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ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT 

O 
oby Card jokes that he wants a 
Ferrari for each of his toes, harking 

back to the larger· than· life teenage 

programmers of the '80s. · Ironically, EdCe 
cover stars don't come much smaller than 

Card and his associate Paul Douglas. As the 
creators of Tomb Raider, the pair can lay 

claim to fathering a modern icon, for helping 

to shift gaming into the mass market and for 
almost singlehandedly bankrolling Eidos for a 

year. And yet it's unlikely that even one per 

cent of EdCe readers will recognise them. 
The contrast between multi·million· 

selling game creators and the interchangeable 
ranks of musicians and actors who grace the 

newsstand each month couldn't be more 

acute. 8y striking out to set up Confounding 
Factor, Card and Douglas join an exodus of 

star developers staking a claim for gaming 

talent. Of course, not everyone will be a cover 
star. But at least the trend might help more 

developers to make bold games like Tomb 

Raider, as opposed to being shackled to 

unimaginative sequels. 

One of Card's strengths - animation - is 
the subject of Edle's main feature this issue. 

To hear people arguing over the sexiness of a 

videogame character like Lara Croft says more 
about how far games have come in recreating 

human beings than statistics on frames per 

second or hours of motion capture ever 
could. Just as animators are running up 
against the limits of keyframed animation, 

techniques like skeletal simulation promise to 

usher in a new era in realism. Edle examines 

the front-runners . 
The differences between Toby Gard's 

original character, Lara Croft, and his latest. 
Rhama (above), represent three steady years 

of both technical progress and artistic 
evolution. The difference between placing 

Lara Croft on the cover of a · videogames 

magazine or a picture 

represents a leap of faith . 

of her creators 

, 
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VIEWPOINT 
EXPRESS YOURSELF IN EDGE - WRITE TO: LETTERS, EDGE, 30 MONMOUTH STREET, BATH, BA 1 2BW (email: _ awt) 

1'1 our initial opinions regarding 

.. Dreamcast seem to be far 

more favourable than they were 

with the Saturn. However, in your 

artides you seem to be obsessed 

with whether the perfonnance 

matches Model 3 or not · 

This probably won't become 

apparent until finished software is 

available, and as of now Sega is 

confident that it outperforms 

Model 3. I' ll take its word. You were 

right in your artide to say that 

Dreamcast draws triangular polys, 

but if it does shift 3 million, which 

most developers say it does, it 

wilt be able to display 1.5 million 

squares. Considering Model 3 shifts 

in the region of 1 million squares, 

my bet is that DreamC3st is at least 

on a par with Model 3. tf Sega can 

deliver the software, it should have 

a winner on its hands. 

Johnllript. 

vi ...... 11 

D wonder how much money 

Sega spent on the curly 

Oreamcast logo? There's a 

fumiture/ ornament store in 

Glasgow's west end called 

Evolution with exactly the same 

logo, except for different colours -

orange on purple if my memory 

serves me right Whatever Sega 

paid, I think it was too much! 

Gre. Chisholm, 

Glaspw 

IT.TI hat is Sega doing with 

~ Dreamcast7 I appreciate 

Saturn has failed, but is the time for 

..... - ~ a !1ew console right? Why doesn't 

Sega learn to play its cards doser to 

its chest? We have been hearing 

rumours and reports about 

Dural/Katana' for over two years 

r\ow Gust as we did with the 

'.4, 

Saturn), and all of them have 

proved pretty much correct. Nice 

one, Sega, what have we heard 

from Sony? 

Does Sega think that if it is first 

into the market that it will win (that 

worked for 300, didn't it!)? Why 

hasn't Sega learnt from Sony7 

Surely it would have been been 

more sensible for Sega to develop 

in secrecy, wait to see what Sony 

1 guarantee you 15 months from 

now, when Sega finally manages to 

deliver Daytona 2, Sega Rally 2 and 

Virtua Fighter 4, that Sony will have 

stolen the show with a highly 

publicised announcement of a 

DVD·based system ten times as 

good looking as Sega's. 

Nkk "Iph, 

....... 11 

The whole Dreamcast situation is 

'Why hasn't Sega learnt from Sony? Surely it would be 

sensible for sega to develop in secrecy, wait 

to see what Sony had been doing, then beat it. Sega should 

realise that 32bit gaming has peaked' 

had been doing. then beat it 

Sega should realise that 32bit 

gaming is reaching its peak (most 

Nintendo 64 and PlayStation 

owners hiMng only brought their 

consoles within the last 18 months. 

The market will dry up just about in 

time for Sega to launch its console. 

1 have read that Sega wants 

Dreamcast to be a mass-market 

propos~on. Well, 1 hope it's 

planning to sell it for under 

£ 120 - but with a modem, 

12x CD, PVRSG and natty LCD 

controllers, I can't see how. 

• 

-' 

an intriguing one, if only because 

Sega has so much to prove. 

\Nhile polygon counts can make 

interesting reading, it's ultimately 

going to be software and marketing 

that will figure most prominently in 

its success or failure. Rest assured, 

EdS. will be here to offer the most 

unbiased coverage of the format as 

it turns from dream to reality. 

n fter the past two years of a 

~ consistent and steady level of 

good software on the PlayStation, 

I find it terrible that the list of four 

games I earmarked for pwthese 

this year has yet to be .cIded to. 

While gamers wiI newer buy every 

title released, the fact .... mr list 

has not been added to because of 

a lad of choice, rather ..... 

personal taste, is tefribIe. 

As a devoted PIaySIMion owner, 
I find myself constantly questioni-.: 

Sony's policy of flooding its 

platform with third-rat~ software. • 

the follow-up machine is to SIInd 

any chance of market domination 

or success, then Sony woukt do 

well to win the confidence and 

loyalty of the gaming community by 

sending the PlayStation out with a 

quality 'bang', rather than a 

splutter of rubbish. After all, 

consumers historically dislike a 

company that gives them the 

proverbial two fingers once the 

money has been made. 

I hope a company with the clear 

perceptiveness of Sony will note the 

growing dissatisfaction in the ranks. 

I mean, come on, four games! 

_Ids,-... 
... .....u 

r:;;::J ommiserations on your worst 

~ cover yet (E60). Absolutely 

atrocious. Are you worried that you 

aren't being noticed on the sh~1ves1 

Happily, it was wrapped around an 

excellent issue. In these times of 

style over content, Eclp is a joy. 

Duncan McKende. 

vIa ...... 1 

ro our reviews of the pre-FFVlI 

... Playstation RPGs always 

compare them to older 16bit games 

that you seem to fondly remember. 

Not having been exposed to them 

and having enjoyed games such as 

Suikoden and Vondal Hearts a arm 
deal, I thought I might investiJate 
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further. I briefly dabbled in the 

twilight world of emulation but my 

ageing 486 just isn't up to task 

(even if it was. I prefer to get my 

RPG fix relaxing in a comfy chair in 

front of a console rather than 

hunched over a keyboard). 

I was seriously thinking of 

upgrading my PC just so I could 

play the likes of Chrono Trigger and 

FFV, but once again the cost was 

prohibitive. Then I realised that for 

the price of a single PlayStation 

game I could buy a secondhand 

SNES with several games. This is 

quite amazing when you think 

about it. Square is about to release 

a port of the original SNES Final 

Fantasy V for the PlayStation and 

it will probably retail for more than 

the price of getting a second hand 

SNES and cartridge. 

Unfortunately, once again my 

plans have been foiled, as it 

appears very few of the great SNES 

RPGs were ever released on PAL 

Either way I think I'll go ahead 

and get a sec.ondhand SNES. In 

recent editorials you've talked about 

the new mass-market consoles 

opening up the gaming industry to 

those who had not been exposed 

to it before. I think there might be a 

lot of recent converts like myself 

who are surprised by the quality 

and range of some SNES games. 

'llthen you consider just how 

cheap secondhand consoles are, 

compared to the price of N64 and 

Playstation games, it seems to me 

to be a pretty good purchase. 

Ashley W.keman.. 

via emall 

1":'1 fter playing the entire Street 

Eal, Fighter and Tekken series, I 

have t'O disagree with the 

comments Ross Thody made 

regarding the fighting genre. He has 

compared two styles of fighting 

games on one level, while there are 

many more to explore. Firstly, and I 

think most importantty, is the fact 

that the Street Fighter series is 

wholly 20 (and I include Street 

Fighter EX). This means that the 

programmers don't have to make 

adjustments for real-world physics. 

Characters move much faster than a 

human can, making for blisteringly 

fast and frenetic game play. 

'llthile this is a very good styte, 

which lends itself \/\/'ell to an arcade 

scenario, in my humble opinion it is 

realism, not special effects, that 

make a fighting game. The TekJcen 

series has this in abundance. From 

lei's multiple fighting styles (all 

authentic kung-fu stances), to King's 

bone shattering throws, to Eddy's 

superbly realised Capoeria styte. all 

of the characters move and fight as 

a real person would. Therefore the 

fights are more measured and 

fighting moves, and are therefore 

easy to predict. At the end of the 

day it all comes down to personal 

preference. I like Tekken, Ross 

Thody likes Street Fighter. I guess 

we can agree to disagree.' 

Chizo Ejindu. 

via em.U 

ro ou really are hypocritical an~ 

... console-biased. let's look at 

the fads .. 

Suf'e'Moria 64 - a stunning 

game, very well done. A real 

winner, and even I will say it's 

worth ten out of ten. Gran Turismo 

- a fine game, vefY sood in fact. I 

have spent many hours playing it 

myself - ten out of out ten for 

'redefining driving games'. Possibly 

a bit over-zealous on the marlting. 

but I can live with it. as long as your 

scheme is consistent. Unreal- the 

most graphically stunning game 

ever. The most advanced monster 

intelligence ever. Incredible scale 

'square is about to release a port of the original 
Final Fantasy v for the PlayStation and 

it will probably retail for more than the price of getting 
a second hand SNES and cartridge' 

calculated, calling for a certain 

degree of cooI-headedness instead 

of frantic button-bashing. 

Also, in Telcken it is almost 

impossible 10 predict what an 

opponent's first attacking move will 

be, which always adds an air of 

tension to the game. In Street 

Fighter, any competent player 

should be able to guess that1he 

. opponent is most likely to jump in 

with a heavy kick. use a fireball or a 

dragon punch-type manoeuvre. All 

the characters have the same basic 

• 

' - '-

and level geometry - you cannot 

say it won't redefine 3D gaming 

forever. Eight out of ten? Your 

arguments for this are that it's 'too 

much like its competitors' and the 

'the monster animation is not good 

enough'. Did you review it on a P60 

or something? My 30b-powered 

P200MMX has none of the 

aforementioned problems. I'm not 

sure what games you've been 

playing. but I've never seen 

anything like Unreal. 

Maybe these things were ironed 

VIEW POINT 

out before the final release. 

Unreal changes its genre 

forever. You only need to look at 

the amount of garners playing and 

the number of developers licensing 

the engine to see that So why do 

they not get the coveted ten out of 

ten? Curious, isn't it? 

Adam wright,. 

via email 

r::I ome questions to consider: 

1:::.1 I . 'llthy in the past ten or so 

issues have you featured pictures of 

Zelda and constantly billed it up to 

be great when Nintendo can't even 

finish the title on time? Perfection is 

one thing but from the way it looks, 

I don't think it will ever be released. 

1. 'Mly do you always use your 

generic name in reviews, features 

and evetything else you write? 

3. 'lJhy have you persistentty billed 

GoldenEye to be the bestN64 

game when it is an unimaginative 

Doom/Quake/ Duke Nukem clone? 

I appreciate that refinement of 

certain genres is a good thing. but 

Goldenfye hardly pushes back the 

boundaries in firstperson shooters. 

However, thanks for producing 

such a fantastic mag. Keep up the 

good work and all that. 

Some answers: 

Mark waldron, 

via em.iI 

I . Because, on the evidence to date, 

it might be bigger than Super 

Mario 64, the repercussions of 

which could seriously change the 

way videogames are designed. 

2. That's just the way it is. 

3. GoldenEye is hardly 

unimaginative, How many other 

firstperson shooters, even now, 

offer anything like its diversity7 

It remains a firm Edge favourite, 

over a year after its release. 

07 
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DREAMCAST DEVELOPMENTS EMERGE 
sega's fresh platform is treated to a tentative embrace by the world's videogame makers 

DreamcastN 

Sec- hIIs unveiled fresh shots of 
D,eamust'I.VMS memory unit in 
use, both in and out of the new 

_:.(onsole', control pads. 'Ibis odd 
CodzlllQ titl. is the fint YMS title 

D n the wake of 5ega's announcement of its neYi 

Dreamcast console, further details of planned 

development to( the machine have been released. SO far; over 

1,(0) dev kits have been shipped to 0IJef 120deIJeIopers 

work:tMde. although sega is asking to see game conceptS 

prior to delivering tile devices. In order to avoid a market 

swamped with B-grade titles, the company Is aiming to 

eventually maintain a quality control system for Dreamcast. 

However, sega's current threshOld seems rather suspect­

thirdparty games will Oflly be re}ected jf they are deemed to 

contain 'socially unaccePtable content'. leaving the gates fairly 

wide open for whatever developers wish to throw through it. 

A position between SOOy's software free-for-all and Nimendo's 

limited selection of titles 'NOUld seem ideal for sega. 

Cautious comments 
While rumours are rife on the Internet regarding ~sslble 

Dreamcast titles, those actually confirmed as being in 

develo"Pinent remain members of an exclusive club. Of the 

companies Edge has contacted, most have reflected the 

cautious optimism voiced by Confounding Factor's Toby 

Gard. We only spoke to sega recently: he admits in this 

month's feature (see p5O), 'but it's a really nice machine. we'll 

have to see: His p4'"evious employer. COfe Design, is also 

thougflt to have a Dreamcast title in the INOrKs, but has thus 

far refused to comment either way 00 the game's existence. 

Surreal software, the firm behind Psygnosis' forthcoming 

PC title Drakan. was recently quoted as expressing an interest 

in 5ega's machine. Ha.vever, while Drakan's vast environments 

make it an ideal candidate for Dreamcast, PsygnoSiS' O'M'ier 

sooy may have a rather different opinion. Clearly, in relation to 

the western launch of the console it Is still early days, with 

many European and American firms ready to do little more 

than express an interest. Contacting US Dreamcast developer 

GT Interactive revealed nothing other than the company line. 

MeanwtlHe. NEC, partnered wittl VIcIeoLogic in the 

production of the Po\YervR second Generation chipset, has 

two games underway for Sega. The first of these is an RPG, 

currently dubbed 5eventll cross and themed around 

evolution. Players must guide the initially simple character 

througtl its life. shaping its progression through interaction 

with the environment. NEe's second game is Senngoku TlJrb, 

intended to be a far more action-oriented experience althougtl 

RPG elements are thougtlt to feature. 
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NEes two titles for the .... Sq. console ,re dearly • lonl w.y m.. ca ••• lltlo .. ...... lycolourful Senngotu 
IIItb (mein. ce .... ) I. oddly .... Insco"' orHrIy PloyStotioft litl ... _ Ctou (rIPt) 10Gb curiously.,. ... 

In the run up to the console's NoIJerT1bef 20 Japanese release date, sega will host 

a number of events to promote its plans. 5epterTtler will see the second half of me 

'5ega New Challenge Conference', a foIklw-up to the original announcement held on 

May 21. It will be at this gathering that Dreamcast's launch titles will be annouCed. 

including which AM division games. such as IIfrtua Fighter 3, are on their way. (5ega 

now claims tha" one of the AM groups has achieved a potygon performance of almost 

four million f1at·Shaded triangles per second, althOugh this has yet to be confirmed,) 

TIle follO'Ning month, 5ega will give menDers of the Japanese public their first 

chance to play Dreamcast titles, at the Tokyo Gime snow. Expect Edge to 

beat the crO'Nds and deliver regular updates between now and september. 

RAGE REVELATION 
r:1 age Software has joined the 

Ltr.I growing ranks of Dreamcast 

developers. Just prior to Edp's 

publication deadline, the company's 

director of malt.eting Hell crttchlow 

confirmed that, 'Rage Software is prOUd 

to be working on Incoming for the 

Dreamcast Japanese launch In 

November 1998.' He added that, 'We 

have the deepest respect for the 

company's I5egaJ history and ability 

within both its hard'Nare technology 

and software development businesses.' 

The news that the 'Hell-received PC 

Incoming for Oreamust should 
.aslly out.,..n the PC version 

release Incoming will be a Japanese 

launch title is notable, not least for the 

game being of western origin. Further. 

it is the first game to publicly 

demonstrate Dreamcast's compatibility 

with Intel systems. CritchkJIN went on to 

s;ry: 'Rage genuinely believes that 

Dreamcast technology is definitive 

second generation and therefore 

pledge our full support going forward.' 

Edge contacted Andy Wllllams. 

technical directOf at Rage's Birmingham 

office, who was able to Shed a little light 

on Dreamcast's current development 

kits. 'We have step 2 now: he explained, 

'with the video chipset Of1. In the early 

days it emulated the video chip as well. 

They're expecting a fIVe times increase 

in speed lover Step 11 forthe real one.' 

'The early board that 'He have is like 

. ~an emulator. It'S got the graptlics chip 

on, but a lot of the other stuff is 

emulated with the processor. 'Nhat it 

seems to be doing Is 'Ntlen you 

• 

--' 

compile, it generates normal pentium 

code. and it runs that. SO all they've 

given us is a videocard, basically.' 

Williams was full of praise for 

Dreamcast 'Technically. it's a very nice 

machine. If you 'Here to give most 

programmers the choice between 

Dreamcast and PC, they'd go for 

Dreamcast. .. Windows is a nightmare.' 

While Rage PC titles are of 

sufficent quality to represent a major 

announcement, other conversions 

to oreamcast could be unwelcome. 

HoWeVer, Wil1iarns feels that having a 
fixed target machine. as with sega's 

conSOle, will be a benefit. 'To write 

something sloppy takes half the time. 

When you only have-one type of 

proceSSOl", you know how fast 

everything goes. And if someone else 

has made it go faster, then you make it 

go faster as well.' 

competition, as always, is 

a healthy thing indeed. 
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FOr those wtth a reason.bty fast (and 

stable) Internet connection, It is now 
possIbte to view either AVl or Quicktlme 

movies of t he 'rf.san DfNmca5t 

demorIstration softw .... Men last Issue. 

LOg onto www.sep.co.JP/dreamcast/ 
demoJ ri.1ttm1 to dOwnlOad t he two parts 
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VIDEOGAMES TV CHANNEL FOR EUROPE 
Infogrames and Canal + announce plans for Europe-wide videogames TV channel 

---
INFOGRAMES 

CANAL+ 

Inspired by MTV, Infotr.mes is 
set to broadCIIst 14 hours _ day 

... ; 

'.' 

O t would seem the ambition of Bruno Bonnell (abOve) 

knows no bounds. Not cootent with driving Infogrames 

hard towards the top of the Publishing tree, he has announced 

his intention to back a Europe-wide videogames TV channel. 

He has signed a 'parity agreement' with French television 

group canal +, wtIiCh essentially means that Infogrames WIll 

be providing the financial backing for the project. However, 

Bonnell is keen to point out the independent nature of the new 
Channel, Claiming his main interest is purely in seeing it get off 

the ground. In a recent intervieW with computer Trade Weekly 

he explained that. 'This industry deserves its own channel and 

we alYlays thought that if no-one else created one, we would: 

Current plans are for the yeHo-be-named channel to 

launch this autumn, with the broadcasting rights for the UK 

likely to fall to satellite operator Sky. France is expected to 

receive the signal in september, with the remainder of Europe 

fOlkJvving shortly after. For the UK and other territories, the 

channel's content wil! either be dubbed or subtitled. The 

station will be funded through a combination of Infogrames' 

deep pockets, sponsorship and traditional advertising. 

content will be sourced from across the continent, in order 

to maintain a pan·European feel. 

• 

Pop music Channel MTV has clearly been an influence in 

the gestation of the videogames station. According to 

Infogrames UK'S Stephen Hey, 'If we didn't see MTV as an 

inspiration then we'd be mad. HOINever, the channel will be a 

completely differE!flt proposltlon. It 'Hill bring Quality and 

innovatiOn to television just like MTV did: COntent is expected 

to include news, previews, features and home shopping shows. 

Although projected viewing figures aren't yet finalised, the 

new statiOn's target audience has beeri identified. 'Target 

audiences Will vary through the day: reveals Hey. 'For instance, 

teatime programmes will be aimed at the 8·16 year-old post­

school market, wtlile 4-8 year-aids will have programming at 

breakfast time. The schedules will be carefully prepared to 

make sure that we target the correct audience, 'Hith relevant 

content, at the time of day they're most likely to be watching: 

Whether the imminent Bntish digital television system will 

carry the new channel IS undecided. However, aCCOrding to 

Bruno Delecour. chairman of canal satellite, 'This agreement 

is a natural extension to the strategy pursued by canal"+ in 

the multimedia, interactive system and digital technology 

fields.' Infogrames' £2 millIOn investment should go 

some of the way towards making it happen. 
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MICROSOFT TALKS DIRECT 
Bill Gates' behemoth finally gets Direct)( on track 

r.r.I iCroS~ft is putting the finishing gloss on DirectX 6.0 and 

LU.I IS nailing down the paper specification of DirectX 7,0. 

The company is so confident in DirectX 6.0's Direct3D API that 

it believes it could supplant specific 3D graphics accelerator 

APls (such as 30fx's Glide) in the affections of the . 

development community. And it has issued a challenge to 

developers: use Direct)( 6.0 to create truly scaleable games. 

Kevin Bachus, DirectX product manager at Microsoft, 

argues that Direct3D 6.0 supports all the features to be 

found in the latest generation of 3D graphics hardware, and 

more: 'We can deliver APls at the same time as the hardware 

vendors and, in some cases, we're leading - for example, 

Direct)( 6.0 has support for stencil planes, v-midl hardware 

companies will be supporting next year. And take multi­

texturing - future chips will be able to do tvvo textures per 

polygon; DirectX 6.0 can support up to nine.' 

He also maintains that developers will find DirectX 6.0 

much easier to use: 'Developers have been frustrated by the 

long learning curve associated with Direct3D. In Direct3D 6.0, 

the sample code is focused on examples of discrete 

functionality - for example, we've included the source 

code to do bump-mapping. The samples are short, readable 

and can be used in shipping applications.' 

Get off spiral 
BaChus believes that Direct3D 6.0 is good enough to release 

developers from the prevalent spiral of recreating their 

games for different 3D accelerator chips. This, he contends, 

will lead to increased game quality: 'I was speaking. for 

example, to Shiny's Dave Perry at E3, who was saying that the 

MDK team was ready to revolt because it was having to make 

versions for every chip under the sun.' 

Besides, keeping track of f!Very chip will certainly 

become increasingly difficult. :At the end of the year, the 

hardware wW be close to doing 10 million polygons per 

second, and next year, it'll go up to about 25 million: says 

Bachus. 'One of the big challenges facing developers 

next year will be scaleability. For example, if you run Tomb 

Raider 11 on nVidia's Riva TNT, it looks exactly the same as 

on a VOodoo 1 Chip, We're now reaching the point Vv'here 

scaleability of art assets, rather than throughput, is the 

most imfXl(tant thing: 

Developers will be able to see w1lether Bachus' 

confidence is justified w1len DirectX 6.0 ships in JUly. The only 

thing miSSing from the API set will be the new API DirectMusic, 

which will be present on the SDK as a beta and will 

ship in final form as part of DirectX 6.1 in the autumn. 

This image (above) shows the type ohmooth surface renderinl that is 
made possible by usinl NURBs, one of the new 30 modelling techniques 
which Microsoft IS considering supportinl in its seventh intej,retation of 
Oir~ Tbe image is a demonstration file rendered with the reeware 
POV-Ray 3 raytracing pacule. hie Software' s Incoming (riPt) was 
almost a showcase demonstration for the power of DirectX. since the 
company elected not to produce a Glide version for Voodoo chips 

• 

NEWS 

The next DirectX 
Microsoft is now consulting with hardware 

vendOrS and develOpers to set Direct)( 7.0's 

specification. Direct)( 7.0 will include 

the first stage of Fahrenheit, the new 3D 

model derived from OpenGl with Silicon 

Graphics' help 

'Direct)( 7.0 Will have Fahrenhelrs scene 
graph and large-model extensions API$. The 

release will focus on better 30, and 

imprOllerT1eflts to DirectSound, Oirectlnput 

and DlrectOraw: reveals Bachus. 'For 

example, in DirectSound 7.0, you'll be able to 

create arbitrary loop points and the addition 

• of time-stamp buffers will let you, say, play a 

certain sound plus sooms. ln Direct30, we'll 

be looking to support quads and other 

higher-Order surfaces. and there will be more 

complex multi-texturing capabilities.' 

Bact"lus says games development will 

soon reach a point where the hardware is so 
fast ttlat polygons start to near pixel levels.. 

At this p::lint, developers might abandon 

polygons in favour of hlgher-order surfaces. 

'PeOple are using quads and NURBS now, 

but I think there'l! be at least one more 

generation of games that use standard 

polygons.. we may do things in Dlrectx 7.0 

which jump-start this change, but it's hard to 

say what. Pan of the problem Is that NURBs. 

in particular, are not 'o'o'eI1 understOOd by 

most programmers. There are some 
fantastic effects you can get with higher­

order surfaces. but ifs not like you'll be 

able to do things you can't do to the same 

extent poIygonaIly.' 

Bachus's line Is that Direct)( will make 

change easier. not harder, fof developers to 

cope with. Edge hopes it will make gaming 

more straightforward for PC owners. too. 

