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ENTER THE FUTURE OF INTERACTIVE f!l~l!!j~~~~l:.~W 

rl1 
nd so the relentless pace of 

... technological change continues 
unabated. Dreamcast marks the 

second 'next generation' of videogaming 
technology to be embrace d by Edge (or 
the third should anyone feel that the 
300 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 excell ence. 

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, I just never grew up ... 

Jason Brookes 
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EXPRESS YOURSELF IN EDGE - WRITE TO: LETTERS, EDGE, 30 MONMOUTH STREET, BATH. BA 1 2BW (email: ~""'"'l 

et me tell you a story. It was 

the start of the month and I 
bought a copy of (die (as usual) 
and (as usual) I read it cover to cover. 
The 15th rolled along and what did 
I see but another copy of Edee. 
Different cover. must be a different 

issue, right? So - like always - I 
bought it there and then. It was not 

until I got it home that I realised 
that it was the same magazine. 

I hope you are happy with 
the extra £3.50 that you made 
out of me. I 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. 
vi. em. l. 

(die 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 Edee 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 

E58 had two covers featuring rekken J characters Heihachi and lGaoyu. Was 
this a cynical attempt at selling more copies? See Ours 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. 
I reckon the average player will 
be through with Leon in four or 
five hours - not exactly Final 

Fantasy VII. 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 

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! 

MkhHI Snodden. 
vi_ em_11 

hat is your problem lately? 
Did Edee sign up as a 

member of the anti-female brigade? 
In E57 (Out There), you say 

that women shouldn't advertise 

Dead or AI (:l 

the female 
characters' breasts 

no "lal male loves to sep 

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 anyvvay, 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 £so. 

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

• 
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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, videoga mes 
are fantasy, even a magazine like 
Ede- must understand that. 

I have come to the conclusion 
that Edp either a) hates women, b) 
are homosexuals or c) has no dick. --. - le 
Interpreting Edge's comments as 
misogynous is like equating 'sexist' 
with 'seX'(. tt'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 ca r 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. 
8uying cars and parts from 
manufacturers all over the world. 
Holding race meets where you enter 
your personalised cat 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 I 
sell my ideas to Sony? 

Chlz.o EJlndu. 
vIII ... n 

Judging by the specs of Sega's 
Dreamcast (see the machine this 
issue on p68), PlayStation 2 may 
be all you need to reali$e 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-S 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 (ES8) 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? 

I 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 

MIInuel Mllnio. 
Italy 

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 

11, Ill, 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 Benerlc, 

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 

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, fron 

Soldier, anyone?), but the majority 

were just garbage. Was it Atari itself? 

Again, yes. I had a Jaguar (still do) 

Boelng 737 'slmpson's Jet' 
to give a toss 

I finish Battlezone .. .' 

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 J 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. 

• 
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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. 

J.mes Glen. 
(stili. plssed-off J. p.r owner) 

vt ...... 11 

re you prescreening less 

games than before? Frankly, I 

find myself wanting to switch to 

reading another mag because of the 

imbalance of games reviews in 

Edee. You seem to have a huge 

VIEWPOIN T 

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. I 

have spoken to many of my friends 

who also read Eel .. and they agree. 

Please, return to the glory days of 

Ed .. when you used to prescreen 

many more games. I know it may 

be a lack of developers giving you 

shots, but there are a huge amount 

of games out there, really. 

Domlnk GUes. ..­
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 I finish Battlezone .. 

Mr Walker, you would be well 

advised to do a little research before 

casting such aspersions on a very 

challenging hobby. I 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. I wouldn't dream of criticising 

your obvious obsession with 

videollames; how dare you mock 

a hobby I 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 I mean. 

Dn .. Manton. 
vl. em.n 
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C!Ltti 
The latest news from the world of interactive entertainment 

DREAMCAST SPEARHEADS SUPER CONSOLE ATIACK 
Can an esoteric new brand revive the fortunes of a console giant? 

luo Okawa, chairman of Seg. Enterprises Ltd is quietly hopeful that. 
'Dre.mc.st.will become the de fado standard' .mone videoa:.me systems 

-' 

~I' president Shoichiro Irimaji,i (main) delivered a eul0g'*laden speech 
for the comp.ny's new golden child, Drumc.st. TetsuYI MIIUguchi (of Sego 
Rally fame, top right), Nagoshi-san (Scud Race, centre), and Ok.mur.-san 
(marketing manager, right) were in good humour at the following party 

n the 21 M~ 1998, sega Enterprises ended months of speculation by 
confirming the existence and specification of a successor to its Ill-fated saturn 

console. TOkyO'S sprawling New Otani Hotel made an impressive backdrop to the 
launch cooference and following party, both of which took on a celebratory air. 

The initial presentation took place before a 1,(xx)-stroog audience of invited 
press, members of the development community and selected ghtterati. The back of 
the hall was tightly lined. Standing centre stage beneath a vast videowall, 5ega 
president Shoichlro lIimajir1 set forth the company's plans. 

'TOday, we proudly announce another milestooe in sega's business: he began, 
before Claiming that the new console would deliver, 'a revOlutionary dream game 
world for the 21st century.' 

He revealed that the new machine's 'Katana' develOpment name has been 
jettisoned in favour of the more esoteric moniker, Oreamcast. Aside from the deep 
orange and ethnic logo, chosen to represent the conSOle, the most striking - and 
important - facet to the launch is that the Sega name was nowhere to be seen. 
Oreamcast IS a new standalone brand, stated by Irimajiri-san to be, 'The system Ofl 

'Nhich new videogames development will flourish.' 
TO back up thiS claim, Irimajiri set forth three 'strategic aims' designed to ensure 
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Dreamcast's compact casing 
was overshadowed by its even 
more stylish, understated logo 

DREAM CAST SPECS 

128tHt IUSC Httac:hI 5tH 200MHZ 

Yamahl 32b1t RISC, 64 d\anneI$ 

16Mb SORAM 

2Mb 

8IC Instructlonl16IC datal1281C 

CO-ROM buffer 

33.6Kbp$ (V34) 

VGA and 64OX48O Interlaced RF 

• 
1Gb ptOprietory fonnat. 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 WindO'NS 

CE, Dreamcast's 'user·friendly' operating 
system, then made a brief appearance 
on video. His assertion that 'Dream cast 
wi ll lead to the broadest selection of 
games ever seen on a console system' 
came as little 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 'dream cast' of hardware partners. 

spokesmen for Hitachi (CPU), 
Yamaha (audio, CD-ROM), and NEc/ 
Video logic (co-suppliers of the PowerYR 
Second Generation graphics card) were 
wheeled on stage for a photo shoot, 
prior to the meat of the announcement. 

Irimajiri 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 Maria 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 demonstrations 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 Kenj. 
Eno (centre), while Bill Gates 
paved homage via videotape 

about and then 'sliced' the multiple 
displays in half. To the sound of an 
a cappella Chorus, the screen then 
trundled 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 NEe who were in ebullient mood 
evangelising the PowerYR Second 
Generation chipset, having just received 
a shot 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 
good precautionary measure in 
the run up to November 20 .. 

NEWS 

5ep's Sholct*o ertrnajIrI has broken 

the silence that has SIYoudecI the 

CClfTIPIOY's new coin-op board NaOmI. 

III his interview ¥IIttI1 Edp (see p7HS), 

he states that, 'The NaOmI arcade 

system is related to ore.ncast. but 

WII be more powerful.' 

MIny had suspected thIS to be the 

case. with VIdIIoqpc's P'(MtefVR 

second GeneratIon chipset providinS 

the hOr'sepower rot both 5ep's hDme ........ .,...... 
Further Investlpdul. b'fEdll 

has t.m/eIled detaIlS of NaomI's true 

potential. BecauSe of the wtIf PVR2 

deals with the screen in tenns of tiles, 

It is possible fOr NaOmI to be a totally 

scaIHbIe system. 5ep's engIneeB 

can specify ettt1er two, fOur or SIXteen 

PIIR2 boards to IU1In peraIIeI, with 

minimal bariI:I'Mtttti prOblems. Eacti Of 

the cards handles its half. QUIft8r or 
sIXteenth of the display. provIdins 

incredible performance at IOW cost. 

£dp's source also daimed that 

the minirnLm screen arH contJOIIBd 

by a single board could be • tie of 

32x16 pbtets in area. HC/WeII'ef', gM!n 

that the sbcI:een boertI setup would be 

capab6e Of 15·20 mIIIkIn poIyp1s per 

second, ~ more complex wOuld 
seem unwarranted. 

5ep's arcade Ii\IIsIon IS desperatety 

in need of a cheapar solution fOr ItS 

high-enCI titles. Model 3 has proved 

prohibitivety expensive for smaller 

arcade operators. and profits fOr the 

NIc dMsions have fallen In recent times. 

ACCOrding to Edp's contact. a sixteen 

board setup could cost as little as 
[320 (S500), a fIIure Which would 

return AM games to mudi more 
affordable prtce levels. 

HCI'fiIe\I'8f, it's unclear wt\at 

confIguratiOn of RAM and processor 

(or possible ~ proces:sorsI 

would be needed to back up the 

PVR2 boards. AIJdItIoMItf,.1ow-cost 
replacement for the .... ST-V 

5aturn-besed svstem could be 

construct1!d from a twin cartI set-up. 

" NaomI doeS deliver the 

performance ~ by the SIXteen 

bOard confIpJradon, 5ep's arcade 

titles will undoubtedly stay on top 

of the coin-op tree. I>nf ore.ncast 
conver1lons at a later date COUIcI prove --. Edp awaits official confirmation Of 

NaOmI's specificatiOns wtthlntereSt. 

09 
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NEWS 

E3 '98: VIDEOGAMING'S SUPERPOWER SUMMIT 
Nintendo, Sega, Sony and a host of PC publishers feel the heat at gaming's annual jamboree 

Over 40,000 delegates 
crammed into the Georgia 
World Congress Centre 
for El. A Mario fountain 
provided brief respite 

Cutting Edge Cutting 

Those who sat sat through the Parosite 
Eve demos were rewarded with a brief 
glimpse of F;nal Fantasy VIII (above). 
Outstanding PlayStation titles were scarce 

COST cunns 
Console prices are falling in Amefica. Both N64s 

and PlaySIation can now be picked up at seleaed 

retailers for S 129.95 (about (80). The price 

ClIts resuk!mm a new PlayStation pock......nidl 

includes the Dual Shock analogue controller and 

sells for S149. 5o!1y in the UK i-s committed to 

the \WO digitdl coo\JoiIer E 129 value pack. 

• 

-' 

unLE RARE JEWEL 
Conker 64 _ one of the ,. of E:5, ~ peffiaps 

it's U'lSUIpfising that Rare has anoad'; decided 
to convert the Irandlise 10 the Came Boy 

Conk~'s Podtt Tales will anempt 10 tfanslale 

the 3D ~(ense InlO a~, 20 platfoml/ 

RPG game. Rare is also recruiting programmers 

10 WOf1o: on tile wiour c"me Boy . 
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his year's E3 had almost 
everything a gaming pundit 

could real istically ask for. Legions of 
new games, a new machine for those 
self-same faithful, a glimpse of 
Nintendo's colou r Game Boy and 
project X. Not to mention yet another 
opportunity for the industry's regular 
liggers to meet a real life La ra 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. TIle 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 
ConsOOdatioo of the games indusrry cootinoes 

apace. 11 now seems cenain thaI GT !meraaiYe 

wiU pick up vlfgIfl !flteractive foe some S 130 

million. More surprising is the news \hal Sony 

may sell Psygnosts. Founder \an ~'s 

recenl ~re, and Psygnosis. pubIishiog !or 

the N64 adds weigh! 10 the speculation. 
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Nintendo's stand dominated the 
West hall. Those exhausted by 
ZeldG could pass the time at the 
Pokemon projedile dispenser 
(deht) or by checkine out the 
colour Game Boy (far rieht) 

As witnessed at the Tokyo Game 
Show, MetGI GeG' Solid proved 
popular with attendees. Though 
most took a few minutes to 
appreciate its winning charms 

GoD: TAKE 1 
T Me 2 /ntefactrYe has seo.nd the E~ 

p!..IbishIns ¥Id cislribution fi&hts to tie fim. 
ten PC lilies from Garhenng d Developers 

(see p22). It has also pd.ed IJ!) the distribution 

rights ior'the US, ~ GoD will be responsible 

for its own pob6shirls and markebng. GTi and 

ActNision were amens the rival bidde!5. 

chance to play le/da, Banjo-Kazooie, 
Conker 64 and a range of promiSing 
sports games overshadowed the rest 
of the show. 

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

Inevitably, with Gran Tunsmo, 
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-oiled 
beefcakes attracted many attendees 
and a rotating spyro the Dragon 
attracted Quite a few punters to SOrry'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 
Spre ~, the PlaySLJbOn g«ne from SCEE 

featunng the rnllmOOS pt ~ oIlhe s.tme 

name, WII be published later this month, 

despite sr.ger Geri ('Ginger') HiJIIrNeI! I\aw1S 
abandoned the WOOP. It had '-" 'fHre<j' 

that the ~ of (SIJreti sensiblel Spice 
would see the ga~ caMe<!. 

-' 
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with the hardcore gamer. without a US saturday Night Uve comedian 
PlayStation 2, 1999 will probably be. making remarkably candid jOkes at the 
an even harder time for sony. industry's (and Sega's) expense. This 

A trip to Sega's stand was hardly was followed by a frantic multimedia 
more satisfying. The only clue to the trip thrOUgh Sega's heritage. The 
Oreamcast connection was the close message was clear. Sega admitted 
proximity of VldeoLogiC's stand, which it had made mistakes in the past, but 
dispensed T-shirts to the baying that there was still a company Vv'Orth 
crowds. The games of note were believing in. The stage was set for 
Panzer Dragoon Saga, Burning Bernie StOllar and Oreamcast. 
Rangers and House of the Dead. Not For many, however, thiS was 
a bad swan song for the dying saturn almost an anti-climax. With most of 
platform, but. since all the games the nem having leaked from the 
have previously been played, it was Japanese launch six days previously, 
poor pickings for the Sega hardcore. Stollar found his dramatic pauses for 

Interestingly, a daring raid applause somewhat silent. Stollar 
through the pre-show media visibly flagged as the speech 
blockade suggested Dreamcast was at progressed. But he made gOOd with a 
Sega's stand, if only behind fortified fi nal. unexpected flouriSh, in the shape 
doors. Edge found the kit (still of the first Dreamcast game demo. 
coded Katanaj lying about in boxes Thirty seconds of video footage from 
as the stand was assembled on a Star Fox-style shoot 'em up, wtlich 
Wednesday. For an official unveilin& looked like FMV, left his audience 
attendees packed the US launch at demanding more. 
the Fox Theatre Of] Wednesday night. Away from the consoles, PC 
After WOlfing down canapes, the crQlNd, software - of middling Quality-
murmuring with expectation, raced dominated the Stands. PC hardware 
through parted curtains for the main news was less of a feature at E3 than 
event. For fifteen minutes, this involved it has been recently, with no equivalent ~ 

SONY VS MICROSOm THE REVOLUTION CONTINUES 
AA AtI.mtI's c..IDIe '98 show, Microsoft reponedIy It his JUS! beel ~ thM AM2's antidpate;i 

demonsrr<ded Fot5oJcen I\.II1I"Iing 00 a set-ql 00. rK1f"18 sequel, Da)ofDna USA 2, will be alfT"IPMlbIe 
undef Windows CE. Microsoft 'MlUIdo't name WIth IJreamc,Jst's vus. At the I/efy Jew, It'" 
the dIIp5et inside the box. which was pcM'eIfuI enable ~ to SolVe their MUde prefereoces. 

enough to ws~ a !rime .are of 800i0.600 at Mole ~tv, it cooId enable ~ 10 

6Ofps. Bo1 MIcrosoft did recerrt!y buy CagErrt, line-I\IrIe their GilI'S and ted1niqoes at home 
makers of the failed M2 ¥Id MX hardware. and use the results 111 the arcade. 
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.... of, say, the industry-shaking 3Dfx 
or CD-ROM. 

AMO announced its new AMO-K6-2 
processor, 'NtJich it claims offers a 
four-fold improvement in floating-point 
operations compared to a Pentium 11, 
with a subsequent benefit for polygonal 
grapl1lcs. 30 acceleration is OCNI 

ubiquitous, but ironically, that actUally 
drew attention away from 3D chip 
makers. With excellent mass market 
chips on display from the likes of 
Matrox, S3 andlntel, specialists 
VideoLogic and 3Dfx struggled to 
gamer much interest. 3Dfx in 
particular seemed less of a force than 
of late, although to be fa ir, 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 (AlAS). 

Rare's standard-setting GoldenEye 
scooped four awards, including 
Game of the Year, lending the event 
some early credibility. other awards 

POCKET NEO-GEO 
1'6 &Ill M'IlIID press. details were rae.sed cA Cl 

new hiIndheId games s-,gem from SNk. DJbbed 
Neo-Geo Pode!, the 16b1t ooit fNtures I 

16Cb: 152 pixeI dispI.Jy, pIIong it in GiIme Boy 

terriIoIy. MosI ~ IhoI.Jsh. is the news that 

sa:; is pIInnirls I 0reamcasI ediplor, M'IouIh 
the UlIt is too IMxe to fit In Sep's new joypads. 
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Seca made up for its lack of 
software titles with its usual 
suite of new arcade m.chines 

included PC Action Game of the Year 
for Quake 11, Online Game of the Year 
for Ultima online, and Outstanding 
Art/Graphics for Riven, shigeru 
Miyamoto was also honoured, 
receiving the AJAS's first entry into 
its Hall of Fame. 

of limpid games at EJ, but there runaway sales, Nintendo Will draw 
some comfort from a far superior 
line-up of games. 5ega's down, 
but Dreamcast proved it was 
definitely in the running. Indeed, 
Sega's new machine might be tile 
hrt of the show next year, when E3 
returns to Los Angeles, hoping to 
play host to the industry for a 
successful fllJe-year run. 

were, arguably, less truly awful games 
this year. The PC market has failed 
to capitalise on its recent inroads, 

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

but it still offers much to the more 
affluent hardcore gamer. sonv is 
holding Its market share with a 
fast-fading console and, while it's 
now clear that the N64 is unlikely to 
catch up with tile playStation's 

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

€hInd closed doors at E3, VM labS demonstrated Its 

ProteCt X technology, and also revealed ItS 
manufacturing partners and current buSiness plan. TOShlba, 
Motorola, ActMSIOIl, Fox InteractIVe and PsygllOsis are alTlOllg 
the companies vmo've confirmed they're wor1dng WltIl VM 
labS, on a less posrttve IlOte, 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 propnetary 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 
'Wtllch VM labS has previously demonstrated to Edge. 
Games Will be loaded from the DVD drive and executed by 
the Project X chip. 

VM Labs has revealed that Motorola is its main partner In 

the development of Protect X. AS well as taking a mUlonty 
equity stake in the company, MotOfOla is committed to 
manufacturing and selling the fledgling technology. It has also 
announced an entertainment platform, cOCie-named 
'Blackbird', which will be based around Protect 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 
very least, the chip will enable DVD makers to create mcer 

user Interfaces. Toshlba and ThOmson Coosumer Electronics 
are the first companies to confirm they will incorporate PrOject 
X IntO their High Street range in 1999. 

According to VM Labs, DVD players are entering US 
homes at an unpi""ecedented rate. If a Significant number of 
these eventually shiP With PrOject X chiPS, then an 
Installed base of several million machines might be achieved 
wltIlln Just a few montlls, 

'WhIle DVD has already experienced unprecedented 
sales growth, ProteCt X Interactive DVD will revolUtionise 
home ef1tertalnment: 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 many 
households could buy a Project X DVD-player without 
realising they've also bought a games system. Publishers 
such as ActMsion, Psygnosis, Berkley systems, capcom, 
Crave and THQ, are already looking at the opportunity to 
create games for this largely untapped audience. 

While VM Labs revealed much abOut its technOlogy 
behind the scenes at E3, it inevitably raised JUSt as many 
questiOrlS. IS the strategy cunning enough to succeed 'Nhere 
CD-i failed? Will Project X be free to consumers, or will it be, 
say, an extra SSO? If the latter, is it likely that consumers 
will pay? Expect Edge to answer these questions in a 
forthcoming InveStigation into this intriguing teChnology. 

SUMMER GAMES (APCOM POWERS UP SMALL WONDER FOR N64 
MIddlesex l/nrYersdy ..... be runniI1g , short 

I"I\JOductory games prOS'"arnrrw"IS course this 
summer from J~ 27 to 31. The 3O-~ 
course ...... be IU"I on Sony'~ PlaySIIbOn Net 

y~ wnsoIes. Inlel\'5ted.-.dMduals wnh 

the recommended IPounding II"l C should 
conlatt Or p~ Passmore on 0181 362 6428 . 

• 

--

Upcom's us and ~ br<ndles have 
SIgned deals WIth NOA and NCl to produce 

trt\es; for the N64, AIthoug!1 the first trtIe is to be 

pubIrs!led thl$ autuml\ the! g411Tle ho!Isn't been 

rwned by any of the p.aItIes concerned. .... 

wonders" the ellrly demo cA Ghosts 'n' Goblm .. 

it wrtnessed two years ago could be on Its way .. 

As ~ in 152, ~ is 10 bmg 

a ~ of MIcro Afochme'l to !he N64. 

