theatres of war 
offer great visual diversity 

• 
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TIle Ikarl Warriors coln-op 
IMY be a simplistic shoot 

__ .::;:;:;~~p, IxIt the themes and 
vlewpo t have undoubtedly 
Influen many action 
~I"' ... ~~ame developers 
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ae'ilelopers looking for something deeper, Much of the 

stigma has also been removed from wargaming now that 

real-time action is taking hold, people are more receptive 

to traditional wargame themes if the battles unfold before 

their eyes, 'Real-time wargaming gives you something you 

can't do on a tabletop,' believes Wilkins, 'It gives strategy 

something new, although there is a certain amount of 

compromise when going down that route,' 

Although most of t~ese ttt1'e!-are being developed 

solely for the PC; both publishers and developers now 

approach things from a console angle, John Cartwright 

argues that publishers are always keen to aim for the 

~common denominator".;o as not to rule out the 

possIbIity 01 ve(sions on other platforms, The PlayStation 

I1'l8I1cetWOUldn't put upwlth tui'1,.,based systems, hex 

Ind)J s all grapri~~ iePl'esent an army of men, 
r - ' .. 

THE 'ii~LES 
stili doesn't e ~it1 y,.tiY the new military games 

ate bre~ away from:..the-"iclence fiction angle in favour 
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general cultural tastes, Hollywood hasn't produced a 'BOys' 

Own' style of war movie for decades. 'Maybe game trends 

are opposite of those in films,' says Cartwright. 'There are 

an awful lot of science fiction movies right now.' 

'After years of film-makers scouring every major and 

minor conflict in search of inspiration, it may be that they're 

finding it hard to unearth a suitable subject matter,' offers 

John wigham, team leader of Interactive Studios' wargames 
project. 'Games have far greater flexibility in the mechanics 

of exactly how the product deals with the subject. ' 

Ben Wilkins suggests it may simply be that publishers 

are looking for new niches. 'There are only so many times 

you can do a science fiction game,' he reasons. It may be 

that as gamers mature, they want something more than a 

screen full of little green men, 'It's very hard to create a 

believable scl·fi arena, whereas if something depicts 

historical or contemporary war, everyone already has the 

cultural baggage. They bring their own background 

knowledge to the game.' 

Of course, contemporary war themes were already 

popular, it's just that only the dedicated wargamers knew 

\ ~Y---~~~--~r-~----~~------------------------------------­
• .1. 

The use of a full 30 engine 
provides the opportunity 
for dynamically moving 
camera views, )J10ugh 
the depth of field can 
be restrlctlt.te 

I' 

, 
I • 

, . 

HaVing spi ll from Eidos, CO "ve l"t· 

currently In negotiatlons to fH'Id a 

new publiSher fOf thts pror!1lSIIlg 

pofygoo-based aCllon str,!!egy nU , 

now due arounls.the eoo_Of.tJ 

year. It'S the I "tWist n r 
development cycle that's see" 

the game desrgn evolve from 

Strategy 10 action-based as a result. 

'It'S nfm heading towards a 3D 

COmmando s~ of game as much 

as anything else: says John 

a mouse-drrven interface 10 a direct 

control method. The Ofiginal offered 

much scope for waypolnt setting, 

and user controlled cameras, bUI 

nfm pans and tracking are likely to 

be semi·8lJlomated, The Idea of 

pulling several troops under player 

oontrol WIll thankfully remain, 

as well as the zoomed-m View 

of the game world 

'11 you look at Command & 

.... CCXlquer games you don't get 10 

see ITIlJCh': opineS JOhn. 'lhe view 

In ours's a bit more personal, we 

haw better modelS apd ,I alloWs us 

I really show tile action' 

He also belllM!S that puttmg 

around elghl troops - rattler than 

a whole army - under player 

control adds more tenSion, the 

survtval 01 e8Ch one can make 

the d'fierence between success 

or ISllore. This IS someuMg -, 
11 Krj'?S delin~Ylares 
n~ FacJder,ltIough 

~fe,'o!IIth . far stror'flr 

s-ItCi& e1en:lelll 

We're no longer trying 10 

take things too seriously. It'S only 

military in terms 01 the wespons, 

we're oot trying to do a SlmulaMn . 

SOme military games are too lar up 

thell own arse, baSically' 
Players now guide the troops through these Impressive 
environments using direct, ra ther than point-and-click control 

( 
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about it. With the arrival of real-time action and attractive 

3D visuals replacing the representational style of 

tabletop-derived software, military gaming now has a 

far broader appeal. Then, as John wigham says, 'Once 

attracted, it's the immediacy of the new games that is 

holding them ., I think everyone would agree it is so much 

easier to hold the progress of the battle in your head when 

it's all happening right in front of you, than when you have 

to remember what each unit is doing and worry about 

what you can and can't achieve in each turn.' 

UIIU!OWN SOLDIERS 
There's also the trend away from large-scale battles to 

consider, Directing armies of vehicles and infantry can be 

an amazing experience, as Command & conquer has shown, 

so why this move towards a more low-key view of war? 

It may be an attempt to address the pitfalls inherent in 

the very design that's made strategy games so popular. 

Despite the universal appeal of real-time gaming, and 

the lure of ~}I.':~~~~ 
getting awa 

ssive army, there's no 

sonal, and often ironically, 

Lacking the troop-level focus, Wargames merits InClusion 
thanks to Its strategic bias and console-like presentation 

• 

--

STRATEGY 

'From both an action and a strategic point of view. a 
limited number of units gives the player more control, and 

consequently opens up more possibilities in both fields' 

un-strategic nature of the gameplay in C&C, Red Alert, 

Dark Reign et al. More often than not players simply gather 

a huge force and send it off into the fray, There's neither 

the flexibility in the control system nor the time to 

formulate precise strategies. A war game offering more 

control over fewer units is a logical reaction to this. 

As Mercedes Rey of the Commandos: Behind Enemy 

Lines team says, 'From both an action and a strategic 

point of view, a limited number of units gives the player 

more control, and consequently opens up more 

possibilities in both fields, Having just a small number of 

units it seems logical to offer individual control over them.' 

That several of the developers featured here are opting 

for direct control either exclusively or as an option is a 

further interesting characteristic of this new genre, and 

something that has the potential for w ider appeal. Taking 

control of a soldier also brings everything full circle, away 

WARGJ.MES This potygon-blJllt approach 

Developer: Interactive Studios has enabled Interactive StudiOS to 

publisher: MGM Interactive implement a number of pleasmg 

features, not leaSt the depiCtion and 

Of all the garres spearheacung thiS effect of real-\Jme weather effects, 

new wave Of rTUlltary acnon, and a completely Iree-roamlng 

wa/1i'ames 's the OIle most camera system. The likes of Dark 

ObVIOUsly touched by the hand of Reign and TOtal Annihilation have 

westwoOd, WIth that familiar macro also sparll:ed ideas during 

VI8WPO,m and Indirect contrOl style oevelopmem, though John aces 1:,'" "" Command & C"""" 
stress that some titles appear to 

a f?ed Alert format. 'We're have forgotten that it's hard to be 

rklng on the. pm'lClple that If It seriously strategic when everythmg 

isn't I)rOken, wtly fix It,' says team is happening at breakneck speed.' 

leader John Wigham COnsequently, Watg.mJeS WIll 

'" Instead It'S left to the game SlOw things down a notCh, 

ngine to earn Wa/1i'ames the next challenging the player to try OUt 

generation tag, With a versatile 30 new strategies rather than simply 

system and free (ratner than amassing as mUCh firepower as 

tile-based) Unit movement, gIVing possible, before launchmg an attadc 

,t i ne neceGSary edge 'The moSt I":~t 1!IIng Iq us is 

;Ohn ccrcecles Com'i8nd the content of the mlSSllOs,. we 
& c6nqUfN __ WiJIXf'(J'rt 2 have misJ~ ranging from 

contributed to the initial game escort duties to seek and destroy, 

design Vle.....ere tr'flng to take the search and rescue, interdiction, 

genre that step forward,' says John, prCKectJO(I and demohtJOn tasi:$ 

'the comp'etely three dll'l'ler'lSlOfl8l 'Ne are offered extenSIVe fleXibility 

nature of OUl' game being one of the rJ!j our Story line, and we use as 

biggest contributing factors In thiS,' mUCh of It as we can ' 

• 

Most post Command & 
Conquer titles use a 
tile-based system for unit 
movement and route-finding, 
Wargames uses a more 
preCIse, pixel-based system 

. '. 
"""'I 

. . •• ... L 
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STRATEGY 

The fog of war clouds the 
strategic options available In 
Ublsoft' s Army Men (above) 

i 
, . 

from the wargame format of giving orders and back to the 

original Commando and Ikari warriors style of action game. 

Giving players command of a small team also brings 

role-playing elements to the field, the extra visual detail 

and the need to keep each single soldier alive taking things 

away from the world of representational. lead figure, style 

counters. These are soldiers that look., and behave like the 

real thing. As Corrosive's John Cartwright says. 'Whereas 

battles like Command & conquer were very anonymous, in 

Cannon Fodder you actually cared about the troops,' 

Capitalising on this, developers are introducing extra 

character attributes and abilities for the onscreen fighters. 

Not onty are the same troops carried through from one 

mission to another in titles like soldiers At war, they even 

gain experience along the way, Commandos; Behind 

Enemy Lines features soldiers trained to handle very 

differe roles, while in Jagged Alliance 11, each mercenary 

has a range- of statistics~ goveIning everyth ing from morale 

and ~8dership qualities, to sniping ability and medical 

expertise, These soldiers are as much RPG characters as 

anything~ Its little wonder that players bond with them, 

J.Rl1Y lIE. 

Developer: Studio 300 

publisher: Ubisoft 

If AssBuIt Koros IS the game 

adopt cannon Fodder's 

non,te<:hmcal approach I\'S 

cartoonlStl ma~'mer, us.ng the 

theme of IOY soIctrers as the bas s 

for the real·\irT1e conflicts. As '-¥th 

many great Ideas, 11 happe'led 

pretty much Dy acddem. 

Nick Earle, exe<:u\JVe 

prooucer Of Army Men expla ns 

'When 'Ne started thin long about 

ng ajl'lI lltary ga:e, we were 

playlrlg a lOt of Return Flfe_ w,-a I 
IOve<t the g.Ime, but fbr 

be:\er e y AI-apd ab'lKy IQ 

give orders t<Jmte"lgent SQuads 

SO, the first deSIgn was an action 

strategy game th,,1 would give uS 

this depth, similar IP the early 5ega 

game, HerlOg zwe;_' 

wtlile planning the fflISSiOflS 

With plastic sokliers, the team hit 

upon the Ide" of basing the game 

• 

around toY soldiers rather than 

anempllng to simulate the real 

t\'lIng. AlmoSt every aspen of 

the game evolVed from that one 
concepl I! was II(e the proverbial 

gtTt go<ng Of': says Nd: 

The deslgflers set about 

recreatlng all the classic poses, 

and 8utOentlcally plastic weapons 

and vehICles - rlg,t 00Ym 10 tanks 

With ~1Ow underbellles_ uk.e 

ASSaUlt Korps, the emphasIs has 

also shifted aw"y from" 

macro· level contrOl system to 

something a ItIIe more Involving 

A UOOI' deployment SYSlem has 

eplaced by a oeSign Where 

get 0 CQl'ltrol the 'sarge', 

oVldes tt're fOCUS for the 

topeo~ 

r SQIj:liers 

wn~e the other military titles, 

including those featured here, 

auemptlO re<:reate the 

claustroOl'lODIa aflCl tension of real 

clOse combal Army Men's Inspired 

mIX of real str"tegy 'oVIIh backyard 

chlldspl"y may yet pay dividends 

£DG£O MAY 1998 

THE PUTURE OP WAR 
Already the possibilities of 3D are being explored further, 

Zombie's Spec Ops takes the viewpoint right down into the 

battlefield. This is a game so coin-op like in its presentation 

that it requires a 3D accelerator, yet is rooted in wargame 

territory, it features small numbers of soldiers and enough 

control for effective, genuine army ranger strategies, 

Whatever the graphical advancements, this immersive 

evolution of the action wargame looks set to stay, The 

hybridisation of real-time wargaming, directly controlled 

arcade action, and party-based role-playing strands looks 

likely to please garners from all corners, and ought to allow 

for enough permutations to sidestep the clone problems 

that have plagued the Command & conquer format. 

The contemporary war angle may pal after a whilel, 

but the fascination with war will undoubtedly continue. 

As Jon Hare says, 'Most of our competitive instincts are 

based around combat.' And what do computer games 

appeal to, if not those competitive instincts? So long 

as there's a demand for videogames, the future of 

the military game is assured, £ 

Only the player (represented by the Sa'1e) can drive vehicles, 
Tanks, jeeps and even boats are at their disposal 

PR 
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Multiple viewpoints are provided, Though the visuals suggest 
an arcade adventure, the multl·characterformat is unmistakable 

The Alliance sequel profers a more detailed Isometric viewpoint, 
with far better character detail and a greater range of moves 

l1Bll[ 
Developer: Cryo 

Publisher: In,house 

The application of squad'base<1 

control to an adVenture game 

format IS the inventIVe notion 

beI'IIrld Cryo's Ubi/( Based on the 

stQfy by Ph Ip I( DICk. author of the 

original 'Blade Runner',lt breaks 

;may from the pack rn a number Of 

ways A cyberpunk m lieu Ptovdes 

the opportunity IOf unusua 

Character ab Itoes to compliment 

the gunplay. Cryo Ptomlses to 

'balance m nd!X)Wef With 

Ilre!X)Wer', with soldiers for whom 

psychic ablltleS are as crucial as 

mastery of weapons and explosives 

Players Ptogfess through 15 levels 

set rn two universes - one a futurist 

enwonmenl, the Other IS pulplsh 

JAGGED ALLIANCE 11 
Oeveloper: Sir Tech 

Publisher: In· house 

AJthough the angina Jagge<1 

Alliance enjoyed only I mlted 

SUCce5S In the UK, It Old garner 

several awards from Strategy 

spetl8llsts, and did much to bridge 

the gap between cannon Fodder 

t e upcoming titleS examine<! 

h . NOW Sir Tech IS pusrnrg hard 

t Improve both technological and 

Strategic aspects for the sequel 

First and foremost of these 

1\f1provements is a new constructed 

• lraphlcs eng ne, With reaHlme 

Irghtlng (Including sUPPOlt for both 

day and nrght miSS onS), true 30 

Ilne-of·~gtlt and much Improved 

Character"fepresenta' all ...... 

featured In,lile isom scrolW'l8 

larld'scapes .wea.t me mode Will 

also compliment the stan(jar(j turn­

based game, the new mode USing a 

Similar system to the other blles 

feature here, with the player taklllg 

contrOl of JUSt one soldier at a time 

However,lt'lI be possible to SWitch 

oosed game - depicting fndustrial 

espionage in 21St century New York 

- Cryo is worKing on a mLlltiplayer 

mode, Which should emphasise the 

arser1a1 of SO weapons and 48 

psyChIC powers available HOpeftrlly 

ct-aracters irl muihp/ayer games W 

evolve, as they do In the StOfy mode 

The actJon is fully real·Ilme, 

ard as befits a game fOCUSing on 

small UMS alld close range combat, 

the viewpoints are mostly dol ed 

right In, though Instead of polygon. 

based 30, a number of statiC 

camera positions are used With 3D 

mOtion-captured character laid on 

top, In the manner of Resident EVIl 

With luck, Crye Will blend 

character progreSSion and tactiCS 

wIth the lifeliKe team dynamics 

strategy fans are starting to demand 

at will between any of the SIX In 

the unit, as we I as sett ng AJ 

parameters for tile ottIer memoers 

The use of mercenar es rather 

than k)yal $Ordl(!rs w once aga n 

be utll sed, w:h players hand· 

pi::klng a team and k t\lng them out 

ready for a Slaty·1ed serres of 

adventures that has tile mercs 

attempt ng to reverse a coup. 

