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nd so the relentless pace of

technological change continues

unabated. Dreamcast marks the
second ‘next generation’ of videogaming
technology to be embraced by Edge (or
the third should anyone feel that the
3D0 and Jaguar are too antiquated to be
included in the current generation). The
market Sega faces, however, is a very
different beast to the one it entered with
the Saturn four years ago. It's reassuring to
see a suitably more convincing strategy in
place this time around.

This preparation for a switch to a
new generation of hardware is also an
appropriate juncture for handing over the
responsibility of Edge to a new editor next
issue. It's been both a pleasure and a
privilege editing the magazine for the
past fifty issues, having been part of the
title since its original unorthodox
positioning as a magazine ‘not for
everyone’. This is still true today, of course
- perhaps even more so now that the
‘uneducated’ tastes of the mass market
are so sharply at odds with Edge's
continued pursuit of excellence.

But as the intervening years have
seen videogaming slowly develop into an
artform, so the magazine has adapted to
reflect this. It's perhaps obvious with
hindsight, that new technology — however
important it may be in facilitating creative
ambition - should never be more
important than the entertainment itself.
Leaving Edge with memories of so many
well-crafted and great-looking games is a
positive sign that this belief is still intact.

Perhaps the fundamental key to
understanding what makes a great
videogame is remembering why we play
them in the first place. Is it because
they're challenging, fascinating, beautiful,
engrossing, exciting... or just plain, simple
fun? Undoubtedly, it's all of these things.
As for me, | just never grew up...

Jason Brookes
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VIEWPOINT

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

et me tell you a story. It was
the start of the month and |
bought a copy of Edge (as usual)
and (as usual) | read it cover to cover.
The 15th rolled along and what did
| see but another copy of Edge.
Different cover, must be a different
issue, right? So - like always - |
bought it there and then. it was not
until | got it home that | realised
that it was the same magazine.
| hope you are happy with
the extra £3.50 that you made
out of me. | assure you that if you
try something like this again it will
be the last £3.50 that you get out
of me, too.
Chris McCreadie,
via email
Edge has received several letters of
this type and can only apologise to
readers who have made the same
mistake. The Tekken images were
so striking that it was decided to
use both characters and let readers
choose their favourite. Also, the fact
Edge’s PlayStation supplement was
attached to both versions of E58
should have been a reasonable clue
that they were the same issue.

esident Evil was a classic that,

despite its (often hilarious)
shortcomings, guaranteed
staggering sales for a sequel. All
Capcom had to do was roughly
re-hash the plot, make minor tweaks
to the engine, spend some time on
higher quality rendering and the
money was in the bank. Sadly, that
is all it did do. What is even worse is
that there has been a uniform lack
of criticism from the gaming press
for what is an almost immoral lack
of effort on Capcom'’s part.

To be fair, RE2 has some great
set-pieces, but where is this ‘much
improved' storyline that Edge talked
about? Do you mean renaming the
T-virus as the G-virus? All we have
is a series of ‘jumpy’ moments,
pathetic puzzles and endless
door-opening sequences.

The new creatures are few, and
none inspire the horror that that
bloody snake did in the original,
whereas the boss looked like a
once-impressive monster that had
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ES8 had two covers featuring Tekken 3 characters Heihachi and Xiaoyu. Was
this a cynical attempt at selling more copies? See Chris McCreadie's letter (left)

been run over by a combine
harvester. The improvements in
onscreen zombie numbers appear
to be down to a lower polygon
count, with even the spiders looking
a bit ropier than before.

However, the single biggest
criticism of the game is its length.
| reckon the average player will
be through with Leon in four or
five hours — not exactly Final
Fantasy Vil. Much of this game time
was spent traversing the police
station, as keys are invariably found
at the opposite side of the building
to the lock. My surprise at finishing
it so quickly was only rivalled by my
dismay at finding that the second

disc was essentially the same thing
slightly re-jigged. The one good idea
Capcom had (the pursuing big
bloke) should have been in the
basic game anyway, as it was the
only decent innovation on either
disc. I think the whole two CD caper
was a cynical obfuscation to get
away with charging £50.

Perhaps | am being a bit harsh, |
did enjoy the game while it lasted,
but my overall impression is one of

immense disappointment. The basic
idea and execution are superb, and
married to a genuinely interesting
plot with some original ideas, we
could have had a real classic.
Capcom had two years to do this. If
it couldn’t have done better it can
drop me a line and I'll do it for them
- on the cheap with my team of
trained monkeys!

Michael Snodden,

via email

hat is your problem lately?
Did Edge sign up as a
member of the anti-female brigade?
In E57 (Out There), you say
that women shouldn’t advertise

racing-sims (nor, very arrogantly put,
any other game). Now, in E58 you
mention that women shouldn't be
pictured in console magazines (Out
There, again), therefore rubbishing
the whole Japanese games
magazine industry. And that's not all
- on page 58 you review the game
Dead or Alive which you berate for
its animation of the female
characters’ breasts — something
every normal male loves to see in a

videogame. After all, videogames
are fantasy, even a magazine like
Edge must understand that.
| have come to the conclusion
that Edge either a) hates women, b)
are homosexuals or c) has no dick.
Thomas Holzer,
Theale
Interpreting Edge’s comments as
misogynous is like equating ‘sexist’
with ‘sexy’. It's the 20th century,
why don't you try living in it

ow don't get me wrong, there

is nothing wrong with Gran
Turismo on the PlayStation.
However, if it was converted to the
PC using 3D accelerated graphics,
then I think the game could be
elevated to a new level.

For example (and I've quite a
few!), variable weather conditions,
day/night driving dependent on the
system clock, increased number of
competitors, realistic car damage,
engine blow-ups, the list goes on.
Multiplayer possibilities open up,
too. Just imagining 16 people
thrashing their tuned-to-the-max
cars around the High Speed ring
sends a shiver down my spine.

Then comes Internet play.
Buying cars and parts from
manufacturers all over the world.
Holding race meets where you enter
your personalised car into the event
of your choice, then sitting back to
watch the other races. Trading cars
and driving techniques with drivers
around the world. What do you
think? Is it going to happen? Could |
sell my ideas to Sony?

Chizo Ejindu,

via email

Judging by the specs of Sega's
Dreamcast (see the machine this
issue on p68), PlayStation 2 may
be all you need to realise all your
fantasies. Sadly, its release is likely
to be at least 18 months away. As
for Edge’s contribution to the wish
list you've started, Need for Speed-
style A-to-B road tracks would be
a welcome addition, plus more
European cars, more varied
competitions, further tuning
options, and maybe a couple of
hidden modes...
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cott Sellers (ESB) says the real
challenge of 3D is just coming.
Mr Sellers was looking at the
‘hardware’ side of the matter, after
all, that's what his work is all about.
For me, the real challenge relies on
how the virtual space will be used
to enhance gameplay, and to
answer this basic question: how do
you tell a story in 3D space?
| think this crazy race for
polygon supremacy has to be
stopped (Dreamcast's three million
aren’t enough?). Alfred Korzybski
(the poet) insisted on the divide
between the representation of an
experience and the experience
itself. In gaming words this means
that you can fill a scene with huge
floating paraphernalia, biological
textures, nuclear fire power and
ray-traced hairs, but without proper
story-telling and emotional content
you end up with a crappy shoot ‘'em
up. And, unfortunately, that's what
the mass market seems to want.
Manuel Maggio,
Haly

just wanted to agree and

disagree with your recent
Game on/Game over entries on
MAME. Devaluing the timeless
appeal of classic coin-ops? Not in
my opinion - I'd say one of the best
features of MAME is that it gives the
player the chance to choose the old
arcade games that they remember
fondly without having to rely on a
selection forced on them by a
software company (and all too often
comprising of one or two good titles
plus a bunch of fillers, the other
good titles being held until volume
I, 1ll, IV, etc).

As someone involved in
computer and console gaming since
the ZX80, finding MAME was one of
the most rewarding discoveries of
recent months. All the memories
came flooding back — playing 1943
in the arcade downstairs from
Electrocoin's office on Tottenham
Court Road, being hypnotised by
the slow-paced insanity of Berzerk,
and just the plain wonderfulness
of Galaga, Marble Madness, Tron,
Missile Command and Star Wars.

The 1994 Atari Jaguar, as featured in last
issue's Console Nation feature, brought back
painful memories for James Glen. See below

Certain records provide the
soundtrack to one’s teenage years,
but these games were just as
important to me and I'm very
thankful to the MAME team for the
chance to play them once again. In
an industry that has only recently
started realising the relevance of
documenting its history, MAME is a
very important (not to mention
pleasurable) piece of work.

Mat Ricardo,

London

While MAME can reproduce some
titles to an amazingly high standard,
(look out for more on MAME in next
month's issue) nothing can emulate
the adrenaline-pumping physical
sensation of standing at a cabinet in
a busy arcade. From struggling to
defeat Tekken 3 on the last credit,
to winning a race in Daytona USA
before a crowd of onlookers, the
atmosphere of a real arcade is
unbeatable. Sadly, high
manufacturing costs and
increasingly powerful home systems
are causing major problems for the
coin-op industry. Edge hopes that a
solution can be found.

our summary of the Atari

Jaguar in the article Console
Nation (E59) was spot on. This was
the machine that should have
replaced the SNES and Mega Drive,
but was strangely killed by Atari.
Was it the console design? No,
we've seen worse. Was it the lack of
games? Yes, in part. Some stand-out
titles were published, (AvP, Iron
Soldier, anyone?), but the majority
were just garbage. Was it Atari itself?
Again, yes. | had a Jaguar (still do)

S Jéei

Fjve a toss

Battlezone

which had the sound chip fail. For
some odd reason, Atari declared my
UK Jaguar to be a US import
without even looking at it. So who is
to blame for the Jaguar sinking? I'll
tell you. .. it was that crap joypad.
I'm still suffering.

James Glen,

(still a pissed-off Jaguar owner)
via email

re you prescreening less

games than before? Frankly, |
find myself wanting to switch to
reading another mag because of the
imbalance of games reviews in
Edge. You seem to have a huge

VIEWPOINT

article on one or two games, and
short reviews on the rest, even
cramming about 15 on just five
pages. And the way you rate the
games doesn't really give us an
idea about why you rate them. |
have spoken to many of my friends
who also read Edge and they agree.
Please, return to the glory days of
Edge when you used to prescreen
many more games. | know it may
be a lack of developers giving you
shots, but there are a huge amount
of games out there, really.

Dominic Giles,

London

For every game genuinely worth
prescreening or testscreening there
are dozens that hardly warrant any
coverage at all. Rather than provide
blanket coverage, Edge continues in
its mission to spotlight the winners.
Smaller testscreen round-ups are
included to paint an accurate
portrait of the month’s releases
across all formats. -

ith regard to David Walker's

comment that gamers'
girlfriends ‘won't consider your
interest to be on a par with the
construction of Airfix models,’ a
girlfriend of mine can't wait for me
to finish the Boeing 737 'Simpson’s
Jet' I'm building for her. She doesn’t
appear to give a toss whether or
not | finish Battlezone...

Mr Walker, you would be well
advised to do a little research before
casting such aspersions on a very
challenging hobby. | do enjoy my
videogaming (especially late on a
Friday night when my alcohol intake
has rendered hand-eye co-ordination
a little erratic for modelling) but it
is merely a diversion from my main
hobby. | wouldn't dream of criticising
your obvious obsession with
videogames; how dare you mock
a hobby | regard as an art.

Then again, maybe you are so
small-minded that you can only
surround yourself with women of a
similar nature... Next time you're in
WH Smiths check out a copy of ‘Fine
Scale Modeller' to see what | mean.

Drewe Manton,
via email
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The latest news from the world of interactive entertainment

DREAMCAST SPEARHEADS SUPER CONSOLE ATTACK

Can an esoteric new brand revive the fortunes of a console giant?

Sega president Shoichiro Irimajiri (main) delivered a eulngvladen speech
for the company’s new golden child, Dreamcast. Tetsuya Mizuguchi (of Sega
Rally fame, top right), Nagoshi-san (Scud Race, centre), and Okamura-san
(marketing manager, right) were in good humour at the following party
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Isao Okawa, chairman of Sega Enterprises Ltd is quietly hopeful that,
‘Dreamcast will become the de facto standard’ among videogame systems

gic aims' designed to ensure
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Dreamcast’s compact casing

was avershadowed by its even
more stylish, understated logo

DREAMCAST SPECS

128bit RISC Hitachi SH-4 200MHz
PowerVR Second Generation
Yamaha 32bit RISC, 64 channels
16Mb SDRAM

2Mb

8K instruction/16K data/128K
CD-ROM buffer

33.6Kbps (V34)
VGA and 640x480 Interlaced RF

1Gb p.rnprietnrrfnrmat. 12x speed

Dreamcast’s success. He said that the
console would ‘offer the best quality
graphics and sound, open up new
entertainment possibilities for the 21st
century and deliver a user-friendly
development environment’,

His alignment of Dreamcast as
representing ‘the vastness of space and
the limitless potential of mankind’ was
slightly less convincing..

Bill Gates, the man behind Windows
CE, Dreamcast's 'user-friendly’ operating
system, then made a brief appearance
on video. His assertion that ‘Dreamcast
will lead to the broadest selection of
games ever seen on a console system’
came as |ittle surprise, given the ease
with which PC titles can be ported over
But Gates appeared genuinely pleased
to be involved in the project, as part of
the 'drearn cast’ of hardware partners.

Spokesmen for Hitachl (CPU),
Yamaha (audio, CD-ROM), and NEC/
Videologic (co-suppliers of the PowerVR
second Generation graphics card) were
wheeled on stage for a photo shoot,
prior to the meat of the announcement

Irimaiiri returned to the platform,
picked up a Dreamcast controller and
proceeded to run through two pieces of
live demonstration software. The first,
designed by Sega Rally creator Tetsuya
Mizuguchi featured a motion-captured
representation of Irimajiri-san’s head
{poking fun at Super Mario 64's
introduction), while the second, by
Sega’s AM division star Yu Suzuki was a
fly-by of a detailed hillside town, Both
demos impressed. (See p72.)

Once the demanstrations and
announcements were complete, It was
left to the immense videowall to open
the party. A sword-wielding samurai
paced onscreen, waved his sabre

The Dreamcast launch party
lacked nothing in impact, awash
with press, guests and drink...

Japan's number two Sumo
wrestler was in attendance (top),
as was Warp's charismatic Kenji
Eno (centre), while Bill Gates
payed homage via videotape

about and then 'sliced’ the multiple
displays in half. To the sound of an
a cappella chorus, the screen then
trundied apart to reveal another vast
chamber, centred by a table laden with
food and drink

Sega had taken care to provide the
mainly Japanese media with a plethora
of photo opportunities. The country’s
number two Sumo wrestler, a handful
of native pop-music talent, and some of
Sega's key development staff attended,
but found themselves playing second
fiddle to the Dreamcast demonstration
software. Eager attendees thronged
around the two playable showcases.

Overall, the announcement was
deemed a success by those who
attended. Edge met representatives
from NEC who were in ebullient mood
evangelising the PowervVR Second
Generation chipset, having just received
a shat in the arm from its association
with a mass-market console. However,
with PlayStation 2 looming for 1999,
Sega must use its headstart to
maximum effect. The creation of some
stunning software would seem like a
g00d precautionary measure in
the run up to November 20.

Sega’s Shoichiro Irimajirl has broken
the sllence that has shrouded the
company’s new coin-op board Naomi.
In his interview with Edge (see p74-75),
he states that, The Naomi arcade
system is related to Dreamcast, but
will be more powerful.”

Many had suspected this to be the

potential. Because of the way FVR2
deals with the screen in terms of tiles,
it is possible for Naomi to be a totally

scaleable system. Sega’s engineers

can specify either two, four or sixteen
PVR2 boards to run in parallel, with
minimal bandwidth problems. Each of
the cards handles its half, quarter or
sixteenth of the display, providing
incredible performance at low cost.

Edge's source also claimed that
the minimum screen area controlled
by a single board could be a tile of
32x16 pixels in area. However, given
that the sixteen board setup would be
capable of 15-20 million polygons per
seem unwarranted.

Sega’s arcade division is desperately
in need of a cheaper solution for its
high-end titles. Model 3 has proved
prohibitively expensive for smaller
arcade operators, and profits for the
AM divisions have fallen in recent times.
According to Edge’s contact, a sixteen
board setup could cost as little as
£320 ($500), a figure which would
return AM games to much more
affordable price levels.

However, it's unclear what
configuration of RAM and processor
(or possible multiple processors)
would be needed to back up the
PVR2 boards. Additionally, a low-cost
replacement for the ageing ST-v
Satum-based system tould be
constructed from a twin card set-up.

If Naomi does deliver the
performance implied by the sixteen
board configuration, Sega’s arcade
titles will undoubtedly stay on top
of the coin-op tree. Any Dreamcast
conversions at a later date could prove

Edge awaits officlal confirmation of
Naomi's specifications with interest.
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E3 '98: VIDEOGAMING'S SUPERPOWER SUMMIT

Nintendo, Sega, Sony and a host of PC publishers feel the heat at gaming's annual jamboree
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Over 40,000 delegates
crammed into the Georgia
World Congress Centre
for E3. A Mario fountain
provided brief respite

Those who sat sat through the Parasite
Eve demos were rewarded with a brief
glimpse of Final Fantasy Viil (above).
Outstanding PlayStation titles were scarce

COST CUTTERS

Console prices are falling in America, Both N64s
and PlayStation can now be picked up at selected
retailers for $129.95 (about £80). The price

cuts result from a new PlayStation pack, which
includes the Dual Shock analogue controller and
sells for $149. Sony in the UK is committad to
the two digital controller £129 value pack.

LITTLE RARE JEWEL

Conker 64 was one of the hits of E3, so perhaps
it's unsurprising that Rare has already decided
1o conven the franchise to the Game Boy.
Corker’s Pocket Tales will attempt to transiate
the 3D license into a top-down, 20 platform/
RPG game. Rare is also recruiting programmers
to work on the colour Game Boy.

EDGE JULY 1998

his year's E3 had almost
everything a gaming pundit

could realistically ask for. Legions of
new games, a new machine for those
self-same faithful, a glimpse of
Nintendo’s colour Game Boy and
Pr0|ect X. Not to mention yei another
opportunity for the industry’s regular
liggers to meet a real life Lara Croft.

Heading to the centre of the main
hall provided a good way for E3 virgins
to get their bearings. The central
avenue was lined with the highest
quality real estate, with Nintendo, Sony
and Sega all raising imposing frontages.
Clustered around these monarchs were
the self-proclaimed aristocracy of the
industry, including Konami, EA, Eidos,
Microsoft and 3Dfx - the scale of their
stands befitting their status

Nintendo, as usual, boasted a
daunting presence. The indoor fish
pond, with fountains dancing around a
stone Mario looked straight out of NCL's
finest games. For most attendees, the

MORE GAMERS, LESS PLAYERS
Consolidation of the games industry continues
apace. It now seems certain that GT Interactive
will pick up Virgin Interactive for some $130
million, More surprising is the news that Sany
may sefl Psygnosis. Founder fan Hetherington's
recent departure, and Psygnosis publishing for
the NE4 adds weight to the speculation.
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Nintendo’s stand dominated the
West hall. Those exhausted by
Zelda could pass the time at the
Pokemon projectile dispenser
(rifht} or by checking out the
colour Game Boy (far right)

As witnessed at the Tokyo Game
Show, Metal Gear Solid proved

popular with attendees. Though
most took a few minutes to
appreciate its winning charms

GoD: TAKE 2

Take 2 interactive has secured the European
publishing and distribution rights to the first
ten PC fitles from Gathering of Developers
(see p22). It has also micked up the distribution

chance to play Zelda, Banjo
Conker 64 and a range of
sports games overshadows
of the show.

A mixed bonus was the opportunity
to view the colour Game Boy - behind
glass. Most who saw the tiny marvel
instantly coveted it, even though all it
was running was a trivial graphics
dema. Nearby stood a Japanese-style
dispenser, that huried cuddly renditions
of Nintendo's little monsters to an
enthralled crowd

Inevitably, with Gran Turismo,
Tekken 3 and even Metal Gear Solid
having already been exposed prior to
the show, Sony’s stand was less
dazzling. Playing Metal Gear without
negotiating Konami's well-olled
beefcakes attracted many attendees
and a rotating Spyro the Dragon
attracted quite a few punters to Sony's
great white hope. But compared to
Nintendo’s stand, Sony's line-up was
weak. Sports games played in chrome
metal arenas, and videowall interviews
with a virtual Crash Bandicoot betrayed
a machine totally in tune with the mass
market, yet simultaneously waning

LESS SPICE
Spice Worid, the PlayStaton game from SCEE

 featuring the infamous girl group of the same

name, will be published later this manth,
despite singer Geni ('Ginger) Halliwell having

Tights forthe LIS, where GaD will be responsibl
for its own publishing and marketing. GTi and
Activision werz among the rival bidders.

bandoned the group. It had been 'feared’
that the departure of [surely sensible] Spice
would see the game canned,

with the hardcore gamer. Without
PlayStation 2, 1999 will probably be
an even harder time for Sony

A trip to Sega’s stand was hardly
more satisfying. The only clue to the
Dreamcast connection was the close
proximity of VideolLogic's stand, which
dispensed T-shirts to the baying
crowds. The games of note were
Panzer Dragoon Saga, Buming
Rangers and House of the Dead. Not
a bad swan song for the dying Satum
platform, but, since all the games
have previously been played, it was
poor pickings for the Sega hardcore

Interestingly, a daring raid
through the pre-show media
blockade suggested Dreamcast was at
Sega's stand, if only behind fortified
doors, Edge found the kit (still
coded Katana) lying about in boxes
as the stand was assembled on
Wednesday. For an official unvelling,
attendees packed the US launch at
the Fox Theatre on Wednesday night

After wolfing down canapés, the crowd,

murmuring with expectation, raced
through parted curtains for the main
event. For fifteen minutes, this involved

SONY VS MICROSOFT?

At Atlanta's Cable "98 show, Microsoft reportediy
demanstrated Forsaken running on a set-op box
under Windows CE, Microsoft wouldn't name
the chipset inside the box, which was powertul
enough to sustain a frame rate of BOOxG00 at
60fps. But Microsoft did recently buy CagEnt,
makers of the failed M2 and MX hardware.

NEWS

a US Saturday Night Live comedian
making remarkably candid jokes at the
industry’s {(and Sega's) expense. This
was followed by a frantic multimedia
trip through Sega’s heritage. The
message was clear, Sega admitted
it had made mistakes in the past, but
that there was still a company worth
believing in. The stage was set for
Bernie Stollar and Dreamcast

For many, however, this was
almost an anti-climax. With most of
the news having leaked from the
Japanese launch Six days previously,
Stollar found his dramatic pauses for
applause somewhat silent. Stollar
visibly flagged as the speech
progressed. But he made good with a
final, unexpected flourish, in the shape
of the first Dreamcast game demo
Thirty seconds of video footage from
a Star Fox-Style shoot ‘em up, which
looked like FMV, left his audience
demanding more

Away from the consoles, PC
software - of middling quality -
dominated the stands. PC hardware
news was less of a feature at E3 than
it has been recently, with no equivalent

THE REVOLUTION CONTINUES
It has just been revealed that AM2's anticipated
racing sequel, Doytona USA 2, will be compatible
with Dreamcast’s VMS. At the very least, it will
enible gamers 1o save their arcade preferences.
Mare interestingly, it could enable players to
fine-tune their cars and technigues at home

and use the results in the arcade.
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« 0f, say, the industry-shaking 3Dfx

or CD-ROM.

AMD announced its new AMD-Ké-2
processor, which it claims offers a
four-fold improvement in floating-point
operations compared to a Pentium I,
with a subseguent benefit for polygonal
graphics. 3D acceleration is now
ubiquitous, but ironically, that actually
drew attention away from 3D chip
makers. With excellent mass market
chips on display from the likes of
Matrox, 53 and Intel, specialists
Videol.ogic and 3Dfx struggled to
gamer much interest. 3Dfx in
particular seemed less of a force than
of late, although to be fair, most PC
developers at the show still talked
unprompted about doing top-end Glide
versions of their games.

This year’s E3 also saw the
Inauguration of regular awards,
presented by America's Academy of
Interactive Arts and Sciences (AIAS)
Rare’s standard-setting GoldenEye
scooped four awards, including
Game of the Year, lending the event
some early credibility, Other awards

POCKET NEO-GEO

As Edige went to press, details were released of 3

new handheld games system from SNK. Dubbed

Neo-Geo Pocket, the 16bit unit features a

160152 pheel display, placing it in Game Boy

termitory, Most surprsing, though, s the news that
_ SNK is planning a Dreamcast adaptor, athough
 the unit s 100 large to fit in Sega’s new joypads.

included PC Action Game of the Year
for Quake W, Online Game of the Year
for Uitima Onlline, and Outstanding
Art/Graphics for Riven. Shigeru
Miyamoto was also honoured,
receiving the AIAS's first entry into
/s Hall of Fame

A ticket to E3 ‘98 revealed the
game industry in a temporary truce.
There were frighteningly large numbers

of limpid games at E3, but there
were, arguably, less truly awful games
this year, The PC market has failed

to capitalise on its recent inrgads,

but it still offers much to the more
affluent hardcore gamer. Sony is
holding its market share with a
fast-fading console and, while it's
now clear that the Né4 is unlikely to
catch up with the PlayStation's
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Sega made up for its lack of
soft\ure mlel; with its usual
suite of new arcade machines

runaway sales, Nintendo will draw
some comfort from a far superior
line-up of games. Sega’s down,

but Dreamcast proved it was

definitely in the running, Indeed,

Sega's new machine might be the

hit of the show next year, when E3
retumns to Los Angeles, hoping to

play host to the industry for a =
successful five-year run 1LE

PROJECT X-POSED

A stealthy approach by VM Labs might result in a quiet invasion of game consoles into homes

ehind closed doors at E3, VM Labs demonstrated its

Project X technology, and also revealed its
manufacturing partners and current business plan. Toshiba,
Motorola, Activision, Fox Interactive and PSygnosis are among
the companies who've confirmed they're working with VM
Labs. On a less positive note, the launch of Project X has
slipped until Spring 1999

Project X isn't a games console in the traditional sense
Rather, it's a proprietary processor that replaces the MPEG
decoder found in DVD players. Executing some 1.5 billion
instructions per second, the Project X chip can easily decode
digital video and audio signals, while also delivering a range
of 'trick” modes. These are the graphics processing abilities
which VM Labs has previously demonstrated to Edge.

Games will be loaded from the DVD drive and executed by
the Project X chip.

WM Labs has revealed that Motorola is its main partner in
the development of Project X. As well as taking a minority
equity stake in the company, Motorola is committed to
manufacturing and selling the fledgling technology. it has also
announced an entertainment platform, code-named
‘Blackbird’, which will be based around Project X

Manufacturers can include Project X as just another
feature, like Dolby Sound. VM Labs claims the costs will be
partly recouped through savings on the MPEG decoder. At the

user interfaces. Toshiba and Thomson Consumer Electronics
are the first companies to confirm they will incorporate Project
X into thewr High Street range in 1999

According to VM Labs, DVD players are entering US
homes at an unprecedented rate. If a significant number of
these eventually ship with Project X chips, then an
installed base of several million machines might be achieved
within just a few months

‘While DVD has already experienced unprecedented
sales growth, Project X interactive DVD will revolutionise
home entertainment,’ claims Richard Miller, CEO of VM Labs
"Our goal Is to bring a powerful interactive experience to the
consumer video market.’

