


• 



• 

ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT 

D hree years in the making, this month's 
cover game, Silver, is one of the most 

unusual productions Edge has seen in some 
time. The work of Infogrames UK'S in-house 
development team, it cribs from established 
Japanese gaming values and succeeds in 
introducing its own distinctive content to the 
mix. The project was almost canned at one 
point during its evolution, but Infogrames kept 
the faith, and the result (showcased on pages 
44-48) could represent a brave new direction 
for British videogame development. 

Silver was just one of the games presented 
at this year's ECTS at Olympia, holding its own 
against a bewildering, almost stifling array of 
other titles. If the event didn't necessarily 
deliver what it promised in software terms 
(see P6), it did give Edge the opportunity to 

once again lock horns with some of the most 
visionary designers working today (see p68). 

Returning from EeTS, Edge finally took 
delivery of a finished build of a game first 
previewed here nearly two years ago - Metal 
Gear Solid (see P78). A landmark title in various 
respects, it illustrates the very best aspects of 
Japanese game design, and hints that the 
future of videogaming lies with tit les bearing 
ambitious adventurous leanings. 

Today's gamers are becoming harder to 
please. AS well as being able to see through 
incompetent graphics engines, they're also 
becoming crit ical of wafer-thin plots, lazy 
characterisation and limited interaction. 

Despite being creations from opposite 
sides of the globe, titles such as Silver and 
Metal Gear Solid reveal that. Irrespective of 
their territory, game developers are working 
towards similar goals . 
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of the best 
For the second year running at ECTS Edge invited six 

leading li!lhts in the video!lame industry to a frank 

discussion about the current state of play 68 
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TESTSCREEN 
The world's most 
honest, accurate 

videogame reviews 

Metal Gear Solid 

Grand Prix Legends 

Parasite Eve 

Spyro the Dragon 

VlOOO 

Medievil 

CunBaTI 

Duke Nukem: TTK 

The UnHoly War 

78 

82 

84 

85 

86 

87 

88 

88 
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Tenchu: Stealth Assasins 89 

SONIC BOOM BOY 36 
Having failed to equal his Mega Drive success on the 

Saturn , Sonic has his sights set on Dreamcast 

PRESCREENS13 
More Dreamcast software in Blue Stinger and Pen Pen rri/celon. 
Plus. Ridge Racer Type 4 screams on to the PlayStation 

Havi n g f i nally acquire d mainstream 
status , t h e emulat i on sce n e ;s revisited 
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06 News 
ECTSand JAMMAshow reports; Sega unveiis its 
Nao:ni <W'cade board; Miia '99; N64 ganes pOCe CIA 

13 Prescreen 
New Galleon, Perfecr Dark and Jet Force Gemini 

shots lead Alphas with Blue Slinger, Ridge Racer 
7}pe 4. Sonic Adventure and Silver dose behind 

77 Testscreen 
The long-i3'/IIailed Metal Gear Solid, plus the 
highly playable Grand Prix Legends, Spyro the 
Dragon, Parasite Eve, 112000 and Medievil 

90 Develop 
Bizarre Creations' Dreamc:ast developmems, and 

Demis Hassabis continues his exdusive diary 

92 Edge Moves 
Yo.J' dl.n:e ID be Cl part d !he ..1deogame irdJsI!y 

114 Audience with 
HOW<lrd UncoIn clarifies Ne!:s ament stiltUS, 
while Sega's Kazutoshi Miyaki and Sooy's Chfis 

Deering reveal plans for next year and beyond 

122 Arcadeview 
Sega shcr.vs off Model 3 aedtions, Dirt CJel.iIs 

and Clcwn Hunter, while Capcom u~tes Te!Tis 

124 Retroview 
capcom's delayed first venture into the retro 

compilation marlcet gets evaluated while a 

nostalgiC Idee revisits the OIiginal Metal Gear 

144 Out There 
Gadgets, ECTS parties (lIlduding Pulp, semi-dad 

models imd alcohol). plus Edge's media round-up 

136 Letters 

138 Next Month 
Edge meets Peter Mo1yneux in monochromatic 
mood and looks at lionheild's Black and White 
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Cutting Edge 

ECTS '98 BOASTS RECORD ATIENDANCE 
A strong international presence shows new confidence in Euro markets, but are the creative juices drying up? 