Ritual Entertainment (which 
is currently workinl on Sin. 
above) has poached c:;ary 
McT_Uart and Charlie Brown 
from 3Ob: to work on 30 
enlines incorpor.tinl inverse 
kinem.tics and NURBS-based 
renderin,. Satisfying such 
progresSive lamlnl companies 
with DlrectX will be an oneoing 
challenge for Microsoft 

11 
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3DNOW! TWO STEPS AHEAD OF KATMAI 
AMD beats industry leader Intel in the race to pipe more polygons to 3D processors 

D ntel is in the habit of naming 

its upcoming processor 

technologies after North American 

landmarks. "True to form, the company's 

next chip is codenamed Katmai, after 

an Alaskan wildlife reserve known for 

its bears. Quite frtting really, as rival 

chip-maker AMD has made the 'NOrld's 

leading purveyor of processors appear 

very much a slow and rambling animal. 

AMD has just unveiled a new chip 

called the K6-2 which indudeS a feature 

called 3ONow! technology - a set of 

hardwired special instructions 

specifically geared-up for the floating 

Cutting Edge Cuttings 

...•. 

point calculations crucial to the 

generation of 3D scenes in games. tt's 

something Intel famously left out of its 

57 original MMX instructions, and 

which the company now plans to 

incorporate into the Katmai processor, 

Ylhich will essentially be a new variant 

of the Pentium 11. The ma;or difference 

is that the K6-2 is out rK1N, while Katmal 

will hit streets in earty 1999. 

AMD has not only beaten Intel to a 

new processor technology, but has 

scored a major coup in convincing 

Microsoft to support 3DNowl 

technology under DirectX 6.0. This 

application programming interface (APO 

for games will be out this momh, and 

any 3D game supporting DX6 will 

automatically benefit from the 3DNOWI 

instructions. Games can be programmed 

to support 3DNow! natively, while 

several graphics card companies, 

induding nVidia, 3Dfx. Matrox and 

AT tare. are building additional support 

for 30N0w! into their driver software. 

3DNow'! incorJX)lates 21 new 
instructionS to speed up floating-point 

operations. WhereaS 30 graphics cards 

acteIefate the rendering of 3D scenes, 
3DNOw! assists the process of scene 

gene<ation at the froot end of the 30 

pipeline. 'M:lO:ing out the actual physics 

of the game wor1d and moving 

polygonal objects. AccOl'dlng to 

Rk:hard Baker, AMD's marketing 

manager for NOrthern Europe, 3ONOw! 

enables game programffiers to create 
settings that use rT1(l(e polygons, and 

have more moving features in them as 

well. 'You now have more scope 

available to manipulate the environment 

that the game's played in. You can 

... ut CPI; t l i ... ..... ... _ .. "" ........ .. 
,..... .......... _ . la ---..... -. ....... ,.,.. ••• 1$ .... 
.... Wo. rj ' I .... ..... " 

interact and move more objects around 

.on the screen; says Baker. 

Support from game developers has 

come thick alld fast. Incoming from 

Rage already supports 36Na.v! as dOes 

Unreal and Forsaken by Epic and Probe 

respectively. Digital AnviI. lIJCaSArtS, 

Inner Workings and Imagine Studios 

have also vuiced their support Even so, 

there remains the suggestion that what 

JONowI really needs is a killer game 

that will sell K6-2 to a suspecting public 

that bXS for the 'oVOfds 'Intellnside'. 

1his is an imeresting time for us, 

because we've always produced parts 

that basically foIlaNed on from Intel,' 

counters Richard Baker. 'Until recently 

we've pretty much always been one or 
two speed grades behind. 3DNowl 

technology is the first time any Chip 

manufacturer has had somettiing 

before Inte!. We've got the technology 

six to nine months befoI'"e them: 

It's worth noting, however, that with 

K6-2 chipsarrMng at 266, 3Xland 

333MHz, Intel's top-end parts run at 3SO 

and 400MHz. with the 4S()..tHz Pentium 

I1 on the w&y. so. bullish as AMD may 

sound, it's still a speed grade behind. 

Furthermore, Katmai win bOast 70 

floating-palm instructions compared to 

3DNOW!'s 21 . Its release date has been 

brought forward from the second 

quarter of 1999 into the first, with Imel 

citing the success of its 0.2S-micron 

Chip-making process now ~ 
deployed in many of its plants. LS 

Edp ........ ¥.riety of_ 
on In AMD reference ...... 
(.bove). The Oftr.11 results 
.. ,. quletty Impressive 

" ' 
Testing the K6-2 
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LEMMINGS ON THE ATTACK? 
In an uncharacteristic spurt of activity, Scottish developer DMA Design confirms two new ti~es 

r;, MA Design has revealed it has two new games on the way. TIle first of the two, 

..:. Attack, is thought to be a spiritual successor to the Lemmings series, set for 

release on pc, N64 and Playstation. It's loosely depicted in traditional DMA style as 

'Millwall supporters let loose in Jurassic Part'. company PR supremo Brian Baglow 

told Edge that, 'Yes, we have a game called Attack, but that's alii can say.' The 

design sketChes of small dinosaurs that adorned the walls of DMA's headquarters 

during E60's visit now make a great deal more sense. 

Clan wars is me second title. due early 1999 for PC. 'Take arcade action, mix with 

castle-busting adventure strategy and you have the beginning of Clan wars: claims 

the firm's Internet site. DMA also reckons that the game will 'change the way 

you look. at games.' Expect more news, and hopefully screenshots, soon. 

3DFX GOES2D 
New Voodoo Banshee chipset boasts fastest 2D as well as top 3D graphics 

D ofx has finally introouced its - will run a little slower on Banshee. On impact on the success of Glide, 30fx's 

much-anticipated Banshee the 20 side, 3Dfx boasts that Banshee much admired API. 'Glide is still the 

VOOdOO graphics chipset. Banshee offers the illdustry's most complete thinnest layer [betweerI the game and 

combines the proven 3D graphics hardware implementation of the graphics hardware].' Keane adds 

capabilities of Voodoo 2 with wnat 30fx Microsoft's Graphics [)fiver Interface. that the supposed conflict between his 

claims is the fastest 20 graphics Andy Kaane, 3Dfx's VP of company alld Microsoft's DirectX suite 

chipset on the market. several marketing. said the company didn't feel is largely fictitious. 'In our mind, there's 

prominent manufacturers are to it needed to improve the 3D capabilities no difference bet'Neen Oirect3D and 

proouce boards based around BanShee, beyond Voodoo 2 fOf Banshee, pointing Glide development We have more 

but prices have not yet been announced. out that the chipset wasn't really for people supporting D30 than Glide.' 

unlike VOOdoo Rush (3Dfx's hard core garners but was a VOOdoo Keane refused to be drawn on 

disappointing 20/30 chip based around option for manufacturers and 3Ofx's next chip, codenarned Rampage, 

the original Vood~ chipset), the consumers looking for a general 2D/30 alhough he did admit that the 

company hasn't radically simplified the solution. 'VOOCIOo 2 is really just getting specifications were ready. He went on 

chip. It's also created the 20 technology started: he said. to point out that 3Ofx's rivals were all 

in-house this time. This should mean Facing increased pressure from the claiming success by supporting 

Banshee is free of the compatibility likes of nVidia, Intel, 53, Matrox and features 30fx had introduced t'NO years 

clashes that plagued Rush. VideolOgic, is 3Dfx in danger of losing ago. In contrast. the next voodoo 

But with the Chipset targeting the both its hardware edge and its close chipset is to be 'a generational change.' 

competitive OEM market, cost developer relations? Not according to Keane said the next-generation 

consideration has prompted 30fx to Keane, who cites the plethora of 30fx- silicon WOUld be manufactured using a 

remove one of VOOdoo 2's two texture- labelled games at E3 as a sign of the finer 0.25 micron process (pioneered by 

processing units. As a result, games brand's continuing strength. '3Ofx is Intel) which will result in smaller, faster 

which benefit from Voodoo 2's single- the development platform,' he says. Chips. Expect improved anti-alia sing 

cycle multi-texturing - mainly He also denied that the arrival of and lighting support at .the pixel ~ 

firstpersoo shoot 'em ups like Quake 2 the universally liked DirectX 6.0 would level wtlen it arrives next spring. - .... QIUMiIISa ..... -l1li_7 
......... t 'tU _101; t!\1~Y ~ 
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Attack is set to 
fe.ture .. range 
of diminutiYe 
dinOSllurs (main). 
However. little is 
known.bout 
Clan Wo,. ( . ..... ) 

The speedy Blash .. chip Is 
prone to ny off the bOIrd if not 
HCllrely f ...... od (top). 8, U,lnl 
the 10 ... aphks buff.r to map an 
I ...... of the screen onto • 
poIyIon as • texture. minor 
effects un be created (above) 
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fie CIIft1*Ir diet lJS.bIIId 1.lraMs • 

"""for.,..~pdshe;'" - ...... -.... -____ .fIns. n. .... wbtlflll:tld 

by .. bMIiI .... prmiqom~ . 
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(out 
REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY 

Roger Sanchez gets Fluid 
It's all Wipeou(s fault Psygnosis' 

1996 tide introduced an aspect to 

videogames that had been absent 
for years: hip music 1he aural 

sensation of The Chemical Brothers 

and The Prodigy perfectly matched 

the awesome visuals, and went 

some way in defining its status. 
Since then, music has become 

an important consideration for 

publishers, as the westernisaton of 

Gran Turismo's soundtrack and 
John Carpenter's score for Sentinel 
Returns 'Nill testify. The success of 

Parappo the Rapper, while 

essentially a Japanese childrens' 

game, showed Sony that the 

PiayStation and its CD·ROM 

operating system is the perfect 

medium for music-based ga~es. 

lNhich is perhaps why the company 

now has two other music games in 

its repertoire - Baby Universe, a 

sort of interactive light show, and 

Depth (ret<led Auid for the UK), • 

music studio with a difference. 

At last month's annual DJ 

Culture exhibition in Manchester, 

New York house DJ and producer 

Roger $anchez took time out to 

speak about Auid, the first release 

of the projected six-game YasQshi 

series .• , was interested that Sony 

wanted to make a game where 

people can actually alter the music 

and soundscape and make that the 

focus,' he claimed. 

Taking control of a dolphin, 

players are challenged to find 

sound samples in an underwater 

environment Only when this is 

accomplished does the game allow 

access to the Music Editor, where 

elements can be put together and 

saved to memol'( card. 'You have 

different rhythmic and musical 

elements that people can put 
together like a jigsaw, learning how 

to build and breakdown tracks: 
Sanchez elaborated. 'I think it's a 

very good introduction to actual 

studio production techniques: 

Lara Croft: is there an end to lJer talents? 
It's official- there is going to be a Tomb Raider movie, thanks to Paramount 

Pictures. The company's licensing division - Viacom Consumer products -

recently heralded its purchase of the Tomb Raider rights at a Movie Licensing 

show in New York. daiming that Lara had attracted more attention than 

anything else at the event 'Lara Croft and Tomb Raider have it all,' enthused 

Viacom president Andre. Hein. 'This is a property filled INith strong stol)'lines, 

and which has had outstanding consumer response to the games and 

products associated with it. Lara's strong standing in pop culture, and the 

talented production team Signed to the live action feature, show all the 

indications of Tomb Raider as a huge licensing hit'. 

Such optimism is to be expected, of course, but is it misplactk!? 

Hollywood execs were probably just as excited about the 'Super Mario Bros', 

. 'Double Dragon' and 'Street Fighter' films (see last issue's Out There), until 

they flopped faster than a Viagra user who's forgotten to keep up with his 

medication. However, those movies hinged around the likes of Bob Hoskins 

and Raul Julia - hardly the greatest pulls for young male gamers. The success 

of the Tomb Raider movie 'Nill no doubt be safely assured if the producers 

pick the right gal to play laTa, (And put her in a tight enough vest, naturally,) 

lMlatever happens, though, Andrea Hein is wrong on one important point 

There is a Tomb Raider-related product out there Which is unlikely to receive 

an 'outstanding consumer response', Yes, the Lara Croft album (deverly 

entitled 'CorTre Alive') is finally to be released by Naked Records and 

4!,Stributed in the UK by Discovel)' Records. The CD indudes three mixes of 

• 
',.y, 

' -' 

Auids essence is its creative 

core - a non-competitive, 

imaginative and leaming 

experience. It is a brave move for 

Sony because Auid is not a 'game' 

by conventional standards and is 

quite an uncommerdal move, but it 

represents the logical progression 

from titles such as PoRappa and 

Bust·A·Move, 'It's more of a chillout 

game, where you can relax and 

expand your mind: said Sanchez. 

'It's more organic: Future Yasashi 

games will follow an experimental 

path, nurturing other creative 

aspects previously seen onry on 

computers. It seems that diversity is 

set to pervade console software .. 

(Top row) ImlCes from the 
forihcomln, fluid. (Above) 
lopr Sanchez Ittempts to 
mix .nd IOld GftJ" JlIrismo 
Iimulgneousty. Some fut 

the single 'Getting Naked' as well as two versions of 'Beautiful Day' and 

accompanying tracks like 'Really Rear, 'Feel Myself and 'Rock Your Qv.In World', 

As could be expected from an album which combines the talents of 

Rhona 'Help me, I'm languishing on ChannelS' Mitra and Dave 'Is it possible 

for me to sink any lower?' Stewart; the resulting cheesy house and clumsy 

electronica is not for the feint hearted. Neither, frankly, are the Iyries - most 

concern Lara's independence and strength, but 'Beautiful Day' features this 

priceless glimpse into her drinking habits: 

'A summer's day in London, 

AIf WIll be just fine, 

Lying on the common, 

A pint of lager and lime.' 

Fans may also be interested to knovoI there is an additional CD·ROM track 

on the album, which offers a fev-l pies of Mitra in various poses and a little 

into about the venture, Although in Edp's opinion the only info you really 

need is: 'don't buy it'. 
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A Rare insight 
Putting an email address on the Internet is an open 

invit?tion to humanity, in all its many and varied forms, 

to pump its views, however whacked-out they may 

be, directly to where it matters. 

Videogame companies are no doubt aware of 

this when they supply those enticing 'contact us' 

headings as a part of their Web pages, but the 

crazed ramblings that consequently flood in beside 

the usual praise, criticisms and questions are 

hilarious nonetheless. 

Take Rare's electronic postba& for example. The 

Warwickshire-based developer only opened its new 

Website in May, but the accompanying contact 

address has already attracted more than its fair share 

of bizarre correspondence. Here are just a few 

offerings, grouped by theme, and totally unedited: 

CONFUSION 

Date: Fr i, 15 May 9~ 23:31:15 -0600 

Subject: 8000 hoo hoo 

Help me., a ravanous s nake has taken 
my KIGOLD game ho s tage and is tanting 
me with "You too shall face the wrath 
of un-fun games! hahahahah) please 
tell me, HOW CAN A SNAKE LAUGH???!?? 

Date : Fr i , 15 May 98 01:45:48 EDT 

Subject : how to get the spyder 

i just wanted to know how t o get the 
spyder in goldeneye because i want to 
getthe spyder so if it i s not much troble 
t o send me the instrutions how to get the 
spyder please send them thank you 

Date: Fri, 15 May 98 17:17:09 +0000 

Subject: DonkQY Kong 

Wh y won ' t your company make a Donkey 
Kong video game? 

RAMPANT IUMRACY 

Date : Thu, 28 May 98 235859 +0200 

Subject : W~bside 

Today I've look: at )'OUr Webside and I'm 'very 
SU'prised. Yoor Webside WitS realy inpr'@SSed. The 
Screenspots for nE PERFECT DAAK WitS ~tastic. I 
hc:pe, that this are the ~l ity for the Final 
Versioo of this GiIne. The <iraPlic of Golderfye and 

• 

the Soldiers of GoldenEye was for an Rare 
ProdJction an Desaster. Yoo have prcd.Jced 

~tastic GiInes in the last Years as DKC 'or Blast 
Corps, and the (I hq)e as soon as possible) canirg 

..; Gin!! BANJo-KAZOOIE is an wcn:ierful Game fran Rare. 
In the British TeLevisim (BSk)'B) Progran rox KIDS 
1£TWJRI( its the [KC 1V-Series are ru:ning, and 

thi s Graphic of the Series..as the best, WIlt I've 
see in the last Years. 

YmlIOL 

Date: Sat, 16 May 98 18:05:32 -0400 

Subject: stink 

I hate your company, you s t 

Dat.: Sat, 16 May 98 22:35 :30 -0500 

Subjlict: galla 

Why do you make a game with s uch great 
gaMe, graphi cs and go off and make it s o 
faggetty? You make it gay by "Bottles , 
and Too ty" that so dumb. the s ame thing 
goes for DKR, all the chara cters are 
gay. Little kids cannot beat a game 
Like that, it 's too hard f o r little 
kids , yes I've played it. if you make 
gaMes that hard, don't make 'e~ so GA Y. 
PLEASE think about this when you make 
your next great game. OK. please e-mail 
.e with some respons e. 

WEIRDNESS 

Subject: Type of gaMe 

Date : Fri, 15 May 1998 15:22:39 -0700 

Rpg! ! ! ! ! ! ! ! ! ! !-! ! ! ! ! ! ! ! ! ! ! !! One 
sta rt i ng • • •••••• •• • ummmmmmmmm _ . .. _ • fin 
d out someone 

Subject: MV EVES HURT 

you guys got a cool logo up in the corner( 
you know that l ittle spimy rare 
thing),Anyways i must have watched that thing 
spin arOUld for hours without bl inking, now 
my eyes hurt and there all, ~ed and dry, 
TtWf(S ALOT! 

Those wishing to delve further into the psyche of Rare 'fans' 

can check. out the forum at WNN.rare.co.uk, where many 

similarly profound offerings (as well as a fair amount of 

considered and intelligent comment) can be discovered. 

OUT THERE 

Rare's presence on the Web is one 
of the most impressive of any 
developer. In the run up to this year's 
El, it introduced Perfect DDrlc in a 
teasing day-by-dIlY. drip-feed fashion 
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J MEDIA 
A MEETING POI NT '011 MfOl1! CIIIPITIIUSlNS ON TKe OIUTAl fNnltTlUNMfNT ltVOLUTlOII 

GADGETS 

Game Boy Camera and Printer 

50ny DCR-TRV9E miniDV camcorder 
MifiDV Is the fastest ~ area cl the cwncorOer marl:et <RI it Isn', hard to see 

vbj. ~ I/deo IOrmats Ike ttiS /lie messr..ety ~ to analogue riYaIs like 

VHS<: and 8rTm. !j.q arnost perfect so.n:I and PICtt.n! ~ And. because It's 

1IgrtaI. gettilg i'nageS cu cl ItW! c:.amcoroer and on 10 a PC is etI!1f - Si1¥tt' Ink the 

Mo together L91l an EEE13\l11 fWMre) nertace. 

Sm{S latest rrW:N camc:ordet oomes 'MIf1 exadti It1e km of Ieab.I'eS that 

Tara1tn:I WEmabe's elCP9Ct - a 6Q( tIgItaI ZIX:I1\stacks at cjgItaI ~ 

eftects and the ~ bizarre NIflShOI: v.tw:h enatEs rro.;e Ioota8e to be shot 

In the dark.AAd, fOr Ihe I'I'IOIlI!'j k'S a very Iile camcordet n:teecL 

M USI C 

£1,600 

SOny 

..-t: 0990 111'" 

n he IUJX)Se 01 ttiS mn ab..m is MOfokI: 
.. CO'CJeillellbi 'i a CO Of rerri)QeS Dt!he likes 

01 Depth ~ and oms of QJDIOte is a IUtIB' 
corttainq the 5aIeIles' 0f8naI 12fl:h waRs. 

~ Kawast*na and Ma:Sa',UcI NaIC.m 

craw on tednl and ~ ttn.Wia b.e ot 
dtb and the a!dtion of lYe roct irIstnJrlefQbon 

sets them ap;rt frOm so many Of thei" JapaneSe 

~ ctthe rroes. Depth Oliqe's 
rev.akilg of 'Dtb Me oaz.; suc:c;ee(jS best. The 

Meat Beat contrbJtion is Ihe rnt cne that falls to 
add ~ But kr t.n;, !his is the Iii'St Chance to 
actually ~ them ()'J en 

• 

~ -" -

-,,, ... _ .... -

Nintendo Il'8'Ia(II!!d 10 sell CHef 

5OO,COO Game Bc)j cameras 11 

\he IIrst three weeks 01 its 

~laI.I'IchilFetnay 

and CI::lC*I weI see a simIar 

performance r:NfJl hate. 1he ~ 

Ieos tLmS ItI! hardleId pnes 

consae Into a fUIy ~ digrtj 

cerTlefa ~ >Mth a variety at --""""'­mode and the dry 10 make 

rnlnll1'OIIes by ~ ~ 10 47 
-.m __ ........... 

resutts nto rrini WOrIcs of art is IIII5IJI 

100 - pkcln the IlI'i1ter aYj snaps 

In tuTIed i'ItO Stid:ers !hat can be --~m.CJJIIiIYoothe 

Game ~ LCD screen <f1d stict:ln 

Is pool; butthat's ~ h pen 

Game 801 maria add be abUlD 

take CM!f the v.orIcI once rroe. 

£90 (camera, prner and cable) --1'11: 017'03 65U77 

OUt""" 

rr.n astqIOn'SDeepOishrose IO~ 

W ...,;en the hiI:-mat:rc ren1x 01 De t.aa!V'S 
~, M'ttIef cemE!I'Itil! tt. repwtioo as 
I1fTtlassacIors cl oeep house 'Mth thei' (MIl srwIes 
'SUPf Gad' and 'Stranded". feW aD:! haW 

arU:ipated 8 CIebut ab.m Of ttis calibre - the deptI 

and bIeadth ex the rT'l.I!lk: transa!nds the house 
label YAthout ~ the ctn::eib::Ir Yibe. 

~ But 1l1e Gi1's rev.otilI Of 'Staoj Gad' 
~ be predictable, tu. doesn't lessen the ITl)aCl 

Alld vb!n eT ~ it's CXMousIy Il'O'e atlOUI: 

aafIIr'6 quaIiIy so.ms \tIan ~ M.ISicaI 

dishes CIon'1 come !1'II..ICh deeper, or lOOn! ~ 

• 
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Shorp PVD PV-560H player 

NUMEDIA 

LMl's laurch i1 April may have a;me 

across as more Of a whinper than a 

barY6. rut the disc-tlased rroJie format IS 

fast ~ I'TlI)11eI1tU'Twithan 

1Ner-i1Oeasi'lg I'8/l:E! of software and 

machines to '*" it on. 

The C1JteSl bit of kit so far has to be 

the~ W56Ctt, whk:h has been 

clesie1ed to appeal to the ITliIk::rIs Of 

rrn-system c:rwners 001: theta ~ wet 

as feattxes ike tUft..., DoII7i ~ 

dec:odng. the W56Ct! also comes with a 

Dig;tal Garm\a correctioo ciait, 'AotIidl 

ncreases detail n dart areas Of an inage 

Stwp EJectronk:s withOut CNerSatI.Iatilg the rest The restIt 

Tet: 0990 274277 Isg;rneofthebest~~seenfrom 

0IJt now a CM> pIayef, and fer less cbsh. 

""""'" 
"'""" -R&S 

[360 ....... 
TeI: 0'4' l53 2261 

out oow 

r:. errik. May's 'h1oYata' plundets a remartaDIe 

I.!.t baCk~ fOr two COS' Vt(lrth of rTl..ISica 

1'Ie.M!n, roe ~ the ~s, the other the 

remb<es. A/ttn.VI credited, along with .kJaIl AIkinS 

am KeWl satmerson, as ooe €X the ~ DetrOit 

ted'rIo ~ thiS selection dei I iOi l!I1Iates oow 
May's woo: has aMIays been more ab:lUt sou than 

mere !'l'IaCtft! rrusiC. lhiS stretches as far 00dc as 
1987" with the stII-faIlOOus ~ 01 life' and 
dIlbut sir@e 'NUde PhltO'. right ~ to 1993's 

'ICOn', v.tliIe del, ... b1IatJ'8 tBOl.IflOUt JUSt tnY 

I1lJd1 d a debt mocIem eIectJonica crt.ei Ma\t 
HiS music n'!m!IflS as fresh, and 'oitaI, as ever. 

• 

' -' 

Ro " ica T,t 
lhete's sdi a ~ V>RIID IJ) before 

robots lake (M!f those rruc;h-hated, 

rrumne jobs, but ttiS is a start The 

'f<:¥Xlt is a sbc-axis rotxltic arm anrolled 

I1t a PC vsirl! the senaI port and scme 

basic, rut easy-to-use contra software. 

The TOytlOt comes either as a \:it­

Wich reqUres a screMIriYer. ~ and 

~ Ion to assemble - a Ieadt-

made, aithoogh Ihefe's an extra dIarge 

cA £40 for ttiS prMIege. 

~theToo,tJotcan'tactualy 

do ve!Y rrudl- it essEf1tiaIy )1St ~ 

tl'1ir'r&S I.() then IlJtS them doM1 asain­

w it cooId be JUSt the ttWlllOr soence 

students. roIXlt ~ fans of Metal 

MiCkey aoo IIr¥JO!! etse \Wh just a ~ttIe 
100 much tiTle CW1 their har'Icls. 

ID <Mngal~~ afOrmidable~ w:>rkilg aIc'.ilgskIe Blame, Toot Bowes has 
foIIoy..<ed it up rerTlilq, the likes of GarniElr and 

.lames HarcIWa't rumlng hiS own label. MOdern 

lKban Jazz. an:l now peming hiS ~ debut. 

AIthoogh ot1v'iousIy rooted in dnnl'nbass, 

\1ewp:)ints' shcr.oIs Bowes is JUSt as influenced 

"" eIe<:tro and ~ hip-hq). The fasdnatbl with 
lAtra<Iense so.ms and muffled mekX1ies IS tlitiaIIy 

datrItiog. &Jt ary ClJ\S SI.d'l as 'AquisSe' derronstrnte 

a w<rf with eIectronica that recalls the best of the 

early tedV10 years, ~ just heN.' adept he is at 

gene-~genres. Fascinating SIlJf['. 