VM Labs’" Trojan horse” model means that marny
households could buy a Project X DVD-player without
realising they've also bought a games system. Publishers
such as Activision, PSygnosis, Berkley Systems, Capcom,
Crave and THQ, are already looking at the opportunity to
create games for this largely untapped audience

While WM Labs revealed much about its technology
behind the scenes at E3, it inevitably raised just as many
questions. Is the strategy cunning enough to succeed where
CD-i falled? Will Project X be free to consumers, or will it be,
say, an extra $507 If the latter, is it likely that consumers
will pay? Expect Edge to answer these questions in a

very least, the chip will enable DVD makers to create nicer forthcoming investigation into this intriguing technalogy
SUMMER GAMES CAPCOM POWERS UP SMALL WONDER FOR N64
Middlesex University will be running & shon Capeorr's US and Japanese branches have As predicted in ES2, Codemasters is 1o bring
introductpry games programming course this signed deals with NOA and NCL 1o produce aversion of Mico Mochines 1o the N64.
surmmer from July 27 to 31, The 30-place titles for the NE4, Although the first title |s to be According to the company, Micro Machines
course will be run on Sony's PlayStation Net published this autumn, the game hasn't been 64 will, take advantage of specific capabilit
Yaroze consoles. interested indwdusls with named by any of the pames concemed. Edge oftered by the N64 hardware'. A Scotish-
the recommended grounding in € should wanders if the early demo of Ghasts v' Gobiing based intemal deveiopment team & handling
contart Dr Peter Passmore on 0181 362 6428, it witnessed two years aga could be on ts way... the project, and Codemasters will publish.
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MODERN ART

The digital era explodes at the onedotzero2 digital film festival

he recent onedotzero2 digital
film festival at London's ICA

provided the most tangible affirmation
yet that the worlds of digital film and
computer games are beginning to be
accepted as artistic forms. The festival,
which was a sell-out, showcased
al work from some of the finest -
ally unsung — digital creators
around and was notable for including a
well-received compendium of FMV
sequences from games

The second incarnation of the
waorld's only dedicated digital film
festival was considerably more
ambitious than last year's
predecessor, spanning a week rather
than a weekend and split into five
distinct programmes rather than just
one; It also included a Net Yaroze
workshop which was received
enthusiastically by the crowds, and
response was such that festival
directors Matt Hanson and Shane
Waiter are now planning to take iton a
number of sorties overseas

The five components - Wow and
Flutter, a showcase of graphical
imagery, much of which was created
especially for the show; Lens Flare, the
FMV compilation; Wavelength, a set of
cutting-edge, digitally-biased pop
promos and films set to music; J-Star
a showcase of rarely seen digital work
from Japan; and Sequence+ V1, a
collection of digital work created by UK
colleges allied to the highlights of last
year's programme, wert a long way
towards cementing people’s ideas of

Heisenberg's uncertainty princi

I
was explored by Fuel, with a ce?:brity

voice over provided by Patrick Moore

what the elusive catch-all phrase
‘digital film’ really represents

Highlights included the director's
cut of Chris Cunningham's video for
Aphex Twin's ‘Come To Daddy’ - on
the back of which the director has shot
to fame, making videos for Madonna
among athers; digitally-captured short
films from the hotly-tipped prankster
Edmundo, a showing of the seminal
anime work Ghost in the Shell, plus
waork from the likes of Fuel, Underbelly,
antirom and Straw Donkey.

Festival director Shane Walter,
who plans to take onedotzero2 to the
Sonar festival in Barcelona, and is in
talks with the Edinburgh Festival,
Exploding Cinema in Rotterdam and
festi in Brazil and Montreal, said:
‘The highlight for me was showing
such a varied set of programmes, but
still getting the right mix of audience

Wavelength featured previously unseen work from video director Chris
Cunningham. His director's-cut version of Aphex Twin's ‘Come to Dad:z’
(left) ran alongside ColdCut and Hexstatic’s collaboration, ‘Timber" (right)

BIG NUMBERS

Sony has released its sales predictions for the
next 12 months. According to the firm's report,
PlayStation number 50 million will ba purchased
within the year. Current intemational sales
stand at 32 million, with the modest grey box
accounting for 22 per cent of Sony's prafits,
 total of approwmiately £230 million.

HEAVY PETTING

The vimual pet craze in Japan has reached new
levels. Devotees are now able to lose wesght with
another breed of electronic pests. Essentally step-
counters, the pets monitor how far their owners
walk everyday, admanishing them if the distance
is low. Three designs exst. including the Teku
Teku Angel', and have sold over a million units.

The Honey Brothers’ presented "Drive all your cares away’ as a response
to the Government transport directive to reduce road traffic pollution

The philosophy behind Lens Flare was
to show the tremendous amount of
talent in the games industry which
people generally aren't aware of, and
that the industry is progressing
towards telling stories in a different,
non-linear way.'

Walter added: ‘The J-Star
programme was interesting because
over here, we generally see perhaps
two per cent of the really fantastic
stuff that's coming out of Japan. Our
short-term aim for the festival is to
have a programme of fully
commissioned, paid-for short films -
of the 11 or 12 pieces In the Waw and
Flutter programme, about ten were
premieres which came about because
of onedotzero - but it would be nice to
have some money to use for
commissioning.’

'‘Manga has made the first fully
digital feature film, ‘Dancehall Queen’,
and while more people are using digital
special effects, they're also acquiring
images digitally. Digital technology puts
opportunities into the hands of many,
and it will soon start pushing the
mowving image in different ways. it's a
bit like what has happened with
electronic music.’

BOX-OFFICE BUSTERS

According to a survey by the US interactive
Digital Sof Association, distributed at £3,
sales of computer games in Amenca were worth
5.1 billion in 1297, Rental of games accounted
for another 500 million, By way of companson,
the survey dlams that US box office receipts
were only fractionally ahead at $5.7 billion.

Lost in Space’s Christian Hogue,
designer of the T1000 for James
Cameron’s stunning ‘Terminator
2, produced ‘The Deep’ for the
Wow and Flutter programme

SEGA LOOKS TO PC (AGAIN)
After successfully releasing Satum games on the
PC, Sega is to launch s first game specifically
targeting the platform. Code-named Emperar,
it's a realtime strategy game that plunges players
into the Imperiafist tumult of the early twentieth
century. Emperor will be the first in a line of
original PC products from the company.
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(out there)

Reportage from the periphery of the videogames industry

Pulling power

Forget sports holdalls and a £10 gift
token, the latest bonus for opening an
account is a cheap Game Boy

To gauge how popular something is,
just take a look at adverts - if it's big
in the cultural zeitgeist it will be
used to promote anything from gin
to disposable nappies. At the
moment, with World Cup fever still
in full swing, it is hard to switch on
the TV and not see Alan Shearer
woodenly endorsing Sainsburys —
but, bubbling beneath the current
football frenzy, advertisers seem to
be slowly discovering the pulling
power of videogames.

People are using videogame
imagery to sell their wares to the
kids. Halifax Building Society — not
the most abvious interpreter of
youth trends — is currently offering
a reduced price on Game Boys to
anyone who takes up one of its new
Expresscash accounts. Nintendo's
classic handheld usually retails for
around £50, but finance conscious

Videogames as movies

11-15-year-olds can get it for £15 ~
until June 30th, that is. A current run
of Insignia poster ads asks girls what
would make their ideal boyfriend.
One features the quotation, 'He's
got to be good

with his hands' with a picture of

a boy grappling with a PlayStation
control pad above.

And it doesn't end with trying to
seduce 13-year-olds; advertisers are
also targeting mens lifestyle mags.
A recent advert for the infamous
student’s friend, Pro Plus, featured a
screen shot from Space Invaders,
the message being: if you want to
play videogames until 4am, pop a
couple of caffeine-filled capsules.

So why are videogames in
vogue with the advertising industry?
The answer is simple: videogames
are popular with teenagers and
young working adults — two lucrative

l EDGE JULY 1998

markets in one — and, better still,
videogames are, gulp, cool.

Edge spoke to the agency
responsible for the Pro Plus ad -
Beeching, Dowell and Stubbs — and
one of their creative copywriters,
Elvira Meucci.

‘Pro Plus is an energy enhancer
so we looked at the various
lifestyles of our target market —
sex, clubbing, etc — but found that
videogames, too, were very popular.
We used Space Invaders because
it's a classic and everyone can
relate to it Videogames as popular
as sex? When?

Halifax, however, offered the
finest explanation for its tie-in. The
Building Society's press release
simply states: ‘Videogame machines
are the second most popular item
held by boys.' No prizes for
guessing what was first.

What's it all
about, then?

Psychologeally unhinged rooke
criminal (Ray Liotta) engages in a
ane-man mnierstate cume wave n
order 10 appease powerid Crime Lord,
Marlon Brando - if he could somehow
be winched onto the set. (Robert de
Miro s second chowe.)

Hideous wrinkly alien (Tommy Lee

Roseanne makes & comeo as 3 gant,

o L

will it work?

Would no doubt cause furore o bath
sides of the Atlantic for its blatently
‘We've never been so outraged and
disgusted, for the fourth time that week. | in yet more d

Having already watched movies like 'Super Mario Brothers', ‘Street Fighter the
Movie' and ‘Double Dragon’ flop like celluloid wet fish, the US film industry is
lining up its next wave of videogame-related motion pictures.

Due over the next two years are Tomb Raider, Wing Commander, Doom,
Duke Nukem and, perhaps most promisingly, Resident Evil — which is at least
being made by a proper director and not some 23-year-old pop video maker
whose range of cinematic influences begins at Blade Runner and ends with

The Crow.

It seems, however, that the videogame industry is taking this extra avenue
of profit very seriously indeed. Interplay has even set up a new subsidiary

named Interplay Films in order to pitch its game ideas at Hollywood. President
of the new outfit, Tom Reed, has already ear-marked 20 of Interplay’s 200 or
so back-catalogue titles for possible film production — including Carmageddon,
FallOut, Descent and, hilariously, Red Neck Rampage (Edge can already
imagine the pitch: Well, Mr Spielberg, imagine this: 'Henry Portrait of a Serial

Killer meets ‘The Beverley Hill Billies'...).

Inspired by the plethora of forthcoming releases (and the possibility
of securing yet more industry junkets to exotic and far flung locales) Edge
has put together its own short list of videogames which would make
excellent films. The next stop, of course, is Hollywood. ..
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Playing the field
Sony's VIP tent at May's dance music festival
Creamfields was an opportunity for DJs, music
joumos, liggers and selected games magazine press
to get a glimpse of Fluid — Sony's PAL version of its
Japanese-developed interactive music title Depth.
Big-name jocks such as Paul Oakenfold, Pete Tong
and Paul van Dyk have recently been using the title
for the mixing of realtime graphics into their sets.
Fluid sees the user take control of a dolphin
who swims about the ocean floor looking for a

Y Resident Cream DI
series of floating shapes — these give access to and 'bangin’ choon’
various 'Cruise Stages': a series of beautiful supremo Paul
themed-environments with different ambient tunes Oakenfold (above)
playing in the background. A simplified 8-track has been “5“"8
recording studio then allows tunes to be m;“'“"‘_f"
manipulated to create completely new melodies. el b fle s e
anything from soft ambient background noise to northern superclub

complex drum ‘n’ bass arrangements. A truly
addictive aural experience.

Drug bust

It seems the world's most controversial videogame has run into trouble again.
Although Grand Theft Auto made it uncut into UK shops (albeit with an 18
certificate), DMA is having no such luck in the United States. There, a huge
and highly influential chain of video rental stores has refused to stock the
game unless all swearing and drug references are removed. Due to the
market clout the company boasts, DMA is likely to have to play along,
censoring the game for its entire US release.

Obviously, some of the game's gritty humour has been lost in the process.
Crime Lord Bald Mancinetti, for example, no longer sells drugs to kids outside
the school — he sells them 'sweets’ (DMA has the last laugh in this case).
Similarly, the Police Chief of Vice City no longer hires the player to waste
crack-addict Rastas; he hires you to give them a good telling off.

However, some of GTA's eccentricities have survived. Where players drive
explosives into a police station, the vehicle still ploughs into a children’s
hospital if they get it wrong. It's also possible to type in ‘I am Gary Penn’ to
access the ‘extra sweary’ version. Surely this all goes to show that censorship
never works and free speech will win out in the end. Espedially in America.
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A MEETING POINT FOR MEDIA CAPITALISING ON THE DIGITAL ENTERTAINMENT REVOLUTION
GADGETS

Fujifilm MX700 Digital Still Comera

Dagital cameras are getting better and
cheaper all the time, and here’s the

Wasn't up to scratch, but the MXZ00
COMEs With twin RISC CPUS that can

NEC PlasmaSync 4200W — 42-inch Widescreen Monitor

Hang-on-the-wak TVS are st some
tme away from Decoming & practical

anema bufis, busnessmen and gamers
Plasma |LCD screens offer extremety

proof. Fujfim's MX700 comes with save a JPEG image to a removable propasition for most people, orpely high resolution and are much brighter
features normally associated with SmartMedia card in fve seconds, and a Decause ey Te SO expensive. Prices than egunalent front or rear projection
pricey professional digicams, but isa rechargasbie LHon battery that's good &2 Oropping rapidly, though, thanis to Systems, and NEC's version is cenanly
fraction of the cost for 250 shots between recharges. mass production, and the fact that the the best yet for delivering top quality
The secret behind its astorishing Other clever stuff includes a g TV players - Phifips, Sony and images. The Plasmasync comes witn all
picture quality i a 1.5-million poel CCD twin-refiex lens - 25 found In TV camenas. Thomson - are due 1 faist thelr the socketry nesded to splash pictures
which converts the Seen subjects into — 50 SUbeCts e away's In focus, monSier Sets upon the wortd from a PC, game console or DVD player
aigrtal images that can be downloaded wherever the camera s pontng. And until then, try the NEC Plasmasync o ts perfectly flat screen, and there’s
omto a Mac or PC. Of course, none of all this is presented in a Lasty alumirium 42000 Thes Is a good near-£10,000 an LCD remote control for switching
this would matter if the rest of the spec box the sire of 3 pack of fags. worth of hi-tach telly aimed at home between differant pcture sources
E4S0 £9,800
Fujifilm NEC (Europe)
Tel: 0171 586 5900 Tel: 0181 993 8111
Out now Out now

he big beat scene exemplifiad by the
Heavenly Social may no longer be
considered the cutting edge, but Carter's use of
Insanely muscular rhythms has alweys been a
labour of iove rather than a fashion. Moreover, his
sound is equally fusiied by a love of biack music,
with regeae writter through cuts like ‘Work M
Body' like a stick of lamaican rock. That dancehall
creation features here, nesting alongside eleven
equally powerful tracks. The surpnse here sn't how
Carter manages to sustain the pace; rather, it's how
many unigue and subite touches he manages 1o fit
batween the bludgeoning baats. Skiiful stuff

Shoot the Boss
Monkey Mafia
Heavenly

Feeding Frenzy
Omnivore

Hyorogen Dukabox

T he debut from up-and-coming dancefioor
botherers, Omnnvore, is 3 deficiously playful

affair, masking an astonishing grasp of tones and
sample manipulation behind infactious beats
Opener Spandex’ exampiifies this style, with s
latin-Ravoured handciap disco beats, techno
crescendos and bluesy vocal cuts. These are darker,
franciér moments to be found, most notatily on
‘Querelie’ and ‘E-Mall’, but aven here Omnivore
cam't resist pairing the hauntng melodies with
house-fiendly drums. Fans of ineligent but emotive
electronica are aovised to join the Dmnvore
bandwagon now, before it gets 1o crowded
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TOSHIBA

Tel: 01276 62222
Out now

349

Sharp Electronics
Tel: 0345 125387
Qut new

AAJ na if Kraftwerk had been bigger than The
Beatles? Chances are the charts would be
filled with the sort of music found on Komputer's
iatest ode to power of all thar
SNENE. NNEINE PhoNes, MEetronomic
the synthesiser sounds of the future (circa 1983) are
all brought out of storage by this worryingly
obsessed three piece. Wonderfuly geeky, there's
even a track called '8l Gates’, complete with suttably
binary-styie hrics. Bill Gates, Bill Gates, Bl Gates'
Just hiow ironic The World of Tomomow” 1S intendead
1D De isn't Clear, though, Are Komputer senous
about this Gerry Andersan birand of future-retro?

s dgital Vocoged

Th Woind of Tomomow
Komputer
Mute

NUMEDIA

Toshiba SD-31078 DVD Player

Digrtal Versatiie Do — the oft-cited
future of home emertainment - is well
and truly with us. The first batch of
SWOIC-QUBiTY MOves are aiready
Appeanng in magor high-street stores,
With machines to piay them on avaiable
from magor manufacturers fike Sony.
Panasonc and Thomson

Toshiba's version eschews the
glamonous goid or biack casings
favoured Dy its rivals in favour of a
rather nondescnpt grey, but undemeath
Ine skin 15 & cracking litte machine that

nat only offers briliant sound and
picture quality, but comes with a batch
of useful features ke black contrast -
a gizmo that makes sure black areas
are suttably dark — and a 20om mode
10 780 in On & particular scene and
als0 1o changs the ared that has
been zoomed In on, Simply by fidding
with the remote. The Toshiba also
SUpPOts major surmoung-sound
formats like Dolby Digital, and comes
with all the sacketry needed 1o hook
It U 10 @ hOMme Cinema System.

Sharp MD-R3H Hi-Fi Separates winivisc Recorder

Every year since the format’s launch in
1992, someone at Sony has declared
that thes will be the year of the MiniDrsc
= QN This ime it MIgNt aCiusily De true
incraasing numbers of kil
manufacturers are backing the format
‘with products of their own, and you can
actually buy blank descs from record
shops, making its acceptance by the
public all the more easy

Although Sory Is still the largest
purvesyor of sl things MiniDisc, Sharp s
rapidly catching up, thanks to a range of

nnovatve MD products like this

hi-fi separates recorder. Boastinga
three-gisc CD autochanger, this
naculously cheap machine enables you
10 Create instant compiiations Simply by
Choosng the tracks you want from each
CD, then pressing star to dump them
on to MiniDisc. It's simple to use -
reconding levels are set automatically -
and you can oo all the usual MD tricks
ke 3o, move and combine tracis, ghve
them names or simply delete them. The
future of tape, Indeed

lke Komputer, Plastikman's Richie Hawtin
was weaned on early electronic -

discovering Kraftwerk and Tangenne Dream in his
father’s record collection. But there the similarities
end. Like ‘Sheet One' and "Wk’ before i, this s
anything but listener-friendly, with Hawtin further
exploring the spaces between the sounds as much
as amytang. But while the minimalism is reassunngly
farmdiar, the atmosphen is anything but, reverh
adding extra 'ghostiness’ to MUsIC already Sounding
like it comes from beyond the grave. "Consumed” is
further testament to Hawtin's mastery of sound
What listeners will make of it s another matter.

Consumed
Plastikman
MNovahtutaMInLS
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Mars Attacks!
The LS and Japan may have witnessed the OVD
revolution over a year agn, but only now does
the UK pubic get & chance to pop into their local
HMV and obtain a PAL tzone 2) five-inch siver
disc. Warner Is one of the few players 1o take the
UK DVD plunge, with ten proposed titles. One of
the more recent offerings is Mars Aftacks!
While Tim Burton's much-criticised
S0s-based so-fi comedy never goes far enough
10 truly Justify the director’s particular brand of
humaur, Mars Aftacis! can still ciaam an
Impressively distinguished cast, as well as
several masterful sequences, most of which
naturally involve: the diminutive CGI Martians.
These are beautifuily realised, with
convincing animation, and thesr detall is
remarkable, even more 50 as a result of the
clarity offered by the DVD formiat. Even whan put
against the NTSC lasergisc, this DVD version
stands out with betier contrast ieveds; supenor
colour separation and an overall higher definition
A theatrical traler and production notes
comgiement an aiready Impressive package.

White Bird
Astralasia
Magick Eye

Ceremony of Innocence
Apart from picture collections, commercial
success usually evades CD-ROMs of an artistic
ONEMBHON, S0 WIth Droduction Costs of around
Us$1miliion, Carermony of innocence would
appear ambitious in the extreme.

Yet, when it comes to colourful Imagery
spiced-up with touches of dighal frippecy, few do
It better than Peter Gabriel's team at Real World
Muitimedia. The work is basad on Nick Banock's
bestseliing Griffin and Sabine trilogy, and stars the
voices of Paul McGann, isabelly Rossalin and
Ben Kingsey. HOW could it g0 wrong?

Its linear narrative aside, Ceramony of
Innocence does all it can to draw in cerebral
usars. The story's 8 mysterious chronicle of the
relationship between MeGann's Griffin and
Rosseliim’s Sabme, who comespond via elaborately
gdesigned posicards. With him cooped up in nis
NW3 studio and her on 8 South Pacsic isiand,
they try 10 connect s much through ther prose
a5 the symboiic Images painted on the cards

Lising the (iisc can prove intriguing - when
compared with most other mulhmedia offerings.
Each postcard Includes some so of interactive
gimmick. A lzard devours a butterfl; a
giraffe-necked man runs across the screen,
chasad by cave painting-style antilopa-women,

Rich in detad, Ceremony is oddly charming.
Brilliant snippets of wodeo ant, ke much of the
artwork, occupy 100 kttle of the scraen, yet hint at
what DVD could do for & oisc ke this

Published by World Multimedia
Developed in-house
£25
Out now (Mac/Windows)

TT ith Melarve Tayior and several

L‘J instrumentalists now aocompanying core
bang member Swordfish, ‘White Bird” showcases a
more mainstream, but far more attractive side to
Astralasia. With its use of that post-Faithless keyboard
sound 50 beloved of Sash snd Co, lead track ‘Special
World suggests Astralasia may yet make it to Top
of the Pops. A couple of tracks refy on the high
BPM, low imterest formula of old, ana the reggae-
ite of “The Workl Outsde’ is unikaty to comince
anybody. But when Taylor's vocals are pushad to
the fore, as on ‘One Fine Day’, the results are strong
enough to suggest that Top 40 outng IS imminent

Apple
rnlz.gmdohgim of hooks on a specific company usualy
sgnals efther its sutiden, Spiendid SUCCESS. .. Of 1S imminent
gemise. n s 22-year history, Apple Computer inc has been on
the recenirg end of two discrete publishing booms, Whereas the
first wave wera more fairy tales than business histories, the
second will uitimately be filed uncer ‘corporate post-mortem’

Subtitiad ‘The Inside Story of Intrigue, Egomania, and
Busingss Blunders’, Jim Cariton’s book is 3 dense chromicle of
the Doaniroom backstabbing and widespraad managenal
incompesence that has beceviiad Apple. Swiftly chopoing through
the ZIONoUS Start-Up yesrs when Stave Jobs and Stove Womiak
evangeiically defined the personal computar market. Canton
moves 0N to concentrate on his real meat - the period following
Jobs' ceparture after a battie with CEQ John Sculley in 1985, this
baing the first time Sculley has discussea Nis time at Apple

And It &5 for this reason that a history of the company that
turned computar ownership into a religion is such hand going
Whille ther is ampile analysis of ADpie's (roducts (Soaring over
budigat, dodging ship-out dates, DIoWIng up ang, occasionally,
working) the main players in this drama are the grey men. Sadly,
with the exception of Jobs, they are al! 50 boring that you can't
heip longing for an exposé of that ivewire Bill Gates instead.

Traces
Blasphemous though it may sound, futunstic fiction didn't come
Into being with the invention of cybemunk. Back in the dark
apes, it was calleg science fiction; today, the mere phrase s
enough 1o get teeth grinding. But nat ait of it was of tha ‘lost n
space with phasers set to stun' variety. To his Credt, Baxier, in
his second coflection of short Stories, revives the genre.
successfully treading the tgntrope between tradinonal sa-f's
better face and the current giut of id hackers on designer arugs
fighting neural nets in some rundown section of oid Tokyo"

Ranging from the stesmpunic romp of 'A Joumey 1o the King
Planet’ (2001" laced with mingteenth century imperialism), to
Darkness’ (5 neat investigation into cyber-ethics), via the cool
repositioning Of Superman as & post-modarmn messiah in "Good
Hews’, Baer firts with 3 bewdidening armay of echnological
idess and pRioSopiiG G2yareams. t's No SUTPNse to leam of ns
scientific aducation and subsaguent career in (T, nor to hear that
s influences incluce proto-cyber witers Arthur C Clarke, james
Basn, HG Weils and Isaac Asimov.

Baxter's underlying focus is on the moral strangth of his
characters as they Interact with twasted scientific lews and
hybndksed technology, rather than the machines themsehves
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Jim Cariton
Publisher: Century
ISBN; 0-7126-7901-4
Price: £20

Stephen
Publisher: Voyager
ISBN; 0-00-225427-1
Price: £17

q nce kang of the techng concept album, Sven

Vith retumns, atter four years, with his sights
on the dancefioor, ager 10 cul @ rug with some

Flusion
Mixed by Sven Vith
virgin

audaciousty funky muSIC. The tumaround is amazing,
with snapny, swinging editing In place of exténded
journeys into sound, and a desire to raise smiles
replacing the Lrge to get all deep and maaninghul
With a title track picking up where Yelio left off, and
an ammiu’ of equally ‘Camival’-esque cuts as keen
o play with jazzy vibraphones as demonstrate a
faultiess w5 of technology, this is proof positive that
Fusion needn’t invoive compromise, and an ideal
starting point for thase yet to hear Vath in full fight.
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Square vice president Hinobu Sakaguchi cautiously fields questions from Japanese press as
the first images and details from Final Fantasy Vil (set for a winter release) are announced

| EDGE JULY 1998

New characters include Laguna Loire (below)
and Squall (above). The prominent scar
between his eyes is explained in the game

Square Fantasy is Reality
On May 15th, during a packed press
conference held in the basement of
First Building in Roppongi, Square at
last presented Final Fantasy VIll to the
clamounng masses of Japanese press
Or at least, the company presented a
rolling demo of the title which -
composed mostly of impressive CCl
sequences rather than ingame footage
— actually raised more questions than it
answered. However, at least it gave a
few tantalising hints as to what gamers
can expect from the latest title in 2
senes which has already sold nearly 20
million units worldwide.

Although facts are in short supply
then, it is clear Square has been
influenced by the success of Final
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Fantasy VIl abroad and has taken
foreign audiences into consideration
here. For example, the characters are
now more realistically proportioned, no
longer sporting the squat bodies and
large heads associated with the ‘super-
deformed’ or ‘Kawai' (cute) style of
animation. This tradition may be hugely
popular in Japan, but in the US -
where developers like id and Epic
aspire towards ever greater realism -
kids don't go for heroes with huge
craniums, On the subject of characters,
only two have been announced so far:
Squall Leonheart, the handsome
17-year-old hero (designed to attract
female gamers), and the rather-too-
feminine sounding Laguna Loire

The concem for realism also
extends into gameplay. Although the
battle system looks similar to that
employed in FEVI, magic and sorcery

have been removed in favour of more
‘believable’ weapons like bombs and
machine guns. Squall's own weapon,
however, does maintain something of
a fantasy RPG feel: the Gunblade is a
handy combination of gun and sword
with a few special power-ups built in
for good measure.