06 £DG£ 

This was the big~est EelS to date, with 
a record (unaudited) attendance of 
21,297 visitors from 55 countries over 
the three days. The event became 
almost like a consumer affair at times, 
especially when Ms Croft appeared .. 

O f one word were needed to 

describe 1998's European 

computer Trade Show, it would be 

'hype'. From the official handbook's 

bOmbastic introduction - 'the market 

is vibrant and buoyant bringing great 

opportunity to all invowed in this 

exciting and innovative industry' - to 

the fortunes obviously spent on 

elaborate stands, the event reeked of 

cash, optimism and cocky ostentation. 

If there are any storm clouds gathering 

on the edges of the software industry, 

• 

they certainly weren't mentioned at 

the outset. 

In many ways, the furore 

surrounding the show was justified 

Out of the 1,cro or so games displayed 

at the event, many were receiving their 

European premieres and a few were 

actually exceptional. Among the major 

crowd-pullers were Zefda 64 ijusti fiably 

taking up a fa ir chunk of Nintendo's 

biggest ever EClS stand), Daikatana 

(lOOking considerably more interesting 

than it did last year), and of course the 

biggest sequel, Tomb Raider 11/ (whiCh 

wasn't realty doing anything markedly 

different from its predecessors). 

Elsewtlere. many of the developers 

Edge spoke to picked out Outcast as a 

show favourite (looking beautiful, but 

running a little slow), wtlile an 

extended, cinematic video 

presentation of Metal Gear Solid had 

garners queueing around the Konami 

stand for hours at a time. 

Filling the aisles 
The turnout of industry giants was 

impressive, too. EidOS, Sony; Nintendo, 

Acclaim and Interplay all boasted floor 

space, hogging megaplexes filled with. 

'product'. lan Livingstone told Edge 

that th is year's stand would show that 

Eidos is more than Just a one-game 

company, and he was right. Daikatana 

provOked almost as much interest as 

TRill while Red Lemon's military 

strategy title, Braveheart, Quantic 

Dreams' Omikron and MUCky FOOt'S 

free-roaming martial arts adventure 

Urban Chaos were in fine form. 

In fact, most of the big exhibitors 

could claim to have at least one 

genuinely interesting game. When it 

wasn't busy crashing, Messiah 

impressed many with its detailed 

character models (although several 

pundits expressed doubt in the game's 

chubby angel as a hero), and Lander, 

created by Psygnosis' Manchester 

studio, looked incredible - both in terms 

of visuals and in Thrust-style gameplay. 

unfortunately it was kept behind closed 

doors while lesser fare dominated. 

But somehow, something was 

missing. EClS is still suffering from PES 



Publishers attempted to outdo each other with their ECTS presence. If a 
bundle of semi-naked girls won't do, throw in some subtle lighting effects .. 

(post-E3 syndrOme), with hardly any 

true 'NOrld exclusives on show. Ttle 

event also revealed how far the 

industry has moved away from the 

Quest for great gameplay ideas and 

towards the drive for huge profits. 

Cloning for cloning's sake 
Almost every stand had rts Command 

& conquer clone and its firstperson 

shoot 'em up, all boasting revolutionary 

3D visuals, all claiming not to be just 

another clone, but very few doing 

anything new or awe-inspiring. 

Indeed, It is ironic that the show 

Should happen in the same week as 

Rupert Murdoch's grim bid to buy 

Manchester United. Both this act and 

the startling absence of imagination at 

ECTS reveal how much more power 

share-holders have over entertainment 

than the people who actually strive to 

provide it. However, this Short-sighted 

'policy' will probably lead to disaster. 

Edge saw dozens of military strategy 

games on the show floor, but only ten 

per cent of them will make any real 

money. Meanwhile, the likes of Grand 

Theft Auto and Commandos: Behind 

Enemy Lines - which would have been 

immediately rejected by many 

publishers for not being 3D - rake in 

the cash on account of their gameplay. 