Acoording to the tomp<lny, MIcro Mcxhlfles 

64 will, ·tk advanl<lge of specific capabilities 

offen:!d by the N64 llant".'.tIe'. A Scotttsh­

based lI1IemaI development team is handIins 
the prOJed. CI!"Id CodemastelS WIll publish. 
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MODERN ART 
The digital era explodes at the onedotzero2 digital film festival 

b " :_. 

he recent onedotzer02 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 
digital work from some of the finest­
generally unsung - digital creators 
around and was notable for including a 
well-received compendium of FMV 
sequences from games. 

The second incarnation of the 
world's only dedicated digital film 
festival was considerably more 
amoitious 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 wIlich was received 
enthusiastically by the crOWds, and 
response was such that festival 
directors Matt Hanson and Shane 
Waiter are now planning to take it on a 
number of sorties overseas. 

Heisenberg's uncertain~ principal 
was explored by Fuel. With a celebrity 
voice over provided by Patrick Moore 

;+=- \ 

I ~ \ ; 

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, went a long way 
towards cementing people's ideas of 

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 others; digitally-captured short 
films from the hotly-tipped prankster 
Edmundo, a showing of the seminal 
anime work Ghost in the Shell, plus 
work from the likes of Fuel. Underbelly, 
antirom and Straw Donkey. 

Festival director Shane Waiter, 
who plans to take onedotzero2 to the 
SOnar festIVal In Barcelona, and is in 
talks with the Edinburgh Festival. 
Exploding Cinema In Rotterdam and 
festivals 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 Daddy' 
(left) ran alongside ColdCut and Hexstatic's collaboration, 'Timber' (right) 

BIG NUMBERS 
Sooy has released its sales predictions for the 

next 12 months. According to the firm's report, 

PlayStation number 50 ml~ion wiU be purchased 

Within the year. Current intemationlll ~Ies 

stand at J2 minion, wrth the modest grey box 

accounting for 22 per rem of Sony's profi\';, 

a toUrl of approx;fTIIltetv f230 m~Hon. 

HEAVY PEnlNG 
The virtual pe!: uare in Jap.1n has reached new 

1eYeIs. ~ are now able to lose ~I with 

anothef breed 01 eIe<tronic pestS. Es:senIiaay step­

counters, the petS monitor how far thetr cwners 

walk everyday, admooishWog them if the distance 

is low. Three designs east. including me 'Teku 
T eku Anger, and have sold CNer Cl milliOfl units. 

• 

--

The Honey Brothers' presented 'Drive all your cares away' as a response 
to the Covernment transport diredive to reduce ro.d tr.ffic 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 
to'Nards telling stones in a different, 
non-linear way.' 

WaIter 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 Wow 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 
mOVing image in different ways. tt's a 
bit like what has happened with ,JSI 
electronic music.' ~ 

BOX-OFFICE BUSTERS 
AcCOf6r.g to a SUIIIe'( by the US Interactive 
Digital Sofrware Association, <ksnibuted at f3_ 

~Ies of compute!" games in America were wonh 
S5.1 billion in 1997. Rental of games aa:ounted 

for another 5500 million. av W8i of COfI1P<'I1SOI\ 

the survey claims !hat US box office receptS 

v.efe oriy fr~ a~ at 55.7 billion. 

Lost in Space's Christi.n Hogue, 
designer of the T1 000 for James 
Cameron's stunning 'Termin.tor 
2', produced 'Tbe Deep' for the 
Wow and Flutter programme 

SEGA LOOKS TO PC (AGAIN) 
After socces.sfuIIy ~ Saturn games on the 

PC, Seg.J is to launch its fim game spedfic.aIIy 

wsems the platform. Code-named Emperor, 

it's a reaItime strategy game !hat plunges pIaye!s 

into the IrTrperiaIi5t I!Jrnuh of the early tM:!ntieth 

tentury. Emperor wiI be the first In a !ne of 

origr~ PC Pfodl./cts from the comp"ny . 

13 
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(out there) 
Reportage from the periphel)' of the videogames industl)' 

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 'Nill be 

used to promote anything from gin 

to disposable nappies. At the 

moment, with World Cup fever still 

in full swin& it is hard to switch on 

the TV and not see A1an 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 obvious 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 

1 1· 1 5-year-olds can get it for £ 1 5 -

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-<llds; 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 
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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 cOP'fNriters, 

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 

--"""" Hideous wmIdv alien (T ommy Lee Cute anUTla:ed adventure r1 ~ an Bm!sh 5peoII Agent fois eW plans 

cnrnnaI (R8f l.io:ltY) engagtS r1 a .lcnes) plans danng escape from eponymous hol.r'\d enttlS a r~ for wor1d dornmanon Loads 01 

What ' s It all 
about, then ? 

one-man int~Ulte <:I11'Tle WlNe In I'lIgh~ food IKtOry . .lean-Plefre contest and WU'IS agall'tSt an the odds. cunrllng stunts ~nd ne<!r death 

Ofdel' to ~ppease pa.yertuI Cnme Lord. Jeunet of ~ 4 lame to d1r~ There's a tned-dnd-tested 5P"gettl/ moments Indodmg mudlln the Wir( 

MMIon Brando - if he could somehow Rosear'lr'Ie makes a (.lime) o!I'> a P'It. hound/bsslng scene wedged in lhefe. of dtff/rnotorbike[Je!/traln actlOI'I. Love 

be WInChed onto the se\. (Robe1t de w.ldcarrworous ~. scenes a-pIentv and ~ one liners. 

Nilo IS secood choIce_) 

wOlJld 00 doubt cause ful'Ol'e on both May perfotrn well o!I'> a dark scHi Would prob.lbIy WOfk tlttter In the US SuM seoet agents, weird gitdgets. 

sides of the Atlantic for its ~tantty romp in the '12 r.'alk.eys' meets as 'PaRappa the GangsUl Rlrppa' in a<:tion ad-IenIl.lre . This tI'Ieme would 

Will It work? immoral stance. The DciIy Mail ded&res 'OeIir:.atessen· mould. A range of ~ the eponyn1OUS hound develops run and run with very little vana\JOl'l 

We've never been so outraged and ed,b/e Abe <KlJOn figures could puI a crack hab;t, beats Sunny FI¥Vl)' and Oh. apparently It alreddy has. 

disgusted', for the fourth bme that week. rnyetmore~ 

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 

TheOow. 

It seems~ however, that the videogame industry is taking this extra avenue 

. ~f profit very seriously indeed. Interplay has even set up a new subsidiary 

• 

-' 

carnes out dnve-by shootings ....,dl 

Instructor Moo5eIrni. Peace. 

named Interplay Films in order to pitch its game ideas at Hollywood. President 

of the nev.J outfit, Tom Reed, has already ear·marked 20 of Interplay's 200 or 

so back"'Catalogue tides for possible film production - induding 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 OJs, music 

journos, 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 s~ims about the ocean floor looking for a 

series of floating shapes - these give access to 

various 'Cruise Stages': a series of beautiful 

themed-environments with different ambient tunes 

playing in the background. A simplified 8-track 

recording studio then allo'NS tunes to be 

manipulated to create completely new melodies. 

With a bit of effort it's possible to construct 

anything from soft ambient background noise to 

complex drum 'n' bass arrangements. A truly 

addictive aural experience. 

Drug bust 

Resident Cream DJ 
and 'bangin' choon' 
supremo Paul 
Oakenfold (above) 
has been using 
Sony's Fluid for 
mixing realtime 
visuals into his sets at 
the already heaving 
northern superctub 

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), OMA 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 dout 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' (OMA 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 swear! version. Surely this all goes to show that censorship 

never works and free speech will win out in the end. Especially in America. 

-' 

OUT THERE 

Drll ..... for re-igniting intefest in the ~ ~aamin8 

scene. Import specialists are oIteady daOning that !hen! hasn' been this 

mud! inten!st in • new console since ... well, the last one ame out 

$ega's new arcade sysIErII. Naoml, for offeril1ll amazing Iovo:os~ 

realtime performance. 16 PowerVR Second Cienefatian boards in 

parallel (at a hardware ""'of JUst $500) sounds too aood to be true .. 

Ex-Scavenger coders, The Church of Electronic Entertainment, 

whose Voodoo 2-powered racer will hopefully fund a giant 'end of the 

millennium' trance party linked around the globe. Beats E3 parties, .. 

Pok ..... fever, as created by Nintendo in Atlanta. Not about the 

game, that is, but the superb zip-up toys that were regularly blasted out 

at the heart of Nintendo's stand to crowds of frantic. grabbing punters. 

The IIItenaaIIoMI courier, that sent NASA rocket parts to Sony's E3 

floor space instead of its exhibits. And US CusIDIu for withholding 

2,000 copies of Edp on theIr way to Atlanta. like, cheers guys. 

The ludicrous amount of cash we"" on superiic:ial exhibitor tat at 

8. If softcos channeUed their resources into deveSoping decent games 

in the first place, then maybe they wouldn't need to shout so loudly. 

....-Good¥." a.lned 
liis Angeles for 199t1llp_ """" 

The Tomes' 1l1li W ........ for his honibIy debIed.- of Gton 

Turismo, in which he awarded Scny's..-piece sit GUt of ton. 
It's not as good as Need for Speed J. __ . 

15 
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JjlJ MEDIR 
A MU TING POINT f OR MEDIA CAPITALISI"' OM THE DHOlTAL ENTERTAINMENT REVOLU TION 

GHDGETS 

Fuj ifilm MX700 Digital Still Camera NEC PlasmaSync 4200W - " .. inch Widestreen Honit" 

D@taIca'Tlefasa-egettqbettercm 

cheaper aIIlhe tlme,.nl here's the 

proof: FUJifijrn's MX700canes v.fth 

featle> normait)I associated Wth 

pricey~ cigIcams. but !Sa 

fracbon of the cost 
lhe secret behind its astoniShIrlg 

pictJxe 0JaIrty IS a 1.>miIIiOn pixeI CCO 

v.tlIdl COI'M'r1:S the seen SI.tJjea:s 11!0 

digital mages !hat can be dOM'lIOaOed 

onto a MaC or PC. Of COI.J'Se, oone of 
this v.QJd matter if the rest c:I the spec: 

',I U "r r' J .. L J 

wasn't I4l to scratd1, bJt the MX700 

comes WIth !YN1 RISe CPUs that can 
saw a J>EG image to a removable 
smartMedia earn in We seconas. .nf a 
~ L.H:f1 battefy lhat's e:xxI 
fa 250 SOOts between rec:harges. 

Other clever stuff f1CUIes a 
f'MI'Heftex lens - as btn:ln lV cameras 
- so sttlfeas are aNe(s n loa:;. 

v.t1er1!Yl!l' the ca'TlI!fa IS IX)rI!rC. AM 

all ttIIs IS ~ n a tasty aI!mnu'fl 

IX!;( tte sal! of a pad( eX lags.. 

"., 
FuJtftlm 

rei: 0171 5U 5900 

OUt ..... 

n he big beat scene ~I!!d by the 
.. HeaverY,t SOCIal may re Ia1gef be 
COIlSIdered the cuttlng edge, but carter's use of 

inSanely f11.JSCIJar rtryttrns has a/way.> been a 
IaIX:u Of bJe rather Itm a Iast"Ion. MoretNef. his 

SCUld is eQJaIIy fuelled by a iO.'e of black music. 
with reggae writtoo throogh cutS i l::e VJor1( MI 

BOdy' like a StlCX Of Jamaican rOCk. TI'laI d<rcahaII 
aeatm featlKes here, nestW1g atqside eIeYen 

I!(JJaIy ~ tracks. TIle st.rpnSe here 1Sfl't hoN 

carter manages tosustain the pace; rather, it's ro.-t 
marT)' ~ BOO subtle tooches he manages to f1: 

between the ~ beats. SItiIIfuI stuff. 

• 

-" 

~ TVSaresttsane 

ume ~ from Ileamrc a pracbCaI 

~ for roost peqlIe, largely 

becalse they're so~. PI'ic:eS 

are QqlJ:q rapdf, It'n#I. Ihiri:S 10 

mass proWcuon, an::! the fact that the 

be TV ~ - PhlllpS, SOny and 
Thomson - are we 10 foist their 

monster setS I.4X)I'I the \..a1d. 

Lftj then, trY the NEe PIaSmaSync 

4'1roN. TIllS lSa good near-£10,co:l 

v.ath of 1'I-ted'l1eIy aiMed at tnne 

~Frenzy 
OmnIVore 

~ogen Dukebox 

enema buffs. b.Jsnessmen en:! pners. 
Plasma LCO screens offer extremety 

high resolution and are muctl brlgl1ter 

It1an eQUIValent front or rear projeCbOn 

sysrems, <n:I NECs -.esi(I'I is certadi 
the best )et for ~ng lOP quality 

imageS. The PlasmaSync comes WIth all 

the soctetry needed to splash pictIses 

trcm a pc, game console or DV!) ~ 

on itS perfectly flat screen, and there's 

an LCO remote control fOr ~ 

between Qfferent pctlXe SOJrC13S 

£9,800 

NEe (Europe) 

le!: 0181 9938111 

OUt ..... 

~ he debut from ~ c\<flcefb)" 

.. 00\tIerers. QrrlM:lre. IS Cl deIicOJsIv ~ 
affair, maSklng an astooiStIing &Jasp 01 tones and 

sample rna/"lIPUIatiOf behind Ilfecbous beats, 

Openef 'SpaMex' ~IE!S IhS style, v.TIh ItS 

IatJl.I\aYru"ed himdap dISco beats. tedlno 

crescendos and bIuesy vocal cuts. There are darker, 

trander !llOOleI1tS 10 be iOLIld, most notably on 
'QuereOe' and 'E-Mail', rut eYefl here c:rnrwore 
can't resiSt ~ the I'IalI'1tr1g meIOOies v.TIh 
hOuse-friendty B'lms. Fans 01 rlteligeot but eroowe 
eIectrOniCa are acMsed to JOIn the omnivore 
tlar'II:iwaIPl rlON, before it getS too aow::Ied 

.. 
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The WOrld Of TomonO>Y 
Komputer 

M," 

(550 

Toshlbl 

TeI: 01276 62222 

OUt oow 

(349 

..... '­TeI: 0345 125387 

OUtoow 

ffifj nat If Klafiv..et had been bigger than The 
LU BeatIes? Olances are the dIarts v.oJId be 

filed wrth the sat of truSIC IOlJ'Id on ~s 
latest CO? to DOIWI'" of all tt"oqs cJetaI· 'v'OCOded 

~ mgq j1Iones. rnetronorT'IC m,ottms and 

the S't'ltheSISeI" SOJlds of the fuUe k:tca 1983) are 
all ~ out of storage b'( this wxrv'Iltf 
00sessed three p.ece. 'NIln:Iertui/vgeeky. there's 
EM!rl a !fade. called 'BiI Gates', ~ wrth sutabV 
binary-styIe ~ 'Bill Gates. BJ Gates. BiH Gates' •. 

.klSt t'lQNirQfllC 'The WOOd of TOf'I'O'I'I)YJ' is If'ltencled 

10 be sf! dear, Ihoogh. Are t:::OI'!llUIef senous 
about this Geny Mderson brand of future-retro1 

' -' 

NUMEDIA 

11. R~' OtIRlIO~ Wll~ 

Toshiba SO -3107B OVO Player 
0IgrtaI versatile DISC - the oft-ated 

funxe 01 hCme entertannent - is weI 
and tnAy wth us. The fist b3tch 01 

stI.Jdio.qJaIrty ITlO'.'IeS are aIrea!tt 
~it rnajOI"l'4fl-street S1Dres, 

WIth macI'wIes to play them 00 avaiIatE 
frOm maja rnn.rfactun:rs Ib sony, 

"""""' .... """""" 
TOShIla's versiaI escheY.s the 

gIanuous gold a black ~ 

fa'v'OOl'ed b'( ItS riVals ., favcu of a 
father rmdescnpt FJei, rut l.f1demeatt'l 

the sIOO is a aack:ing little machIrle !hat 

rn oott offers brIIllin sound and 

PICtUre QIBty, rut a:mes with a batdl 
01 usefU featu'es like black cootrast -
a gmno that makes sure bIadc areas 
are SlJIabIy dark - and a :room mxle 

to zero ., 00 a PiII'tIClB" scene and 

also to char'we the area Ihat has 

been ZOO'n!!d it on. SfT1lIY b'( ~ 

WIth the remote. The TO!hba also 

""""'-~ formats lice DoIlV~, and a:mes 
WIth an the soctetl)' needecI to hOok 

it up to a hCme onema system. 

Sharp MO -R3H Hi-fi Separates HiniDisc Recorder 

Every ~ StI'lCe the fomIat's Iat.nch Jl 

1992. somecre at sony has declared 

!hat thIS wiI be the ye;JI 01 the MnOIsc 

- atjlhs tITle it rr¥tt ~ be true. 

i'lCreasJlg rurbers of t.fi 

rTIar1Ufacturer are tJac:I(q tne format 

wrth produ:ts of their t:.Wl, and you can 
actually blrt blank discs frOm record 

shops, matq: 1tS~ b'( the 

IrVlOWtTYe M) prtxlJcts ~ke thIS 

tJ-fi separateS recorder ~ a 
thfee.Osc co~, thIS 

rIdruousIy d1eap mactwle enables you 
to create JlStlIrt COfT1liIabOnS ~ b'( 

choosq the tracts you want frOm each 

CO, then pre5S1r8 Staft to du:'np them 

00 to MnDISc. It's sil1lIe to use -
recon:1ir'e ~ are set autOmatiCally-

public: an !he more ea5'{. and you c:ar1 do 811 the l./St..IaI MD trtis 

A/thougtl sony is sUI the largest Iil;e add, ITIC7IIe and comDi'Ie trades. gNe 

PlJI'.'E¥lI" of all tIlfl:S MlmDist, Sharp is them names or srnpIy delete them. The 

rapdy catchiog up, thanks to a range 01 future Of tape, Indeed 

COO"'...., 
plastlkman 

NovaMutelMlnus 

111 ike~, Plastikman'sRicNe HawIin 

I!I was weaned 00 early eleCtJcnc­
~ t:::raftwerk and Tangenne Dream it his 

lather's record COIecboo. But there the SIITlianties 

end, Lle 'Sheet ()le' and 'Muzik' before it. ttis IS 

anvthill but liStener·frierU(, wth HaY.tJl futher 

el<PIOOrl: the spaces between the SOO1ds as rrudI 

as arT)Ittq. But vhIe the rmrnaIistn is reasstJ"IllIY 
farnkar, the ~ rsart','t!'q but. feverb 

~ extra '~' to ITlJSIC alfeaats.::m:li1S 
like It cxmes from be'yQnd the gnNe. 'COnsooled' is 

f\Xttler testameo\ to H3wbrf s mastery Of sound. 

'Mlat listeners 'MU make Of it is another matter. 

17 
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Mars Attacks! 
The us an:! Japan IT1<I')I ~ wrtnessed the CM) 

rewJlutJon (M!I' a year ago. but 0I1Iy OON does 

the UK public get a chance to IXIP into ItIeIr local 

HMV and otltatn a PAl(2OOe 2}~·irlctl sl~ 

disc. warner Is one of the few players to take the 

UK OW plUnge, with ten proposed titles. One 0/ 
the more recent offerlngs IS MatS AttaCksJ 

'MUle Ttm Btnoo's Il'IJd).(:ntIds 

5Os-mSed so-fi comecIyt'lEM!f ~ far ~ 
to IJ'lAy justrf)l1he difecttY's panruar brand of 
tl.m::ll¥, MatS AttaCksI can SIll Claom an 
inllr~ <istr1guIS/1ed cast. as well as 
several masterM sequences, most Of v.triCh 

naturait)' irPJoIve the dimil'lJtM:! ro Maf't1aI1S 

These are beautiful~ realiSed, with 

convt~ animation, and thetr detail is 
remarkable, eYeI1 f1'I!Xe so as a result Of the 

clarity offefed ~ the D\ID fOrmat ~ .....nen put 

agar'ISl the NTSC !aserdisc, tI'IIS DVO ~ 

stands out \Wdl better CU'ltraSt IeYe!s. ~ 
o::«u" separatOl and (11 <M!f8II higher defhtJon. 

A \heatncal tratIer an:l ~ noteS 

complement an already rnpressM! package. 

Published by Warner Home Vldeo 
Developed in-hOuse 

£16 
Out now 

'Mute Bird 
Astralasla 
Magick Eye 

Ceremony of Innocence 
Apart !rem ~ure COIIectJoos, c:ommerciaI 

success lJSl.aIy evades CD-IIDMs of an artIStIC 

or;ernatoo, so with proWclJoo costs of arOlXld 

US$lrll1l1ial, Cererrcny of ~ 'MllIkI 

appear ambitiOUS in the extreme. 
Yet. When It comes to COlourful imagefy 

spicsd-up v.ith IOlJCteS of digital frippery. few do 

It better than Peter GabOel's team at Real world 

MUtJrneda. The 'M)I'k ~ based CJl Nict Bantock's 

bestseIIiIl! Grrtfnan:l5abne 1JiIofb'. an:l stars the 

'oOices of Paul MCGam, ISabeIa Rosselhlll an:l 

Ben KilgS!ey. HOw c:cud It go v.rong7 

Ifs linear narratMl as.de. Cerem:;ny of 
InnOCenCe does alii! can to draw 11\ cerebral 

users The srory's a mysterious CI1r(J'lIcle of the 

relationship betweer1 MCGam's Griffin and 

ROSseIJirI's sabne, vb) rorresp:n:l via eIaIJofately 

designed postCarCIs. WIth hm cooped up r1 hiS 

Wf3 sn.diO and her on a SOUth Paotic ISland, 

they try to comect as rT'I..dl \tIrougt1 thew ~ 

as the s,rrtdc mages I»f1lec\ on the cards. 