At the end of the presentation,
Hinobu Sakaguchi (FFVII director and
Square vice president) and Takeichi
Tomoyuki (Square president), made

FFVII's characters have been Westemised,
losing their distinctive ‘super-deformed’
styling, and now have more realistic attacks

themselves available for press
interrogation, but clammed up when
asked anything too pressing. Instead
they discussed the success of the Final
Fantasy senies, especially FFVI; seen as
a landmark because of its intemational
success (a prompt foreign conversion
of FFVIIl has since been promised) and
its CD format which allowed the use of
lots of CGI sequences. When pushed,
they did reveal that Final Fantasy Vill
would be based around the emaotions
and feelings of the protagonists rather
than out-and-out combat. The

senes has always been rather emotive,
so Edge expects gamers to be
weeping helplessly over their consoles
when the game is released in
Japan at the end of the year.

Certain environments will remind players of Final Fantasy W, although the overall feel of part
Vill is thought to be less dark than part Vil. Square's high graphic standard will be maintained

JAPAN

THIS MONTH...

FINAL FANTASY VI
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hereas artists such as
m Dasis, Michael Crichton, or
Tom Cruise are treated like
royalty by their respective record
labels, book publishers, and movie
studios, in the world of games,
top developers are, according to
Gathering of Developers' Mike Wilson,
'screwed, time and time again.’

But Gathering of Developers
(affectionately known as GoD) plans
to do something about it. Based in
Dallas, a group of eight Dattle-
scarred developers (including
3D Realms, Epic MegaGames and
Terminal Reality) have decided to
£0 solo. The plan is to cut as much
of the ‘excess fat' that exists
between the game developers and
gameplayers as possible. How? By
establishing a lean, skeleton
publishing operation that fulfills al
the functions of a traditional
publisher but offers the founding
developers (each company has a
representative on GoD's board of
directors) as much creative freedom
and earning potential as possible.

If it works, the Gathering of
Developers will have ploneered a
new publishing standard, the game
industry may never be the same
again. Edge met with Mike Wiison,
GoD's CEQ (formerly of id Software
and lon Storm), and Harry Miller, CED
of Ritual Entertainment (and one of
GoD's founding developers), to
discuss their chances.

Edge: What's the philosphy
behind GoD?

Mike Wilson: GoD |s the result of

a few other people besides myself
having been in the game Industry for
a while, working with some of the

HARRY MILLER

'ONE OF THE MOST COMMON
COMPLAINTS DEVELOPERS
HAVE IS WITH PUBLISHERS

TAKING THE CREDIT FOR
OTHER PEOPLE'S WORK'

AUDIENCE WITH... 23

‘IN EARLY HOLLYWOOD, , |
WHEN UNITED ARTISTS WAS |
FORMED, THERE WAS ONLY
A HANDFUL OF ACTORS
AND DIRECTORS DOING
WELL - THE REST WERE
DOING SHIT. THESE PEOPLE
CREATED AN ORGANISATION
THAT VALUED CREATIVE
TALENT HIGHER, AND THAT
IS WHAT WE'RE DOING’

best talent around - in my case id -
and seeing some of the crazy things
that happen

For example, look at the GT
Interactive story, Before publishing
Doom 2, GT was a small company
Then Doom 2 came along - created
by id, published by GT - and a couple
of years later, id had made maybe
$8 or $% million, but GT had made
a billion-dollar IPO [Initial Public
Offering]. And when it went public,
over 95 per cent of its revenue was
based on id software’s games, and
they didn't even have a long-term
deal with us! [laughs]
Edge: You're saying that GT got
rich because of id's game?
MW: Right, and we sat back and
watched this happen. And then we
watched GT start believing that it was
the one that had made Doom 2 such
a hit, and we watched when it
believed that it could achieve the
same success with any piece of shit
that was thrown in a box

And this is just one example
This sort of thing happens all the
time. There are countiess other

stories of developers getting
screwed and publishers taking the
credit for other people’s work
Edge: What proof do you have
that this "happens all the time'?
How do you know it isn't simply
your own personal experience?
MW: Just look at the recent trend of
developers leaving publishers to set
up on their own. Look at how no
publishers are able to keep the top
development talent in-house
Everyone's splitting and doing their
own thing. This is proof that no-one's
ooking after creative talent properly
Edge: And you decided to do
something about it.

Harry Miller: Around Dallas there
happened to be a group of

game developers who had similar
bad experiences, who saw all of

this happening, and decided

to do something. And this is how
GoD started,

Edge: So how do you hope to
make things better?

MW: Basically, our point is that right
now the game industry’s creative
talent is undervalued. GoD Is, as the

name suggests, a group of
experienced developers —and there
are eight founding companies at the
moment - who have joined together
to form their own publishing
company. There will be a small, core
staff of people In a central office, but
a member from each of the founding
developers will sit on GoD's board of
directors and run the company for
the benefit of themselves. The whole
operation will be geared towards
helping the creative talent make the
best possible games and rewarding
this talent when they do so

Edge: It sounds similar to the
thinking behind the creation of
United Artists in the early days
of Hollywood...

MW: On a very high level,
conceptually, Gathering of
Developers and United Artists are
very similar in thinking. In the early
days of Hallywood, when United
Artists was formed, there was only a
handful of actors and directors who
were doing well - the rest were
doing shit, These people banded
together and created an organisation
that valued the creative talent a lot
higher, and that is essentially what
we're doing.

Edge: In what ways, then, do
some publishers treat
developers badly?

MW: It's the whole attitude. Again,
basically, it's a general undervaluing
of the creative talent that makes the
industry possible in the first place
HM: One of the most comman
complaints developers have is with
publishers taking the credit for other
people’s work, For example, a
seveloper invests everything it's got

wwag 1N Making a title as good as it can

»

MIKE WIL
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< possibly be. And then — when the

game finally reaches the store
shelves - the developer’'s name is
nowhere to be seen on the box.
MW: Or if it Is on there, it's in tiny
type at the bottom of the back caver
along with the copyright information
and the manufacturing credits.

And It's not just for fame and
glory. These people are trying to
build a professional reputation and
make a name for their business.
Edge: How else do developers
suffer at the hands of publishers?
MW: Financially speaking, some of
the best developers are getting lousy
deals. As it turns out, Harry and |
had some of the best deals in the
industry for our companies, but
previously we thought that they
sucked. It's only when we started
travelling around and speaking to
other developers that we learned
other people were getting fucked

that Quake 2 was published by
Activision? Of course not. But they
probably care that it's from id

HM: On the financial side, we're
making it possible for the developers
to get a fairer slice of the profits if a
game does well. We have a sliding
scale of royalties that means that if a
game doesn't do well, then sure -
the developer isn't going to get rich.
But if the game does sell, mare of the
profits go back to the developer
MW: And when a product is
published, it will get proper
resources. It won't just be 50 copies
slung out under some contractual
obligation in the cheapest possible

with MBAs and Armani suits
can't make games, why should
game makers be any good at the
business side of things?

MW: The developers aren't being
asked to become businessmen,
they're being given the space and
resources to make games. What we
plan to do is have a core staff of
people at GoD's headquarters, who
can then hire in outside "business
experts’ as and when we need them
It's all for rent. All this expertise isn't
exclusive to the inside of big
publishers. just as with development
talent, the best people are working
for themseives, and we'll hire them

| EDGE JULY 1998

all this ‘business stuff’ took a
lot more skill and effort...

MW: That's a fair point, but I'd
contest that it requires much
expertise — all this stuff is for sale
You want your game given better
positioning in the stores? You pay
the store money to have your game
put on the end sections. It will cost
you or me the same to buy this stuff
as it would cost GT or anyone else

over worse than us. box with no marketing budget. when we need them. This way we Edge: Another criticism is that
HM: We'd meet with developers, Edge: And will all developers be keep the overheads down and work while ‘publishing by committee’
swap notes on what our deals were welcome to publish their games with the best people or running a company as a

like, and their jaws would drop. through GoD? Edge: What makes you think all democracy may be great in

Their publishers would be telling
them that the only reason they were
selling any games at all was because

MW: No, not everyone can join. And
this is a common misconception that
people have about GoD. There's a

this is so easy?
MW: My experience at id, when Jay
Wilbur and | handled the distribution

theory, it's just not practical. In
any publishing business, every
now and then, tough, unpopular

of the publisher’s skill in marketing core group of seven or eight of Quake, helped confirm the idea decisions have to be made.

and distribution, so they should be founding companies who each have that all this business stuff - all these Isn‘t GoD doomed to either
thankful for what they got equity in the publishing company, grand marketing plans and endless procrastination or bitter,
Edge: So you're saying that in and that’s about It. There would have distribution deals - Is not rocket self-destructive infighting as

the game industry today, to be a pretty good reason for us to science [laughs). All this ‘mighty soon as the going gets tough?

publishers take too much credit
for developers’ work?

MW: Right, but it's about more than
just money or where their names go
on the box. The issue here is about
understanding development and how
to deal with artists in the context of
development studios.

Edge: So what will GoD do

let anyone else become part of the
core membership.

We'll certainly help all the little
guys out there In terms of making
information available about what's a
good deal and what's not, but this
Isn't any kind of big, umbrella
organisation, by any means.

Edge: Since you announced the

organisation’ that puts software on
shelves, it's ridiculous. It's simple
There are around ten buyers that you
g0 to, and if you have a good
product, they buy it We did it
working part-time while we were
running the rest of the company
Edge: Okay, but this leads on to
the next common criticism of

differently? formation of GoD, there's been your plans: You're basing all
MW: One of the big differences you'll a lot of people who've been your opinions from having been
see is the way that games are scathing in their criticism and at id and selling Quake. You had
branded. Right now, when you buy a who claim it can never work. it easy. Had you been stuck with
game, you're expected to base your First, some people see this some lame game from some
decision on the publisher, This just as the ‘lunatics taking over the small, unfashionable developer,

doesn’t make any sense.
With the one exception of EA
Sports, | don't see any value in

asylum.’ After all, if businessmen

you'd have probably found that

HM: Okay, s0 you've got a collective
of developers who are all working
hard to earn money and make this

‘WHEN A PRODUCT IS PUBLISHED, IT WILL GET
PROPER RESOURCES. IT WON'T JUST BE 50
COPIES SLUNG OUT UNDER SOME CONTRACTUAL
OBLIGATION IN THE CHEAPEST POSSIBLE

BOX WITH NO MARKETING BUDGET'

branding a publishing label. | mean,
what gamer would walk into a store
and think, “vou know, | really feel like
buying a GT game or an Interplay
game today'7vet all these publishers
are working as if this is what
happens. Does anybody give a shit
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thing waork, and there’s one member
who isn’t pulling his weight. What do
you think the others are going to
say? They're going to be just as
demanding and every bit as ruthless
as the nardest publisher
MW: We have systems in place for
dealing with this, And, of course,
everyone wants to know what will
happen if they become the fuckhead
It's not like we're this brothernood in
which everyone’s happy — we're a
business, made up of inaividuals who
are used to running healthy,
ident businesses. These guys
cessful. They all have big

e wants to be the turd

eg0s. No-0
that everyone’s pushing around
Edge: But can you make the
tough decisions? What happens
if all eight developers come to
the board meeting and say,
‘We're running late, we're going
to miss the Christmas sales
period.’ Someone needs to be
forced into making a deadline -
who's that going to be?

MW: No, we don't need to have
games out for the holidays. You ship
it when it's fucking finished, it's a
creative process here —that's our
whole point. Obviously, it can't be
completely open-ended. But we can
cut a little more slack

Edge: Some people question
your maths. You say that you're
going to take profits away from
publishers and give them back
to developers, but it's not as if

AUDIENCE WITH., 25

‘THIS IS TESTAMENT TO
HOW LOW THE COMPETITIVE
LEVEL IS RIGHT NOW. THESE

ONE-HIT-WONDERS ARE
TOP TEN PUBLISHERS. WHA

DOES THAT SAY ABO

THE INDUSTRY?'

many publishers are getting fat
these days. The fact is that for
every one Instance a publisher
picks up a game and makes a
mint, there are countless other
times when they invest millions
of dollars into development of a
game that flops. Surely, the few
times a publisher hits the jackpot
is fair reward for the many times
they gamble and lose?

MW: There will always De nisks, but
we can minimise a lot of them. There
are several things we can do. First,
We can remove a lot of the last-
minute surprises. For example, |
don't think there's any way that Epic
could have told the GoD board last
November that Unreal was really
going to make Christmas! [laughs]. |
mean, it might be able to fool GT, but
It wouldn't be able to do this with us.
Remember, we're developers also
One of us would quickly have said,
‘Bullshit! It's not going to make it!’
HM: There's this misconception that
somehow developers are going to
get an easy ride at GoD, but think
about it - when a product comes in
front of the submissions board, it's
£20ing to be |udged by a jury of not
only your peers, but people who
have a financial interest in how well
the product will do. Everyone Is going
10 be kept on their toes

Edge: And do you think you can
guarantee a higher 'hit rate’

than the mainstream publishers?
MW: To a certain extent. If you 100k
at the top ten products each year
and take out the shit like Hasbro
[laughs] and random sports titles,
then it's really the same people
making the hits year after year.
Edge: This concept isn't entirely
new. Aside from United Artists,
Electronic Arts was founded on
a similar premise, back in 1982...
HM: We know that this isn't a new
idea. Within the game industry, many
people have come up 1o us and said,
‘Hey, we thought about doing this a
few years ago.’

MW: EA kind of tried it, way back
when, but then the tme wasn't guite
right for this type of organisation
There wasn't the money in the
industry to give a group of
independent developers enough
clout to go it alone.

Edge: But surely EA is now the
single biggest corporate,
business-oriented publisher of
them all. Doesn't it epitomise
everything you think is wrong
with the game industry?

MW: In a way, yes. But EA doesn't
really deal with a lot of the top
developers, and it, in EA Sports, has
perhaps the one legitimate case for
publisher branding

Edge: But the point is that this is
the company that started out
with the same ideals you are
now championing! Somewhere
along the line, people at EA
rejected these ideals in favour of
a different direction. Aren’t you
doomed to follow a similar path?
MW: Not necessarily. It all comes

down to key management decisions
made at key points along the way.
I'm sure it's sometimes very easy to
start believing that what really
matters is marketing and distribution,
But GoD is owned by developers -
and they will keep us focused on
what we believe to be true,

Edge: You are very confident...
MW: Yes, we are, We have some
really smart people joining us from
other publishers - the people we've
met along the way whao've really
impressed us,

And look who we're up against.
| mean, who the hell was Eidos?
Domark and US Gold? And suddenly,
out of the blue, Tomb Raider comes
along and they’re like this bad-ass
publisher? Just this one product, and
all of a sudden Eidos can get
anything they want? Tomb Raider is
still all they've got —and they're still
in the top ten. This Is just more
testament to how low the
competitive level is out there right
now. All these one-hit-wonders are
top ten publishers. What does that
say about the industry? It shows that
all the top publishers have just one
or two developers who are the hit-
makers, and they're using them to
subsidise all these other legions of
crap that get produced every year.

So If you take just the best
people, and free them from having to
subsidise everyone else, and let
them work more for themselves,
then you've got a winning formula.
This is what GoD is all about. It's the
best deal out there, and this will
become clearer as more and
more developers climb aboard,
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NINTENDO'S ELITE
A STRONG N64 SHOWING, BUT THE POMP AND CIRCUMSTANCE
COULD NOT DISGUISE THE CRITICAL SHORTAGE OF NEW TITLES
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SHOWTALK

Edge: What exactly do you want ta achieve
with Perfect Dark?

Edge How do you begin 1o stan
nomething like this?

Edge: Do you use salid models for the
level design?

Edge: What's bean the hardest aspect to
gel right so (ar?

Edge. But thers have to be things that you
woren't happy with in GoldenEye that you
can improve on?

Edyge: The PC market seemy inundated
Wwith first-person shoot ‘em ups, but iow
of them seem able to deliver a gaming
experience aven ramotely ximilar to
GoldenEye Do you see o difference
between console and PC players?

Edge: Can playors expect GoldenEye's
high fevel of immersion in Perfect Dark?

E3 PRESCREEN

PERFECT DARK

eveloped by the team respon:
m for GoldenEye, Perfect Dark is
Rare’s second first-person perspective
project. Set in 2023, a young covert
erative named Joanna Dark uncovers
a conspiracy stemming hundreds of light
years, Her journey to reveal the truth will
take piayers from Chicago skyscrapers to
underground laboratories, secret army
instaliations and alien shipwrecks
In addition to the show'’s three
minute video presentation, Edge was
given the opportunity to piay two of its
levels, The game currently runs on an
improve dentye engine and even after
nine months' development, the
enhancements are clearly noticeabl e
overall speed has been improved gdespite

the fact that the environments are 1
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maore am us, with better detailed
textures, Other graphical ameliorations
ICiude some very impressive igh
and reflection effi vithin the widely
differing environments
The most obvious gameplay addition at
this stage is the ability to grab and move
certain objects, as well as using a futuristic
haver bike to speed & d certain levels.
automatic targeting system and the
enemies’ Al seems more advanced. The
2 most evacative
tunes Edge has heard on the Né4 and the
Jndtrack enhances the overall

y huge game.
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IA OF TIME

aving slipped several proposed launch dates
m already, it has been an agonising time for
players awaiting what (s arguably Miyamoto's most
anticipated creation yet. However, the wait is not over
- on the day prior to E3, NOA finally announced a US
release date: November 23

Zelda's popularity remains as high as ever

Together with Konami's Metal Gear Solid, queues of

players patiently aw

ting their chance to join Link on
his quest were evident at all times during the show,

despite the considerable number of Zelda-equipped

N64s present on the Nintendo stanc
The delays have enabled competitors to catch up,
and on a technical and graphical level, Rare’s games

were giving Nintenda's flagship title a run for its money.

2Zelga’s potential remains undiminisheg, though, and
indications still point to a titie capable of delivering a
videogaming experience uniike any other before it

Fublisher Nintendo
Developer: In-house

m ue for review in next month's is
visually-stunning Maric-esque

ta the 3D platforming world was second only to Zelda

contribt

when it came to grabbing the atte

tion of Nintendo
stand Visitors.

Unlike Mario, however, players switc

between the eponymous double act. This enables the
pair to reach certain parts of the large environments,

and so successfully complete all of the different tasks by

collecting several of the obiects hidden around the

Despite its too-brief
levels, These are particularly impressive, with some video appearance,
_ Rare’s Jet Force
blimely detalled t s adding a wonderf - ing
sublimely detalled textures adding a wonderfully rich Gemini looked
quality to the already accomplished scenery highly impressive

In typical Rare fashion, expect to find plenty of

sub-games in agdition to the main quest to keep

players further occupied with what is already an
immense game featuring some of the best graphics

yet seen on Nintendo’s 64bit machine

Publisher: Nintendo

Developer: Rare >

Publsher: Video System Developer: Paradigm Publshe:: LucasArts Developer: Factor 5

Paradigm's £ adaptation is technically accomplishad and proved wery Lugashits' seoond attampt at developing » worthy St Wars-inspined K64

playable, 100, All 17 circuits and tearms are currertly avallable, sthough Vil swes players taking on the role ol 4 certain

be Skyvealhar Befare

licansing has ot yet been hnslised. Has the N6 fuund its recng title? engaging in o senes ol wide 1anging misssuns over o variety of repons



32 E3 PRESCREEN | EDGE JULY 1998

TUROK 2:
SEEDS OF EMIL

SHOWTALK

Edge: That's more of a cerebral GoldenEye approach rather

hown by appointment only, Iguana‘s Turok 2
than the all-out action of mast first-person shoot "em ups
was looking promising. An enhanced 30 engine,

new enemies with improved Al and amimation routines,
reaitime lighting and a better selection of weapons,

all supported claims that this isn't a lazy, hastily-
developed sequel attempting to surf the success of its
predecessor. In fact, having taken the time to listen to

criticisms from Turok owners, several of the original's
Edge; Woulld you say you've been influenced moro by

frustrating aspects, such as jumping from one
console first-person games than those on the PCY?

toothpick-sized pole to anather, have been removed
The overall look 15 now significantly darker and more

Do you find baloncmg those element p
menacing than the original, and each of the game’'s

2 10 achieve?
@ight levels differ greatly from one to the next. The
emphasis this time around is also very much on action,
with a far greater number of enemies within each locale
Edge’ What was the major objective bahind this sequel? needing to be neutralised. The major addition howewver,
IS the GoldenEye-inspired multiplayer mode allowing
Edge; Have you used any motion copture (of the charactern? four inaviduals to take part in team play, deathmatches

and a new game currently known as ‘Frag Tag'

Publisher Acclaim

Developer: lguana

Edge: 50 what styles of gnimation hiave you put into the
gama this time?

Edge: What main things oid you want to avoid?

Edge: What was the team's resction to GoldenEye?

Wipeout 64

Surenvor Day One

Publihe: Somy Music Enterainmant Deveisoer Pypgnosis Puldnber Ronaml Develaper in-house

The previously PlayStation-only. futurssic race hay now emerged on Waking vuddenly fram cryngenic sheep. players must fnd & way 1o

Nimtenda's Gabat machine with litthe to shaw for f except lar & four-player escape the slowly sinking ship they find thesmselves trapped in betore ity

splitscreen mode. Stategically, Sony mell will publish the ttke in te UK 100 late Kongmi's surptise NE4 offering win looking decidedly sarly
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SHOWTAL

hefore Christmas, and it's going to come
out in the US before Christmas. It's
probably the closast to & simultamn 5
Edge: Okay, Now the main concermn with release that Nintendo's ever done, How
Nintento's presence at £3 has got to be miich af a problam does that present?
the poor situation with third party
software - it's still not up to the levels
of Nintendo and Rare's first and

second-party stuff

Just how confident are you (and
ru Miyamoto) that it will ship on
Edge: Sega has just announced Edge; Okay, so technology isn't an lssue?
Dreamcast and yot another generation
of hardware is on its way, What do you
think of the company's strategy?

it in Japan

TWELVE TALES: CONKER 64

reated by a team largely composed of ex-Killer
Instinct developers, Twelve Tales’ cute,
vibrant world is more akin to Rare’s other ralease,
Banjo-Kazoole, than the company’s popular beat ‘em up
series. However, the game's creators are only tod keen
to emphasise the aspects likely to differentiate their
product from their own in-house competitors.

AS such, Twelve Tales is being described as an
interactive cartoon with its two protagonists, Conker
and Berri, displaying a range of emotional responses
depending on their surroundings, with a number of facial
expressions to match - both react according to the
danger ievel in their proximity. This revalutionary system
has also been implemented into their adversaries’
behaviour, which should give further support to Rare’s
attempt at recreating a cartoon-like experience

Other features include two-player co-operative and

four-player deathmatch modes, and significantly

different one-player adventures depending on which of Disappointi g.
the two characters is chosen mﬂdl':rt:.: 64
As with all of Rare's recent titles, graphically at least, Castlevania onl

made it onto video
Conker &4 has very little to fear at the moment.

Publisher: Rare

Developer; Iri-house

The most promising Nintendo games at E3

1. Zeida Guaranteed to wipe the Hoor with ali comers, Spectacular

2 Turok 2 Fans of the original should love the much-tweaked sequel

3 Perfect Dark Rare is keeping quiet at the moment but expect something very special indoed
i, Body Harvest DMA'S time travelling adventure could prove an enthralling exparience

5. Jet Force Gemini Beautiful third-person action lest from one of the premier N&& developers

Publisher; Konami Devolopes: in-house
Playery munt save 4 hidnapped presiden: A the wtory uninidy, the

smain character's appearance and abilities e This remaing one

of the more promesng thied-party tithes. Due sarly 1999 in the US.
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m Intendo’s F-Zero X is one of the fastest racing

ATTTITYA

videogames ever to grace a console.

Furthermare, a constant 40fps update make it one
of the smoothest, too

Out at the end of August in the US, Uuly 14 - lapan)
the game sacrifices compiex backgrounds in favour of
speed, fluidity and the ability to have 30 futuristic
howvering vehicies on the screen at any one time.
Nevertheless, the relentiess ontrack action allows little
maore than a cursory glance at the simplistic environment
and as such, the latter piay a far less significant part than
in previous racing titles.

in terms of playability, F-Zero X proves more
accessible than its original 16bit counterpart, with
the majority of players easily getting to grips with the

basic controls and finishing in the top ten within a
Acclaim’s Extreme G 2
attempts to rectify
many of the faults
levelled at the
title's predecessor

couple of attempts
In addition to a generic options list, the four-player

splitscreen mode retains the speed and frame rate of

the single-player game and proved a particularly
popular alternative among the E3 crowd, Rumble
Pak compatibility heightens the experience while
completing the package.

Puplisher: Nintendo

Edge: What advances in Né4
development have you seen at the
show?

Edge: Well that's not what we're
Edge: But you're not "totally open’ hearing from developers at the
What kind of sharing of information moment.
is there between the US and Japan

Edge: Okay, that's true perhaps of Edge: Well, in Rare's case, most

‘priviieged” developers but simply probably

walking around the stand here it's

clear that some third-parties are still

having trouble harnessing the power

of the machine Edge: So, you're confident that the
third-party software situation will
Improve?
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PLAYSTATION MAY DOMINATE THE MARKET, BUT E3 REVEALED A RELEASE SCHEDULE AWASH WITH LACKLUSTRE LAUNCHES

f big Spring PlayStation releases s by the depressingly familiar motif of quantity, not quality Tombi (previously Tomba'), Kionoa and MediEwil, the

Turismo and Tekken 3 had beer Only Konami’'s Metal Gear Sofid proved to have the

€5 on Nir

'98 onslaught and held back for an E3 potential to take on any of the bi

Sony Computer Entertainment would have had all the neighbouring stand - the majority of other PlayStation
ammunition it needed to finally show it can compete with games on show displaying an unambitious ap Dus gameheads at E3 was Legacy of Kain sequel, Sou!
the awesome development might of Nintendo. But once games deve nt that now dogs Sony's machine, but Reaver, a dark but stunning platformer from Crystal

more, the PlayStation presence at E3 was characterised shows little sign of denting its appeal (n the uneducated Dynamics (even titled like an underground, imported

and less discerning mass market. Typical of this was Crash japanese game), and the deliciously eerie Silent Hill, This
Bandicoot: Warped - the third installment of Naughty Resident Evil homage, from a fledgling internal Konam

Dog's marsupial outings — that adopts a rudimentary team, employs moving, reattime environments and a

run and jump approach, its linearity and derivative con f subtl

atmospherics that could gr

wen the

sui

well disguised by the application of dazzling 3D effects. As most unshakeable players nightmares.

with many PlayStation titles, Crash 3 should win over the There were, of course, dozens of other titles to be

graphics fans, but those with a hearty gaming appetite will found offsite from Sony's corporate sanctuary. Duke

have pangs for a more meaty proposition Nukem: Time to Kill, Pac-Man 30 and forthcoming movie
This could be provided by SCEA's biggest new title, licenses, Small Soldiers and Tomorrow Never Dies were

Spyro the Dragon. This vast, free-roaming affair w just a few of the utles destined for success, irrespective

inevitably draw comparisons to Nintendo’s 1996 flagship of their final quality. But with many third-parties alreagy

platformer, if only because its levels are open and suffering in an over-congested marketplace, S ; 'safety

free-roaming. Other action games hogging valuable in numbers’ publishing strategy could do well to start

space on Sony’s stand included The Fifth Element, employing some me

sured quality control. And soon
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DRAGON

SHOWTALK

Edge: When did work conmmefics on
Shyro and who's behind it7

t's two years since Super Mario 64 first hit
Nintenda's machine, and despite a horde of 3D
platformers having been released for Sony’s machine,
not a single one has yet come close to stealing Mario’s
thunder. The hugely succassful Crash Bandicoot series
(which has already sold over five million copies
worldwide) hardly qualifies with its 2.50 channelled
gameplay, being a far call from the expansive and
Imaginative environments of Nintendo’s flagship title,

Enter 5pyro the Dragon, the latest US-developed and
much hyped 3D platformer by Insomniac games and
Universal Interactive Studios. Foremost a technical
showcase, Spyro does at least contain some gloriously
huge gamescapes that unravel effortiessly with scenic
'pop-up’ cleverly masked, and a free-roaming gameplay
style intact. However, Edge feels it's a game tailored
very much for American taste, so it's unlikely that
Miyamota-san will be losing too much sleep just yet..,

Publisher: UIS/SCEA
Developer: Insomniac Games

Edge What was the premise behind the title
- 0 iy and provide PlayStation owners with
& Mario £4-5tyis gnmea?