17 
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CD-ROM 

A Bronx Family Album - The Impact af RIDS 

lWofacts.: life in the Bfor'I): ain't eas')( am CD-ROM multimedia has 

never been ttiS gritt)( PrOfiling the lives Of ~ and Sensa, twJ 

PJeOO RIcan immigrants IMng in NeWYork,A 8roftX FamiIy.AJbum ~Is 

a wry taN Of drug abUse. 00mestIc violence and HN. 

The stofy is illustrated using bIack·arrl-white photography taken 

OWl' a ~ peOOd during ....nc:n tme the disc's autw" steve Hart 

beoIme ifltirnate >Mth thiS fami!y struggling DflAmerica'S bottOm nq. 

PreSented sinW am ~A BIOOIi Family AIl:Un remains toudling 

and informative With:Jut revelling in the n>.istortLsles of its protagOnists. 

~ rurbulent relationship between ~. sensa and theirb:!s is 

~ out very matter of factly 'Mli!e delicate jazz plays in the 

~. This serves to make the IXId mornerrts Of tendemess 

and affection captured here seem an the more haIroMng, particuIar1y 

'Mlen the fate 01 sensa and her dliIdrefl unk*1S. 

ThOug11 Vodeo dips p)p up occasionaltt thiS iSn't cutmg.edge 

multimedia. Its clean presentation and gri~ weII-handIed suqea 

matter ~ this diSc an edge (Nef many rj its flashier. ffiO"e 

technoi0gicaliy accanpIished peers. Many"";H keep peace of mind by 

a\Oking steve Hart'S daIX and f'f'O'Xto,t COllection of snapshots fmn the 

Sharp edge UnforturIately that means rrUtimedia like thiS mretv makes 

coomerdal sense, and it's hl&tW ootil:etftllatA 8ronX~Atun 

wilt make a Dg splash in sales terms. Still, it's ~ v.o1h a bi 

Published by 

Thames and Hudson 

()(!vf!Ioped by scalo 

£22.SO 

dut now (MaC/lNindoWs) , 

MUSIC 

LEONARO_ --
......... He"""" 

Publisher: RoIenta 

ISBN 0-9643848·2·5 

Price: $20 

ordering information: 

www.cr~com 

lel: 00 1 732 462 83439 

-­Publisher: 4th Estate 

ISBN: 1-85702-824-4 

PriCe: £17 

.... , I 

. 
I '. 

~ ~ of all II1IrtgsW3l)red. the latest 

[jJ ~igfindS 12warp artists airing IY!N and 

exck.lsi\Ie matI.!fiat. This is scmethiog of an event 

giveo that it induoes the notoriously sJow.y,uj:jng 

~ ct1 wax. not to mention a thCfoughly 

deranged CCiIaIJoratk:n between Afhex 1Win aod 

~. PlaId and tOe ever-e.xcerlent 
AuteCiVe are on hen:! to prcoMe more sobeI: closes 

of tedmo. while Jimi Teoor gives !he party the 

necessafY ~ Throw In~ from 
Ar'drew\oVeatherall and ex-lFO rTI¥I Mark Bell and 

It all art1I)IJ1IS 10 another madly edectic release 

from ~'S fineSt 

• 

,_.. -
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BOOKS 

Phoenix - the foil & rise of videogomes 
Vv'hiIe there have been a runber 0( 000ks that have atte/l'lpIed to tell the story of COO"tlUteI' games, most 

recenlt)' x: HelZ's Iop-sided 'JOyStick: Nation', the defil1itM! wrsiOO has .,.et IQ be wrttten.1n many respectS, 

'PhOeO,x - the fa!! & rise Of >Jdeogames' does not advance the big picture either. 'Mlat it does have. ~ 

is one ooiQue ~Iity: an ObSeSSive interest in detail. 'Mlefeas c:ooventiOnaI historieS are triumphal, as if the 

growth of the o::mputer gM1€: has been a pedetei ,.d IIld success fuelled I:'f large corporations, L.eooard 

Herr1m knows diffe~ nstead, he tells a story that is bJiIt 00 technical advances am srnaII--scaIe failures. 

StaI'tJl1g in 1962 With Steve RusseI's 'Spac:ewcr' <n:1 ~ in ~·SIZed d\aptefS frOm 1970 up 

to 19%, 'F'tlOenIx' ctvonides e./efy COOSOIe <n:1 perih!raI that has eIIer been produced. It lists their 

capabilities, ~ice, availability and, il most ~ the ~ for their EYI'!flruaI faiIu"e. SOfretlnes this IeYeI of 

detail ~ too rru:tl and Jeaders may finj the book dry at first - it's probably best to tadde one chapter 

. per ~ tl an n1UsIJy that seEmS 10 ~ itself 00 only klcUlg torwan:!, SOdl a Cletaile<l viev.pOint sbMy 

becomes addcti'.<e as the basic fIlmaw:D: of the ~ WJI1d games martet beccrnes ~ 

As 5ega IJ"epares 10 IaLndI DI"eaocast and re-enter the battle 'Mth NlnbaOdo and SO"Iy its 

executIveS 00lAd dO a k:t v.crse than to IX*: ~ a copy Of thIS and retT'lefltler the mistakes of the past. 

Habitus 
so far. 1998 has been !he year v.tlere hip nowlists try to make sense of our 200l century IM!s. FaIowing 00 

frooI DoogIas~ 'GirtfrieocI in a Coma' comes JameS Aint'S 'HabItus'. tl many Wf:t.JS they are sinHar 

books. For ex<rTlIIe. the rrnst ~ Character in both IS a Child conceived in a pecuttar manner. .....no 

g,-0f0S ~ to be mesSanic. Equally both I:Jooks are ~ rnifIer\niaI in to:le, ~ oMthout specifiCally 

~ 10 it 1iClIMM!r, Yot1ere OOJpIand is an irw.ard..Jooklng author. Flint is more interested in the 

~ WJI1d maf'l creates and irtIabits. He was, aftef an, a tedTloIogy 'Mite!" for \WIld and It 

shc1Ns here. Not sioce Tromas PynchOn expkXIed v.ittI'Gr<Mty's Rainbow' has a debut author tried to 

create St.dl a scientifically transc:erxIenta unIver.;e. 

Quantt.m ~ geoetic mutations, Alan "lIJrin& the secrets of cabalistic .kJdaism, BenOit MandeItnlt. 

Laika (1he first dog in space). ~obabI!ity ~ JF(, the !ntemet, fraCtaIS. prediCtiye theories of gambling, 

Fermat's last theorem and the IheoIogicaI paradOX of good and evtl aD haYe their place in ttliS ~ 

lk1su~ the plot scmetimes getS a bit confusing and many peqlIe migtrt I:lvv Itis only to file it 

IJ'II1nished next to S~ Ka'Mans' seminal 'A 8Iief HiStofy of1ime'. Flint'S ~ to make sense of the 

nse of information and the wa-( it's dIangeO OJ( lives may be doomed to failure. bUt It'S an entertaining Ode. 

HeM' to Operate 'Mttl a Sk'1Ml Mind 
Lo-FIdeIIty AlIStaJs 

"'Ott 

t's the swagger as much as anythjng that 

makes the l.O-Fis so memorable. The sourv:I 
fuses dance With rock ITIOo'e successtully than any 

band since t.nlerMXld and gives a nod to the lites 

Of The stone ROses and Splritualised, but IOOStty it's 

the same 00T1inatIng attitude 01 the band'S heroes. 

that can be frond on this astonishing flfSt aIlun. 

Mark E 5mitfl..esque rappif& slinkY dIsoo bass am 
~ acid lines all klOm large. v.tlile 'BaWef\ag'. a 
coIIOOoration with nxt~ ~,just co..id 

become the da~ summer anthem. 'HOOTo 

Opernte' is as abrasM! as it IS inYerrtrve. but that's 

el0CtIy what mal<esit such a o:rnpeIIing tract. 

, 
• 



20 JAPAN 

THI S M O NTH .. 

SONY AWARDS 

~"E~A'S SYSTEM MASTER 

PLAYS TATl ON SHOCKS 

. ' 

,; 
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[BIG IN JAPAN] 

PI.yStatlon Awards'. 
Among the many functions held in Tokyo, Sony's PlayStaijon Awards is rumoured to 

be the biggest and the best buffeted. An occasion to recognise the best sellers, the top 
Double Platinum prizes of V2,OOO,OOO went to Gran Turismo and Bio Hazard 2. Gran 

Turismo's producer KaZUllOri Yamaumi said he'd be spending the money on petrol for his 

development team. Other luminary attendees induded SCE.A:s Phil Harrison, Metal Gear 

Solids producer Kojima-san and, of course, Mr Tokunaka, head of SCE. Surprise videos 

from Anal Fantasy VIII and a PlayStation conversion of Soul Calibur wowed the crowds, 
each of whom went home with a commemorative bottle of cabemet SaLNignon. 

IAlrI do s.tuml 

Strike In dowlllown Tokyo 
If the world Cup grated here in the UK, 

at least videogames provided a refuge. 

Spare a thought for the Japanese, then, 

as even Sega erected giant screens to 

force football down commuters' throats 

in downtown Tokyo. But at least it was 

Virtua Striker. Japan had every chance 

in Sega's world cup - all the entrants 

'Here Japanese and seven of the 32 

participants represented Japan. But the 

winner of a flight to France and tickets to 

the hottest match (er, Japan vs Argentina) 

was VoIijihiro Fijuyama-san, who achieved 

ultimate glory with Croatia. 

........ AUGUST 1998 

Sony-ll-MUrus 
Sony may have boasted of 30 million 

console sales at the recent PlayStation 

awards, but it had to endure some less­
than-successful practice runs. Here's a 

rare shot of Sony's MSX2 machine, 1988 

vintage. Next month from the Big in 

Japan museum: Sony's Model-T jalopy. 

Coming to a job centre near you - Segata Sanshiro (below). who has been the Japanese mascot for the Sega Satum for nearly a year. 

He's loosely based on Sugata Sanshiro, a classic Japanese character who appeared in a novel featuring a karate fighter, made into a movie 

in 1942 and later a TV series. In the spirit of Father Christmas, most of Japan believes Sanshiro reany existed. 

The mascot (played by Japanese comedian Hiroshi Fujioka (below), who won fame as The Masked Rider - an early influence on the 

PoY.<er Rangers) has appeared in all Sega's recent TV commerdals, cavorting with zombies for House of the Dead and downing with the 

Japanese football team for Become Coach and Sega's Wortd Cup game. The adverts were accompanied by the chant 'Segata Sanshiro 

Sega Satan Shiroor - in English: 'Segata Sanshiro, let's do Satum!' 

His most recent public duty might render him unemployed, though, as he sliced open a curtain with a katana to reveal the cocktail bar 

at the recent Dreamcast laundl (see News, EGO). Wrth the new console on the way, will Sega now demand hara-kin? 

• 
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Small ,,,,"np for coin.....,. 
Game developers may harp on about 
creating arcade--perfect conversions of 

popular titles, but nothing can come dose 

to owning the real thing. Scattered around 

Tokyo's Akihabara electronics district are a 

handful of small shops which specialise in 
selling coin-op hardware for the home. 

As a taster, the Virtua FH}hter 3 board 
shown here costs \1120,000 (£510), 

while VF2 costs just V20,OOO (£84). In 

addition, a control set (which also 
contains a television modulator) must 

be purchased for around f 100. Puzzle 

Bobble 2 was available for a scarcely 

believable ¥500 (around £2), and a 

variety of recent Capcom games from 
\14,000 to V12,000 (£17 to £50). 

Dreamcast7 PlayStation 21 Not even dose. .. 

, .. 

SpeciaIisl5lofes stock iI vast collection 01 KCessorles for discerning arcad@otaku,from PleyStation pad 
adaptors (top left), to reptacement buItons - presumably for hardcore Street Figtm fans (above right) 

~+ .. 5" .IV ............ L ..... +~ 
DrMmptt? 
lhose lucky enough to attend Sega's New 

Challenge Conference for Dreamcast at 

Tokyo's New Otani Hotel were rewarded 
with one of these 'Sega Memorial 

Options'. Close< ;nspection ..... ~ that the 
bearer is entitled to a free gift to the value 

of one Sega share on May 21,1999 -

It's .11 du. now 
Sony's Dual Shock Analog PiayStation controller 

has been a favourite of Edp's for some time 

f"ICMt. However, the recent range of special 

edition models that Japanese gamers have 
been treated to are of partirular note, available 

in white, black, crystal and smoke grey. Close 

examination of the translucent versions reveals 

that Sony's controllers are truly 'Dual Shock'. 

Each of the arms contains a separate motor, 

one for Iow-frequency vibrations and the 

~tI)er to deliver a stronger kick. 
Not only are the Japanese versions rather 

cooler than the standard grey iteration on 

offer in the UK, they're also around half the 

price at only "'3,300 (£13). 

• 

'-- . 

one year on from the announcement 

Featuring a portrait of Sega Japan 

president Shoichiro lrimajiri, the Option's 

value is obviously dependent on 

Dreamcast's retail sales, So ring an 

importer and order one, now .. 

JAPAN 21 
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!SI y Rs (lIM1 admission !an StewaI1, 

1.;1 co-founder and chief exeo.rtiYe of 

Gremlin, has ~ been Cl pLayer rather than 

a gamer. After an, it was Stewart v.t.o astutely 

-suggested that syrrboIic miners' strike 

references be added to Peter Hallap'S hugely­

popular '80s platformer Manly MoJe, 

Gremlin's first breakthrough game. It was this 

element that Sim the game covered Mdety"in 

the national media. Gremlin was launched 

using the proceeds of Stewart's first business, 

!he ~ shop JUS!: Miao. The same 

noseforbusinesshaskepthisCOl'l1*'Y 

independent for 15 years. 

During those years, the UK has been 

transformed from a fading and rioting 

industrial poNe' to the S¥Wtised and 

creativity-dlampioning 'Cool Britannia' of 

lOllY Blair. ~nies such as Bullfrog. Rare, 

Psygnosis, and Gremlin Interactive can aI 

point with pride to their place beside 

moviemakers and musicians in the new 

order. But Ydlile other games developers 

MIle fallen prey to Electronic Arts. Nintendo 

and Sorry, Stewart has foI\a.tJed an alternative 

route, choosing instead to let GJemlin take- its 

dlances on the stod mari(et last year. 

The subsequent purchase cA DMA 

Design has added a fresh rest to GfemIin's 

release schedule, wtWch has already boasted 

some ~red tides such as lDoI and 

Realms 01 the HourlOng. not to mention the; 

Adua sports range.. 'Mth games like Actuo 

Tennis, N:zO, Buggy, Soul Bringer and the 

DMA title, Body HaM!st still to rome in 

1998, Gremlin appears to be in fine fettle. 

But in his suite above the bustling El show 

floor, Edp asked lan Stewart YAlether 

Gremlin Interactive can hold its CM'I'l in the 

increasingly rompetitNe global marketplace .. . 

Edp: .... cid it ...... be ,..beI 
in tIN ~ n..s top 1.000 rkhrHt 

people ......... ? 

.. se.w.t: Poppyo:x:kll don't beIieYe I 

am. I was sIightty ermaaassed by it. I dtdn't 

.. 

panicuIaI1y want ID see my name there- -

it doesn't change ~ as a person. 

wtr.. _ .. ...... .. ----­............. - ........ 
1$: Yeah, but it has taken 15 years! Things 

"""'" ".,...,. ,.... """"""'" m"". 
graduaIty. 1(s not like wiming the Iottey. 

wtr. ..... you ___ ... you co.Id 

.......ywr~ ....... pp 

1n .................. 1t 

NIIIIessIy. How do". ...... to ... 

..... -.-. pps _1 Do,...ay 

.. ywrfnant ..... ....... 1 

1$: Absolutely. There's no WWof that lan 

5tewart as an indMdual can solely go out 

there and steer the c.orT1l'Iny. 

Edp: ...... you UcI. m.c.1D stroll 

.OUMI ..... yet ...... El1 

IS: rile seen what I needed to see because 

the troops have been out there, looking at 

the products. nl have al the videos I need 

Edp: Do you pt. m..ce to play 

.-..". more? 

IS: 'Mlat's really llreat fOf me is that we now 

have another truly I'lMISS-f1"\arket product oMth 

the PlayStation - it's brinBins down the 

product complexity which enables anyone of 

AUDIENCE WITH ... 

""I age to pYy these games efficiently. rm 
~ mudl Cl 'pO up and pay' petSOn. 1 don't 

hiwe Cl lot 01 lime to ~ games for hours ..,..,-
''''''_NzO.''''"",""",''''''''' 

because I can pick it up, play it for 20 

miMes and come INRf buzzing. 

Edp: WMthw Of" It IhouIcI .. tn-. 

people _ tit ...... udtld by 

.-.. ...,. .. ..... 
IS: I don't,. I get more excited. 

&lie: You...,. ..... p ......... 

you tId 15,....1 

I$.: Yesl 

Edp: .... you Ht,...,. ..... In -.... ' 
1$: No, very I1lIJCh not. I definitely play far 

more games now. Bl.( I thO if rm anything, 

rm more of a 'ga~ participant'. I get as 

I1lIJCh enja;menI out of watching 0Cher 

people ~ games as I do playing them 

myself - !Specially as nine times out of ten 

they're rooch better at themll really get a 

bun out of that 

Up: How ..... D Ihow~ 

to prewioul,...,.1 

15: Evefy E3 Ms improved upon the last. 

aMousIy OYer the past two years the market ~ 
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There has been a change at market 

~ ~ from Nintendo, then the PC 

ITlO\Ied through a strong period and now 

Sony is very rnuch taking the lead. 

Edp: As. ~ t.- do you .. 1w 

8CUMMI of tM cydk.8I1N1b1n: of 

pIMfomI ....... 1Ke1 

IS: I think the gambling terrrinoIog-( is a 
• ."...., beI'. 

Edp: ..... YI:MI 8N11't ...... ., 

snn .............. . 
IS: No, SIJ'ange. that W@ dial't bring the 

Amga products either! As a company, we 

endeavour to mm all OI.J' bases, not 0Iiy 

from a hardware point of ~ but also from 

a category point at view - $pOf1S products.. 

-..produm. ..... produm.""'" 
products. That gives us a broad spread, and it 

gives us a bit of sewrity should there be a 

"''''''-
Edp: GrwII" Q_ to life In 1H4. 

CJboIIoaIJ we'd been tIwouJh .. Ablri _ .. -... -........ 
__ .... MCII'MOUI-......ry .. 
........ __ 1 

IS: I don't I!YeI'I think that Nostradamus 

would have forecast v.hat's happened OIler 

the last 14 years: phenomenal tech dJgicaI 

breakthmughs. EY!Iy tilTM!! you saw a 

~ in har<tNare, you visualised it and 

you 1hougtlt 'this is getting real rrNI. But the 

fact is that now it reaIy is. we're Iookins at 

prcdICt5 now that are visually Welike. 

&lie: Il ..... tta.t ........... pt 

............... tr....ts .... ---_ ........... .,.... 
1rtwItIeIs .. COMIdeNd ....., .... 

Md th8n.w.nc. ...... Ndt IMt. But 

now .. • .. pt ~. 1fIIIhkh brinp 

1h8 ..... Mdllllto foaa. .. ' ....... 

........... poiIIt ......... ....t to 

I I1 _., ID .... to .. ..a...ct. 

ts: Yes, definitett - quite apan. from the fact 

that if we don't do that the products are 

going to become very stale. since they're 

• going to look very similar. 

--.!. Up: Would you ............. .. 

....... to ...... tt.t..,..,1 

ts: Oh. ...erv ITlJCh so. Hopefully, v.M: could 

be recognised with, Gremlin - with the range 

of P.fOducts that we're putting together now 

arid lhe addition of the DMA products - is 

that we are taking a more Ieft-of-fiekl 

approach. This gives us the opportunity to 

come in from an angle that is very different 

to everyooe else's. 

SAMPLING BMA 
&Ip: DW.,. ,. ...., pw'CIIMe 

DIM .. ",,,,,,,,,, 01 .... 1 

15: It was driven from a aeatMty point of 

as DMA [otherwise]. And ~, [)MA 

was never used as a label. It was 0Iiy really 

branded within the industry. 

Up: o.wicI Jones is _ .. CI'Mdft 

..... of~ ....... _ 

. ."....... ... tIN ~1 

IS: He's brougtt!hat little bit extra to the 

aeative team. He's forced us to stand bad: 

___ AUGUST 1998 

DIM' ...... out to othrer ....... _..-, 
IS: No, we have plenty of our own original 

titles mming through. And we have the Aduo 

$pOf1S range based in Sheffield as weI. I 

'NOUIdn't want to take- anything lNRI'I from 

the creatMty and the team we have in 

ShI!ff'M!Id - it's extremely strong.. But they can 

'I don't think even Nostradamus would have been able to predict what's happened. 
view, without a cb.bt we spent lime talking 

with Qao.id [Jones), looking at products in 

fairly early demo stages. and something I saw 

very early on was that they were very exciting 

- the i)l)e of products that generally weren't 

beWlg: created in the industry. 

Edp: AIW ............ ..., .. 

DMA o..ip. it ..... M .......... ..., 

to punCIIIrS ....... Gr...a. ...... . 

.... ' ......... 01 t .... 

DMKs identity? 

IS: No, we're not doiog that. The [)MA logo 

win appear prominently on all the pmducts. 

1 don't see {tff'f point in acquiring a label such , -

~ -.. --

from the products and look at them that little 

bit closer. He's making us klok at the real 

angles that are coming from them and ....tJere 

we're hoping to take the produa. 

Edp: So hu he ..... 1Ite.oft .... 

.. -
IS: No, he's stil in Dundee. He's extremely 

respected throughout: the company. That's 

~ because he does haYe tr6 

tremendous ere for creating these totally 

off-the-wall produas. But that isn't to Slrf the 

whole of Gremlin wil start producing these 

kind of products. 

ldp: So you ..... , f ...... ...,. of 

only learn from the ~ that David has 

brought with him. 

UPPfR UAGUf 
&Ip: va. ........ the AdIM sports ___ oM"" 
~ ..... 11 ' I • ...., 

..... sports ........ EA. c.-.. AdIM 

........ E.....- ...... tMO 

IS: It already is.. If you were to ask EA. it 

would Slrf it only has one rival in Europe, and 

that's the Aduo range . 

&Ip: ....... AdIM,.... is only. _ .. -
IS: We have soccer, tennis, ice hockey ... 

&Ip: JiMrtIs ........... it out yet. 

tS: Yes, but it will do, one day! (laughs) 

Edp: ..,.. •• Adua c;oI( t0o-

lS: Yeah, we're out there. We're obviously not 
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going 10 produce American football and 

baseball products. 

..... ' ....... , 'The market is educated enough not to accept substandard products , , 
IS: There isn't a big enough European mafket 

for those games. 

Edp: You could a..." ItIIrt seIHna 
them In Amerka. 

IS: We can sell them in the US, but it 

wouldn't really be a very good use of 

OUI resources. 

E.cIp: Do ycMI not think dMt if 

you're .... to try Md riMl EA 

you nHd to mwer'" the Nsei1 

IS: As far as the sports simolations are 

concemed. we're not using the Actua brand 

in the Us. OUr sports bBnd thefe is 

dedICated to Fox Sports Interactive. It's a 

major poweIhouse as far as sports promotion 

in the ~ is concerned. 

(dp: But H you kK* IhrH yurs into 

tIM future. ..... the.....,. .... 
consoIW.ted ewn further. wouldn't it 

be~more"''''''to''''''. 
aIobally ~ AduG brMMi1 

IS: I think. they can run as two drfferent 

bfiilnds. One brand for EUlope and one for 

America. It would be very drfficult lor us 10 

compete with Electronic Arts in the United 

Stales. FoK Sports Interactive is already a 

brand. It's already a major sports television 

network. F():( is now becoming a major 

interactive bf(lOd. We'd have to step into the 

.n' 

Edp: Is it pttina ntOf'e difficuh to 

COnI,... with. My. EA In Ameriai7 Three 

.,.... .. could you ...... been more 

confident about tMina them on1 

IS: Possibly three years ago, yes. 

EcIte: Do you .... EuropNnl are JOinI 

to find it ~ dtflkultl 

IS: [Long pause] I think fNefY martet is 

difficult There is a consolidation going 

on in the marXetplace, and there lire a 

number of players that afe ~nding out and 

proving that they Gm be leaders because of 

the distribution they have in place, their 

marketing and suchlike. Those players are 

there now. I don't think it's f!Oing to get any 

more difficult than it is. If you have the right 

product on the marletpQce, you wiU always 

get distribution and I believe that we have 

the right products coming througn. 

£cIp: But if you couId.1wAys pt 

distribution ...... wfIy do you haft 

to wod; with Foa? 

quite an aggressive ooe, but one whidl is 

very much under control - and if we \ooked 

to step into the North American mark.el: alld 

publish the Ac:tua range there at this 

moment in time, or any other products 

under those bfands, it would probaI*f leave 

us too exposed. 
..... ' T __ _ 

comp.nies. then Me ..... setups ilea 

Gremlin and C ' .. ...... then 

, , ,over the the last 14 years: phenomenal technological breakthroughs' 
malket Vfi!fY fresh with the Actuo brand, and 

spend minions upon minions of dollars 

establishing it. 

EcIp: Whatl the ....... Fox? 

Is h • yur-on-your deal1 

IS: It's a relationship that started this year. 

There are a number of pt'oducts we're 

worblg on with them at the moment -

seven in total - alld the relationship is $Ud'l 

that we're happy ~ W!\h them now and 

we'll see....hat the future holds. 