New enthusiasm 
However, there were pockets of hope 

among the bright lights. over the rood 

at the Hilton hotel, Peter MOlyneux told 

Edge about Lionhead's satellite 

system - a scheme designed to give 

Infogrames' voxel-based adventure Outcast drew the admiration of 
many attendees. although its framerate left a little to be desired 

• 

Cars were a prevalent theme 
- along with odd hired hands 

financial assistance to small start-up 

studios so they can make the unusual 

and difficult-to-pigeonhole games that 

the rest of the industry seems intent to 

kill off. Edge sat in a meeting room full 

of developers and programmers (from 

Uonhead and its first satellite, Big Blue 

BoX) who talked about sharing ideas 

and play testing each others' work; 

and who had genuine understand ing 

and enthusiasm for games. There were 

similar experiences at DMA'S corner of 

the Gremlin stand, which shows that 

some ideas are still being generated 

elsewhere in the industry; too. 

International elements 
To a lesser extent, Edge was also 

impressed by the international flavour 

of the show. Dozens of American 

designers and industry dignitaries 

made it over, including key members 

of the Daikatana team, Shiny's Dave 

Perry, NOA's Howard Lincoln, and Wild 

Bill Stealey further signifying that 

European game development is a 

growing force on the global stage. 

There was also a convincing 

Japanese contingent, symbolised by 

the size and prominent location of the 

Nintendo stand, and the arrival of SCE 

boss, Teruhisa Tokunaka. However, 

nothing much was said about the 

vvorsening economic situation in Japan 

and its possible effect on the games .. 
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Gangsters (scary!).. Tomb Raider III 
(yawn) and Michael OWen fever 

industry. In fact, the only person Edge 

heard mentioning the potential 

ramifications was, bizarrely enough, 

Jarvls Cocker. On stage at Monday 

night's sony party,lhe Sheffield 

songster proclaimed, "This will be the 

last party of its kind ever. The stock 

markets in the east are crashing. So 

you'd all better get sorted for Es and 

whizz." A crap link to a decent song. 

SO EelS '98 was a show of mixed 

omens. On one hand there is obviously 

an upbeat mood in the industry at the 

moment. Profits are high, business is 

good, and the games are coming thick 

and fast. But on the horizon, some 

industry veterans see an uncertain 

future - as Peter Molyneux admitted, 

"I am disappointed by the show­

there are a hell of a lot of sequels out 

there. We're gradually spiralling into a 

complete lack of originality. Where are 

the ne\-V ideas going to come from?" 

The final word, or lack of one, 

should perhaps go to DMA'S eternally 

reticent head honcho, David Jones. 

When Edge asked what he had been 

impressed with on other stands at the 

Bruce lee's daughter Shannon was 
on hand to promote Tekken J (main) 

show, he stood thinking for a full three 

minutes, lOoking about vaguely and 

scratching his chin, before finally 

replying. "can I email you on ~ 

Friday?",heaskedalXlbgetical~ ~ 

BUY-OUT BONANZA CONTINUES 
Redundancy rumours at psygnosis as Eidos considers moving in 

Iii1 he recent spate of mergers, acquisitions and general dismemberment of 

... vldeogame publishers has taken a new twist With rumours of Eldos 

Interactive's interest in a partial buy-out of psygnosis. While neither company was 

prepared 10 make an official comment on the matter, claiming that nothing of the 

sort was on the cards, Edge'S sources reveal a slightly different picture. 

Apparently Eidos staff toured the various psygnosis studios in London, 

Manchester, Liverpool and Slroud 10 evaluate the state of titles in development. 

At one stage it seemed likely that psygnosis was to be split between Eidos (which 

would have taken control of the Stroud and Liverpool offices) and the ambitious 

Infogrames group, which would have bought the remainder. However, that deal now 

seems unlikely to go ahead, along with a proposed (and complex) sony-backed 

Eidos deal to purchase the Liverpool-based company complete. At EClS, staff were 

moribund at the prospect of the final option, which would have seen Eidos take the 

Stroud and Liverpool branches, leaving the others facing possible redundancies. 

As one source put it, NThe INhale thing has been three months of confusion, 

rumour and speculation. And nobody still has a clue what's gOing on: Certain 

development teams were reportedly keen to be sold off as, "It's a real struggle to get 

resources and time to develop Ihe best games we can and Eidos was kind of seen 

as a new hope for everyone: However, there have been Changes made to the future 

release schedule which have resulted in the closure of psygnosis' san Fransisco 

studio with the loss of 40 jobs. 

Meanwhile, Eidos has made other advances, with the acquisition of california­

based developer crystal Dynamics. Edge met with company founder Scot! 