PLAYSTATION

Edpe. 19 thi title being targeted ot kidyg
fika 2 fet of PlayStation platformens?

Edge What's of most intersst to you at E37

Edge; What aspect of the gamea are you
most proud of?

Edge: Are you Intamsrhd iﬁ what
Nintendo's domg?

37



If the gameplay
matches the qualily
of its FMV, Konami's
Silent Hill should be
an essential purchase
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[ EJ; 8 he most immediately striking aspect of Crystal
anl Dynamics’ sequel has to be the quality of its
semi-hi-res visuals decorating the game’s fiuid 3D
environment. Not only do they represent a significant
improvement over this title's predecessor, but
they're accomplished enough to put it ahead of the
more aesthetic forthcoming PlayStation releases.
Unlike many of those, however, Legacy of Kain is
also likely to boast gameplay to match its visual flair,
Set for an October release in Japan, players negotiate
disturbingly gothic levels, solve puzzies and feed on the
souls of a multitude of vanquished vampire-like beings
while attempting to unravel the mysteries of Nosgoth
Two interesting features include the main character's
ability to glide and the game's use of continuous
data-streaming. allowing the game to be played

without the need for play-disruptive loading screens.

Pun‘-lsﬁer Cr'ys'tal'oyrmmlu

Developer: In-house

| _| [i‘l his time around, Crash must face his oid
|

conclusion that only time travel holds the key to

nemesis Dr Neo Cortex, who has come to the

successfully destroying the planet. Unsurprisingly, then,
Crash must battle his minions across a variety of eras
going back as far as the Jurassic age, passing through
medieval England and ancient Egypt along the way.
Graphically, Warped represents a substantial step
forward for the Crash series with some impressive
effects. Other improvements include a wider variety of
moves which become available as players progress
through to later levels. More importantly, however, the
developer is keen to emphasise that this latest instaliment
is not a simple copy of its predecessor. The orange
marsupial can now interact more with his surrounding
environment, and greater path deviation is possible.
As Crash 3 is currently pencilled in for a December

release, the franchise is unlikelyto lose out.

Publisher: UIS/SCEA
Developer: Naughty Dog

Publsher Konmml Developer In-house
Takien 'y indomitable market status hasn't dususded Konemi from
jaining the beat ‘em up fray. I's first PlayStaton lighter i in the sarly

stages of development but is already running at a silly smooth G0fpa

Publisher. Capcom Developer In-house
s wedl 2 3 second Streer Fighter Il compiation, Capcom revesled &

canversion of its recent System |1 coln--0p beat ‘sm up. A tramlation

of Masma Sword (Star Glodiotor 7) s also destined for the PlayStation
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dar

rawn int

id, populated by demonic

Creaturas, axe-yielding adversaries and a host
of other unpleasant foes, players must fight their way
through several eastern-influenced interior and exterior

settings as Kurpsawa, a young ninja caugnt within a

plot-driven 30 action adventure

The game Is divided into four levels, each of which

sectioned into three segments. Thankfully,
JI Kurosawa boasts a healthy repertoire of

ell as a weicome array of weapons and

with which to defeat his demonic opponents,

gair trength and magic with each victory
The game’s backgrounds currently look suitably SCEE's MediEvil will
hile the camera system works well, offering :.t:':::iuslh"vl::::'ll:e
a & action at all times. Crucially with a healthy dose
| of decent gameplay

ighting Force's

15 3D combat outing), with action

sequences proving far less awkward and frustrating.

Publisher: Eidos

Develc

er Core Design

episode of the Tomb Raider franchise

2rs players four new adventures as they

repid Ms Croft through another set of

XOtiC locanons such as an Indian

ropical islands of the South Pacific

ad graphic engine now offers richer

amounts of environmental detail which Is further made
evident by the PlayStation version’s use of the hi-res
miode. A new reflection systern allows for more realistic
shadows and transparencies and new weather effects

such as rain, snow and fire have been implemented,

108

ther with improved lighting. Other additions

include Iﬂ‘prO'.'.—"d enamy Al as well as Dual Shock Cm, Bmmrs 3 hu

a reworked engine,

offers over 36 new

s and Sony stands courses and link
cable compatibility

compatibility for PlayStation owners

The E3 version on the

acted much attention from visitors eager to get their

hands on Lara's new exploits. From the demo, Edge

TOm the last outing,

& Nas concentrated enougn on genuine

or: Eidos fits rather than opted for the

Developer: Core Design

3l assurance of a lazily-developed sequel

1 Metal Gear Solid Same oem
2. Slient Hill Konami's game could well

wince the West

series. Incredible CGI, too

Publisher: SCEA Developer: In-house ow, but enough to

Samy's hastily-developed ewpionage affai i litthe mare than & ’
Legacy of Kain: Soul Reaver A very po)

4 Spyro the Dragon Ir
5 Colony Wars: Vendetta

nd a much-improved sequel
third-rate Muto) Genr Soikt cone incotporatng slements of Goldenlye

has vast, open levels - unlike Crash

wot lacking the hinesse of wither of the tithes it sttempts 19 imitane

ger 10 pushing the PlayStation chipset
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THE PC P

DESPITE HER UBIQUITOUS PRESENCE AT THE SHOW, LARA CROFT
WAS OLD NEWS FOR PC GAMERS SPOILT BY A WEALTH OF NEW TALENT

OPULOUS

r N

ithout any equivalent to the carefully planned
. superstands of Sony, Sega and Nintendo, the
PC defies hasty evaluation at E3. Hundreds of games
from dozens of publishers can easily overwhelm and

mislead the casual onlocker, Yet the platform boasted

arguably the greatest volume of impressive titles at

this year’s E3 - although not necessarily the very

st to the largest number of

best. It also played ho:

previously unseen debuts
Wwith no publisher dominating the PC (a healthy

Sign when compared 1o, say, the N64's elite trio of

NCL, Rare and Acclaim) nearly every stand warranted

a visit. If pushed, GT Interac

[7;

Ctive would probably have

woan the show for PC fans, with an armada of behind-
Closed-doors titles led by Prey, Duke Nukem Forever,
TA: Kingdoms and Ron Gilbert's Good and Evil (not

to mention more of the lamentable Deer Hunter

franchise). Elsewhere, EA Sports remains unrivalled

as a whole, and Eidos finally looks like proving more
than a one-woman-wonder
Trends? 3D acceleration is now ubiquitous

Strategy games are the more surprising beneficianes,

with a host of titles (such as Hastile Waters, Dark

Reign N, Wargasm and Tartan Army) growing beyond

their humbie top-down beginnings to reach dazzling PC games unveiled
30 heights. First-person shooters continue to at E3 included (from
i : the top) Giants,
gominate, b east a few developers are working Hommdd,
Rayman 2, Driver

on more than Quake resprays. Similarly, there were

plenty of totally new games as well as sequels at E3
Doubtiess it's the latter that will continue to garner
mast sales, but nevertheless, the gaggle of
debutantes demonstrate that the PC remains the

natural bedfellow of innovation >
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m on't be deceived by its distracting looks - the
graphically sumptuous Giants could well blossom
Into a great game. It Is the work of Planet Moon,
renegades from Shiny’s MOK team who wart to create
a milestone multiplayer game. Giants features three
vastly different races who have each mastered an
element of their world - either land, sea or air

The most impressive creature is the game's
eponymous landlocked giant, whose legs alone fill the
screen. Less daunting are the little humanoids who
swarm over the islands which can be harvested for
snacks, Giants' seemingly endless 3D landscapes are
deformable, enabling players to literally blast the ground
from beneath their opponent’s feet.

Publisher: Interplay
Developer: Planet Moon

\AND THE INFERNAL MACHINE

n nidiana Jones defines the very notion of an action

hero, perfect for a game,’ says LucasArts project
leader Hal Barwood. Core Design clearly felt the same
way. Lara Croft might be all woman, but that's only half
her charm. Now LucasArts is claiming tomb raiding back
Set in 1947, The Infernal Machine sees the player scouring
the world for the Tower of Babel. indy will be wielding his
whip, along with pistols, bazookas and satchel charges
Drawing on its cinematic roots, highlights include white-
water rafting and rides on the ubiquitous mine car
Sounds great on paper - but LucasArts has been
notoriously inconsistent with its film licenses before

Publisher: LucasArts
Developer: In-house

Publisher: Electronic Arts Developer: Rebel Boat Rocker
The work of ex-Duke Nukem programmaers, Prax War is
the closest thing yet on the PC to GoldenEye. Very early,

but the outside scenes were impressive.

mmander
Publisher: LucasArts Developer: In-house

Attempting to make up for the lamentable Supremacy,
LucasArts is having a second crack at 2 Star Wars realtime

strategy game. Real 3D with over 100 units are promised.

L
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Edge; Isn't adding a skill element
to spell-casting a risky exercise

for a strategy game?

Edge: How does it change the

game?

HOMEWORLD

E3 PRESCREEN

Edge: You seem to see Black and

White as a multiplayer game

Edge: Did you think about

enabling players to create more

than one familiar here?

Edge: Will we see Black and
White on Dreameast?

Edge: But could you do it without

the mouse 7

BLACK AND WHITE

Dungeon Keeper's sprites, Molyneux Is desperate to

irst off, the shot below IS not an ingame

screenshot but a mock-up. Still regretting

make a game which looks as great as it plays, but he'll
probably need to wait for CPUS as well as Lionhead's
artists to catch up with his ambitions. Journalists
prepared to look beyond Black and White's four-month-
old wireframe mesh engine got a first look at one of the
maost interesting games at E3. In brief, as sorcerers,
players gain power by winning converts either through
viclence or through benefices. As they do so, their
realm alters according to their expansion and morals.
Launching speils through deft flicks of the mouse,
players will learn how to skillfully launch special
attacks, just as in a fighting game. Players also create
an A-life familiar, who fights and forages independently
and grows stronger and visibly bigger with each victory

Publisher: Electronic Arts
Developer Lionhead

hile much of the development community waits

scaleable 3D, Relic has taken a shortcut and set it in

for the processing power to make C&C in fully

space, The result was one of the most interesting games
at E3, with 3D spacefieets clashing in realtime, controlled
by drag-and-deploy mouse control. These screenshots
fail to comvey the essence of Homeworid. Think ‘Battlestar
Galactica', with the player as Commander Adama

Publisher: Sierra
Developer: Relic Entertainment

D-.-lr
Publisher; GT fve [ per. 3D Realms
Detalled real life rooms and jaw-dropping portal

technology (which display a live feed into other levels)

are just two things setfing this first-person shooter apart.

Delta Fe

Publisher: Nova Logic Developer: In-house

Despite finally supporting 30D cards in its flight sims, Nova
Logic is opting 1o update its Voxel Space engine for Deita
Force, an infantry fighting game in the Spec Ops mode.
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m espite his creator moving on to make the

remarkably similar Tonic Trouble (Prescreened

in ES7), Rayman found himself the surprising star
attraction of many attendees. Certainly, as an

interactive cartoon, Rayman 2 makes Mario 64 look

like: a late night Belgian art house short on BBC 2
Whether it will play quite so well won't be discovered
until Christmas. Rayman 2 certainly plunders many of
Nintendo’s tricks, and adds a few fresh ingredients of its
own, such as a magic fist which also functions as a torch
and a grapnel, and a host of friends who actively help

the player complete his tasks

Publisher: UbiSoft
Developer In-house

ALIEN VS PREDATOR

layers select to be either an alien, predator or a
ﬂ space marine In this first-person shooter. The
marine’s motion tracker warns him of upcoming attacks,
but his weapons are only moderately powerful, The
predator is slow, but he can cloak himself and wields
ong-range guided weapons. Edge’s preference Is the
alien, who can run at stomach-churning speeds and
climb the walls and ceilings. This game should bury
the memory of Rebellion’s lamentable Jaguar version,

which, in retrospect, was 100 ambitious for its time

Publisher: Fox Interactive
Developer. Rebellion

Publisher: Microp Developer: In-hy Publisher: GT Interactive Developer: Cavedog

Like its older sibling, X-Com: Inferceptor, this unexpected The Total Annihilation engine gets taken out again for

title will place X-Com in a new dimension - enabling players swords and sorcery, and looks even prettier for it

o manage troops in 30, Powered by the Unreal engine Four uniquely different races complete the picture.
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Edge. Have you noticed any trends
Edge: How much potential is there emerging at this year's E37
for taking the genre Into true 307

Edge: What's it been like seeing all
these games emerging that pay
homage to Dune il and C&C? Edge: will that ever change?

Edge: S0 Westwood Isn't Interested
In true 307

Edge: What are you excited about in
gaming for the years ahead?

LANDER

aying homage to Lunar Lander, Atari's classic

gravity-angd-inertia shoot 'em up (aka Thrust
on the 8bit micros), Lander sees the player control a
jet-powered craft, which can be tilted with the mouse,
rotated with the keyboard, and thrust up into the air with
a mouseclick. The levels progress with varying gravity
levels changing how the ship handles, Psygnosis claims
the craft flies according to data from NASA, Exclusively
shown Lander, Edge found the game immensely relaxing
Bizarrely, the game is siated for a DVD-only release

Fublisher. PSygnosis
Developer. In-house »

Jungeon Keeper I
Publisher: Electronic Arts Developer: Bullfrog

Bullfrog says it will be the definitive Dungeon Keeper,
Aside from an overhauled graphics engine, it will offer
more considered level progression and uselul minions.

Publisher: TBC L
The barely started Supreme Snowboarding is visually not
far off Nintenda's 1080°. Housemarque will need to hit the
slopes as well as the C++ if it's to get the gameplay right.

45
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OMNIKRON

nother in the emerging "soul swapping
m genre {along with Silicon Valley and
Messiah), Omnikron 15 an ambitious adventure game
where the player doesn't permanently die, but

rather becomes the first person who touches his

corpse. Thus the player will roam Omnikron's different

worlds as a wide variety of individuals, each with
thesr own skills and talents. Packed G-Folice cities

with 3D beat ‘em up elements and Tomb Raider

its complete the spec sheet

Edge: You've tned to biend
two ar three genres. lsn't
that a little smiytious?

= Eldos Interactive
Developer Quantic Dream

SETTLERS Il

Edge Is the game linssr™

on copies. With its unusual marriage of

C Simulahion ang cut

raphics, Settiers W

willl & offer

ing different. German

creator Blue Byte has decided to put more emphasis

on combat for ncamation and nas

150 mciuded

w

Edge: (s true that you can
die in Omnikron?

refigions for the first ume. Several of the gods of the
ancient world are featured, and can lend their mythic

powers to the quests, Inclu

ing the Roman god Jupiter,

e Ty HOfus an

“Yu, an Asian god

Egyptian

Publisher: Blue Byte
Developer: In-house

Edge, Won't the player just

commt scoe” DRAKAN

m amember the 1980s" ‘DragonlLance’ novels?

rreal Software clearly does, and has long

Edge; Have you seen the way
Mesziah works” Taking over
cheracters to kill others

wanted to creste a dragon-niding RPG. Set largely

outdoors, Draken's relatively open-ended gameplay

and the extra dimension provided by a winged

eatner mignt invigorate a genre ruled by

Edge I you 00 & game with dungeons, Not dragons Edgs nopes Surreal Software
al these different elements -
DoeLn'T Bvery wemem have
0 be great?

will keep working on that unappealing lead character
though. with each iteration she's looking better - but

then most people didn't see how she started out.

Publisher: Psygnosis

Dev Surreal so&ware

games at E3

The most promising PC
1. Outcast Why on sarnth did infe 3

2. Homeworld Potential epic, it's 8 great chance 1o do somett
3. Messiah More than just a pretty baby-f
4. Rayman 2 Stunningly attrac
5 Black and White For the i0eas and a

5 keep th
5 [t 5

he show lloor

, Dut will

ve, great muit ured

bition alone {and t
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Milestone has been given access to detailed motorbike and circuit information thanks to an official
World Superbike Championship license. The artists even discussed the game with Ducati engineers

SUPEREIKES

WORLD
CHAMPIONSHIP

With a heritage steeped in enviable style, it is not surprising that the Italian Milestone team
is set to make a splash in an underexploited genre with a serious motorbike sim

Format: PlayStation, PC

Publisher: Virgin

Developer: Milestone

Release: September

Origin: 1taly

n a crumbling backstreet office just

minutes from the centre of fashionable
Milan, Milestone is currently putting the
fimishing touches to something very unusual in
the videogame industry: a serious motorbike
racing sim. The shelves of Electronics Boutiques
everywhere may be straining under the weight
of so many driving games, but few developers
have attempted to replicate this exhilarating
sport. In fact, Milestone’s managing director,
Antonio Fanina, reckons the last one was
Microprose’s RVF Honda back in the late
1980s. Superbike World Championship, then,
is forging headlong into virtually new territory

But taking modest creative risks is

something of a habit for Milestone. Established
in 1994, the company released a fair first-
person shoot ‘em up (Iron Assault) almost
simultaneously with Doom, and then a year
later, pitched its passable PC racer Screamer
against the likes of Ridge Rocer and Daytona.
Nowadays, of course, racing games are

common fare — thanks to high-spec Pentiums and 3D cards. Screamer, however,
ran in software on a 486.

Despite its imits, the title was a success and has set the course for Milestone
aver the last three years. The company’s previous two titles — Screamer 2 and
Screamer Rally — continued the legacy of the onginal title, but also capitalised
on PC graphics to provide visually stunning fare, capable of running head-to-head
with the finest from Namco and Sega. Along the way, Milestone has developed
a keen understanding of racing gameplay and the subtleties of handling that lurk
beneath the eye-candy of modern racing coin-ops. Perhaps this is why the
17-strong team felt confident enough to attempt this elusive racing subgenre.

But why has there been such a long-running hiatus on motorbike games?
Producer, Marcus Iremonger reckons it's all down to the extra effort needed
to simulate bike physics, 'it takes a considerable amount of study, effort and trial
and error to model a motorcycle so that it feels realistic and yet is still fun to play.
The first thing we did was throw away everything we had leamed and used in the
Screamer games. Car physics and bike physics are similar in some ways but have
several major differences. It was only by starting from scratch that we could
ensure our physics were not based on that of a two-wheeled car, as has been
the case for many of the previous bike-based games’

This concem for realism is more than evident in the gameplay. As soon as
Edge took the controls of one of the five different motorcycles available in the
game (each representing one of the Superbike teams — see p58), it was clear
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The game features all 18 riders and five
manufacturers from the real championship
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The replay mode
provides interesting
views of the racing an intuitive understating of two-wheel physics
had been reached. Tuming too quickly when
the bike is just beginning to move will result in
the rider dismounting immediately — these
bikes do not rock from side to side in an
absurd gravity-defying manner as they do in,
say, Manx TT.

At speed, too, players never forget they
are on two wheels, The bikes cut and swerve
dramatically across the asphalt with incredible
sensitivity, making each race more of a fight for
survival than a fight to keep the racing line. In
comners, too, there's no charging in at high
speed and expecting to bounce round on the

THE BIKES CUT AND SWERVE DRAMATICALLY ACROSS
THE ASPHALT WITH INCREDIBLE SENSITIVITY,
MAKING EACH RACE MORE OF A FIGHT FGR SURVIVAL
THAN A FIGHT TG KEEF THE RACING LINE

ers can adopt a rider’s view of the track which provides
ru:redllﬂ! feeling of speed, and slants when the bike leans

If serious racing starts to wane, players can
pull wheelies and do tricks in arcade mode

barriers, or powersliding through the arc of the tumn. Players have to know exactly
when to apply the brakes. Like Gran Turismo, Superbikes appears as much a test
of intelligence and empathy with the vehidle, as it is of arcade driving skills.

And this is by no lucky accident, as Iremonger points out, ‘we spent six
months studying motorcycle racing textbooks and videos to understand how
bikes behave when pushed to the limits. It is this attention to detail that makes
the difference. In addition, Ducati has provided us with technical data and access
to the world's most successful Superbike teams and riders’.

Importantly, of course, this in-depth concem for authenticity permeates every
level of the game. SWC features all 18 riders and 12 circuits from the actual
championships, and to build the latter the artists have been given intricate
topographic maps on each track. Throughout the development of the game the
artists have also been working with two computers each - one showing the real
data, the other showing the ingame aircuit — allowing the realtime transference of
data from one to the other. The simulated tracks represent exact, scaled models
of the originals, and they also share the same scenery.

But the appearance of reality was not enough. As Antonio Farina points out,
‘The final test was to take a virtual bike, put it on one of our virtual tracks and test
the racing time. It came in with exactly the same time as a real bike would have
on a genuine circuit’. Milestone is even providing the real course records in the
game so players can have a go at beating them. As for the scenery — the
company recently showed the game to two Superbike racers who recognised
each course before the first tum
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There is virtually no scenic up - a notable
achievement, perhaps helped by the circuit, rather
than street-based courses found in other games

4 However, it is the bike design that will
attract most interest from motorcycle fans.
Again, they are unlikely to be disappointed -
‘The bike models are highly complex both in
3D terms and texturing’ confirms Iremonger,
‘Over 600 polys are used to model the average
bike and when the rider polys are added you
get a model of 1,000-plus polys. Additionally,
the bikes were modelled from the real
machines and manufacturer-provided matenals
using Softimage. Plus, the texturing of each bike
and rider was painstakingly recreated from
photos and videos. In fact the crash helmets,
leathers and motorcycles of all 18 key riders
have been recreated in minute detail’.

As you would expect from a sim, there is
also a wealth of options to compliment the
racing. Players can fiddle with the bike's
suspension, brakes and tyres; they can even
change the inclination of the front forks in order
to adapt the distance between the tyres - the
more sharp bends there are on the forthcoming
circuit, the closer the tyres should be together.
Weather conditions are also adaptable, and the
programming team is working on a variety of

Kick Start

The World Superbike
Championship began in
1988 as an annual event
for production-line rather
than custom motarcycles.
Five manufacturers —
Honda, Kawasaki,
Yamaha, Suzuki and
Ducati - support the
events and there are
twelve meets throughout
the year, taking in
circuits like Brands

Such is the attention to detail here, players can even view replays

_ : : from camera positions used in real television coverage of the events Hatch, Laguna Beach in
views, including a nauseating, realistic angle the US and Phillip Island
from inside the rider's helmet. in Australia.

However, Milestone acknowledges that a The popularity of the
slavish adherence to realism does not Surprisingly, considering this wealth of visual and gameplay detail, Superbike sport is growing fast, with
necessarily mean a good game. Or a popular World Championship starts its support at P133 with no acceleration, but includes the average attendance
one. As Farina puts it, ‘the most realistic sim D3D support for 3D cards, and may also include specialist support for 3Dix. The at Superbike events in
in the world would be completely unplayable'. game will also include facilities for all the usual PC multiplayer options like Serial, 1997 numbering 22,000,
Indeed, playability has remained a prime LAN and modem play, as well as ‘theoretical support’ for Internet play. The game Events are shown
concem throughout the development of the is also being converted to the PlayStation and Milestone claims there have been regularly on Sky in the
game. An arcade option has been added where no compromises with the visual data. Instead, the engine has been completely UK - perhaps thanks
all the bike setup options can be avoided, tricks rewritten to take advantage of the machine’s strengths largely to the efforts of
can be performed and perhaps a few hidden From the start, Milestone's aim has been to recreate the entire Superbikes British Ducati rider, Carl
elements can be unlocked. And the bike never experience. The team went to the races, talked to engineers — it has even Fogerty, several-times
crashes, either. included a substantial multimedia component to the PC version of the game, wininer of the

Arcade gamers who are up for the sim detailing the history of the sport, and its competitors. It is clear there is an championship.
challenge haven't been ignored either. overwhelming enthusiasm for the project at the company, and if this can be Milestone's game
Milestone is putting together a tutonal section translated into a playable game as well as a realistic one, this game should has been duly licensed
which teaches players what to do on each prove a worthy successor to the Screamer series. On the subject of realism, by the sports official
circuit, what the optimal lines are, when to however, there was one area in which the company stopped short, as Farina goveming body.
brake and accelerate — a smart move considenng admits, ‘We thought about mation capturing the crashes, but it was e

how few of these games there are out there. difficult to find volunteers'. Perhaps for the sequel, then.
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- aster Worm Slow is possibly the
simplest videogame Edge has
ever seen. In it, a solitary pixel glides
across a dark Pong-like screen, its direction
changed by a single button press to avoid
a series of static blocks. There is no
scrolling, there are no frames of
animation and certainly no texture-
mapped, Z-buffered 3D. It's as antiquated
as videogaming can possibly get, and
yet DMA's designers have been spending
time playing around with it (and other
rudimentary concepts), to further its
own understanding ol what makes
gameplay work,

This deconstructive approach
characterises the philosophy of a company
that is actively encouraged to innovate
and break the mould - either through
exploiting new technology, but more
often than not, irrespective of it. It typifies
a dedication to a craft that has led to
the creation of unconventional games
that started with its 1991 puzzler game
Lemmings and, more recently, its
controversial hit-and-run cnme fest
Grand Theft Auto.

But times are changing at DMA, and
following its inauguration into the Gremlin
empire last year, a more streamlined,
commercially efficient operation is in
place. Edge is in Dundee to witness three
titles scheduled to be released before the
end of the year - Body Harvest, Tankljcs
and the previously unseen Wild Metal
Country. And this is no codeshop cop-out
either, but perhaps the best evidence yet
of a company that has diversified without

diluting its original vision, Pure DMA,



52 PRESCREEN SPOTLIGHT EDGE JULY 1998

BODY HARVEST

Three years - and three versions - in the making, the N64 'launch title’ Body Harvest is
nearing completion, As DMA's David Jones puts it, ‘Effectively we've done two games in
one - the onginal and the sequel.’