~ the cisc can prOYl! intngLWlg -.....tJen 
compared with IOOSt other muttmedla offeri1gs. 

Each postCard indOOes some son of II\teractJ\!e 

girrmick. A ItZafd de\Ioufs a butterfly; a 
giraffe-oecked man runs across the screen, 
chased by ca .... e paifltfW-styIe antclope-Wi:lI"J'lefl. 

Ridl in detail, Ceremc:rIY is odd~ charming. 

BrIIIl3fltsnl~of...:leoart, lterru:nofthe 

~ ~ too ittIe of the screen. yet hint at 

v.mt ovtl ccukI do for a disc like 1hIs. 

Published by WOrld Multimedia 
DeVeloped in--hOuse 

[25 
Out now (MaCMIJndows) 

rtifI ., ....... T_ "" ""'"" 
~ nstn.rnemaIISts fON~ me 
band member 5W:lrdf\sh, "M1Ite BIrd' s/"oOINCases a 
more malflStJea-n, but far more attracti'oA! side to 

Astralasla. IMth its use c( that p:lSt.farttlless ~ 

SOlI1d so beIcNed c( 5ast1 and CO, lead trad< 'Speciat 

world' suggestS Astralasla may~ maI<e It to Tap 

cA the Pops. A cot.Pe cA trackS rely on !he high 

BPM, IoN Interest IomIJIa of Old. and the reggae­
kte of 'The WDrId OUtsIde' Is I.rikeIv to corMInce 

8f1I/!lOOi. But v.tJen TayIOr's vocals are ~ to 
the fore, as on 'one ftne ~, the resultS are strong 

~ to suggest that Top 4() cubng Is I'llffiInent. 

• 

-' 

r- (j (j If :, 

Apple 
The a-rMII cA a glut cA tx:ds on a spedfi:: ~ usually 

ggnals eittIef ItS sudden, splendid success ... or ItS 'mTwlent 

demise. 11'1115 22·year hiSrory, Apple ~ IrlC has been on 

the re<:eMn8 ero:I cA I'M:) discrete pobIishtnl! oooms. Wlereas the 

first ~ were more fairy tales than busrness Astorics, the 

secx:n:1 Ywill ultimately be lied under 'corporate post·mortem' 

SUbtItled 'The IrlSIde Stofy oflntr@Je,EgOmar'Ha,and 

Busirless SIunders', Jim cartton's bcx:lI: is a dense CIYooic!e of 

the boardrOOO1 bactcstabOOlg and 'Mdespread managenaI 

~ II'Iathasbooevted AWe SWftIy~ttYouiVI 
the 8IOOOuS sat-W years v.tlen S\e'Je Jobs iW1d StcYe WOZrlIak 

~Iy defned the perSCI\aI canputer market, cartton 
ITIC7v'eS on to CO'afltrate on his real meat - the perIOd foIaMng 

.k:lbs' departure aftef a battle'Mth CEO JOhn SCUlIey in 1985, thIS 

bel"!! the first bme SCUlIey has diSCussed hIS time at Apple. 

And it is for tt1is reason that a history of the company that 
wrned computer CMoT1E!rship into a religion is such hard gong. 

'M1i1e thefe IS ample ana.'ysisof Apple's ~ (SOanrrg CM!!" 

budget. ~5hIp<ItJt oares. bbM~ ~and, occasooaIly, 

WOItrlg) the mail players in this drama are the ~ men. sadly, 

WIth the excepuon cA XXls" Itiey are an so IXlriIl! that 'f(IU can't 
help krIgq for an ~ of that ~re &1 Gates inStead. 

Traces 
Blasphemous thOugh it may sound, futunsoc fCOOn dOi't come 

nto bel,,!! WIth the irr.<enoon of ~ Bed: 11'1 the oao:: 
ages, It was called SCience fCtIon; today, the mere IiYase IS 

~ to gel teeth grn::firW;. But not al Cl 11: 'o\0S Of the bSt rl 

space wrth phasers set to sn;n' vanetv· TO lE a'eOlt, Baxrer, 11 

his second 00IIectJ0n of shoo stones.. nM\IeS the pve, 
succes:stulty treadq the tJgIltr'q)e between trnbonaI sci-f(s 

better face <lOO the curTer11 gItA of bI hackers on ~ drugs 

f~ J'M!tj"~ nets In some rullOOMl sectIOn of Old TOkyO' 

RafllPl18 Iran the stearT'pXIk r~of 'A.lCJUITley to the King 
Planet' ('2001' laced v"th ooeteenth century rnpe!'Jallsm), to 

'Dafkness' la neat ,~ IIltO c-,.ter-ethlcs), Yia the cool 

~cA Superman as a post-modem messiah in 'Goo:! 

~', Baxter f\lrtSwrth a bewIIderir'lg8l'rafofteCh!'lOk:lglCal 

Ideas am ~~ It's 1lO$ISpI'ISe totearnc(his 

saentJflC erucaoon and U!:sequent career in IT, nor to hear that 

his n/lJences I10Jde ~ writers Arthur C CIarke, .Jarnes 
BIish, HG Vo'eIlS and ~ ASmIY. 

Baxter's I.I'ldertyIng focus IS on the momr strereth c( hrs 

charactel'S as they Ir1teract WIth IWstOO soenlJlc laws am 
hytlrdised ted1rlOk:lgy, rather than the machines themselves. 

JULY 1998 

Jim Carlton 
PUbliSher: Century 

ISBN' 0-7126-7901-4 
Price: (20 

Step hen Baxter 
Publisher: Voyager 

ISBN: ().(X)...225427·1 
PriCe: (17 

,., nee krIg Of the tedm C()n(EpI ab.m. sYen 

L!J WIth rewms, after fOIx years. IMttIIlts ~ 
on the dancetbJr, eager to cut a rug WIth sane 

aooaoousIy fu'\Io,y musiC. The \lII'nartllnl ts amazIr& 
'Mth snappy, swinging editing in place Of extended 

journeys into sourd, and a desire to raiSe Smiles 

repIaong the urge to get an Cieepand meanlngfuj. 
IMth a trtle track pi(:O"rg upYklere Yeiklleft.off, and 

an armftf of e!JJallv 'carnival' -esQUe ruts as keen 

to play wth jaZZy vibfaphooes as demonStrate a 

faIJtIess use Of~, IhIs IS proof positM! !ha!: 

'''""' MI_ed by sven Vlith 
virglll 

Fusion needn't rMJ/IJe CClI1lm'l'lISE!. and an ideal 

StartIng jX)I(lt tor !hose vet to hear WIth in full fight. 
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TH I S MON TH , 

I ". FINA L FANTA SY VIII 

(BIG IN JAPAN] 

Square vice president Hinobu Sakagucni cautiously fields questions from Japanese press as 
the first images and details from Final Fantosy VIII (set for a winter release) are announced 

• 

-' 
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Square Fantasy is Reality 
On May 15th, during 11 packed press 
conference held in the basement of 

First Building in Roppongi, Square at 
last presented Anal Fantasy VIII to the 
clamouring masses of Japanese press. 
Or at least, the company presented a 
rolling demo of the title which -

composed mostly of impressive CCI 
sequences rather than ingame footage 

- actually raised more questions than it 
answered. However, at least it gave a 
few tantalising hints as to what garners 
can expect from the latest title in 11 

series 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 VII 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 garners), and the rather-too­

feminine sounding laguna Loire. 
The concern for realism also 

extends into gameplay. Although the 
battle system looks similar to that 

employed in FFVII, 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 (FFVlI director and 
Square Vice president) and Takeichi 

Tomoyuki (Square president), made 

FFVl/I'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 series, especially FFVII; seen as 
a landmark because of its international 

success (a prompt foreign conversion 

of FFVlII has since been promised) and 
its CD format which allowed the use of 

lots of CCI sequences. When pushed, 

they did reveal that Final Fantasy VIII 

would be based around the emotions 
and feelings of the protagonists rather 
than out-and-out combat The 

series has always been rather emotive, 

so Edge expects garners 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 VII, although the overall feel of part 
VIII is thought to be less dark than part VII. Square's high graphic standard will be maintained 

• 

-' 
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FINAL FANTASY VI II 
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be to GOD. a group of 
ewtloll. who have denounced 

publishing companies and created • 
new way to bring their games to the 

masses. Where oft-clted sins 
indude: publishers credit for 
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~ 
hereas artists such as 
oasis, 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 Wi~, 

'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 battle­
scarred developers (including 
3D Realms, EpIC MegaGames and 
Terminal Reality) have decided to 
go 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 all 
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 pioneered a 
new publishing standard, the game 
industry may never be the same 
again. Edge met with Mike Wilson, 
GoD's CEO (formerly of id Software 
and Ion Storm), and Harry Miller, CEO 
of Ritual Entertainment (and one of 
GoD's founding developers), to 
discuss their chances. 

Edge: What's the phUosphy 
behind GoD? 
Mike Wilson: GoD is the result of 
a few other people besides myself 
having been in the game industry for 
a while, working with some of the 

'ONE OF THE MOST COMMON 

COMPLAINTS DEVELOPERS 

HAVE IS WITH PUBLISHERS 

TAKING THE CREDIT FOR 

OTHER PEOPLE'S WORK' 

'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 CREA'nVE •• 

TALENT HIGHER, AND THAT 

IS WHAT WE'RE DOING' 

best talent around - in my case id­
and seeing some of the cra-ry 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 $9 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. Md 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 thrQlNr1 in a bOx. 

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

• 

-' 

--
stones of developers getting 
screYoJed and publishers taking the 
credit for other people's VoJOrk. 
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 
QINr1 thing. This is proof that no-one's 
lOOking after creative talent property. 
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 
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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 earty 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 Hollywood, 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 common 
complaints developers have is with 
publishers taking the credit for other 
people's work. For example, a 

-::!~eve'loper invests everything it's got 
in making a ti tle as good as it can ~ 
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-41 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 cover 
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 turris out, Harry and I 
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 
over worse than us. 
HM: We'd meet with developers, 
swap notes on wtlat our deals were 
like, and their jaws would drop. 

Their publishers would be temng 
them that tile only reason tlley were 
selling any games at all was because 
of the publisher's skill in marketing 
and distribution, so they should be 
thankful for what they got. 
Edge: So you're saying that In 
the game Industry today, 
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 
differently? 
MW: One of the big differences you'll 
see is the way that games are 
branded. Right now, when you buy a 
game, you're expected to base your 
decision on the publisher. This just 
doesn't make any sense. 

With the one exception of EA 
sports, I don't see any value in 
branding a publishing label. I mean, 
what gamer would walk into a store 
and think, 'You know, I realty feel like 
buying a GT game or an Interplay 
game today'?'Yet all these publishers 
arf! working as If this is wtlat 
happens. Does anybody give a shit 

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, more of the 
profits go back to the developer. 
MW: And when a product is 
published, rt Will get proper 
resources. It won't just be 50 copies 
slung out under some contractual 
obligation in the cheapest po5SIble 
box with no marketing budget. 
Edge: And will all developers be 
welcome to publish their games 
through GoD? 
MW: NO, not everyone can JOin. And 
this is a common misconception that 
people have about GoD. There's a 
core group of seven or eight 
founding companies wtlo each have 
equity in the publishing company, 
and that's about it. There would have 
to be a pretty good reason for us to 
let anyone else become part of the 
core membership. 

We' ll certainly help all the little 
guys out there in terms of making 
rnformation 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 
formation of GOD, there's been 
a lot of people who've been 
scathing In their criticism and 
who claim it can never work. 

First, some people see this 
as the 'lunatics taking over the 
asylum: After all, If businessmen 

with MBAs and Armanl 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 wtlen "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 workrng 
for themselves, and "We'll h,re them 
wtlen "We need them. This way we 
keep the overheads dO'Nl1 and 'NOrk 
WIth the best people. 
Edge: What makes you think all 
this Is so easy? 
MW: My experience at id, when Jay 
Wilbur and I handled the distribution 
of Quake, helped confirm the idea 
that all this business stuff - all these 
grand marketing plans and 
distribution deals - is not rocket 
science (laughs). All this 'mighty 
organisation' that puts software on 
shelves, it's ridiculous. It's simple: 
There are around ten buyers that you 
go to, and if you have a good 
product, they buy it. We did it 
INOrking part-time wtlile we were 
running the rest of the company. 
Edge: Okay, but this leads on to 
the next common criticism of 
your plans: You're basing all 
your opinions from having been 
at Id and selling Quake. You had 
it easy. Had you been stuck with 
some lame game from some 
small, unfashionable developer, 
you'd have probably found that 

'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' 

• 
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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 
expertlse - 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 00 the end sections. It will cost 
you or me the same to buy thiS stuff 
as It lNOuld cost GT or anyone else. 
Edge: Another criticism Is that 
while 'publishing by committee' 
or running a company as a 
democracy may be great in 
theory, ifs just not practical. In 
any publishing business, every 
now and then, tough, unpopular 
decisions have to be made. 

Isn' t GoD doomed to either 
endless procrastination or bitter, 
self-destructive Infighting as 
soon as the going gets tough? 
HM: Ol<ay, so you've got a collective 
of developers who are all working 
hard to earn money and make this 

lOo ......... 
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thing work, 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 hardest 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 brotherhood in 
which everyone's happy - we're a 
business, made up of indfviduals who 
are used to running healthy, 
independent businesses. These guys 
are all successful. They all have big 
egos. No-one wants to be the turd 
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 

'THIS IS TESTAMENT TO 

LEVEL IS RIGHT NOW. T".~I'_ 

ONE·HIT·WONDERS 

TOP TEN PUBLISHERS. W~IAT'" 
DOES THAT SAY ARnlld' 

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 be risks, 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, I 
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! Ilaughs). I 
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 
going to be Judged 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 
to 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 look 
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 to 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 time wasn't quite 
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, 
buslness-ortented 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 
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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 who've really 
impressed us. 

And look IImo we're up against. 
I 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. VVhat 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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NI NTEN DO'S ELITE 
A STRONG NU SHOWING, BUT THE POMP AND CIRCUMSTA NCE 
COULD NOT DISGUISE THE CRITICAL SHORTAGE OF NEW TITLES 

n Ince the N64's first appearance 

ItIII three years ago, 1998's E3 was 

perhaps the most crucial. With the 

smalleSt domestiC market Share In the 

company's history, and stili trailing 

behu'ld SOny's sales figures in the us 

and Europe, Nintendo nee<Ied a stronger 

line-up than ever In order to restore 

confidence In those woo believe Its 

current platform may be In trouble. 

Of course, the response was typically 

Nlntenclo. In acldltioo to unveiling the 

colour Game Boy and introducing the 

Pokemon phenomenon to the west, the 

Kyoto-based company lured thousands 

of viSitors to Its maSSive stand (E3's 

largest), 'htI1Ch housed some of the Show's 

strongest titles among a reasonable 

number of forthcoming N64 releases. 

Naturally. Space World giantS such as the 

prodigious Zelda: Dcaflna of Time and the 

nuid F-Zero x attracted huge Interest, and 

favourable attention was also paid to the 

company's recently announced sports 

bfand, currently compriSing the 

disappointing Cruis'n world together with 

competent baSketball, baseball, and gOlf 

titles. But the fact that these shared the 

floorspace with titles such as the 

laughable Mortal KomDat 4 Will have 

diluted Nintendo's overall message. 

The real excitement, then, was left to 

the Perfect Dark booth, ItS three minute 

video presentation deservedly drawing 

large crowds. Il'Ideed, Rare'S already 

impressive GoldenEye follow-up formed 

pan of a superlative batCh Of releases 

from the seemingly infallible TWycross­

based company: a finished BanJo-Kazooie 

returned after Its surprise announcement 

last year and, Visually at least. it 

occasionally 10000ed ahead of Nintendo's 

own products, includingZelda. Meanwhile, 

TWelVe Ta,es: Conker 64 takes cartoon 

world cuteness a step further and the 

newly·announced Jet Force Gemim made a 

brief but exerting video appearance. 

EI5e'Nhere, hOwever, the shOw told a 

different story. A QUick stroll through the 

stands revealed a distinct laCk: of N64 

software. WIth the majOrity of publishers 

failing to exhibit display booths with 

trailing trident-Shaped }oypad~. The few 

exceptIons included the impressive, 

Iguana-developed, TuroK sequel, DMA's 

promising duo BOdy HarveSt al'ld SiliCOn 

valley (at the Gremlin and Take 2 stands 

respectively), and a faithfully reproooced 

Fighting Force from Eidos. Meanwhile 

Psygnosis showcased its 64bit version of 

Wipeout. which other than the 

simultaneous four-player option looked 

decidedly 32b1t. Still, there was other hope 

for N64 racing fans, In the form of 

Infogrames' V-Rally 64 and Video System's 

Paradigm.aeveloped F1 world Grana Prix. 

With four yet-to-be-released MM 

tlties, Konami had more than most. but 

(1ISappolntmgiy, both Hybrid Heaven and 

Castlevania 64 failed to appear other than 

In video form, leaving just 1SS'98 and the 

very early-looking Survw Day One, a 

third-person futuristic adventure. 

Proportionally, the N64'S line-up 

contained more potential triple-A titles 

than either of its PC and PlayStalion 

counterparts, yet It was impossible to 

dispel the worrying impreSSion made 

by the noticeable absence of new, 

fonhcoming software. SO few titles 

actually made it to E3, that its critlcs 

Will have returned hOme unconvinced. 
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PERFECT DARK 

... evelope<l by the learn responSible 

a for Gok1enEye. Perfect oart IS 

Rare's second first-persoo perspectIVe 

prOject. set In 2023, a young covert 

operative named JOanna Dan.: uncovers 

a conspiracy stemming hundreds of light 

years Her jOurney to reveal the truth will 

ta!:.e players from Chicago sicyscrapers to 

underground laboratories, secret army 

mstaJlauons and alien srupwrecks 

In ack:lltloo to the shOw's three 

minute Video presentation, Edge was 

gIVen the opportunity to play twO of Its 

levels. The game currently runs on an 

Improved GOIOenEye engine and even after 

nine months' development, the 

enhancements are clearly noticeable. The 

overall speed has been improved despite 

the fact that the environments are now 

more ambitious, with better detailed 

textures. Other graphical ameliorations 

mclude some very ImpreSSIve lighting 

and reflection effects within 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 

hover bike to speed around certain levels. 

Also, the default gun incorporates an 

automatic targeting system and the 

enemies' AI seems more advanced. The 

mUSIC features some of the moSt evocative 

tunes Edge has heard on the N64 and the 

Pro-logiC soundtrack enhances the overall 

aunosphere of a potemialty huge game. 

Publisher: Nlntendo 

Developer: Rare 
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... aVlng slipped several proposed launch dates 

... already, it has been an agoniSing time for 

players awaiting what IS arguably Mlyamoto'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. 

lekJa's popularity remains as high as ever. 

Together with Konami's Metal Gear Solid, queues of 

players patiently awaiting their chance to JOin link on 

his quest were evident at all times dUring the shOw, 

despite the considerable number of le/da-equlpped 

N64s present on the Nintendo stand. 

The delays have enabled competitors to catch up, 

and on a technical and graphical level, Rare's games 

were giving Nintendo's nagship title a run for its money. 

lekJa's potential remains undiminished, thOugh, and 

indicationS stili POint to a title capable of delivering a 

videogaming experience unlike any other befOfe it. 

PubliSher: Nlntendo 

Developer: In-house 

... ue fOf revtew in next month's Issue, Rare's 

g visually-Stunning Mano-esque contribution 

10 the 30 platforming world was second only to lelde 

when it came to grabbing the attention of Nlnlendo 

stand viSitors. 

unlike Maflo, however, players SWitch contrOl 

between the eponymous dl>Uble act. This enables the 

pclir to reaCh certain parts of the large environments, 

and so successfully complete all of the different taskS by 

collecting several of the objects hidden around the 

levels. These are particularly Impressive, with some 

sublimely detailed textures adding a wonderfully riCh 

quality to the already accomplished scenery. 

. -

In typical Rare fashion, expect to find plenty of 

sub-games in addition 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 64b1t machine . 

Publisher: Nlntendo 

Developer: Rare 

SI., W.rs, Rogue Sqwdron 

Despite its too-brief 
video appearance, 
Rare's Jet Force 
Gemini looked 
hilhly impressive 
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TUROK 2: 
SEEDS OF EVI L 

A hown by appointment only, Iguana's Tural( 2 

a was IOOI(lng promising An enhance(! 3D engine, 

new enemies with improved AI and animation routines. 

realtime lighting and a better selectioo of weapons, 

all supported claims that this isn't a lazy, hastlly­

developed seQuel attempting to surf the success of Its 

predecessor. In fact, having taken the time to listen to 

criticisms from rurok owners, several ollhe onglnal's 

frustrating aspectS, such as Jumping from one 

tOOthPiCk-sized pole to another, have been removed 

The overall look: is now signifiCantly darker and more 

menacmE than the ongmal, and each of the game's 

eight levels differ greatly from one to the neKt. The 

emphaSIS thiS lime around is also very much on action, 

With a far greater number of enemJeS Within each lOcale 

needing to be neutralised, The major addition however, 

IS the GoIdenEye-insplred multlplayer mode allOWing 

four individuals to take part in team play, deathmatches 

and a new game currently known as 'Frag Tag'. 