'You can have up to twenty 

mercenanes on your team', says 

Si' Tech. 'Up to SIX mercs can be 

controlled at once The other team 

members can be assigned taSks 

soch as guard ng, repamng Items, 

tlea ng themselVes or other mercs, 

tralnlngclYll18ns, sleeplng,and rTlOfe 

Aitt:ougIi action based, Sir 

Tech ,5 keen to add as many 

authentIC elemef1~ as.,possl~Je, 

STRATEGY 

A range of onscreen menus 
give access to more complex 
character commands, The 
character selection system 
will be familiar to Command 
& Conquer aficionados 

Jagged Alliance 11'5 adoption 
of role-playing techniques 
even el!:tends to NPCs 

worklllg In rOle-pjayrng tlements .,..-

such as fIOI'IOplayer characters With • 

subtle vanables greatly affecllng 

me balance of play, and a deSign 

catenng for both action and 

tabletop·gamlng camps, Jagged 

Alliance 11 may well become one of 

the leading lights of thiS new genre 

• 
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s o, ll:to.ra, 

ual envrro.nment 

... T he British games industry is 
booming. Developers are crying out 
for fresh, talented staff - yet with 

its anti-corporate image and hedonistic end 
product, a career in coding has rarely been 
taken seriously by prospective students. Until 
recently, selecting a game design course on a 
university application form was impossible. 

attracting students - and skilled designers from other Industnes. Happily, 
univerSities are embracing the business of making games. Today. If you want 
to go to a British university and learn how to make computer games, you can. 

Focus on the future 
Some degree courses have featured a few of the basic skills required to make 
computer games: C programming, artificial intelligence or even 3D modelling 
and animation. whi le in recent years most of the better art COlleges have run 

utting a very flexible programme in place, and the way in 
which' Will work will dictate that beyond the core modules, students will 

need tQ..Undertake other modules, sorthey'lI take what interests them' 

Without more specific training. senior 
industry figures believe the shortage of 
talented manpower can only increase. Games 
are getting more complex - they require the 
work of trained physicists. mathematicians. 
teams of artists and professional musicians. 
This. combined with their growing bankability, 
has reversed the status quo overnight. 

Since its inception. Edge has been 
approached by people looking to get Jobs in 
the games industry The magazine now finds 
itself increasingly asked for advice on 

Jessie Lo, a Malaysian student at the 
University of Abertay Dundee tries out VR 

• -----......... _ I 1 .. ....... 
• _ •• 11 __ 
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new media courses (slanted towards the once brave, but now Imploding world 
of multimedia). But crucially, the higher educatton sector is being led by the 

likes of the University of Abertay in Dundee and Bournemouth's National 
Centre for computer Animation, and supported ably by the lik.es of Teesside 
univerSity and the university of Derby in fashioning a number of 
undergraduate and postgraduate courses that teach at least the basics of all 
the major skills needed by WOUld-be games designers. Their umted aim is to 
equip graduates with a well-rounded grasp of the technical. artistic and even 
teamworking elements of games design, 

The time is now ripe to take a closer look at what these courses offer, how 
they vary, how genuinely useful they are, where they might go in the future 
and crucially, what the industry thinks of them. 

Course credentials 
Universities still exhibit an element of coyness abOut Slipping the word 
'games' into the title of their games-specific courses, but even this is 
Changing. The univerSity of Abertay In Dundee offers a BSc (Hons) In Games 
TechnOlogy and Virtual Environments (pluS a Masters in Software Engineering), 
Bournemouth UniverSity's National Centre for Computer Animation (NCCA) 
offers a games-slanted Masters in Digital Media. the university of Teesside 
offers a Masters in Computer-Aided Graphical Technology Applications 
(CAGT A for short) and the university of Derby is currently setting up a BSc 
(Hons) in Creative Computmg. Middlesex UniverSity IS another establishment 
(featured here) shifting its focus towards the gaming world by adding a Net 
Yaroze programming module to its BSc (Hons) in Computer Science. 

--------....-_ .... --­_ ......... ..., ..... .., ...... .. -, ....... .., .... ,.....---,.. ......... .. ..-..... . 
.... ........ .......,,,, ......., ........ -...... ,.... ..... . 
-----...... _11 ...,..-..-,.. .... . .. ......., ....... -.. ...... ....-. .............. ,.. 
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mot~O ft Nar ~an mat IOn 
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Research and development 

Metilphorieally speaking, the 

worlds of computet" games and 

aeademLa have only Just ellchanged 

pleauntries IInd shaken hands. But 

they lire both starting to turn their 

thoughts to reseilrch which could 

push back the ell.Pilndlng 

boundarieS of computer games 

design. Certain elements of the 

games world, It mLllt be $/lld, do 

already have Ilnks with aeademi, -

,rtlflciallntelllgenee being the 

most obvloLls ellample. But what 

can we look fOfWard t01 

The Unil/i!rsity of Teeuide's 

SLlresh Keswanl lsn't happy with 

tile current status qLlo: 'At the 

moment, games Developers see 

students as cheap labour - they 

don·t hilve the finanNI slack to 

take on a student to work on a 

project which might or might not 

be usefLlI to them.' 

The NCCA' S Pet.r Hardle -

who specialises In creating virtual 

reality Tides (Including one called 

'Mission to Mars', commissioned by 

NASA and CLlrrently touring the 

US). isn't happy with the fLlnding 

available to him. poIntlnl out that: 

'In America, companies ean donate 

hilrdware and software and get tall 

relief. They can't do thilt here: 

It'S easy to Imagine the sort of 

research which could take pLace if 

some sort of Infl1lstructure was set 

up. Dave Cook, for ellample, has 

been giving some thoLlght to the 

II"IiItter: 'Wilat Intefests me about 

the games IndLlstry is that It Is stili 

Insisting on designing engines per 

game. I think a lot of good 

academic research into games 

engines needs to be done. We 

could research areas like 

parametric tools for gamlng­

where you tell a game dlaractef to 

walk, .n(! It does: 

Work by students at Bournemouth 
National Centre for Computer Animation, 
which has links with Psnnosis and Rare 

Sensibly, the ind ividual courses claim differentiated focuses which aim to 
cater to students' specific interests while encouraging valuable links with a 
games developer to be formed. For example, Dave Cook, sentor lecturer on 
the UniverSity of Derby's putative Creative Computing degree, says of the 
course: 'We'll be putting a very flexible programme in place, and the way in 
which It Will work will dictate that beyond the core modules, students will 
need to undertake other modules, so they'll take what mterests them: 

Am 
.., ... tImIIltt tluatrt. 
IMcIrII '" to ~ 
DfDIamL fnttwm 
Inr:fUdeI InlrMtlon 
pnIfNt: _nd ttnn 
fnCIUdtt IIWP project 
tI*d ttnn .. """",,Ined 
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..... _­... _ .. --­_ ... 
ArIImItIOn ..... m tM 
IaIt: twv to fIOUr",,,­
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Suresh Keswani, of the university of 
Teesside, adds about his MSc CAGTA course: 
'Its main feat is that it straddles the 
educational divide between technical and 
creative skills, whereas most courses channel 
people to be either techie or creative. The 
companies like this profile because they often .. 

........ ----tM 11"'" JrtdUatrr fnIm 
IIOtttthtutlncl 
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DMA'S Dave Jones doesn·t 

agree with lCeswanl tllat developers 

don't support academla closely 

enough: 'Maybe he's talking about 

large R&D projects, not many 

IndLlstrles want to spend mLlch on 

R&D, but the Scottish Games 

Alli,nce has helped us LIP here. 

We're a large developer and, part 

of the job of our head of research 

and development Is to make links 

with universities.' 

The Computer 
SCience Graduate 

Name: Ylnch Chlen Yeap 

Company: pure entertainment 

'I did a software engineering 
degree at Imperial college, 
London - a 4·year MSc. About 
five per cent of the stu ff I learnt 
was actLlillly usefuL. The trouble 
Is, when you 're studyln" you 
don't know what that five per 
cent Is. You always end up 
getting the specialised skills 
working for companies. For 
ellample, I've had to learn three 
differ-ent operating systems. The 
fln;t company I JollWId was a 
mLlltlmedLa one, progl1lmming 
hlgh·level stuff In O/rector. Now 
I've moved to the gLlts of the 
N64. Nothing you study can 
prepare you for that. 

I don't think rd Ilave liked to 
have done a focused computer 
games course. I think that trying 
to get ellactly the right skills for 
working In the games mat1<:et is 
a moving target. H&re, .11 the 
progJllmmers have degrees, 
mostly In computing - It' s 
company policy. But I know 
someone who wot1<:s at probe. 
and of about SO programmers, 
there are only two graduates 
among them.' 

69 
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'I did an MSc CAGTA It Teesside 
unlverllty. after talclnl. BA In 
Product Design It Nortllumbria 
University. It was useful - more 
than anything. It gave me a new 
career direction. The course 
provided me with a general 
oyervlew of the whole computer 
graphics area, and It was very 
uS.ful coming into contact with 
the technical side. 

Being at CAGTA, you can go on 
to post-production, film Of 

games. Bealuse It wasn't totally 
games-specific, there were 
thlngl I had to learn when I came 
10 VIS. Wcll as how to animate 
spec::lfic.elly for the games 
Industry. I now work.,. 
production artist doing character 
animation. But t guess the toUrH 
gives you the basic tools . For 
example, I' m usinl AlIas here, 
and I used It and 50ftlmage at 
Teesside. That' s probably the 
bluest bonus. I definitely think 
the course was worthwhile: 

£00£0 MAY 1998 

ua. en\l!ran rn.en t 

c z 
Sony"s Net Yaro~e has found its 

way Inlo a few uniyersltles, which 

seem to appreciate It' qualities III 

a low-tost yet releyant gllmes 

programming tool . The gllmes side 

of tile llcademk: world has 

certainly embraced it. The 

Unlyerslty of Derby's DlYI Cook, 

say,: " think Sony has been 

successful with Net varoze 

because In offering It at a 

reasonable price. When you're 

buying specialist tools, you 

really haye 10 Justify Ihem oYer 

11 broad IIrell.' 

Middlesex Uniye~1ty'1 Peter 

Plllsmorl adds: 'Games companies 

seem to be treating exposure to 

discover that they're getting two bodies for 
the price of one; someone, say, who can 
write Softlmage plug-Ins and do animation at 
the same time.' The NCCA's Peter Hardie 
comments: 'The students are the ones who 
have been playing the games. Once we get a 
reasonable number installed on the courses, 
we expect the ideas to come from them: 
Flexibility, it seems, IS all. This can even 
extend to selection procedures - many of the 
postgraduate courses will take on students 
WIth either an arts or science background, 
and Teesside's Suresh Keswam even says' 
'We sometimes accept students WIth no 
degree but relevant prior experience on our 
MSc CAGT A course.' 

the Net Varoze w ith healthy 

respect . From their point of ylew 

It uses a subset of the 

deyelopment libraries, but it', a 

proper subset.' Whether other 

uniyersities - or eyen schools-

w ill follow Mlddlesex's lelld and, 

yla the Net Vllfoze, add a games 

element to their mainstream 

computer cou~es remains to be 

seen. But the machine is cheap 

enoulh to giye IndMduals a taste 

of games programming, and could 

well fuel an amateur programming 

boom reminiscent of the days of 

the lX Spectrtlm and its Ilk. In the 

meantime, Ed,e stm awaits the 

first kmer Net varo~e game. 

Such statements neatly counter the first 
criticism aimed at vocational courses - that 
students might find that they're simply not 
cut out to perform the specialised skill 
they've set off to university to acquire. The 
couses should maintain a flexibility which 
would convince individual companies that 
they're not going to get graduates who are 
set in one way of working, This Will prove 
essential in the technologically fast-moving 

Middlesex University's BSc in Applied Computing indudes specific 
options in game design. The graphics option is also popular (above) 

• 
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world of games which constantly throws up new programming environments, 
operating systems and modelling packages that require new skills. 

Hopes and reality 
It hasn't been easy for univerSities looking to get games-oriented courses off 
the ground. Surprisingly, funding isn't generally cited as the problem. Finding 
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the teaching staff manpower does seem to be tricky, however. Despite its 
good intentions, the university of Derby encountered similar problems as 
Dave Cook explains: 'We were hoping to run two games-related programmes 
starting this year, but unfortunately we were told to hang on for a year. It's a 
logistical problem, we need the right staff in place. We run strong networking 
and AI modules, and it's a case of where do you prioritise?' 

Suresh Keswani feels that he doesn't get enough backup from the games 
community: 'We find that the computer graphics industry, from an educational 
perspective, is a new industry. Games developers tend to be small companies, 

Students from the University of Derby's 
visualisation programme show off some 
of their acheivements (left and above, top) 

e people who leave our courses have the ability to 
... produce reliable, robust interactive software ... 
[vldeogamingl is poised to overtake the film industry' 

so tend to be less organised about dealing with academic colleagues and new 
projects. This isn't the case in the us, where big companies have longstanding 
relationships with the universities for internships.' These gripes, surely, stem 
from the fact that it's stili early days for the games academia. Games 
publishers do have a degree of financial leeway far beyond their developers 
and Keswani believes that if they reinvested in their developers, with an eye 
on the long-term, and those developers then got together with the higher 
education sector, the research benefits could reap rewards. The university of 
Abertay and DMA, with which it has a close relationship, both cite the 

_ ...... 
11 cunwntly nmntn .. but 
both IIIouId ItMt In 
leptembtt 1999 

. .... puttilW a very 
flexible prop .. n"", In 
ptKII. allowfnJ .. optIoneI 
yMrout betwHn the 
Mc:oncI Md ttIIJd ~ 
PI(IpIII ttanInf ..... r 

• 

ccu.. wIt .. U p!lrt of the 
PfOII'Imrnt fn:Im the otMr 
OM. cn.tIW cornputlnt: 
Wll,1n the .... dNI WIth -­lndUdInIa ~ to_ 
ID ItUcID MIX.~. 
Md ..... teclmlqUM 
Mda CAD mod ... TIle 
IKOIId PM' WII MU In 
multllMllL a .. ,.. 
profKt. a'*"don. MIDI 
~andtoudl 
on tile fIrn ...... In tile 
tI ... ,...~WlII 
dIWIop a portfoIo of 

establ ishment of the unique Scottish Games 
Alliance, a government-funded development 
agency, as a helpful factor in bringing the 
games and academia worlds closer together. 