Keen to sample the state of play, Edge interrupted the extensive polishing process
that the game is undergoing before its release. Many of the changes that the l.llle has
been through are the result of Nintendo's close involvement in development, due to its

original role as publisher. However, Body Harvest is now to be Gremlin's first N64

release. It's set to be a spectacular debut.

The game’s scenario has remained intact throughout development: It's 2016. Alien
invaders have haivested mankind to near-extinction, using humans as both food and
genelic source matenal, Cue survivor Adam Drake, racing to get to a time machine that
will catapult him back before the extra terrestrials’ arrival. DMA has used an extensive

realtime cut-scene to illustrate the story - a first for an N64 title.

The player passes through four distinct zones, each 25 years an from the last, starting

in Greece in 1916, This stage, along with Java, America and Siberia which follow it,
boasts a distinct collection of vehicles, buildings and characters, all of which can be
interacted with, Vehicles (including boats, motorcycles, aircralt, tanks and cars) can be
jumped into and driven about, and have a separate energy level to Drake's. Nintendo
asked for RPG elements to be added when Adam enters buildings and meets characters,
via which energy, clues and items such as access keys are gleaned. It was these additions
that extended Body Harvest's development time, but the trade-off is a greater sense of

depth than in the game's previous, action-packed incarnations.

g % z £ Having said that, it's clear the th s
Thefame's second timezone is set in Java, 1941. Depth cueing is aving said that, it's clear from the outset that Body Harvest has more than enough

used to admirable effect, creating a moody, brooding atmosphere visceral thrills to entertain trigger happy Nintendo fans. Guiding Adam around in the
third-person, the player must gun down successive waves of alien invaders, which are

out to devour the local populace. Blowing away the invaders results in a splattering of
green blood - or red if Adam is hit in
return. Both Body Harvest and the

HGHSTIHG IWEH 40 HUUHS [IF GHHEPIJW. [lll[ﬂ ﬁ ﬂﬂIEN WEﬂFﬂHS. Mﬂﬂ[ lorthcoming Turok 2 are precisely the
VEHICLES THAN AN NCP CAR PARK, AND GALLONS OF GREEN BLOOD, VS I el Do a e

rofile among older pamers.
IS BODY HARVEST THE NG4'S NEW ‘ADULT' ATTRACTION 2 e pped e O

the title is the incredible size of the

envi nts - and the structures,

aliens, boss characters, missions and .
sub-missions. That Body Harvest fits on a 96Mbit cartridge should be enough to give a

few PC programmers some sleepless mights

Body Harvest's final release. However, foes will remain ominously big

l DMA is planninf_tn reduce the size of the onscreen energy bars for
i
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WILD METAL COUNTRY

Recent name changes have seen DMA's latest creation dubbed the Amiga-esque Exidium
and Super Monkey Tank: Go (a title Edge still favours). However, the chosen Wild Metal
Country is a worthy moniker for an unusual and novel take on the tank battle genre.

The game is constructed around a neat physics-based animation system which often
results in projectile impacts knocking the player's tank for six. It also adds a chaotic edge
to the gameplay that would have been lacking if more traditional methods had been
employed. Repeatedly battering opponents proves immensely satisfying, with tanks
tumbling from hilltops and across plains. By holding down the fire key for longer, a
shot’s trajectory can be raised, sending shells bouncing towards enemies.

The action is viewed in the third-person, with distinct controls for the left and right
caterpillar tracks — and for the turret. While not overwhelmingly complex, the key
combinations required to tumn take a slight mental adjustment, so a standard set-up
using the cursor keys is destined for the final PC code. Controls for the N64 version are

still being decided, but a Turok-style combination of movement on the C buttons and

As with all of DMA’s PC titles,
Wild Metal Country feels like a
console game to play. The battle
arenas are remarkably organic
in their formation - with one or
two notable exceptions (left)

rotation on the stick seems likely.

A DMA game wouldn't fit into the company's portfolio without some unusual
touches, and Wild Metal Country is no exception. Rather than dividing the various camps
of enemy tanks into countries (real or imagined), each battallion is themed around

different animals, such as rhinosceroses, ducks, bulls, and even budgies. However, the

beasts are really only a starting point for the Al and graphic design of each group, 2

reference point to unify each style.

Creating believable artificial intelligence has been a key aspect to development, with
the various factions able to engage in combat as the player's single tank looks on. While
Wild Metal Country has obvious multiplayer appeal, DMA is hoping that the one-player
game is just as involving. The two level

designers on the project are working

flat out, creating a series of missions k1 1] P[: TITlES HIWE BH" TMIIHE THEMSH“ES HﬂTHER SEHIOUS[Y UF I.H.TE
anxd iadscpes thal sequire @ veticly of WILD METAL COUNTRY IS HERE TO REMIND THE GAMING WORLD THAT

strategies for successful completion.

At the time of Edge’s visit, both the SOME OF LIFE'S PLEASURES LIE IN THE SIMPLEST OF PASTIMES

accelerated version and the PC software

version of Wild Metal Country were

fully playable, running remarkably

smoothly. The game has been designed to run on relatively low-end PCs, with the base
machine currently an unaccelerated P166. And come time of release, N64 owners will

be treated to a simultaneous four-player version. Sadly, the PlayStation's CPU can't cope
with the demands of DMA’s physics engine. As for Dreamcast — no-one’s saying >

Both software and accelerated versions of Wild Metal Country prove
highly playable, until opponents start hammering home the hits...
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TANKTICS

Take one hovering magnet. Add a smattering of strategy, a soupcon of arcade action, a
pinch of construction, a bucketful of hapless sheep — and Tanktics is born.

Like Body Harvest, Tanktics is themed across four time zones, from prehistoric to
futuristic (no surprises there, then), with technology designed to suit each era. The player
uses the magnet to gather resource material from around each of the isometric maps,
using it to construct a series of attack tanks. Anything from boulders and sheep to
opposing tanks can be dropped into the recycling machine, which pumps out a variety of
components. Custom tank antics then ensue, as the player battles with opposing armies.

Tanktics has taken a long time to complete — development began around the same
time as GTA. However, the game has retained a contemporary feel, despite running in
only 256 colours at 640x480. The PlayStation version is also underway, although neither
a link-up or split-screen two-player mode is likely to be included. It's a great shame,
because Tanktics is a frantic experience, which may suit multiplayer gaming best of all.
Whatever, DMA’s game looks set to provide chaotic, console-style action that should

bring a smile to even the most serious of PC gaming's exponents,
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GBH

Grand Theit Autn; three waids

1o strik fear into the hears of

even the most hardened censor,
And judpng by the linle Edge
could glean from DMA's tght-ipped
staf, GTA"S sequel will only

turther the cause:

Currently tuibbed GBHM, the titke
will ke fhurther in-roads inta the
rules of vaditonsl game design
Members of the wam se keen to
daspenise walh o formal mession
stuctte, leaving the player 1o fend
for themead!, By scannmg palice gnd
mabile phone gitbands, aspiing

crirvarialy will games informatin h
which car be put 10 il vee.
Unless it can be proved
benefical 1 the gameplay, GEH will
ratain GTA'S top-down viewpoinl (3
-persan 30 yerman of GTA
actually exsta within DMA's server,
but it simply didn't play well)
Inaresting'y. one of the kiry phrases

sted o the design document
passed brefly under Edge's gare.
wiis, "Niim noir’. Coupled with &
rumoured nesr-futute setting, this
would suggest an atmosphete
smilar 10 Slodenmner’s, athough
DMA s1af suggested othanvise

1t could be angued that GTA's
cartoony graphics were at oddy with
its content - ohe' of the reasons i
didr't gt totad ban, Sadly, Edge's
A Of the levels so far seen, the snow
down, leaving Only one possible stages are the most charming. This
utcome: another vist 1o Dundee lone polar bear is accompanied by
equally appealing penguins

Each of the four time zones brings a fresh set of weapons, tank parts and ma
designs for the player to master. The settings - and sheep - can be destroye

SPAGE STATION SILIGON VALLEY

After originally prescreening Space Station Silicon Valley in ES6, Edge was eager to
see more of this exercise in cutesy but quirky gameplay, The development team could
be found hiding away in one of the company’s open-plan offices, busily completing
the game's final levels. However, the real interest lay in discovering whether the missions
meshed into a cohesive whole.

To recap - the player guides the last remaining segment of a battle robot (its CPU),
which can be used to seize control of defeated enemy robots, The various droids bear
a striking resemblance to a variety of earth animals, and have abilities related to them.
However, DMA's warped sense of evolution has produced a few anomalies, including
missile-launching foxes, polar bears with caterpillar tracks, and wheeled mice.

555V is more than a little eccentric, but that's not to its detriment. Some of the
character designs, such as the penguins on the winter stages, are truly charming — even
cracking smiles across the stoniest of exteriors. The missions initially involve menial tasks
such as rounding up electric sheep using a synthetic dog, but the complexity soon rises

as progression is made. And with twenty main levels, plus bonus stages scattered

throughout, gamelife should prove correspondingly high.

For those who believe Space Station Silicon Valley resembles the imagination
of a particularly warped child, these design documents should be vindication
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AN AUDIENCE WiTH... DAVID JONES

Edge: Looking at the DMA portfolio, from Lemmings to Grand Theft
Auto to Body Harvest, they all share a common trait. They all dare
to be different. Just how much of a conscious strategy is this?
David Jones: Very. We always try really hard when we're coming up
with new game ideas. Every time we start a project we have to ask
ourselves, "Well, what's different about it?’ Also, we ask ourselves why
we would want to buy this game. We have a slogan of 'no mediocrity’.
We hate to think we do something that could be pigeonholed too
much - and therefore get compared to other things. If you can't get
compared to things it makes it easier in some respects. People like
new things.

Edge: Focusing on ideas instead of technology seemed

fund tal to GTA's devel
want 3D eye-candy as well. Was this a concern?

p L. But most gamesplayers

DJ: Halfway through the development the publishers were worried
because it wasn't 3D. And they did say ‘you've got ta make it 3D". We
did some mock-ups and we have a version of GTA running effectively
just about in 3D, but what people don't understand is that it changes
the game so much because you're driving down a street and you can't
see round that next two left-hand comers. In GTA that changes the
gameplay a lot. You can't see what's behind you a lot of the time
unless the camera is way, way back. And if it’s that far back then

you're view is virtually overhead
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game and | think it would have been different had we been left on our

own to do it. But | do honestly think it's a better game for Nintendo's
involvement. Some of the future projects we're working on will be
more typically DMA, and therefore probably a bit more off-the-wall.
Edge: The creative output of DMA and Gremlin doesn’t seem to

have much in common. What led you to be overcome by Gremlin?

anyway. | think we were a bit worried
that because it wasn't 3D we were
going to get hammered. But when
people started playing it, they had fun.
Personally, | think it worked and we've
had really good feedback - | think even

115 A BETTER GAME FOR NINTENDO'S
E FUTURE PROJECTS WE'RE WORKING ON WILL
ORE PROBABLY A BIT MORE OFF-THE-WALL

L

we were surprised how well it worked. —
Edge: GTA was a pure DMA game,

and that shows. Just how much influence

does an outside party such as Nintendo have?

DJ: GTA was something we created entirely ourselves, whereas Body
Harvest is a bit more mainstream - it's not really a typical DMA game,
because we were taking direction from Nintendo. | suppose in simple
terms you could say that Body Harvest is just another action adventure

oy o

s

DJ: We've been doing games for a long time now, and basically the
decision was taken because we want to learn from each other. We
want to increase the number of game releases between now and
Christmas and we have three games coming out, which for DMA is

a huge step up [laughs].

Edge: What did you want to learn from them?

DJ: We've learnt a lot from them in the way they produce games and
get them to completion. They had some good systems that we've
adopted. And likewise, they recognise that creatively DMA are really
strong, and they want to learn how to make stronger oniginal projects
as well - even though they have a very good sports range that people
recognise. 5o we thought we could learn a little bit from each other.

G li

;lll‘ di
2 o

Edge: But most p
mass market. What's DMA’s strategy going to be?

— are chasing the

DJ: We try and classify ourselves as a toy company - the things we are
making are effectively toys. With our games we try not be too platform
specific or think about things like that. We look for a simplicity in the
original design, in an original idea and build upon that, and we never
want technology to get in the way. We don't think that way.

We'd be quite happy making games for the Game Boy! E
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ver the last few months, many
. loyal Nintendo owners have
considered purchasing a PlayStation
simply because of the quality of its
third-generation games. But the
PlayStation's continuing success has
also ensured a different kind of
defection - that of developers
SquareSoft publishing Final Fantasy
Vil for Sony's machine is perhaps the
maost famous defection, but the news
last year that several Rare staff had
jumped ship to form a new PlayStation
development studio, Eighth Wonder,
must also cheer Sony fans. It centainly
pleased Sony, who promptly bought a
stake in the company
Eighth Wonder's first game

currently answers to the working title
of Popcorn, and is scheduled for
release late this year, Heavily inspired
by Hudson's serminal Homberman;

i l j_] }: UU'J'_," EH‘_”: U‘.‘Ul{l'di :JI‘ “‘]'ZI !rll".f !U” Popcorn takes the frantic action of the

console blast-fest and opens it right

AFTER LEAVING THE RELATIVE COMFORT OF RARE!
DEVELOPMENT COMPANY, THE EIGHTH WONDER TEAM INVITES EDGE OVER TO CHE

up, While the emphasis remains on
disintegrating opponents with bombs,
there will be puzzle and exploration
elements, lronically, Popcomn's closest
relative is probably the recently
released Bomberman 64, though ot

is Tess of a committed plaiformer

The main inspirations for Popcorn
have been problem-solving games,’
confirms Oliver Norton. ‘We feel that
the player should be rewarded for
inventive thinking as well as fast
reflexes. The nature of Popcorn's
puzzles in single-player mode is more
reminiscent ol games such as Tomb
Raider or Zelda.'

There's no doubt that the most
immediately impressive thing about
Papcorn is its graphics. The coloured
lighting is stunning, and the screen
boasts a serm high-resolution of
512x240, which Eight Wonder says wall
be maintained at a consistent 30fps.
The textures are also striking,
demonstrating little of the warping
found in most PlayStation games.

In another testament to Sony's
developer libraries, the team seems to
have made the transition from the N64

with consummate ease. "It was all

totally new to us,’ says Norton
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'As soon as we got the PlayStation
hardware this time last year, we sat
down and played with it and worked
out where most of the other games
were going wrong', Norton adds that
aside from the storage medium, the
differences between the N64 and the
PlayStation are overplayed. They are
very similar,” he maintains.

CHARACTER BUILDING

The graphic niceties of Popcorn aren't
limited to technical issues. Character
design is coming along, and bares
some of the hallmarks of Rare's
influence. There will be over ten
playable characters (counting those
hidden from initial play) including a

J-‘. !

begin as a 'kid’ character, meeting the
other characters in the course of play
as end of section bosses. Defeating the
bass gains the player that character -
which in turn grants access to new

'AS SOON AS WE GOT THE PLAYSTATION HARDWARE THIS TIME LAST
YEAR, WE SAT DOWN AND PLAYED WITH IT AND WORKED OUT
WHERE MOST OF THE OTHER GAMES WERE GOING WRONG'

Robbie the Robot type with a goldfish
_bowl head; a female ninja.and a knight.
At the moment, there are no major
differences in how these characters
play. Nevertheless, there will be more
to them than just a chance for players
to select the eccentnc humanoid who
most matches their self-image. Players
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areas. For instance, the knight is found
in the innermost sanctum of his castle.
Servants within the castle prevent
anyone but the knight from entering
certain rooms. By defeating the Knight,
the player can assume his identity and

proceed past the mollified
manservants. In all, there will be six

P:fmm's gorgeous lighting
effects lend atmosphere to
the individually themed levels

such themed levels in Popcorn, each
containing three levels.

It’s the bombs, however, that
Oliver Norton is most proud of.
‘Our catalogue of different bombs
is inspired by weapon lests such as
Quake, which have been so popular
over the last few years,' he says.
Another objective was to make bombs
whose potency is neutralised by
obstacles, just as in the original
Bomberman. (Recent incarnations
have leatured spherical blasts that
destroy everything in a fixed radius,
regardiess of whether the victims are
hiding around corners).

Popcorn's arsenal includes remate
control ones which can be detonated

from a safe distance, proximity bombs, p»

Eighth Wonder built all its design tools and level editors from the ground up. Thoughtful design reduces the warping
found in many other PlayStation games. In later levels baddies can navigate complicated mazes to reach the player
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The {(original) Eighth
Wonder team may
have been founded by
Rare fugitives, but its
creatve principles
look to have produced

some tasty results
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COOKING POPCORN

IS explotation aspects
notwithstanding. Popcorn
will thrive or dive on its
twitch gameplay. “The
balance between bomb
usage, baddies and puzzies
Is constantly being
iweaked and juggied.” says
Narton, '| envisage that's
where most of the rest of
the development time will
be spent before the game

15 released.”

o which explode when approached

and player-guided bombs, including
one with helicopter blades on top
The latter is the sort of bomb that
would be employed to solve puzzles.
‘There are places where the player
has to find a fittle hovering bomb and
fly it over something to blow it up,’
explains Norton

‘The baddie software is quite
intelligent,” Norton continues. There
will be bits where you'll lay remote
control bombs around a comer and
then attract their attention. You can
also sneak up behind baddies and
drop bombs behind them. Sometimes
they'll notice, sometimes not.”

Each themed section contains
at least three new enemies. "As the
player progresses through the levels
the baddies get smarter, they can
then nawngate their way through a
complicated maze 1o get to the player.’

Eighth Wonder itsell is still finding
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The alien (above) lives in a ruined

spaceship, one of six themed levels

place, Edge can't resist further
questions about life away from the
secluded, sports car-sunounded
Nintendo powerhouse

'We're on a business park now,
which doesn’t have quite the glamour,’

admits Norton, 'The main change

SONY'S INVOLVEMENT IN EIGHTH WONDER, WHILE IMPORTANT, ISN'T

STIFLING, SAYS NORTON.

AT THE END OF THE DAY, IT°S GOT A LOT

OF SAY BUT CREATIVELY JUST LETS US GET ON WITH IT.

its bearings in the games industry,
Norton refuses to rise to Edge’s baiting
about a possible return to Rare. (Joking
‘I don't think we'd be allowed back”)
Two of Eighth Wonder's founding
members have departed the fledgling
company (though not Rare) with two
new recruits, Andrew Wood and Jamie
Hemming, taking their place. But with
four of the founding Rare exiles left in

though, is in the work we do. Before
we'd just have our own bit lo get on
with, fike the graphics or the code

but now we have to take care of a lot

of other stuff as well.'

ROOM TO MANDELVRE
Sony's involvemnent in Eighth Wonder,
while important, isn't stifling, says

Norton. ‘luan Montez [Sony Computer

]

The kid (left) looks
ominously similar
to the clorlng main
‘character’ in
Psygnosis’ Rascal

3
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The death

es were |

by the film “The Frighteners’ [i;p)

Entertainment Europe’s general
manager] is on our board of directors,’
he explains. ‘At the end of the day
Sony's got a lot of say but creatively
just lets us get on with it

Although the team seems to be
enjoying its newfound responsibilities,
there's an awareness that the company
will have to grow in order to survive
At the moment the team is
concentrating on Popcorn alone -
almaost unheard of in these days of
parallel development projects. 'Six
people is barely enough to do one
game,’ concedes Norton. With luck,
Popcarn will generate the revenues to
fund future expansion

"We have got spare office space,
so we could put more peaple in there.
But we don’t want to grow too big, too
fast. Whatever we do next will
be very, very different. E
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Four years on from Jimmy White's Snooker,
time, technology and a penchant for the game
has brought Archer Maclean back to the table...
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Awesome Developments
at the snooker hall local
ta their Banbury HQ

umuidp3 apng

dreamers. But how many can
actually claint theirgames are
Inspired by dreams? Archer
Maclean can, His last two
releases and his latest
creation - tentatively titied

limmy White’s ¢ - all stem from

a very vivid, colourful dream
Maclean had when he was a student
back in 1981, °| had vis
around the table as if | was a camera,’
says Maclean. One look at Q - the
gesigner’s first PC original - and

it's clear that his dream has taken one

f floating

large step nearar to becoming a reality
A lot has changed since Maclean
last had-a game out, the Mega Drive
conversion of immy White's Snooker
in 1994, A two year break from the
Industry followed - ‘did all the wrong
things, wine, women and song’, says
Maclean - then he set Up Awesome
Developments, his small Banbury-
based company, and went to work
designing a new game. But why did
he choose to go back to snooker and
y, 8 lot of the
things | wanted to do with the first

pool? "Well, obvious!

one,” he replies, ‘| simply couldn’t do

because the technology wasn't there.'

What this technology has allowed
Playin

@
L
e
[ ]

Maclean and his team to create Is not
Just a simulation of the mechanics of
pool and snooker, but of the
environments that surround the green
baize tables. With complete freedom of
movement, the player roams anywhere
In the rooms that make up Q's playing
area, from the Edwardian games room
that holds the snooker table, across a
hallway, to the American-style bar
that's home to the pool table.

On top of that, the rooms are full of
many other distractions. There's a
fully-functioning dart board (with 301,
501 and Round-the-Clock games), a

M 0st videogames designers
are, 1o someextent,

g on the table, with the surrounding
it becomes clear why |

-]
s0 obsessed with creafing ‘atmosphere

PRESCREEN SPOTLIGHT

draughts board, a one-armed bandit
and even an arcade machine featuring
the original version of Maclean’s first
game, the Defender-inspiren Dropzane
The other details (n the background can
also be fully explored, enabling the
player to examine the paintings on the
walls, the busts In the hallway, the fish
in the tank, the bar in the pool room —
pretty much everything there is to see.
The idea behind the multi-room
milieu and all the sub-games, is not to
compile a compendium of pub pursuits

Dut to provi

de one thing — atmosphere
The gameplay is there as well as the
atmosphere,’ reasons Maclean, ‘but If
you take one away, the other lacks a
lot. Otherwise, we could just strip it all
back to the 1991 original which was as
playable.” As a result, immy White’s Q
feels more like a multimedia explorer
than a conventional snooker sim,
although technically its recreation of
ball physics goes further than any
previous entrant in the genre.

In play, angles, spin and side are
all determined by icons and by rotating
the game camera. The power of the
shot can be controlled in one of two
ways - via an incremental power bar
Or by using back and forth mouse

movement to sim:

2 the cuing action,

the innovation that so marked out the

Virtual Pool series, The power bar
approach is the easiest to pick up but,
rather like Quake play, the more
exacting mouse control is preferable.
In fact, the whole game Is designed to
be controlied by mouse and icons, from
general room maovement to the specific
entertainments on offer - click on any
one of them and the game camera
"focks in” on them

Playing on the table, with the
surrounding room lights ‘dimmed’ (a
feature which not only adds to the
mood but helps te avoid siowdown),
It becomes clear why Maclear is so

63
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Q's mouse-based control system gives the player free rein to roam around the rooms
that make up the playing environment. Here, it's the Edwardian-styled snocker room

m

Just as stadiums and multiple c

angles add to the experience

a football sim, so the renderad r

enhance snooker and pool ses
And, in place of motion-captured
footballers, Maclean has his own,
unigue embellishment - motion-
captured hands

‘When | first came up with the idea,’
explains Maclean, ‘it was because |
wanted to put the hands in. | wanted to
have white glovas - in a Disney-esque

way — with three-fingered cartoon

gloves doing everything for you.” In
the game, the gloves take the role of
computer opponent and refereg, They
take shots against the player, retrieve
potted balls from pockets and place
them back on the table, they even
clean the white. "They're never static,’
says Maclean. Thay're always doing
stuff, but they're not in your way.'

To get the hands to perform,
Maciean himself did same 380 differant
takes of the movements he wanted for
Q. 'l was wearing these motion capture
gloves called Cybergloves - there's

Aside from snooker and pool, some of the other distractions on offer in Jimmy's Q
(clockwise from top left) are darts, a jukebox, chequers and a one-armed bandit

EDGE JULY 1998

Q's attention to detail is meticulous throughout, but the ever-active,

maotion-captured, gloved hands are always impressive (above right)

only one set in the country and they
cost £22,000 each,’ he says. ‘They've
got bend sensors and God knows what
all over them, and these things are so
fragile they don't come with a
guarantee.” On top of that, Maclean
sported motion sensars up his arms to
register how the hands interacted

called Cybergloves - ti

the country and they cost

together. ‘| had great difficulty eating
and going to the loo, it takes ages to
put them on, like make-up for a film.'
Each hand is made up of some

400-plus polygons when seen up close,
but the detail level varies depending on
now far the game camera is from them
The gloves, like all the objects in Q, are
what Maclean calls 'LODded’ - the LOD
standing for "levels of detail’, of which
there are four. with the backs of the
gloves obscured a lot of the time, the
gloves are typically made up of around

‘I was wearing these motion capture

loves
y one set in

£22,000 each’

Q's curious flourishes
include a bee fly-by and
an explorable mousehole
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250 polygons but, at the furthest
extreme, are represented by just 50 or
50, "Quake has around 80-50 big
polygons on screen at any one time,”’
claims Maclean, ‘that don't have any
of the lodding stuff we have.'

Other details distinguish Q as well.
Get up close to anything in the three
rooms and thera's no pixelation or
polygon folding. Bails don't disappear
when they'ra pottad, they roll into the
pockets and - depending on which
game you're playing — Into the glass
tray of the pool table or down on to the

* Tha D

» but it's got some serio

¥

* doing floating-point maths’

runners under the snooker table
pockets. This might seem like excessive
realism but that's not the aim of Q. |
didn’t want the atmosphere to break
up,’ says Maclean. For this reason, he
ruled out both commentary and full,
polygonal players. ‘It might look great,
but then it's a simulation and it would

1 might be a brilliant graphics ma

£
yus hang-ups when it comes to

In contrast fo the snooker setting, the poo
(Above) Just visible beyond the pool table is a tabletop version of Dropzone

| room is a
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IO 50s" Americana.

really slow down the gameplay if we
had this huge, fat snooker player
maoving about. What's going to happen
when he leans across the table to do

an impossible shot? How do we do that?'

Work Is progressing on a
PlayStation version of 0100, set to be

the first entry in the genre for the Sony
machine. ‘it might be a brilliant
graphics machine,' he says, 'but it's
got some senous hang-ups when it
comes to doing floating-point maths’
The team's solution is to take the code
from the 1994 version of immy White’s
Snooker In Integer form, ‘it's sort of

pseudo fioating-point,” expiains
Maclean, "Steve, our PSX guy, has put
all this on the PlayStation in its own
sort of RISC format.”