Steinberg at EClS, where he was demonstrating the promising SOUl Reaver 

(see E63) to select attendees. SOmeone, at least, is in high spirits. 
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-JAM MA: NAOMI SWEEPS IN 
Crowds arrive in their thousands as Naomi steals the show 

NA@.M r 

Konami's Dance Dance 
Revolution (above) is a sight to 
behold. Naomi game House of 
the Dead 2 (top riCht) was 
received enthusiastically by the 
crowds. Gunmen Wors (right) 

n okyo, September 17. At the 

... JAMMA amusement machine 

show, sega unveiled its latest COin-op 

hardware, NaomL Closely related to the 

company's immnlent Dreamcast 

console, the new arcade bOard features 

double the RAM (32Mb) and twice the 

VRAM (16Mb) of Sega's hOme system. 

The rumoured multiple chipset system 

that NEe and VideoLogic Ooint 

manufacturers of Oreamcast's PowervR 

2DC graphics card) claimed to be 

possible was f"IClYJhere to be seen - yel 

New titles, from 5ega and its rivals, 

were very much in evidef1ce, however. . 

5ega's multiple arcade divisions, 

AM1. AM2, AM3, AM12 (previously AM 

Annex). all had new or recent prooucts 

on display. However, it was too soon for 

the new AM11 group, wtlich has been 

set up by Daytona USA 2 creator 

Toshihiro Nagoshi INith SO staff from 

AM2 Oncluding members of the SCud 

Race and Virtua Fighter 2 and 3 teams). 

to have anything on show. AM11 claims 

to be working on a new 'Iow-cost' 

coin-op system, but given the heritage 

of its prcductlon staff, a 'super Naomi' 

(see E60 news) seems far more likely. 

Naomi games were definitely the 

talk of the town, With HOuSe of the Dead 

• 
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Sela's Naomi board (left). Naomi coin-ops will allow users to transfer 
data to and from Dreamcast consoles at home via the VM5 units (right) 

2, BlOOd Bullet and Dynamite Baseball 

revealed for the first time, all from AM1. 

Of the three, BlOOd Bullet is the most 

promiSing, featuring Dynamite Deka­

style gameplay and looking like a good 

candidate for Dreamcast conversion. 

For Sega's traditional Model 3 

hardware. things were business as 

usual. AM 1 brought its new shOOting 

game OCean Hunter (see p123) to the 

event, AM2 had the interesting beat 'em 

up SpikeOut and AM12 was displaying 

Star Wars Arcade which thus far seems 

unlikely to live up to the legend. AM3's 

only contnbution was Dirt DeVil, as 

GunBlade 2 has been delayed until later 

in the year, in order to avoid a clash 

with OCean Hunter. 

Showstoppers 
Konami's sensational Dance Dance 

Revolution, a full-body version of Enix's 

Bust A Move, was a massive hit With 

JAMMA attendees. Winning' is achieved 

by moving yourself in time WIth the 

music. With COloured foot pads to 

follow, mUCh like an over-sized Simon 

game. A new version of the DJ sim 

Beatmania, dubbed 3rd Mix, was also 

on display; along with Gradius d which 

looked fantastic on its INidescreen 

plasmatroo screen. 

The other Japanese powerhOUses ­

capcom, SNK and Namco - seemed to 

have suffered a power cut, with little of 

substance on offer. SNK'S samurai 

Spirits 2 is sure to score with fighting 

game otaku, although Edge's 

judgement is reserved over the firm's 

new title, Shock Troopers second 

Squad. capcorn presented its nevv 

Mechbattle game Tern Romancer, while 

)0 )0, a Manga-style fighting game was 

only viewable on video. Meanwtlile, 

Namco was touting Race on and 

Gunmen wars (Similar in essence to 

sega's llirtual-on, With the added bonus 

of players being able to capture their 

faces into the game), and reveal€\! 

Fighting Layer, developed by ex­

capcom affiliate Arika and featuring two 

Street Fighter EX characters. 

Elsewhere, Taito had a new 
cartridge-based arcade board called 

G Net on offer, with Ray Crisis (the 

sequel to Ray Storm) and Chaos Heat 

(a Dynamite Deka-style affair) both 

utilising the hardware. The lost-cost N64 

coin-op system Aleck 64, featuring 

more RAM but similar graphics 

capabilities to the console, was 

displayed with Star Soldiers (a shoot 

'em Up), Let's Smash (tennis), and 

Eleven Beat World soccer (footbal~. 