Publisher: Acclaim 

Developer: Iguana 

SUMVOI~OM 
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n reated by a team largely composed of ex·Killer 

a Instinct developers, TweNe Tales' cute, 

VIbrant WOf1d is more akin to Rare's other release, 

Banjo·Kazooie, than the company's popular beat 'em up 

senes. However, the game's creators are only too keen 

to emphasise the aspects likely to differentiate their 

prOduct from their own in·hOuse competitors. 

AS such. Tv.-elve Tales is being described as an 

interactiVe cartoon With Its two protagonists, Conker 

and Berri, displaying a range of emotional re~ses 

depending on their surrouncllngs, with a number of facial 

expressions to match - both react according to the 

danger jevelln their prOXimity. This revolutionary system 

has also been Implemented IntO their adversanes' 

behaviour, wt1ich should giVe further support to Rare's 

attempt at recreat1ng a cartoon·like expenence 

Other features include two·player co-operative and 

four·player deathmatCh modes, and Sigmficantly 

different one· player adventures depending on which of 

the two characters is chosen. 

AS with all of Rare's recent titles, graphically at least, 

COOker 64 has very little to fear at the moment. 

Publisher: Rare 

DeVeloper: tn·house 

The most promising Nintendo games at E3 
,. z,lda Gl.larameed to Wipe the II00r with all corners. Spectacular 

2. Turok 2 Fans of the original shoiJld love tne much·tweaked sequel 

3 perfect Oark Rare Is keeping quiet at the moment but expect something ~ery speCial indeed 

4 Body Harvest OMA'S time travelling adVemure could prOVf! arI enthrallIng expellence 

S Jet Force Gemini seautlful thud·persoo action lest from one of the premter N64 deve\ogers 

Disappointingly, 
Konami's highly 
anticipated N64 
Costlevonio only 
made it onto video 

....... .. 
, -

• 
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Acclaim's Extreme G 2 
attempts to redify 
many of the faults 
levelled at the 
title's predecessor 

F-ZERO X 
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m IntenclO's F-Zero x is one of the fastest racing 

V1deogames ever to grace a console. 

Furthermore, a constant 60fps update make It one 

of the smoothest. too. 

Out at the end of August in the US, (July 14 - Japan) 

the game saCrifices complex backgrounds In favour of 

speed, fluidity and the ability to have 30 futuriStiC 

hovering vehicles Ofl the screen at any one time. 

Nevertheless, the relentless omrack action allO'NS little 

more than a cursory glance at the SimplistiC enwoomenl 

and as such, the latter play a far less significant part than 

in previOUS racing titles. 

In terms of playability. F-Zero X prO<les more 

accessible than its original 16bit counterpart, with 

the majOrity Of players eaSily getting to gnps With the 

basic controls and finiShing In the top ten WIthin a 

couple of attempts. 

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

splltscreen mode retains the speed and frame rate of 

the single-player game and proved a particularly 

popular alternative among the E3 crowd. Rumble 

Pal< compatibility heightens the experience wtllle 

completing the paclcage. 

PubliSher: Nlntendo 
Developer: In-house':--------

r 
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SONY: STRENGTH IN NUMBERS? 
PLAYSTATION MAY DOMINATE THE MARKET, BUT El REVEALED A RELEASE SCHEDULE AWASH WITH LACKLUSTRE LAUNCHES 

D f big Spring PlayStation releases such as Gran 

Turismo and Tetken 3 had been part of its !ale 

'98 onslaught aoo held bade. for an E3 debut. then 

sony Computer Entertainment would have had all the 

ammunition it needed to finally show it can compete With 

the awesome development might of Nintendo. But once 

more, the PlayStation presence at E3 was characterised 

by the depressingly familiar motif of Quantlty, not Quality. 

only Konaml'S Metal Gear SOlid proved 10 have the 

potential to take 00 any of the btg titles on Nlnlef'ldo's 

Ileighbounng stand - the majority Of other PlayStation 

games on ShoW dlsplaymg an unambitious approach to 

games development that nOW' dogs sony's machine, but 

shows little sign of denting its appeal in the uneducated 

and less discerning mass market. Typical of thiS was Crash 

Bandicoot: Warped - the third installment of Naughty 

Dog's marsupial outings - that Still adopts a rudimentary 

run and jump approach, its linearity and denvative content 

well disguised by the appliCation of daZZling 30 effects. As 

with many PlayStatlon titles, Crash 3 shOuld win over the 

graphics fans, but those with a hearty gaming appetite will 

have pangs for a more meaty proposition. 

This could be provided bV SCEA's biggeSt new title, 

Spyro the Dragon. This vast, free-roaming affair Will 

inevitably draw compariSonS to Nimenc:lo's 1996 flagship 

platformer, if only because its levels are open and 

free-roaming. Other action games hogging valuable 

space on SOny's stand included The Fifth Element, 

-' 

Tombi (previously Tomba1. KIOOoa and Me<1iE\tlI, the 

latter a GhOstS 'n' GobIlns-themed 30 actlOfl title 

by SCE cambodge. 

Among the titleS vying for the attentions of more 

serious gameheads at E3 was legacy of Kain sequel, SOUl 

Reaver, a dark but stunning platformer from Crystal 

Dynamics (even titled liKe an underground, imported 

Japanese game>, and the deliciously eerie Silent H!II. This 

Resident filii homage, from a fledgling IntemalKonami 

leam, emplOyS movin& realtime enVIronments and a 

suite of subtle atmospherics that could give even the 

most unShakeable players nightmares. 

There were, of course, dozens of other titles to be 

found offsite from SOny's corporate sanctuary. Duke 

Nukem: Time to Kill, Pac-Man 3D and forthcoming movie 

licenses, Small SOldiers and Tomorrow Never Dies were 

just a few of the titles destined fOf success, irrespectIVe 

of their final Quality. But with many third-parties already 

suffering in an over-congested marketplace, SOrly's 'safety 

in numbers' pubHshing strategy could do well to start 

employing some measured Quality control. And soon. 
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SPYRO THE DRAGON 

lED PRICE, PRESIDENT. INSOMNIAC CiAMES 
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D t's two years since Super Maria 64 first hit 

Nimendo'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 successful Crash Bandicoot series 

(which has already sold over five million copies 

worldwide) hardly qualifies with its 2.SD channelled 

game play, being a far call from the expansive and 

imaginative environments of Nintendo's nagship title. 

Enter Spyro the Dragon, the latest US-developed and 

much hyped 3D platformer by Insomniac games and 

universal Interactive Studios. ForelTl{lst a technical 

showcase. Spyro does at least contain some glOriOUSly 

huge gamescapes that unravel effortlessly 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 

Miyamoto-san will be losing too much sleep just yet.. 

Publisher: UIS/SCEA 

Developer: Insomniac Games 
----

Will Spyro succeed 
where that other 
reptilian Mario 
done, Croc, failed? 
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,Edge IS the title being targeted at kids 

like a lot of PlayStBttOn platf ers1 .._ . ...., .......... _ ... ......... _ .. -.-..... . ... -.-............. . 
Edge What S of most Interest to you at E3? 
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If the g.meplay 
matches the qu.li~ 
of its FMV, Kon.mi s 
Silent Hill should be 
an essential purchase 

LEGACY OF KAIN SOU L REAVER 

, . . . 

I" 1 
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CRASH BANDICOOT: WARPED 
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D he most immediately striking aspect of Crystal 

Dynamics' sequel has to be the Quality of its 

semi-hi-res visuals decorating the game's fluid 3D 

environment. Not only do they represent a significant 

improvement over this title's predecessor, but 

they're accomplished enough to pul 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 fOf an OCtober release In Japan, players negotiate 

disturbingly gothic levels, SOlve puzzles 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 characters 

ability to glide and the game's use of cominuous 

data-streaming, allOwing the game to be played 

without the need fOf play-disruptive loading screens_ 

publisher: crystal Dynamics 

Developer: In-house 

D his time around, CraSh must face his Old 

nemesis or Neo COf'teK, whO has come to the 

concluSIon that only time uavel holds the key to 

successfully destroying the planet unsurprisingty, 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 ~test installment 

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 J is currently pencilled in fOf a December 

release, the franchise Is unlikel'tto lOse out . 

PubliSher: UIS/ SCEA 

Developer: Naughty Dog 

join",- ,,," _ 'om up "..,.. 11'. fin. P1tyStoliM lithttr ;. ;,. ,"" M<Iy ~ of its .... n, SyoMm 11 , .......... _ • ..., up. I<lIt""odcn 
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NINJA: SHADOW OF DARKNESS 
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TOM B RAI DER 3 

PubliSher: Eldos 

DeVeloper: Core Design 

- ' 

-1 

... rawn into a clark. WOf1d, populated t:J.t demonic 

a creatures, axe·yieldlng adversaries and a host 

of other unpleasant foes, players must fight their way 

ttlrough several eastern·influenced interiOr and exterior 

settings as Kurosawa, a young ninja caught within a 

plot-driven 3D action adventure. 

Ttle game is divided into four levels, each of wtlich 

is further sectioned into tIlree segments. ThanKfully, 

the youthful Kurosawa boasts a healthy repertoire of 

moves as well as a welcome array of weapons and 

spells WIth which to defeat tllS demOIllC opponents, 

galmng valuable strength and magic Wltll each victory. 

The game's backgrounds currently I0oI: SUitably 

detailed while the camera system W()(ts well, offering 

a playable VteW of the action at all times. Crucia lly, 

the fighting englf'le works better tIlan Fighting Force's 

(Core's prevIOUs 30 combat OUting), WltIl action 

sequences prOving far less aw1<ward and fruStrating. 