But it's on the PC that immy
White’s Q will debut and = no matter
what the Awesome team squeeze out
pf the PlayStation - it is the PC version
that looks set to be the new benchmark
in the snooker and pool genre. It's
hardly an oversubscribed genre, and
fiot exactly favoured by the beat ‘em
Up and driving game fans. However,

Its explorei-style presentation and
atmospheric features suggest that its
appeal lies beyond the hardcore, in
the wider sphere of general PC owners
Whatever the case, it looks as If

Archer Maclean’s attention to

detail has paid dividends again. E >

DROPZONE

Archer Maclean's first game
was a Defender-esque shoot
‘em up, onginally released
on the Atan 400/800
computers in 1984 and
stubsequently a UK chart
topper on the C64 in 1985

First released on the C64
in 1987, the Amiga and ST
versions of Maclean's beat
'em up established it as the
definitive fighting game in
the pre-Street Fighter Il era
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Archer Maclean

dge: This was your very first projectas a

team-player with Awesome, and notas a
one-man programmer, wasn't it?
Archer Maclean: Yeah. Well, there's noway | could do it all
And besides, these days, |'m trying to wear too many hats.
There's na way | could do the programming and the
graphics, so | tend to design and direct and oversee, and
have even been knowr to make the tea
Edge: What differences did you notice, not being
responsible for every single facet of a game?
AM: 've always tended to be a perfectionist. in the past, |
wouldn't take funding off anyone for doing my games.
1 got fed up of people saying, "Ah, no, it's impossible,’
SO | would just go and do it. A'year later, | would pop
out of the woodwork with stuff that was 90 per cent
complete and have my hand bitten off by publishers who
previously wouldn't look at it

Now, it's all corporate, and that IS a real pain in the arse

because creativity can really suffer. But from their point of
view, | imagine they would argue that planning and product
management and getting things in on time is actually quite
good. And we're pretty much on time, on budget and not

e 08 @

far off ready to ship with a couple of months to finish off.
But I've had to fight a lot and argue, saying, "Yeah, yeah,
leave us to it. We'll get it dore.” That's been a pain, dealing
with the bureaucracy. it adds 25 per cent to the
development time, sitting around, forever answering
questions. But that's what happens when you have teams
of people and have to pay other people to do things,
atthough - luckily - the people | have here are fairly in tune
with the way | think.

Edge: Is it easier to make games, as technology and
tools have become more powerful?

AM: No, games are still games. it doesn't matter ta me

if it's 1982 on the Spectrum or 1998 with a 3D card and a
Pentium 300 sitting behind it All that's happened is, the

Obviously, it gives rise to praviously impossibie games,
but gameplay - it doesn't matter if it's 10K of code on

@ ZXB0 or 650Mb on a CD-ROM - hasn't changed a lot. If
anything. it's getting worse. Quite often | see stuff where
fantastic technology s badly used and badly programmed.
Edge: Is it a bit of a commercial risk to do snooker
and pool games? Is there a market for it?

AM: There's various niche markets. They can be broadly
divided into shoot "em ups, beat 'em ups, driving games,
stuff like that, and ball games - pool games - they have
their own niche, too. It also appeals to a very broad range
of ages, we're not dealing with 13-year-olds who want to
beat each other up in the playground, we're dealing with
whatever the span of the PC's age range is

Edge: You weren't tempted to revisit IK+ instead?
AM: I wouldn't rule it out

Edge: What about doing a beat ‘'em up in general?

‘Now, it's all corporate, and that is a real pain in the arse because creativity
can really suffer. But | imagine they would argue that planning and product
management and getting things in on time is actually quite good’

AM: Oh, yeah, I'd love to do another one: But it wouldn't
Dbe Streat Fighter O Tekken or anything like that. It would
be my interpretation of a beat ‘em up. And | think | coild
create the same magic | did with /K<, but on a vast scale.
The playability that &+ had wolld be there and it would
also be networkable so you could have two, four, eight,
whatever number of people playing against each other or
In co-operation. | love the idea of, say, two teams of four
beating the hell out of gach otner... that would be good,
Edge: Are you going to keep things small here?

AM: if | can. I'd like to have a nice, smiall team. | don't want
to build myself up into the world's bigeest software empire
because that's a recipe for disaster. | don't want to work on

EDGE JULY 1998

any more than one or two projects at a time. That E

way in which the gameplay is expressed has changed way | can retain quality.

Maclean played pool and snooker
extensively for research. So he says
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)But with its brand loyalty eroded. and
flierce competitors hot on its heels. Sega
' now faces its toughest challenge yet:
turning dreams into reality

sabe sa)el poob Styjz 3aq o3

|
Photography: Hiroki laumi




B it e

CAST

DH

HDGE

!
:
]
]

of - .I.. LT - L - T -

..
FEREERREREESEY




< SEGA'S DREAMCAST FEATURES A HOST OF TECHNICAL INNOVATICNS, WITH IMPLICATIONS FOR THE FUTURE OF GAME APPEARANCE AND
DESIGN. EDGE DELVES IN T0 THE MACHINE — AND THE TECHNO-JARGON THAT SURROUNDS IT — TO RETRIEVE THE CRUCIAL DETAILS WITHIN....,

WORTH THE RISC PLUG AND PLAY

ACTIVE AUDIO

Sega Enterprises’ president
Irimajiri-san was definite
In 1elling Edge; “We think
that music will be one of
the major elements of
games.' However,
Dreamcast audio partner
Yamaha has been notably
quiet about the
announcement, releasing
only a short statement at
the console’s launch
The chip itsell is a
32bit RISC design, allowing
for 64:channel output, and
1S supported by 2Mb of
dedicated RAM. Other than
its ability to play samples
inew a siandard feature for
the msjority of PC audio
paards), Yamaha's chip is
also able to defiver digital
signal processor effects
These include Surround
Sound, reverbs, and
‘ potentially, “30" audio. It's
‘ an exciting prospect, given
| the incraasing proliferation
1 of hame cinema systems
in the UK and eisewhere




GUIDING LIGHT SYSTEMATIC APPROACH

LOGICAL 30

MODEM LIFE

DREAMCAST 4 71

ONE GIG FITS ALL

In what can |'.f'.|§,-' De sean
a5 8 move to limit piracy

Sega has opted to use a

complete

software pr

console, Nintendo-style)
While DVD may have
been a tempting option for
Sega, the company s
overTiding concern has been
to keap the console’s retall
price down. Dreamcast’s
loading tmes should be a
shght improvement over
PlayStation and Saturn,
due 1o a 12x CD drive being
fitted (although there Is
now 16ME RAM to fill,
rather than 2Mb)




Another of Sega's AM stars was called
in to produce Dréeameast’s second
demonstration title, Yu Suzukl's
Babylon proved a better Indicator of
what can be expected from Dreamcast
gamMe environments.

Scattered around the foot of the
central tower we”~ scores of houses,
each mapped with a high-resolution
texture. Zooming close Into the
buildings simply resultad in more and
mire detall becoming clear, with no
hint of frames dropping Space.The
lighting was dynamic and switchable
between day and night

High-end, accelerated PCs offer a
similar performance, but when
launched, Dreamcast will offer £2,000
performance for around £150. Tempted?
Edge suspects the bestis yet 1o come. ..

Devised by ex-AM division creative
Tetsuya Mizuguchi (far left, who recently
switched to consumer game
development), the first of Sega’s
technical demonstrations featured a
motion captured representation of
Solchiro inmajiri's head. RUNning in the
console’s standard 640x480 resolution,
the quality of the texture maps used
immediately impressed. Essentially the
title pokes fun at Nintendo's introductory
sequence for Super Mario 64, and IS
complete with light sources that circle
around irimajiri’'s head (below left)

of the various effects showcased
in the software (and what still images
cannot convey), the morphing between
shapes proved particularly notable. At
one stage the head blends into a golf
ball, before being struck off the screen,

Lighting and transparency also
seemed of little challenge to the
PowerVR Second Generation chipset,
including one segment where the head
becomes entirely see-through

Of the two pieces shown, this
seemed the less complete, although
was far more entertaining. If the facial
detail can be reproduced in-game (and
D2 implies that it can), then a new level
of characterisation Is on its way




While the Dreamcast hardware is undeniably impressive, the greatest lesson
learned from the 32bit ‘next generation' battle has been that software sells
consoles; As console game content continues to become more sophisticated,
state-of-the-art eye candy Is no longer enough to build a growing and loyal
userbase for a new machine. After all, it has taken four years for titles of the:
calibre of Gran Turismo and Metal Gear to appear on the PlayStation. Beyond

the technical proficiency of Sega’s new machine the company faces a challenge -
that only a truly creative vision can meet Obviousty, mmwﬂﬂiﬁ?
output will form a rich vein for potential conversions, but ultimately itwillbe
the games developed specifically developed for the home system that will 1
make or break Dreamcast.

Edge was treated to a viewing of early demos. Including the famous Scud
mmmmmmmmmmmwm
which is understandable, as they do ot reflect the real power of the console. il
However, watching a pair of fully light-sourced GT cars sliding around at sofps,
looking identical to the original Model 3 code, was a wonder to behold. If this |s
anything to go by, any conversion of Sega Rally 2, Daytona USA 2 o Virtua
Fighter 3 will be relatively simpie to achieve,

Gulded by CEO Kazutoshi Mivake, Sega Europe has decided to take a
number of developers under its wing. making them what it jokingly terms
“1.5 parties’. No Cliche, previously known as Adeline ~ the French developer
behind Aione in the Dark and the LBA series - heads the list. Renamed and now
owned by Sega, the company has retained Frederick Raynal who was on hand
in Tokyo ta confirm that No Cliché has two titles in development for Dreamcast.
Appaloosa Interactive, the Hungarian firm behind Ecco the Dolphin, wasn't
dllowed to reveal the name of its title but judging by its press pack an aquatic
mammal s likely to feature prominently.

Three UK companies complete Sega Europe’s list. The first of these,
Scotland-based Red Lemon Studios Is working on a first-person shoot ‘em up,
although detalls beyond that are sketchy. Star Fox creator Argonaut s to-bring
a further twa titles to Dreamcast, although development manager Keith
Robinson was adamant that there, Isn't a Star Fox garme.” Lastly, Bizarre
Creations (the developer of F1 for Psygnosis) is expanding its driving game
horizans with & city-based driving game, currently dubbed Metropolis.

According to Bizarre’s Website, ‘Our new publishers have provided us with
some brilliant people to support development.” while the game Is claimed to be
anything but ‘a usual circuit racer.’

while none of the European developers are particularly high-profile, between
the five of them they are responsible for a collection of well-respected titles.
Sega of America president Bernle Stollar used E3 as his platform to both
announce Dreamcast for the US market, and to confirm the first publishers to
support the console. Acclaim, Midway, GT Interactive, interplay and Microprose
all have titles In production, details of which are scarce. Back on Sega’s home
turf, Konami and Capcom have been brought into the Dreamcast foid.

with Dreamcast promised to launch with at least ten titles, with another
thirty by the time of European launch, Sega is going to need all the help it can
get. Edge will be watching new developments with interest...




<« AFTER THE DISAPPOINTMENT OF THE SATURN. SEGA HAS HAD T0 DO SOME SERIDUS R&D TO TRY AND SIDELINE THE COMPETITION. THE TIME FOR
DREAMING HAS NOW COME TO AN END AND SHOICHIRO IRIMAJIRI TELLS EDGE THAT WITH DREAMCAST, SEGA IS READY TO DELIVER THEK.
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the world. Up to Dreamcast’s launch on November 20, we will be |
taking all opportunities o send our massage to our customers.
It seems like Sega is being far more open than It has

been In the past. Is that a conscious decision? 1
“| have been saying only one-thing- think and look at things Fi

the customers’ polrit of view, In the bast. | thiik that Sega has
maybe been arrogant. wemuedtuularmmmnandﬂmn Il
10 OUr CUSTOMEers. : -1

mmmm«m&ﬁwﬁum -
Dreamcast announoememm&vemdermlm glmﬂtlt
it's still popular In Its dome:

If there is demand f
we'll also support any softw:
150 titles for Satum yet to. bem»—u‘ummm
parties to develop Satum titles. Some companies are thinking there
wmmmcmeﬁuonmsmumm hmw
market there is huge demand for 2D animation. So, probably 30
titles will go to Dreamezst and 20 titles might go to Satum,

Another popular genre in Japan Is the RPG, a market
over which Sony seems to have a strangiehold. Do you think
that Dreamcast will be an attractive prospect for developers
such as SquareSoft?

The biggest advantage of Dreamcast IS to provide almost
movie-like graphics for games. So, when you think about role-playing
games, it's a kind of movie-like story. In the past, even though the:
computer graphics behind REG gameplay were nice, whenyou
went into the game the graphics suddenly changed! But with the
performance of Dreamcast, the visuals will be exactly the same
throughout. | think this machine Is the ideal machine for RPGS.

As for other game genres, did you opt for Microsoft’'s
operating system mainly to encourage Westem developers to
produce tities for Dreamcast?

The reason to use Windows CE is simple. We wanted to to have a
much wider range of tites for Dreameast. Some developers which
.have very good engineering capabilities will not use WInCE. They
might write directly to the hardware and get good performance.
That's okay. We are very fond of titles which have existed in the past
—such as driving and fighting games - but we think that through the
much higher performance of the hardware, the boundary of the new
generation of tities will be far broader than before.

What do you mean by 'broader'?

" Educational and games categories will merge into one. But who
will develop this new generation of titles? Probably traditional
developers will not create such titles! newcomers will develop
them, For those people, the WinCE development environment offers
8 lavourable situation: Almost 126 developers have aiready been

confirmed, worldwide, and we have deliversd around 1.000.

d'mmlopment kits.

mwmmwm ‘Dreamcast to

i

developers and consumers? ST RS

mwmmmmmmm-
hardware, lrsmm IDSBOINIIN. Fﬂﬂ

$150 to $200 million, and for the marketing in- a-:h wmmm ’

spend $100 million. That's huge numbers, When | was Involved in
the auto Industry, |t cost about 5200 milfion to design the engine,
chassis - everything. For the tools and dies it cost $200 million, and
tofaunch & new. car it costs $200 million. So that means 5600 milfion.
the same as to launch this tiny machine! | don't understand. _ {laughs!
. _Including a modem in the console was & brave and
positive move, but it's proving hard for some companies to
make a profit from online gaming. What makes you think that
Dreamcast can break the mould?
" There is some consensus of thought on this matter among
Japanese developers. Online facilities will be 8 mandatory
requirement for all games development in the very near future. At
mmmmkmm“mtmmmmwm
game business, but we atso know that everyone has 1o add value by
developing anline gaming. | discussed this issue with fots of top
management people from the big publishers. They Bl said that It
will be hard to make a profit from online gaming over the next few
years. But still they have to explore the business apportunities.
Looking at the machine’s casing, it seems that the
modem Is removable. ..

That's right. Modem performance is always changing, and In
the US thera might be a kind of high performance cable modem.
in that case, the consumer can replace the modem board.

What is Sega's strategy now regarding Its internal
software development?

Our arcade people are aiready working on versions of our best
games. Yu Suzukl already told me that he has exceedad the power
of Model 3 on Dreamcast, SO We can expect a lot of arcade tities to
come out for the home. On the other hand, the demand for quality
titles from consumiers s much higher than before. As you know, the.
Naomi arcade system is related to Dreamcast. but will be more
powerful. 50 we will carefully select only the arcade titles sultable
for conversion.

There was a hint at the presentation that a certain biue
mascot might appear on Dreamcast. .,

Sonic will remain as the major character for Sega, but we
also want to bring lots of new characters forward, and that's
one of the major challenges. | also think Sony has a desire to e
have a strong character...




harismatic, gifted and with a massive personality

{both physically and popularly) in his native Japan,
Kenji Eno was the first to announce development for
Dreamcast. His company Warp is working on a sequel
to its million-selling adventure, D. Based in the
fashionable Aoyama district of Tokyo, nestled among the
headquarters of several International record companies,
both warp and Eno have built a huge following among
Japanese youth, Edge was treated to a vast
demonstration of Eno’s fame, as thousands queued
outside the Tokyo International Forum in Tokyo's Chiyoda
district, hoping for one of the 5,000 free tickets to the D2
pmmu-wmmupm
mwbmummmmmn&

Sega has a massive catalogue of potential Dreamcast
titles. Warp is a respected company, but It seems odd that D2
was chosen to be the first game announced.

I was told that Sega will make an arinouncement on 21
May, 50 | decided to make mine right after. |'d thought Sega wouid
have shown its games before mine - | only heard one week before
that Sega will not show any titles. | asked before the anfouncement
what they intended to do with D2 on the 21st and they answered
‘nothing’. | immediately thought the timing was not good for me.
Irimaiiri-san told me they wanted to make an announcement to
demonstrate the polygon power of the Dreamcast - | like to call him
Polimajirl fiaughs]. | found the humorous presentation very effective.
I've & iot ol admiration for him. This time Sega wanted to catch
people’s attention, and their dreams. Despite the awkward timing of
the G2 announcement, the 11,000 attendance was pretty good

Was it for the D2 announcement or Eno that they came?

|Laughs] | don't know. The graphics were good, weren't they?

02 has been on the cards for some tme now, and was
originally planned for the M2. When did you shift to Dreamcast?

We started last September. At first. we dian’t have any hargware
50 we went to New Zealand to do research, only a few days after
deciding to work on Dreamcast. In Japan, September Is still summer
and it was not the snow season. It would have been unfortunate to
not see snow when |'m making a game taldng place in it when we
returned, the development kit was at the office and we started work.

Matsushita abandoned M2 in May last year. Why did you
wait three months?

We decided to make & complétely new game. D2 for M2 was an
pld project. We wanted 1 make something relatéd 1o nature  |.did
not want to use buildings or machines. .. The Inuit people have more
than 30 different words to express ‘white’ - like ‘green’ in Japanese.
| felt challenged by making a nice snow world with lots of shades,

So there's no similarity between the two versions?

Absolutely none. The game 18 completely different.

Is the development team the same?

W

: mmmmmmmhmm
on this Dreamcast version, We started to work on another RPG game
which Is presently on stand-by. The total number of Warp staff is

around 20. Ther are hetween 10 and 15 people working on D2,
During your presentation there seemed to be a few

No, it's different. Because we had to show It very quickly at the
announcement, when entering In & combat phase, the scene tumed
into a cut-scene. | played a ot of Tomb Raider 2, although | couldn’t
reach the end... In Tomib Raider, you can't see very far, but in D2
you can see the distant background in real 3D. However, the fact
that you Can see an enemy from a few hundred metres awayis a
probiem because you can avoid him. Even if the character appears
very ciose, the game 1sn't 50 interesting... We tried a system similar
to Tamb Raider 2 around February time, but that wasn't interesting
either, S0 we gave up and Implemented a new system and we're
about 20 per cent through that now.

What are your alms for the development of 02?

Our obijective was to make a game playable by anybody - like D.
A number of D's players were adults. We want to target the same
people with D and reléase a game that's not too difficult. So when
you enter a battle phasa, the game becomes a shooting game. With
the change to a special battle section, D2 is a kind of action RPG,
although we wanted to avoid the loading phase and random
encounters. Enemies will be assigned and will appear from different
kinds of places ~ out of the snow, from behind houses, etc. When
walking close to them they'll suddenly appear. After a few plays the
player will know where they are and remember.

Dreamcast has some new features for a console. Do you
Intend to use the PDA and/or the modem?

We have a programmer working on It but nothing Is decided yet.
Maybe we will make a kind of Bulletin Board, enabling players to
download messages.

How about the PDA?

You can use it for memary or lor displaying some information
that another player can't watch. You can carry the PDA with you -
and exchange information. The communication capability is high,

D2 seems to be a one-player game, Dreamcast has the
ability to be linked directly, like PlayStation. Will you use it?

Itis a one-player game. but we're not planning to use the link.



In the future, It may be possible 10 link different machines which will
pe goad for an APG type of game. But Warp makes software based
on quality, We don't really want 1o miske an “updatsd” vetsion.

Moving on to Dreamcast’s technical performance, what
sort of power are you using?

We're displaying about 30,000 polygons per frame. We don'y
Know exactly how many we'll display In the end, but Dreamcast 1§
capable of displsying three million polygons per second,

There has been an expectable amount of cynicism about
that figure, given that Dreamcast would then be far more
capable than Model 3. 18 it a realistic count?

Yes, the machine can display this number of flat-shaded polygons.
However, 8 game Iboks best when you use two ar three light sources
and maybe some fog. and then the number of polygons drops. At
the beginning, we thought that rather than using 50,000 or 60,000
polygons per frame It was better 10 use only 20,000 or 30,000 with
numerous light sources and effects. Sega's pecple agreed that the
result locked good. At the moment we're using 15,000 polygons for
the background and 10,000 for the characters - the demo we
showed only had 25,000 polygons per frame,

How does Dreamcast compare to other platforms?

Saturn and PlayStation display about 3,000 polygons per frame
[30fps] Dreamcast is about ten times this figure, while compared o
M2 it's about three 1o four times more powerful. Having said that,
three months ago | looked at some old screen-shots of O on M2 and
thought it was pretty good for three-year-old hardware, When the
M2 project was cancelled;, we thought abowt releasing 02 on the
N&4, but ite position wasn't good In Japan. We're happy to release it

on Dreamcast because it offers great graphics performance But
honestly, | like the M2 a lot, although |'m not keen on the PlayStation
or Saturn, | like the Ns4 a little bit, though. {Laughs|

Much has been made of Dreamcast’s Yamaha sound
chip. With your musical abllities, It must be exciting for you.

For 02 we want to emphasise the nature aspect ol the game, so
we are using a lot of sounds, For example; when you enter a room,
sounds ke fire, of a rocking chair wil be played in stereo. The s4bit
SBIE0 UtDUL is pretty §000, which is thanks to the Yamana chip.

Another feature of Dreamcast Is its use of Windows CE...

| Detieve Windows CE i & 2ood environment, but we Lss

assembly language and C. Windows CE and Its Direct3D will enable
lots of people 1o make games easily, inciuding simpie conversions
from Windows 95, Sega showed us some demonstrations where
they converted a couple of titles from PC In almost one week,

Sega |s promising to support developers better this time
around. Have you received final development tools yet?

No, they're still being improved, Their Saturn tools were not S0
successful. Worse than the Né4's maybe... The PlayStation was very
successful because of its library and tools, and | believe Sega
understood the implications of that. For Dreamcast’s graphics, It's
possible 1o use Graphics Studic Max and Lightwave 3D, Sega’s
development environment is very friently — the hargware |s sull 5ix
months away, yet the present version of the tools is already sound.

Do you exchange development information with Sega?

Yes, | often see Yu Suzukl or Yuji Naka They afe excellent

producers and designers. We get on really well
It sounds like warp and Sega have a very close
relationship. Does It go further than sharing information?

Absolutely not. There Is no financial relationship. We're just good
friends ~ | am on very good terms with Irimajiri-san. | think =
Sega's people are very nice - | like Sega & lot.., Iy
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iMac (opposite) heralds the start of a new Apple, where the radical
design work of 1994's Twentieth Anniversary Macintosh (above) are
married with the blistering processing punch of the firm's more recent
G3 machines. The results could yield Apple’s most potent Macs ever
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.

4 Mac gaming on the Web

Following the recent launch of iMac, Apple plans to produce a low-cost
portable based on the well-received industrial design of eMate (above)

competitive specification also Includes 32Mb of RAM, onboard 20 and 3D
acceleration and a high-class multi-sync 15-inch monitor.) Yet IMac is to be Apple's
entry-level machine, priced at around $1,300 (£1,100 for the anticipated UK release)

More impartantly, IMac revives concepts Jobs established at Apple with the
release of the original Macintosh in 1984, and led to a brief period of the Mac as
the ultimate consumer device, a time which culminated in Broderbund's release
of Myst. Still the best-selling game ever, the titie established CD-ROM as the
games farmat of the future, and its success showed that the Mac is as capable
of creating hit games as any platform.

IMac is a return to the vision of computer as an appliance, a device to plug in,
switch on ang use straight away that could appeal to a8 mass market better than
the ongoing battle of clock speeds that grips the Industry, but clouds the real
issues of providing computers people enjoy using. Apple's adoption of Intel’s
Universal Serial Bus connection standard for IMac is in tune with this commoditisation
of computing, a radical development that could set the industry afight.

Yet Apple can't escape the fact that it is not some bald startup venture, it has
to overcome the prejudices that consumers and the industry have built up through
its years of poor decision-making, which led it to a 3.5 per cent share of the world
personal computer market in 1997. The implosion has stopped under Jobs, but
e ‘r P Apple’s renewed attempt to grow again faces obstacles that are as treacherous as

+ the artillery at its disposal is mighty. In this fignt, the result could go either way.

The biggest key to the recovery taking place this year has been the PowerPC
750 chip, devised by 1BM and Motorola, and part of a processor family colloguially
known as G3 (for third generation). Undeniably superior to Intel's dominant
Pentium I, G3 combines high data-processing speeds with a reasonable
manufacturing cost. Crucially, its low power consumption means the chips can
be placed in portable devices.

In the big picture of an Apple resurgence, the existing PowerMac G3
computers, launched to great acclaim in November 1997, are merely an exercise in
. Y. === shoring up Apple’s key markets of education and design until the next-generation MoCShainie Srnamad to
B G4 |s ready to ship in 199%. Boasting inherently more powerful 64bit architecture PC hand-me-downs such

» and multi-processing capabilities, G4's suitability for professional designers will as Broken Sword, Tie
enable G3 to be used in its natural preserve of the consumer market, forming the Fighter and Civilisation
backbone of Apple’s new devices, of which iMac looks to be just the first. (from top). But

while the technology at its disposal gives Apple a good starting point, It has a OCERENN Dy, tties

¥ i e such as Riven and Myst
lot of work to do with its development community and distributors if its are GroatEd N tandem
entertainment device plans are to succeed. The Mac 0S will provide the software with the Mac platform
for the new range. While the System 7.5 of the mid-90s did little to sustain the
Mac's reputation for reliability, any such problems have been overcome with
1997°s Mac 05 8, a far more efficient piece of coding. Continued recoding will
enable Apple engineers to produce a scaled-down Mac OS for its consumer
devices, but they will still need programs to use on them - particularly
entertainment and games.