IS: The timins just isn't right for us at this 

moment It wouldn't be a v.;se moYe. The 

company (Gremlin] is on a growth panem-

an these Wa- DUIftts ... Infop.mes,. 

whidl is ................ Eidos,. whktl has 

come from nowheN.. Do you ever look 

at those an,... and pt,.... Male 

bIt_ 

IS: I don't get scared at all. I think what a lot 

of people don't realise is that we're more 

profitable then a lot of these other 

companies. A lot of them don't make profits. 

COOemaSlefS and Empire are both profitable 

and welkul comparWes. I think we're 

possibly in a better position than them to 
__ , O,,,product_" 
broader than theirs, which I think is important 

- you can be Y\Jlnerable if your portfolio is 

too "''''''' 

EcIp: DoII't you tIdr*. .... ·1. case far 

.uepdnc,.... ......... to .... 

like .... tine J'NI'S ....... h . If 

you ................ ,., 

~ er or MkhAy - to .... bIIsh. ---_ ... 
nI ... to do that IIMMI. ...... than 

... to ...... oIthe .... ... ..... _1 
IS: You're probably asking me a question that 

I don't really want to answer at this moment 

in timellhat's a difficult one. 

Hp: ...................... ... 

bean very pubIk about his ......... 

to Mild • European'" lID EA. 

That sort of talk has • habit of 

....... ltJown .......... 

IS: Bruno has done a tremeodous job of 

building up the expectations of ~t ... 
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~ Infogrames ate going to be doing. The PR 

machine has been roIIins: along for some 

lime now, and Bruno is probably one of the 

bI!st ~ in the industry to maximise that 

He's a wooderluI character. rm not saying 

that Grenlin is going to put itself in the same 

position. 'Mlat I am saying is that v.ilatever 

move we do make, whether it be an 

acquisition or whatever, we'll stin ensure that 

the company goes forward in it profitable 

manner. We're not the type of company that 

shoots for the stars. We're the type of 

company that targets strategically, and 

achieves those targets. 

mYSlICKfRS 
E4p: It was.....ty.,.. ...... tIuI: 

GNNIIn no...d on the ........ ...-t 

-_ ..... dIy_ ... 

culture CIf the COInpMJ7 

IS: It hasn't realty changed the company that 

much. Because of the way that the company 

is ru'l, we were in a good position to take on 

the rigours of city requirements from itn 

accounms and reporting point of viM. 

' ... ,..- ... -,. ..... 
ptrteMd as. ·plMl's',...... - has 

ttM fact ..... you'N now _ quoted 

compeny chnpcI,....--7 

IS: No, it shouldn't change the games at all. 

Edp: So you hwM1Md to ... rt 

crutiftt ....... tIuI: .....,. ..... In 

"dIy-

IS: No, at the end of the day all the city is 

interested in is results, and how the company 

is progressing. 

.... , ...... dIy ............ 

Intllradfwl ent.rWnment7 

15: Welt that all depends on who yoo'f'@ 

talking to! There are a 8fO'.'I of analysts vJlo 

follow the industry now wOO are young. 

enthusiastic. 8U'f5. 'Mleo yodre taling 

'about the other investors, they very 

much look at stock and the overall 

company performance rather than look at 

any one partiaJlar product. 

E .... : ..... ttwe -....,. ............. --, 
IS: I think one of the benefits from the 

flotation is that financialy it gives us stability. 

It allows us to take Ionger-term decisions as 

to how mudl we ~ on proc:b:ts and 

how much time 'Ne cao spend on them _._,.. .. -
....... -..... ' 
IS: Yes, because of the stability of the 

company, we tend not to have to make 

short-term decisions. You can forecast rrn.dl 

more easily knowing yWre in a good 

financial position. 

GHlING HCHNICAl 

SOcd1" G,...ln ... """ .... , I. 

fo, Introdudna ...... C8pIUN le lite 

UIt Do JaM ... Me c.....iIII •• 

bid 'a' I, .... ~] 
IS: Yes. I think so. But ~ it's changing 

oow is that it's not necessarily down to 

inventing new technology - the really 

clever thins is now you buikl these 

products, and the tools you create that 

allow you to do it, Y.tlid1 is something 

that's inv;sible to the U5ef. .... , ........ ,... .. --­_0_01 __ " 
that ................... ... 

tIwtI .... bust. Do you .... .... 

..... lies btoIr.eII out 01 that qde 

no longer get excited by. Following that there 

were the cheap home computers, the 

5pedrums and Commodore 645, and then 

the next mar\et dip was doe 10 ted1nological 

..,.."..,.,. -""""" """"'" money on buying produc.ts because 

they were looking forward to the next 

... of te""''''''' '' 
Edp: You cauId ..... that the Atari 

crash ~ Mc.use there_. 
........., ....... IINIrket that didn't 

, 2 iIt&:uid ..... they .... buyint. 

IS: l!hink !here's less chance of that 

happening now. The cost of ~ 

products is running into nundreds of 

thousands of pounds. And the market 
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........... bealuse W .... the FIFA 

kip_the box. 

IS: Bad games don't sell now, if you lo0Io:. at 

the charts. It used to happen in the past God 

fofbid, we probably did it ou~ 

ElIte: Do you tWnk it .... Nw. 

......,. beck then] 

IS: Was it a viable strategy in the past ~ to 

shoYeI products oul? Yeah. 

Edp: Acdahn dkllt. 

IS: Yes, I read your interuew oMth Greg 

fisct1b;rl. [(59) and I thought he was very 

honest. And I think Ac:daim is now putting 

Ihings risht They've identified that you can 

now no longer get ~ ~ putting 011 

substandard product out - the consumer win 

'Gremlin is a very good sports range ... with extremely solid games. One 01 the things you'll see change. 

': .. : 

.. ' 

now. Of will it be beck in .......... 

in ..... oI,....1 

IS: I don't think we11 ever go bad to that 

stage now. When you look at why thzIt 

occurred in the past.. it was due primarily - if 

you go back to the Atari situation - to a great 

glut of mediocre products that the user coukl 

• 

-' 

is educated enOOgtfto not accept 

.-""'''' pmducIs. 
Edp: Do you ......, think it is? It you 

look at .. PII,st.tlon ..... in .. UIC" 

tt ...... of two .. 1I1on. Quite a 

.... percentap of which prob.bIy do 

)ust ... Into the shops and buy • 
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'We're going to be using more video footage in products than most feature films' 

not accept it. And even if you do nave a 

certain element of the consumers who are 

uneducated, they very quickly get educated 

by disappointing products. 

JH[ NAMING GAME 
EcIp: How do you think the QIItonNr In 

the street: perwMs Gremlin1 

IS: I'd like to think as a wildly exciting, 

tedmology-led producer of games .. 

Edp: And do you1 

IS: That's vJ\at rd fike to think. That's not 

what I actually know is the situation. 'Mlat 

they see in the Gremlin product is a very 

good sports range and people that come out 

with eKtreme/y solid games. One of the 

things that you'. see changing as far as the 

company is mncemed is that things wia 

·become much more exciting. 

Edp: Is tIwIt DMA's InflueI'KI ... 1,11 

IS: No, this is very much a marketing 

inftuence and the requirement to see that 

the rompany goes fOlWard. 

Edp: Some mitht ..... that the 

.wrep punt... wouldn't thlrlk • ...,...... 

They mitht he" enjoyed JOIN of your 

lImeS in the pest but they nMaId .at be 

_ re that they WIN c.r.m .......... 
aide from the Actuo ........ 

IS: Actua is definitely a brand, as far as 

Europe and especially as far as the UK is 

~. Gremlin is not a brand. j(s a 

label. I don't believe there is loyalty 10 Iabeb 

in the marketplace. Each product is taken in 

its own right. and rightly so. 

Ed .. : So you don't think thenI', ..,. 

point In imtesd"l I lot of money in 

buiIdI"I up the GrHllin """,1 

IS: It is ~ that Gremlin is built up as a 

name because it's imporlilnt that the city 

understands what we are doing. as weR as 

the consumer. We wil be. as I'ye said, more 

aggressive in the WlJII the company markets 

not only its products but its name as well 

Edp: Compeniet like BuIIfrDl, IIIizunI 

. nd kI Softwere cen just PfOCIuoI ...... 
lema .nd weryone will kM*. out for 

theM. SUrety thtre'. some v."" in - .. - ........ .­
will MY 1t's the next Gremlin p .... : 

IS: Maybe it will be the next DMA game Of 

the next Actua product. 

.... , ..... _ .... DMA~ 

but whet . bout the other GmnIin 

pmes1 1het'1 the key question. 

IS: That's something that if you look around 

the stand at this moment in time, if you look. 

" is that things will become much more exciting' 

• 

" -

at Soul Bti~, this is another oppoounity 

with a 1Nding-edge product with YA1ich we 

could weI establish a Grermn RPG brand or 

whatever. That's somettWlg 'A'hich we're 

going 10 look at very doseIy. But you nave to 

lead with something. It's easier for a content 

pKNidef like Blizzard or id bKause they're 

worms in one genre. and that's v.mt they're _on. 
Edp: AIM.. lIMy ell ...... their MmeS .............. --
t5: V!ry much so. We're well aware that we 

~ 10 do it in a number of genres. 

BfATlNG THf BOX OfflCf 
EcIp: PMI the Inttrnet present • th ..... 

to_, 
t5: I think !here will always be a place for 

publishefs. The Intemet won't take OYer the 

world, not in our ~fetimes. Ymilt a lot of 

people very seldom realise is the enormous 

involvement that's required to go into making 

a product. I want people to know that what 

goes into producing them is bigger and more 

involved than what's involved in the film 

industry. It's something that's a tremendous 

danger to the film industry because our 

industJy is getting better and better at what it 

do@s. I b@lievethatas the industry moves 

forward now we're going to be making 

products that require more content than 

movies - that are movies in their own right 

We're going be using more video footage in 

products than most feature films. 

Edp: The film Inchtstry heel 75 yurs to 

WOft out how to ..... movt .. before 

the ftIUIti-mllllon-doller bIG dell ustIII'I 

.-_ ... _Iod"*Y .... 

0IIIy "-cl .... ,..,.. Mc.t of .... 

~ .......... - with the odd 

exc.pdDn such • Squerdoft - ...... , 

pt ..,.,-.c. of IlMlnealna pro)ects on 

enythMa like tfut ICII&e. ~. that be the 

.ut .... bllnJ bIodI: b cIeftIopers1 

IS: No, I don't think so. I think Squan! has 

done an absolutely fantastic job, and looking 

at FIfI(J/ Fantasy VIII, it's a wonderful visual 

experience. There's no reason ....ny 75 per 

cent of software pubIishefs can't do the same. 

ldp: Do you see G ..... 8 .. in 

competition with other ...... 

publishen or with other contHi 

providers1 For ..... nc.. _lilt bother ",-"'-"- ' --, 
t5: 1 think we're in competition with any 

business that eats up leisure time, whether 

that is watching television, going to the 

cinema, playing soccer, reading. sleeping. 

'Mat we ~ to do is continually keep 

people awake! (Laughs] Not eating. not 

~n~ - just ~anting the definitive ~ 
IOVTIef5IYe ~nce. 'LS 
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PRESCREEN 
A roll call of the newest arrivals in the world of videogaming 

Nintendo's 64bit update 
of Its SNES claSSIc lOoks 
Set to provide a quatity 
alternative to the 
reaUsm of Gran TUrismo 
and COIin McRae Rally. 

IF IT MOVES, MODEL IT 
Is the argument for 3D all too shallow1 

r=iII prites and bitmaps, say your prayers. The 
m graphical third dimension has truly broken 
in to the innermost compound. 

This final act of dimensional cleansing targets 
adventures and strategy games. cavedog's Total 
Annihilation and westwood's Blade Runner were 
the warning shOts. NOW Relic's Homeworld (see 
p38l and Origin's Ultima IX will finish the job. 

But is the revolution wholly welcome? Games 
are abOut gameplay. VoIhere 3D enhances games ­
and Maria 64, Tomb Raider and Quake proved it 
could reinvent them - Edge salutes it. But beware 
the polygonal armies of a game-killing regime. 

As Brett sperry pointed last month. 3D doesn't 
necessarily improve strategy games. when 
generals plotted WWlI, they used 2D maps and 
counters because the table top view gave the best 
strategic overview. Three-dimensional graphics 
look.s great, but their angles can prove redundant; 
hills can obscure the big picture. Hostile waters, 
Homeworld and the rest have everything to prove. 

When Churchill planned D-Day, he didn't spend 
months with glue and airfix models. But 30 games 
need an engine that tak.es at least a year to build. 
Md woe betide any game that doeSll't look. as 
good as the best come release day, 

The first fruits from unlesS you count MyttI 
Gremlin's purchase 01 (and Ed!e OOest!'t>. there 
DMA tastes as sweet as a haso't been a decent new 
cherry, OMA is poised to fantasy strategy game 
enter the ranks of those since warcraft 11. Bafrlng 
woo've made it 00 N64. a disaster, this will be it. 

' -

PC shooters provide a warning, AS developers 
have made ever better 3D engines, they have paid 
scant regard to anything else. At least the fixed 
graphical standards of consoles leave room for 
innovation. Is it coincidence that GoIdenEye came 
on the N64, despite the plethora of PC shooters? 

SOme games just shouldn't be 3~. Maxis 
ditched its plans for a fully navigable 3D city in 
SimCity 3(W when it realised that slow, plain 
graphics enabling players to walk around the city 
compromised what its game was about. Worse, 
some great game concepts never make it because 
their creators aren't 3D experts. Edge often sees 
good ideas buried under lacklustre graphics 
engines. The months pass and the graphics slowly 
improve - but at the expense of the game itself. 

Po/ygorlal 3D games remain a new ball game. 
When even Rare falters with Banjo-Kazooie, it's 
clear the rules are still being discovered. And 3D 
games haven't Just abandoned many of the 20 
gameplay features that sustained garners for 
CIeCades, they've obsoleted some of the talent 
that made them - the people more into making 
fun than matrix manipulation. Would Donkey Kong 
and its Ilk have been made if its creators had to 
first master the maths required for realtime 3D? 

One of the few promising With its simultaneous 
PlayStatlon titleS on ShOw fourplaref moDe, AMZs 
at El, Crystal Dynamics' latest fighting lest 
sombre effort currently delivers more than just 
IOOts as If it could offer the genre's usual 
novel game play features. graPhical embellishments. 
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PRESCREEN ALPHAS 
GIANTS 

• 

--'" .. 

THE GAMES CATCHING EDGE'S EYE THIS MONTH 

FORMAT: PC DEVelOPER: PLANET MOON 

Edp maKes no excuses for returning to the 

dazZling Giants so soon after itS debut last issue. 
The game's multiplayer mode lOoks partia.llarty 

-interesting. Since it's been designed as three 
warring species (respectively the huge giam 

Kabuto. the ocean·faring sea Reapers and 
the Meccaryns - hi-tech space warriOrs in exile) 

rather than the one or two options multiplayer 

gaming usually offers. Whether it suffers the 

art-house exile of MDK remains to be seen . 



__ AUGUST 1998 

DUKE NUKEM : TIME TO KILL 

CASTLEVANIA 64 

',- • 

FORMAT: PLAYSTATlON DEVELOPER: GT INTERACTIVE 

Although Duke's gameplay remains Ia~ unalter@d (which is not neassarily 

a bad thing), the calTl@ra has been switched from first to thirdpefson. Time 

to Kill is spread across the ages, with Nukem treated to a variety of 
tirr-.e-periocl specifIC weaponry, and an increased level of blood and guts. 

FORMAT: NINTENDO 64 DEVELOPER: KONAMI 

ALPHAS 

WIPEOUT 64 

Having chosen the lik.eable 

futuristic racing tide as the first of 

its intemal N64 developments, 

Psygnosis win be hoping this 

version proves as popular as its 

PlllyStalion predecesSOf. The use 

of the 64bit machine's analogue 

controller 'NOlks particWrty weU, 

but Wipeout veterans could find 

the experience a linle 100 easy. 

Tentatively J>e1lC.il1ed in for an en<krl-year release in Japan, Konami's vampire-laden adventure makes its much-awaited 

64bit debut These latest screenshots a[e encouraging. showing one of the four character.; available to ~ in the 

final version as they battle the seemingty endless procession of Oracula's minions. like the real thing. these attack 

mainly after sunset, preferring to hide during the day, and player5 must therefore plan their exploration accordingly . 
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<4 APOCALYPSE 

Activision's Bruce w llis vehicle 

draws ~ nearer. Through 

,careful use of te)(tUfe mapping. 

ApocoIypSi!'S character, Kincaide, 

bears a reasonable resemblance 

to the Holly.t.oood star. 

The game's plol pitches 

Bruce into a struggle with 

the four horsemen of the 

Apocalypse, no less. Spread 

across 12 levels, the thirdpeoon 

action is promised to be 'furious', 

'llOO"5top', and 'OIler the top'. 

ASSAUtJ 

While AS( Games' One may 

have ~ certain ga~ 

aspects under its visual veneer, 

Telstill'S pseudo-3D shoot 'em 

up effort hopes to deliver the 

goods. ()n@ and twopIayef action 

is assured over 40 levels split 

into six distinct environments 

popuIatl!d by hideous alien 

creatures. These require swift 

termination by one of the game's 

many upgradeable weapons. 

o ~ .. ~ ., .... 
- w '" 
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THIEF: THE DARK PROJECT 

WIN BACK 
Probably inspired by Metal Gear SClieJ, Win Back could be the clOsest N64 

owners could get to Konami's espionage affair. LevelS must be negotiated 

with the minimum of fuss, so as to reduce the possibility of being detected 

by the enemy - the dreaded crying Sheep organisation. Hopefully the 

gameplay elements""';lI match the game's early but promising visuals. 

KNOCKOUT KI NGS 

isn't clear - sadly, perhaps it's because boxing is largely a Western sport. 

EA has exclusive rightS to MuhammaCl A1i, Evander Holifiel9 and SUgar Ray 

Leonard, but whether it'S recruited eQual design talent remains to be seen. 

• 
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FORMAT: PC DEVELOPER: LOOKING GLASS STUDIOS 

Formerly known simply as The Darlc Project, looking Glass' fil'Stpefson 3D 

action-adventure title differs substantially from its peefS by introduang 

elements 01 perception and ambitious AI routines into the game's characters. 

As such, players should not be su!prised 10 find guards investigating the 

noise made by their charactel"s footsteps as they creep around, for exampIeo. 

FORMAT: NINT£NDO 64 DEVELOPER: KOEI 

FORMAT: PC/ PLAYSTATlON DEVELOPER: lA SPORTS 
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WILD 9 
InclUding a level where the player races through swamps by boat and 

anothef which is Just one lOng drop through air·ventilation pipes, Shiny's 

Wild 9 is as different as rt is late. Most of the levels are 20 platform affairs, 

with the player wielding The GlOve and Rig to pick up enemies and smaSh 

them into the environment or grab hold of the terrain to traverse obstacles. 

MESSIAH 

• 

-' 

ALPHAS 

FORMAT: PLAYSTATION DEVELOPER: SHINY ENTERTAINMENT .... 

fORMAT: PC DEVELOPER: SHINY ENTERTAINMENT 

At last, Messiah looks like a game deserving of the attention its engine has received. The engine - which adds or 

reduces polygons in 3D models to maintain the frame rate - is innovative, but so is the gameplay.The hero is an 

apparently harmleSs angel woo can posses creatures and then use their weapons and Skills, or deliberatety injure 

them. In multiplayer mode players can judge the weapons they're likely to face from the appearance of thelr foe . 
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~ V2000 ~H~()~S~T~IL==E~VV~A~T~E~R~S~ ________________________ ~F~O~RM~~~' ~PC~O~E~VE~lO~P~ER~'~.A~G~E ~SO~F~TW~A~.E 
Edp has now re<:eived 11 fully 

playable F'tayStation version 

of David Brabi"n's own update 

of his Archimedies and Amiga 

classic, Virus, Although it remains 

to be seen whether the fixed 

viewpoint can be adjusted. 

V-?OOO is nonetheless an 

appealing prospect. Players must 

save the human race from the 

alien invaders and their deadly 

red virus. Expect 11 range of 

novel weaponry and detailing. 

".~' 

SIN 
valve's Half-life and Ritual's Sin are filling the VOid left by Unreal in the PC 

shooter hySteria states. Sin is winning attention for sheer attention to 

detail. Cut scenes, Dute-styk! banter and a training area like that owned by 

Lara Croft all help Ritual's cause. More neat touches include a harpoon for 

subaquatic levels and a gun which can move opponents around the level. 

S.C.A.R.S. 

Futuristic racing with bouncy; beach-buggy-like cars and an armoury of 

Wipeout-style weapons, S.C.AR.5. handles well and looks fine, too. The 

imaginitive track design travels through Aztech ruins and polluted 

clystopias and offers players a variety of routes through every level. 

• 

,_.. . 

Instead of the massed arm~s of utles like C&C, Hostile Waters gives 

players a select - and limited - offensive striKe team of specialised units. 

For instance, tanks are virtually unstoppable but incredibly slow, so they 

must usually be H()INfl in by helicoPter. It'S an interesting compromise, 

and it could make the task of creating a strategy game in 3D less difficult. 

FORMAT: PC DEVELOPER: RITUAL ENTERTAINMENT 

FORMAT: PC/ PLAYSTATION/ NINTENDO 64 DEVELOPER: UBISOFT 
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LEGEND OF ZELDA: OCARINA OF TIME FORMAT: N64 DEVELOPER: NINTENDO F 1 IMJRl..D GRAND PRL'< 

Another month, another batch of Zelda 64 shots.. Few games can boast 

having $0 much imagery published in the videogaming press as Nintendo's 

forthcoming epic. Indeed, it currentty holds the record for most appearances 

in Edp's Alphas section. But then, frighteningly few games are lik.e Zelda ... 

SPIKE 

',- • 

FORMAT: ARCADE DEVELOPER; SEGA (AM1) 

The f()ffT1Clt is still awaiting a 

raong title to challenge those 

found on Sony's rival machine, 

but Paradigm's FI title could 

finally deliver what N64 pIayefs 

have longed for since the 

format's fiJ'5t appearance in 

1996. It features all 17 circuits 

from last year's season, 

commendably detailed scenery 

moving at an impressive rate 

as well as dynamic weather and 

an intnguing scenario mode. 

Sega's exciting and ambitious new beat 'em up title allows up to four cabinets to be linked via optic cable enabling 

simultaneous multiplayer street fights. The arenas are impressively large, and playeJ'5 can decide to team up ~g~inst -

or with - any of the other contestants as they wish. Graphically, the game represents another step forward for Sega's 

established dominance in this field. Spike Will make its first playabie appearance at the forthcoming JAMMA show . 
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JET FORCE GEMINI 
The seemingly unstoppable Rare unveiled its second title at E3 and looks 

set to continue the company's recent run of successful titles for Nintendo's console 

Some 'of the more impressive effects in Jet Force Gemini caD be fouIId in the 
ambitious lichtinl used throUlhout. ,.rticularty for the ...... ·1 ..., ... ponl 

The ,ame's alternatin, 
levels require players 

. to switch between the 
main three charaders, 
thus explottin, their 
individUilI attnbutes 

Format: Nlntendo 64 

'.. Publisher: Nlntendo 

Developer: Rare 

Release: TBA 

Origin: UK 

'.~, 

D nnounced just prior to the E3 show and 

IiI shown only as a brief segment of 

Nintendo's looping promotional video 

sequence on its stand's substantial projection 

screen, Jet Force Gemini passed an awful lot 

of people by. Yet Rare's potential-packed title 

warrants attention, promising as it does to 

take all the elements of a classic shoot 'em 

up and place them within a 3D polygonal 

world with players viewing the action via a 

thirdperson perspective. 

The game is set in an alien universe far, 

far away. Its delicate balance is under threat 

from the intergalactic crime lord Mizar, whose 

tyrannical reign must. naturally, be 

terminated. Normally a relatively simple task 

if it didn't involve having to battle his army of 

minions which largely comprises crazed, 

gargantuan insect-like space-roaming beings. 

In order w achieve this formidable and 

seemingly impossible (not to mention foolish) 

taSk, players can swap control between the 

three main characters - Juno, Vela, and Lupus 

the dog - and each of their individual skills 

' -'" -

n.. landsc8pes .re in 10, anowinl players free exploration of the vast 
..... a .Ms (top). populated by disposable. bUI-like .1 .... bHcIies 

must be fully exploited in order to ensure 

progression through the various levels. 

SO as to introduce some gameplay variety, 

the latter alternate between frantic action 

and sectors requiring a more stealthy 

approach. Of course, secret areas revealing 

bonus items are to be found within the vast, 

freely explorable levels, with puzzle elements 

ensuring the requirement of some brain 

activity. Furthermore, having not forgotten the 

importance of weaponry in a shoot 'em up, 

plenty of power-ups are obtainable to amplify 

the already-impressive artillery. 

In typical Rare form, Jet Force Gemini also 

features multiplayer options to complement 

the oneplayer experience. Another interesting 
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Even at this Slap. tM 
levels seem hupty 
v.ried. with notice.bty 
differinl environments 
P"\'ulated by bap 
w.mnl to be killed 

feature is the inclusion of dynamic weather 

conditions, forcing players to adapt their 

combat strategy depending on the climate's 

wildly unpredictable nature. 

Yet, given its video only appearance, 

let Force Gemini's most impressive aspect 

currently remains its graphical Quality, The 

footage revealed several excellently varied 

locations featuring highly detailed textures 

and impressively complex light saurcing -

particularly noticeable in the game's fire 

effects. The designers have created a rich, 

colourful, lunar-like landscape together with a 

series of space-age building interiors more 

akin to Rare's usual cartoon, like look rather 

than the grave realism found in GoldenEye. 