While Naomi and Sega were clearly 

the stars of JAM MA, if only for the sheer 

weight of titles on offer, the Dreamcast­

derived system is not the high­

performance unit some, including 

several AM division staff, had hOped for. 

The mantle currently held by 5ega's 

costly Model 3 will be taken soon. tt's 

just that NEe, VideoLogic and 

Sega refuse to say wtlen. 

EDG£OQ9 ... 
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MILIA '99: CALLING ALL TALENT 
Enter the New Talent Pavillion competition and win your dream job 
f m ext February's Milia multimedia 

W extravaganza in Cannes IS to 

feature both a Milia Games area and a 

New Talent Pavillion. 

Taking place at the Palais des 

Festivals between February 9 and 12, 

Milia '99 will feature the usual mind­

numbing array of multimedia titles 

from a multitude of developers across 

Europe. Meanwhile, the organisers are 

lOOking for entries to this year's NTP 

competition by November 16. The 

addition of the Milia Games section 

could generate stronger ties with the 

games industry, particularly as recent 

comments at ECTS suggested that 

some publishers were considering 

giving the '99 show a miss. While no 

exhibitors have yet been confirmed, 

Milia '98 attracted sony, Gremlin and 

Infogrames among others. 

Milia's New Talent Pavillion has 

led to employment for several past 

winners, with companies such as IBM 

and Fujitsu taking successful 

applicants under their wings. while 

preViOUS NTP competitions have been 

open exclusivety to students, organiser 

This year's Milia event saw a growth in interest from videogame 
publishers, and next year's, in February, promises even greater support 

Reed Midem has decided to cast the 

net wider for Milia '99, Now freelance 

and amateur designers, programmers, 

authors, scriptwriters and musicians 

with suitable projects can take part. 

with the organisers' avowed intent to 

secure work for the winners. 

The victors will be selected from 

relevant multimedia and interactive 

work in a variety of categories, 

including games, education, children's, 

experimental and Internet 

technOlogies on any viable platform. 

Judging will take place in Paris this 

December, with the winners 

announced at the show in cannes. 

Those interested in applying Should 

visit the official Milia '99 Website at 

'NMV.milia.com, to download 

the relevant entry forms. 

DOORS OF PERCEPTION 5 

NetYaroze 

Correction: on page 144 of last month's 
.Issue Edge stated that the MPMAN 

.' . ,Internet Audio Player is available from 
.. World corn, when il should in fact be G8S 

Ltd. call 07050 607078. 

- . 

The Netherlands Design Institute opens its doors to game designers 

O he final programme for the fifth 

instalment of the Netherlands 

Design Institute's successful Doors of 

perception conference series has 

been announced. 

Doors 5: PLAY concentrates on 

multimedia, the Internet, design and 

culture, and gathers 800 participants 

including leading designers, game 

developers, philosophers, authors, 

teachers, publiShers, architects and 

journal ists from all over the globe to 

discuss all aspects relating to the 

ft;ture of play. 

Confirmed speakers include, 

among others, Alan Kay (personal 

computing pioneer currently vice 

president of Wait Disney's R&D 

• 

department), Joystick Nation author 

JC Herz, Maxis founder and designer 

of Sim City Will wright, and Japanese 

media artist Toshio Iwai, wtlo will be 

Showing the latest version of his 

Music Insects for the Super Famicom. 

Furthermore, Argonaut director Jez 

San is expected to attend the seminar 

on gameplay which hopes to define 

the engaging nature of videogames 

and the possibility of incorporating 

those elements into education. 

The conference is being held at 

the Beurs van Gerlage building in 

Amsterdam on November 26-28. 

Further information can be obtained 

by visiting ~.doorsof 

perception.com on the Net. 