Pangea Software’'s Nanosaur is a showcase for

the developer’s 3D graphics engine. The full

game |5 available on the Pangea Website at A b

nttp://www.realtimé.net/ pangea/, with a donation Playing the field

to charity requested as the sole fee Despite its low profile and a village community culture where everyone seems to
know everyone else, the Mac games scene |s rather more active than many
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The Mac games roster
displays the platform's
3D prowess, with hits
(from top) such as Actua
Soccer, Carmageddon
and the powerful
MacSoft triumvirate of
Quake, Duke Nukem 3D
and Shadow Warrior

| revurn or e mac |

outside the Mac market might suppose. It's dominated by MacSoft, whose
affiliation with GT Interactive gives It access to key PC tities like Quake and Duke Future Mac hits
Nukem 3D for conversion to the Mac. MacSoft's strength is such that it has
become one of the top five eamners from Mac software, enjoying the company of Alter a quiet start 1o 1998, the Mac releass
big names like Adobe and Microsoft. schedule is starting to look as compelling as
Although most Mac titles are PC conversions, Mac customers can choase from : SV S O Wt 8 RS
a decent spread of quality titles, and a successful one can sell 80,000, according to
ex-Apple games evangelist and industry observer Ben Calica. Along with another
former Apple game guru, Bungie Software’s Eric Klein, Calica produced a Web-
based report on the case for Mac games development that concluded, '[The Mac
market] is free damn money. 40,000 units, a pathetic little title, and you're still
talking aimost an extra million... The real expense is in launching the damn thing,
and If you do concurrent release, most of that wave Is already rolling.’

iS5 DO

n from Shokw:

lapment stalwart Westlak

deliver Mac Unreal (below) withir

'The Mac market is free damn money.

you're still talking almost an
extra million. The real expense is in
Launching the damn thing, and if you do
concurrent release, most of that wave is

already rolling'

Ex Apple games evangelist, Ben Calica

One of the reasons behind Calica's assertion is that developers find it easy to write
for the Mac. While Apple’s attempts at developer-friendly Mac-only technology like
Game Sprockets (simply pre-written code for simple gaming tasks, such as joystick
input and network gameplay) caught on only patchily, the Mac is a platform PC-
frienaly enough to read PC CD-ROMs and files automatically. it also accepts
technologies like 3Dfx's Voodoo chipset (see p82), and the G3 Is far from the first
Mac to incorporate 3D chips from ATI Technologies on its motherboard

PC friendly by design

Consumer choice

From a technician’s perspective, the Mac seems a consummate games machine -

almost as easy to set up as a PlayStation but with the power and extendibility of

the PC. The Achilles’ heel of Mac gaming, and Apple’s single biggest threat to its

aspirations, Is that few consumers are aware of its strengths. \anged, and it's possit
Thanks to Apple’s favouring of businessmen over cansumers in the mid-1980s, with & card manufactured for

and similarly a decade later under Gil Amelio, it has become the norm for Mac L The Mac’s PC-friendliness has produced a

nemesis for the platform, h

the Mac

Emulote

OTtw

e like v,

Peter Tamte

AT

ust never ge

The PowerMac G3 has encouraged Apple to renew its attempts to lever
the firm back into the consumer market where it was once a key player

-
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owners to find games and multimedia in only a few stores, compared to the

legions of willing PC and console stockists. Consequently, mail order dealers
Who matters in Mac games attract a wildly disproportionate share of purchases In the Mac market compared

to other major platforms,

The drawback for games publishers of this imbalance is that most research

The single biggest games publisher for the Mac organisations, such as the ChartTrack group that compiles the UK's best-known
NIACAOR % DUCRER gAAS | chisspe Sy games charts, monitor sales through retail rather than mail order: so few Mac
sales are actually registered. The perceived lack of interest means that publishers,
used to an industry model where retail dominates, cut their production runs.

recognition when GT interactive pravided
of ils PC hils, Wilh

a reputation for guality conversions, MacSof

funding for Mac convisr

has a bright future — and Its simple budgat Mac games publishers, wno appreciate the situation they’re in, are encouraging
gAMEs remain top-seliers, (o0, The firm's Pater buyers to shop at stores. Apple, meanwhile, grasping the reality that many

Tamte is an eloquent advocate of Mac games customers will either buy through retail or not at all, has revamped its presence in
a5 commpn-3erse Dusiness practice US stores through the much-publicised COmpUSA Initiative, with heavily-branded

Apple areas in stores quadrupling the Mac's share of sales to 15 per cent.

GT's PC budget arm in the UK also has 'UE are qm’ ng to get re H nvi ; ":'{'1

responsibility for GT/MacSolt's Mac range

consumer market. Over the last several

10 make 1S act

o full-price tites p

has Ihe cloul 1o make (isell hesrd in retail

years we've really been pulling out of the
consumer market, and we haven't had

Perhaps the single

,;jfﬁf:;up a product that really fits the price

S of Quake, C

develonar for thie p

& Nukoem

has lnd the conv

; point of today's consumers'
g other &

s, i

inreal Thircug! Mitch Mandich, Apple VP of sales

new firm Westiake, he should be iy ¢

Currently wi

position to produce § Whether the Apple store-within-a-store scheme will be extended into the
UK is another matter, but its indisputable Impact on Mac software sales and the
Us-centric hierarchy of Jobs' Apple makes the possibility more likely, especially
as more of Jobs’ plans unfurl. But at least the US scheme indicates that Apple

finally appreciates the right avenues to deliver strong and accessible software

Unreal 3D engine. 7
pet buniies Boggle and Tilgy.

FUNS & hor

Started a5 a tiny company with cruge but

crantive Mac games fare - until Marathon to home users

exploded in gamers’ faces The title that With the Mac’s ready acceptance of industry standards and the projected rise
redefined what Mac gaming can mean, of DVD also set to shake up the digital entertainment market, Apple has its
Marathon and It two sequels halped fund the strongest QDDOTTUﬂiW in years. If it can deliver on IMac’s massive potential, and if it

Jevelopment of e ambitious 30 actical

can win over enough retailers, the development case will become more convincing
than the balance of time and resources Calica admits it is at present. A further
crucial point for developers will then come into play: while the likes of Sony,

fantasy. Whi

und, Bungi

concentrated

creamed off 30 per cent of Myth's sales by

handiing the Mac release itsell Thi CO i Nintendo, and latterly Microsoft, take 2 large share of the software publishing

actually & dual-platform Implementation markets for their respective platforms, Apple is alone in not competing with third-
party companies for gamers’ cash, While this has meant fallow patches of releases
for customers when times were tough, it also means that for an enterprising

The Mac O35 Emtartainment Sottwan Assocition

firm, ownership of a rejuvenated Mac games market Is there for the taking
is an alllgnce of Mac publishers and developers

working 10 convinee retallars and Apple lsell
10 support Mac games more effectively. Should
grow In influence as its confidence bullas

o Within Apple's network ol company evangelists

promating ditter

t areéas 1o the industry, Mark
of articulating the thm's

Gavinl has tne task
attiude 1o games, Has yet 1o tum Steve Jobs
positive words about gaimers into real action

under thi: new Apple regime

A former Appie staffer now In charge of

business devalopment at Bungle, Eric Klein

i5 @ patant volce within MESA, along with

Macsoit's Peter Tamte.

Portable PowerBooks reflect the Apple notion of cool design and superb
speed; even the cheapest PowerBook is faster than any Pentium notebook



EDGE JULY 1998

TESTSCREEN

TESTSCREEN

Paygnosis Ress Thody
sides with Capcom

in & Street Frghter Vs
Tekken face-off

A designer for Psygnosis,
Ross Thody (s credited
as the creator of strategy

and 3D shoot "em up

hybrid, G-Police, for

the PlayStation and PC

Members of the
development COmMunity
are invited 1o emanl
Gameawview Submissions 0
edge@futurenet.co.uk

The definitive monthly assessment of the world’s latest videogames

Street Fighter Vs Tekken. .. Round 1. .. Fight!

he Street Fighter series 1S better than the Tekken

series. That's bound to upset a few people, but
there is some logic behind this statement. When Street
Fighter 2 was first delivered to the world, looking
behind the 1980s" sprites revealad one of the most
prilliant games ever devised, Street Fighter, much like
Masterming, takes minutes to learn, years to master.

With the Tekken series, all combos are preset. The
linking of moves has been decided and the player is
performing a set routing. In Street Fighter, using the
basic moves as building blocks creates the combos

Street Fighter offers the player a number of basic
moves which can be mastered relatively easily, and it's
then up to them how all those moves are executed
Even Capcom doesn't know all the passible combos
The player can create unigue fighting styles and
technigues, rather than reiterate them

The courage to attempt this level of playing
freedom needs to be acknowledged. If it's established
that the game needs that, then making the characters
equal in strength, and making sure there are no
cheesy moves becomes a difficu

Having mastered technigues
combos/chains, this newly found wisdom can be used
to destroy the opponent, young Grasshopper

‘ nrmlms'lhdybﬂ::lhl mﬁnum"srm

When playing a decent human opponent, the
gameplay becomes as brilliantly pure, Some playars
like {ay the defensive, some like the relentless
onslaught, but whatever technigue the opponent uses,
there are a number of counter techniques. When
playing someone of equal prowess, the bouts become
8 strategic overioad. Elements of preparing a strategy.
predicting the opponent’s strategy, executing tactics
and counter tactics successfully, hand/eye co-ordination
anad speed of logical thought processes are all
combined and have to be performed within a matter of
seconds - or fractions of seconds.

The ability to predict and counter moves exists in
Tekken, but the massive lists of avallable moves
destroys the purity. Teékken has been over complicated
‘features’. To truly predict opponents moves, the
opponent must be known, which means all the
characters and their individual moves have to be
mastered and memarised, and there ate a hell of a lot
Some attacks can be countered by luck, but this
detracts from the player’s skill and ability

The Tekken series are brilliant games with

unparalleied levels of quality throughout, from the
front-end to the skinned characters, but Capcom’s
approach to the hghting genre is superior
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UNREAL

Castles tower within Unreal's hidden canyons. While most levels are set indoors
(right), the occasional sidestep outside provides a welcome breath of fresh air

L oading Epic’s long awaitec
00ter is amon

escrnb

Juating from any

reviews. Essent

Unreal's monsters seem to come
from another game. When
moving, they struggle to live up
to their awesome environment

Unreal's nine weapons
generally feel less : s
weighty than those of : g

outgunned. The Al-con

athmatcn

Quake I, but they're far / Intentional, As well as
more imaginative. From ir 1 @ t away, It seems
the basic continually
recharging dispersion
pistol (top) through to
the compressed energy e i

of the ASMD (middle) to 3D accelerators, ; yrsaken
the minigun (bottom),
every weapon has its
own flavour and uses

bouts are better still. Apart from a lack of

Unreal marks

1ew breed Unreal's biggest single

Ling. its Al PI

explored

le a lizard-like hurlers,

oting him rifles

might benefit from a more ariginal him ¢ ..m[—_-..ng back up. Enemies play
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The flak cannon (abnve) offers two wide
radius attack options, firing either a mass
of projectiles or a single explosive shell

cambinati

tacks), equipping

priests, who guide the players to se

as - provided they're not harmed

This adds an extr;

since the dim

blunder into tf

machinery an
own distinctive

of Unreal’s

craft. Scrolling holographic
suspended In co
the silvered floors. Fla

even gunfire illumir

Format: PC

Publisher: GT Interactive

Developer: Eplc Megagames

Price: £40

Release: Out now

The intricate architecture sometimes seems excessive, but the mass of polygons combined with excellent
light sourcing provides unparalleled realism. Even traditional lava and water effects (left) get a makeover

nis more

Quake It

ers are
£ when shot
ing in thin air beyon

iy Cor son {at least
ne edge)

tsnota
its mons
P WisShing its animations
wirgnme

plaint Is the limited
nts. While

rom Doom onwards have
y got more lifellke

ibtedly being sacrific

2al lives up to

Its

Ultimately though, L

It5 somewna

W name. Thro

attention to detall, the little ideas

well-worn for 5
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Edge rating:
Eight out of ten

Unreal is the first game
of its Eenre to ship with

a level editor. Epic
claims it's the best yet
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The vehicles in Vigilante
8 differ in three main
ways - armour, speed
and resistance to
tracking weapons.

They also have unique
special weapons

o

VIGILANTE 8

EDGE JULY 1998

The alpine ski resort level enables
players to start avalanches by
wrecklessly attacking the treeline

m utomobile combat games have a
long, circuitous history, From Spy
Hunter to Carmageddon, via Road
Blaster, Interstate 76 and Twisted Metal,
game designers have often been |ured by
the potential of combining ‘Mad Max’ and
the thrill kills of Formula One. Proper cars
mean mayhem (one of the mighty Gran
Turismo's few faults Is its invulnerable
cars}. Yet no-one has created the classic
car combat game. Vigllante 8 is a fair
attempt - and an enjoyable ore - that
promises more than it defivers

vigilante 8 began |lfe as interstate 74
for the PlayStation. At some point its
minimal adventure element was ditched
to focus on the action-based combat
Exactly why, isn't clear, and its removal
leaves V8 somewhat bereft of purpose
Each level begins with text informing

disc

One level features dozens of wrecked planes whose wings make handy
ramﬂz (left). The hydroelectric dam level is notable for its electric

rges and flood pipes, which act as nifty shortcuts (middle right)

players of who they'll be fighting and
Indicating instaliations that must be
protected, such as petrol pumps or key
buiidings, which seldom feature in the
actuai encounters. Levels are dividged into
groups, the final one being a boss level
One benefit of Vigiante &8's
storytelling genesis is the vanety of
levels on offer. Hydroelectric dams,
alpine resorts and old airfields strewn
with discarded bombers all serve as

CLriC

Jumping through
flaming hoops

might not have any
practical benefit, but
it looks good (left)

arenas. As well as providing a diverse
range of driving and fignting conditions,
each level boasts specific gameplay
elements. Players can ride around in air
blimps, start avalanches or shoot down
wind turbine blades. indeed, the fragile
nature of objects In Vigilante 8is a
delight. Aimost anything can be blown up
or driven through

The mast effective way to damage
opponents, though, is to shoot them, The
machine gun Is the primary weapon, with
a variety of more interesting finite
ammunition weapons such as cannons,
mortars, missiles and mines slotting into
hardpoints on the cars’ chassis. Less
easily deployed are the special moves,
which spend multipie rounds of
ammunition to release perhaps a death-
dealing blow, fire a decoy flare or ignite
a missile as an afterburner. Using these
convincingly requires a bit of luck, and
players may find rapidly discharging their
WEeapans a mare succe 2y
No doubt for this reason, wrecked
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rarely at the expense of gameplay.
The vertigo induced is impressive

The jumps are often unrealistic, but

onents can be finished off with
ecial moves for extra points
Range, size and speed of target and
e of attack all affect whether a
eapon hits home. This redeems
Vigilante 8 as a game of skill rather than
@ race to wield big weapons. Outrunning
the enemy is very possible, though it can
prolong games indefinitely, Here, the
varied terrain comes into its own, forcing
r to swerve and dodge
to avoid missiles and mortars
e 8 also has a multiplayer mode
highlights aspects that tend to get
sidelined in the single-player game,
such as each level's special features,
radar jamming and special attacks.
Players can also join forces
co-operatively against a customised
selection of enemies. For the sake of
speed, the game limits the number
of onscreen opponents, thwarting
Edge’s attempt to battle nine school
buses simultaneously

Multiplayer is especially successful
because the Al Is pretty unconvincing in
single-player mode. It's not difficult to
see why, considering the problems facing
the programmers. The average combat
game features either Tekken-style toe-to-
toe attacks (trivially easy in terms of Al)
or speedily dispatched enemies like
those in Quake, who have only limited
time to reveal their inadeguacies. Here
opponents die slowly, They also find

W

Not even kid-carrying school buses are safe in Vigilante 8 (above). The
various stages of damage ensure the player’s car rarely looks its best

themseives in a mass of different
situations (different elevations, weapons
and speeds, for example). Vigiante §'s
protagonists are only really convincing
when moving In to attack. After that,
anything might happen. An unsatisfying
close-combat fracas usuaily does

The game lacks polish in other areas.
Car handling is adequate, but far from
perfect and the graphics sometimes lack
finesse. While the environments are
impressive, the cars within them can be
disappointing, with scaling particularly
strange. A smaller Irritation is the
inability to fire special weapons from
the analogue pad

Vigilante 8 is a competern and

2sting game for anyone who enjoys
hing automobiles. But the definitive
car combat game would probably exploit
the sensation of cars driving at speed,
while enabling players to indulge in
violence, SCi's Carmageddon attempted
this, but often degenerated Into the close-
combat brawls manifest in Vigilante 8

As suggested in Edge’s recent Revival of
the Fittest feature (ES7), the case for an
update of Bally Midway's seminal

Spy Hunter grows ever stronger,  |_=

aling
ng

Seven [ 1en

Format: PlayStation

Publisher: Activision

Developer: In-house

Price: £45

Release: Out now

The screen can be split
either vertically or
horizontally for two-
player games (above).
V@'s deathmatches are
particularly enjoyable
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Format: N64

Publisher: Nintendo

Developer

Left Field Productions

Price: $60 (£40)

Release: Out now (US)

Like most of today's
sports games, Courtside
rs players the
opportunity to choose
between a variety of
camera positions

| EDGE JULY 1998

KOBE BRYANT IN NBA COURTSIDE

While Left Field Productions’ title plays a fine game of basketball, some of the
slam dunks can leave players wishing for something a little more spectacular

. hile a game based on basketball is
unlikely to dramatically increase
the Ned’s current sales in the UK, aver
the Atiantic, where the sport is
unimaginably popular, Kobe Bryant in
NBA Courtside Is certain to make a
popular addition to the machine's limited
range of basketball-ingpired software.

Developed by Californian-based Left
Field Productions, this Is the first title in
Nintendo's new sports givision which will
soon double its membership with a
forthcoming baseball game from US outfiy
Angel Studios.

As Its name suggests, this is a fully
licensed product - endorsed by Bryant -
ang as suich contains 29 NBA teams with
endless pages of current stats to keep
the anal-retentive content while those
prepared to venture further can create
their own players. After finding one of

The game’s replay mode
allows the action to be
viewed from any angle

the many cameras on offer that best
suits their style, players can engage In
the oncourt action with up to three other
joypad-yielding individuals or take their
chances against the CPU.

Visually, the game runs In
medium-res mode and aithough hardly
groundbreaking, 2ach player boasts
enough detail to be easily identified by
his individual characteristics (facial
texture mapping, for exampie). The
animation for all of the moves, too, is
Impressive even If more flexibility in
the players’ bodies woulo have been
desirable. The replay optian is
particularly comprehensive, allowing
the action to be re-viewed from any
angle as well as from the perspective
of any of the players on the court

The gameplay turns out to be
surprisingly good, and once used to the

Visually, the game benefits
Eenﬂy from making use of
e N64's medium-res mode

relatively simple contrals, most players
should be able to perform the vast
collection of moves as well as
introducing combinations of their own
with ease, Each of the players boasts a
limited repertoire of signature moves,
but some of the slam dunks would
have benefited from being a little more
extravagant, which would heighten the
excitement |evel to be more like the
real NBA, The pace of the players may
initially seem sluggish, particularly when
put against previous PlayStation
basketball offerings, but this quickly
becomes less noticeable after a short
acclimatisation period

Nevertheless, Kobe Bryant in NBA
Courtside remains an accomplished
simulation and a decent first title for
Nintendo's sports catalogue. Any
basketball-loving, Néd-owning Individual
shouldn't fail to investigate what s
currently the best example of this [
sport on Nintendo's maching ==

Edge rating:

Seven aut of ten
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As well as trying to fend off attacks
from other bikers, players have to
contend with normal road users (main)

There are numerous points durinsltlle 100 miles of interconnecting road
network where the scenery stretches impressively far into the distance

the first time in the series’ history
players are placed in a three dimensional
world, where it Is possible to take a quick

1 UPCOMINE saries. Any players

particularty ned with winn

yuntain roads, I

and city su

features some (

5 highly con

(e

ne best

Format: PlayStation

Publisher: EA

Developer: In-house

Price: £40

Release: Out now

A total of 12 bikes
divided into four types
and boasting different
handling are available
for players to buy once
they've acquired the
right amount of cash
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Players won't have seen such tiny

footballers since Kick Off. Of course,
soccer always has its bigheads (top right)

E ootball games are one of the
benchmarks by which the
progress of videogames are judged. Most
of them - poorly executed clones,

by the
Il, select few stand
E & New
approach to the genre and reaping the
rewards, both critically and financially
Sensible Soccer was one of those games
But a lot has changed since Sensible’
s when the 14bit Amiga was
Brita ormat of cholce. Even then it
isidered graphically primitive but,
ther titles had more visual flair,
none could match the way Sensi played
The rudimentary graphics were crucial in
allowing a wide, overhead view of
tion, facilitating intuitive tactica
play at great speed. S0, what has been
1ged for this 1998 incarnation of
ible Soccer? Very littie, it would seem
ywerhead pitch view IS retained
alrly ropey closer angles only
still

5

I

avallable as replays. The men
small, but-are now motion cap
look very convincing from the high

Sensible Soccer's wida-anf!e overhead view reveals more of the pitch

than most of its rivals, wh

ch suits its frenetic one-touch gameplay

vantage point of the match view. The
underlying simplicity of the basic controls
Is there as well, two firg buttons instead
of one being the only ‘modern’ concession
Other than that, play Is uncannily
ler Sensible Soc
right down to what must still rank a
finest aftertouch in any football game
The key to mastering Sensible
remains the ability to grasp the way
players tackle and redirect the ball when
they win it. Slide in for the ball and - if
the player wins it — a swift shift on the
joypad or stick can send it in another
direction. This makes possible a myriad
lay offs, interceptions, crosses and goals
However, it does depend an the player
timing a tackle to perfection, with a huge
collection of red and yellow cards the
cost of learning this fine art. Step-in
tackles and rasher flying ones are also
possible, but sliding tackles are by far

the most useful in the fast flowing
matches. Lobbed shots apart, all other
moves - headers, overnead kicks, volleys
and so on —are con

Ttext-sensitive and
fluldly animated in the main match view
Topically, there's a world cup option,
although with no licence attached it's
called a "world tournament’ and players
have lawsuit-safe names like Runaido
and Shoarer, a reminder of less
corporate times in videogaming. Indeed,
that's something that could be said In
general of this new Sensible Soccer. it
plays in much the same way as it ever
did = maddeningly hard at first, gloriously
intuitive (in time - and It's a testament to
Sensi's quality that it’s still entertaining
Not the world beater it was, but i
there's plenty on offer, nonetheless. ~

Edge rating:

Seven ou! of ten

Format: PC

Publisher: GT Interactive

Developer:

sensible Software

Price: £30

Release: Out now

Players will find more
obscure names in their
England sides than in
the Slovenian world
cup squad (above)

93



94

| TESTSCREEN

Format: PlayStation

Publisher: SCEE

Developer:

Game Design Sweden

Price: £35

Release: Out now

Kula World features a
selection of impressive
level designs. m.
once completed, there

is little replay value,
which seve limits
the life of the game

KULA WORLD

| EpeE JuLy 1998

| By gatheringfive fuit from across successive

player must then touch down on all the blocks to receive extra points

a bonus stage is revealed.

frer first wandering under Edge's

gaze at last year’s ECTS in London,
the puzzle game Kula World (previously
Kula Quest) has finally made it to
PlayStation. In the past, Western entries
to the genre have tended to miss the
mark (aithough it has never been a
hugely populated game style). Zed TWo's
Wetrix for the N64 (seven out of ten, E5S8)
has been the most recent European title
of this type. Kula World opts for a more
original approach, with the player guiding
a magnetic ball along and around @
series of ablong blocks. Te complete
a stage, the player collects a number
of keys to unlock the exit, while a timer
decreases throughout.

In keeping with puzzier traditions,
the game jettisons thought of creating a
realistic environment - much to its
benefit. Moving the ball around the levels
500n returns the impression that the
addition of inertia to its animation would
have spoilt the precise nature of the play
system. Kule World is all about making
well-judged leaps, about making neat
progress around the various gangways,
Jumping the many obstacles. Videogame
favourites, such as oscillating spikes and
collectable coins join more unusual
inclusions like semi-invisible platforms,

Advancing through the many stages,
it soon becomes clear that a great deal of
planning has gone into the design of Kula

the left
m.;.mquuspyhgy" Kll:lﬂ

puzzles. Pass the bucket...

Later become fiendi
%&llﬂdlﬂw'&h
segments (bottom)

World. New problems are introduced
gradually, so the player learns how to
deal with them before the difficulty level
Is ramped up. In this respect, the game
Is reminiscent of a good Nintenda title,
eschewing any feeling of having been
‘cheated’. Mistakes are always the
player's fault, not the game's, and much
lateral thinking Is required for success
Kula World is highly playable the first
time it's attacked, Sadly, once the stages
have been mastered, there remains little
incentive to re-play through the game.
One of the genre’s saving graces has
always been a strong two-player mode,
but Game Design Sweden has failed to
properly implement one here. Given
the simple - yet adequate - graphics of
Kula World, it would have been weil
within.the PlayStation’s capabilities
to duplicate the environment. As
things stand, the game is only a partial
success, although it's undeniably
enjoyable for a limited time

M

Edge rating:

Six out ol ten
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In Hero, Bomberman's cute, minimalist
design is extended to the background
scenery. The levels are large, though

he Bamberman franchise has

been a cornerstone of Hudson's
output for almest a decade now, but
rarely has the company deviated from its
standard two recipe menu: ‘normal’
mode in which the player belts around
variety of small mazes blowing up
enemies and collecting gems, ang
‘battie’ mode in which two to four
players try to biow each other away in a
single screen arena. For this latest
venture, however, the famillar design has
been completely discarded and replaced
with a 3D platformer for just one player.
This at first looks lke an act of
commercial sulcide, akin to removing the
deathmatch from Quake

ignore the fact that this is a

Bomberman title, though, and players
are left with a finely-tuneq, colourful and
at times imaginative, Super Mario 64
wannabe. Bomberman is still the leaa
character, of course, and he can still
plant, throw or kick bombs at
adversaries, But now his game world Is
a generous series of ‘free’ roaming
environments ({there are four planets to
get through, each with several sub-
sections) created very much with
platform conventions in mind. Hence
moving pidtiorms, dissolving platforms,
platforms which make you jump higher,

Each of the four planets boasts a different visual style, and a different
range of baddies. The giant chickens on the first are frankly ridiculous

Format: Né4

Publisher: Hudson

Developer: In-house

Price: ¥6,800 (£35)

Release: Out now (Japan)

various objects to collect, for exampie
There are even sections where
Bomberman has to run onto & piatform
which shoots him through the air
collecting gems all the way - at least the
Odesigners NavVen't just gone out there
and cribbed Mario 64. No, they have
cribbed Sonic the Hedgehog, t0o.

Those expecting a challenge on par
with either will be sorely disappointed
Although Bomberman Hero is a far from
linear affair and does boast a few
surprises, it's pretty squarely aimed at
younger inexperienced gamers, The
baddies (fat robots, bIg chickens, clowns
on beachballs, etc) are easy to dispatch,
the end of level bosses are mildly
challenging rather than infuriating and
the puzzles are kept to a minimum. Plus,
the many levels rarely take longer than
a few minutes to complete.

There are technical problems, 100
It is, §or exampie, very difficult to judge
depth, especially when everything
onscreen is constructed from the same
texture pattern, and there is some
incredibly intrusive fogging at times

Less obviously, the character Is also less
three-dimensionally dynamic than Mario
he moves up, down, left and nght quite
easily but getting him to do anything else
can be exhaustingly fiddly

But for N&4 owners just acquiring a
taste for Japanese platformers,
Bomberman Hero should not be
overiooked. Like Yoshi's isiand, it
rewards exploration rather than speed,
and like Goemon It isn't afraid to deviate

Flying into the screen

from the recipe sometimes and offer { ) es an

something new (there are several "into muﬂnﬁ diversion once

the screen’ stages where Bomberman in a while. Beyond that,

gets to wear @ jetpack and fiy). The levels Bomberman Hero is

are nicely put together and offer a few oty much ’I."mm“'
by-numbers material

taxing moments without ever completely
frustrating the player; plus, the designers
have found plenty of diverse uses for
Bomberman’s eponymous weapon of
choice. Edge s still waiting for an
epoch-making N&4 Bomberman title,
however - but now at least there is [ —
hope such a thing is possible, 1=

Edge rating:
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The 3rd Millennium

Cryo has always been a developer keen
to toy with conventions, and The 3rd
Millennium is no exception. Initially, it
appears little more than a Sim City-style
take on empire building, but proves
itself far more ambitious and complex.
In fact, while relying on the familiar
formula of building construction and
resource use in the early stages, it's
actually a far more intriguing simulation
of political decision making that
presents the long-term challenge to
players. Here is a game where deciding
whether or not to boycott religious
worship can have wider implications
than whether spare land is used for a
farm or military base.