Given the game's nature, this aspect works 

particularly well . 

Moving the plot along are a series of 

cinematic cut scenes, and a'n orchestral score 

further enhances the game's overall filmic 

feel. Rare remains typically silent about other 

specific facets of the narrative, 

E3 'is becoming a platform for the 

Twycross-based developer/publisher to 

surprise the videogaming world by revealing 

new projects (Perfect Dark being the other 

• 
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v.t mother e ...... at the swish liPtina: eHeds (.bove) .nd further 
ntdHce at the v.rt.ty of .Iien lif_rms lW.idncllermin.tion (.bove left) 

show announcement this year). From what 

Edge has seen of Jet Force Gemini so far, 

plenty of destruction is assured and, as ever, 

Rare has complemented the on-screen action 

with some truly impressive visuals. 

Moreover, it provides weight to the 

argument that, in visual terms at least, the 

UK developer is now easily challenging the 

projects emerging out of NCL's Kyoto offices; 

something which two years ago would have 

been considered highly improbable. Sadly, 

so many other N64 licensees still seem 

unable to even come close to the 

standards set by the premier duo. 

Althoup JSF involves disposinl of insectoid .lien scum, the visuals 
retain Rlre's typic.1 colourful.ppelr.nce .nd childlike innocence 
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HOMEWORLD 
There's' nothing new under the sun, but up in the heavens Relic is blending Westwood's 
. classic realtime strategy template with 3D shooters to create a visually stunning saga ... 

Shts launch in style (.bove) but the docki", procedure Is more impresstve. As in the dusic Elhe, ships turn 
an twist to find the correct angle, then land en masse. (Top richl) Who MYS strategy g.ming CIIn't be explosive? 

.... _ •• Format : PC 

Publisher: Sierra Studios 

Developer: Relic Ent . 

Release: November 

DJ omeworld looks like the best bits of 

'Star Wars' or 'The last Starfighter'. It's 

not the graphics, though Homeworld's ships 

are certainly superbly animated. Rather, it's 

the choreography. Ships rOll into battle in 

delta formations and dock in unison like toast 

popping back into toasters. Fighters fly in 

classic pair formations, executing Immelman 

splits and barrel rolls. 

'We've removed the control of flying ships 

from the user: says Alex Garden, 

HomewOricfs creator and CEO of Relic 

Entertainment. 'Now the computer flies the 

ships and you just tell them what to do. It's 

enabled us to get an epic dog·fighting look.' 

Homeworld is 'a cross between C&C and 

TlE·Fighter. Players build up massive space 

fleets, with mothers hips, research vessels, 

frigates and a host of smaller ships. Just as in 

• 
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C&C, success is achieved as much by 

skillfully utilising resources as by winning 

battles. Ships are given orders via the mouse 

in the time-honoured fashion, while pop-up 

menus keep the screen clear of clutter. Yet, 

as in TIE-Fighter, Wing Commander prophecy 

and its peers, the action is 3~. 

Several developers are working on truly 

3D, realtime strategy games. They include 

Activision with Dark Reign 11 and lionhead 

with Black & Wt/ite, while ubisoft and Take 2 

have already had limited success with 

Uprising and Armour Command respectively. 

Other projects, Ijke Maxis' first draft of Sim 

City 3lXXJ, have, unfortunately, been 

abandoned altogether. 

Because Homeworld is set in space, Relic 

has the key advantage of not having to draw 

terrain. Instead, it's squandered processing 

Question m.rks still 
h.nl over the ability of 
Homeworltfs 3D 
enline to manipulate 
so many polvl:ons at 
an acceptably fast rate 
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The mothenhl, must be prollKted at III costs (~~'!: the hHrt 
of the fleet. It antes .11 the other (feft Inside hs bowels 

Ship desip MS been 
IIn onloin, process. 
After rendertn, up • 
second nHt 0 sINce­
fllrers, the team went 
back and revised the first 

power on drawing the recoiling and 

interlinking research pods. The level of detail 

is particularly impressive as Homeworld 

will usually be played from a distance. The 

screen displays dozens of fighters weaving 

around each other while frigates lob energy 

weapons from the perimeters. 

'When I first got the idea for Homeworld, 

this is what I saw: says Garden, 'a big. rolling 

ball of ships with vapour trails behind them. 

In the first non-disclosure agreement with 

Sierra, the name of the game was ·Spaghetti 

Bal1~ - that's what I saw in my head!' 

Uke cavedog's Total Annihilation, the shift 

to 3D graphics adds new dimensions to the 

gameplay. 'Homeworld isn't actually played 

on a [linear] plane: explains Garden. 'Being a 

3D game. you can take the ships wtlerever 

you like. If you're attacking a capital ship .. 

attack from underneath because it'll have to 

move its guns around to bear on you.' 

Battles in Homeworfd can involve as 

many as 300 different ships, an flying around 

in 3D. To ~elP players coordinate their fleet. 
Relic ha's come up with comprehensive 

formations - another first. 

'It's really important that you use certain 

formations: says Garden. 'If you were 

• 
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v.pour trills tro. ,..... ships lire Included to help judle their t,.jedory 
(Move). I ........ 1NrttIa. up to :JOG ships mlpt fill the skies lit one time 

attacking a capital ship, the claw formation 

giveS you a much greater advantage than the 

standard delta formation, because you're 

able to come at it from all angles. Wall 

formation is often used with minelayer 

corvettes ... to drop huge arrays of mines.' 

As your fleet progresses across the 

galaxy (attempting to reach the eponymous 

planet of origin). it encounters rival fleets as 

well as pirates and traders, inevitably leading 

to conflict. In essence, HomeworkJ plays like 

a standard realtime strategy game, with 

asteroids and nebulae instead of ore fields. 

wtlile research vessels take the role of 

advanced buildings. The sheer distance of 

space replaces the fog of war. Dots on the 

scanner may indicate meteors. salvageable 

derelicts or the vanguard of an enemy strike 

force. spy probes and sensor arrays 

penetrate the gloom. 

. Currently, HomeWOrld's flaw is its terrible 

framerate, which Garden says is now the 

main focus of attention. Edge also wonders 

whether effective strategy will be impossible 

to manage given the 3D nature of the 

gameplay. Certainly, though, HomeworkJ 

looks among this year's most exciting PC 

games. When even the resources are 

interactive ('YOU can hide behind asteroids or 

blow them into smaller asteroids as in the 

arcade game. You can send chain lightning 

storms down the arms of nebulas'), Relic 

seems to be taking nothing for granted ~ 

in its quest to create something fresh. L...=:, 

The ships adually 
betray a surprising 
amount of attention 
to detail. Gun barrels 
pop out and whirt in 
a frenzy of polygons 
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VIVA FOOTBALL 
Will the inclusion of 987 teams, 1,974 authentic kits, 16,224 players and 

. 259,584 player attributes be enough to make Viva Football stand out from the crowd? 

OVer 300 sudiums tu.ve been recreated to ensure Vlrd Footbalfs .uthenticity throupout the .... (top ript). 
The crowd pI.ys an .dive part in the pme. .nd won't heslt.te to jeer .. poor play from the ScittislI .we 

Format: PC 
~ 

Publisher: Virgin 

Developer: In·house 

Release: Sept~mber 

Origin : UK 

r:w y the time Viva Foo~baIJ ar~iveS on the 

1:1 shelves of Electromc BOutique. most 

ardent football fans might have had enough. 

Jaded by the plethora of football games 

released this summer, theyn also have 

endured the most saturated World Cup 

coverage since, oh, 1994. 

But Virgin Interactive reckons Viva 

Football is in with a shot: 

'viva Football is more like real life soccer 

than any other game: claims Virgin 

Interactive's Slmon Humber. 'It's got a very 

open-ended game structure. If you play 

something like FIFA or 155, the gameplay is 

very much 'on rails', The interface doesn't let 

you express yourself in a creative way: 

Viva Football aims to overcome this 

complaint with·a· control method that focuses 

on kicking strength as much as direction. 

Passes, chips and straightforward kicks can 

be performed either by Quickly tapping the 

• 
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joypad - passing the ball towards a 

higllligllted player - or else by holding 

down the button, which can send the ball 

anywhere on the field. 

Players can thus kick the ball into space 

or chip it over defensive lines, adding to the 

authenticity of the game. While other footbalt 

sims such as ISS 64 have included through 

balls and the like, Humber says it's the extra 

level of contrOl that wilt set Viva apart. 

'If you want to kick the ball 50 yards 

down the field and then chase on to it, you 

can. If you want to play a short passing game, 

you can do that too: he says. 

opening up the field with insightful play 

wilt count for. little if players merely run back 

and forth along the pitch following preset 

pathS. SO Virgin has concentrated on making 

the players intelligent enough to spot 

opportunities as they arise. 

'What goes on off the ball is just as 



'.~, 

DMI£" AUGUST 1"8 

If Vivo Footboll players 
.re to Ixploit IfNce 
mort successfully, the 
camera may need to be 
b ........ boa (.boYe) 

important as what happens on it, which is 

what gets missed in a lot of computer football 

games: Humber points out. 'Maybe you have 

to move ten yards before another player does 

something - real life is a Jot more fluid than 

that As you move, everyone else makes runs 

to complement what you're doing. They don't 

just react to what happens, they're proactive: 

Humber says that over a year was spent 

on the AI. 'Originally we thought, "why don't 

games look like football gamesr and then 

we realised it came down to the use of 

space: he says. 'We started simulating some 

stuff which analyses space on the pitch and 

after a few weeks it all fell into place: 

This proactive emphasis even filters 

through to the speech, with Virgin's 

PlayerChat audio engine replacing the 

stream-of-consciousness commentary of 

other titles. Players will shout for the ball, 

with phrases like 'To me!' and 'Through ball!' 

Aside from the technical innovations, Viva 

Football also offers something a little 

different in its structure. Effectively a World 

Cup sim~lator, it covers every competition 

from 1962 to 1998, although the licensing 

minefield means Virgin must refer to them as 

'World Tournaments'. The game was certainly 

intended to ship before the 1998 World Cup, 

• 

-----..,-,-, 

PRESCREEN 

VirJin worked with Blmet Fe for the motion capture. Not !lamorout. but 
probably in keepinK with the 'for the tIIrraces' tlrwet!nK O(V'WfI Football. 
Players .rom four .re.s of the field .ere recorded, rather than just one star 

but one advantage of the slip is that it has 

allowed Virgin to incorporate updated 

statistics from this year's World cup into 

viva's vast database. 

Indeed, Viva Foorbalrs second strength 

is its comprehensive coverage of the last nine 

tournaments. Players can pit any team from 

any World Cup against another, and so 

resolve Questions marks over, say, the 

superiority of England's 1998 team to the 

heroes of 1966. All the teams are faithful 

recreations, right down to the length of their 

shorts, which change in bagginess according 

to the decade. Early games are even played 

in black and white. 

If Virgin's plans come to fruition, \!Na 

Football could bring fresh ideas to a genre for 

which the phrase 'over·saturated' seems very 

understated. It might also bring shell-shocked 

football fans back for more. NOW, that ~ 

would be a remarkable feat. t....=::J 

Football has chanpd a little over the 
decades. When playinK with older sides, 
the ref adopts the home side's rules 

• 
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Vi..-a FootIHIlrs 5,400 
keyframes of character 
'nlmation should 
help ensure smooth 
animations (above) 
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DEEP FEAR 
Saturn owners have reason to cheer with the arrival of a Resident Evillookalike, set deep in 

Davy Jones' locker. Expect a heavily CGI-driven adventure that's more than worth its sea salt ... 

Ahho~h its textures .re distindly s.tum--esque - th.t is. .. OOnl the sUrp 
definition of their PI.yStation equlv.lents - Deep Fear is .n .ttractive l.ate 

~. Fqrmat: Saturn 

Publisher: Sega 

Oeveloper: In-house 

Release; Out "9W (Japan) 

Origin: Japan 
' ... ~ 

1'.:1 iven the phenomenal success of 

I!l Resident Evil in all major software­

consuming territories, it's perhaps a mystery 

that few rivals have yet to appear. Sega's 

Deep Fear, then, has the unenviable 

distinction of being perhaps the first 32bit 

out-and-out 'horror adventure' to appear 

without capeom branding. Comparisons are 

inevitable but, with sega's title bringing some 

features to the genre, cries of 'cash in' may 

be accurate, if a little premature. 

Foremost among these sega-sired 

innovations is the effect that weaponry will 

have on different creatures. Each firearm­

including a Colt 1991 A1, MPS, stun grenades 

and the common-or-garden shotgun -

dictates how the player's foe meets their 

maker. There are up to ten different 'dying' 

animations on off,er for every assailant that 

the player encounters. 

Based inside a secret underwater US 

base, Deep Fear adopts a familiar, plot-driven 

approach to player progression, with CGt 

._-

R~sldent Evil Z aficionados may find th~ 
abov~ shot eerily reminisc~nt of sc~n~s 
found towards die end of c'pcom's game ... 

sequences accentuating the importance of 

certain events. Naturally, conserving limited 

air supplies is an essential consideration. 

Edge has yet to experience first-hand what 

effect this has on gameplay, but finds the 

inclusion of such a 'time limit' in an adventure 

game an intriguing prospect. 

Due for imminent release in Japan, Deep 

Fear will no doubt enjoy an enthusiastic 

reception in Sega's home market, but has yet 

to be confirmed for UK release. While 

commercial success is somewhat unlikely on 

a 8io Hazard-type scale, a similar level 

of critical acclaim remains a possibility. ~ 

Prerendered CGI 
cutscenes are used, 
perhaps predktably. to 
further Deep hars 
considerable plot 
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MOTO RACER 2 
A year after creating what remains one of th e PC's greatest racing experiences, 

Delphine returns with a now-obligatory follow-up that looks set to overtake its predecessor 

Alone with improved visu.1 effects .nd • tr.ck editor, Molo Racer 2 should 
com-in .11 of the e.mepl.y v.lues thIIt m.de its predecessor so wery ptay.w. 

Hopefully, this time, 
with its hi-res visu.ls 
nd three multi:r.· I.yer 
spUtscreen mo e, the 
PI.yShltion version will 
prove more enjoy.ble 

Format: PlayStatlon/ PC 

Publisher: Electronic Arts 

Developer: Delphlne 

Release-: September 

origin: France 

.,. long with Ft '97 and u/tim@teRace, 

IiI MOto Racer was one of the first PC 

racing games to exploit 3D accelerator cards. 

The game proved a convincing advert for the 

emerging technology, with its detailed 

hi-res backgrounds, bi·linear filtering and 

speedy framerate. But now astounding 

accelerated visuals are the norm, so what can 

Delphine do to provoke interest in a sequel? 

The first step has been to make the 

graphics even better. Like the original, Moto 

Racer 2 presents a huge variety of circuits 

(eight location themes, each bOasting five 

tracks), taking in everything from the 

countryside of Brittany, to the wilds of the 

Amazon basin and the desolate sands of the 

sahara. Not only are they stuffed with scenic 

detail, but they also boast transient effects 

like snow, ,?unlight fog and even tornados. 

perhaps more interesting. though, is the 

addition of a 3D rotating map editor. This 

seems to be something of a trend among 

racing game developers at the moment (see 

,_.. --

If .nythina. eKpe<:t the settine to be ewea more v.ried tlMn first time 
round. with pl.yers visitine the most unlikely of rKi"lloutions 

Europress' Tommi Makinen Rally on p98, for 

example), and has no doubt been inspired by 

the number of firstperson shoot 'em up map 

editors available. Whatever the case, it shOuld 

add to the longevity of the title. 

Beyond these features. MOto Racer 2 

does everything current gamers expect. The 

PlayStation version offers analogue control 

support, PC users have a number of 

multiplayer options to call upon, and both 

incarnations offer the usual choice between 

arcade and sim modes. Plus. like the original, 

the sequel offers a choice of speedway and 

racing bikes. With Milestone's more seriously 

intentioned World Superbike Championship 

also on the horizon, bike sim fans will 

soon be spoilt for choice. 

Just like the oripn.l. 
MIU .lterutes 
between smooth trKk 
raclne and the rulled. 
sidew.ys .ntlcs of 
motocross r.clnl 
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One game on the lips of simheads at this year's E3 (if only for its 
provocative title) was this foray into the realtime virtual battlefield. 
rt.brgasm is perhaps DID's most ambitious Pfoject yet and implements a 
more arcadey style of gameplay targetled at a wider audief1ce than its 
more typical PC output Using a Risk-like global.oomination sim that allows 
strategic and tactical control of forces, players choose between three types 
of combat - from a helicopter, a tank or on foot And it's this variety of play 
styles that could make or break the title. 

rt.brgasm's scenario revolves around the World INide War Web 
(WWWW), a technological evolution of human conflict that now takes place 
in a virtual environment - bringing an end to real blOodshed. Complete 
with force-feedback controls, a 'Multiple wargasm' multiplayer mode and 
some ~ally realistic rain, this game has the potential to be a contender 
for PC sim of the year - as long as the three different combat types do not 
result in a dilution of C/II'eral1 game content " it does succeed, expect a 
flood of 'Fake wargasm' titles from rival developers. 

Wargasm's 
weather effects 
(top centre) are 
reminiscent of 
those in Flight 
Unlimited 11 
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. In a move that has angered hardcore fans of the originat DID has 
re-engineered a planned expansion disc 101 F22 ADF into iI full-blooNn 
game in its own ngln. TAW furnishes the highly advanced 3D englOe with 
deep. complex war simulation mechanics allowing the player 10 be 
immersed in fM!ry aspect of a war, from planning tactics to flying into 
hazardous Wdrzones. Now, as well as bemg a combat pilot, thece is also 
the opportunity (should players so deslle) to play the role of cl tactical 
tl}ission planner. a weapons officer, or even an AWP£S commander. A new 
dynamic campaiS" offers the choice of ten wars CM!f an area of 4.5 millIOn 
square kilometers featuring accurate geographic detail lfOfT) eight countries. 
If this wasn't enough, new muttiplayer features illdude cooperative 
missions. custom combat and modem play. 

Visually, thepnly noticeable advance that TAW has over its predecessor 
is the inclusion of true 3D clouds, providing realistic cloud layers and adding 
~ [Jew depth to strike missions and visual dogfights. Pentium 11 AGP support 
wifi provide extra horsepower to keep such environments moving fluidly. 

Total Air War brines 
cooper.tive missions to 
F-22 ADF (riCht). The 
oneplayer campaicn 
offers. choice of ten 
wars, with over 22,000 
targets. 5,000 n.med 
cities and 300 airfields 

----"----_.:....: ..... -----
I 



Lelhal Encounler , ....... 
ConSidering the precariOus nature of the cartridge market. it's perhaps 
surpriSing to find that 040's first console venture isn't fOr the PlayStation. 
but will appear on the N64. currently looking like a cross between TUrOk 
and Battlezone, this blaster marks a departure for the company as it 
consciously harkS bad:: to its more actlon·oriented roots. The game 
em~oys a hackneyed scenario Of aliens transforming the planet into a 
poiSOftOUS homewofld via giam terraformers laid beneath anciem 
hlstOficaJ sites such as the Incan dty of Machu Picch, AngtOf Wat and 
the NaSCa Plains. The player takes cootrOl of an all-terrain vehicle 
equipped with enough 'Neaporlry to put a serious de(rt in these pLans. 

While the earty demo that Edge witnessed reVealed little more 
than a straightforward arcade blaster, DID's experience with deeper, 
more strategy-oriented gameplay could place it well to capitalise 
00 the emerging trend for deeper. more cerebral arcade gaming to 
match the likes of Battlezone and Metal Gear SOlid. Nowadays. trundling 
around in a tank blasting things Simply may not be enough. 

, . 
•• 
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IiiI he phenomenon of '90s V1deogamlng. Tomb Raider dominated fINery specialist magazine and 

.. e!IIery store window for months on end, and reaped huge rewards for Derby's Core Design, 

where the game was born. Such is Lara Croft's populanty that Sooy paid handsomely to keep her away 

from Nintendo consoles until the end of this century. lara's face was everywhere, from pop videos to the 

cover of lifestyle magazines. But behind e!IIery great woman is a great man. Or in this case, two. 

After creating lara, her fathers abandoned ship in February '97, leaving Core - and a not· 

inconsiderable amount of royalty payments - behind them. Surfacing briefly to comment on the 

Tomb Roider spectade for The Face, the lead artist on the game, the man responsible for lara's gravity­

defying breasts, disappeared. His name is Toby ~rd (left). In equal partnership with p.ul Douclu 

(right), Tomb Raider's lead programmer, the pair have been busy setting up a new development studio, 

Confounding Factor. 

Backed by Interplay and based in Bristol, in the south west of England (a short drive from Edp's 

Bath HQ), the fledgling six-man team is hard at work. striving to create a title it confidently claims to be 

'The game of the millennium'. It's a shock·factor tactic, h<wvever, angled to draw attention from 

aspirational programming talent. 'If you don't have high expectations of yourself and high goals, then 

there doesn't seem much point: explains Douglas. Both he and Gard are serious about ...mat they do, 

as might be expected from two men who have walked away from Ihe shelter of a successful company 

to start an independent endeavour. They are, howe!IIer, c!eady enjoying their freedom, and With their 

new title Galleon they are on course 10 confound those scepllcal about the company's credentials. 

And so, settled within the spacious environs of Confounding Factor's ex-design studio offICes 

(marred only by the dog-eared settee that defines the company's games playing area), Edp set fann 

to uncover the story of Toby, Paul and a gin named lara .. 

Eelp: A 100d pl.ce to surt would Hem to be your departure from Core Desip. ..... 

wu your impetus for le.vinl? 

Tab,. Ci.rd : It was just so we could expand and do something more. Core really got into the idea of 

the Tomb Raider franchise and we wanled to go off and do something different, 1 suppose that was 

the main reason. Maybe a little bit of creative differences, but nothing mater. We just wanted 10 

branch out on our own. 

Ed ... Was it • difficult decision to m.ke? 

TG: There was a lot of money to be left behind, but we had to make that decision. It was a hard one 

but I think we have made the right one, to go out and do our own thing. 

P.ul Daullas: At the end of the day we wanled 10 do games, nol just Sit there and rake In the cash. 

We were already getting bored of juSI sitting there for two months twiddling our thumbs. So as you 

can imagine we were eager to get on and do something. It wasn't happening at Core. 

Edp: What was Core's reaction to you leavinl? 

TG: They were very upset 

PO: In fact, they stopped our money .. But maybe we shouldn't go into that 

TG: Yeah, they weren't very happy. 

po: They paid one month's royalties and then stopped the cheque at the very last second. It went in 

to my bank and then came out again. 

Edp: Did you let an,. royalties at all, then? 

TG: \M"Iile we were sti ll there, yes. 

PO: Just not February's. 

~ Edp: Do you h.ve .ny regrets about loving. apart from the money? 

TG: Yeah, 1 think so. Some. There's lots of friends thet have been left behind up there, a lot of social 

life we enjoyed. 

po: Mainly.the money, I think... 

TG: Well okay, that's Paul. I kind of liked the peepl\!!: as well. Derby wasn't particularly exciting. It was a 

:. : good place to work, it was relaxed and there was a good bunch of people . 

• 
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~ GOING UNDERGROUND 

~ 

As chronicled In E48, Confounding Factor was part of a mass of new, 

independent developers. JOining e~>Rareware staff (Eighth VIobnder), 

famed videogame guru Peter Molyneux (Lionhead), and past 

'members of Bullfrog (Mucky Foot), Gard and Douglas were part of a 

trend that is spreading throughout,the videogames industry. Creative 

individuals are beginning to tire of having to operate under the banner 

of a publisher, searching for both recognition and independence. 

After a long stint in the limelight, the big companies are tHlving 

to move over for brighter stars, newcomers Intent on delivering 

maximum gameplay to the ever-expanding market This pattern 

hasn't ended either, with new mutations arming each month. 

Cooperative groupings of small developers are currently hot news, 

a trend embodied by the US-based Gathering of Developers (GoO, 

subject of EGO's 'An Audience Wth .. .'). But did Card and Douglas 

feel it was a coincidence that so many talented individuals decided to 

go it alone around the same bme? 

TG: I think that it is going that way. Fragmenting down into small 

groups which lie coranIJItIng purely on trying 10 make good games. 

I think thal it's a really positive way for the industry 10 move. They 

have no management coming down from above telling them what 

they're doing isn't going to be viable. The only thing they have to do 

is sell it to Cl publisher, and IhI publishers trel.t you with a lot more 

respect when you'le' smaD company rather thin just an employee. 

PO: I think it was just a tomequence of all the ibig mon~ coming 

into the game. That's obviously not gone down \00 well, forcing the 

'aeatives versus accountants' sort of thing that's happening in a lot 

of the bigger companies. 

Eet Did It ever fHI as thouth you .. re part of a 

'moyenMftM 

TG: We don't really know any of the others. We consciously made 

a decision not to keep up with what was happening in the games 

industry, just to have a break from it all. It was quite good to get away, 

because with the success of Tomb Raider, everyone was wanting to 

know what happened 10 us, so we Just laid low and had a bit of a life. 

Wh.t would you My "'S been the peal!est ,.in of 

strildn, out on your own? 

PO: It's just Ihe freedom, I think. 

TG: We're paid a lot less here, and we are having to do a lot 

more work .. 

po: The environment is a lot more creative. People here are 

in1erested in what they are doing. 

TG: Not that they weren't at Core, you understand ~aughsJ. It's JUst 

. the feeling of being somewhere that's .. 

po: ... going somewhere. 

f-d Old you hh'e .ny problems findl,..a financial Nckefl 

PD: Not at all. We had a faIrly good game under our belt so it was 

easy. I think a 101 of other people have had problems. We were 

very lucky. 

~ f rt,.: You've chosen to st.rt this IM'IC. independent life. 