Publisher: Eidos 
~~~---------­

Developer: Core Design 

O he latest episode of tile Tom/) Raider franchise 

offers players four new adventures as they 

control the Intrepid Ms Croft through another set of 

world-spanning. exotiC locations such as an Indian 

desert and the tropical isl,lflds of tile SOUtll Pacific. 

The reworked graphic engine now offers richer 

amountS of el'Mroomental detail which is further made 

evident by the PlayStatlon version's use of the hi-res 

mode. A new reflection system allows for more realistiC 

shadows and transparencies and new weather effects 

such as rain, snow and fire have been implemented, 

together with improved lighting. Other additions 

include improved enemy AI as well as Dual Shock 

compatibility for PlayStation owners. 

The E3 version on the Eidos and SOny stands 

attracted much attention from VISitorS eager to get their 

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

found It hard to distinguish 3 from the last OUting. 

but hopes COre has concentrated enough on genUine 

gameplay Improvements rather than opted fOf the 

commercial assurance of a lazily-developed sequel. 

The most promising PlayStation games at E3 
1 Metl ' Ge.r Solid Same demo as allhe To~yo Game Show, tlul enough to convince Ihe Wesl 

2. Silent Hili Konaml'S game cOljld well echpse the Resldem Evil series. Increditlle CGI. 100 ' 

3. LeSl ey of KIln: Soul Re.ver A very popular E3 appearance and a much-Improved sequel 

4 Spyro the Drl gon Insomniac's graphical tour de fo rce has vast. open levelS - unli~e CraS/l 

S Colony Wl r.: Vendettl f'ysgnosls Is no stranger 10 pushing the PlayStatlon chlpset 

SCEE's Me(/iEtlil will 
hopefully balance 
its la¥ish tlisuals 
with a healthy dose 
of decent lameplay 

Cool BOtJtdef'S J has 
a reworked enJine, 
offers over 36 new 
courses and link 
cable compnbiUty 
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THE PC POPULOUS 
DESPITE HER UBIQUITOUS PRESENCE AT THE SHOW, LARA CROFT 

WAS OLD NEWS FOR PC CAMERS SPOILT BY A WEALTH OF NEW TALENT 

nil ithout any equivalent to the carefully planned 

... superstands of SOny, Sega and Nlntendo, the 

PC defies hasty evaluation at E3. Hundreds of games 

from dozens of publiShers can easily overwhelm and 

mislead the casual onlooker. Yet the platform boasted 

arguably the greatest VOlume of impressive IItles at 

thiS year's E3 - althoug11 not necessarily the very 

best. It also played host to the largest number of 

prevtOUS/y unseen debutS. 

With no publisher domlnallng the PC (a healthy 

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

NCL, Rare and ACclaim) nearly every stand warranted 

a VISIt. If pushed, GT InteractIVe would probably have 

won the show fQ( PC fans, With an armada of behlnd­

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 prCMng more 

than a one-woman-wonder. 

Trends? 3D acceleration is now ubiqUitous. 

Strategy games are the more surprising beneficiaries. 

with a hOSt Of titles (suCh as fflJs61e Warers, Dark 

ReIgn 11, War,gasm and Tartan Army) grOWing beyond 

!heIr humble top-down beginnings to reach daZZling 

3D heights. FirSt -person shooters conllnue to 

dominate, but at least a ffIN developers are WOfi:.lng 

on more than Quake resprays. Similarly. there were 

plenty of totally new games as well as sequels at E3. 

Doubtless it's the latter that will continue to garner 

most sales, but nevertheless, the gaggle of 

debutantes demonstrate that the PC remains the 

natural bedfellow of innovation . 

PC lames unveiled 
.t El included (from 
the top) Ciants, 
Homeworld. 
Roymon 1. Driller 
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GIANTS 
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.... on'l be deceived by its distracting looks - the 

11:.1 graphically sumptuous Giants could well blossom 

into a great game. It is the work: of Planet Moon, 

renegades from Shiny's MOK team \.Yha want to create 

a milestone multi player game. Giants features three 

vastly different races wtlO have each mastered an 

element of their world - either land, sea or air. 

Ttle 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 

INDIANA JONES AND THE INFERNAL MACHINE 

Prax War 

Pvblisll~r: Electronic Arts D~lop~r: R~bel Boal Rocker 

Tile work of ex·Duke Nvkem pr08r~mmer$, PrO% War i$ 

the closest thing yet on tile PC to Co/denEye. Very e.lrty, 

but The outside scenes were impressive . 

• 

-' 

Force Commander 

O 
ndiana 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 raid ing back. 

set in 1947, The Infernal Machine sees the player scouring 

the world for the Tower of Babel . lndy 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: Lueu ArtJ Dev~loper: In-hOU$!! 

Attempting to mfk~ up for tile I.menlfble Supremocy, 

LucasArts isllaving f second crade at f Star Wars realtime 

stratesr gfme. Real 30 with over 100 units lie promised. 
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HOMEWORLD 

p"Y 

Pu blishtf; GT htetrad," Oev,loper: l D ... IMI 

eet.iled rei) life lOOms lnod jaw·dloppinll por"l 

technolof1 (which display alive feed inlo other levels) 

Ire just !WO th-ings setting this first·person shooter apart. 

• 

-' 

.. 
'- 't . , 

Delta Force 

BLACK AND WHITE 

II lrst oH, the Shot below is not an ingame 

screenshot but a mocl::-up. Still regretting 

Dungeon Keeper's spri tes, Molyneux is desperate to 

mal::e a game which looks as great as it plays, but he'll 

probably need to wait for CPUs as well as Llonhead's 

artists to catch up with his ambitions . .JOurnalists 

prepared to lOOK beyond Black and White's four-month­

old wlreframe mesh engine got a first look at one of the 

most interesting games at E3. In brief, as sorcerers, 

players gain power by winning converts either through 

Violence or through benefices. As they do so. their 

realm alters according to their expansiOn and morals. 

Launching spells through deft fllcl::s of the mouse, 

players WIll learn hOW to SKillful1y launch special 

attackS, just as In a fighting game. Players also create 

an A-life familiar, 'N1lo f·ghts and forages Independently 

and grows stronger and viSibly bigger WIth eaCh victory. 

Publisher: Electronic Arts 
Developer: lion head ---------

l1D hlle much of the development community waits 

1&1 for the processing power to maKe C&C in fully 

scaleable 3D, Relic has taKen a shortcut and set It In 

space. The result was one of the most Interesting games 

at E3, with 30 spacefleets claShing In realtlme, controlled 

by drag-and-deploy mouse contrOl. These screenshOts 

fall to convey the essence Of HOmewrXId. ThinK 'Battlestar 

Galactlca', WIth the player as COmmander Adama. 

Publisher: Sierra 

Developer: Relic Entertainment 

Publ isher: Nova logic Developer. ln ·houH 

Oespite linllly supportinB lD Clrds in its flight sims, NOVI 

loBi, is opting to upda te ill; Vo. el Space enBine for Delro 

Far«. an infantry filhting lame in the S~ Op. mode. 
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RAYMAN 2 

ALIEN VS PREDATOR 

X-Com : Alllante 

Publi~: Miaopt"OM OeftIoper: 'n-house 

Like ils older s.iblins. X-Com: Intercepfor, this unopected 

litIe will p' iM:e X-Com in a new dimension - enabling players 

10 ml",se troops in 3D. Powered by the Unreol engine. 

-' 
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.... espite his creator moving ()(l to mak:e the 

I!I remarkably similar Tonic Trouble (Prescreened 

in E57). Rayman found himself the surprising star 

attraction of many attendees. Certainly, as an 

interactive cartoon, Rayman 2 makes Mafio 64 look 

like a late night Belgian art hOuse short 0f1 BBC 2. 

'Ntlether it will play Quite so well 'M)(l't be discovered 

unlll ChriStmas. Rayman 2 certainly plunders many of 

NintenckJ'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 actJVe/y help 

the player complete his tasks. 

PubliSher: UblSoft 

Developer: In-house 

..,. layers select to be either an alien. predator or a 

.. space marine in this first-perSQfl shooter. The 

marine's motion tracker warns him of upcoming attack.s, 

but his weapons are only moderately powerful. The 

predator is slow, but he can cloak. himself and WIelds 

long· range gUided weapons. EdBe'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 too ambitious for itS time. 

PubliSher: Fox Interactive 

Developer: Rebellion 

Total Annihilation : Kingdoms 

Publisher: GT ~adift DtI<eIoper: Cnedoc 

The 1o«Ji Annihilotion enl jllt! ,tlS laken OUIa-gain IOf 

swords and SOfary, and looks even prettier 10' it 

four uniquely diffe.ent flces complete the picture. 
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LANDER 

Dungeon Keeper 11 

Publ ishtf; Eledloflk Arts Dtvtloper: ... ltI,ol 

Bultfro8 says I1 wilt be the definitive Du~ K~. 

Aside "om en overhauled "aphics engine, it will offer 

mo~ (onsi(l.ertdlevel P<08fenion Ind useful minions. 

• 

- ' 

IiW aVlOg IlOrnagt! to Lunar Lander, Atari's claSSic 

.. gravlty-and-inerua shoot 'em up (ak.a Thrust 

on the 8bit micros), Lane/er sees the player control a 

jet-powered craft, which can be tilted with the mouse, 

rota ted with the keyboard, and thrust up into the air with 

a mouseclld: .. The levels progress with varying gravity 

levels changing how the Ship handles. PsygnoSis claims 

the craft Hies according to clata from NASA. Exclusively 

shown Lander, Edge founcl the game immensety relaxing. 

BIZarrely, the game is Slated for a DVD-onty release. 

PubllSller: Psygnosis 

Developer: In-house 

Supreme Snowboarding 

Publishef; Tee Developer; Hou_'que 

The b.rely started Supreme Snowboording is visually not 

far off Ninlendo's IOBO', Housemarque will nud 10 hit the 

$lopes., well., the CH if it's 10 get the gamepllor .ight. 
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OMNIKRON 

SETTLERS III 

DRAKAN 

The most promising PC games at E3 
1. Outcast Why on earth did Infogrames keep thiS 011 the shoW floor? 

2. Hom,world Potential epic, it's a great chance to dO something new 
3. Messieh More than juS! a pretty baby-lace. but Will need skilfUl leyel design 

4. Rayman 2 Stunningly attract iye, great multiCOloured hope for PC platform fans 

5. Black .nd White For the Ideas and ambition alone (and tile 2OOloot-hlgh sheep) 

E3 PRESCREEN £DOE:' JULY 1'9' 

m nother in the emerging 'soul swapping' 

genre (along With Silicon valley and 

MeSSiah), Omnikron IS an ambitiOUS adventure game 

where the player doesn't permanently die, but 

rather becomes the first person who touches his 

corpse. Thus ttle player WIll roam Omnikron's different 

worlds as a Wlde variety of indMduals, each with 

their own skills and talents. Packed G-POlice cities 

WIth 30 beat 'em up elements and Tomb Raider 

shoot-outs complete the spec Sheet. 

PubliSher: Eidos Interactive 

DeVeK)per: Quantlc Dream 

r;w reviOuS servers games haVe sold over one 

.. rBfhon cop.es Wrtt! rts Uf'lJSUa1 marnage of 

econonlIC Simulation and cute graphcs, sertJers 11/ 

WIll continue 10 offer somettwng different German 

creator Blue Byte has deCIded to put rTlOfe emphasIS 

on combat for thiS Incarnauon and has alSO 1/lC1L!ded 

religions for the first time. several of the gods Of the 

ancient world are featured, and can lend their mythic 

powers to the Quests, Including the Roman god Jupiter, 

the Egyptian deity Horus and Ch'ICh-Yu, an AsIan god, 

Publisher: Blue Byte 

Developer: In· house 

emember the 19805' 'DragonLance' novels? 

SUrreal SOftware dearty does, and has long 

wanted to create a dragon-riding RPG . set largely 

outdoors, Oraken's relatively open-ended gameplay 

and the extra dm"lerlSlon prOVIded by a WInged 

firebreather might inVIgorate a genre stili ruled by 

dungeons, not dragons. Edge hOpes Surreal Software 

will keep working on that unappealing lead character 

thoogh. With each iteratiOn She's 100000ng better - but 

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

Publisher: Psygnosls 

DevelOper: Surreal Software 

J 
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Milestone has been liven access to detailed motorbike and circuit information thanks to an official 
World Superbike Championship license. The artists even discussed the came with Duuti enlineers 

UPER "lb .. WOI:rLD 
CHAI\l1P/o IV S /-lIP 

With a heritage steeped in enviable style, it is not surprising that the Italian Milestone team 

Format: PlayStatlon, PC 

Publisher: Vi rgin 

Developer: Milestone 

Release: September 

Origin: Italy 

is set to make a splash in an underexploited genre with a serious motorbike sim 

n a crumbling backstreet office just 
minutes from the centre of fashionable 

Milan, Milestone is currently putting the 
finishing touches to something very unusual in 
the videogame industry: Cl 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 fad, Milestone's managing director, 
Antonio Farina. 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 laking modest creative risks is 
something of a habit for Milestone. Established 
in 1994, the company released a fair first­
person shoot 'em lip (Iron Assault) almost 
simultaneously ~th Doom, and then a year 
later, pitched its passable PC racer Saeamer 
against the likes of Ridge Racer and Doytona. 
Nowadays, of course, racing games are 

• 

~. . 

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

Despite its limits, the title was a success and has set the course for Milestone 
over the last three years. The company's previous tvYo titles - Saeamer 2 and 
Saeamer Rally - continued the legacy of the original title, but also capitalised 
on PC graphics to provide visually stunning fare, capable of running head-ta-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, M.rcus Iremoncer 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 throwaway everything we had learned and used in the 
$creamer 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 concern for realism is more than evident in the gameplay. As soon as 
EdCe took the controls of one of the five different motorcycles available in the 
game (each representing one of the Superbike teams - see pSB), it was clear 

J 
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The replay mode 
provides Interestinl 
views of the racinl 

The lame fe.tures all 18 riders and five 
manufadurers from the real championship 

an intuitive understating of two-wheel physics 
had been reached. Turning 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 
corners, too, there's no charging in at high 
speed and expecting to bounce round on the 

Tlft (];{{(fS CID Ill"'!) srr.rmtft UFilifLWJ. rrCIliWf ACROSS 
THE ASPHALT WITH INCREDIBtE SENSIn'IITY. 

IlAlCIN6 EACH RACE IIORE OF A R6HT HIm S(JP. III IIIlL 
1L1l1it-lllli mUOl vG ICft? Tlfli FiIliI:W!G tiNt 

Players can .dopt a rider's view of the track which provides 
an Incredible feelinl of speed, .nd slants when the bike leans 

-' 

PRESCREEN SPOTL IGHT 

If serious r.cinl st.rts to wane, players un 
pull wheelies .nd do tricks in .rc.de mode 

barriers, or powersliding through the arc of the turn. 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 vehide, 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 concern 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 circuit - 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. f.5 for the scenery - the 
company recently showed the game to two Superbike racers who recognised 
each course before the first turn. ~ 
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There is virtually no scenic pop·up - .. notable 
achievement. perhaps helped by the circuit, rather 
than street-based courses found in other cames 

.... 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,()()().plu5 polys. Additionally, 
the bikes were modelled from the real 
machines and manufacturer-provided materials 
using $oftlmage. Plus, the texturing of each bike 
and rider was painstakingly recreated from 
photos and videos. In fact the crash helmets, 
leathers and motorcydes 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 
views, including a nauseating. rea listic angle 
from inside the rider's helmet 

However, Milestone acknowledges that a 
slavish adherence to realism does not 
necessarily mean a good game. Or a popular 
one. As Farina puts it, 'the most realistic sim 
in the world would be completely unplayable'. 
Indeed, playability has remained a prime 
concern throughout the development of the 
game. An arcade option has been added where 
all the bike setup options can be avoided, tricks 
can be performed and perhaps a few hidden 
elements can be unlocked. And the bike never 
crashes, either. 

Arcade garners who are up for the sim 
challenge haven't been ignored either. 
Milestone is putting together a tutorial section 
which teaches players what to do on each 
circuit, what the optimal lines are, when to 
brake and accelerate - a smart move considering 
how few of these games there are out there. 

Such is the attention to detail here. players can even view replays 
from camera positions used in real television coverage of the events 

Surprisingly, considering this wealth of visual and gameplay detail, Superbike 
World Championship starts its support at P 133 WIth no acceleration, but includes 
D3D support for 3D cards, and may also include specialist suppon for 3Dfx. The 
game will also include facili ties for all the usual PC multiplayer options like Serial, 
LAN and modem play, as well as 'theoretical suppon' for Internet play. The game 
is also being converted to the PlayStation and Milestone claims there have been 
no compromises with the visual data. Instead, the engine has been completely 
rewritten to take advantage of the machine's strengths. 

From the sta rt, Milestone's aim has been to recreate the entire Superbikes 
experience. The team went to the races, talked to engineers - it has even 
included a substantial multimedia component to the PC version of the game, 
detailing the history of the sport. and Its competitors. It is dear there is an 
overwhelming enthusiasm for the project at the company, and if this can be 

. translated into a playable game as well as a realistic one, this game should 
prove a worthy successor to the Screamer series. On the subject of realism, 
however, there was one area in which the company stopped shon, as Farina 
admits, 'We thought about motion capturing the crashes, but it was ~ 
difficult to find volunteers'. Perhaps for the sequel, then .. L5 
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Kick Start 
The World Superbike 

Championship began in 

1988 as an annual event 

for production-line rather 

than custom motorcycles. 

Five manufacturers -

Honda, Kawasaki, 

Yamaha, Suruki and 

Ducati - support the 

events and there are 

twelve meets throughout 

the year, taking in 

circuits like Brands 

Hatch, laguna Beach in 

the us and Phill ip Island 

in Austral ia. 

The popularity 01 the 

sport is growing last. with 

the average attendance 

at Superbike events in 

1997 numbering 22,000. 

Events are shown 

regularly on Sky in the 

UK - perhaps thanks 

largely to the efforts 01 

British Ducati rider, Carl 

Fogerty, several-times 

winner of the 

championship. 

Milestone's game 

has been duly licensed 

by the sport's official 

governing body. 
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M ost videogames designers 

are, to some extent. 

dreamers. But how many can 

actualtyclaim their games are 

inspired by dreams? Archer 

Maclean can. His last two 

releases and his latest 

creation - tentatively titled 

Jimmy White's Q - all stem from 

a very vivid, colourful dream 

Maclean had when he was a student 

back In 1981 'I had visions of floating 

around the table as if I was a camera,' 

says Maclean. One look at Q - the 

designer's first PC original- and 

It'S clear that his dream has taken one 

large step nearer to becoming a reality. 

A lot has changed since Maclean 

last had a game out, the Mega Drive 

conversion of Jimmy White's Snooker 

in 1994. A two year break from the 

mdustry followed - 'did al! the wrong 

things; wine, women and song', says 

Maclean - then he set up Awesome 

Developments, his small sanbury­

based company, and went to work 

designing a new game. But why did 

he choose to go back. to snooker and 

pool? 'Well, obviously, a lot of the 

things I wanted to do with the first 

one,' he replies, 'I simply couldn't do 

because the technology wasn't there.' 

What this technOlOgy has allowed 

PRESCREEN SPOTLIGHT 

draughts board, a one-armed bandit 

and even an arcade machine featuring 

the original version of Maclean's first 

game, the Defender-inspired Dropzone. 

The other details in 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 

but to provide 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. Jimmy white's 0 

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 uSlOg back. and forth mouse 

movement to simulate the CUing action, 

the mnovation that so marked out the 

• P the table, with the surrounding room 
• • lights 'dimmed', it becomes clear why Maclean is 
• ob.... <>d creatin~ r 
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 o's playing 

area, from the Edwardian games room 

that holds the snooker tab'e, across a 

hallway, to the Amencan-styIe 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 

Virtual Pool series. The power bar 

approach is the easiest to pick up but, 

rather like ouake play, the more 

exacting mouse control is preferable. 

In fact. the whole game is designed to 

be controlled by mouse and icons, from 

general room movement to the speCific 

entertamments on offer - click on any 

one of them and the game camera 

'locks in' on them 

PlaYlOg on the table, with the 

surrounding room lights 'dimmed' (a 

feature which not only adds to the 

mood but helps to avoid slowdown), 

it becomes clear why Maclean is so 
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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 snooker room 

.. obsessed with creating 'atmosphere' 

Just as stadiums and multiple camera 
angles add to the experience of plaYing 

a football sim, so the rendered rooms 

enhance snooker and pool sessions. 

And, in place of motion-captured 

footballers. Mactean has his own, 

unique embellishment - motlon­

captured hands. 

'When I first came up with the idea,' 

explains Maclean. 'it was because I 

wanted to put the hands in. I wanted to 

have white gloves - in a Disney-eSQue 

way - with three-fingered cartoon 

gloves dOing everything for you.' In 

the game, the glOVes take the role of 

computer OPlXlnent and referee. T11ey 

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. 'They're always doing 

stuff, but they're not in your way.' 

To get the hands to perform, 

Maclean himself did some 380 different 

takes of the movements he wanted for 

O. 'I was wearing these motion capture 

gloves called Cybergloves - there's 

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

• 
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Q's attention to detail is meticulous throughout, but the ever-active, 
motion-captured, gloved hands are always impressive (above right) 

only one set in the country and they 

cost £22,CXX) 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 

sparted motion sensors up his arms to 

register how the hands interacted 

• 'I was wearmg these motion capture gloves 
• • called Cybergloves - there's only one set in 
• th -- lnt . a d th cos £22,000 each' 

together. 'I had great difficulty eatmg 

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 

how far the game camera is from them. 

The groves, like all the objects in 0, are 

what Maclean calls 'LODded' - tne 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 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 

so. 'Quake has around 80-90 big 

polygons on screen at anyone time,' 

claims Mac1ean, 'that don't have any 

of the lodding stuff we have: 

In contrast to tne snooker ~ the pool room is a homage to 50s' Americana. 
(Above) Just visible beyond the Pool table is a tabletop version of Oropzone 

Other details distinguish Q as well. 

Get up close to anything in the three 

roams and there's no pixelation or 

polygon folding. Balls don't dIsappear 

when they're potted, 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 

really slow dOwn the game play if we 
had thIS huge, fat snooker player 

moving 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 Q too, set to be 

I u rJ'iayStatloh might b ......... __ • In graphics machin(l " 
• • but it's got some serious hang-ups when it comes to 
• loating-p a 

runners under the snooker table 

pockets. This might seem like excessive 

realism but that's not the aim of O. 'I 

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 

the first entry in the genre for the SOny 

machine. 'It might be a brilliant 

graphics machine,' he says, 'but it's 

got some serious hang·ups when it 

comes to doing floating-point maths', 

The team's solution is to take the code 

from the 1994 version of Jimmy White's 

Snooker in integer form. 'It's sort of 

• 
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pseudo floating-point,' explains 

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 Jimmy 

White's Q will debut and - no matter 

what the Awesome team squeeze out 

of 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 

not exactly favoured by the beat 'em 

up and driving game fans. However, 

its explorer -style presen~ation and 

atmospheric features suggest that its 

appeal lies beyond the hardcore, In 

the wider sphere of general PC owners. 

Whatever the case, it look.s as if 

Archer Maclean's attention to £ 
detail has paid dividends again. ... 

DROPZONE 

Archer Madean's first game 
was a Defender·esque shoot 
'em up, ori~inarry released 
on the Atan 400/800 
computers in 1984 and 
subsequently a UK chart 
topper on the C64 in 1985 

to;> " - " 
" 

, . 
INTERNATIONAL KARATE+ 

First released on the (64 
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 11 era 

/ 
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Archer 

E dge: This was your very first project as a 

team-player with Awesome. and not as a 

one-man programmer, wasn't tt? 

Archer Madean: Yeah. Well, there's no way I could do it all. 

And besides, these days, I'm trying to wear too many hats 

There's no way I could do the programming and the 

graphics, SO! tend to design and direct and oversee, and 

have even been knO'wvn to make the tea. 