Edge hopes the organisers don't 
actually condone drowning babies 
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3DFX: THE NEXT GENERATION ADVANCES 
Voodoo chipset on the Rampage 
1:1 urther details regarding what 

.. can be expected from the next­

generation VOOdoo chipset have been 

revealed. speaking exclusively to Edge 

at EelS, Tony lamasl, graphics 

hardware product manager for 3Dfx. 

said. "We have a number of new 
innovatIOns that 'vIIe're planning for 

next year. Just like VOOdoo and 

VOOdoo 2, we've been listening to the 

game developers and they tell us they 

want this kind of performance, they 

want these kind of new features. You 

can expect to see a new generation of 

hardware which solves a lot of the 

pain points for developers.· 

3.0 of Glide carries features designed 

to support the next chlpset. Ott kind 

NEWS 

'Nhile Tamasi wouldn't be drawn 

on Voodoo 3'5 exact specification, the 

developers' wish list gives a good 

indication of what to expect. Features 

Should include per-pixel effects, 

antialiasing. particle-system 

acceleration. higf1-order surfaces, 

sort-independent transparency and 

improved lighting effects. 

of lays the groundworx, at least 

architecturally, for some of the things 

we're going to be doing in our next 

generation hardware," claimed lamasi. 

He added that most of the alteratioos 

made to Glide v.QI'l't be appreciated by 

gamers, but by developers instead. 

"It's cleaned up a lot of the baggage 

we've been carrying, things that we 
always meant to go back and fix: he 

explained. It should be easier to create 

a high-performance 3D trtle With Glide 

3.0 than WIth version 2.0, as It now 

supports StriPS and fans. These are 

ways of Sharing vertices betweerJ 

clusters of triangles, either in a 

continuous strip or a fan formation, 

therefore reducing the amount of data 

required to draw them. However, titles 

created using Glide 3.0 will not operate 

on earlier versions of the software, 

although it supportS all 30fx hardware. 

Currently codenamed Rampage. the third generation of the 3Dfx Voodoo 
chipset is expected to offer per· pixel effects and greatly improved lighting 

·We're going to attack. a very 

significant percentage of those: he 

insisted. High-order surface support 

could essentially mean that hardware 

tessellatlon is destined for VOOjoo 3. 

The recently announced version 

Great design; natty concept; 
no chance of a western release 

Mean'Nhile, 3Dfx was busy 

evangelising its recent BanShee 

combined 20/30 card (see news, E61) 

at EelS. lNhile refusing to comment on 

specifics, PR director Steve SChick 

clallned that a number of OEM deals 

(WtIere the card is bundled With pre-

built Pes) .....-ere imminent for 

Banshee. The lack of a 2D capability 

has previOuSly made 'vtlOdoo an 

unattractive optIOn for PC 

manufacturers; the new combined 

chipset addresses this directly. In 

addition, lamasi hopes that 

developers wHl put Banshee to work 

with authoring tools such as 

3D Studio Max, and also sees 

potential for Internet-related 

applicauons suCh as VRML 

FINAL FAREWELL: 64DD 
Nintendo's Howard Lincoln confi rms recent speculation 

m intendo of America president Howard Lincoln has sounded the death knell 

W for the 6400 - in tI1e .....est at least. Speaking to Edge thIS issue, Lincoln 

states thal "We don't have any plans to release the 6400 either in Europe or the 

United States.- HcrNever, he goes on to add, "I would anticipate that in Japan .. 

it may.....ell be launched. But It will not be launched before June of next year." 

Lincoln claims that the reason for the 6400's no-Show in Europe and the US is 

entirely software related. 'We simply haven't satisfied ourselves that we've found a 

product or a series of products that reach the Quality level that 'NOuld make it a 

good idea to launch the DD." HO\AIever, more likely explanations could be found in 

the N64'S Shaky installed base fparticularty in Europe), the historical failUre of such 

~onsole add-ons, and the falling price of cartndge manufacture (lNtlich few could 

have predicted as being so dramatic). NOA'S president admits that this last point has 

influenced the cancellation of the 6400, but denies a lack of installed N64s to be 

to blame. lNhether the technology will resurlace as part of Nintendo's next 

home system (currently dubbed 'N2OOJ') is another matter altogether .. 

• 

------------~--~~~ 

Edge is looking for a talented writer to 
jOin its team Of experienced videogame 
journalists. If you have an in-depth 
knowledge and passion for gaming. 
an appetite for learning. and an ability 
to wor1c. within a fast·movll"l8 
environment under pressure, then you 
might be the right person. 

Strong Industry contacts would be a 
bonus, but enthusiasm, drIVe and 
commitment are more essential. 