Ion, •• y from Derby. What brouPt you to Bristql1 

TG: Because there are lots of things to do, because there are places 

lOgo .. 

PP: And because we thought Bristol deserved a premiership 

d&;'eloper {laughter all round]. 

• 

,_.. -
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GIRL POWER 
She's outlived the Spice Girls, and retained an element of credibility 

despite her obtectJfication by maiMtream and specialist medIa alike. 

Amid the now-settlmg furore that engulfed lara Croft. it has almost 

been forgotten what her character represented within the gaming 

world. Buxom ~bes have alwilys been a factor in a market that 

caters almost exclusively for men, but none had ever combined 

brains with beauty. In hindsight it now seems an obvious move, 

although Gard claims that Core was reluctant to allow the 

development team to use a female character. 

But while Tomb Raider would never have succeeded as it did 

without lara, so she would have faltered without a strong game to 

saunter through. Mainstays of that cavernous environment, Gard 

and Douglas still harbour strong feelings for the woman they had to 

share WIth the whole world. 

E(l ...... ,.. .. ews on the Tomb Raider series nowl 

PO: It's aooct. but I think they need 10 really seriously consider its 

direction. I don't 1hri: fIey can constantly keep churning sequels 

on that engine. 1hey Iftould take lara in different directJons -

whatever those directions are - I don't really want to give them 

any hints. They should really try and push her 0IJl into different 

genres. Tomb Raider 2 was quite fun .. 

le;: Hard. Too hard. 

PD: And too much shooting of human bad guys. 

Edge: Do you think Tomb hlder J [_nnounced .t El] is. 

step too f.rl 

PO: I think it's come out too quid::ly, they should have left it This 

year we've had Tomb Raider 2, and now the budget release of the 

first one, and then It'S straight into Tomb Raider J . They should 

have waited a bit, got people really up for it, wanting it. But Eidos 

needs it What triple·A releases has it got this Christmas? 

Ed,e: You've been quoted In the Plst .. "ylnl th.t the 

lime is .Iw.ys more Imporlilnt th_n the eNruter. Do 

you think t"-rs still true of Tomb Raitkr? 

'Ri: Well 1 still think Ihe character wouldn't have been anything had 

it not been a good game. I really do believe that At the end of the 

day you can say that she had a lot of personality, but that came out 

through the game. She's quite attractive lookmg, In a bizarrely 

formed way, but just that wouldn't do it It needed a good game 

and after thal people could latch on to the character. Just like a film 

actor, you can like them but they can still do a crap movie. 

Edp: Did the lUrked .. of Lar. and Tomb Raider ever let 

you downl 

'Ri: Yes, she was meant to be untouchable, to be this demure 

person - that was the whole concept, really. And so some of the 

more down-market marketing did get us down while we were still 

there, but now they can do what they like, it's theirs! But they did 

a good job at the end of the day, didn't they. Whether or not it was 

as sexist as some of the marketing is. is neither here nor there 

when you are taUoos about that sort of money I suppose. .. 
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~ Fu~u~E FACTORS 
o..side of the creatiYe freedom that -. c- Oesian has;.en 
GOld and Douglas, and beyond the ~....-,., 00 _ 

;n 8risIDI, longer .... benefits "" becomirc ...... PeosonoI 

freedom has been • welcome facet ('10 not """ • boIoctang w you 

come in at quMter to ten instead r! half nine,' wins PauO. as is beins 
in cootrol of their own destiny (a/Ihougtl Gerd fedaJns it's 'scary IS 

~r). Thefe """ been IJlId&<>IIs, as CaR! _ rtt;ngs-Ionger 
than we expected 10 se< up, 10 se< <10001, but......n Confounding 

Factor is engulfed in a positive ftI,1OSphere. Gazing into the future is 

often • trun!ess o=pation, but ..... _ -....cl to find """'" 

the company's compass .... po;m.d. aside from the sho!Honn 

seald1 "" Mal membe<s of _ 

Edge: Would you like to see a situation where Confoundlna 

Factor was produdng multiple products. or do you think you 

will alw.ys be a one-a;ame cctmpllny? 

po: Eventually we'll move to two teams. I think from a tedmical 

aspect I'd like to get people working on pure R&O, which is 

something very few ccmpenieS do. We can have a team that go 

off and use an engine that has really been pushed forward by 

others. \o\itlile some ~wiI4;u&t be working purely on technology, 

others might be working on the actual pneplay. 

fdt On. persoMI....., ..... r. yoU( ambitions for 

CooI_oaF._ 
PO: Get rich quid and retire IlaughsJ. 

11i: I want a Ferrari for elery toe I have .. I think it woold be great 

if ~ who came and worked for us could make a load of 

~ and could all feel like they'd worked pII something that was 

really cool. That we can have a really super-cool place that people 

want to come .. 'M1ete we caD make really fab things and never 

compromise on quality, in the way that Molyneux does - which 

is why he's such a hero. 

Edee: You'.,. said In the past that belna a aame desiper 

is about as cool as wortdna1n an abattoir. Do you leellIke 

that situation Is ImproVlna? 

TCi : 1 doubt it somehow. 

po: 'Mlo's defining coo/? It's not really, though. is it? 

TCi: I suppose it depends. The PlayStalion is bringing it inlo a broader 

ma~et. I don't think it will ever be cool. At least you can get accepted. 

and not get quite as many funny looks from 'normal' people these 

days. Most people go. 'Oh really? That's nice: 

• 
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Real World's Eve (above) followed the path trodden by the first Peter Gabriel 
muttimedia ertravaganza, Xploro. One of the first interadive toys, it's hard to 
argue that two men city sitting in a urinal (right) is art - though many tried 

Is it subversive, is it 
perverted or is it just a 
wind up? Re~ardless of 
whether its Intentions 
are honourable. 
Superbad is an 
excellently unhinged 
place to spend an hour 

'. 

<if filled with the work of Real World music 

artists and interact ive toys. 

Ta lk to a range of designers, producers 

and managers involved with the company, 

and a common thread emerges: they're all 

fed up with the generally du ll state of the 

CD-ROM and online worlds and are looking 

for ways to redefine interactive space. says 

Alex Mayhew, creative director for ceremony 

of Innocence and current artist-in-residence 

at Createk, 'My interests are combining the 

kind of interaction of an arcade game with a 

human aesthetic - something that isn't 

computerised and pixillated - and placing 

that in an emotional and poetic context. I 

think there's a huge range to explore.' 

ceremony is an attempt to achieve 

emotional depth yet retains a sense of play­

a narrative between two characters unfolds 

through a series of interactive postcards 

whose often humorous puzzles need to be 

unlocked before they flip and reveal the next 

line of the story. It's neither game nor 

interactive book, full of art, storytelling and 

music. unusual, but guaranteed a significant 

audience because Real World can give it the 

profile a small design house never could. 

But even highbrow toys with the Gabriel 

imprimatur have the same problem as more 

modest interactive offerings: the distribution 

chain. 'Retailers say, is th is music or a 

computer game?' complains Real World 

multimedia and online manager Lisa Howe. 

£DO£' AUGUST 1998 

I Retai Lers say, ;s this IllJS;C 
or a c~ter game?' compLains l'is~ ~] Illlll! 0 

'There's got to be some kind of 
revoLution in the retaiL chain.' 

'There's got to be some kind of revolution in 

the retail chain.' In the meantime, like others, 

Real World is offering its products where 

interactive fans know to look: on its Website. 

More straightforward musical offerings -

audio COs by artists who add in interactive, 

computer-accessible elements - are another 

form of musical toy, and have few distribution 

problems because they are offered with all 

Peter Gabriel's latest CD-ROM, Ceremony 
of Innocence, includes stunning video art 
snippets and some nifty digital frippery 

r 

• 
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Antirom's work 
is ephemeral and 
irresistible. Toys mis:inl 
dance and sound 
(above) are favourites 

.~ 
~ 

In new medi a at the moment, 
music is clearly the new Rock and Roll 

- many intri9uing design houses are doing 
thlngS with sound engines which 

makes for some great toys 

the artist's other titles. Such offerings tend to 

fall into two camps - older rockers who 

don't understand interactivity, and newer, 

dance·influenced outfits who think computer 

code is as essential as musical notes. 

An early tech-savvy adopter of enhanced 

CD is longtime musician Tom Robinson, 

a Mac and technology fiend who 'was 

appalled at the vast waste of space on the 

average CD.' In 1995, as he was producing his 

CD 'Having It Both ways', friends at Canadian 

new media firm Datapanik suggested filling 

the space with multimedia. In went an 

eclectic mix of music loops, photos, text, 

video, interviews, and safe sex info. 

The problem was that few people were 

that tech-ready. So now he prefers to put the 

interactive stuff on his Website. He also notes 

that Microsoft has shafted people who 

bought enhanced CDs in the mid-'90S, 

because Windows 95 dropped the driver 

needed to play them. A patch which will work 

for all affected CDs can be downloaded at 

http://members.aol. com/pani kcode/. 

Sound design 

In new media at the moment, music is clearly 

the new rock'n'roll- many of the most 

intriguing design houses, especially at the 

small and funky end of the market, are doing 

things with sound engines which makes for 

some great toys. Take Antirom, the quirky 

sound and vision crowd loosely affiliated with 

the much lauded London design house 

Tomato (of 'Tra inspotting' fame). Antirom's 

11-member, management-less cooperative 

('Sometimes making a decision on a project is 

like 11 people going to the video shop for one 

video,' says Tomas ROOpe) creates CD-RaMs 

which closely knit sound samples, running on 

their own sound engine, to a range of click­

and-play images. Where Antirom stands out is 

that it pairs the fun-with-sound approach to a 

witty, able, often stylishly retro graphics 

sense. And it has peddled the combination 

successfully to corporate clients. 

Prior to the 3D-effect CD-ROM for Levi 

Strauss that came with the necessary specs, .. 

Antirom's mini-CD for Levi Strauss came with free 3D Ilasses to exploit 
the holographic effects (rilht). Dancinllorillas is unique, to SIIy the least 

Antirom's first sponsored project.lJ..Code. 
wrpted youths about the dangers of drugs 

• 
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Flu;d (above) and Baby 
Universe (riCht) afe two 
f«en! Japanese releases 
for the PI.ySlltion that fit 
the inter.ctive toy mould. 
Sony's platform also 
produced PtlrtJPfHJ the 
Rapper - • toy made lood 

. ' .. /1 . 
Antirom has 
connections with 
Tomato, a desicn house 
whose work (above) 
Ed,. would love to see 
spread to multimedia 

<Ill it created a nationally distributed free 

CD-ROM called O-Code for the National 

Drugs Helpline. Designed as a quiz game on 

drug use, it eventually awards players with 

access to a full 'sound arcade' or miXing 

desk, a prime example of active rather than 

passive entertainment. 

SOme of the best websites to play around 

with are those connected to new media 

outfits working with sound. london-based 

AudioRom has a site full of small sound toys 

structured into its design. There are also 

downloadable sound and Shocked files, as 

there are at Bath company Modified's site. 

Modified also sells its soundmix CD-ROMs 

there - down load demos for a fun test run. 

Despite hiring the talents of hot design 

studios, most commercial sites remain 

yawningly conservative and uncreative in 

their use of interactivity. And even the best 

company sites throw their own promotional 

M~ern icons find a home at the VR Pantheon, produced by the Dublin 
Institute of Technology. Elvis finds a new role as a digital plaything (right) 

• 
'.~' 

material at Web users. That's why a 

mysterious site with no clear purpose 

deserves the final accolades. There's plenty of 

them out there, thrown together by Net geeks 

in their spare time, a digital labour of love. But 

the question still remains: why? 

'I'd been doing web stuff for work and 

decided to try my own to see how I could 

break the rules about deSigning web pages: 

says Ben Benjamin. the san Francisco· 

based designer of the site Superbad. The 

bizarre but brill iant site. heavily Shocked with 

bits of Java thrown in for good measure, has 

been constructed over three years, he says. 

Why is the site, wh ich has nary a word of 

explanation for its existence anywhere, so .. 

anonymous? 'I think it's more interesting if 

people don't know who's doing it; like it could 

have been done by a machine, or a lone nut 

in a garage, or a group of people. or a 

company with a really whacked-out mission: 

he says. 'Superbad doesn't explain itself at all 

and doesn't really need to because it doesn't 

have any information anyone's trying to get: 

The onllne VR pantheon, constructed in 

VRML by Will Wailer and Tim Redfern at the 

Dublin Institute of Technology, is a shrine to 

20th Century preoccupations - designed to 

experiment with multi-user environments and 

shared properties. Visi tors can explore a 

number of 3D worlds, including one 

entirely dedicated to, who else, EMs. It Is 

this hybridisation of interactivity and 

interconnectivity that has revived the 

CD·ROM, as links to Websltes open up 

greater flexibility and access to updated 

information. 'Cathedrals represented the 

ultimate in technology for their time: explains 

Wailer. 'Computers, in a way, now have that 

function in modern society: 

Thank God computers make pretty 

cool toys, too. 
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<Ill and actual emulator software additions - makes its Internet entourage 

comparable, and possibly larger than, the online community that so 

enhanced the longterm appeal of id's Quake. 

For many dedicated garners, MAME offers an opportunity to revisit old 

favourites, much as a movie enthusiast might collect Frank Capta ctassics. 

Although its DOS vel'5ion is largely inaccessible to the casual gamer 

unfamiliar with the vagaries of Win9S's command line interface, simplified 

fronl-ends (and instructions) ilre freely available. And, should garners be 

willing 10 be patient with the release of each update, a dedicated Win9S 

release (with accessible CUI) is posted on newsgroups and dedicated sites 

shortly afterwards. 

MAME has progressed far beyond the point of being of interest to 

hardcore gamers and desktop toy collectors alone. Disregarding. for a 

moment, the legal issues that surround the supply of ROM code, MAME's list 

of supported software spans the interim between the beginning of the 

arcade industry up until as recently as 1990. While it's certainly not the case 

that eve~ title developed during that period can or conceivably will be made 

available for MAMf, many significant moments in videogame history are. 

Games leiJluring limited oolour palettes and a lack of fast-moving 
images ate quite obviously most suited to lower-specad PC users 

It's during this era in particular that a huge number of garners wiU have cut their teeth on the likes of 

Golago, Zoxxon and Bomb Jock. And, while it's unlikely that many such 'veterans' will credit or even 

acknowledge Taito's Phoenix as being one of the first games to feature basic cinematic embell ishments - it 

featured scrolling starfields, iris-like fills and 'wipes' between levels - such titles are, at the very least, of passing 

appeal. The videogame industry has a history that precious f@w sources can relate as well as MAME. 

Remembering a golden era 
for the casual gamer, MAME provides a nostalgic voyage into what was, retroactively considered, a halcyon era of 

aeativity for a fledgling 

marketplace. By today's 

consetVative standards, the 

inventive, off-beat nature 

of many early arcade 

By today's 
standards, the 

conservative 
inventive nature 

of many early arcade games 
appears an aberration 

games appears an aberration, a far cry from the tightly focused and market·led design of modem equWatents -

but, invariably, the appeal of older titles is brief for all but the die-hard. Beyond 1984, however, the number of 

tides that continue 10 offer a degree of lasting appeal increases. New Zealand Story and Rainbow 1sJonds, for 

instance. are seminal platform games Ihal retain Ihe playability that justify their categorisation as 'dassic"; 

Gauntlet and Toobin' are poignanl reminders of Atari's days as a genuine industry hNvyweight; Teano's Double 

Dragon, the thinking man's Final Fight, will be fondly remembered long after Core's righting Fotu has been 

(perhaps rightfully) forgotten. 

for the dedicated rettogaming enthusiast, MAME is nol the realisation of wildest dreams per se, bul it 

comes close. As Salmoria's brainchild emulates the original PCB, it's possi~ to tweak and experiment with the 

operator conlrols of various ROMs. With 

Tehkan's Bomb Jack, for example, players 

can alter the tenacity of the pursuing 

mechanical bird, the number and speed of 

more generic assailan15, and the 

appearance and frequency of coveted 'F 

and '5' coins. 

==~~'!lII [ 

Some 01 Atari's biggest coin-ops are available via MAME. Supporters of 
the cause go to, great lengths to ensure authenticity: Marble Madness 
may not be traclr.ball compatible, but it works excellently with a mouse 

MAME also offers the opportunity for 

users to fulfil long-held ambitions of 

playing certain arcade games 10 the very 

finish. Its dedicated cheat function worksiin 

a manner similar to Ihal of commercial 

add-ons, like Oatel's Action Replay, for 

consoles. By searching game code for 

certain registers and making note of 

alterations - like, say, the reduction of a 

~Mf originally started life emulalins small-scale ooin-ops such as 
GokWon, but it has now progressed on to more ambitious titles 

~ 
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lives counter from one to zero - MAME allows users to experiment with n 
0 

g such titles in Cl manner previously impossible. 
3 

• i ': The (ompletist, too, is catered for. That MAME supports Cl version of 
~ 0 

f Ghosts 'n' Coblins in which the last weapon is Cl cross rather than Cl shield 

will be of negligible interest to many, but Cl precious joy to Cl select few. In 

fact, a number of games supported by the emulator are available' in 

different incarnatio'ns - bootleg versions, territory-specific releases and, in 

iI some instances, alternative versions of Cl game developed by another - ~I 

publisher. There's even support for 'cocktail' modes, where the video 

display is altered for use in Cl tabletop cabinet 
~ 

Although MAME runs exact copies of supported ROMs, the emulation ! 
01 certain titles can be, at times, a measure short of the arcade perfection ~ 

~ 

~ 
many would expect. This is due to each game requiring dedicated driver 

0 support. Pieces of software tailored to facilitate the communication 
~ 

between the relevant processor emulation code and the game itself, these 

are continually updated by supporters of MAME, with each revision 

improving the quality of the title in question. 

As previous versions have demonstrated, games making their debut -on the emulator are invariably flawed in some manner. From the 'usual S suspects' that are poor, or offer no sound emulation and imprecise colour 
~ 

usage, to crash bugs on later levels. it's not just the MAME code itself that i U 
is constantly evolving. Version 0.31 sees Zonon. Millipede and Shoo-Lin's -Rood .boast improved colours. while Gorf offers better speech. In addition, 

Punch Out and Donkey Kong J (in its day available exclusively to the 

Japanese market) have aural accompaniment for the first time, both being 

~ reliant on the sound hardware found in the Nintendo's NES console. Yet 
~ another interesting development is the improvement of clipping routines ~ 

~ for vector graphics games, like the recently 'updated' Battlelone or the ~ 
experimental nadir that is Star Wars - and, what's more, anti-aliasing g 
support is included for both. 

There are many, many other alterations and additions to drivers. of -course. the number of which rather illustrates the enthusiasm with which 

the coding communities have embraced the MAME ideal. This can. largely, -be explained by the simple desire of such otaku to see genuinely flawless --
emulation of their individual favourites. However, the contribution of the 

MAME team in making their source code and wisdom freely available is 

considerable. As the Multiple Arcade Emulator is programmed in C, each -~ PC release can (and is) ported to Mac. Unix and even Amiga platforms. All 

~ that its development team ask in return is that those using the code share 

their discoveries and alterations. 

A legal minefield -The MAME leam are, quite naturally, unwilling to discuss the legal 

I implications 01 their emulator. With the entire emu scene existing within 

an unusual legal grey area at present, those involved in the project are 

keen to avoid publicity as a means of avoiding damaging litigation. 

liS One individual close to the MAME project, however, felt compelled to 

discuss the issue with Edge but - understandably - was unwilling to be ~ . --'- ... 
named. One of his comments in particular rang true: 'It's a pity that while 

. ~ , 
~ the MAME team moans about emulator overviews that bitch about the , . 

copyright issues for people that don't own the boards (as I do) they can't 4 be bothered to help somebody do it right: ~ -- .' 
He argues that MAME has a legitimate use as an 'archive tool ' for 

owners of original PCBs, a library program wi th the added bonus that the 

'supported' games can be played. 'The reason why arcade ROMs were on 

the Net in the first place was for people who owned the arcade games ~ 

:}. • 

--
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<Ill and needed to fix them: he says. The use 

of ROMs by legal owners of the game 

hardware is 100 per cenllegal. MAME's 

intended purpose is to archive technical 

inlo for arcade games. Being able to play 

_them is merely an added plus. This is why 

[the] MAME [team] has not bothered to 

create an ultra-slick user interface.' 

The fact that the Win95 version of 

MAME does feature a simple user interface, 

and front-ends ilfe available for the DOS 

' version - although, it must be said, the 

central MAME team have linle or no 

involvement with the coding - rather 

renders the latter argument obsolete. Also, 

with the release of each new MAME beta, 

its accompanying What's New' document 

When emulating certain coin-.ops via MAME, it's probably best not to 
opt lor keyboard control in attempting to replicate the experience .. 

details compatibility with new ROMs and improvements in emulation standards - actual 'technical information', 

in the sense that Edle's contact implies, is therefore often conspicuous by its absence. 

Each new release of MAME boasts greater compatibility with existing coin-op titles, and is capable of 

supporting a handful of new ROM sets. Authors of drivers and improvements. and providers of sound samples, 

are given credit in the documents contained in the MAME download. So how, then, could the team argue that 

their emu is intended solely for the use of PeB owners, when the casual. game-hunting Web browser is so 

royally catered for? 

Dave's Arcade Classics ("WWW.davesciassics.com) is a highly regarded site that covers console, computer 

and arcade emulation. It is not in any sense MAME-specific, yet has arguably the best (and most reliable) 

collection of ROM sets available on the Net. It also allows users to download the latest MAME betas almost 

immediately upon their release. During Edre's last visit to the site prior to finishing this article, 8,033,335 hits had 

been recorded on its web counter since its first day on line. But, more astonishingly, the site's MAME download 

page ~ that is, a solitary page with versions of MAME alone - had a web counter total of 1,323,631 visitors since 

June 30, 1997. 

Other sites carrying 

the emulator, while not 

boasting such impressive 

visitor figures, certainly 

Many sites feature warnings to 
the effect that ROM sets may only 
be down loaded if the individual 
owns the original arcade board 

support speculation that MAME is fast becoming the largest piece 01 Ireeware gaming software in the world. 

Despite arguments to the contrary, the project is no longer the underground concern it once was. The 

mainstream beckons, yet remains elusively beyond the grasp of the project. The reason, as if it need be related, 

is simple; the legality of ROM-set supply and ownership. 

Many sites (Dave's Arcade Classics 
Fairly obscure oriental fighting games sit quite happily alongside more 
mainstream fare on the many Internet sites carrying MAME ROMs included) feature warnings (or, rather, 

'requests') to the effect that ROM sets may 

only be downloaded if the individual in 
:1, 

. , 

question owns the arcade hardware, or lor an evaluation period of generally 

24 hours, after which players must delete the file or purchase the relevant 

PC8. Some go as far as to validate down loads for owners of retro 

compilations - the argument being that ownership of PlayStation WilHams 

Arcade Classics validates possession of an accompanying MAME version. 

Naturally, these and other such statements - in legal terms - are paper­

thin, and could be challenged with ease by all but the most naive lawyer. 

And, with games from the early '90s now supported, MAME could soon · 

become a victim of its own success. 

With retrogaming compilations offering publishers reasonable returns, 

it's only a matter of time before the existence of MAME is perceiv~ as a 

threat Indeed, with the 'update' fast becoming a favourable publishing 

strategy, developers are becoming cautious with ageing legal properties. 

i 
' -' 
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The future of emulation 
So what can the future hold for MAME? On one hand, its existence grants 

many forgotten classics a new life on a different platform, providing 

once-cutting-edge arcade software for the price of a download. It could 

be argued, however, and with equal validity from a publishing standpoint, 

thal the MAME scene is one of the largest examples of organised piracy in 

the industry at present. 

One option is an attempt to truly take MAME into Ihe mainstream. 

Could manufacturers be persuaded to release older titles into the public 

domain? Software houses, like many businesses, are not known for their 

philanthropic tendencies, but perhaps older, inert titles could be made 

available? But such a route, too, could spell the end for the MAME project. 

Part of its huge appeal at present is the excitemenl of downloading a new 

update, before finding the new ROM images it supports. With its catalogue 

of supported games whittled down to the few Ihat publishers are prepared 

to 'part' with, could it maintain its current 

level of success? Hardly. 

Another (rather less likely) possibility 

is to make MAME a more commercial concern, with ROMs downloadable 

from approved sites for a modest fee, a proportion of which could go to 

the original copyright holder. 'I would love to see this: says Edle's source, 

'but I don't think it will ever happen. Tracking down copyright holders for 

games where the original companies no longer exist, coupled with myriad 

legal issues, is an insurmountable task. But I would love to be proved 

wrong.' He is, however, concerned about MAME becoming a retail product. 

'I think the best way to destroy MAME is 10 try and make money off it. With 

a few notable exceptions - such as Jetf Vavsour's original Wif/iams Arcade 

Classics - the commercial emulation scene is littered with half-baked 

attempts to cash in on the nostalgia aaze. With MAME, we listen to 

feedback until it is 100 per cent perfect No Christmas holiday markel 

deadlines. No pressure from those who care more about the bottom line 

than a quality product . . .' 

1hIII MAde ..-.e of the '80s, dominIIIed by IIGI ' R t ~ 

. Edle finds itself in the uncomfortable position that, while eager to 

champion the MAME cause, the legal issues surrounding the emulator and 

the ROM sets it supports are too significant to ignore. With this in mind. 

the opinions of both readers and software industry figures are welcomed: 

how can MAME continue in its current form? Ale certain EdJe-reading 

publishers prepared to authorise the use of arcade ROMs? Can (or should) 
~ chtInc:tMI tttles.1s now thrMnc .... home .... to MWE 

• 

MAME become a commercial concern? 