More manpower 
As gameplay and graphics continue to 
make remarkable progress, With games like 
Tekken 3 and Battlezone pushing back the 

work. DtaItIIlllteltalnnllnt 
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I GAMING GRADUATES 

Graphically, projects 
such as these from 
the University of 
Middlesex are of a very 
high standard. But 
teaching and assessing 
gameplay is a more 
difficult proposition 
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The Boss 

'I had my second lame published 
wllen I was In the third year of 
my degree at the University of 
Abertay - I left to form OMA 
with the option 10 return to 
flnlsh my desree If I wante-d. 1 
was aclvlsed that this was a bad 
move by $Omeooe whO 1$ now 
Instrumental In the lames 
course. n was quill funny that ­
I think the word tte used was 
that I was 'mad', 

I don't think there's much 
difference In the ,raduate stene 
as far IS games are concerned 
between the UK and Amllflca. 
GUYS hefe tend to treat making 
games more as a hobby. and 
that'l what sets the whole thins 
up. In America, It's hard to find 
someone who treats computing 
15 a hobby. That aspect over 
here goes back to the old ZX 
Spectrum days . 

we have about IS graduates 
from the university of Abertay 
here. I think some of the other 
courses are It bit too specialised 
- I wish they'd use the word 
'gllmes'ln course titles; people 
like to use Virtual this or 30 that. 
If I WilS on 11 unlYef'5ity board. I'd 
appoint a Professor 01 Games. 
It's not lust about 3D model 
deslg" - It's about everything 
to do with camet;: 

with Britain at the forefront of the laming 
industry. students at Middlesex University 
(right) have every reason to choose a ureer 
designing &",aphics for games (above) 

.... boundaries of current technology, more 
development teams start up. DMA'S Dave 
Jones, who was instrumental in settmg up 
the Abertay degree after dropping out of its 
Computer Science course to found DMA, IS 
clear about what he wants from new staff 
'These days, f look for three things. A very 
good understanding of 3D - people have to 
have a good mathematical mindset. second, 
we look for those who understand a bit about 
interfaces. who can produce something 
which is easy to use and well-structured. And 
the third thing we seek is feel, which is very 
hard to teach - you can give a small job to a 
number of different programmers and you'd 
be surprised how different each one feelS.' 

Although it has only just begun to focus 
its attention on the games world, higher 
education seems to be on the fight track. 

The acid test, is to investigate just what It 
aims to achieve. Abertay university's lan 
Marshall says: 'Our students will leave as 
extremely employable graduates. Games tend 
to be in development for up to two years, 
with production values of a couple of 
hundred thousand pounds and upwards. If 
they don't hit buyers' PCs or consoles 
working on the launch day, a lot of money 
has been blown. The people who leave our 
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courses have the ability to produce reliable, robust interactive software that is 
intuitive to use. The industry is vibrant and buoyant - In turnover terms, it's 
poised to overtake the film industry Unless the university and college sector 
supports' it, it could run out of steam, and that would be a major loss to the UK 
economy.' It is beliefs such as this that are reforming the education 
agenda, providing young people with skills that the industry demands. £ 
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'Playing Microcosm looked like TV footage of surgery in which one of those rectal 
probes is rammed up someone's arse. Playing it was a similar experience .. : 

Anonymous Psygnosis employee 

digifa • 
Isa 

(j or every Quake, Mano 64 or 

Gran Tunsmo, there are 

countless games that woefully 

underperform by comparison_ For 

this IS the nature of the bUSiness, and 

occasionally failure is the price of the 

pioneer. But there are some releases 

that manage to turn failure into an art 

form. These are the blockbusters that 

spend years in development then fail 

to recoup their costs on arrival. The 

make-or -break games that companies 

need to keep themselves afloat, which 

become part of the deadweight that 

drags them down. These are the 

videogame failures are commonplace. But occasionally. a game seemingly goes out of its 

way to steal defeat from the Jaws of victory, dragging an entire company down with it, 

Titanic-style. Edge salutes the world's most celebrated videogaming disasters .. 

hype-fuelled, markeung-dnven HQIN many FMV-based interactive 

behemoths, that promised the earth to movies or licensed, side-scrolling 

an expectant audience, only to deliver action titles, were destined for failure 

next to nothing. right from the begmning? And do 

The videogamlng obituanes on games such as Microcosm ultimately 

the followmg pages contain several act as a lesson in game design? 

recurring themes - all embraced by 'How not to', that is .. 

the familiar dictum that the games While gathering the eyewitness 

industry needs to learn from Its testlm9nles from those Involved in 

mistakes. The lure of new the following games, some 

technology, the folly of believing companies responded to Edge's 

ooe's QINJ1 hype, forgetting the investigations more candidly than 

foundations upon which past success others. In such a clandestine and 

has been built - these are the common highly competitive industry, 

mistakes that crop up time and again. admitting failure can be a rare trait.. ~ 
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Rise of the Robots 
Whal was meant to happen 
There are always a few select games that 

become focal points for the excitement 

surrounding new games teChnology. 

Following the Introduction of CD-RQMS, 

the Interest 10 rendered graphics soared 

fOllOwIng the summer of 1993, 'reodefed 

graphiCs' became the industry'S latest 

teChnOloglcallnfatuallOn, all eyes turned to 

Mirage's Rise of the Robots (Edge. tOO, 

was seduced by the prospect of high­

Quality visuals and featured Rise on the 

cover 01 Issue three). 

The game was being developed by 

Instinct DeSign, Mirage's In-hOuse 

development team, and early screenshots 

featured high-resolution, 'rendered' Images 

of stunnlng-loo~ang robots, posed In a 

PC, AmIp, SNES, Mep DrMI and ..... 

In-nouse 

July 1992 

December 1994 

_on __ 
..,'-­-'-------and not. kit .... 

vanety of fighting stances They looked so Ftghrer, It has gameplay that has never been seen before ancl graphiCS that have never been 

good that when Instinct Design bragged of. seen before - It'S the next generation.' She was fight in one respect. Rise's gameplay had 

eclipsing Capcom's Street Fighter 11 In terms never been seen before. Or since, fortunately. 

of enemy AI and setting a new benchmark 

for the beat 'em up genre, people wanted 

to believe It. Rise of the Robots quick:/y 

became the most talked about title of the 

year, arKl the hype continued 10 fesler as 

the game's release approached. 

What actually happened 

Most gamers now know not to trust pretty 

graphics, bUI thiS was a lesson that had to 

be learned the hard way. In hindSight, it's 

obvious that nothing could look: that good 

(and Rise of the Robots certainly looked 

Incredible) and Simultaneously offer great 

game play. Log cally, a computer can only 

Eyewitness testimony 
'We really believed that we could deliver something special. And. of course, people at 

Mirage promoted the game as much as they could It was their JOb to try and Start a fire 

But towards the end, the hype really got out of hand. It meant that the game could never 

live up to people's expectations. And, unfonunalely, 100 many people inSide the company 

started to believe It. And thiS. I think, affected the eventual outcome.' 

Anonymous source, close to the development leam 

'We pipped Cl()nkey Kong Country 10 the post as the first game to feature playable rendered 

graphiCS. The press got hold of thiS Idea and ran away with Itself. The hype was amalf&. 

and I think people expected the game 10 be much rt)()(e than It e\lE!r could be. But I stand by 

I\. and althOugh the fCVIews for the console verSlOOS were blOOdy appalling. the PC revle'WS 

were very POSitive. And I know that the garners liked It because we had a lot of In-box 

registration cards returned that said very POSitive things. The lesson here is that console 

and PC gamers are \INO very different people 

process so much information, and If it To CritiCise something is easy To praise something IS very difficult. You must look at 

spends 99 per cent of ItS time on the Rise of the Robots In context. At the time, there wasn't a PC market, there was no CD-ROM 

graphiCS, then, inevitably, the gameplay has market. It was all new I think Rise of the Robots has to be seen as a product of Its time.' 

to suffer. However, baCk In 1994, no-one peter Jones, managing director, Mirage 

wanted to believe that such hlgtl-resolutlon 'Ues. Damn lies and statistics. This IS what.lOUma ISts were fed dunng the prodUctIOn of RISe 

Visuals came With such a pnce tag. and of the Robots by codeshOp Instinct DesIgn. WI1ether the team believed what tlley were 

no-one was expecting the game to lal saying at the ume is arguable. That they Singularly failed to delrver on all COllnts, Isn't 

But how It failed. Instinct Design had It's weird that the game had an expenenced lead coder and a complete novice creating 

claimed that the game would feature 100 the robOt graphiCS. The 3D StudiO renders, at leas\. did look conVincing, but the 'game play' 

frames of animatIOn per robot, With a was a dog of Saint Bernard proportions. A colleague of mine almost completed the Amlga 

special keyframe system to ensure flUidity verSion Simply by pushing up/ngtn and hOlding oown the fire bunort SO much for Instinct 

of movement. How thiS metamorphOsed DeSign's promises Of "robots that figtlt With a very hl8h level of AI." Let's face It, the robots 

Into the three frames of movement (robot 

punching/robot kiCking/rObot dOing bugger 

all) featured In the fmal game LS something 

01 a mystery. What made the problem 

worse was Mirage'S poliCy of porting the 

game to no less than 13 platforms 

were as thick as shlt. Ironlca ty, the coocr responSible for overseeing the robot's moves was 

himself a "martial ans expert" Though.' he fights I Ke Rise of the Robots I COUld take him, 

easy. With one halld tied behind my back 

Also, they were always tOUting Rise of the Robots as a Street Fighter II-beater. HOW, I 

always pondered, would they do that using the JoystiCk/single-fire button ConflfilurallOn of 

the PC and Amlga? The anS'Ner was, of course, that they couldn' t And they didn't do It In 

(Inclucllng Game Boy, Game Gear, Jaguar, the sequel either, which was only Slightly, fl1argu"\a11y better. In mUCh the same w~ that 

and Master SVStem). most of \vI1lch were far some bits of the TItaniC are sligtnly, marginally less underwater than Others.' 

tOO underpowered to show off the game's 

one redeef111ng feature - ItS graphics. There 

was even a Commodore CD32 verSion 

developed, which sold, so Mirage claims, 

to more than 45 per cent of the people 

who owned the III fated system - which 

only raises the queStlOl1, 'What IS 4S per 

cent of IhreeT 

'ri's insulting to hear It be ng regarded 

as a Street Fighter clone: stated Mirage's 

woefully-mismformed PR person, prior to 

the game's release. 'ThiS isn't Just a Street 

Steve Jarratt, then editor of Edge, given the world's first , exclusive, £ 
'behind the scenes' look at Rise of the Robots 

Rendered graphics paved the way for Rise of the Robots, w hich was originally to 
feature 100 frames of animation per robot. It ended up with just three moves 

I 
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PaC-Man 
What was meant to happen 
Atad had acquired the US rights to produce 

a 2600 verSion of paC-Man almost by 

aCCIdent. (In the late 19705, upon returning 

to California from Japan with a $1 million 

deal to produce home versions of all of 

Namco's COIn-op titles - qUite possibly the 

, ' . .. 

What made the situation that much worse was that this took place back in the days 

when the vast majOrity of American videogame sales were handled by lC Penney and 

Sears, family-oriented chainstores with a far more shopper-friendly return policy than 

any of the specialist outlets of today. Despite interested parties' attempts to quantify the 

number, Atari never actually revealed how many of the seven million Pac-Man cartridges 

sold were returned for a full refund, but you can be sure that few gamers were backward 

in coming forward. 

[ 

'I took a look at this bullshit game and told Ray 
[Kassar, then-president of AtaTiJ that no-one's going 

to want to play it. But he dtdn't tisten-to me' 1 
videogame deal of the decade - Atari's 

licensing representative was fired for 

incompetence). In .1982, with 'Pac-manla' 

sweeping the world, Atari was in the perfect 

position to cash in. It had ten mill ion 2600 

gamers hungry for new software, paC·Man 

was the hOttest coin-op Since Space 

Invaders, and the game's success hinged 

on a novel concept not fancy graphics, so 

it could easily be converted to the primitive 

home system. Money in the bank, then? 

What actually happened 

Even though more than 20 million 2600s 

had been sold in the States, Atari was 

aware that only ten million consoles were 

stili in active use - haVing launched in 1976, 

the 2600's best years were already behind 

it. But this didn't stop Atarl from 

manufacturing some 12 million Pac-Man 

cartndges. The theory was that Pac-Man 

would not only sell to each and every 

active 2600 user, but also prompt another 

two million people to go out and buy a 

console. Sales approaching $500 million 

were confidently assumed to be a 'worst 

case scenario' 

APparently, the company was so busy 

calculating its sales figures that at no point 

did It pay attention to the actual bUSiness of 

making the game. The end result was the 

single worst coin-op conversion of all time 

and Atan once again managed to steal 

defeat from the Jaws of victory. Despite 

notching up sales of seven million cartridges, 

garners soon realised that 2600 Pac-Man 

was a clunker and stopped buying it. 

I • _ , r~ ) 

Eyewitness testimony 
'[The Pac-Man team1 did a lousy Jab. The story I heard was that marketing came In 

and said, "we want this in six weeks!" And the programmer said, ' Okay, I'll burn the 

midnight all" [The end resul t] was terrible.' 

Ed logg, then-Atarl 's head game designer 

'I took a look at this bullshit game and told Ray [Kassar, then-president of Atari] that no-one's 

gomg to want to play it But he didn't listen to me.' 

Frank Ballouz, then-marketing manager of Atarl's coin-op division 

'A while after pac-Man was re leased, MS PaC-Man was developed with an 8K ROM by a 

three-man team in six months. The first Pac-Man was developed With a 4K ROM by just 

one man in five months. This 4K ijOM was the big problem. My version also included a 

two-player mode and this drastically ate intO 'Ni1at little ROM there was After the release 

of the game, Atari set a new rule that every game needed to have an 8K ROM: 

Why wasn't the project allocated better resources? At the time the Pac-Man project 

was started, 8K ROMs weren't available yet. Also, when we started domg the port, 

Pac-Man wasn't a particularly big game, "PaC-Man fever" hit between the start and the 

finish of the prOJect.' 