Edge: What dtfferences did you notice, not being 

responsible for every single facet of a game? 

AM: I've allNays tended to be a perfecnonist. In the past I 

wouldn't take funding off anyone for doing my games. 

I got fed up of people saying, 'Ah, no, it's impossible: 

SO I lA'Ould JUst go and do it. A year later, J would pop 

out of the 'MJOCt.Nork 'Nith stuff that was 90 per cent 
complete and have my hand bitten off by publishers who 

previously 'NOlIldn't look at it. 

NoN, it's all corporate, and that is a real pain in the arse 

because creativity can really suffer. But from their !Xlint of 

vie'oN, I imagine they would argue that planning and product 

management and getting things in on time is actually quite 

good. And 'Ne're pretty much on time, on budget and not 

Maclean 

Obviously, it gives rise to previously imjX)SSible games, 

but gameplay - it doesn't matter if it's 101< of code on 

a ZXBO or 6SOfo...1b on a CD-ROM - haSn't changed a lot If 

arrythUlg, It'S getting W')I"se Quite often I see stuff where 

fantastic technology" bad~ used and badly programmed 

Edge: Is tt a bit of a commercial rtsk to do snooker 

and pool games? Is there a market for tt? 

AM: There's various niche markets. They can be broadly 

dMcled Into shoot 'em ups, beat 'em ups, driving games, 

stuff 'Ike that, and ball games- pool games -they have 

their 0'M1 niche, too. It also appeals to a very broad range 

of ages, we're not dealing wth 13-year -aids 'htlo want to 

beat each other up in the playground, we're dealing wtth 

whatever the span of the pc's age range is 

Edge: You weren't tempted to revisit IK+ Instead? 

AM: 1 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 I Imaglne they would argue that planning and product 
• management and getting things in on time Is actually quite good' 

far off ready to ship with a couple of months to finish off. 

But I've had to figtlt a lot and argue, saying, 'Yeah, yeah, 

leave us to it. We'll get it dare: That's bee11 a pain, dealing 

'Nith the bureaucracy. It adds 25 per cent to the 

development time, sitting around, forever answenng 

questions. But that's what happens lNhen you have teams 

of people and have to pay other people to do things, 

althougtl- luckily - the people I have here are fairly in tune 

with the way I ttlink. 

Edge: Is it easier to make games, as technok>gy and 

tools have become more powerful? 

AM: NO, games are still games. It doesn't matter to me 

if it's 1982 on the spectrum or 1998 with a 3Dfx card and a 

Pentium 300 sitting behind it. All that's happened is, the 

way in which the gameplay is expressed has changed. 

• 
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AM: Oh, yeah, I'd love to do another one. But ItW'OUldn't 

be Street Fighter or Tekken or anything like that It \oVOU1d 

be my Interpretation of a beat 'em up. And I think I could 

create the same magiC t did with fK+, but on a vast scale. 

The playabHity thatlK+ had would be there and it \oVOUld 

also be net.vorkable so you could have l'M:>, four, eight 

whatever number of people playing against each other or 
in co-operation. I love the idea of, say, t'NO teams of four 

beating the hell out of each other .. that 'NOUld be good. 

Edge: Are you going to keep things small here? 

AM: If I can. I'd lik.e to have a nice, small team. I don't want 

to 00i1d myseff up into the \\(l(jd's biggest software empire 

because that's a recipe for disaster. I don't want tOINOr1<: on 

any l"OOfe than one Of two prOjects at a time. That 

way I can retain quality. £ 
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Maclean played pool and snooker 
extensively for research. $0 he says 
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Where Nintendo innovated with Its N64 controller through 

the mtroductlon of analogue control, sega has opted to 

evolve the Saturn's analogue pad. The Dreamcast pad is 

eSsentially a whittled-down version of that controller, with 

ItS diminutive D-pad and jOyStit..k falling under the left thumb, 

twin triggers underneath, and four buttons on top. compared 

to both PfayStatiOn and N64, the key count is low, a factor 
whiCh members of the development community are already 

bemoaning. sega should perhaps consider retaining its histone 

SiX· button layout 

Edge seized the chance to guide the flight path of 

Oreamcast's second demonstration piece (see page 72), 

and was surprised by how light the contrOl pad is. This may 

be due in part to the large cavity In the top of the unit, inside 

which two connections are found - one perhaps for a rumble 

pack, and the other for VMS 

AS predicted In ES2, 5ega has opted to use the PowervR 

Second Generation chipset to generate Oreamcast's visuals. 

Delivering a claimed three million polygons per second, in 

conjunction With the SH4 (Edge·s sources indicate that 1.S 

million Is a more realistic figure). PVR2 reduces the CPU load by 

calculating fun floating-point geometry and the texture setup. 

AddltlOnally, the chipset operates by tiling the screen in 

segments, a process which reduces the required bandwidth. 

While there has been much hype (some of it emanating 

from within sega itself) about Oreamcast's polygon 

performance outstripping the Model 3 arcade architecture used 

for Scud Race, there are sigmficant differences between the 

two systems. Other than Model 3 having a huge amount of 

RAM. its chipset deals with SQuare rather than triangular 

polygons, requiring less to draw flat planes 

Beyond the technical aspects of PVR2, the most stnking 

feature home users will notice Is the high-resolution output 

facility of Dreamcast. According to sega's head of R&D, Hideki 

Sato. the console's standard resolution will be 640x480 

(interlaced). with a refresh rate of 6Ofps. Edge witnessed 

saga's launch demonstration software running on a standard 

television set and was struck by the clarity of the Image. It now 

seems that the N64's 'blurred' Visuals could simply be due to 

its low-resolution output. Additionally. a VGA adaptor will be 

avai lable for gamers to hook the console up to a PC monitor. 

reinforCing how close PVR2 has drawn Dreamcast to the pc. 

• 

' -' 

Microsoft has won another battle. sega's selection of Windows 

CE has made Dreamcast an irresistible proposition for 

developers. A new, powerful platform will always be an 

attraction for the develOpment community but, for Dreamc8st, 

Windows CE has brought a new etement to the deCisIOn as to 

whether to procluce titles for the console. The ease of 

converSion and extension of existing titles makes it a 'why 

not?' choice, helped along by sega's renewed commitment to 
supporting developers. The company's infamous reluctance in 

sharing code libraries is promised to be a thing of the past 

Among the specific modifications made to Windows CE 

for the Dreamcast platform, the most significant has been the 

removal of its graphical user interlace (GUI). Along With 

other selectelj features, this has been jettisoned to keep the 

memory overheads of the OS to a minimum. Mk:rosoft IS 

claiming that all critical sections of code have been 

reprogrammed in assembler, designed to mesh tightly with 

the SH4's specIfic capabilities. 

The key advantage to Windows CE is that developers can 

choose which segments of the OS they wish to use. While 

Directx 6.0 is Included in the package, keen developers are 

free to install their own code, writing directly to the metal 

However. many will opt to utilise standard features such as 

the CD management and network controller, saving time 

(hopefully) to focus on gameplay. 

sega's interest in the PC market takes on a new light now 

that Oreamcast has gone public. Clearly, the company's 

programmers have been testing the water, prior to diving all 

the way in. As Irimajiri-san puts it, 'No question aboUt it; there 

Will be lots of parallels between PC and Dreamcast titles.' 

Dreamcast will be supplied with a 33.6Kbps modem as 

standard, backed by a bespoke network service in at! territories. 

saga is promiSing that the system will be plug-and-play, with 

near-transparent connection. Notably, Dreamcast will refuse to 

attach to a server if the connection suffers from heavy latency 

problems. Although the Intention of this is to retaIn the console's 

'hl-tech' image, repeated non-connection could prove harmful 

Irimajirj-san revealed that the modem will be upgradeable, 

allowing users to Install (by pulling one board out and pushing 

in another) a higher bandWidth card. In a related move, sega of 

America has announced a deal with the (tHome Network giving 

it access to a potential audience of milliOns of cable users, as 

the cable companies gradually 

switch to digital systems 

Similarly, sega's Heat.net 

Internet gaming service now 

appears suspiCiously like a 

huge trial run for the Oreamcast 

network:. However, current plans 

will not allow for Intercontinental 

connections, possibly due to 

NTSC/PAl conflicts . 
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AnOther of sep'S AM stan was caNed 
In 10 produceoreamc:asrs_ 
demonstratiOn tiUe. Vu suurs 
BabyIon pr"""" ___ 01 

oMlat can be expected from oe_last 
game environments. 

Scattered around the foot of the 
central tower ~of_. 
each mapped _ a hillH_ 
texture. zooming close tnto the 

buildings SimPlY _In more ... 
more detail becoming dear, wtth no 

htnt of frames drOPPIng space.The 

lighting was dynamiC and swttchabI8 

between day and night 

High--end, accelerated Pes offer a 

similar performance. but when 

launched, Oreamcast wtII offer £2,000 

performance for around £150. Tempted? 

Edge suspects the beSt IS yet to come .. 

• 

' -' 

Devised by ex-AM division creative 

Tetsuya MlzuguChi (far left, who recently 

switched to consumer game 
development). the first of Sega's 

techniCal demonstratIOns featured a 

motion captured representation of 

sotchiro "malln'S head. Running in the 
consoJe's standard 640x480 resolution. 

the quality of the texture maps used 

immedUltely impressed. Essentimly the 

tJtIe pokes fun at Nmtendo's introductory 

sequence for super Mario 64. and IS 

comptete WIth light sources that drde 

around Irlmajiri's head (below 1efU. 
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 gotf 

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 imphes that it can), then a new lellet 

of characterisatiOn is on its way 



While the Oreamcast 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 Iongef enough to buikt .. WOlMnS and kl¥aI 
userbas8 for. new mach'ne. Altar ai" ~ hIS ___ _ _ .. 

calibre 01 GrIn TUrismo and Metal Gear to appear on the PlayStatiOn. Beyond 
the _ IJ(otIclencyof _'s _machine the __ ._ 

that only. truly creatIVe _ con nat.OboIousIy, the AM __ -.." 

output Will form a rfch vein for potential conversions, but ultimately it wtll be 
the games __ spedficaIIy _ for tile name system tllltwfl 

make or brtIk oreamcast. 
EIIp _ treated to. -. 01 eorty iIomos, lndudil18 tile fomoos St:utI 

fIIICe tests. ShoOs of these 8fIIIIhlC __ IS are oot beil18 released by_ 
wt1ich is _ ........ _ ...... _01 ... _ 
............ , WOId1inII pair oIlUIIy ___ ar-_.-. ..... 
IOoI<Ing _ to tile origInaI_ 3 codo. _o_to beIIoIcf, __ 11 

anything to .. by,ltry ~ of _ Rally 2, Do)o!ooa USA 2 or V/rtuIJ 

Fighter 3 wtft be _tiVely ~mple to ach ....... 

Guided bV CEO Kazutoshi Mtyake. sep Europe has dedded to take a 
number of developers u_1tS wlng.1IIIfdI18 Mm _ ~ JOkIf18IY ...... 
" .5 parties'. Noel_, IJ(evlouslyknown .. _ -\lleFnlnCh-.,... 
behind Alone in the Dartc and the L8A series - heads the Hst Renamed and now 
owned by $egO, the company has retained Fredertd< Raynal who was on hand 

in Tokyo to confirm that No Cliche has two titles in deve40pment fOl' Dreamcast. 

Appaloosa Interacttve, the Hungarian firm behind Eeco the Dolphin, wasn't 

allowed to reveal the name of Its hUe but Judging by its press pack an aquatic 

mammal is l!kefy to feature prominently 

Three UK companies complete sega Europe'S list. The first of these, 

SCotland·based Red lemon Studios Is worttng on a first·person shoot 'em up, 
allhouih details _tha, are _ ,..., fOJ< " ..... _is .. w_ 
o further two titles to o.aamcast, olthoush deve40pment manager KeHb 
_ was -.ant that \IIete, 'Isn't a SIlIrAlO'pme.' tastIy, BIzam! 
CreationS (the developer of Ft for PI,. aslll. I • C" driWII ..... 
__ a dty-tlaSed drMng_, currently dubbed MetropolIS 

AccOrding to Bizarre's website, '(U' new publIShers have pnMded 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 8ernie Stallar used E3 as his platform to both 

announce Ofeamcast for the US market. and to confirm the first publishers to 

support the console. Acclaim. Mtdway. 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 Oreamcast fOld 

With Dreamcast promised to launch with at least ten titles, with another 

thirty by the time of European launch, sega is gotng to need all the help It can 
get. Edge will be watching new developments with interest.. 

• 

' -' 
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lInd hiS all·pervaslVe OS have opened up Dreamcast to n 

-
prOmotlOna! Video flashes 
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and Europe is far mote dIfIIaIIt thin In JIpIn, 10 we dIcIded",_ 
must be 200 per cent prepared for oreamcast'S IIunCh next _ 

ThiS year we are running at 100 per cent in prepaI'Ition fOr the 

launch In the domestic market (Japan!. And, as you knOw, In Europe 

and the US, game develOpment takes a lot IOnpr - 18 months on 

average. When we launCh Oreamcast In the Western mattets we will 

nave 8 lOt of ttties, because we can transfer our best Japanese 

releases and atso we will haW the ttufd.·party titles. This will be the 

first time for us to launch with enough tit les for the US and Europe. 

, :. HIItortcatIy, thOuIh. MIne flnt to .... market MIft't __ . __ ror_ ...... _ .... 
Mep Drtve In JaPMI. WMt .... ~ st dIfIennt? 

Right now, the so-called 'next gentrItion' consoles - SIbIm. 

~ MId N64 - ....... set to be \CIIIf*IId. .... do ....... 
_,1 ___ 2 __ ,1rld_ 

ili!idSlIl 2000 or 2001, _ R will be. _ .............. _ .. -. ... __ .... _01_11_ 
or whO is late may not be such • till ISsUe. _ "'_01"' __ ."'" M,"", 

......................... aowmorelmpol'.lIn 
our econorrIY IS not good.. so who wtII exctte the mancet? we will! 

Yourw people SIIf they can't ftncI specific thIngS to buy at Christmas. 

They need to buy • more attractIYe new machine_ ThIS Is It 

• :. one of the omIIIIOnI from DrNmcat'. 5Iundw wu 
$l!p'11OIO. WI. _steP to 1It8btIItt ... enttreIy new brand ... 

we'Ve been working on that for 18 monthS. we commISSioned a 
huge amount of market research and found that the sep name is 

StiB 8 very strong brand among the COfe gamespIayerS. But for the 

c:asueI users, Ifs not a well·known brand name and, tn some cases. 
the sep brand name creates nepttw feelq5. So thiS time we 
decided that the brand name of the platfOrm WOUld be Oreemcast. 

For the SOftware Httes, hOwever, sesa IS stIR the chosen name _ · __ · ... _ .. _ .... 01 

We haW lost some credibiltty among 0lK saturn users - wen m 
Japan - because they have seen the ~tatton become the 

dominant force, To recapwre t1'1eIr minds we hIVe to convince them 

that sega is senous about satisfying Its customers. In the pas\. sega 
has never created SUCh a huge conference to send ItS message to 



the world. Up to Dreamcast's launch on NOVember 20, we will be 

taking all opportunities to send our message to our customers. 

• :. It seems like 5ep is being far more open than tt has 

been In the past. Is that. consdous dedsion? ,_...,,_ ..... __ -0IIII_ .. _'"'1 
""'_·_01_ ..... _ _ II1II ..... 
maybe been arrogant. We decided to be far mote open and listen 

to our customm. _ ..... _",--_ ... 
Ore.meast announcement feave the older mac:hlne, gtven thIt 

It's stili popular In Its doIMIItC IIIIrIcet1 
If there is demand for SatIn h8dware m. we'. stJPPIY k. and 

we'll alSo support any software •• _Wlt tor It thin Ire MU'Id 

150 ti tles for Saturn yet to be .......... - _re ~ the tHrd 

parties to develop saturn titles. same ~"1hiddnI thn 
WIll be less competltton on saturn, As you know, In the Japanese 

market there is huge demand for 2D anImadon. SO, probably 3D 

tttIes wHl go to Dreamcast and 2D tmes might 80 to saturn. 

Another popular genre in JaIMtI1II the RPG, • market 

over which SOfty seems to have • 1trltl1fehOtd. Do you think 

that Df'HmCaIt wIH be an attractive prospect for developers 
SUCh as Square5oft? 

The biggest advantage of oreamcast IS to prOVIde almost 

movle-1Ike graphiCs for games. SO, when you think about rote-playing 

games, it's a kind of 111OVie-llte story. In the past. even tnough the 

computer graphics behtnd RPG ~ were ntee, when you 

went into the game the graphiCs suddenly changed! But with the 

performance of Oreamcast, the viSuals wi" be exactly the same 

throughout. I think this machine Is the ideal machine for RPGs. 

, :. AS for other game genres, did you opt fOr Mtaosoft's 

operating system mainly to enc:ourase western deltalopen to 

produce tftles for oreamcast? 

The reason to use Windows CE is Simple. we wanted to to have a 

much wider range of titles for Ofeamcast. SOme deYeI~ which 

.have very good engineering capabilities Will not use WincE. They 

might write directly to the hardware ancI get good performance. 

That's okay. we are very fond of titles whkh have exiSted In the past 

- such as driving and fighting games - but we think that through the 

much higher performance of the hardware, the boundal"y of the new 
generatIon of titles 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 tradttional 

developers will not create such titles: newcomers will develOp 

them. For thOse people, the WinCE development environment offers 

a favourable situation. AlmOst 120 dewetope.shave-atreadybeen 
~._.ond"''''' __ I.aDt 
devetopment kits. 

S 1 50 to $200 million, and fOr the marQt!nS In eed'I t.en1tory we wII 
spend $100 miUion. That'S huge numbers. When I was invotved In 

the auto Industry, it cost about $200 mtlllOn to design the enstne, 
chasSIs - everything. For the tools and dies It cost $200 milliOn, and 

to laUnch a new car it costa S200 mHIIon. SO thIt means S60D million. 
the same as to IaUnctI this tiny machine! I don't lI1derSIand .. . fIIN&hS1 

:. tndUdInc' modem In the COftIOIst _ ..... ... 

posIttYe move, bUt fr. provtng hard for some tOt" ..... to 
lMke • proftt from onune PmfnI, What lNkes you think that 

Drumcast can brHk the mould? 

There is some consensus of thought on thiS matter among 
Japanese developers. OrIl1ne facilities will be a mandatory 

requirement for aH games development in the very near future. At 

the same time, we know that we can't make money from the onRne 
game busineSs. but we alto knOw &Mt ~ ...... __ • 

deYeIopins: online gamin&. I disCussed thiS issue wtth lOtS of top 

management people from the big publishers. They all safd that it 

WfU be hard to make a proflt from onMne gaming 0\Ief the next few 

years. But still they have to explore the business opportunities. 

• :. Looking at the mac:htne's casing, It seems that the 

modem ts removable ... 

That's right Modem performance Is always Changing. and In 

the US there might be a kind of high performance cable modem. 

In that case, the consumer can replace the modem bOard 

• :. What Is 5ep's strategy now regarding ItS Interna! 

software devefopment1 

Our arcade people are already working on versions of our best 

games Vu Suzukl already told me that he has exceeded the power 

of Model 3 on Dreamcast, so we can expect a lot of arcade titles to 

come out for ttle home. On the other hand, the demand for Quality 

tit les from consumers is much higher than before. As you know, the 

NaOmi arcade system is related to Ofeamcast but will be more 

powerful. SO we will carefully select only the arcade tittes suitable 

for conversion 

There was a hint at the presentation that a certain blue 

mascot might appear on Dreamcast ... 

Sonic will remain as the major character for Sega, but we 
also want to bring lots of new characters fosward, and that's 

one of the major challenges. I also think Sony has a desire to 

have a strong character.. 



c - ......... _· ..... - ..... 
(both.,' , .... par 9 b" .... n ... ...,.,. 

K.nJIEno ......... ___ .. ll, ._ tor 
DreaIllQSt. III _w.p .. __ on ......... 
to lts ... ~_.D ...... Ift ... ---"' ........ -_ .. _01 __ • 1 __ 1>1*0. 
__ .... ___ ...... 1LtI 1._ 
-,...... .... -_ ... -
_ .. 1 ............ ,. J~ 

"*,,,,1 a..,..... 

''''''''""""' .. _---1...,-__ 
that Sega wiM not snow q .... 11IIi:ecI before the ~ 
what they tntend8d to do WlthD.2 on thl21. tnd __ answwed 

'nothing' I i1l" % thDuPt tht..,.. we! not IIOOd for me. 
'rimajirl·" takI _ ...... to .... In MI1OUIlCIm8Ot to 

demonstrIIte ............. af.,. o..nc.t . I " to CII him 

Pollmajiri JauItIII. ....... 1IIIIIIonui p IbItion wry efIIctNe. 

I've a lOt Of admnIIDn for Nm. 1Nl ... SIP wanted to catch 
peooIe·s_IIIII __ ............ _ _ a1 

the D2 announcement. . '1 _ __ ..... ifttI)t IOOC1 

': w. tt fortlle. lar_that....,......, 
IUUghsI ' _._.11II ...... _8DOd. _ ,_ 

02.... ....... t • __ .... and_ 
_ _ _ lar ..... ____ .. .... 

We started last ~ M'" • ..., ... .-,y hIrIkart 
$0 we went to New ztlllnd tit do ....ch. _. few days ...... 

deciding to wOO: on ~ .. .............. 1tI11 SUIII*' 

and it was not the snow ............ __ tIIIn ~ to 

not see snow whef'I, 'm ,..,. ..... 1IIdrW IIIIce In III Whlnwe 

retUITled, the deveIoprTMd tIt .. at" oMcI ... _ taaned WOfk. 
. :. __ MZIn_ .... _._ .... ,.. 

.... three months? 

we decided to make aCGmlllllllr MW ..... D2 for M2 .. an 
Old project. We wanted to .... ............... to nIIure .. 1 CItCI 

not want to use buildinpar"'*'*'-.. lftI lnUIt ..... NM I'nCft 

than 30 dtfferent words tu ~ "WIIIW - ....... In JapInnt. , .... __ .......... ____ I0Il01._ 

. :' SO there's no ,,--, __ "''' 'MIIonIt 
AbsoIutelV none. Tht .... COH$1I IiIfJ cIIIIreI1t. 

• : ts the de"elopnllllt __ .. -' 

• 

_ ... _ .. _10II1II.5 _ _ _ 111 ·;· ..... _1 -_ ........ --"" ... __ ... .... It'. __ wthld .. _ft_~It .... ......-....-_ ... __ ..... _­
intO a cut« ene. 1 pfawad l k'lt ofTombRIIIcItK 2. atthouF I couldn't 

reach the end ... In Tomb RIII*r. you CM't see very ... but In D2 

you can .. the dIStInt bICIqpOund In rill 3D. HOw'fMr, the fact 

that you can see ., enemy from • few hundred metres WIIIt ts a 
problem because you CM ~ him. EYen tf the ctwacter 8IJIMNIJS 

YefY dose, the prne ISn't so 1rMmdf1I. .. 'NI b1eCI a .-m SinIIIr 

to Tomb"..,. 2 1R11RS,....., ... ... .... _·t ......... 
_ . ..... _ _ Q ...... __ IIId ... ·re 

_ 211 Ptfdiill"ftllllfl--
'. " .................. 1 P 2 flflllf 

""' __ "_. __ br_-',,",O. 

A runber of Us pIIwIrI ... aduttI. We went to tII'IIt the same 

people wtth t> and ,...... pMI thlt's not too Cltfflcult SO when 

you enter . bIttII phISt, ...... becomes. shootinK pme. WItt1 

the cflW1It to • spedII tIrItde 1ICUOn, D2 IS a kind Of ICUon RPG. 

aIthouSh we wanted to .... the IOadInI phase and random 
encounters. Enemies wll be asatsnad end win appear from different 

kinds of plaCeS - out of the snow, from betUnc:I hOuses, etc. ~ 

waIIdni dose to them theY'll SUddentY appear _ Aftef 8 few playS the 

player WIll knOW' whent they .. and remembet' 
.:. o. ... , ... t .................. ror .COftIIOIe. Do you 

Intend to ... the PGA ..uortbe modem? 

we have a PiOll_ MIIt wotkInI on tt but nothing IS decided yet. 

Maybe we wiR mate • Idnd of BulletIn aoant. enabling playerS to - ........... 
': How ebout tilt PDA'f 

YOU can use It for memory or for «IIPIIIYkII some Il lfoaiildtloi. 

that another .... CM'twatch. You CM CIffY the POA wtth you -
1IId __ 1nfoI_. TIIe __ 1ty1s1ii(ll\ 

, :. D2 ...... to be • ......,... ..... Of_ cut Ma tile 
IbIIty to be ..... ......, . .. Plljlltth-n. _ you .. tu 

H: is a 0flt1JII)IIr prne, but we',. not pInWtg to use the link. 



In the future, It may be possjbAe1Olnkdlfferaltmacl*lllwhlch" 
be good fot an RPG type Of game, ................ bIMd 
on Quality we don' t really want to n-. .......... ..... 

I ;. MovInI on to or..mc.r. t8CIIIIICII ,... .. 
sort of power .,. you IIIAnf? 
we'redispl8yln&about30,OOD~per"""'''dDn1 

knOW exacttv hOW many .... ..." In tilt .... but ~ 11 

capable of dlsplaytng three mIII60n potvgons per seconcI. 

,; There has bMn an expectable amount of cynIdIm 8boIIt 

that: fIpre, atwen that DrNInCat would then be ,.. more 
C8PM* than Model 3, IS It. rHIIItIe count? 

Yes, the machine can dISplay thiS m.mber of f\at-shaded polygonS 

However, a game looks best when you use two Of three tight sources 
and maybe some fog, and then the number of polygons drops. At 

the beginning, we thought that rather thaIl USing 50,000 or 60,000 

polygons per frame it was better to use only 20.000 or 30,000 With 

numerous light sources and effects. 5ega'S people agreed that the 

result lOoked good. At the moment we're USIng 15,000 poJygons for 

the background and 10,000 for the characters- the demo we 

showed only had 25,000 polygons per frame. 

• . How does Oreamcast compare to other platforms? 

saturn and PlayStation display about 3,000 potygons per frame 

IJOfpsJ· Dreamcast IS about ten times thiS figure, wMe compared to 
M2 it's about three to four times more powerful. HavIng said that 

three months ago I looked at some old screen-shots of D2 on M2 and 

thought It was pretty good for three·year·old hardware. When the 

M2 project was cancelled, we thought about releasing D2 on the 

N64, but Its position wasn't good in Japan. we're happy to release it 

on Dreamcast because rt offers great graphics pei """""'e. IItrt 
honestty, I like the M2 a lot. although I'm not k8en on .. PIIy$tMIOn 

or saturn. I like the N64 a little bit though. (Laughs! 

• ;. Mudt .... bMn,..... of Df:NInCMt's y ....... 1OUIId _-_-___ bo_ .... ,... 
For D2 WI_ ........ b nature IIP8Ct of the pme, so 

.. ...... lDtaf ....... FGr .... whIn)'OU enter. room.. _ ... ....... _ ...... " '.,_1110_ -_ ............ ---.. ... ,. .... ., _ _ "'I '11_._. ' . 
I believe WIndows CE is.1OOd .... a ..... but we_ 

asembty language and C. WIndows CE n ItS onct3D wII enable 
lOtS of people to make games easIIy,lnI:IUdInB stmpIe collve,SICN_ 
from WIndows 95. sesa showed us some dM .... bltlGlS Where 

they converted 8 coup4e of ttttes from PC: In atmost one WiNk. 