This kind of scope is somewhat
daunting even for seasoned strategy
gamers, but The 3rd Millennium uses
the natural increase in responsibilities
that goes with extra power - success
brings promotion to the governor then
the president, and only when a country
has gained real power is it possible to
absorb the responsibilities for
neighbouring countries.

Even 5o, managing so many variables
proves anything but straightforward.
It's the use of too many sub-screens,
dull charts, and non-intuitive controls
that poses the main ongoing problems.
Making a decision or discovering what
the current state of play is Is
ridiculously awkward. Even when real
progress has been made, there’'s little
onscreen acknowledgement of the fact
- merely more charts to analyse.

Wwith such pedantic dedication to
facts and figures, a week in politics can
seem like an absolute age in The | —
3rd Mitlennium. i

Edge 1ating:
Five out of ten

PC Cryo
f£3o Out now

In-house

Castrol Honda Superbike
World Champions

Developed in conjunction with the

Castrol Honda Superbike t2am
Interactive Entertainment’s simulation

hensive atfair, with

is & fairly comg
seamingly every aspect of this sport
taken into account

A glance at the manual reveals
a technical breakdown of Honda's
RVF-RC45 (the only motorbike
available o players, incidemally) as
well as a guide that is designed to
help vkers extract the most from

ther machine as they lap the circuns.

championship and race the ten

courses set in England. Greece.

Indonesia and the US, before coszing

the

race track -

all of which are faithtu

from thesr real lite counterpans
Sadly, this attention Yo realism

has come at the price of playability

21, only the

Of the two views on

ns jerkly — and, f

y - into corners
Somehow, the whaole thing fails to
capture the excitement of a real
Superbike season. There are 20-odd
other riders on the track at the same

time, but these fail 1o display any kind
of collective intelligence, let alone any
form of indvidual Al The replay
sysiem doesn’t help either, having

the irritating tendency to switch from

-style broadcasting 1o the

ummvolang chase cam

On a positive note, the game is
remarkably accessible, allowing riding
aids such as brake and steenng
assistance to be switched on and
damage 10 be disabled. But
unfortunately, this s hardly enough 10

disguise the game's main e

inherent faults.
Edge 1ating
Five out of ten
PC Interactive
Entertainment in-house

£30 Out now

Hot Shots Golf

Golf purists will no doubt despise SCEI's arcade-inspired club-swinging
offering. However, in Japan, where this sport is taken rather seriously, sales

of 1.4 million units since its release represent a reasonably strong argument -
for the fact that, occasionally, for certain activities, a light-hearted approach
Is preferable. As such, Hot Shots manages to achieve the almost Impossible:
to turn the game of golf into a cutesy and "fun’ sport.

Despite the high degree of accessibility resulting from the simplistic
nature of the controls and the clarity of the onscreen information, there is
plenty of depth to be found hiding beyond the cute Japanese graphics.
Players can perform any of the strokes, as well as add most of the effects
seen in detailed golf simulations, with intuitive ease, and the game offers
comprehensive yet accessible tutorials covering all major golfing aspects

The graphics complement the arcade feel of the game competently by
renouncing any form of realism in favour of a8 more cartoony visual approach
That isn’t to say that Hot Shots boasts littie in terms of technological
accomplishments: the ability to manipulate the camera in realtime, in any
direction for the length of each hole, is particularly impressive, as are some
of the replays and the way that the camera pans in an attempt at keeping
track of a player’s shot

In addition to the tournament, match play and versus options, players
wishing to practise their putting can do so courtesy of the mini-golf mode.
Other than these modes, only one of the six courses is initially available, as
are two of the ten super-deformed characters but, naturally, all become
accessible as the player masters the greens. An interesting addition is the
ability to bet on certain shots (the longest drive, nearest distance to the pin)
during a four-player match. This introduces yet another competitive aspect
to the game.

Despite all of the features, Hot Shots Golf s strength lies primarily in its
playability. It may not boast the level of realism of most of its more
advanced and solemn counterparts, yet it easily proves to be far more
enjoyable than all of them

Edge rating

Seven out of ten

$35 (£22) e

Playstation f SCEA SCE! 2 Out now (USA)
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Wreckin Crew

Telstar's heavily delayed road-rage title
is obviously intended to provide
PlayStation gamers with the sort of
slapstick racing offered to Nintendo
owners by the Mario Kart games. Both
titles place as much emphasis on the
collection and use of power-ups as
course navigation and, as with Mario
Kart 64, players get to choose from a
selection of characters, each with their
own brand of vehicle.

But from there on in, similarities are
few and far between. While Nintendo's
game delivers unadulterated cartoon
fun and coin-op levels of slickness,
Wreckin Crew proves far less assured.
Why provide players with a range of
mostly unlikeable characters, for
instance? And while the idea of opening
up courses to enable the discovery of
shortcuts is welcome, it's a move that
reduces the pure racing element.
Indeed, with the proliferation of speed
boosts and other power-ups, races are
rarely neck-and-neck affairs.

The tracks themselves are actually
well-conceived, If a little garish, with
the various themes - including New
York, Theme Park and Mediterranean -
packing in much incidental as well as
interactive scenery, not least with the
numerous parked cars. But any impact
they may have had is rendered obsolete
by a game engine that dispenses with
such crucial elements as fluidity, and
decent vehicle handling.

Wreckin Crew may be fast, furious
and loud, but its racing Is rarely as | —
entertaining as it should be. e

Edge rating:

o
ot

k1

S MTIN

PlaysStation
Quickdraw

Telstar

. £40 Rz out now

Deathtrap Dungeon

While, rather inevitably, being
something of an anti-climax,
Deathtrap Dungeon does at least
succeed in offering a refreshingly
arcade-biased view ol the lan
Livingstone's fantasy game world
recalling Tomb Ravder in many ways
without ever feeling too much like a
retread. As with the PlayStation
game, the emphasis is on puzzle
solving (combat proving & touch
simplistic), with the twenty-odd levels
managing to pack in an extraordinary
number of architectural flourishes and
well-handled set pieces

The gameplay marrars that of the
console version, the joumey through
the dungeon of the title viewed from
a third-person perspective. Much
work has obwously gone into the use
of this remote wview, with the camera
cinemancally doflyng, racking o
switching angle in key locations.

Surpnsingly, such tricks don't
disorientate — rather it is the enclosed
spaces that tend to cause the
problems, with all sense of direchon
disappeanng as the camera altempts
1o find a vantage point

Graphically, the PC version
obviously offers greater clanty, with
both software and accelerated
modes piling on the translucency and
light-sourcing effects. But the extra
resolution does have the unfortunate
characteristic of highlighting the best
end worst of the game art. as
cartoonish (and badly-animated)
mansters and texture work cccasionally
clash with the noir-ish atmosphere

Although lacking the refinement
and sense of newness necessary 10
seriously challenge the position of
Eidos’ other blockbuster, Deathtrop
Dungeon is certainly worthy of
attention, though not, s Eidos might
suspect, because of the =

presence of a busty heroine GE=

Edge rating: i
Seven out of ten

PCF Eidos
Asylum {40
Oul now

Ubik

With a storyline based on a short by Philip K Dick, and a game design
embracing the ideas at the heart of the new unit-based wargame genre, Ubik
ought to be a resounding success. On paper, it's hard to see how Cryo could
have better implemented this episodic battle between psychically-gifted
agents and equally supernaturally blessed corporate spies. Sadly, there are
just too many errors of jJudgement and problems with the execution to secure
Ubik a place alongside that other Dick adaptation, Westwood's Blade Runner.

Crucial to the control of the group of good guys is a mouse-driven
point-and-click system that is not unlike those utilised in realtime wargames.
But while it's a format that works well in conjunction with an overhead
viewpoint, it immediately creates a number of problems here. Combined
with sluggish frame rates (on all but the most powerful PC), it's a pain trying
to direct characters, and even trying to select a target to fire at proves hit
and miss - accidentally clicking on an area mere pixels from an enemy
causing the team to run toward rather than fire at the oppaosition, for instance.

The decision to use selectable static views of locations also brings
further complications, with a jarring viewpoint causing disorientation, and
anything except the overhead views making it a pain to draw a selection box
over several characters at once. Splitting teams into smaller groups for mare
complex manoeuvres - something that ought to be central to a troop-level
game such as this - just adds to these control problems.

This lack of precision and flow in the user interface is all the more
disappointing because so many other aspects to Ubik positively bristie with
potential. Character attributes are balanced just right, with the psionic
powers complimenting the weaponry, and the bilend of strategic freedom
within tightly plotted missions enabling the design to make good use of the
background material. That said, even some of the levels prove rather
formulaic, with too many generic corridors to run down, and too little in the
way of character interaction,

There are enough moments of invention to suggest that the unit-level
action wargame may yet provide the next major step forward for the post
Command & Conguer generation. But while good at providing a taste of

things to come, Ubik is never together enough to convince as a =
playable enough experience in its own right. R
Edge rating

Five aut of 1en

at. PC Publlisher: Cryo ©

In-house £40 Out now
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While it may not have quite reached the
horizontal shooter's premier league
populated by the likes of Gradius and
R-Type, Techno Soft's Thunder Force has
garnered enough fans over the years to
now reach its fifth incarnation. Now,
they have to make that tricky decision
on how best to incorporate the
obligatory 3D’ into its structure.

It would seem, however, that the
lacklustre effort of Gradius: Solar
Assault and the dreadful 3D versions of
older classics like Galaxians and Xevious
have given Thunder Force an ‘if it ain't
broke, don't fix it' attitude, resulting in
the third dimension being relegated to
cosmetic use only. This still remains a
shooter where everything happens
from a side-on perspective and, as such,
its appeal and success relies on
challenging gamers with years of
experience in avoiding screens full of
tiny, fast-moving particles. Fortunately,
with a setting on anything higher than
‘kids’ the screen soon becomes
completely awash with ludicrous
amounts of typically Japanese,
stylishly-designed enemies and flak.

The only concession to newcomers is
a power-up system that never leaves a
player stranded and weaponless after
having lost a life,

Although it steals ideas from Darius
to Sidearms and Is, like so many
Japanese releases, far too short,
Thunder Force's 2D appeal to old school
gamers is undeniable. But Square's
recent Ehinhander has shown that there
Is still a mainstream market for this
type of ‘no thought required’ blaster, if
the flash 3D element is handled
correctly. Maybe Thunder Force VI on

Sega’'s Dreamcast is where the =
series’ future really lies. gll—
Edge rating:
Six out of ten
I Satwn Tecno Soft
In-house | ¥5,800 (£30) ¢

Out now (Japan)

Army Men

Army Men amounts to complete
windication for all who questioned the
viability of a game based upon plastic
model soldiers. The pygmy stature of
such a concept has been reflected in
a clumsy Cannon Fodder-esque shoot
em-up, featuring ethnic conflict
between the Greens and arch
enemies, the Tans

The player is a Green who is able
10 recollect his singie-frame forebears
by adopting ‘classic’ kneeling, prone
and fiting positions. Running about
arge war-tom, and talent-free maps.
opportunities abound to collect extra
weapans, medi-packs and power-ups,
while simultaneously battling the
differently-pigmented foe and the
awkward control system

Play 1s conducted wia linear
missions that offer little innovation or
strategic choice, The player plods
from way point to way point before
eliminating the target in some of the
most lacklustre of set-pieces. The
achon’ takes place over pootly drawn
landscapes bereft of imaginanon
gesthetic appeal and hope. The
sprite-based graphics, anaemically
denied sutficient animation, totter
arcund in a world lacking in detail

The CPU foe are stickless for
orders: they ngidly man thew posts
and, incapable of initiative
mechanically patrol routes and wait
for the player to find his range. But
the killing blow is the missing-in-action
save’ option. The appallingly limited
resolution means many foes snipe
from off-screen. Combined wath the
ungainly contrals, the player ends up
staring into the ‘mission failure’
screen with tedious regularity

Pep-ups like toting a bazooka
manning 4 plastic tank, or issuing
basic commands 10 & squad of fellow
Creens can lift play beyond the
attritional, but they can't diven
attention from the game's _i
running sore flaws forlong. | =

Edge rating:
Faur put af ten

5 PCF . Ubl Soft
Studio 300 £30
Out now

Wonder 3: Arcade Gears

Bastion of a golden age in 2D gaming and revered by hardcore gamers, it's
surprising that Capcom has taken its time to join the retro-gaming throng.
The relative obscurity of the titles included on this third-party Saturn and
PlayStation compilation is perhaps a sign that the company is saving the
best of its back catalogue for its own retro cash-in later in the year.

This little known coin-op first appeared together in Japan over six years
ago, sinking ungracefully at a time when side-scrolling action games were
gradually being ousted in favour of beat ‘em ups. But, particularly for lovers
of the original Capcom style, there is much to enjoy here - and especially
because there are three very different game styles included.

Roosters follows the well-used template of previous cute and colourful
Capcom platformers like Ghouls ‘n’ Ghosts and Willow, offering detailed and
colourful backdrops and character designs, that still look fresh by today's
standards. Similarly, the shoot ‘em up mould of Chariot aspires to the same
audio and visual standards, even sharing character graphics. But, as with
many arcade games that rely upon visual, rather than gameplay innovation,
this brace from Capcom's past are undermined by fairly typical and somewhat
dated gameplay. A lack of levels in both doesn‘t bode well for longevity, either,

Ironically, Don’t Pull - the least Capcom-like game of the trio - is the
most entertaining. Capitalising on tile-based puzzie elements pioneered by
the Bomberman series, this ultra cute affair may lack the visual extravagance
of its handsome stablemates, but it delivers some typically engaging gameplay
embellished with the kind quirky visual touches synonymous with Capcom.

With the Saturn and PlayStation currently monopolising the burgeoning
retro gaming scene, this release will provide ample entertainment during [ —
the wait for Capcom'’s reanimated gilt-edged classics due later inthe year. | =

Edge rating
Seven out of ten

_AD2TASA2 M1

' TTAT

PlayStation, Saturn ¢
Out now Uapan)

Capcom in-house ¥5, 200 (E30)
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Forsaken 64

While Forsaken's finest outing was
indisputably the 3Dfx networkable PC
version, Iguana UK have worked
wonders with its Né4 edition. Running
on a console that is fast garnering a
reputation for being less than forgiving
with programmers, Forsaken is the first
game to create a serlous ‘real world’
environment on the Né4, light it
properly, and not leave it feeling like a
compromised PC port.

Along with the sumptuous lighting
effects — laser bolts that light up the
Descent-like tunnels as they fly,
dazzling explosions erupting from the
darkness - Forsaken é4's main claim to
PlayStation technical superiority is its
four-player mode. Running in the same
two-by-two window split as Mario Kart,
Diddy Kong et al, the multiplayer mode
Is astonishingly smooth, even when in
close-fought four-way dogfights.

Unfortunately, as Extreme G,
Acclaim’s other futuristic N64 release
proved, perfecting a multiplayer engine
is not the same as perfecting the way it
plays. Too often, multiplayer Forsaken
turns into an arduous search for people
to shoot at, followed by a few seconds
of a confusing and unconvincing fight to
the death.

As with the PlayStation and PC,
then, Forsaken's strength is In its
single-player game. The Né4-specific
levels, multiple route system similar to
Starfox, and pleasing overall difficulty
should go some way to calming the
nerves of N64 owners worried about
the apparent dearth of competent
third party releases. With luck,
programming of this calibre can become
an expectation for all Né4 titles =

developed across multiple formats. =

Edge rating
Eight out of 1en

L LT Acclaim Iguana UK

& £60 Out now

FIFA World Cup ‘98

Given the success of its pre

Wwarld

it was perhaps inevitable th
Cup 98 would be a polished, visually
accomplished but, above all, ‘familiar’
footballing expenence

In practice, though, World Cup
94 is faster, with play somehow less

measured than its forebear. After

receiving many requests
the speed of its FIFA titles, EA has

rease

mcluded the option to alter the pace

of matches on a sliding scal
highest setting, this ensures match
are played in a manner that
Bushnell would find strangely familiar

olan

but, as the song goes, the public gets
what the public wants

indead, EA appear to have spent
the (notably short) petiod of time
between launches addressing crmcisms
of Road to World Cup 98, It's
perhaps its tweaking of player Al
that Edge finds most amusing. A
common moan of RTWC '98 was its
players’ propensity for running balls
near touchhines out of play. Now,
players must move ‘around the ball
until they reach a positon where they
can proceed without conceding 8
throw-in or comer

Presentation is shick, and its

execution 3 work of consummate

professionalism, Des Lynam's
and John Motson's opening asides
are given extra credibility by superb
pre-match sequences — players
warming up and fidgeting as strains of
national anthems can be heard. Where
fluent and comfortably accomplished
ncidental detail is concerned, WC ‘58
is almost comparable to your average

home-grown Nintendo release.

Ultimately, ‘98's basic core
of gameplay remains unchanged. For
RTWC ‘98 owners, it's a purchase for

the completist of the extravagant; for
the uninitisted few, an opportunity to

see a commercially evergreen

franchise in rare form 1.

Edge rating:

Seven out of ten

L PC EA
In-house e [30
Out now

World League Soccer 98

Considering its developer's experience in the field of videogaming football,
World League Soccer's pedigree Is commendable. And on paper its features
list is certainly ambitious: from genre mainstays such as one-two passes,
through balls and unlikely volleys, to an impressive roster of selectable
teams and leagues, it more than fulfils the basic requirements expected of
modern football games. Thankfully, once on the pitch, WLS ‘98 also proves
one of the more playable examples of the current polygonal World Cup
contenders, with a highly accomplished two-player mode (up to four players
via a Multitap in the PS version).

Due to its complexity, the control system Is Initially awkward and some
players may experience a few minutes of frustrating play as they get to grips
with the vast array of possible moves. It is very detailed, though, and, once
mastered, Individuals should find its passing system can be used to craft
refreshingly intricate play, with one touch passes and the comprehensive
heading possibilities rapidly becoming second nature.

There are, however, a couple of minor quibbles. Gamers are not given
complete freedom over the ability to switch control between players, and
this can occasionally limit the variety of defensive play.

Also, many formations lead to a concentration of players in the centre of
the park. This allows canny individuals to perform largely unopposed runs
along either touchline, before making a cross into the box. However, this is
true of real life football and there is the option of customising every aspect
of the team's playing tactics including the ability to completely restructure
the team’s formation - it’s simply a case of selecting the number of
forwards, midfielders and defenders and placing them in the manner that
best suits the player.

Nevertheless, in a market where Konami and EA respectively brandish

considerable creative and commercial clout, Silicon Dreams’
unlicensed effort is up there with the best.

Edge ating

Silicon Dreams

PC (version tested), PlayStation, Saturn Eidos
E30 Out now
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ARCAHDE UIELW

SOUL CALIBUR LT

NAMCO RE-ENTERS THE WEAPON-BASED COMBAT ARENA WITH SOUL EDGE 2

m aving appeared in lapanese arcades in
1994, Tekken represented something of

1 departure for Namco, whose previous efforts

Developer. Namco

Release: TBA
Origin: Japan

remained rooted in the racing and shoot em

up depart 5. Although an unque

1ably

1, Tekken nevertheless follo
s Of other previous

em proving the only

of weapons during the |
g each other
ed 3D arenas
iels, the company

15 decided the ime has come to update its

emup

Soul Calibur then, is Namco's latest arcade

em 12, the game has

button combinations enable

Straightforward joystick and
’ a variety of defensive moves

Unlike previous fighting games where the action is limited to a restrictive 2D plain with 3D backgrounds, by tapping and
holding the joystick players can get their character to move around the arena as a method of trying to get around their enemy
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a guard and kick option as well as horizontal
and vertical weapon attacks. In traditional beat
‘em up fashion, combining joystick instructions
with button tapping allows a variety of

offensive and defensive moves. However,
unlike previous 3D fighting titles, players have
the freedom to run around within the

confinements of the arenas in an attempt to

out-wit their

versary

Three new ( Cters have joinec

ter of th

original line up: Kilik, a secret
Chinese Ling-Sheng su Style Rod art of death;
Voido the Italian, who developed his own
fighting Styie after his parents died in a war;
and Athens-born Sophita Alexandra whose
country formed part of the Ottorman Empire at
the time, which would explain her short sward
and shield obsession

Soul Edge proved particularly popular in
Aslia and by not straying too far trom the
criginal concept, Namco shoulc
a similar performance for this segue

| eNSLre
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y The new contestants
have retained the

3 overall look of their Sou/

" Edge predecessors

)

e

Some of the characters' many special moves are impressive, and are usually acmmpanied by extravagant visual effects. The
quality of the graphics is remarkable, but a faithful PlayStation conversion shouldn’t be impossible after the stunning Tekken 3

Ty T

f
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JNIRTUA STRIKER 298

REALISING THE LUCRATIVE POTENTIAL OF THE WORLD CUP, SEGA UPDATES ITS POPULAR TITLE

Developer; Sega Ithough Virtua Striker 2 has already
m enjoyed a release last year, Sega nas

decided to reprogram the entire game 50
as to get it running on the latest version of
its Model 3 board, just in time for the
forthcoming World Cup

The increase In processing power has not
resulted in a substantial leap in graphical
quality, with the visuals remaining surprisingly
close to VS2. The first noticeable difference is
the replacement of certain teams in order to
reflect the 24 imernational squads that have
actually quatitied for this year's toumament
However, this is not an official game, and
Sega's only license deals just cover the
Japanese team's uniforms and the official ball

Once into the game, the other alterations
become apparent. The number of farmations
has increased from five to seven, and it's now
also easier to switch between offensive and
defensive play. Furthermore, goalkeepers can
now pass the ball once it's been caught and
when taking a free kick players are abie to
choose one of several play options

lThe replay mnd:‘uﬁersa their chance of scoring. Also, the replay angles
arge selection of useful ., and mare statistics are
aurrdr e have been tweaked and more statistics ar

whistie has been bDlown
Although there are countiess console

football titles currently flooding the market,

|

‘ displayed during half-time and once the final
| Virtua Striker 2 98 remains one of the relatively
|

few decent examples of soccer to hit ‘ m'gnmdﬁﬁ E:L":“':: :l“;:h
arcades in recent times E

Although ﬂi"ﬂ"' on consoles, arcade football
titles are becoming a sparse commodity

W St Y =

As with previous Sega football offerings, the animation in this 1998 edition
of Virtua Striker 2 is remarkably realistic and has gameplay to match
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Videogame creation under the microscope

Considering the bigger picture

ince the early days of the PC, it has always been
E necessary to purchase a separate monitor for the
machine, rather than simply using a normal television as
consoles do. Initially, these monitors were little different from
televisions internally, merely lacking the tuner necessary to
pick up broadcast signals, As the necessity to cram more
information onto a PC screen grew, monitors became much
more sophisticated, and capable of displaying images at far
higher resolutions than a standard television (while televisions
are limited to a maximum resolution of 768x576, monitors
now commonly work at 1,600x1,200 and above).

Another problem with televisions is that the image is
interlaced — for each frame, only half of the horizontal lines
are shown, with the result that the picture appears to contain
576 lines, while in fact only 288 are being displayed at any
one time. Since the phosphor coating on television screens is
designed to blur the image significantly, this is normally not
noticeable. However, if the detailed graphics used in games
are displayed, the interlacing effect can be very obvious,
particularly if thin horizontal lines are present, as these will
flicker (an effect which can be observed on the menu screen
presented on the PlayStation when no disc is present).

Even out of these 288 lines, a large number are normally
lost due to the ‘overscan’ effect (where some display hnes are
off the top and bottom of the screen, and therefore cannot
be used), and the NTSC standard used in the US and Japan
fares even worse, with only 480 lines being used in totall

Until recently, these restrictions have not been a major
problem for console manufacturers, as processor power and
memory typically limited games to resolutions of around
320x256 or 640x480. With more powerful consoles like the
Nintendo 64 and PlayStation, however, it has become
apparent that these limitations are starting to cause problems,
especially as PC games now often run in resolutions of
800x600 and above. Since consoles cannot easily move to a
dedicated monitor system like the PC without dramatically
increasing the price of the machine, manufacturers and
developers are having to invent increasingly clever methods
to increase the apparent resolution of the display, without
actually increasing it

One such technique is to rely on the same interlacing
system normal television uses to increase the apparent
resolution by sending two separate ‘frames’, each containing
half of the lines in the image. This is the method used by the
PlayStation’s hi-resolution mode, but the results can flicker
badly, and this mode imposes a serious processor overhead,
making it difficult to use in games. However, the hi-resolution
mode has been used successfully in Gran Turismo, albeit at
the cost of some of the nicer graphic effects such as lighting,
simplified backgrounds and the lack of other cars on the track.

In the future, interlacing may be a more viable technique,
as Hitachi has just announced a television which stores the
interlaced frames and displays them simultaneously,
producing a high resolution display without any flicker.
Whether, with a projected price tag of £1,500 this idea will

Places to visl‘l
Hitachi |
HOTV Headquariers |11

HOTV onfine briefing |1
fon Storm, developer of Damineon

Anti-aliasing can produce a smoother image (right),
but at the expense of processing power and resolution

take off remains to be seen but, if so, it could mean the next
generation of console titles will all use interlacing.

Another technique, utilised by the N64, is to anli-alias the
image, by taking a high-resolution picture and combining the
colours of adjacent pixels to produce a smoother, lower
resolution version. This can give the illusion of a higher res
without actually requining the physical resolution to do it
Unfortunately, this technique tends to blur detailed images
and 1s very slow to perform without customn hardware.

While these techniques all use the standard television
resolution, and merely make it look more detailed, the arrival
of HDTV (High Definition Television) may enable consoles to
display images at up to twice the current resolution. Indeed,
the Nintendo 64 is rumoured to support some HDTV modes.
HDTV may bring consoles back into line with current PC
resolutions, and are likely to surpass many PC displays in
terms of clarity, simply because television screens tend to be
bigger than normal PC monitors (20 to 22-inch is common,
as opposed to 15 to 17-inch for PC displays). The question
remains whether console manufacturers will switch to
supporting only HDTV (and thereby substantially cut their
target market), or attempt to find methods of supporting —
normal televisions as well as newer models. 1=

lon Storm’s soon-to-be-released realtime strategy sim Dominion, will at least be
visually impressive. It can run in resolutions from 640x480 to a high 1,024x768
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The art of the videogame

Warp's D2 is the first title to be

»” announced for (

gap between mng 011

P and renders such as these has
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MELDING CONVINCING CHARACTER ANIMATION WITH FLUID, INTUITIVE GAMEPLAY 15

PERHAPS THE TOUGHEST CHALLENGE FACED BY VIDEOGAME DESIGNERS TODAY.

EVER SINCE THE FIRST TANTALISING GLIMPSES OF REALISTIC MOVEMENT WERE OFFERED
BY 8BIT TITLES SUCH AS IMPOSSIBLE MISSION, ANIMATION HAS BECOME INCREASINGLY
VISUALLY SOPHISTICATED - OFTEN AT THE EXPENSE OF GAMEPLAY.

NEXT ISSUE, EDGE INVESTIGATES THIS MUCH NEGLECTED ART

ISSUE SIXTY-ONE

ON SALE JULY 17
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