'I have no particular technical regrets when it comes to Pac-Man.1 made the best 

decisions I could based on the teChnology available to me at the time. But SIX monthS 

later, If you asked me whether I would have done it differently? I'd say, sure' 

Todd Frye, programmer of Atarl 2600 paC-Man 

'I remember handing over hard-saved birthday money for this one as a kid. And yes, the 

Quality of the game 1 received and later, the lack of faith 'Next Generation' had In Atan while 

I was editor-in-chief, are undoubtedly connected.' £ 
Neit West, then-editor, Edge's US sister publication, Next Generation 

Pac-Man for the 2600 was supposed to be a sure success, despite the fact that 
the technology was already out of date, Sales of at least $500 million were 
expected, Instead, stores ended up refunding lots of money to unhappy gamers 
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ET 
what was meant to happen 
In late 1982. Atari needed help, AJthough 

more than 20 million Atari 2600 consoles 

had been sold in NOrth America, less than 

half were still in active use, and the 

technology was ageing fast. The Vectrex 

and the Colecovlslon were the coo new 

machines on the block and both offered 

more than the primitIVe 2600 However, 

Atan had deeper pockets than Its 

CompetitOrs and could afford to launch 

a bold defence Of ItS market. Steven 

Splelberg's 'ET: The Extra Terrestnal' was 

the biggest phenomenon to hit the US In 

years, and for 525 mlIIQO, Atan secured 

the rights to produce the game of the 

movie. On OCtober 25,1982. 'Newsweel( 

heralded the Imminent release of ET as 

Alari's 'biggest coup: and the stage was 

set for the cartridge that would cement 

Alari's dominance of the V1deogame 

industry and rocket the 2600's appeal 

beyond that of Its competltors 

What actually happened 
The game stank. Anyone who played It 

would probably say it's one of the worsl 

games ever created. And It died. 

Followmg the substandard converSIon 

Of pac-Man earlier in 1982, many 26CX) 

garners had lost faith In Atarl and refused 10 

buy any more software. Those garners who 

remained loyal exercised extreme cau\lOn 

before parting WIth their cash and word 

soon spread that ET was even worse than 

PaC-Man. It soon became obviOuS to 

everyone that Atarl would never sell the six 

mll Ion cartridges It had manufactured, and 

ATARll 
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prices began to plummet. On DeCember 7, Atari executives announced that they were 

Cutting their 1982 revenue forecasts from a whOPPing 50 per cent Increase over 1981 levels 

10 a meagre 15 per cent. The bUSiness world panicked and, by the end of the day, the price 

of wamer (the owners of Atari) stock dropped almost a third from 52~ to 35~. Even Atari 

President Ray Kassar hurriedly unloaded 5.00J of his shares (half an hour before announCing 

the revenue forecast cuts to the publiC). 

Copies of ET ended up gathering dust in 'less than a dollar' bins across the US, garners 

'I remember ... turning it on. 1 fell 
into a hole and couldn't get out. 

1 tried again. The same thing 
happened. 1 went back to the store 

and demanded my money back' 

abandoned the 2600 en masse, and so the legend goes, approximately five million unsold 

cartridges were buried in the New MeXJco desert and The great videogame crash of the 

early 19805 had begun. And If the game that prompted such disaster looked as If It was 

cobbled together by one person In JUSt six weeks, that's because II was 

Eyewitness testimony 
'I asked Steve IRoss, then-president of warner Communications)' "Wtlen do we have to 

produce thiS ET game?", and he said for Christmas of 1982. ThiS was the end of July when he 

called me_I said, "SIeve, the time It tak.es to produce a garlle is at least Six months - thiS IS 

ImposSIble" He said, "Well, you have to do It because I promised Splelberg we'd have It on 

retail shelVes for Chnstmas." SO 'Ne had literally SIX ~KS to produce a brand new game, 

manufacture It, package It, and market It. It was a disaster.' 

Ray Kassar, then-president of Atari 

'Ray called me up personally_ He said, ~Howard, we need ~ ThIs was July 23. He said, "We 

need It by September 1St. Can you do It?' and 1 said, "Yeah."' 

Howard Scott Warshaw, programmer of ET 

'I remember bUYing ET, taking It home. and turning It on. 1 fell Into a hole and couldn't get 

out. 1 tried again. The same thing happened_I went al' the way back to the store and 

demanded my money back. I trunk I bought some comics Instead.' 

Trent Ward, ex·revlews editor, Next Generation 

'I have an ET cartridge Sitting 10 my office_ It has five price StiCKers on it. The first one is 

S49.95, the last one is 99c I paid 75£ for rt at retail.' £ 
AI Nielsen, ex-buyer for us chain, JC Penney 

The amount of time devoted to developing ET (40 days to be exact) showed in 
every single aspect of the game. Spie\berg made millions, Atari buried more 
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World Cup Carnival 
What was meant to happen 
The first officially-licensed World Cup game 

would obviously be a premium title, a cut 

above the pursuing pack of the lesser 

football games. Come June 1986, things 

were going according to plan. World Cup 

fever gripped the nation as England eased 

past Poland 3-0 thanks to a Gary lIneker 

hattrick, and faced Argentina in the quarter 

finals. For US Gold, the game must have 

seemed like a license to print money, 

destined to go straight to number one 

across all formats. what could go wrong? 

What actually happened 
Nothing did go wrong. For US Gold, at 

least. The game duly hit number one and 

was a huge commercial success. Creatlve'Y 

and critically, however, it was an 

unmitigated disaster 

The expensive packaging - glossy Video 

case, bundled wallchart and other dubiOUS 

morsels - could not disguise the fact that 

World Cup Carnival was nothing more than 

a slightly re-j igged version of a none-too­

special two-year-old game, Artic world Cup. 

However, thanks to their Lineker-

fuelled football frenzy. the public blindly 

snapped it up only to repent at their leisure. 

Just as Diego Maradona's 'hand of God' 

destroyed the English'S fa ith in fair play and 

honesty, so US Gold did the same to a 

generation of gamers. 

Eyewitness testimony 
'We commiSSioned a very expensive cover 

from a biggish name in comic book artwork 

- "SOmethmg World Cup-is/l", we said, "and 

global" - and left tons of space in the last 

section of the magazine for our grand 

review and. nothing. US Gold went 

strangely qUiet. NO game, people were hard 

to get on the phone .. it was worrying. 

Finally. on the very last day we could 

wnte anything and get it in the magazme. it 

arrived. We loaded it. It was utterly dire. Not 

dire m the 'buggy, not ironed out' sense, 

nor dire in the 'tedious, unlnvolvmg. no fun 

to play' 3ense. It was dire in the 'little men 

running about like ants with no sense of 

purpose. Impossible to play because the ball kept being lost against the background' sense. 

And dire in the 'how Will we ever be able to explain to our readers why we put thiS on the 

cover, they'll never trust us again' sense 

Everyone at US Gold seemed to have disappeared. So, we did what all magazines do in 

thiS situatIOn - or used to, anyway - we pretended the glObe on the cover represented 'the 

world of computer football games and did a round-up of every available football ti tle.' 

Graham Taylor, then-editor of 'Sinclair User' 

'First, I must point oul that I am not proud of my contribution to World Cup Carmval. For 

something that happened over a decade ago, it is one particular skeleton which keeps being 

taken out of the proverbial closet. But since it has been exposed once again, I will give you 

the facts as they really happened. 

Throughout the early '80s Artic had been a very successful publisher. My malar 

contribution to the company was writing text adventures. But by the middle of the decade 

the company's fortunes had turned and money was becoming short It was the summer of 

'86 and World Cup fever was beginning to mount Out of the blue, we received a telephone 

call from Tlm Chaney, then general manager at US Gold. He told us about US Gold's MeXICO 

'86 World Cup license. The license was excellent, the packaging was even better. 

Unfortunately, it was only six weeks off and they had been badly let down by another 

developer - there was no cOde. 

He asked if we could adapt our 1984 football game, Art;c World Cup, to fit the license. 

We took the job and Geoff Brown (then head of US Gold) drove to Hull in his Testarossa to 

visit us. He explained that since Awe World Cup was well known and had sold very well, it 

would be inconceivable to simply produce the same game with superficial changes. We 

were to add a section that allowed the player to practice penalties and ball skills. 

We managed to finls/llt all off In the SIX weeks and were rather proud of ourselves 

The whole prOject had been shrouded in secrecy and US Gold had not senl out any review 

copies For days before launch, US Gold staff simply didn't answer the phone. So, the first 

time the magazines gOI to see the game was once it hit the shelves. There was a furore. And 

by the time the reviews hit, the World Cup was over and the game had achieved huge sales.' 

Revolution's Charles Cecll, then of Artic Computing 

'US Gold was effectively sell ing a ropey, two-year-old budget game for £10, with a cloth 

badge and some stickers. It got crucified in the press. 'Amstrad Action' gave it zero per cent. 

As a footnote, ArtlC sold the rights for the original game to a budget distributor called 

Geoff's Records whO were effectively selling the same game for 99p and they sued US 

Gold/Artic. In the end, ArtlC lost pretty much everything they had made from the deal. 

They, in turn took it out on the programmers and we were only paid half of what we 

were originally promised.' 

'PC Format' magazine'S Adam warlng. then in-house programmer at Artic £ 
and responsible for the 'enhancements' added to World Cup Carnival 

Only the adverts on the billboards around the ground changed in the game 
proper in the transition from Artic World Cup to World Cup Carnival 

-• 
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Battle Cruiser 3000AD 
What was meant to happen 
'I am the greatest programmer in the 

world: Derelc Smart allegedly once bragged 
to a fellow programmer. Smart's aim was 
to produce the 'ultlmate computer game: 
an entire artifiCial universe populated by 
computer-generated life-forms based on 
neural network tedlnology. The game 
would think and learn for Itself, respond to 
the player's actions, and offer the most 
realistic gaming experience ever deVised 
Despite the project's extreme level of 
amblUon, he, at least, always seemed 
confident that he COUld pull I! off. Battle 

CrUiser 3I'XXlAD was conceived in 1989, 

early demonstrations were shown at trade 
Shows in 1992, and a release date of April 

On sale before completion, players couldn't get 
past the second mission - even with ~tches 

Epic 
What was meant to happen 
AS the eighties gave way to the ninetieS, the 

Armga ruled the roost on the UK software 
scene. Mancunian veterans OCean - then 
better known for ItS Innumerable mOVie 
licenses than for anything else - was set to 
redefine what was possible on the Amlga 
WIth the awe-Insplnng graphical finesse of 
its space opera, EPIC. Debutante 010 was 
behind the design of the game that would 
outdo the upstart PC and its then­
revolutionary Wing Commander title 

What actually happened 
Eprc was an Intra In search of a game. Its 
impressive graphics were not In doubt. The 
big questions were over the gameplay, with 
the cruef one being where the hell was It? 

The space shoot 'em up was a financial 
success but its gameplay was fatally flawed 

1 " l 

-----

1993 was announced to the press. Sut development quickly got bogged down, and the game 
passed by several publishers before reaching stores, courtesy of Take 2, in October 1996. 

What actually happened 
What is certain is that the game crashed constantly, wouldn't play past the second miSSion, 
and had both gamers and reviewers scratching their heads In confusion. Patches were 
quickly issued to rectify the problems, but most Simply caused further glitches. 'ThiS is the 
first time I ever had to wait for a game's third patch before I could play it long enough to 
decide what was gomg on: one re\l1ewef lamented. This IS also the first time I've had to 
wonder If one of my reviews Will garner me a lawsuit, as threats seem to fall like ram around 
anybOdy wI10 says anything untoward about this product in pnnt'. 

Subsequent re-releases and patctv!s have made the game playable, and Battle Cruiser 
3IXO continues to impress/baffle/anger garners almost 18 months after Its Initial launch. 
some dle-Ilard fans can't gel enough of It, bul the majority of gamers now Simply wonder 
wI1at all the fuss was about. 

Eyewitness testimony 
'To some, smart was a perfectlorllSl, worlm1g hard to code a groundbreakmg piece of 
software, and he would get It nght at an COStS, no matter what the delays - a noble figure 
fighting the corporate money men. or maybe he was a snake 011 salesman, promiSing 
castles built on the clouds to Increase hiS own fame and to milk money from publishers. 
Or maybe he was Just an average guy With a good Klea, who wanted to do It right but 
made promises he couldn't keep HIS volatile and qUirky personality makes It hard to 
determll""!e the truth: 
T Llam McOonald, columnist for 'Boot' magazine and obsef\ler of the BC3K project 
'Was I insane when I started thiS? Hell yeah! Because I had to be stark raVing nuts to thinK 
that I could pull thiS off In 1989 and suck with it for eight years. people call me crazy and say 
t need therapy, [but] I love being Insane because It puts me In a state of mind that allows me 
to not only tap Into my own IntultlOl'l and do what the hell I want but also to put up With all 
thiS bul!shit that's gomg on In thiS IndUStry. It puts me beyond caring what the next person 
thinks. NO sane person could have done thiS. Ally sane person would have balled.' £ 

Or Oerek Smart, creator of Battle Cruiser 3000AD 

The baSIC space ShOot 'em up gameplay was none too Challenging. maklOg the game 
spectacularly easy to finiSh. The difficulty level wasn't helped by the fact that a Cheat to refill 
all fuel and reload all -..veapons was clearly identified In the manual and even printed on the 

pilOt controls reference card SUpPlied With the game. On the subject of the manual, It was 
SUCh a shoddy affair that many sections were IOcomplete - for 'Ion', the glOSsary read, 'a 
particle of fill in later' (Apparently, the German entry read, 'em particle van fill in later'). 

Eyewitness testimony 
'EPIC was by no means a flop for 010 and OCean. The game did suffer from being delIVered 
late and probably didn't live up to the enormous hype it was given. Graphically I suppose you 
could say that the In-game action was overshadowed by the glorious cut-scenes and the 
gameplay could be termed as limited. Epic was, however, a finanCial success. The same 
can't be said of Its fOllOW-up, Inferno. The PC-based space extravaganza suffered from 
awesome SI ppage due, In the main part, to the game being deSIgned as a disk-based game 
and later being moved onto CO. There seemed to be a delay of almost a year while volce­
avers were added. A year in which the backlash of the hype hit the game head-Qn. The 
combmatlOn of delays and flawed gameplay led to OlD's biggest failure. Of course, it didn't 
get them down. Winning 'Game of the Year '97' at Milia Just shows how they went from 
strength to strength: 

Anonymous former OlD employee 
'The reviewing community had been suspicious for some t,me about the lack of playable 
preview material on Epic, so no-one was all that surprised when It turned out to be so 
awful. The readers, thOugh, being less cynical, were shocked and dismayed at the game's 
dismal quality ar)d besieged AP With unhappy mall about the game, which we published 
after gIVIng OCean a nght to reply, which it at first accepted but then declined after 
having seen the letters. 

InStead, illet us print the letters unChallenged, then sued us for libel for printing 
quotes from them In whidl readers offered the opinIOn that OCean was a crap company. 
The wags.' 