• Applicants Should send examples 
• of wOO:: (including a SOO·word critique 

of Edge). along with full CV and 
coverins letter, to: 
A1ison Griffin, HR Co-ordinator, 
Future Publishing, 
30 Monmouth Street. Bath. BA1 2BW 
Email: personnelOfuturenet.co.uk 

Nt.4 carts cut 



'-

'PRESCREEN 
EDGE PREMIERES INTERACTIVE ENTERTAINMENT'S WAVE-MAKING UPSTARTS 

It's all Doom's fault 
Check your weapons at the door, please. Firstperson gardeners only .. . 

n ake a step back and look at the firstperson 
.. genre. This is a genre that - arguably - has 
the potential to offer the most involving of game 
experiences. After all, it's as near to virtual 
reality as can currently be expected. The latest 
generation of 3D cards, coupled with AMD and 
Inters new processors, are delivering polygon 
counts in the millions. offering developers the 
potential to create more or less any environment 
imaginable. But this Just isn't happening. 

The problem is the fi rst artifact you see. In 
those virtual hands is a weapon. Be it a laser rifle, 
grenade launcher, razor-edged blade or any 
number of destructive devices, the player has to 
destroy, (Even when unarmed, hands serve only 
one real purpose: hitting enemies.) And around 
this simple premise the game is built, sucked into 
a narrow channel of limited development. 

Edge isn't advocating a glut of firstperson 
gardening titles, but most gamers would be able 
to generate at least one new idea themselves. 

How about a prison escape game, a la 'The 
Shawshank Redemption', or a burglary simulator­
or its inverse realised in a detective game format? 
And ageing PlayStation platformer JumPIng Flash 
proved that a firstperson super MafiQ 64 isn't 
entirely beyond comprehension, 

Meanwhile, developers keep piling on the 
pyrotechnics, wandering aimlessly down the 
path marked out by id's seminal Doom, But 
while id can justifiably update ItS own products 
(although it'S starting to look dangerously like 
a one-game studiO), surely someone, somewhere 
can think of something new to experiment with, 

Or perhaps the blame lies not with developers 
but with the publishers paying their wages" 

Clockwise from tor left: Doom inheritor Quake 11 and followers Kanoan, Daikatana, SiN, Unreal 
and Shogo - fine titles, but why is outrageous weaponry such a key element of firstperson games? 

(N64) Rare 

lFG's substantial Video 
fOOtage at EClS only 
served to justify Edge's 
eXCitement after seeing 
the gamc's cxcruciatlngly 
brief E3 appearance. 

(PC) Cont. Factor 

With a number 01 glOriOUS 
set-PIeces, Confoundmg 
facto(s debut title COUld 
be the action adventure 
to die for, Still a long way 
oil, but hugely promising. 

Thlrdperson platfOfmlng. 
Except it's not that 
simple. With serial killers, 
dimension shl fllng, vast 
environments, voodoo. 
and (lots) 01 blood 

One of the PlayStation 
highlights 01 EelS. SOOI 
Reaver's nOllel gameplay 
and vamplflc roots do 
mUCh to recommend It. 
Has Eidos bought a star? 

PRE$CREEN 
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PRE SC REEN 

I 

PRESCREEN ALPHAS 
GALLEON 

• 

EDGE SHOWCASES THE SHINING STARS OF ECTS 

FORMAT: PC DEVELOPER : CONFOUNDING FACTOR 

ShoYm only to a select few irMted to the Interplay stand at ECTS, Galleon 

has advanced a long way since Edge debuted the game back in E61. 
Confounding Factor is strMng to pack its creation with dozens of specific 
animations, for everything from opening doors to pulling levers. The aim is 
to reward the player with multiple 'events', creating a rich atmosphere that 
draws you in. Also of major interest are the new facial anlmations, created 

by 200 polygon models and capable of expressing a wide range of emotions. 

, 



PERFECT DARK 

PRE SC REE N 

__________ --"FO~R~M=AT: NINTENDO IS4 DEVelOPER: RARE 

Appearing at EelS In V1deo-only form (n you could find your way past the wor1d's most awkward booth curtain), 

the footage featured SniPpets that didn't make the ongmal tape shown at E3. Needless 10 s;ry, there was very 

little in terms of surprises, with Rare understandably not keen to gIVe too much away, too soon. Nevertheless, 

the videogammg world is left with these static yet highly impressive new screenShots as relatIVe compensatiOfl. 