And, with the likes of 720°, Ghouls 'n' Ghosts and Stride, now fully 

playable, how can Edge meet its print deadlines? Answers or 

speculation to Viewpoint at the usual address .. 

MAME 79 
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TESTSCREEN 
The definitive monthly assessment of the world's latest videogames 

fair game 
r:::I inee the beginning of the interactive 
~ entertainment age, magazine review scores have 
been the SUbject of continuous contention, dispute 
and the occasional death threat. And even after an 
editorial team has agreed on a score, it risks facing the 
same fusillade from software publishers. 

The current. rather disheartening state of affairs 
sees nearly all videogame publications rate games on 
an arti ficially restricted scale, where a game receiving 
70 per cent or its decimal equivalent is considered an 
average trtle. of little Of 00 Interest to most players.. In 
other words. rather than use the whole of the scale. 
which may seem a radically logical approaCh. most 
magazines are essentially only using half, or at most. 
just two-thirdS of it. 

Ed.e evaluates games on a scale of ten, where 
five naturally represents the middle value. Perhaps 
shockmg1y, then, a game re<:eiving a 'seven OUt of ten' 
is in fact a competent title with noticeable flaws, but 
which Should still appeal to a considerable range of 
players and naturally more so to those who favour 
the title's particular genre. It does, after all, score 
two points above average and should therefore not be 

considered as such. 
sadly, With the vast majority of videogame 

publicatioos failing to treat SO per cent or five out of 

ten as the mid-point, the industry has slowly but 
surely grown up erroneoosly regarding a game scoring 
70 as a dismiSSible, substandard experience. 

This has more serious repercussions than a 
succession of enraged PR personnel spouting 
profanities from the relative safety of the end of 
a phoneline. Older players may have had the 
benefit of several years to select a publication 
whose scores they concur with regularly, but with a 
whole new generation appearing on the videogamil'lg 
scene and the ever-growing number of magazines 
'specialising' in vldeogames (each claiming to be the 
definitive ward in their respective field, yet 
consistently falling to correctly assess the games 
contained within its pages), new readers are likely to 
rapidly lose faith In the publiCatloos that are there to 
supposedly serve them. 

Of course, reviewing is rarely a totally objective 
activity but even a little consistency is de rigeur, and 
the current lack of this crucial element within the 
majOflty of videogame magazines is unlikely to 
alleviate matters. 

Edge's raling system may seem harsh, but it is 
fair, progressive and balanced. An average game 
deserves an average mart and nol. as some may 
think, seven out of ten. 

_ loft: AmJy -. .nd Tommi _ :::r -__ titI .. likely to be labelled as sudI by 
C I _ -...,1f1em 7O-ocId per coni. "'""'. SIoIy. Edp's intetpreIotion of. perle<t ....... 

. Videogames on the Edge 

The games - old, new, whatever - that have grabbed Edge 's attention this month 

• . 

.",,1. -.­
~ 't ~ 

GoldenEye 
(Nlntendo) 

Yet another appearance 
for Rare's mast~rlli ece as 
an Edle staffer finally 
reaches the game's e;((r8 
levels. nearly a year after 
its E48 testscreen. 

• 

"-' 

.~ " 
~ '. 1IJl 

- ~--
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Time Cnsls 2 
(Nameo) 
Hours have been spent 
putting this teamplay 
game through its paces. 
Enemies falling to bullets 
from an unseen partner 
definitely ups the pace 

-..,..- . ' 

,~ 
Blast Corps Ghouls 'n' Ghosts 
(Nlntendo) (MAME) 
It'S a Rare month as Edge Researching thiS month·s 

gets strategical while MAME feature brought 
revisiting the 1Wycross- c.apcom's semmal horror 
based company's platfonner back to life. 
explosively entertaining, unforgIVing, but so 
first original N64 ventUfe. amazingly atmospheric. 

TESTSCREEN 
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As seen in Donkey Kong 
Country, the development 
team seems to have 
had more fun desilning 
the bad guys (top. 
second). cauldrons ad 
as teleports (above) 

.; 
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DANJO-KAIOOI[ 

hre is back. displayinl its consummate technical mastery of the N64. Btlnjo-KDzooie throws a (very) harsh litbt 
over the efforts of other developers. includinl the bil Nintendo itseH. Locations are vast. colourful and detaifed 

n rom its auspiCIOUS beginnings with 

.. Super MaflO 64, the evolUtion of 

the thirdperson 3D platform game can be 

plotted as a downward curve. Such was 

the standard of Nintendo's launch title 

(which doubtless benefited from ItS 

protracted development period), those 

that have followed have seemed little 

more than pale imitauons. Even 

Nlntendo's DeSign guru shlgeru Mlyamoto 

IS struggling to match the quality of hiS 

masterpiece. Rare, however, has scored 

the nearest miss yet wi th Banjo-Kazoo/e. 

The game follows the joint adventure 

of a bear (BanJO) and the bird that 

inhabits hiS backpack (Kazooie). The plot 

Freezeezy Peak is one of Banjo-Kazooie's best worlds. both visually and 
in terms of ,ameplay, Lookinl down from its hipest point c.n be dilzyinl 

• 

--" -

takes shape as Banjo's little sister Tootie 

is abducted by the evil witch Gruntllda, 

who is intent on st~aling lOOM'S good 

lookS for herself - BanjO and Kazooie are 

destined to rescue her. unfortunately, 

such a childlike ensemble of characters 

and story Wi ll do little for the N64'S image 

as a toy. particularly among 'blood and 

guts' garners. It's not to the game's 

detriment, however, although the 

characterisation Is perhaps a li ttle 

predictable. AS ever, Rare's 'baddies' are 

far better realised than its 'goodies'. 

Key members of the team 

responsible for Donkey Kong Countl}' 

formed the core of Banjo-Kazoole's crew 

Aside from a similar animal-based 

collection of characters, clear parallels 

can be drawn between DKC and Banjo. 

From the sprawling hub level (Gruntilda's 

lair) to the animals that can be utilised 

(or in this case, morphed into to open up 

more area for exploration), echoes of the 

older t itle run throoghout the team's new 

game. Many of the ideas have been 

better integrated this time around, 

al though the concept of two controllable 
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Once learned from the myopic mole 
Bottles, Kazooie's flying ability becomes 
a welcome alternative to running around 

characters could have been far better 

explored. JOn Ritman's abit classic Head 

Over Heels featured separate characters, 

with distinct abilities. that could be joined 

to access new areas. But such innovative 

touches are sadly lacking in the 

permanently connected Rare characters. 

However. by tying the dual heroes so 

closely together, Rare has allowed a wide 

variety of moves to be included in the 

game. They're not all available from the 

outset, though - the player has to learn 

new actions from the friendly mole 

Bottles, whO emerges from his hills at 

selected points. As expected, this then 

faCilitates access to new areas of the 

game. Even with over a dozen obtainable 

standard moves, the control system 

remains commendably intuitive. Every 

move is beautifully animated, though the 

Maria·style high jump (hold down the Z 

trigger and press A) is of particular note. 

m add ition to guiding Banjo and 

Kazooie, the player must also make full 

use of tlie game's camera in order to 

progress. Rare has tried to accommodate 

.~' , , 

While mlnd-numbincly cute in style, the game's soundtrKk Is. fine 
demonstr.tion of interadive aucfio, with music blendin, between .rHS 

all tastes, with both a zoom and rotate 

control, and a 'chase cam' which tracks 

behind the character. While the system 

workS well on su rface sections, the many 

underwater sequences are marred by 

the sudden switch to a fixed camera 

position. On occasions this proves 

intensely frustrating, with Banjo and 

Kazooie regularly drowning while trying 

to retrieve one of the many collectables, 

because the player can't see the action. 

The core of Banjo-Kazooie's 

gameplay is, in traditional platform game 

style, built around gathering a number of 

items. Chief among these are the notes 

• 

' -' 

and jigsaw pieces that unlock the game's 

later levels. Scattered throughout the 

central hub world are points where 

jigsaw blocks garnered from each of the 

worlds are used to un lock the entrances 

to further stages. Additionally, there are 

various 'note doors' placed strategically 

throughout, each marked with the 

number of notes that must be collected 

to pass into fresh areas. This approach 

forces the player to scour each world for 

the maximum possible number of both 

items, rather than the more leisurely, 

open adventuring of Super Maric 64. 

Other collectables include Gumbo skulls, Ill> 

TESTSCREEN 

Format: N64 

Publisher: Nlntendo 

Developer: Rareware 

Price: £50 

Release: Out now 

Changing into the 
various creatures via 
Mumbo isn't always 
• success (above) 
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To unlock new worlds. 
players must use jigsaw 
pieces to complete 
the puzzles S<IIttered 
around the hub world 
(top, second). Doors 
'sparkle' open (above) 

' .• 4. 

.... which the player can trade with Mumbo 

the shaman (one of the game's strongest 

characters). Mumbo will transform Banjo 

into an animal. and it is these creatures 

that are Banjo-Kazoo/e's strongest facet, 

with good design and fairly novel 

implementation. Sadly. not every stage 

has a Mumbo hut, while the time spent 

morphed seems over all too soon. 

Puzzles in the game rely too heavily 

on the player's physical dexterity rather 

than their mental agility. Players are 

aSKed to guide BanjO from A to S, with 

the only obstacle to progress being the 

narrow ledge between. None 01 the 

stages match the intricate layout of 

Marie 64'S weUDry World, although some 

(such as the snow-bound Freezeezy 

Peak), stand out among the nine areas. 

The visual theme of each world, be it 

sand, swamp, ice or haunted and 

industrial, has limited the game's 

conundrums, not enhanced them . 

__ AUGUST '''I 

, 
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I"nooi.'s Invulnerability move comes In hlincty at 
ti .... (moln), tIIcJach not olw.,. ..... oxpedod 

A reluctance to experiment with 

environments, anowing gravity to defeat 

imagination, runs like a stream through 

this game. Banjo may outpace Mario's 

visuals with a loping ease, but - sadly­

the former game's mechanics are a pale 

imitation of Miyamoto's old master. 

while unable to match Super Maria 

64, Banjo-KazOOie leaves the numerous 

PlayStation 3D platformers floundering in 

its wake. There's no doubt that Rare has 

constructed a towering technical 

achievement with this title. Just as 

Donkey Kong Country redefined the limits 

of 16bit console visuals, so Banjo-Kazooie 

does for the current generation of 

machines. Fresh faces on the videogame 

scene are likely to find BanjO a rewarding 

investment. But beneath the good looks 

this is platfOrming-by-numbers, with 

the player channelled through a tight 

script that is brought into sharp relief 

by a lack of innovation in the contrOl 

system and gameplay. Rare's title relies 

on the proven formulas of yesterday­

not daring to be different - an unavoidable 

faclor which wiU leave videogame 

cognoscenti wondering what alt 

the fuss is about. 

Eight out of ten 

T1aroupout the ,ame, inform.tion about Gruntllu must be learnt. which 
serves to win a novel ',ameshoW, one of its best features, near the end 

i 
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Between sta,es. the 
pl.yer must set up the 
Clr for those th •• follow 
(top). CMR u ters for .11 
tastes with Its multiple 
twopl.ye, modes, 
including special stales 

:EDG£' AUGUST 1998 

COllN McRAf RAllY 

Successfully n.vig.ting MeRoe's 
tortuous tracks requires maximum 
commitment and 11 skillful .pproach 

1:1 nor to the well·documented 

.. excellence of Gran rur;smo, the 

premier position among car racing titles 

was occupied by a British contender. 

Codemasters' TDCA: Touring car (eight 

oul of ten, E53) meshed PC raCing slm 

handling WIth a strong cOfIsole-style 

structure, delivering the beSt of both to 

PC and PlayStation owners. It recreated a 

popular motorsport to far better effect 

than Psygnosis' F1, and performed 

remarkably well in retail for what was in 

some regards a specialist title. 

Now Codemasters is back With 

TOCA's spiritual seQuel, Colin McRae 

• 

A •• _ 
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Track loutions are spread aaass the clobe, from Sweden (top riPt) to 
Indonesia (richt). T1ae wide variance between sU," Is commenaable 

Rally. Based (otMous/y) around the racing 

explOits of British rally ace McRae, the 

game utiltses the bare bones of TOCA's 

graphic engtne as its basis. However, 

where past rally tttles have been less 

than literal in thetr interpretation of the 

sport, CMR is for real. Screamer Rally, 

V·Rally and saga Rally all place the player 

in the midst of a racing paCk, fighting for 

places against human or virtual 

Completinl the rally 
school unlocks the 
'expert' settinl. It's 
a testlnl experience 

opponents. CMR is a pure rallying 

Simulation, wtth only one car on the track: 

at a time, struggling to beat the other 

competitors' times. 

However, in order to keep the action 

from straying into the realms of dull t ime 

trials, Codemasters has implemented a 

novel system which constantly track.s the 

player's position, comparing it to that of 

other drivers. It's a neat touch, keeping 

the action tense throughOut each stage. 

When mistakes are made, the sense of 

antictpation as the next ttme check: 

approaches Is fantastic, eliciting 

self-deprecating curses 00 arrival. 

AS in TOCA, successful progress is 

rewarded with a variety of added 

vehicles. ESChewing ils predecessor's 

tank and CadlHac, CMR delivers a 

comprehensive selection 01 past rally 

cars. (preferring not to spoil too much of 

the fun - although other publications will 

, 
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Defeating all comers on special looped 
stages rewards the player with new 
cars, such as the Landa Delta (top) 

undoubted ly fa ll at that hurdle - 'Edge 

will only reveal that Lancia's Delta 

Integrale is among those to be found.) 

These extras are gained by racing head· 

to-head on a looped special stage, with 

first place garnering the reward. 

Additionally, the full gamut of ra llies 

cannot be accessed until the player has 

defeated each one in the game's full 

'championship' mode. It's exactly this 

type of reward structure that PC racers 

such as Uitim@teRacePro (six out of 

ten, E56) lack, much to their detriment. 

The imminent Windows 95 version of 

CMR will fill a much larger gap than it has 

to on the PlayStation. 

While Colin McRae Rally's ordered 

progression is welcome, any driving title 

is only worthy of a podium place if it 

conveys a realistic handling feel to the 

player. Codemasters has not reneged 

in this area. CMR'S licensed cars are 

imbuett.with a driving feel that surpasses 

those of the past hero of this genre, Sega 

.... 
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One of the few niDles with CMR is that the cars don't quite 'weigh' 
enough, causing extended crash sequences. Jumps are effective, though 

Rally. It could be argued that CMR's 

external views don't deliver quite the 

raw, seat-of-the-pants feel of Sega's 

racer, but it's a marginal call. Played 

with sony's Analog Pad, Codemasters' 

game provides a steady stream of 

reflex-testing moments, demanding 

total concentration. McRae himself was 

called in to assess the cars' handling, 

while members of the development team 

tried out rally cars for real. CMR's 

realist ic feel ranks alongside that of 

Nintendo's sublime 1080' snowboarding, 

-ahd brings about the same desire to 

replay stages to perfection. 

Blessed with over 50 tracks, a 

reasonable two-player mode, watchable 

' -~ -

Gran TUrismo-style replays and its fine 

handling. CMR provides'the ultimate 

in rallying reproduction. It is more 

simulation than arcade title, such is the 

level of its authenticity. There are 

occasional chinks in the armour. 

including a sometimes-reluctant 

handbrake and graphica l gli tches. and a 

stronger engine and exhaust not.e would 

have been welcome. But these are not 

enough to detract from the fact that 

Colin McBae Rally is the most 

comprehensive - and playable -

game of its genre seen to date. 

Nine nUl nl len 

TESTSCREEN 

Format: PlayStatlon 

p~blisher: Codemasters 

Developer: In·house 

Price: US 

Release: Out now 

Top to bottom: the fIVe 
views of Co/in MeRoe; 
distant. close (EeI •• 's 
favoured angle), In-car, 
OYer bonnet. and the 
hiply demanding 
dnving seat option 

87 
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Format: PC/PtayStat lon 

Publisher: Psygnosls 

Developer: No Name Games 

Price: UO 

Release: Out now 

. S.ntinel Returns seems 
almost too Sim:rle. 
The square Iri 
landsape milht have 
been improved but 
the weird textured 
bKkground is dlstractinl 

__ AUGUST 1"1 

SfNTlNfl RfTURNS 

Multiplayer Sentinel Returns (above) 
is disappointinc. bei.., too frantic 

n:a hen Gee!! Crammond created 

III Sentinel back in 1986, his ethereal 

strategy game, fashioned out of an 

aborted tank sim engine, was like nothing 

before. A game as simple as chess, yet 

one which couldn't have been created 

without computers. Sentinel enthralled 

a generation of archetypal thinking men. 

Apart from a couple of critical 

changes, sentinel Returns plays like its 

forebear. The player begins at the lowest 

point of a convoluted, tree-dotted 

landscape, while at the highest point on 

the map is the sentinel. Both player and 

Sentinel can absorb energy from any 

objects at a lower elevation. The player 

can turn this energy Into robots or 

boulders. Robots enable the player to 

move around the map, by teleporting 

from one to another. Through boulders, 

the player can place robots at a hIgher 

elevation, and work up the terrain. 

The Sentinel is rooted to the ground 

and can o.nly turn Its death-dealing gaze 

in discrete, timed steps. If he spots 

anything other than trees (inCluding the 

player) he drains its energy. To kUI it, then, 

the player must absorb this energy from 

• 
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Althoup the Sentinels and Sentries .. preMldld In an .bstrKt 
lfaphiCIII style, up dose It's .. sy to Me whkh way they are fHl ... 

the highest point In the landscape. The 

600-odd levels get harder through the 

addition of extra sentinels, clever 

positioning and faster turning rates. 

The original sentinel constructed 

deeply involving, claustrophobic levels 

from plain cOloured graphics. Sentinel 

Returns, featuring Gleger-eSQue 

polygOnal graphics and a haunting 

John Carpenter score, largely recreates 

the same sensation. However, in the 

original, the player rotated in timed 

steps, like the Sentinel. Now, with 

mouse support, the player can turn and 

escape the sentinel's gaze much mOfe 

quickly, which partlafly alleviates the 

original'S ability to cause panic. 

The other main Innovation is a 

multi player optiOn, which Edse found to 

be a dispiriting experience. Players are so 

powerful in comparison to the sentinels 

that the only viable strategy seems to be 

to recklessly build In order to negate the 

other player first. Who wins often comes 

down to Who starts In the best position. 

Uke Tetris, sentinel remains a 

singular game with a unique appeal. Yet 

just as players might expect more than 

Terris on their games systems these 

days, they might well feel the 

same about sentinel Returns. 

Smn out of ten 

• .. 
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nu EST 64 

Gr.phlCIIIIy Inspired In many .rus, 
Quest 64 Mvertheless f.lls to captivate 
due to underdeveloped lamapl.,. 

1:1 onsidering the languid state of the 

a Japanese N64 market, and having 

the privilege of being the machine's first 

'turn-based' RPG, it comes as something 

of a surprise to find Quest 64 (nee Holy 

Magic Century Eietaie) making its initial 

appearance on Western shores. Whether 

US publisher THQ fel! it simply couldn't 

wait while developer lmagineer extended 

the game's considerable development 

period is open to debate. But videogame 

economics and the impending arrival of 

le/da would suggest that someone, 

somewhere, decided to get the game on 

to shelVes as soon as possible. 

Despite some interesting aspects, 

Quest 64 appears to be a rushed and 

incomplete product. While Imagineer has 

produced a competent and asthetically 

pleasing 30 world and some interesting 

battle mechanics, all the other 

rOleplaying trappings that players have 

come to expect are suspiciously absent. 

A few screens of introductory text is 

all the game proffers by way of plot. and 

an absence of cinematics leaves the 

unfurU'riS tale of an apprentice magician 

and his search for his father left in the 

--
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T1te pme follows the '.mlll.r outdoor-indoor torm.t of most RPCs. 
and .............. partkulorty __ Interiors (above ...... ) 

hands of conversations with characters 

en route. Alas, it's hard to see how any 

sort of stOf)'line could really help, 

anyway. The game quickly falls into a 

pattern whereby each town visited has a 

problem that needs to be dealt with 

before the player can continue. This 

invariably involves an arduous 

levelling·up process and constant 

combat until the player is strong enougtl 

to encounter the bosses of each town. 

In reality, the battles are the only 

actual game play on offer. While their 

structure is similar to Square's much· 

lauded Parasite Eve, in that the player is 

given an area to freely move around 

during combat potentially avoiding 

enemy attacks, in practice it fails to worK 

half as well. The game tends 10 freeze 

characters until an attack IS launched, 

so when executing a quick camera cut, 

it's all but impossible to see where you 

should move to avoid damage. 

It's easy to see Quest's potential as 

the first console RPG to marry a turn­

based system with a full 3D world. But 

with no puzzles to solve or secrets to 

discover (bar a few treasure chests}, the 

actual roleplaying aspect becomes pretty 

much redundant. Just because Quest 64 

is available now and le/da isn't, does not 

make it an essential purchase, and ~ 

it remains a missed OpportUnity. L..S 

Battle sequences 
Involve simplistic 
turn-based combat 

Five nUl nl len 

TESTSCREEN 

Format: N64 

PlIblisher: THQ 

Developer: Imaglneer 

Price: $55 (£35) 

Release: Out now (US) 

IGame supplied by Departmentl 
contact 017191684401 

There . re m.ny shops 
to visit (.bove) but, 
oddly, nothing to 
p'urc&ue. Collecting 
items is merely a 
matter of talking to 
the right people 
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Format: PlayStation 

Publisher: Capcom 

Developer; In·house 

Price: U S 

Release: August 

While the 3D isometric 
backdrops are • step 
forward for the series, 
their simple. building 
block construction 
can create a Lea~like 
'ppHr.nce to the levels 

DRfATH Of flRf III 

Story-advandna dMmatics. be they rendered Of hancI-d..-. .... non-existent 
in Bteath Of Fire /11. Any plot .dvances are acted out usina the inc .... I'Iphlcs 

11 hings don'! immediately 1001< 

good for the latest in capcom's 

only RPG series. In its move up from the 

16bit SNES, Breath of Fire III has gained a 

Final Fantasy Tactics-style, polygon 

landscape and plenty of colourful special 

effects; but to t!'le majority of PlayStation 

owners, weaned on pnotorealistic 

SQuareSOft renders; its brightly coloured . 

environments and cartoon ish characters 

will seem lik.e a step backwards. Coupled 

with a Slorytine that immediately falls 

into the oversubscribed category of 'lOne, 

herOic youngster, laSt of his race, can he 

fulfil his destiny and overcome the 

I,,"stisatins a 7' 
CIIn reap rewards. 
but at the expense 
of plenty of battles 

• 

. ' 

terrible evil?' BoF 11/ seems ckX>me<l to a 

life of role-playing diches befOfe it's begUn. 

Despite a slow start, the game does 

eventually begin to show its one true 

strength: attention to detail. The 

characters have retained special abilities 

that only manifest themselves when 

they are leading the party. Players who 

remember the Oflginal fishing and town· 

building subgames Will also find them 

here. But IOOk.ing deeper revea ls smalter, 

less obviouS additions that give the game 

an adde<llife. The player is able to cross 

a previously conQuere<l section of land 

without having to worry about intruding 

battles, and town inhabitants now have 

more than one reply to Questions. Setting 

up camp even enables players to cut 

away to the campsite to glean hintS from 

their team mates on what the next move 

shOuld be. 

Alas, with Iit.tI~ In the way of strategy, 

random battles are an RPG staple to be 

endured here. Combat is acted out withOut 

switching to a separate battle screen, 

resulting In small and unimpreSSive enemy 

graphics, while the 'auto-fight' feature 

£DG£ AUGUST 1998 

a.ttles are traditional tum­
based affairs. atthoup some 
feature unlikely achersaries 

goes someway to underlining just how 

tedious this aspect of the game can get. 

AgainSt the odds BoF 11/ does exude 

some charm, but it's unlik.ely to win any 

new converts to the RPG cause. While it's 

clear that Its creators have strived to tak.e 

the best from the previous titles and 

improve upon it, many will find that the 

freQuency of the random battles and long 

levelling-up process needed w proceed 

Quickly wears their patience thin. without 

some fresh approaches to the console 

RPG it can only be a matter of time until 

the luse ignlte<l by Final fantasy VII 

fizzles out and the genre reverts to Its 

old, die-hard status. AS such Breath of 

Fire 11/ can only be recommended to those 

garners who see themselves as 

members of that particular group. 

Six out 01 ten 
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X-COM'INTfRCfPTOR 

Here the pl.yer is appreNchlnl.n alien processinc p&.nt in an X-COM 
fiahter, The speedy deep-space combat sections are simple, but effective 

D aking something of a gamble 

with itsX-COM brand, the latest 

retro-styled science-fiction title in the 

series ditches the wargame elements 

that made its predecessors so popular. 

Instead, it's a 3D deep-space shoot 'em 

up game engine bolted on to the familiar 

empire-building structure, with players 

controlling the X-COM team as they 

attempt to offer protection to humans in 

an area known as the Frontier. An area 

rich in mineral resources, green-skinned 

extra terrestrials and pirates threaten to 

steal the valuable deposits. 

Navigating the main game menus 

involves turning 'sos-style dials, looking 

at scanners shaped like portholes, and 

clicking on over-sized buttons. Such 

playful presentation helps to take the 

sting out of an outstand ingly complex 

strategy section. Starting a campaign 

with just one X-COM base, a handful of 

fighters and little knowledge about what 

lies beyond the immediate area, the idea 

is to build up a comprehensive defence 

network. Probes must be dispatched to 

widen the sensor net, research carried 

out to provide improved technology, and 

fleets amassed, ready to striKe when an 

enemy fleet is spotted . And all the while 

the aliens are readying a Doomsday 

masterplan that must be thwarted. 