Stuart campbell, then of 'Amiga Power' magazine £ 
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Microcosm 
What was meant to happen 
BefOfe enjoying success on PlayStatlon, 
PSygnOSlS uShered in the CD-ROM gaming 
era with the Famastic voyage-cum,After 

Burner game MicrOCOsm, In retrospect, It'S 
easy to see what It was trying to do. Pnor to 
this, the one thing garners never had was 
video footage, CD-ROM offered thiS option, 
so Psygnosis set about dehvering It. The big 
problem was In trylng to make the Video 
Interactive, Which, In thiS case, It wasn't 

What actually happened 
After a stunning opening seQuence, 
Microcosm's game play proved to be merely 
a lacklustre shoot 'em up. In a tube, With 
little or no attention paid to gameplay, 

Microcosm was destined to be a showcase 
for CO-ROM technology, It offered little else 

Fight for life 
What was meant to happen 
Late In 1994, With PlayStatlon and Saturn 
looming. Atari's Jaguar needed to 
consolidate Its head start and grab Itself a 
chunk of the next generat on console 
marketplace while It coula stili claim to be 
the most powerful videogame hardware 
available, With Vlrtua Fighter a certainty for 
saturn, and emerging screenshots of 
mystenous PlayStatlOn prOjects Tekken and 
Toshmden, Atari wanted a polygonal fighting 
game, too. Fight for Life was Jaguar's flagship 
proJect. Fran~ois Yves-Bertrand, fresh from 
sega AM2's Virtua Fighter team, was hlfed 
as lead programmer, Excited Jaguar gamers 
eagerly awaited its Decerrber 1995 release 

Fight fOfPLife had its butt deservedly kicked 
by the vastly superior Tekken and Toshinden 

. " J 

One of the prOject's artlsts summed It all up when he said, 'The idea was to get a Visual 
feast and lie a game 10 ~here somewhere as well: But With the gameplay tak.lng a back.seat 
from the off, Microcosm never rea!lywas a game at all, The paltry 400K of game code used 
up a whOPPing 0 1 per cent of the diSC space and conSisted of the movie player and a bit of 
colliSion detectIOn, Rocket science, It wasn't 

It'S easy to see that the MIcrocosm prOject was a neat way for Psygnosls to test a new 
format. By putting these experiments In a box and selling It as a game it could generate 
some revenue to help offset the cost of this researCh. But, of course, someone's always got 
to pay the bill, eventually. And With MicrOCosm, thiS unfortunate someone was lhe gamer 

Eyewitness testimony 
When PSygnOSiS flfst had the product, It ushered a bunch of lournallSts Into a linle room for 
a screef1lng. Dutifully we all sat through the seven-minute IOtro and were kind of Impressed 
in a 'well, you've (lPped off 'Blade Runner' and 'Aliens' really badly but managed to SQueeze 
it on to a CO ROM' way AS soon as the In-game stuff started, everyone wandered off 

When, dunng Microcosm's development, the lead programmer IS Quoted as saying: "The 
one thing we've got to be careful of is that we don't Just take 600Mb of storage space, bung 
anything on there, and say S#%O the game," you've got to raise a wry smile, haven't your 

Steve Jarratt, then-editor, Edge magazine 
'Despite rts ObviOUS gameplay faults and flaws, you have to remember that while developing 
Microcosm, one of the \\{lfld's first CO-ROM games, we had no-one else's mistakes to learn 
from, Also the hardware platforms we were dealing With - commodore's ill-fated CDTV and 
C032 machines, and 5ega CO - otMousfy hampered ItS potential. There was also a barrage 
of hype surrounding CD as a format at thiS time, and people gOt a IInle tOO carried away With 
wnat they believed the CD-ROM format could deliver 

'All that said, we don't think Microcosm was the flop It IS often perceived to be. It was 
a commercial success for PsygnOSIS and did, at least. show people that the CO-ROM format, 
while nowhere near perfect yet. could deliver incredible audiolVlsual advances, 

Glen O'Connell, psygnosls 
'Okay, we admit It Playmg Microcosm looIced like TV footage of surgery in which one of 
those rectal probes IS rammed up someone's arse, Playing It was a SImilar experience: £ 

Anonymous Psygnosis employee 

What actually happened 
After suffering many delays, Fight for tife eventually sh pped In Apnl of 1996, But by thiS 
time, PlayStatlon and saturn were rapidly eroding Jaguar's tender foo~d In the market. 
and it was becormng Increasingly obvious that Atan was QUite dead 

Arid as for the game Itself, well, the Atan faIthful lauded It as the finest fightmg game of 
the decade, But then these were the same people who COUld look you In the eye ana tell you 
that clearly, Club Df/ve IS a superior dnvlng SImulator to Daytona USA. In real tv, FISh! for life 
struggled in every area of Its eXiCtJtJon, And WIt!1 the team's dismal failure to SQueeze 
anything like PlayStatlon-, or saturn-Quality visuals from Atari's 'technically superior' Jaguar, 
time was up for the hardware, 

Eyewitness testimony 
'1lnhented the project after the flfst producer left the company I'm just trying to forget the 
whOle mghunare -that's why I asked fOf my name to be removed from the credits' 

Anonymous, Fight for life producer 
'Despite all the delays, production disasters, and the game's mltatlOf'lS, Fight for LIfe's 

anginal prOducer was able 10 constantly bullShlt upper management IntO believing that the 
game realfyWOUld redefine the 3D flghllng genre,' was once at a meet ng in which - on a 
Wide-screen TV - It was compared head-tQ-head With Tekken. In a claSSIC case of management 
"hear no evil, see no evl, speak no eVil: Atan executives nodded, smiled, and agreed that 
Fight fOr life was a legitimate competitor to Tekken and Toshmden, It was unbelievable: 

Anonymous, then-Atarl employee 
'At the time, Atan was not in good Shape, from a financial point of Vievl, the company was 
struggling, From a technical pomt of view, the Jaguar was outdated before developers could 
really get the hang of It. From the press' point of vieW, well, Atan waso't really the cat the 
press was bemng on, From a dlstnbutlon point of View, the Jaguar never really made ,t SO, 
Atan waSll't realty the best place to be, And sure, Fighr for LIfe wasn't a Virtua Flghrer or a 
Tekken, but then the Jaguar wasn't a PlayStatlon either, And I know most gamers were 
happy that some developers were spending time trying to do what they COUld,' £ 

Franc;ols YveS-Bertrand, lead programmer of Fight for afe 
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Testscreen 

Gameview 

Corrosive Software's 
Mark Neesam casts 
a critical eye over 
FFVII, and finds it 
lacking very little 

Mark Neesam is an artist 
with game startup 

Corrosive SOftware. The 
company's firSI project 

ISASSaulr Korps, an 
lsometnc Strat~ game, 
and can be seen on pSB 

Members of the 
development commun.ty 
are inVIted 10 ema_1 
Gamevtew StJl)mlssiOns to 
edgeOfuturenet.co.uk 

I 

The definitive monthly assessment of the world's latest vldeogames 

Final Fantasy VII 
n 0 create Final Fantasy VII, It seems to me, Square 
... too< a manga-style fantasy plot, bolted a fairly 
Simple role-playing game engine to it. and then spent 
two years throwing the kitchen sink at it. It is an 
amalgamation of so many disparate ideas, game types 
and graphical and musical styles that it probably 
shouldn't hang together as a single entity, but does so, 
and manages to be a truly superb game into the bargain 

The plot IS a real belter (albeit comp'etely bonkers 
In that special way that the Japanese are so good at). 
The game Itself is completely linear, though. giVing the 
player no opportuntties to deviate from the main Story 
at all. Although thiS is restrictive, Final Fantasy getS 
away With It admirably most of the time, prOViding a 
whole host of distractions and sub-Quests to amuse 
and entertain. However, my characters decided to do 
things that I didn't want them to, thus shattering the 
illusion that I was In control of their destiny. 

The core RPG is hugely varied and contains many 
puzzles - cleverly, the easier ones are essential to 
further the plot, while the ttlckler ones Yl€ld the groovy 
bonus Items. The excellent combat system really 
makes thiS game stand out, especially the Inspired 

ImplementatIon of magic that allows an unrivalled 
degree of expenmentatlon. The flgtlttng can become 
a tad tedious, but the game copes very well, providing 
magic to ward off creatures, and items that let you 
duck out of unwanted fights. Interspersed With thiS 
typical RPG fare are a multitude of sub-games, ranging 
from strategy games to snowboardlng and submanne 
hunts, to giant chocobo racing These are generally 
excellent, and In a stroke of genius, the best of these 
feature as arcade machines in the casino location, so 
they can be played as often as you want to 

The graphiCS vary in quality, from awesome to 
merely excellent. Admittedly, there are ropey bits, but 
that's unclerstandable in a game of this scope. The 
magical effects used in the fight sequences are simply 
breathtaking, hOwever, though thiS does sometimes 
make them tOO long to sit through repeatedly. The FMV 
sequences deserve a mention too. I'm not a fan of 
FMV usually, but Square has seamlessly integrated a 
multitude of gorgeous seQuences into Its game, uSing 
them to further the plOt 

FFVIIIS absolutely superb - an epIC, a claSSIC and a 
milestone game all In one I love 1\ 

Mark Neesam enjoys FFVU's interactive. RPG·styled gameplay (left and middle). and the varied 
sub· plots on offer Include strategy games. submarine hunts and even chocobo radng (right) 

videogames on the Edge 

The games - Old, new, whatever - that have grabbed Edge's atten tion this month 
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CoUn McRae Rally 1080· Snowboarding Bubble Bubble XI 
(Codemasters) (Nlntendo) (Acclaim) (SCEt) 

A new verSion of the TOCA The AI may leave a little Two-player gaming all1S Another potental meml:ler 
crealor's off-road racer 10 be deSired, bul nothing hectic I:lest PlayS!at_Ofl for SeErs ever-Increasing 
has armed, to the SOtJOO comes clo!>e 10 Sk_mmlng owners In need olllghl coIlectloo of highly onginal 
01 Edge's wor~ screeching down 1080"'s time tna, relief (and an edtJcaMn In IItles Edge hasn't stopped 
10 a hall. AS they say, first courses, Snowboarders 20 gaming) need loo~ no playing the Tokyo Game 
impreSSions last need never get cold again further, CtJte and classic Show demo version yet. 
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Tekken 3 

Law demonsh'ates to ,anda why he remains one of the most popular flcfrters In the ,ame. Fadal and dothina: 
detail Is several runes above that In Teklcen 1. while Nameo has made slpiflcant IIdnnces in its motion capture 

~ 
t the dawn of the 32bit console age there were 

, few reasons more compelling to buy a new 
machme than sega's Virtua Fighter and Nameo's 

riposte - Tekken. After the long dominance of capcom's 
Street Fighter series on the Mega Drive and SNES, fighting 
game fans had the luxury of picking between two titles 
that not only utilised 3D technology, but were also of 
outstanding quality. Three years later the Saturn is all but 
deceased, and vinua Fighter 3 may never see a home 
format release. Meanwhile, Nameo's beat 'em up has now 
reached ItS third PlayStatlon Incarnation, packed With 
additional gameplay features designed to augment the 

~ 

already unbeatable play experience. 
By setting this new installment two decades after 

Tetken 2, Namco has given its designers the chance to 
start over with the characters, although some past 
favourites (or their Similarly skilled children) have made an 
appearance. Thankfully, it elected not to tamper with the 
easily understood 'one button, one limb' control system. 

While it was expected that Tekken 3 would be a 
significant step-on from the previous game in the series, 
qUite how much the development team has achieved 
doesn't become apparent until play commences. Though 
the game has been available as a cOin-op title for some 

/' \.~ 

\ 

.. ~ 

Tbe first half of the standard Tekken llin~up indudes (left to right); Jin, Law, Lei. Hwoarang and Paul. While 
some are carried over from earlier versions of the game, all of their move lists have been revised and refined 

PlayStatlon Publisher Namco Developer· In-house Price: V5,800 (£30) Release: Out now (Japan) 
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New charader Mokujin (top) is a wooden training 
dummy who varies his fighting style every game 

time, in that form only the wealthiest players will have 
discovered all of Tekken 3's secrets. The videogames 
industry has misappropriated the term 'arcade perfect' 
too many times for it to have any real meaning, but 
Namco's game comes very close to deserving that tag. 
Animation is not simply smooth but incredibly detailed, 
with motion capture used extensively to bring the fighters 
to life. Watching the Bruce Lee- rephcant, Law bounce 
tensely around the arena, shifting his we ight from foot to 
foot is a sight and JOY to behOld in itself. Other 

TEST 

Powerful, solid~feeling characters and rNssurinrfy accurate collision detection ensure that Tekken 
1'5 extended acrob.tic sequences are often spectacular and always damaging to one or both players 

protagonists, including newcomers such as the 
breakdancing Eddy, have received an equal amount of 
attention to their movements 

The motion capture is aided and abetted by an 
increase in the number of pOlygons used to mould each 
tighter. Playing Tekken 2 back-ta-back with 3 provides 
ample evidence ot the advances made in the game's 
graphics - without the assistance of a hardware add-on 
that had been mooted during the game's gestation. 
Characters as depicted in the second iteration - ones that 
seemed, at the time, to represent the peak of the 
PlayStation's abilities - seem blOCky and lifeless in 
comparison to those in the third. Additional lighting 
effects are also employed throughout to spice up the 
action, although the chief beneficiary of these is 
Yoshimitsu, now equipped with a glowing sword. 

Namco's musicians have also been given ample 
opportunity to demonstrate their talents. Few titles 
stream such suitable tunes so seamlessly into the action, 
and even fewer can claim their music as bespoke. ... 

Namco has thankfully retained 
its onsaeen lists of attack moves 

(Left to right) King. Yoshimitsu. Nina. Eddy and Xlaoyu make up the last five of the Initial charaders, Of these. 
Eddy is the simplest for newcomers to leam. as hammering away on the kick buttons should ensure success 

• 
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"Tekken Ball' is karate croued with 
volleyball (top). while the "Tekken 
Force' sub-game (middle. bottom) is 
similar to Capcom's Final Fight. 
scrolling from left to right as the 
player struggles against hordes of 
opponents. After completinglt four 
times. a secret character (from the 
mediad profession) is revealed ... 

Sadly, saeenshots can't convey Teklren J's 'antastic 
background music - or its crunching sound effects 

.. A comparison of the two titles also reveals the 
progress made with Tekken's AI routines. On harder 
difficulty settings in one-player mode, opponents will 
adapt to, predict and Shrug off repeated use of a Single 
move with alarming ease. Increasingly unpredictable 
opponents are clearly the way forward for fighting games, 
within reasonable limits: a real fighter would De 
unbeatable if he could predict hiS opponent'S next move 

The differences between the 22 characters that Edge 
has discovered are far more marked than in Tekken 2. 
AlthOugh many of the 'new' additions are simply 
developments of past favourites, a great deal of effort has 
clearly been expended by the developers to ensure that 
the balance between fighters' skills is even. Each of the 
combatants is now a Strong character is its own right, 
with only the aforementioned Eddy favouring a 'press-all· 
the·buttons-and-see' approach. 

",; 
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8ryan and nger (Eddy in a different guise) caught 
In balletic combat.. Sheer poetry in motion 

ThOse familiar with the Tekken's patterns and moves 
will prObably find this third interpretation less of a 
chaUenge than a player fresh to the fray. In order to offer 
its die-hard followers a fresh element, Nameo has given 
both the initial selection of characters, and thOse that 
appear as 'prizes', a major overhaul. while familiar basic 
attacks maintain the same key combinations, others­
mOSt nOtably throws - have been made less accessible 
AS a result, even the most experienCed fans will need to 

As in previous Tekken games. defeating the final boss reveals some hidden charaders. Many of these are now 
strong fighters in their own right Heihachl. Sryan. Anna. Gun Jack and Ogre (left to right) are the first five ... 