; sep IS promiSlnc to support dftelopel s bitter thIt time 

around. HaVe you reeetvecI final crewe'opmellt toots yet? 

No, they're stili being improved. Their Saturn tools were not so 

successful. Worse than the N64's maybe. The PlayStatlon was very 

successful because of its library and tools, and I believe sega 
understood the implications of that For Oreamcasfs graphICs, It's 

possible to use Graph;cs StudiO M8x and LigtHw8ve 3D. Sega'S 

develOpment environment Is very ft1encffy - the harttware Is sun SIx 

monthS aw~, yet the I)IEIS8fII vecsion 01 &he tooI& i51ir1M1dW' 58WAO. 

,; DO you exChanp deulopment Information wItfI s.p? 
Ves, I often see Vu SlJzukl or vup Naka. They are exceftent 

producefs and~. wept 00 __ 

tt sounds like warp and seaa have a very dole 

relationship. Does It 10 turthet' than sharlnl lnfomultton1 

Absolutely not. There is no financial retationShip. we're just good 

friends -I am on very good terms with lrimajiri·san. I think 

sega's people are very nice -I like sega a lOt ... 

. .' pe and detailed characters, even at thiS 20 per cent complete stage Parallels With PC titles are Inevitable 

was origInally planned 

for Malsushlta'S defunct 

M2 console These shots 

from that verSion reveal 

a gothjC~settmg, with 

detailed realume 

backdrops. The game has 

been entirely rewritten 

for its Dreamcast debut 





teve Jobs has the knack of being in 
the right place at the right time. He 

was in a junior role at Atari when It made 

the breakthroughs that created the arcade 
videogame; he was at Apple when it 
popularised home computing with the 
Apple 11, and when the Mac redefined the 

computing experience so strongly that its 
template is still followed today. He was at 
NeXT when the NeXTCube's esoteriC 
system-level network features helped 
foster the embryonic world Wide web; and 

he was at Pixar when 'Toy Story' provided 
the most dramatic example to date of the 
power of digital media. looking at this 
man's CV is like watching the building 

blocks of digital communication and 
entertainment assemble. 

Jobs has returned to the helm of Apple 
computer, an industrial star he helped 

launch, but which later fell to earth. The 
Silicon valley icon was drowning fast under 
the weight of a billion-dollar loss in 12 
months, but Jobs' bottom-line decisions 
have given it two quarters of clear profit. Yet 

while only a curmudgeon would deny that 
Apple Computer is at leaSt back in business, 
it does seem painted into a corner, its 
dependence on its core markets of education 

and design under increasing pressure from 
the alliance of PC firms led by Intel and 
Microsoft. SO what does Steve Jobs know 
about Apple computer's prospects that the 
rest of us don't? 

The answer lies in the world of digital 
entertainment, where the diverse fields 
of computing, telecommunication and 

broadcasting continue to grow closer 
togetl1er. whether it's Microsoft's ambitious 
Web-TV project or Nintendo's 'Pocket 
Monster' craze, the trend towards a new 
breed of interactivity defined by collaborative 
technologies is inescapable. With the case 
for simpler, cheaper consumer devices 

(like sega's new conSOle, which uses the 
Windows CE OS already popular in handheld 
organisers. see p68) winning the day over the 

existing model of high-priCed, multi-purpose 
PCs. Apple seems to be grabbing its chance 
to be born again. 

The future's bright 
The product that personifies ADple's take on 

simpler computing goes on sale in the US in 
August. iMac is ADple's most aggressive 
consumer release in years, with space-age 
industrial design hOlding a PowerPC 750 
processor the fi rm claims is faster than even 

the qu ickest Pentium li on the market. (The 
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code nuggetS goes on and the technology 
IS worthy of attentiOn. 

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 2D and 3D 

acceleration and a high-class mUlti-sync 1S-inch monitoL) Yet iMac is to be Apple's 

entry-level machine, priced at around $1,300 (£1,100 for the anticipated UK release). 

More importantly, 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-sell ing game ever, the title estaolished CD-ROM as the 

games format 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 and use stra ight away that could appeal to a 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 alight. 

Yet Apple can't escape the fact that it IS not some bold sta rtup 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 

Apple's renewed attempt to grow again faces obstacles that are as treacherous as 

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

The biggest key to the recovery taking place this year has been the PowerPC 

750 chip, devised by IBM and Motorola, and part of a processor family colloquially 

known as G3 (for thi rd generation). undeniably superior to Intel's dominant 

Pentium 11, 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 existi ng PowerMac G3 

computers, launched to great acclaim in November 1997, are merely an exercise in 

shoring up Apple's key markets of education and design until the next-generation 

G4 is ready to ship in 1999. Boasting inherently more powerful 64bit architecture 

and mUlti-processing capabil ities, G4's suitability for professional designers will 

enable G3 to be used in its natural preserve of the consumer market, forming the 

backbone of Apple's new devices, of which iMac looks to be just the first. 

while the technology at its disposal gives Apple a good starting pOint, it has a 

lot of work to do with its development community and distributors if its 

entertainment device plans are to succeed. The Mac OS wil l provide the software 

for the new range. While the System 7.5 of the mid-90s did li ttle to sustain the 
Mac's reputation for reliabi lity, any such problems have been overcome with 

1997's Mac OS 8, a far more efficient piece of coding. Continued recoding will 

enaole Apple engineers to produce a scaled-down Mac OS for its consumer 

devices, but they wil l still need programs to use on them - particularly 

entertainment and games. 

Playing the field 
Despite its low profile and a village community culture where everyone seems to 

know everyone else, the Mac games scene is rather more active than many 
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outside the Mac mark:et might suppose. It's dominated by Macsoft. whose 

affiliation with GT Interactive gives it access 10 k:ey PC titles lik:e Quake and Duke 

Nukem 3D for conversion to the Mac. MacSOft·s strength is such that it has 

become one of the top five earners from Mac software. enjOying the company of 
Dig names lik:e Adobe and Microsoft. 

Although most Mac titles are PC conversions. Mac customers can choose from 

a decent spread of quality titles. and a successful one can sell ao.CO:>. according to 

ex-Apple games evangelist and industry oDserver Ben Callca . Along with another 

former Apple game guru. Bungie $oft\ .... are·s Eric Klein. Calica produced a Web­

based report on the case for Mac games development that concluded. '(The Mac 

mark:etl is free damn money. 40,CXXl units. a pathetic little title. and 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.' 

'The Mac market is free damn money. 40,000 
units, a pathetic little title, and 

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 evange l i s t, Ben Ca lica 

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 lik:e 

Game sprockets (simply pre-written code for simple gaming tasks, such as JoyStick: 

Input and network: game play) caught on only patchily. the Mac IS a platform PC­

friendly enough to read PC CO-ROMs and files automatically. It also accepts 

technologies lik:e 30b's VOOdoo chipset (see p82). and the G3 IS far from the first 

Mac to incorporate 3D Chips from ATI TechnOlogies on Its momerbOard. 

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. 

Thank:s to Apple's favour ing of businessmen over consumers in the mld-1980s. 

and similarly a decade later under Gil Amelio. it has become the norm for Mac 

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 

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 

organisations, such as the ChartTrack group that compiles the UK'S best-known 

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. 

Mac games publishers, who appreciate the situation they're in, are encouraging 
buyers to Shop at stores. Apple, meanwhile, grasping the reality that many 

customers will either buy through retail or not at all, has revamped its presence in 

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. 

'We are going to get reinvigorated in the 
consumer market. Over the Last severaL 
years we've reaLLy been puLLing out of the 

consumer market, and we haven't had 
a product that reaLLy fits the price 
point of today's consumers' 

I1it ch I1andich, Apple VP of sa les 

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 

to home users. 

With the Mac's ready acceptance of Industry standards and the projected rise 

of OVD also set to shake up the digital entertainment market. Apple has its 

strongest opportunity in years. If it can deliver on IMac's massive potential, and if it 

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. 

Nimendo, and latterly Microsoft. take a large share of the software publishing 

markets for their respective platfOfms, Apple is alone in not competing with thlrd­

party companies for garners' cash. While this has meant fallow patches of releases 

for customers when times were tough, it also means that for an enterprising £ 
firm, QIM1ership of a rejuvenated Mac games market is there for the taking. 

Portable PowerBooks reflect the Apple notion of cool design and superb 
speed; even the cheapest PowerBook Is faster than any Pentium notebook 
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Psygnosis' Ross Thody 
sides wi th Capcom 
in a Street Fighter Vs 
TeUen f,Ke·off. 

A deslgnef for Psygnosls, 
Ron ThOily is credited 

as the creator of strategy 

and 3D shoot 'em up 
hybnd, G·/'ohu, for 

the PlayStation and PC. 

Members of the 
development community 
are invlled to emall 
GameYIew submissions to 
edgeOfuturenet.co.uk 

The del initive monthly assessment 01 the world's latest videooames 

Street fighter Vs Tekken . Round 1. fioht I 

O he Sueet Frghter series IS better than the Tek/(en 

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 19805' sprites revealed one of the most 
brilliant games ever devised. Street Fighter, much like 
Mastermind, takes minutes to learn, years to master. 

WIth the Tekken series, all combos are preset. The 
inking of moves has been decldea and the player IS 
performing a set routine. In Sueet 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 poSSible combos 
The player can create unique fightmg styles aM 
techniques, 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 difficult task. 

Having masterea techniques and basic 
combos/chains, this newly found WIsdom can be used 
to destroy the opponent, young Grasshopper. 

When plaYing a decent human opponent, the 
gameplay becomes as br lIiantly pure. Some players 
like to play the defenSive, some like the relentless 
onslaught, but whatever technique the opponent uses, 
there are a number of counter techniques. When 
plaYing someone of equal prowess, the bouts become 
a strategic overload. Elements of preparing a strategy. 
predic\lng the opponent's strategy, executing tactics 
and counter tactICS successfully, hand/eye co-ordination 
and 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 available moves 
destroys the pUrity Tekken has been over complicated 
With '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 memorised, and there are a hell of a lot 
Some attacks can be countered by luck, but this 
detracts from the player's skill and ability 

The Tek/(en series are brilliant games WIth 
unparalleled levels of Quality throughout. from the 
front-end to the skinned characters, but Capcom's 
approaCh to the fighting genre is superior. 

Capc:om's Street Flghte, MS s,.wnecI • seem'n'" endless strinl of sequels, flnnty reUlninl its 20 
orietns. Ross Thocty believes its p&.y.bility MS NIImco's T.kb" fnnchise weI • • nd truly buten 

Videogames on the Edge 

The games - old, new, whatever - that have grabbed Edge 's attention t his month 

BanJo·Kazooie Gran Turismo 
(Nintendo) (SCEEl 
ArrlvlOg too late fOf The softening of springs, 
ir.c luSJOn In thIS month's cross·drilled and grooved 
Testscreen sectlon. Rare'S brake discs. cold aIr 
glgantlc adventure IS taking InductIOn kits common 
some lime to assess everyday dlscusslOfl 
ExpeCt E61 to be latel tOpics in the office 
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Bust·A·Move 2 
(Acclaim) 
Bubble madness finally 
hitS the N64 and, despite 
looming deadlInes, Edge 
foolishly overest,mates ItS 
Willpower and Picks up a 
joypad for one 'Quick' go .. 

Grand PriK legends 
(Papyrus) 
Bored WIth the predictable 
nature of the current Fl 
season, Edge has been 
happily reliVing the golden 
Ft days With Papyrus' 
highly accurate SImulation 
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Unreofs nine weapons 
generally feel less 
weighty than those of 
Quake 11, but they're far 
more imaginative. From 
the basic continually 
recha~ing dispersion 
pistol (top) through to 
the compressed energy 
of the ASMD (middle) to 
the minigun (bottom). 
every weapon has its 
own flavour and uses 
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UNR[Al 

Castles lower within UnTeafs hidden canyons. while most levels are set indoors 
(right), the occasional sidestep outside provides a welcome breath of fresh air 

11 oadlng EpIC'S long awaited first· 
person shOoter IS among the most 

impressive experiences a gamer will 
ever enJOY. The game begins With the 
player as the sole survivor on a crashed 
prison vessel, unarmed and close to 
death. AS the Ship is explored, every 
corner reveals a fresh demonstration 
of Unreal's powerful 3D engine. Noisy 
firefightS behind lOcked doors arld 
bloodied remains on the floor increase 
the tension. When players finally emerge, 
blinking into the sunlight. en route to 
Unreal's firSt level proper, all tllOughtS 
of its rivals have been banished. 

It'S clearly intentional. AS well as 
immersing players right away, it seems 
Epic is suggeSting that Unreal marks 
a new beginning. Certainly, as what is 
effectively a second-generatiOn game for 
3D accelerators, Unreal. like Forsaken 
and Jrtcommg, is one of a new breed. 
Equally. the level design. pacing. 
weapons, and AI places it firmly at the 
pinnacle of its genre. Yet It'S a genre that 
might benefit from a more original 

• 

approach. AS it stands - perhaps fittingly 
for a project of four years ago - unreal 
represents the beSt Of a generation. 

Describing the game play is like 
QUOting from any number of post-Doom 
reviews. Essentially il involves finding 
more powerful weapons to dispatch 
ever-tougher opponents, hitting sWitches 
and getting from one level to the next 
while rooting out secrets. 

Yet superb games are frequently 
rehashes of well-worn templates. Like 
rekken 3. Quake 2 and ISS 64, Unreal 
achieves greatness by dOing nearly 
everything as well as its peers. and doing 
many things better. While Edge longs for 
a developer to exploit the potential of the 
first-person shooter, it would be churlish 
not to recognise that It'S the many 
innovations that advance a genre over 
the years. 

Unreal's biggest single achievement 
is its AI. Players might battle a lizard·like 
Skarrj on a walkway. wrong-footing him 
SO that he falls off the edge only to watch 
him climbing back up. Enemies play 

Unreafs monsters seem to come 
from another lame. When 
moving. they struggle to live up 
to their awesome environment 

cat·and·mouse ducking behind corridors. 
dIVIng clear of projectiles and 
occasionally even retreat when 
outgunned. The AI-controlled death match 
bouts are better stilL Apart from a lack of 
imaginatIOn. they play just like people. 

The weapons are equally refreshing. 
While EpiC has faced the perennial 
problem of tOPPing the shotgun and 
rocket launcher of Doom 11, it's explored 
its own avenues With shuriken hurlers. 
semi-guided missiles, sniper rifles and 
toxic bio-guns. Every weapon can be 

fired in two ways (a couple also offer 

. 



£DG£" JULY 1998 

The flak cannon (above) offers two wide 
radius attack options, firing either a mass 
of projectiles or a single explosive shell 

combination attacks), equipping the 

player with nearly 20 offensive options 

•• • • 

TESTSCREEN 

Format: PC 

Publisher: GT Interactive 

Develo per: Epi c Megagames 

Price: £40 

Release: Out now 

less remarkably, Unreal represents 

another small step from shoot em 'up to 

exploration game, (Think Hexen meets 

Tomb Raider). Its levels are to be 
savoured rather than blasted through, 

which will please the cerebral but could 

frustrate those looking for quick kills. A 

nice touch is the four-armed native Nali 

priests, who guide the players to secret 

areas - provided they' re not harmed. 

This adds an extra element to combat, 

since the dim-witted Nal i frequently 

blunder into the player's sights. 

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

Undeniably though, it's Unreal's 
atmosphere that will win most fans. The 

music is pacey, while the creatures, 

machinery and even the air have their 

own distinctive sounds. Equally, a roll call 

of Unreal's graphic features reads like an 

advertisement for 3D cards; volumetric 

lighting, translucency, environment 

mapping, procedural textures and more. 

Unreal's artists have mastered thei r 

craft. scrolling holographic screens hang 

suspended in control rooms, reflected in 

the silvered floors. Flares, torches and 

even gunfire illuminate dingy passages, 

as players scramble for an exit. 

Outdoorsrwhen players explore the 

terrain beneath a vast beached 

spaceship, the sensation is more 

'Starship Troopers ' than Quake 11 
In stark contrast, Unreal's worst flaw 

is Its animation. The monsters are 

unconvincing, barely flinching when shot 

at and dancing in thin air beyond ledges. 

It'S not a totally fair comparison (a t least 

its monsters can fall off the edge) yet 

Edge can't help wishing its animations 

matched their environments 

Another complaint is the limited 

number of onscreen opponents. While 

PC shooters from Doom onwards have 

continually got more lifelike, something 

is undoubtedly being sacrificed here. 

• 
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Ultimately though, unreal lives up to 
its somewhat corny name. Through its 

attention to detail, the little ideas 
injected into well -woffl formats 

(particularly in multi player) and the 

deCISion to give away complete level 

creation tools, Epic has pulled out all the 

stops In an attempt to make a 

masterpiece. If It falls just short, It'S not 

because unreal isn't better than all its 

opponents, but because it's Just a 
little too much like them. 

fiUhl DUI ol len 

Unreal is the first game 
of its fenre to ship with 
a leve editor. Epic 
claims it's the best yet 
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The vehicles in Vigilonte 
8 differ in three main 
wads - ~rmour, speed 
an resistance to 
tracking weapons. 
They also have unique 
special weapons 

VIGllANT[ B 

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

n utomobile combat games have a 
IiIiI long. circuitous history, From Spy 
Hunter to carmageddon. via Road 
Blaster, Interstate 76 and Twisted Meta/, 

game designers have often been lured by 
the potential of combining 'Mad Max' and 
the thrilll<ills 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, vigilante 8 is a fair 
attempt - and an enjoyable one ~ that 
promises more than It delivers. 

vigilante 8 began life as Interstate 76 

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 
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One level features dOlens of wrecked planes whose wings make handy 
ramps (left). The hydroelectric dam level is notable for its electricity 
discharges and flood pipes, which act as nifty shortcuts (middle right) 

players of who they'll be fight ing and 
indicallng installations that must be 
protected, such as petrol pumps or k.ey 
buildings, which seldom feature In the 
actual encounters. Levels are diVided into 
groups, the final one being a boss level. 

One benefit of Vigilante 8's 
storytelling genesis is the variety of 
levels on offer. HydroelectriC dams, 
alpine resorts and old airfields strewn 
with discarded bombers all serve as 

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 fighting cond itions, 
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 8 is a 
delight. Almost anything can be blown up 
or driven through. 

The most effective way to damage 
opponents. though, is to shoot them. The 
machine gun is the primary weapon, with 
a variety of more interesllng 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 multiple 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 thei r 
weapons a more successfu l strategy. 
No doubt for this reason, wrecked 
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The/'umps are often unrealistic. but 
rare y at the expense of ,ameplay. 
The verti,o induced is impressive 

opponents can be finished off with 
special moves for extra pointS. 

Range. size and speed of target and 
angle of attack all affect whether a 
weapon hits home. This redeems 
vigilante 8 as a game of skill rather than 
a 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, forcmg 
the player to swerve and dodge 
obstacles to avoid missiles and mortars. 
Vigilance 8 also has a multiplayer mOde. 
This 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·operatlvely against a customised 
selection of enemies. For the sake of 
speed, the game limits the number 
of onscreen opponents, thwarting 
Edge'S attempt 10 battle nine schOol 
buses simultaneously. 

Multiplayer is especially successful 
because the AI is pretty unconvincing In 
single-player mode. It'S not difficult to 
see why, considering the problems fac ing 
the programmers. The average combat 
game features either Tekken-style toe-to­
toe attacks (trivially easy in terms of AI) 

or Speedily dispatched enemies like 
those in Quake, who have only limited 
time to reveal their inadequacies. Here 
opponents die slowly. They also find 

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

themselves m a mass of different 
situations (different elevations, weapons 
and speeds, for example). Vigilance 8's 
protagonists are only really convincmg 
when moving in to attaCk. After that, 
anything might happen. An unsatisfying 
close-combat fracas usual ly 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 fife speCial weapons from 
the analogue pad. 

-" 

VIgilance 8 IS a competem and 
interesting game for anyone whO enjoys 
trashing 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 Vigilance 8. 
As suggest~ in Edge's recent ReVival of 
the FIUest feature (E57), the case for an 
update of 8ally Midway's seminal 
Spy Hunrer grows ever stronger. 

H" rl~ti '~I~' ___ -. 

Seven out oTten 

TESTSCREEN 

Format: PlayS tat Ion 

Publisher: Activision 

Developer: In-house 

Price: US 

Release: Out now 

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

publisher: Nintend o 

Developer: 

left Field productions 

Price: $60 (£40) 

Release: Out now (US) 
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Like most of today's 
sports games, Courtside 
offers players the 
opportunity to choose 
between a variety of 
camera positions 
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KOBf BRYANT IN NBA COURTSIOf 

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 
II1II unlikely to dramatically increase 

the N64'S current sales in the UK, over 
the AtlantiC, 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 baSl<etbalHnspired software . 

Developed by Cali fornian-based Left 

Field Productions, this is the first title in 
Nintendo's new sports division which will 
soon double its membership with a 
forthComing baseball game from US outfi\ 
Angel Studios. 

AS its name suggests, this is a fully 

licensed product - endorsed by Bryant­
and as such 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 adlon to be 
viewed from any angle 
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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 although hardly 
groundbreaking, each player boasts 
enough detail to be easily identified by 
his individual characteristics (facial 
texture mapping, for example). The 

animation for all of the moves, too, is 
impreSSive even If more flexibility in 
the players' bodies would have been 
deSirable. The replay optIOn 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 
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Visually, the game benefits 
gfeatly from making use of 
the N64's medium-res mode 

relatively simple controls, most players 

should be able to perform the vast 
col lection 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 li tt le more 
extravagant. which would heighten the 
excitement level to be more like the 
real NBA. The pace of the players may 

initially seem Sluggish, particularly when 
put against previous PlayStation 
basketbal l 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 

basketbal l-loving, N64-owning individual 
shouldn't fail to investigate what is 
currently the best example of this 
sport on Nintendo's machine 

Edg l latiar 

Seven nUl nl len 
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ROAD RASH 3D 

As well as trYing to fend off attacks 
from other bikers, players have to 
contend with normal road users (main) 

11 Ike 300 Need for Speecl, EA's 
Innovative combat racing lest 

was at itS best when running on Trip 
Hawklns' IMed 32M console. The rest of 
the Road Rash sequels and adaptations, 
released on a vanety 01 machines Since 
ItS first appearance on the Mega Drive, 
failed to do it Justice 

while the format is Similar, this latest 
incarnation offers a few additions over 
its predecessors, the mOSt immediate of 
which has to be a 3D environment. For 
the first time in the series' hiStory 
players are placed in a three dimensional 
world, where it is possible to take a Quick 
look behind the rider in order to check 
on upcoming adversaries. Any players 
not particularly concerned with winning 
should enjoy Road Rash 3~'s other major 