At this level, it's a famil iar formula of 

resource management. Limited funds 

must be used wisely, new pilots recruited, 

craft equipped and restocked, and more 

cash earned by successfully providing 

protection to the outposts and ore 

processing plants in the Frontier. But as 

with previous X-COM games, the actual 

confrontations play a major part in all 

this, drastically affecting the plot, the 

strength, power and usefulness of the 

outfit, and also the research abilities. 

salvage alien technology and it can be 

used to further the player's own. 

The fighting element is integrated 

successfully, with players selecting 

whether to jump into the cockpit of a 

fighter, and taking direct action alongside 

wingmen. Although spartan, the 3D 

graphics reinforce that glorious retro feel, 

-with alien craft bathed in red and green 

lights, and often taking the form of 

classically designed flYing saucers. The 

combat is frantic, with craft zipping past 

' -" -

The enemy' craft desiJ"s 
(.bove) will be famihar to 
alleged abdudees everywhere 

the cockpit at an alarming pace, much as 

in X-Wing VS Tie Fighter. In fact, those 

fami liar with LucaSArts' space opera will 

feel right at hOme here, so similar are 

both the flight and fight elements. It is 

worth noting, though, that those more 

concerned with the arcade side of things 

wil l probably find Conflict Freespace 

(see p96) a more compelling option. 

The shift away from wargaming 

may well enrage dedicated X-COM fans. 

But in doing so, Microprose has managed 

the previously impossible task of 

blending real strategy with 3D space 

combat. Both elements have been well 

developed, with a game of enormous 

depth and instant gratification the happy 

result. If only al l sequels could 

demonstrate such invention. 

fioht out of ten 

TESTSCREEN 

Format: PC 

Publisher: Microprose 

Developer: In·house 

Price: £40 

Release: Out now 

Each X~COM base can 
be modified (top), to 
provide more h.ngar 
space and defences. A 
handy UFO~'pedia with 
essential ahen info is 
also on hand (above) 
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TESTSCREEN 

Format: PlayStatlon 

Publisher: Infogr.mes 

Developer: Amazing Studio 

Price: £40 

Release: Out now 

In this sequence the 
player actually ap,.ars 
InSide a giant's stom.ch 

.; 
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HfART Of DARKNfSS 

Once the player betins an action. its 
.nimation must run to COIIIpIetioII. 
This alone results in COUntlesl dHths 

D na videogaming world still 

obsessed with 3D, older garners 

will instantly view the 2D perspective and 

sprite-based action in Heart of Darkness 

with melancholic fondness. Every level 

boasts beautifully animated characters 

parading in front of gorgeous, highly 

detailed and imaginative backgrounds. 

However, the plot - as set by an 

opening FMV sequence of 

unprecedented length - would have 

benefited from a little more creativity: 

after spending another school day 

daydreaming. AfI(jy and his canine 

companion, Whisky, rush towards the 

park in the hope of getting there before 

the forecasted solar eclipse takes place, 

blissfully unaware that the next few 

The b.ckground environments 
change hom level to level, but 
sadly the b.slc •• mepl.y doesn't 

• 

-_... -

The fiddly nature of #leG" of Doritless can render 'e.tures like this lava 
pit inlunatln" SUch ch.II .... 1 Ire overcome by I .. ml ... I sequence 

moments will change their lives forever. 

With little warning, Andy's Quad-legged 

friend is kidnapped by the evil Forces of 

Darkness, prompting his master to 

attempt a daring rescue through elgtlt 

levels set in a strange and menacing 

parallel dimenSion. 

While the narrative has an 

improbable chance of winning an Oscar, 

the game is eQually unlikely to trouble 

the award-bestOWing community 

because sadly, Heart of Darkness Is not 

very good. Criticism cannot be levelled at 

its 20 perspective -AI'Je's Oddysee 

proved that as long as the rigtn gameplay 

elements are present, the experience can 

be as immersive as some of its poIygon­

driven counterparts. unfortunately, In itS 

Quest to produce a cartoon-like ti tle, 

Amazing Studio seems to have ignOfed 

the crucial aspect of playability. 

Infinite lives sees the proceedings 

rapidly degenerate into a trivial process 

of trial and error, with substantial FMV' 

interruptions that not even a Quirky end 

gimmick can hope to save. some of the 

puzzles are competently thought OUt but 

never brain-taxing and once completed, 

there is no Incentive to go back. 

It may have spent the best part of 

six years In development yet Heart of 

Darkness emerges as a flawed ~ 

and deeply frustra ting experience. 1.5 

Four DUI ol len 
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CO M M AND 0 S 8fHIND mMY LlNU 

The poJI'.phy of the levels mlpl not 
be wholly (onwincin" but the sltUltions 
fadn, players present new challenps 

... f aU the exponents of the new 

.:. unit-based wargame genre to 

arrive so far, Commandos is the first to 

really capture the essence of the idea. 

featuring a design that leaves as much 

room for strategy as it does realtime 

excitement and a control system able 

to cope with the demands of both. 

Graphically the game seems to 

belong to another era, with hand-drawn 

mugshots and landscape graphics eVOking 

the 'Commanclo' comic books of childl'lOod. 

While attempting to cross the river in an inflatable dinchy • • passlnc 
Kunboat opens fi re (top richt). The enemy makes use of several 
vehicles, though the footsoldiers provide the greatest threat (above) 

But Commandos is happy to follow 

Its own internal wargame logic, and use 

familiar imagery, situatioos and exploits 

to evoke the spirit Of World war U. SCuba 

gear, patrol boats, cable cars, road blockS 

and other staples of countless Hollywood 

movies all loom large. Ttlere's even a spy 

character, able to infiltrate enemy 

compounds unquestioned. It all creates a 

terrific sense of atmosphere, despite the 

obvious lack of realism. 

Yet. when it comes to the abilities of 

the characters, and their interaction with 

the enemy, CommandOs is at great pains 

to do things by the book. Une of sight 

figures Strongly here, with visible cone 

overlays revea ling what the enemy can 

'see', two distinct areas Indicating what 

can be seen fully, and what is O(lly visible 

when abOve ground level (making it safe 

to crawl). The enemy Is also programmed 

to Ilear events, and so tile destruction of 

military gear often results in utter chaos. 

Commandos successfully addresses 

the tricky problem of placing up to six 

characters under player contrOl by 

prOViding the option to split the screen 

up in a variety of ways. The movements 

of each are displayed in separate 

. "';;ndoWs, each of which can be zoomed 

in or out, and even switched to track the 

movements of another character (friend 

or foe). It can sometimes be confusing, 

' -- --

but ultimately proves hugely entertaining. 

Much like the game as a whole. in fact. 

Ironically, however, it's the combat 

that blots the game's copybook. 

AttaCkS often happen too fast for the 

player to respond - the point-and-

click system proving to be inefficient. 

But It's not long before the need for 

stealth becomes obvious, direct 

confrontation often arising only as a 

last resoCl. The action may be realtime, 

but the tactics needed reveal it to ~ 

be a complex wargame. 'l..S 

Seven aUI of ten 

TESTSCREEN 

Format: PC 

Publisher: Eldos 

Developer: pyro Studios 

Price: U O 

Release: Out now 

It's possible to observe 
each charaden' moves 
concunentiy (above), 
while the Hne-of-siIht 
routines are well 
handled. add In, much 
to the ,ameplay 
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TESTSCREEN 

TfSTSCRffN ROUND UP 
Warua.es 

As expected, the connection with the 

19805 movie of the same name Is 

tenuous at best. but wargames Is more 

Interesting for Its re-working of familiar 

realtlme strategy themes. tying In unlt ­

based control and fully 3D landscapes 

w ith the simplicity and tight mission 

structure so beloved of console titles. 

Not unlike Return Fire. rather than 

opting for Indirect control of the units, 

players can switch between and take 

direct control of the various land. sea 

and air forces in the game, playing for 

NORAD or the WOPR computer forces. 

Visually wargames Is too cartoonlsh, 

although as the levels progress the lay 

of the land affects strategies to a 

greater degree. Later missions - there 

are 30 slngleplayer levels In all -

Introduce more unit types and Improved 

flrepower. Multlplayer Issues have been 

well addressed, with two deathmatch 

modes, capture the flag and cooperative 

missions, while all views use an 

enterprising, diagonally split screen. 

If there's a problem here, It's that 

everything Is Just a little too tidy and 

punctual. calling In alrstrlkes and hack 

computers adds colour, but missions end 

too abruptly. Nevertheless, wargames' 

bl,end of direct, arcade-style unit control 

proves surprisingly successful. Edg. 

hopes the ideas showcased here 

are explored further. 

E~'I Illin t: 

Seven OUI of len 

~ormat PlayStatlon Publisher: Electronic ArtSlMGM 
.· ll\teract lvl DeV(! loper Interactive Studios price ' £40 
··Release. Out now 

liaallantasy VII 

Despite its mythic status, a PC 

convers ion 01 Final Fantasy VII was 

lar Irom certain. B<t r Resident Evil and 

the rerent run of Sega titles, it's hard 

to think 01 many great Japanese , 
console games that h \ ve made it to 

the realms 01 the Pc. 

Happily, FFVII SUMve5 the 

transition unscathed. Despite all the 

PC developers obsessed with creating 

storie5, narrative-driven adventures 

are aoually becoming rarer on the 

platform. Players may take a while 

to appreciate the Japanese take 

on RPGs, but once they become 

involved in the unfolding drama they 

won't look back. 

The only d~side is that the 

ported graphics suffer on a monitor, 

in comparison to other PC games. 

The stylised 3D clwacters works 

well enough, but the backdrops, 

which seemed so wonderful in 

console lorm, look a little fuzzy on 

the PC. £dp can't help feeling it's 

a lazy - if economical - method 01 

poning the game. Nevertheless, Final 

Fantasy VII is definitely a vital 

purchase for adventurous 

PC owners. 

£~Ie riling: 

Nine oul of len 

Formal: PC I'ublishe~ Eldos 
Developer SquareSoft Price: UO 
Release: Out now 

• 

£DQ£O AUGUST 199. 

Conflict Ireespace: The Great War 

The last few months has been a time of refinement rather than innovat ion 

for PC gaming, with titles such as unreal and Forsaken building upon 

proven genres, demonstrat ing an impressive dedication to both graphical 

and gameplay teChniques, rather than innovation. So it goes with Conflict 

Freespace, in theory an offshoot of the venerable Descent series, but 

actua lly a bang up-tO-date re-interpretation of the space opera genre made 

popular by Wing Commander. 

The visuals are, predictably, the first noticeable improvement, with both 

software and 3D card-based modes lending the game an understated 

majesty. This isn't a title awash with lens flare and harsh lighting tricks, 

but the detail lavished on the spacecraft and their various states of 

destruct ion is peerless. Best of all. there's a fluidity to the game that brings 

out the best in the physics engine - every dogfight possesses grace and 

subtlety. Good AI for both wingmen and enemy craft, along with strong 

plotting for each mission further enhances the simulation-like feel, the 

battles possessing a truly epic quality. 

Of course there's nothing going on here that hasn't been tried before. 

But with its sensible approach to mult iplayer (a dedicated online server 

is provided for Internet garners), faultless look and feel, and a refreshing 

lack of FMV, Conflict Freespace makes a dependable entrance into a 

sometimes disappointing genre. Recommended. 

Edge Ilti. , : 

Seven oul of len 
Format: PC Publisher Interplay Develope~ Volition Price. £40 Release ' ou~ .now 

1 
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Viper 

The 3D Ihoot 'em up lenre II one that h.1 

Itranlely ~n left mOltly untouched by the 

PI'yStaUon, .. develOpers opt for the 

commerci.1 auurllnce of reelnl, third person 

aclVt'nture .nd 3D pIetfonn tltl .. , with. 

ruultlns htp proportion of depreulnlly 

mediocre softw.re. 

Viper, then, comes ... relatively refreshing 

Mldltlon. PI.yers cont~ • futuristic helkopUtr 

.nd must flant their w,y .. n ..... Mndedly 

throuan levell houslnllllgll numMr's of cyborg­

controlled waruaft. Thankfult)', there Is plenty 

to heap thll lulcldel mission, mainly In the form 

of weapon power,upl.nd enertY pick-ups. 

Visually, NHn'1 touch II al evident .lln 

Tunnel 81 , with colourful.nd effecttvellghtlng 

effects domln.tlnl the relent"'l onser"n 

action. Th. levell, too, .Ithoulh OCUllOnally 

Itructur.11y Ilmple, hav •• f.lrty solid feel and 

offer.n occaslon.1 opporlUntty to select one of 

two routes, either of Whfch eventuelty lead to a 

rIIthet' unln.pIr1nlend.()f-~1 boil. 

Dlsappolntlnlty, there II little In terml of 

Innovation, NHn havinl opted for a rather 

tradldonal and safe 'pproach. Repetlttve 

btUtlnl throuan 14 slmllarty 1tnH:tU~ levels 

.uum tbat what tIttIe en)o)'ment mlsht Mve 

In"'ty extst.d rapklty d.p"."~1 Into 

tediousness. However, anyoM .s..p.rate for an 

alternative to tlM usual PS suspec:tS 

""ant find It • .,....b4. In Short do .... 

Edge filii, : 

Six uul ul len 

Format. PllyStlt lon PubhStler: Infolrama, 
~Ioper Neon Price £40 Release Out now 

lil~t.lrl truturll 
~. 

like Eidos' Deothtrop Dungeon, 

Kalislo's horror-laden title uses a 

thirdperson viewpoint arid dynamic 

c.Jmera system to portray the action­

based a~enture. This time it's the 

fighting element thai's pushed to 

the face, with each lead charade!" -

Ignatius me monk or the sword· 

wielding Nadia - possessing an anty 

of moves comparable to those found 

in true beat 'em ups. Combos and 

secret moves future strongly, as the 

pair seek oot devil WOfShippef Adam 

Crowley in Victorilln London. 

This odd blend of horror and 

combat works well, the abmry to 

decapitate and generally dismember 

the various unde~d creatures 

unleashed by Crowley p!oving most 

satisfying. Howeve!", the adventure 

elemeot is min at besL the 16 IeYeIs 

serving as I backdrop to the combat 

more than anything. And, while the 

creatlJles lire impressive, possessing 

suitably unnatural sty1es of movement 

(limping zombies, for example), there 

aren't enough to p!eveflt battle 

fatigue setting in. The ckveloper has 

also failed 10 make the game's own 

event clock independent of the 

processor, resulting in a game that's 

unplayable on a P3SO or above. 

Nightmare Creatures is arguably 

a little too simplistic for PC gaming 

tastes. Bul then that hasn't ~ 

done Resident Evi/lIny ha rm. 

E~'I Illil': 

Seven oul ollen 

Format PC Pubhsher' Activlllon 
oevelO!>E!r: Ulisto pf.lce £30 
Release. Out now 

' -' 

TESTSCREEN 

Xi 

It's unfortunate that traditionally (with the exception of Tetris), puzzle titles 

sell very few units, because occasionally one comes along deserving more 

than the limited attention span it's guaranteed to get from the gaming 

public. Developers, of course, know this hence the relatively minute 

proportion of puzzlers currently available on the market. An ironic situation, 

considering the Hfespan offered by a randomly generated puzzling 

environment is such that players have a tendency to return to it months 

after finishing the likes of Tomb RaIder, for example. 

In Japan, things are significantly different and It 's not uncommon or 

surprising to see titles such as SCEl's IQ doing particularly well upon release. 

Xi, the latest brain-taxing venture to emerge from one of sony's Internal 

development teams, is sure to better its predecessor, and continues the 

company's devotion to producing innovative titles. 

Stemming from a stupefyingly simple concept, XI has players runn ing 

around a board comprising 64 squares on top of dice, and moving them 

around with the aim of matching the top side and thus eliminating them 

from play. The number displayed determines the number of dice needed 

before their sinking-into-the-board act takes place. While this is occurring, 

players wishing to obtain bonus points have a limited time to 'tag' as many 

extra dice onto the descending group as long as the top faces match the 

ones disappearing. Highly impressive combinations and point scoring results. 

In addition to the oneplayer game, single individuals can occupy 

themselves with the 100-level puzzle option while more people offer the 

opportunity to engage in the twoplayer cooperative or competitive modes, 

and a Multitap opens up the fiveplayer war game. 

While not the new Tetris, Xi Is a wonderfully playable, compelling 

experience whose varied modes further extend an already 

considerably healthy lifespan. 

E4,I filiAl: 

Format: PlayStallon Publisher: SCEI oeveloper: In-houl. prICe: n ,IOO (£30) 
Reli!ase Out now UlIpan) 

fiUhl DUi ullen 
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TESTSCREEN 

~ lalli lIikinen Rllly 

There are really very few reasons to buy 

Tomml Mlklnen Rally. With Its realistic 

approach, Codemasters' Colln McRae 

Rally may offer a somewhat different 

experience, yet given the nature of both 

titles comparisons are nevertheless 

Inevitable. And those wishing something 

more akin to Europress' title can stili 

purchase a copy of V-Rally. safe In the 

knowledge that I"fagrarnas' ageing 

effort remains a superior game. 

Mat/nen 's car dynamics are 

distressingly Inferior to those found In 

Codemasters' Inspired title. While on the 

track, the vehicles' bodywork falls to 

pitch and rOil. resulting In 8 very 

convincing floating effect and very 

unconvincing handling characteristics. 

There Is also little sense of speed, other 

than In flrstperson perspective. Often, 

cars seem to be crawling along at little 

more than 30mph despite the fact that 

the speedometer is rapidly approaching 

the 90mph mark. 

The game does offer a commendable 

number of tracks, yet sadly, very few of 

. them prove particulany well designed. 

Thankfully, a comprehensive track editor 

Is available for those wishing to create 

something more testing, but this 

alone cannot save the game. 

'.. U •• Illi l , : 

four Dui Ollen 
FOrmat: PllySt lllon PublIsher: £uroprlll Developer 
Strln,. ProducUons PrIce: "0 Release . Out now 

'-~. 
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Following 1E60's upd~te on the state 

of MK gaming, it seems apposite that 

one of the bener PC conversions 

should be reviewed thiS issue. 

Originally cleated by ShirlY 

EntefUlirlment, MOl: immerses the 

playel in a stylish. fuMe urth 

~ena"o. Conuolling Cl bla<:k dad 

anti-helO, Kurt, players are commined 

to full-on action from the start. After 

the game commences With him 

plummeting head-first towards the 

earth, MO/( is, essentially, a 3D 

platfolm shooting game. However, 

there is decent gameplay vanety, 

aided In no small part by being able 

to switch to a zoom-in sniper mode. 

This enables Kurt to launch mortars 

toward previously untouchable foes, 

arld to pick others oH from a great 

distance. He's also gifted with a 

bHutifully fashioned parachute, 

constructed of four hoops. 

Technically, Mac MD/( for Apple 

is a C1editable piece of work. IEd,e 

tested the game on 604e and C3 

processors, both of wtuch del~ed 

a more than acceptable frame rate. 

As With many PC -to.Macintosh 

ConvetSlOl1S, the only dl~ is 

tmtMDKhasbeenseen ~ 

elsewl1ere - a long time ago. 'L.S 

fiUhl DUI ollen 

Format Mlcintosh Pullllsher "1'1(:0 
Deve~f: ShokwlYe Pl iCe (30 
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JittYII Worlj SlICer: Wlrld Cl' Fnm ' .. 

Due to a Japan-only licensing deal, this import release is In fact the second 

official game of the 1998 World Cup competition (following Electronic Arts' 

effort - see E60). More importantly, though, is the fact that It Is the sequel to 

International Superstar Soccer 64, Konaml's benchmark football title. This 

factor, almost by default, makes It a storming sports simulation. working on 

a time-honoured principle, Konami hasn't changed what Is a proven core 

game engine, and hardened ISS64 players will Immediately feel at home with 

Its successor. The control format is nearly Identical, the only tweaks of real 

significance being mid-air Challenges, a new defensive clearance, an 

alternative method of swerving the ball, and elevation arrows to complement 

directional arrows during dead-ball Situations. 

So gameplay in general remains la rgely unchanged in this follow-up, 

the through-ball manoeuvre proving just as important a part of successfu l 

play as previously, and the variety of attacking and goal-scoring styles as 

inspirationally implemented, too. 

Improvements In Jikkyou World Soccer '98 are largely aesthetic, then. 

Matches are accompanied by referees and their assistants, new celebration 

animations follow goals, and a number of superfluous touches, such as 

stretcher-bearers appearing for injured players, complete the package. 

In audio terms, the Japanese commentary is admirably comprehensive, 

going so far as to include a handful of real player names such as Simione -

an aspect that will not appear in the Western version in september. ~ 

OVerall, a slightly underdeveloped sequel, but stili a beautiful game. l5 
f~I' IIlill= 
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Format. NU PuOIISher: KOlWlmi DeveIOOef: In-house (MlfOt AI Puce "n.loo t[lOl lreleaSf!. OUt 
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DEV~ LOP 
Charting vldeogame creation today. for tomorrow 

Beyond polygons 

m ne of the maJor issues facing game deYdopers currently 
v.OO<ing Ofl the next gener'lion of rendering engines ~ that 

of ~Iability. In a fast-moving market with a wide range of 
machine configurations and performance. it's difficult to know 
just where the ~ne between speed and detail should be drjlWn. 

Current graphics engines are almost an ~ around ~ 
polygon technology, where 3D objeds .... ' ....... 11«1 by. 
series of flat surfaces. These surfaces are easy to design, 
calQJIate ,nd display, as only the corner points need to be 
considered. HO'NeYeI". polygon models suffer one majol' 
drawback - once a model has been designed. it c:ootains a 
set number of poiyg<ros, and henallOQUires • cerIliin minimum 
amount cl lime to cakuIate and draw, no matter haN much 
of it is visible onscreen. 

This leads to the case where a mode!....mich is a large 
distance away from the viewer, arid is in fact only a few pixeIs 
high onsaeen, is still being calculated and drawn at its initial 
detail "",I, sJowmg the engine -. massiYeIy. There ""'" 
t,admonal~ been two soIutMlns to this problem - distance 
dippmg ,nd detail reduction. 

DiStanc:e dii>I'inc ~ simply Ihe ptOO!55 of ~ Ihe 
number of objeds to be drown by .....,....,." ...... """'"" 
distance from Ihe _. This ~ lOst and oirr;>Ie. but con set 
onnoying "" p/oyeIs. who then find objeds 'popping LV in 
fn:Jrit of them. 

Detail reduction is the preferred approach, and relies on having 
several copies of the same model, each designed with a different 
number of polygons. :rl)en. when the mode] is dose to the viewer, 
a high-deta~ version is used, and when the model is further ;mil'(. 

the engine switches to a Iower-deta~ version. ThiS approad1 'MlI'to:s 
well, but requires extra effort In designing the models and, more 
irnpoitantly, ~ the switching points "" the models ,re not carefully 
chosen, the changeover may be noticeable. 

Due to these problems, some deYdopers are now looking at 
the possibility of a detai reduction system where "the< than 
""eing the design<' to create the _ent models, the game ~ 
able to decide how many polygons n can handle {ba5ed on the 
processor load at that time}, plus how many polygons will be 
visible, and generate , model with that number of polygons by 
itself, based in, single high-detail design. 

The key to this approach ~ to stop AOP<eSenting the original 
model with polygons at aJ!. Instead using a format that contains 
information I!bout the strUClUre of the model (usually in the 
fonn of curves, as most high-detait models are for characters. 

u.:.. ....................... .,-... __ 

• 

, , 

. 

.. ( .... . -" 

I 
Mealtrlt's SD enPte espIoib both defo ... =. (which .... = ..... oflllOCWs)and ...... - ' , ..... _ loo _ 01/ paIftoaIlII:ID_ 

__ .....woIIy CUNed objeds}, _ can then be easily 

00iiYi!iIi!d into polygons at. ""dooIiI level. One soIution_ 
.... _"" some time ~ -. as NURBs (Non-Unifoon 
RotionaIIkpIines}, and is used by many populo< model~ng 
pad<ases such as 3D Srud;", as well as being supponed by 
OpenGL The screenshots below show an example of a 
landscape rendered as a NURBs surface at both high and IO'N 
detail. Hc1Never, NURBs systems require very complex 
mathematics. and are not generalty suitable for reattime game 
graphics. As a result, developers are starting to work on their 
own systems, based around similar concepts but optimised for 
fast, reaItime use. 

Among the developers wOOing on this technOlogy is Shiny 
Entertainment, whose current project Messiah already uses a 
system like this, and .Iohn Carmack, who IS said to be working on 
a reaItime detail control scheme for Quake 3. 

Chances itre, it wodt be long before hardware accelerators 
catch up with th~ technology, ,nd the next sene'ation of 
game engines may run at the same frame rate no mattef >(]; what configuration they are running on. 

• Next month's ISsue witI carry an in-<1epth report on ~ graphiC 

techniQueS pcXsed to bury polygonS; tile a:nem srap!e Of 3D game engines 

...... 1rI ........... J 11 ...... ~ 
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130 ISSUE 62 OVERTHE EDGE 

THESE ARE DIFFICULT TIMES FOR NINTENDO. ITS 64BIT MACHINE REMAINS RELATIVELY UNP OPULAR 
IN ITS VALUABLE HOME TERRITORY AND FUTURE RELEASES, SUCH AS LEGEND OF ZELDA 64 AND THE 
64DD PERIPHERAL, ARE SHROUDED BY UNCERTAINTY. CAN F-ZERO 64, THE SEQUEL TO NINTENDO'S 
FIRST REAL EXPERIMENT WITH 3D, GO SOME WAY TOWARDS REAFFIRMING GAMERS' FAITH IN THE 

WORLD'S BIGGEST VIDEOG AME BRAND? DISCOVER THE DEFINITIVE ANSWER NEXT MONTH. 

ISSUE SIXTY-TWO 
ON SALE AUGUST 11 
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