• 
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re-learn some of the movements, which is no bad thing. 
The simple hits that could oe performed after opponents 
had oeen knocked down have also been purged; there are 
assaults that can be employed against prone foes, but 
these are now harder to access. A greater emphasis on 
juggles (where repeated strikes can keep adversaries 
airbOrne and defenceless) is also noticeable throughout 
the game, with new attacks included to assist their use 

Away from technical gameplay aspects, newcomers 
to the Tekken cult will find a game that remains one of the 
most accessible beat 'em ups ever devised. Its extensive 
practice modes enable players to rehearse more 
complicated moves at their leisure, with the majority of 
each character's attacks listed in an easily unfurled sub· 
menu. Additionally, Namco's developers have included 
an all·encompassing selection of play modes, covering 
everything from standard 'Arcade', 'Time Attack', 
'Survival' and 'Versus' settings to the more oblique 'Team 
Battle' and 'Tekken Force'. This last option is a sub·game 
that requires the player to battle along a Sideways 

TEST 

By lIIpplnc the D-pad up or down. the charaders CIIn be moved In or out of the screen. It's a 
welcome addition. and one that experienced reU_" playen will find freshens up the ,amepbly 

scrolling play area, defeating hordes of shadowy foes, 
much like the seminal Double Dragon. AS a bOnus, 
completing a certain amount of the Arcade mode reveals 
an additional 'Tekken Ball' game, which is essentially 
VOlleyball crossed with karate - and very enjoyable. 

with Metal Gear Solid on its way, Gran Turismo 
imminent in Europe, and now Tekken 3, 1998 looks set 
to be a golden year for the PlayStation. With TekKen 3, 
Namco has left its competitors an imposing target to beat; 
the new play modes, advances in AI and character deSign 
made in development are far more significant than those 
in the second iteration of the series. Edge's only - slight­
reservation is that those who have played Tekken 2 to the 
point of exhausting all enthusiasm for the game may not 
find this new version initially appealing. Those prodigal 
sons should persevere, as even a short sequence of 
bOuts will bring the reward of instant addiction. £ 
Make no mistake, the master has returned. 

Edge rating : 

Nine out of ten 

The potygon b.ckdrops of .rude 
T.lcken J hllve not survived the 
translation to PlaySlIItlon. In their 
plllce, IlIrge bitm.ps lire sCIIled IInd 
skewed as the CIImer. pans llbout. 
similar In etted: to QuickTlmeVR. 
Ifs 11 worthy substitution, however 

." whlle Panda. the diminutive Gon. Tiger. Mokujln .nd JuUa 'almosf complete the collection. Most of the 
protagonists hllve dupUCllte outfits, seleded by pressin,lIltemative buttons on the selection screen 
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Motorhead 

Althouch at times the backgrounds can be rather spane, and tend to blod: In rather late, MotorheQd aeates a suitably futuristic atmosphere with ,. 
chemical-red skyline and smog-green liplin,. However, some drcuits. like Olympos (bottom. far rirht). buck the trend with elorious sunshine 

The splitscreen option (top) 
compares well with the one-player 
lame in both visuals and speed 

III ecently, there has been. a shift amongst driving 
• game designers, away from arcade racers and 

toward accurate Slms like TOGA and Gran 
Turismo. Motorhead on the other hand, has taken a 
swaggering step in the opposite direction. 

The first hint is the setting. MOlorhead takes place 
in a hazy near future where dnvers compete in the 
TransatlantiC Speed league - a fictitiOUS organisation 
arranging meets everywhere from industrial docklands to 
Greek villages and city streets. Indeed, one of the game's 
finest features is this sheer variety and imaginative detail. 
Ruhrstadt, for example, has drivers racing through an 
empty underground car park, Olympos goes for a 
Mediterranean plaza and Neocity features a huge San 
Francisco-style drop through the steep urban streets. 

On top of this, each of the Circuits is riddled with 
chicanes and roadblocks to keep players In constant, 
frantic concentration. Hit a concrete traffic island, or a 
row of bollards, and by the time you get back into the 
race you'll be in last place for certain. This is the first of 
the game's controversial eccentricities; players wtlo want 
to be challenged more by the tracks than by other cars 
will find Motorhead a breath of fresh carbon monoxide. 
Sim fans, however, are likely to be enraged by obstacles 
littering the courses 

Those coming to this game after Gran Turismo may 
also be disaPPOinted by the limited range of the single­
player game. Here, entrants start at the bottom of league 
diviSion three with three cars to chose from and two 
courses - the aim is to progress through to division one, 
thereby opening all eight cirCUits and ten cars. Although 
these tracks are well-designed, it's a far cry from Gran 
Turismo's 21 offerings. 

But not everyone wants the intricate depth and long 
learning curve of SCE's masterpiece. Some want to just 
blast through a few stimulating tracks - an experience 

Motorhead provides. The handling is skittish and exciting, 
especially With cars that substitute grip for acceleration 
and speed {each vehicle offers a different combination of 
all three attributes}. There is also an incredible SOfps 
option, which halves the amount of competitors rather 
than comprising on visual detail 

Motorhead, then, is something of an enigma, eXisting 
somewhere between Wipeout and Ridge Racer. At times 
it's infuriatingly difficult, with opponents conStantly 
zooming off into the distance, despite claimed realistiC AI. 
It can also prove more effective to accelerate and slam 
round corners than try and take them with skilful driving. 
However, the game is addictive - and opponents do make 
mistakes from time to time. Digital IllUSions has made 
many compromises in the name of instant PI,ayabll.ity £ 
- some have failed, many have worked brilliantly 

Edge rating : 

Seven out of ten 

The car models are a touch lacklustre. borrowing 
heavily from the Lamborghlnl school of design I Form~t PlaySt ation publisher· Gremlin Developer: Digita l illusions Price: TBA Release: April 
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Dead or Alive 

jhg gkjg oiyug Ik jkj glk the caption for this thing jhg gkjg 
oiyug Ik jkj glk the caption for this thing fdsfdfsfsfsfdsfdsf 

m aving declined the opportunity to sign Dead or 
Alive at the end of 1997, the current occupants 
of 266-270 Gunnersbury Avenue have yet 

another reason to kick themselves. Takara's PlayStation 
conversion of this moderately successful Model 2-
powered fighter is not only better that its Saturn 
equivalent, it's also a confirmed fixture on sony Europe's 
1998 release schedule. 

Dead or Alive is moderate ly unique as a PlayStation 
beat 'em up in that it utilises a control method not 
dissimilar to the Virtua Fighter games. While other 'me 
too' brawls on sony's machine plagiarise Namco's 
Tekken, DOA uses sega's standard of solitary kick and 
punch buttons, but with a novel addition - a 'counter­
attack' command. This allows players to halt opponent's 
moves in mid-flow with a solitary tap of a joypad, before 
launching their own immediate ripostes. 

With certain blows capable of draining a third of a 
competitor's energy bar, the counter attack is no mere 
gimmick. As Dead or Alive's pace is, without exception, 
frenetic, players who favour a more defensive style of 
play will soon fall fou l of over-reliance on basic blocking. 
Street Fighter and Tekken adepts in particular will find 
DOA's attack-oriented gameplay difficult to get to grips 

jhg gkjg oiyug Ik jkj glk the caption for this thing 
jhg gkjg oiyug Ik jkj glk the caption for this thing 

jhg pjg olyug Ik jkj glk Ihe caption for Ihl. Ihlne jhe pjg olyuelk jkj elk !he caption form 
Ihi. Ihlng fd.fdfsfsf.fd.fd.fI<jhkjh j kj jhjhhj hhkhhkj hkjhkjhkhjh .dd .. d.sdd.d •• d .. dm. 

with. 
As if its well-measured gameplay were not enough to 

intrigue PlayStation owners, Dead or Alive can also claim 
to be the fastest fighting game on any current format. 
Running in high-res at 6Ofps, DOA makes its 32bit 
contemporaries - inCluding its Saturn equivalent - appear 
ponderous and laboured by comparison. But this pace is 
maintained through the sad but perhaps necessary 
compromise of simplified backdrops and precious little in 
the way of arena furniture. 

Sadly, Takara cheapen Dead or Alive's PlayStation 
debut by recreating the decidedly dubiouS 'breast 
animation' of the arcade and Saturn versions. The 
slightest movement by a female character causes her 
bosom to move in an exaggerated, gravity-defying 
manner. It'S this feature that many will come to regard, 
mistakenly, as DOA's key selling point. Edge is fa r from 
prude, but finds this feature deCidedly out of context - the 
beat 'em up genre seems hardly the place for Russ 
Meyer-style mammary fixations. 

Although its remarkable speed and relentless action 
may not appeal to all. Dead or Alive could conceivably 
enjoy a reasonable amount of success where others will 
fail in coming months. Tekken 3 is, quite understandably, 
the title all garners want to play, but Takara's offering 
should prove sufficiently different and accomplished to 
entice buyers. 

£ 
Edge rating: 

Eight out Of ten 

jhg pjg olyug Ik jkj elk the caption 
for this thing jhg pjg oiyug Ik jkj 

.1 
Format: Saturn Publisher· Sega Developer· AM2 Price: ¥S,800 (£30) Release Out now (USA) 
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Bushido Blade 2 

Bushldo Blade rs first person mode is Interesting.. but Is ultimMely little more than a novel 
diversion In cameplay terms. But. as the above picture attests, h.1encb itself to spectacular views 

Much posturing and posing 
accompanies Blade 2'5 story (top) 

D 
he anginal Bushido Blade was, though flawed, 
one of the most conceptua lly exciting beat 'em 
up releases Since the debut of Wtua Fighrer, 

A game that eschewed the standard of energy bars and 
introduced the Idea of honour and ethics into its genre, 
Blade's weapon-based comtJat was a far cry from the 
Tekken-inspired bladework of Soul Edge. But while 
inspirational in terms of design, squaresoft's Visionary 
work was marred by poor execution and stilted, almost 
turn-based gameplay. 

Bushido Blade 2, DY contrast, is a flowing, assured 
combat game. At a glance, it appears a minor update 
of the first game, with arbitrary aesthetic and casting 
alterations making it a title for the beat 'em up completist, 
and little more. The truth, hOwever, IS rather more 
satisfying: Bushido Blade 2 is the title its predecessor 
should have been. 

Blade's storyline - developed in its Decisive Battle 
Room - focuses on the conflict between two warring 
families. The battle between the Sue and Kagami 
dynasties begins with each side boasting three 
characters. The manner in which other fighters can 
be acquired, however, is somewhat unique. 

In the Decisive Battle mode, players encounter not 
only opposition warriors, but characters from their own 
family. These individuals then become the 'main' 
character for a particular location. Should these 
newcomers survive the resulting combat (taking it as 
read that, subsequently, the player continues and 
completes the quest), they later appear on the character 
select screen. 

The Decisive Battle mode takes place on a number of 
locations on a map that details the lands separating the 

• 
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Sue and Kagaml Each character has an IndiVidual route, 
although certain areas are visited by others. On arrival 
at a new location, players are invariably pitted against 
generic, 'stocl::' fighters. These identical assailants are 
quite obVIOUSly a compromise square felt compelled to 
make in order to avoid excessive disc access. only after 
these are dispatched does the battle proper begin - a 
fight to the death With a member of the rival family. 

while the 'block' move common to all beat 'em ups 
is considered by many as prerequisite, squareSOft has 
discarded the function for Bushido Blade 2. opponent's 
attacks are now blocked with the player's own assaults 
and counter-assaults. The success of each parry is 
indicated by an appropriate visual effect. A white flash 
denotes the striking of weapons (or a weapon hitting a 
solid objeCt), a blue flash signifies a solid, successful 
block. A green effect, though, indicates a weak attacl::, 
with the player In question consequently suffering a 
momentary lack of balance. 

Although one clean strike ends a battle, It'S possible 
to inflict and receive minor bodily damage. A hit on the 
torso reduces attacl:: and defence speed; a blow to either 
leg hinders movement. Most devastating of all, though, 
is damage to the left hand. This removes the player's 
ability to make attacks with 'secondary' weapons, and 
reduces their offensive repertoire. Cruel and calculating 

J 
Form'lt PlayStatlon Publisher squaresoft Dp'vl .per In-house r e: VS,SOO (£30) Releas' Out now (Japan) 

~ 
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Encounters between family members are the most exciting 
battles, especially when the rival faced is more powerful 

Bushido Blade 2 zealots could , therefore, confidently 
inflict minor damage (indicated by an orange flare) 
before dispatching their disheartened and almost 
defenceless assailants with an elaborate strike. 

The lessening of abilities with non-fatal wounds gives 
Bushido Blade 2's combat a definite a r of authenticity. 
Few beat 'em ups could reproduce or evoke a similar 
sense of desperation in players when, badly injured, they 
attempt to block relentless attacks from a stronger 
opponent. conversely, it's not uncommon to feel a 
mod icum of genuine 'respect' for a CPU-controlled 
assailant who, despite serious wounds, continues to fend 
off well-structured assaults 

As with its predecessor, Bushido Blade 2 offers 
players a selection of weaponry to choose from. A 
favourite with many will be the Katana, its light weight 
and speed lending itself to a spectacular brand of fencing. 
The SUb-test of faCing opponents with different weaponry 
makes Blade a difficult game to master. How, for 
example, would a player armed with a slow but powerful 
Nodachi blade attempt to beat an assailant armed with a 
Naginata? The latter, possessing a long range weapon 
(it's not entirely dissimilar to a 'pike') could be seen to 
have a considerable advantage. It'S in these instances 
that secondary weaponry can be put to use. Kaun's iron 
club, for example, could be thrown, creating an opening 
for a main attack. 

It's the sheer depth of Bushido Blade 2's combat that 
makes it an appealing one-player game, but its 
multiplayer option is of an equally high standard. Joining 
the basic 'side view' is a unique firs t person option. In 

Kaun stalks away from victory after slamming his 
blade into the ground - one of many such cut scenes 

-" 

TEST 

Though rather eclipsed by its surprisingly bloodthirsty intro sequence, Bushido Blade 2's 
in·game gore accentuates the power of the connecting blow, accompanied by 'ripping' $fX 

two-player battles, there is also the OptiOn to fight on 
separate PlayStations via a link cable. Bush/do Blade 2's 
player vs player battles can last for far longer than the 
average beat 'em up bout, with both fighters searChing 
for a weakness in their rival's defence. A fight between 
two competent players is a sight to behold; feints within 
feints add surprising complexity 

Bush/do Blade 2 is a highly intricate gamer's beat 'em 
up. The delicacies involved in many of its combat 
situations will be lost on the casual player ra ised, as it 
were, on the comparatively straightforward action of 
Tekken 2, Soul Blade et al. It's also hardly the most 
visually accomplished of PlayStation games. While its 
characters are well-animated and designed, the battle 
arenas are often simplistic, their furniture decidedly 
spartan. Its quest mode is also hamstrung by regular disc 
access which, given square's defection from the Nintendo 
fold, is somewhat ironic - Blade 2 would perhaps be best 
suited to a cartridge-based format. 