innovation - as before, races are 'A to B' 

affairs Increasing In length and difficulty 
as progress IS made, but they are 
sections selected from a 1QO-mlle long 
network of interconnecting roaas. 
Therefore, other than the police, there IS 
nothing to stop Individuals from taking a 
detour from the deSignated track to 
explore the many and varied routes. 

This IS undoubtedly the game's beSt 
feature. The complex arrangement of 
country lanes, mountain roads, highways 
and ci ty st,reets IS highly convincing and 
features some of the best track design 
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There are numerous points during the 100 miles of interconnecting road 
network where the scenery stretches impressively far into the distance 

ever seen in a racing game. The 
development team has made use of US 

Geographical Survey road data, aerial 
photography and data elevation maps for 
selected san FranCISco Bay Area roads 
frequented by open· throttle motorbike 
enthUSiasts. 

Technically, tOO, Road Rash 3D's 
engine IS impreSSive, draWing 
substantially further than the mal0rtty 
of PlayStatlon racers. This only serves 
to further encourage thumb arid 
acceleratIOn button Interfacmg. sadly, 
all this comes at the expense of the 
frame rate, which althOugh adequate In 
terms of gameplay, is disaPPOinting In 
its lack of smoothness 

Yet the game's major proolem comes 
as a result of the developer's use of 
motion capture for the riders. The time 
required for the execution of the move to 
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be completed has robbed the immediacy 
and responSiveness from the fight ing 
found in the title's predecessors. Trying 
to hit opponents is impractical, requiring 
preCise timing and a Significant degree of 
luck. Furthermore, the player's bike is 
often over-zealously deflected from a 
collision With an opponent's vehicle and 
results In a time-wasting excursion Into 
the scenery. Attempting to take on a 
group of riders at a lime IS a partiCularly 
frustrating experience. 

ThiS IS regrettable, as some aspects 
of Road Rash 3D are superbly 
accomplished. But as a raCing comt>at title 
It stops short of some of Its predecessors, 
and thiS alone prevents it from 
scorrng much higher. 

Ed ge rl li_.: 

Six nul nf len 

TESTSCREEN 

Format: PlayStatlon 

Publisher: EA 

Developer: In ·house 

Price: £40 

Release: Out now 

A total of 12 bikes 
divided inlo 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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SfNSIBlf SOCCfR WORlD CUP '90 

Players won't have seen such tiny 
footballers since Kick Off. Of course, 
soccer always has its bigheads (top right) 

r:I ootball games are one of the 
.. benchmarks by which the 
progress Of videogames are Judged. Most 
of them - poorly executed clones, 
exploitative licences and off-the-wall 
novelties - are destined to fall by the 
wayside, But a small, select few stand 
out from the morass, bringing a 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 
halcyon days when the 16bit Amiga was 
Britain's format of choice, Even then it 
was conSidered graphically primitive but, 
whilst other titles had more visual flai r, 
none could match the way Sensi played 
The rudimentary graphics were crucial in 
this, allOWing a wide, overhead view of 
the action. facilitating intuitive tactical 
play at great speed. So. what has been 
changed for this 1998 incarnation of 
Sensible Soceen Very little, It would seem. 

The overhead pitch view is retained 
with some fa irly ropey closer angles only 
available as replays, The men are still 
small, but-are now motion captured and 
look very convincing from the high 

Sensible Soccet's wide-an,le overhead view reveals more of the pitch 
than most of its rivals, which suits its frenetic one-touch gameplay 

vantage point of the match view. The 
underlying simplicity of the basic controls 
is there as well , two fire buttons instead 
of one being the only 'modern' concession 
Other than that, play is uncannily 
reminiscent 01 earlier Sensible Soccers, 
right down to what must still rank as the 
finest altertouch 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 on the player 
tirning a tackle to perfection, with a huge 
collection of red and yellow cards the 
cost of learning this fine art. Step-in 
tackles ard rasher flying ones are also 
pOSSible, but sliding tackles are by far 
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the most useful in the fast flOWing 
matches. Lobbed shots apart, all other 
moves - headers, overhead kicks, volleys 
and so on - are context-sensitive and 
fluidly 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 Runaldo 
and Shearer, a reminder of less 
corporate times in videogamlng, 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 
intu itive tn time - and it's a testament to 

Sensr's quality that it's still entertain ing. 
Not the world beater it was. but 
there's plenty on offer. nonetheless 

EdgB f81ill: 

Seven out of ten 

TESTSCREEN 

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) 
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Format: PlayS tat Ion 

Publi sher: SC EE 

Developer: 

Game Design Sweden 

Price: £35 

Release: Out now 

1i.I. 

Kula World features a 
selection of impressive 
level designs. However. 
once completed. there 
is little replay value. 
which severely limits 
the life of the game 

KUlA WORlD 

By gathering five fruit from across successive levels. a bonus stage is revealed. 
The player must then touch down on all the blocks to receive extra points 

-=- fter first wandering under Edge's 
IiI gaze at last year's ECTS In london. 
the puzzle game Kula world (previously 
Kula Quest) has finally made It to 
PlayStallon. In the past, Western entnes 
to the genre have tended to miSS the 
mark (althOugh It has never been a 
hugely populated game style). Zed TWo's 
wetrix for the N64 (seven out of ten, E58) 
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 a 
series of oblong block.s. To complete 
a stage, the player collects a number 
of k.eys to unlock. the exit. while a timer 
decreases throughout. 
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In keeping With puzzler tradltlOllS, 
tile game JettisonS thOught of creatlrtg a 
realistiC enwonmem - muCh to ItS 
benefit. Movmg the ball around the levels 
soon returns the Impression that the 
addlllon of mertla to ItS anlmatl()(l would 
have spoilt the preCIse nature of the play 
system. Kula World is all about mak.ing 
well-judged leaps, about making neat 
progress around the various gangways, 
jumping the many obstacles. videogame 
favourites, such as oscillating spik.es 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 

Initially. the player is left 
feeling queasy by Kula 
Worlcls rotating. 360" 
puzzles. Pass the bucket. .. 
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late r sUiges become fiendishly 
complex. ';th the addition of 
seml·visible 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 Nintendo 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 
lime 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 savlIlg graces has 
always been a strong tvvo·player mode, 
but Game Design Sweden has failed to 
properly implement ()(le here. Given 
the Simple - yet adeQuate - graphics of 
Kuta World, it would have been well 
Within the PlayStation'S capabili ties 
to duplicate the environment. As 
things stand, the game Is only a partial 
success, although it's undeniably 
enjoyable for a limited time. 

Six out of ten 
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BOMB[RMAN H[RO 

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

O he Bamt>erman franchise has 
been a cornerstone of Hudsoo's 

output for almOSt a decade now, but 
rarely has the company deviated from Its 
standard twQ recipe menu: 'normal' 
mode In whiCh the player beltS around a 
varietY of small mazes blOW ng up 
enemies and COllecting gems, and 
'baUle' mode In which twQ to four 
players try to blow each other away In a 
Single screen arena For thiS latest 
venture, however, the familiar deSign has 
been completely discarded and replaced 
with a 3D platfarmer far JUSt one player 
This at fi rst lOOkS like an act of 
commercial suicide, akin to removing the 
deathmatch from Quake. 

Ignore the fact that thiS IS a 
Bomberman title, though, and players 
are left with a finely· tuned, colourful and 
at times imaginative. Super Maria 64 
wannabe. Bomberman is still the lead 
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 platforms, dissolVing platforms, 
platforms which make you jump higher, 

Each of the four planets bOllsts • different visu.1 style, .nd I different 
range of baddies. The giant chickens on the first .re fr.nkty ridiculous 

vanous ob/€CtS to collect, fQ( example 
There are even sectIOns where 
Bomberman has to run onto a platform 
which Shoots him through the air, 
COllecting gems all the way - at least the 
designers haven't JUSt gone out there 
and Cribbed Mana 64 No, they have 
Cribbed Samc the Hedgehog, too. 

ThOse expectmg 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 garners. The 
baddles (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, too. 
It i~ for example, 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. 
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less obviously, the character is also less 
three-dimenSionally dynamic than Maflo: 
he moves up, down, left and fight QUite 
easily but getting him 10 do anything else 
can be exhaUStingly fiddly. 

But for N64 owners just aCQUiring a 
taste for Japanese platformers, 
Bomberman Hero should not be 
overlooked. Like Yoshi's Island, it 
rewards exploration rather than speed, 
and like Goemon it isn't afraid to deviate 
from the recipe sometimes and offer 
something new (there are several 'intO 
the screen' stages where Bomberman 
gets to wear a jetPaCk and fly). The levels 
are nicely put together and offer a few 
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 IS Stili waiting for an 
epoch·making N64 Bomberman title, 
however - but now at least there is ~ 
hope such a thing is poSSible. ~ 

Six OUI of len 

TESTSCREEN 

Formal : N64 

Publisher : Hudson 

Developer : In -house 

Price: ¥6,800 (£3S) 

Release: Out now (Japan) 

Flyinl into the screen 
(above) provides an 
amusinJ. diversion once 
in a while. Beyond that, 
Bomberman Hero is 
very much platformer­
by-numbers material 

97 



9S TESTSCREEN 

TfSTSCRffN ROUND UP 
The 3rd lIillennium 
cryo has always been a developer keen 
to toy with conventions, and The 3rd 
Millennium is no exception. Inltlally, it 
appears little more than a Sfm 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 Mflfennlum uses 
the natural increase In responsibil ities 
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 so, 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 . 

With such pedantic dedication to 
facts and figures, a week in politics can 
seem like an absolute age In The 
3rd Millennium. 

five DUI ol len 

Format PC Pi.lbI -.el cryo DevelOper In·hoUH 
Pllee: £l0 Release Out now 

Clllrol Honda Superbike 
World Cha. pions 

~Ioped In conjunctIon WIth the 

Castlol Honda Supelbike team, 

Interactive Entertainment's simulation 

IS a lairly comprehensive affall, Wllh 

seemingly e\lery aspect of Ihls spon 

taken into ~ ccounl. 

A gl')nce at the rmnual reveals 

a technICal bleakdown of Honda's 

RVF-RC45 (lhe only motOlbike 

.wal~ble to players, incidental ly) as 

well as a guide that IS designed to 

help bikers extfoKlthe most from 

thell machine itS they lap {he cilcuilS 

Of course, the aulhentioty also 

extends to Ihe latter. Enter a 

championship and race the len 

courses selln England, Gu~ece, 

IndooesLa and the US. before Cfossmg 

Ihe PaCific and trymg out the Motegl 

race track - Hooda's home CIf CUlt -

all of which are faithfully reproduced 

from Ihell rea l hfe cou"lterparts. 

Sadly, Ihls attenllon 10 realism 

has come al the price of playabiliry. 

Of the !WO Views on offer, only Ihe 

in-bike proves marginally adequale as 

the rider leans lerkily - alld, Iherefore, 

umealisllcally - Into corners 

Somehow, the whole thing fal's 10 

capture the e~citement 01 a real 

Superblke season. There are 2o-odd 

other nders on Ihe trad al the same 

t;me, bUI these lalllo display any kind 

of collective mlelhgence, let alone any 

form of individual AI. The replay 

system doesn'l help either, havmg 

Ihe irritaling lelldency to SWitch from 

TV·styfe bt-oadcas\IIlg to the 

unlnYOlvmg chase cam. 

On ~ positive note, the game is 

remarkably accesSible. allowing nding 

aids suth as bt-ake and steeling 

lISSlstance to be SWitched on and 

damage to be disabled. But. 

unfortunately, thiS IS hardly enough to 

disgI.J ise the game's main 

Illhelent faults. 

five DUI ol len 
format PC PUOI 5hoer: Int. r.ctlve 
Ente".fnm.nt Ot-.-elopj!r In,hollll 
Pnce [30 Relea$(' Ollt now 
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Hot Shots Golf 
Golf purists will no doubt despise SeEt'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 strok.es, 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 a more cartoony visual approach. 
That isn ' t to say that Hot Shots boasts little 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 
wish ing 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 Golfs 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. L...=::J 

E4 1' Ill tnl: 

Seven Dui ol len 
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Wrectin Crew 
Tel star' s heavily delayed road·rage t itle 
Is obviously Intended to provide 
PlayStation gamers with the sort of 
slapstick racing offered to Nintendo 
owners by the Maflo Kart games. Both 
titles place as much emphasis on the 
collection and use of power·ups as 
course navigation and, as with Mafia 
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 Nlntendo's 
game delivers unadulterated cartoon 
fun and coin·op levels of slickness, 
Wreckln Crew proves fa r less assured. 
Why provide players with a range of 
mostly unllkeable 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. 

wreckln Crew may be fast, fur ious 
and loud, but Its racing Is rarely as ,J"C;l 
entertaining as It should be. ~ 

four out of ten 
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Formal PlaySuttloll Pvbl~r Yerstar 
~r Qulckdraw Proce. UO Refe-a..e Out now 

DeathtrlP Dungeon 

While, rather int'Ylt.lbly, being 

something of an anti-dlmal, 

~thtrap Dungeon does at least 

succeed in offering a refreshingly 

arcade·blased view of the I~n 

LMngstone's fantasy same world, 

rec.a11inS Tomb Raider m many ways 

without ever feelins too much like a 

retread. As with the PlayStation 

same, the emphaSiS IS on puzzle 

solving (com~t prOVIng a touch 

simpliSllC), with the twenty-odd levels 

manasmg 10 pack in itn &\raordin.lry 

number of architectural flounshes and 

well·handled set pteCes 

The sameplay n'lUTM NI of the 

console ~~1Ofl, the JOUrney through 

the dungeon of the tItle ~ from 

a thud·perwn pe!speclrve. Much 

work. h.Js obviously gone Into the IJSe 

of thrs remote VIeW, ...... th the camera 

cinemaucally dollYIIlg. fitCking or 

SWItching ansle in key iocatlOOS. 

SUrpriSlIlgly, such tneks don't 

dlsonentate - fitther <t is the endosed 

spitCes Nt tend to calJSe the 

problems ....... th itll sense of direction 

disappearins as the camera anempts 

to find a vantage point. 

Graphically, the PC ~ersion 

obviously offers greater clarity, WIth 

both software and accelerated 

modes piling on the translucency and 

Ilght-soureing effects. But the e);tra 

resolution does have the unfol1unate 

characteristK of hlghhghting the best 

and worSl of the game art. as 

cal100nish (and badly·itlllfMted) 

monsters and texture work occasional~ 
clash with the noir-ish atmosphere. 

Although lacklns the refinement 

and sense of newness necesSdry to 

seflously challenge the POSllloo of 

Eidos' other blockbuster, Deathtrap 

Dungeon is eel1ainly wonhy of 

attention, though no\, as Eidos might 

suspect. because of the ,J"C;l 
presence of a busty herollle. ~ 

Edit I.titl: 

Seven out of ten 
fOfmat pc PI,Ib so I l ido. 
~!opef Asylum Pr e uo 
Release- Ollt no'lltl 
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Ubit 
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 judgement 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 plxels from an enemy 
causing the team to run toward rather than fire at the opposition, 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 more 
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 bristle with 
potential. Character attributes are balanced just right, with the psionlc 
powers complimenting the weaponry, and the blend 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 li tt le 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 & conquer 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. 

five out of ten 

Format PC PI bl ~r Cryo De\le~r ,n·hous. Pr :e uo Rf' .it~ Out now 
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<4 Thunder Force V 

While it may not have Quite reached the 
hOrizontal shooter's premier league 
populated by the likes of Grad/us 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 Galaxlans and Xevfous 
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 
tlny, fast-moving particles. Fortunately, 
with a settlng 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 Darlus 
to Sfdearms and Is, like so many 
Japanese releases, far too short, 
Thunder Force's 20 appeal to old school 
gamers Is undeniable. But square's 
recent Ehlnhander 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 Oreamcast is where the ~ 
series' future really lies. L5 

U •• Illi.,: 

FOImal SatlH"tI Publisher Tecno Soft 
Developer tn-house Prl{;e n,BOO (£30) Re ease 
pUI now UapanJ 

Arl, lien 
Army Meon amounlS 10 completeo 

vindu:atlOn for all who queslioneod the 

viability 01 a game based upon plastiC 

model soldiers. The pygmy stature of 

such a conctpt has been reflected In 

, dumsy Cannon Fodder-esque shoot 

'em-up, fealunng ethnK conflict 

between the Greens and arch 

enemies, the Tans 

The player is a Green who IS able 

to recollect h,s Slngle-fra~ fOltbears 

by adop!lng 'd.nsic' knet'ling. prone 

and filing po5ItlOOS. Running about 

large war·torn, and talent-Iret' maps, 

Op!)OrtUortles abound to collect !!ltra 

weapons, medi·packs and power-ups, 

while simultaneQUSIy baltling tht 

dIHerently·p,smented foe and the 

"wkward control system. 

Play IS conducted Via lineal 

m,ssions that oHef little inoova\lOfl or 

strategic chOice. The player plods 

from way point to way point before 

elimlnallOg the target in some of the 

most lacklustre of set-pieces. The 

'oKtJOn' takes place 0IIeI poorly dlawn 

landsupe5 beleh of imag~\lOII, 

aesthetic appe.1J and hope. The 

spnte-based graphics, anaemically 

denied suffiCient animation, toner 

around in a world lackmg in detail 

The CPU foe are stJdlers fOf 

Ofders: they rigidly man the!! posts 

and, Incapable ollnltiat!Ve, 

mechanically patlol routes and wait 

for the player 10 find his range. But 

the killing blow is the missing-in-aaioo 

'save' option. The appallingly limited 

resolutlOO means many foes snipe 

from oH·screen. Combined With the 
ung"lnly cootrob, the pl" yer ends up 

st~nng into the 'miSSion failure' 

screen With tediOUS regulMity 

Pep·ups like toting a bazooka, 

manning a plastIC tank, or iSSUing 

baSIC commands to a squad of fellow 

Greens can 11ft play beyond the 

anntlOflal. but they can't dlVefI 

attention from the game's 

ronnlng sore flaws for long. 

four out 01 ten 

Format PC pU!)lIsner Ubi Soft 
Developer: StudiO 300 Price £30 
Rejea~' Out now 
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Wonder 3: Arcade Gears 
Bastion of a gOlden age in 20 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 th ree 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 puzzle 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 PlayStatlon 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 i1 the~, t...=::J 

Seven out 01 ten 

format PlayStlltlon, Saturn Put ner Capcom DevelOper tn·house PIOee VS,IOO InO) 
Rele (' Dui now (Japan) 
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forsaken 64 

while Forsaken 's finest outing was 
Indisputably the 30fx networkable PC 
version, Iguana UK have worked 
wonders with Its N64 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 serious 'real world' 
environment on the N64, 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 64 'S main claim to 
PlayStation technical superiority Is its 
four· player mode. Running In the same 
two·by·two window split as Marlo Kart, 
Dlddy Kong et ai, the multlplayer mode 
Is astonishingly smooth, even when in 
close· fought four·way dogflghts. 

unfortunately, as Extreme G, 
Acclaim's other futuristic N64 release 
proved, perfecting a multlplayer engine 
Is not the same as perfecting the way it 
plays. Too often, multlplayer 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 PlayStatlon and PC, 
then, Forsaken 's strength Is In its 
slngle·player game. The N64-speclflc 
levels, multiple route system similar to 
starlox, 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 N64 titles ~ 
developed across multiple formats. 1....::S 

UI'"li,,: 
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flfA World Cup '98 
Gi~en the success of Its pfedecessor, 

it w~s perhaps inevitable that World 

Cup '98 would be a poliShed, VlslJally 

accompl ished but, above all, 'familiar' 

footbdl llng e.peflence. 

In pr~Clice, though, World Cvp 

'98 IS faster, with play somehow less 

measured than lIS forebeal. Anel 

receMng many lequeslS to Increase 

the speed of lIS FIFA tItles, EA h.s 

Included the opbOn to .lter the pace 

of ITIdtches on a sliding 5C<11e. On lIS 

highesl senlng. thiS ensures matches 

are played in a ITIdnn.er mll NoIan 

Sushnell would lind suangely familiar 

but, as the song goes, me publIC getS 

....ml the public wants. 

Indeed, EA appear 10 hl~e spent 

the (nolably soon) peflod of lime 

between launches addressing crnlOSmS 

of Rood to WOrld Cup '98. It's 

perhaps Its tweaking of player AI 

that Id,. finds most amusing. A 

common moan 01 RTWC '98 was its 

playefS' propenSity for running balls 

near louchllnes oul of play. Now, 

playefS must move 'a/Ound' the ball 

until they read! a posrbOn where they 

can proceed Wlthoul conceding a 
throw'ln or cornel. 

Present~tlOn IS slick. and lIS 

execu1ion a work of C0n5lJmmale 

]>I'ofesslOO.ltsm. Des Lyn.m's InUOS 

and John MOlSOn's opening asides 

are gwen extra credibility by superb 

p'e-m~tch seqlJ!nces - players 

wiummg up Ind fidgeting as stra,ns of 

national anlhems can be he.1rd. 'Mlere 

fluenl and comfonably accomplished 

incidenlal delail is concemed, WC '98 

is almost comp.1rable to your average 

home·grown Nintendo release. 

Ulllmalely, WC '98's bdsic core 

of gameplay remains lJrn:hanged. For 

RTWC '98 owners, It'S'' PlJrchase for 

lhe completist or the extra~agant; for 

the Unlnlllaled few, an opponunlty to 

see a commercially evergreen ~ 

Irarn:hlse In rare form. '1..5 

U,I Illilt: 

Seven OUI OTlen 

Format PC PUt>II~1 EA {)EM>loper 
m-houle PJlce no Release 
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World League Soccer '98 
considering its developer's experience in the field of vldeogamlng 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 ful fils 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, th is is 
true of real life football and there is the opt ion of customising every aspect 
of the team's playing tactics inCluding the ability to completely restructu re 
the team's formation - it's simply a case of select ing 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 respect ively brandish 
considerable creative and commercial clOut, Silicon Dreams' 
unlicensed effort is up there with the best. 

[ighl Du i ollen 

F, rmat PC (verllon tested), PlayStltlon, Saturn Put) ~r. Eldos () ... eloper SlUton Orelml 
PrICE. (30 Release. Out now 
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DEVELOP 
videogame creation under the microscope 

Considering the bigger picture 
r.:I ince the early days of the PC, it has always been 
1::.1 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 grev.o, 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 ,600x 1 ,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 pic.ture appears to contain 
576 lines, while in fact only 2BB 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 lines 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 'NOrse, 'A'ith only 480 lines being used in total! 

Until recently, these restrictions have not been a major 
problem for console manufac.turers, as processor power and 
memory typically limited games to resolutions of around 
32Ox256 or 64Ox480. 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, manufac.turers 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 tvvo 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 Turisrno, 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 visit: 
H,y<h, ~! "","_! 
HDTV Hud'l .... tte" In) i" .', " 

HDTV onllne b"e'lnl ! """ '" • 

fun Storm developer 01 DominIon , " t • 
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Antl·alla,'nl can produce a smoother imale (rilht). 
but .t the expense of processinl power .nd 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 anti-alias the 
image, by taking a high-resolution pic.ture 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 requiring the physical resolution to do it. 
Unfortunately, this technique tends to blur detailed images 
and is very slow to perform without custom hardware. 

While these techniques all use the standard television 
resolution, and merely make it look more detailed, the arrival 
of HOW (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 HOW modes, 
HOlV may bring consoles back into line with current PC 
resolutions, and are likely to surpass many PC displays in 
terms of darity, 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 HOTV (and thereby substantially cut their 
target market), or attempt to find methods of supporting ~ 
normal televisions as well as neNer models. "l...=s 

Ion Storm's soon-to·be·released r •• ltime str.telY slm Dominion. will .t least be 
visually impressive. It can run in resolutions from 640x480 to • hilh l ,014x768 
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