Ultimately, this second outing is not a Significant step 
forward from its predecessor, merely an accomplished 
update that addresses the original's most significant 
flaws. It's an engrossing and emiAently more playable 
game, but it remains to be seen whether or not 
SquareSoft's tal:e on the beat 'em up will be regarded, 
in time, as the catalyst for a fascinating sub-genre, £ 
or as an evolutionary dead end. 

Ed ge ratin g: 
Eight out of ten 

The Sue family's final adversary 
(left) is a heavily annoured warrior 
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Need for Speed 3 

Every car featured Is a faithful reprodudion of its real life counterpart and boasts a commendable 
level of detail. The design of the tracks improves as they cet loncer. further into the game (above) 

NFSJ's courses can be mirrored and 
inversed for a healthy variety. Civilian 
traffic on the drtuits is selectable. 
and adds an extra challenge element 

m riginallya killer app for the flagging 3Do. system 
• (E16), EA's Need for Speed senes has Since 

enjoyed mass-market exposure on the 
PlayStatlOn and PC - seemingly at the expense of 
everything that made the original game so enjoyable 
This latest version marks an improvement, however. 

Presentation is taken care of with EA's usual finesse 
in this field, and the initially daunting number of options 
are clearly presented by a series of menus. Indeed, 
players can choose to practice (COmplete with 
customisable tutorial mode), single and knockout races, 
tournament or hOt pursuit. The latter proves particularly 
enjoyab e, as drivers must race an opponent or go it 
alone along one of the game's tracks while constantly 
trying to evade the patrolling police vehicles. This caQ 
be more difficult than antiCipated, as patrol cars will 
initially attempt to ram players off the road and then 
begin to organise a more elaborate strategy such as 
setting up road blocks. 

The CPu-controlled opponents are no friendlier, 
however. Not only will they bump their way past, 
but they seem intent on blocking any kind of 
potential overtaking manoeuvres by swerving across 
the track, poSitioning their car right in front of the 
player's headlights. 

Initially only four tracks are available, yet success 
in the tournament mode will open the remaining SIX 
Circuits as well as offering a wider chOice of vehicles. 
A nice feature is the ability to choose any of the 
available cars before a race, therefore allowing 
players to best match their chosen vehicle to the track 
they're about to compete in. Furthermore, it's poSSible 
to customise a Wide range of the vehicle's facets: gear 
ratiOS, brake balance, suspension stiffness, 
aerodynamics, and tyre choice among others. While 

£00£0 MAY 1998 

Some courses have impressive segments (top) 
which aren't necessarily as realistic as others 

the physics models aren't as complex as those found 
in Gran Turismo, the vehicles differ substantially from 
each other and also react accordingly to the road 
surface. This is particularly noticeable in simulation 
mode, but the more forgiving arcade option is still fairly 
engaging, and offers its share of enjoyable moments. 
Unlike GT thOugh, the other cars on the road have 
retained some of their weightlessness from previous 
PlayStatiOn versions, consequently failing to convince tt'le 
player of any realistiC dynamics at work 

Yet, there are several enjoyable features In NFS3. 
Graphically, the game's thrOWing an impressive amount 
of pOlygons at an equally impressive speed and aspects 
such as dynamiC lighting (particularly during night·time 
police chases, and lightning in stormy conditions), 
reflection effects and more detailed cars add to the 
overall graphic quality. 

The tracks, too, boast good design and eventually 
open up into longer versions of their original 
incarnations. Sadly, EA has preferred to stick to the 
idea of closed Circuits which was first introduced in the 
PC conversion of Need for speea, rather than having 
kept the open road 'A to B' segments of the 300 title 
which provided players with a real sense of progreSSion 
and satisfaction. 

Ultimately, NFS3 doesn't manage to regain the 
'rawness' of the first instalment, remaining a fun title 
that will undoubtedly gain admirers at the £ 
expense of most racing afiCionados. 

Edge rating : 
Seven out of ten 

I Form~t PlayStation publishe, EA Developer In-house Pnce £40 Release- Out now 

~ ~ 
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Inte.state '76: 
Nitro Riders 
When Actlvision 's funk-fueled car wars 
game Interstate '76 first shimmied its 
way onto the PC, the retro styling not 
only set it apart from the mostly sci·fi 
orientated 3D titles out there, It also 
gave the developers the ideal excuse 
for serving up outdated visuals. The 
flat-shaded, textureless look was all 
part of that '70s style, a clever way 
of presenting the 'Dukes Of Hazzard '­
meets-Tarantino carnage - or so it was 
claimed, for this standalone semi·sequel 
offers a 3D engine capable of generating 
a far more detailed view of the world of 
flares and muscle cars. It seems 
Activision was just biding Its time all 
along, waiting for hardware 
accelerators to gain popularity. 

Nitro Riders succeeds as well as any 
new edition can , and not Just because 
of the improved visuals. Here is a game 
that works as a stand alone title, 
featuring 20 new slngle·player missions 
and 2S multlplayer melee arenas, but 
will also work in conjunction with the 
original game to upgrade its ageing 
code. It also helps that the basic 
concept was so outstanding in the first 
place. Fitting veh icles out w ith heavy 
artillery then taking them Into battle, be 
it in the plot-driven missions or the 
melee mode, Is still a un iquely and 
hugely appealing Idea. And with 
internet play now far more widespread, 
playing Nltro Riders may well become 
one of the most popular online £ 
pastimes around. 

Edge r eU n l : 

Eight out of ten 

-Format pc bit Act i 'ltslon D@Y In-house 
Pr ce [20 Release Out now 

Dark Reign: 
Rise of the 
Shadowhand 
Although lac~i ns the visual appeal of 

GT Interactive's competitor Torol 

AnfJIhlfotron, Dark Reign remains the 

most technreally advanced real-time 

strategy same for the PC. No other 

real-timer has managed to offer as 

much depth .111<1 such a fine level of 

controf over ea<h indIVIdual unot. 

Now, for those dedicated players who 

have completed the game, comes 

RIse of the Shodowhond. the first 

Dort Re'gn expanSion disc. which 

builds on the ~k$roond story and 

plot of Ihe ooglnal game. 

Shodowhond i5 a comprehensIVe 

set of addrtlons to Dork Reign A new 

mlnr-eampalgn offers ! 4 missions 

and two new armies. the Imperial 

Shadowh,tod and the Fleedom Guard 

Xenrte. Between Ihem. these groops 

featu re over a dOlen new unrts, 

including a vaflety of ahen organisms 

The mulllplayer side of the game 

has a!so ~ expanded. There are 

foor new maps. fresh optIOns allowing 

elghl-p~yer Internet play With all 

armies and unots., and cooperative 

m~5lOns m.,t allow players to fight 

agamst a computer opponent 

RIse 01 the Shodowhond also 

adds an Interesting feature to the 

gamepl~ of Dart Reign by allowmg 

players 10 shape the banlefield With 

umts that can ooild roads and create 

amficial swamplands. dever use of 

these umts un have a great effect on 

the course of a banle, espeCially In 

multi player games. 

Throw all this together Wi th a 

select ion of new mOVies and an 

enhanced game editor tha t allows for 

the creation of multiplayer campaigns. 

and the result IS a very ImpreSSive 

expanSion to an already impressive 

game If only all add-on diSks £ 
were this compJehensive. 

Edge ra Ung : 

Eight out of ten 

F, rl1'1 ' pc Put) Activlslon 
~ 'P r. In·house Pr e £20 
11 31 Out now 

reST 

Alundra 
Psygnosis's PR, for its recently acquired Japanese roleplayer, would have you 
believe that its heri tage lies in Nintendo's classic le/da series. But although 
that may be technically true, Alundra owes far more to the many 16bit tit les, 
like Quintet's Soul Blazer and Illusion of Time on the SNES or Story of rhor on 
the MegaDrive and Saturn, that came after Link's exemplary outings. 

Alundra is a strictly-by-the-book action RPG. Although it boasts some 
nicely detailed hand-drawn graphics, a decent twist in the story (the 
dungeons the hero encounters are actually nightmares he has the ability to 
enter) and an accomplished soundtrack (should the player's tastes run to 
Japanese progressive pop, that is), the game's plusses are more than offset 
by the laborious back-and-forth nature of the puzzles that make up the bulk 
of the action. Add a main character whose movement is restricted to 
nothing more than a brisk jog and a distinct lack of save points, and it's all 
too easy to find yourself repeating the same 20 minutes of 'find the 
switches' time and time again. A/undra's fate as an average example of this 
style of game is finally sealed by its 'surf dude' translation by those masters 
of the fl ippant, US company Working Designs. 

Always competent but never sparkling, A/undra is a title new RPG fans 
wooed by Final Fantasy VII shOuld approach with caution, white old hands 
would do better to dig their SNES's out of the cUPbo~rd and track £ 
down the UK release of Quintet' s far superior Terramgma. 

Edge rlltlng: 

Six out of ten 

~, It PlayStlltlon ?utll r Psygnosls Climax £<, Out now 
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... Wetr1x 
Although comparisons with a certain 
Russian-designed videogame are 
perhaps inevitable, Wetrlx owes less to 
Alexey pajltnov's timeless Tetr/s than 
to its flawed sequel Weltris . But If 
developer Zed Two's inspiration is 
apparent, so Is the quality of Its 
reiteration of a popular concept. 

Play begins with an Isometric­
perspective flat area, with objects 
descending from above. The first task is 
to build a perimeter wall with a supply 
of uppers, which raise the affected area 
by one level. other devices soon begin 
to appear; downers have the opposite 
effect to uppers, while bombs blow 
holes In the landscape. 

Wetrix' s focus Is on containing 
water, failing both as steady rain and 
through dedicated Icons, If this flows 
out through gaps, a gauge to the right 
of the display will begin to fill , its peak 
representing the end of that session , To 
prevent gamers from merely building 
huge walls, an Earthquake Meter 
increases with each upper placed, If this 
reaches maximum, a carefully-built 
landscape can be devastated , 

Once potential dra inage points are 
blocked, there are further ways to score 
more points. Indeed, Wetrix is almost 
entirely score-oriented, bar a two-player 
competitive mode where success Is 
judged by survival , While most puzzle 
games start on easy levels, players here 
will find themselves at the high score 
screen with no idea of how the game 
ended, such is the game's unforgiving 
nature. The start speed of descending 
objects Is comparable to that of, say, 
level eight of Tetris , wetrlx is a puzzle 
game for those who appreciate a 
Challenge, and that could well exclude 
the likes of casual players seeking £ 
an update of paJitnoy's classic. 

Edi t r,tln l : 

seven out of ten 

Fermat N64 Put)' $ner Ocean De~eloP<' r Zed Two 
Pr":e £50 ReleaSl' M,y 

Dealhbap 
Dungeon 
Developed under the ..... atchful eye of 

<lulhor I<ln ltvtngstone, Deathtrap 

Dungeon is the firsl compulel' game 

10 be based on one of the Flghtmg 

Fantasy series of gamebooks that 

enjoyed a brief wave of popul~rlty In 

the 'SOS, As in the book on which It's 

b<lsed, the game alsts you as a 

wandenng hero attempting 10 INen 

the end of a deadly underground 

I.1bynnlh and defeat the allOent 

dlagon that Ii~es there. 

Deathtrap Dvngeon is a 3D 

aralde adventure; the charader IS 

viewed from a third-person 

perspective and must progress 

through a series of increasingly 

difficult levels, klning monsters, 

solving puzzles and avoiding traps, 

Along the way the player will collect a 

vaflety of different weapons, spells, 

and othe! power-ups to help the 

hazards ahead. 

Comparisons between Deathflop 

DungtOfl and the Tomb Ra.de, 

games are inev.table: they share the 

same b<lSIC strudure and publisher 

Deathtrap Dungeon aln't match 

Tomb Raider 2's visua: appeal; 

although the backaround glaphics are 

good, the main charaders and 

monsters vary from Impressive to 

pathetiC, and all lack the smoothness 

and animation of Miss Croft's latest 

outing. On the other hand, Deathtrap 

Dungeon's level design is very good, 
and It makes much bener use of 

alme!a angles, gMng the game a 

cinematiC feel which goes a long wlly 

towards making up for Its lower­

quality graphics. 

Deathtrap Dungeon isn't gomg 

to stllOusly challenge Tomb Ror~ 

2's dominance 01 this genre, but I1 is 

a solid. playable and welkfeslgnt'CI 

lan~sy romp that 'MII ~1 le~st help 

£ pass the time until lar~ 

CIOft'S n~~t appe~rance. 

Seven out of ten 

Format PlayStaUon F'tlb II S'l~ Eldol 
Interactl"e Dev 10~l('r In·house 

Cl' £10 RE' Out now 
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Tenchu 

using beat 'em up elements in conjunction with the now-familiar thlrd ­
person arcade adventure format epitomised by Tomb Raider has certainly 
been done before, most recently in Kalisto's Nightmare Creatures. Yet the 
imported Tenchu merits attention, not only because it's so successful at 
evoking the feudal Japan era so beloved of so much ani me, but because it 
joins in on the growing trend of the more earthbound stealth fighter. 

GoldenEye showed just how crucial the ability to sneak up on enemies 
could be, with many situations proving impossible unless a more cautious, 
sniping attitude was adopted. Tenchu doesn't milk the idea quite so 
successfully, but it does provide PlayStation owners with an alternative until 
the arrival of Konami's Metal Gear Solid. 

In time-honoured fashion, the player can choose from two protagonists, 
the gruff Rikimaru and more athletic female character Ayame. The choice is 
actually more of a cosmetic one, as combat in Tenchu relies as much on the 
use of extra weapons like throwing stars as it does on swordplay. Both 
characters possess the same fighting moves, which offer enough control and 
variation to make combat skill-based and pleasingly visceral despite their 
apparently limited nature, The abitity to backflip against walls and even use a 
grappling hook gives the already smart visuals extra flair, as does the use of 
cut scenes to depict the slayings that follow a successful surprise attack on 
a character. Watching a close-up of a computer game hero slice the neck of 
an enemy is wonderfully cinematic, though it's certainly something that only 
mature garners should witness . 

But while there are numerous cinematic touches, and the levels possess 
plenty of strong period detail, there's ultimately not quite enough here to 
sustain interest. only a handful of enemy types are used, the end-level 
bosses tend to disappoint, and there's never Quite enough to do beyond tap 
the hack button a few times and progress to the next victim. Tenchu is 
certainly well above average, but if more had been made of those £ 
stealthy ninja abilities, it could have been so much more. 

Ed ge ratl n l : 

Forl'lat PlllyStatlon JOI ,hE'r: Sony MUllc Entertainment [no 

([30) R as Out now (Japan) 

seven out of ten 
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Quake 64 
Time Is a fickle patrlach where the 
software Industry Is concerned, 
rendering many of Its titles obsolete 
within surprisingly short periods, 
Quake, one of the biggest hits the PC 
market has ever known, looks dated as 
an N64 release; Its largely simplistic 
architecture is a far cry from the 
believable locales of GofdenEye or the 
promise exuded by early pictures of 
rurok 2's levels, 

But even if It's aged visually, 
Midway's conversion can at least boast 
level design from Id Software, regarded 
by many as the best in the business, 
lambasted by certain quarters for being 
too repetitive and, in essence, rather 
boring (yet worshipped rapturously by 
others), Quake 's oneplayer game Is a 
measured slice of shoot 'em up action, 

But It's the multiplayer aspect of 
Quake 's original PC release that makes 
it such a potent force; even now, w ith 
Its sequel enjoying a considerable level 
of success, local networks are stili 
brought to a standstill by office-wide 
competitions, For this facet of Quake to 
be abbreviated here into the form of a 
simple one-on-one option rather robs 
Id's title of its ralson d'etre. 

Quake 64 offers a sufficiently 
different challenge to justify its position 
on shelves alongside the likes of Turok, 
GofdenEye and 3D Realm 's serviceable 
update of Duke Nukem 3D, but this Is 
unlikely to guarantee its success. Given 
the relative failure of Doom 64 at retail, 
it may be that N64 owners expect £ 
more than ageing PC conversions, 

Edge r ,tlng: 

Six out of ten 

h WHat N64 -Jlli ot GT int erltt!ve !evel( l!. 

Mldw.y Pr l(' £50 ,,~ Ou t now 

snow Racer '98 
Slipping out from under the wing of 

the tnfogrames group, Snow Rocer 98 

15 an ambItIOUS attempt to comb,ne 

credible in terpretatIons of skiing and 

srlowboarding m one package. 00 the 

face of thmgs, the game appear5 to 

have several aspects m Its favour 

From the startup screen's gr(lph ic 

design. VIa the inclUSIon of name ski 

and board manufadurels, to the good 
sele<tlon of events avaIlable. much 

has been done righL 

Conuolling the charaCfefS, 

particularly in the snov.rboarding 

sectio rlS, at first seems unwieldy alter 

the neat Interface offered by 

Nmtendo's 1080' Snowboordmg 

However, the player can atle~ st 

adjust 10 Snow RO(f~r'$ system; what 

can't be adjusted 10 1$ the ndiculously 

short field of VIew delivered by the 

game's 3D engme, Wi th obstades 

popping Into Slgtlt moments before 

they rleed to be allOided. The shame 

is that Snow Racer's courses are 

aCfually well laid out, although there 

are a lew too many uph.1I grad,ents 

to slow down the aCflon 

Inlogrames has done an 

injustice to th,s game by releasing 

It at thIS point: alol1g WIth tthe WInter 

sports season now draWIng to its 

dose, Snow Racer would have 
benefited Immensely from another 

six months," development. By 

ironirlg out flaws like the poor 

interaction of the character with the 

envirorlment and imtallOns such as 
having to complete championsh,ps 

in one attempt, a far benef recep1>Otl 

could have been assured. In thIS 

form, Snow Racer 98 IS fun, 

but by rlO means greaL 

Edge r ltlng: 

£ 
Six out of ten 

Pl,yStatlon I 

Infogr.mu pam 
Development p £40 
R... Out now 
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Rascal . 
Attention has been laVished on Rascal since day one: the use of the 
PlayStation's high-resolution screen mode, the inclusion of rarely seen 
goodies such as environment mapping to impress the critiCS, and a main 
character design by Jim Henson's Creature Shop to attract the target 
audience of pre-teens all show the effort that's been expended. That this 
hero, depicted in 3D using a dynamic camera, is of the running, jumping, 
collecting variety confirms that psygnosis is hoping to be the first with a 
credible Mafia alternative for sony's machine. sadly, Rascal once again 
proves Nintendo's winning formulae aren't Quite so easy to ape. 

The most fundamental problem arises when simply trying to control 
Rascal himself, Because the levels are based around numbers of sma ll linked 
rooms, the dynamically moving camera is forced to dolly and pan like some 
mad dervish, the low ceiling further compounding the problem. It causes the 
sort of disorientation even experienced gamers will have problems with, and 
often makes it impossible to see energy-sapping creatures as they approach. 
That these floor-scurrying nastles have a habit of materialising mere pixels 
from Rascal adds to the frustration , 

The main aims, which involve visiting past, present and future versions 
of themed levels and collecting pieces of an hourglass to access locked 
areas, are pitChed at just about the right level. But while the environments 
are designed with a keen eye for cartoon staples, the enemies facing Rascal 
within them rarely strike the right note, Battling spiders, rats and scorpions 
is dull enough, but even the cowboys, knights and other more human 
adversaries look and act far too much like machines, The underwater levels 
fare better, but even here there's none of the character interaction that 
makes supef Mafia 64 such a joy. And should there really be quite such a 
reliance on pixel-perfect leaps in a game aimed at 8 to 12-year-olds1 

In fact Rascal feels like a poor cousin to Mafia 64 in practically every 
way, with its fractured room-based deSign, lack of enemy AI, overfamiliar 
theme ideas, imprecise and confusing controls, and - most bizarrely of all -
a central character many youngsters will find cliched and unlikeable_ Rascal 
may have the graphical edge on PlayStatlon platformers like Croc, but it' s all 
dressed up without any real style or flow, £ 
Edge rat ing : 

Five out of ten 

PlayStlUon p Psygnosls I Trlveller'S Tales '" Out now 
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<4 Dlablo 
A massive hit on the PC last year, Diablo 
was a fantasy roleplaylng game that 
combined traditional RPG elements with 
arcade gameplay and multi player support, 
Including Internet play. The result was 
something of a thinking man's Gauntlet. 

This PiayStation release is a fairly 
straight conversion; the player chooses 
one of three generic types of character­
warrior, sorcerer or rogue - and sets about 
saving a town from the ravages of the evil 
creatures living in the vast underground 
complex below. This mainly Involves 
explOring a series of large levels and 
killing everything that moves, with brief 
trips back up to the town to buy better 
weapons and equipment. In addition, 
there are a number of spedfic quests to 
be completed, such as killing a specific 
boss monster or recovering a powerful 
magical Item. 

AS with most PC games, Diablo was 
designed to be played w ith a mouse, but 
the fairly simple controls have been 
translated into Joypad commands w ithout 
much trouble. The game's graphics aren't 
as Impressive as the original. and are let 
down by jerky animation and the 
PlayStation's relatively low resolution, but 
the atmospheric sound effects are a slight 
improvement. Best of all, two players can 
combine their dungeon·cleanlng efforts, 
making it an atypical PiayStatlon RPG. 

Diablo can't compete with the lush 
splendour of Final Fantasy VII or the 
tactical Challenge of Vandal Hearts, but 
serves as a relatively painless Introduction 
to the often confusing worid of £ 
computer roleplaytng games. 

Edge ra t ing : 

-:.; 

Six out of ten 

PlayStation UOI Elec tronic Arts 
r Bliuard Entertainment (lt0 

Out now 

MystIcal NlnJa: 
starring Goemon 
Thus the title fOl'merly known as 

Gonoore GoemOll 5 finally makes It 

to European shores. The hea\IY 

Japanese qunklness and general air of 

oddity that permeates the game 

meant thal, fOI a time, a EUlopean 

release .... as very much in doubt. 

Admnably, I(onaml has taken the ri$k 

and made the con~ersjon that gives 

PAL N64 owners their first taste of 

neXl-generallOn roleplaying. 

And MysfICol NiolO has 

weathered Ihe translation to Enghsh 

remarkably well. The Cfass American 

drivel many were upectlng has failed 

to appear, apart from one or two 

instances of 'bun kicking', and the 

perceived culture gap has proved no 
obstacle to Ihe surreal and sallrlcal 

humour that abounds. (The .... I!arns of 

the PIece ale westerners obsessed 

WIth lfansfOfming Edo Japan InlO a 

huge stage mUSICal. Latter-day 

Hollywood. anyone1) 

Elsewhere. the bnght and 

authentIC styling remalllS, as do the 

myfiad and eclectIC sub games. This 

IS a ~ast and spfawllflg expIfllOCl 

The wart. done on the release is a 

I!lumph for I!;onaml that 

augurs well fOl' the ruMe 

Edle ratl nl : 

£ 

Eight out of ten 

t N 64 P' r Konaml 
~ r In house £55 

out now 
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Gex 3D: Enter the Gecko 

The nagging suspicion remains that the PlayStat ion has an inferiority 
complex when it comes to 3D platform games: Nintendo's super Mario 64 
rightly remains the benchmark in level· leaping and the attempts made by 
PlayStation developers to match it have failed miserably. Pandemonium, 
Crash Bandicoot and their associated sequels do not offer glorious, free· 
roaming 3D, and Argonaut 's Croc hardly took the genre to new heights. 
psygnosis has touted new genre entry Rascal rather desperately at the 8 to 
12-year-old market, which doesn't excuse the fact that the control of said 
game is appalling and the gameplay almost non-existent. 

Which leaves Gex 3D, a radical reinterpretation of a Crystal Dynamics 
offering from the extinct 300 platform, The developer has since clearly spent 
a great deal of time with Nlntendo's water pipe repairer. The central hub of 
Gex 3D is nigh·on identical to that of Mario 64, which is no bad thing. The 
player hops Gex through TV screens to select a level, for example, and pats 
the shoulder pads to alter the camera angle . There's an Immediate, almost 
comforting familiarity, here. 

The levels have a televisual theme, each adopting a different genre, so 
Gex finds himself careering through cop and horror arenas, a kung fu world 
and a somewhat bizarre Star wars· like world where he gets to thwack foes 
with a light sabre while sporting stormtrooper·style armour. Although huge, 
the levels are hardly original. The usual frustrating, rotating platforms are 
given a run out, but thankfully the slippy ice world remains absent. On 
completing specific tasks on each level. the player is rewarded with a 
remote control that triggers further progress. stay the baddies, garner 
power-ups hidden In televisions, head for pastures new; It's perfectly 
competent, if uninspiring, platform fare. 

The aforementioned light sabre is just about the only weapon that Gex 
gets to utilise. Other than that, he makes do with swishing his tai l - which 
is terribly disappointing, given the James Bond persona Crystal Dynamics 
has attempted to mOUld. 

The action is complemented by a selection of verbal one-liners 
performed by ageing comic actor Leslie Phillips. Despite their frequent 
surrealness ('I feel like I'm in Boy George's pants!'), they soon grate . 
While Gex 3D is possibly the best free-roam ing 30 platformer for the 
PlayStation, the game's deSign is ultimately bereft of real inspiration. £ 

seven out of ten 

or PI.yStatlon b € T.ke 2 De Crystal Dyn.mlcs prll: £45 R Out now 
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DEV OP 
Videogame creation under the microscope 

Yaroze competition results 

~ 
s initially reported in E55, Sony celebrated the first A anniversary of Net Yaroze's release in Europe by 
organising a game creation competition. Edge and Sony 

acted as judges in the contest for SCEE Net Yaroze members, and 
titles across a broad variety of genres .....ere entered. 

The overall standard of the entrants wasn't quite up to that 
of Yaroze efforts from Japan (which approach the quality of 
commercial PlayStation games) but this reflects the relatively short 
time that competitors have had with the system and that most of 
the titles were created by teams of only one or two people. 
Games were roughly split into those that modelled themselves on 
simplistic 16bi! titles in 20 (notably a James Shaughnessy's Thrust 
variant, Gravitation, and a couple of Boulderdash clones) and 
more ambitious attempts to hamess the PlayStation's 3D power. 

The winner, however, was an original arcade title, Blitter Boy, 
coded by Chris Chadwick from Yeovil (Chris wins a Sony DSC-Fl 
digital still camera). It reminded Edge of William's Robotron and 
LucasArt's Zombies on the SNES. Excellent graphics, coupled with 
good animation and use of colour, marked Blitter Boy out, and 
though lacking sound, it was otherwise technically accomplished 
with a huge amount of sprite movement and no discernable 
slowdown (Chris talks about his experiences of programming on 
Net Yaroze below). James Pitts placed second with Z2, an 
imaginative design inspired by Paradroid and Quazarron's blend 
of exploration and robot grappling. Third was Scott Evans' 
Bouncer, an innovative slant on Breokout using a seesaw platform 
to bounce shells up at the target wall. 

DEVELOP 

Edge looks forward to an even higher standard for next 

year's competition as Europe's budding community of Net £ 
Yaroze users gain more experience with the system. 

Chris (hadwick,'s winning Blitter Boy (top left), was followed by Z2 (above left) and In 
third place, Bouncer (top right). Grflvhation and Rocks and Gems (right. centre right) 

Yaroze winner speaks 

[£J resh from his deserved win F at Sony's fi~t ever Net.~aroze 
game creation competition, 

Chris Chadwick related his personal 
experiences of the system to Edge .. 

Edge: When did you start working 
on the game? 
Chris Chadwick: I'm not sure, as Blitter 
Boy evolved from my very first Yaroze 
program which simply displayed a single 
sprite onscreen. I then just kept building 
on this - make the sprite controllable, 
then animated, make it fire bullets, add 
background graphics, implement a 
scrolling play field, and so on. 
Edge: What was the hardest part? 
cc: Getting used to Yaroze was the 
hardest thing to overcome. Ordering 
tables, double buffering and parallel 
processing were all new to me. The fact 
that I was starting out with only a bare 
bones knO'Nledge of C didn't help, either. 
Edge: What was the inspiration behind it? 
CC: When I reached the stage where I 
could start developing some kind of 

game, I originally thought of doing a 
Robotron-rype affair - graphically very 
simple and not too taxing for a first project 
- but I got carried away and started 
introducing more complex graphics and 
game elements. 
Edge: What do you think of the Yaroze? 
CC: It's something of a godsend to 
someone like me, who was really keen to 

developing gamep!ay, that all-important 
aspect of any game, which no dedicated 
hardware exists to help you with! 

Also, being able to communicate 
with other members via the news groups 
and Website is something I consider 
nothing short of essential. Of course, not 
everybody is complete~ satisfied -
complaints abound about poor 

The Yaroze is everything the PC is not - a stable, 
dedicated game development environment 

get into 'serious' game development, but 
was finding the PC too much. Things like 
the horrid memory model, confusion over 
graphics APls and the ever-changing 
'minimum specification' makes the PC -
in my mind - a very non-standard, 
standard, if that makes sense. 

By contrast, the Yaroze is everything 
the PC is not - a stable, dedicated game 
development environment The library 
functions coupled to dedicated hardware 
take much of the hard work out of 
realising quality game presentation. This 
means more effort can be spent on 

• 

-' 

documentation, not being given libraries 
from the full kit, and disgust has even been 
voiced at the colour of the boot CD-ROM. 
Edge: What do you plan to do after 
this? You must be hoping to forge a 
career in the games industy? 
cc: First, I'm going to finish Blitter Boy. 
There's quite a bit I've yet to add to it. I 
haven't thought much about what I'll do 
after this, except that I want to try 
something more original. As for a career 
in the games industry, I'm sure that's the 

aim of the majority - if not an - of £ 
the Yaroze members, my.;eIf included. 

(hris' technically 
sound Blitter Boy 
requires the playerto 
shoottheghosts and 
save the babies 

129 
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