JET FORCE GEMINI FORMAT: NINTENDO 64 DEVELOPER: RARE 

Like Perfect Dark, Rare's other hlgtlly anticipated title was ShoYm as part of a lOOping sequence in a 

corner of Nintendo's EelS stand. Yet unlike the gOlden team's offering. all of the Significant footage was 

entirely new, and very impressive it was too Given its current state, Edge expects an early 1999 release. 

....... ~ 

£DQ£· 15 .. 



PRE SCREEN 

BOC/( HAIMST 

Narrowty miSSing revtew thiS issue, 

DMA Design's Body Harvest is 

loolcmg as If it could really be 

something special. In the battle to 

repel the alien invaders - and 

thereby saving the human race from 

being eaten - you must time travel 

through five locations. On hand is a 

vast vehicle ~ that contains 

everything from motorblk.es to 

Jump-jets. NirlteOOo-influenced 

RPG elements ice the cak:e. 

MECHWARRIOR 3 
MiCrOProse's Bartletech sefles has proved Immensely popular In all Its 

varIOUS incarnations. Now With challenger Heavy Gear 11 on the battle 

hOriZon, MeChwamor 3 has stomped from the warehOuse and is lining 

its sight. This time you can .view the action in thlrdperson, giving the 

opportUnity to witness some serIOUSly hefty hardware In action. 

LANDER 

• 

. -

FORMAT: PC DEVelOPER: MICRO PROSE 

FORMAT: PC DEVelOPER: PSYGNOSIS 

DraWing Its inspiration from dassics such as GraVltar and Thrust. 

PsygnosIS' inertia lest currently look:s promiSing. As the company's first 

DVD venture (fear not, a normal CD-ROM verSI()(\ is also promised), 

Lander Includes an Impressive Dolby Digital soundtrack: which should 

have players thOroughly immersed In the action come February next year . 

d 



ROLLCAGE 

Forget realism, Rol/cage IS all about fast, frantic, futuristic weapon-based 

racing, As a result of their design. the vehicles can flip over and carry on 

regardless, and gIVefl enough speed, their aerodynamiCS allOw them to 

drive along walls or even on tunnel ceilings. The PC verSIon shown at 

EeTS Impressed and the game is currently pencilled In for a spring release. 

FORMAT: PC/ PlAYSTATlON DEVELOPER: ATO 

KINGPIN ___________________ --"FO""R MAT: PC DEVELOPER: IATRIX ENTERTAINMENT 

The lacklustre Redneck Rampage was Xatrix's previous game, so Edge wasn't 

expecting much from KIngpin - although a behlf)d~-doors demo at ECTS 

changed an that. USing a modified Quake // engine, the title offers spectacular 

environments populated by exquiSitely modelled characters. AmaZing attentlOl1 

to detail makes this 'mature'-themed game one 10 walch out for in spring '99, 

PRE SCR EE N 

Cynicallactions within the 

videogame industry seem to be 

almost willing John Romero's original 
post-Id game to fail. 'Nhlle Daikatana 

seems unlikely to set a new 
paradigm, Edge sees no reason to 
believe that Ion Storm is cOOking the 

biggest turkey thiS Side of Christmas. 

As promised, the game features 

novel enVIronments and a dIVerse 

set of levels, along with some 
interesting weapon selections. 



PRESCREEN 

A BUG'S UFE 

Based on the forthcoming CGI movie 

from 'Toy Story' creator Pixar 

(Centring around events experienced 

from an insect's perspective), this 

action adventure title is Disney's 

second venture onto the PlayStation 

scene, after the reasonably 

competent Hercules. AS Flik, the 

disaster-prone ant, you must 

negotiate 15 levels defeating 

enemies and solving problems. Rich 

graphics are obviously fundamental. 

DUKE NUKEM: ZERO HOUR 

ANACHRONOX 

Ion Storm looks intent on growing the pc's stature further as the format of 

choice for RPG nuts with Anachronox, a 3D, third person-viewed, SCience 

fiction-based rb!eplaying adventure. Controlling three characters, you must 

explore your way through an elaborate and intriguingly dynamic plot. A 

Custom Quake 11 engine is the muscle behind the diverse environments . 

• 

FORMAT: NINTENOO 64 DEVELOPER: EUROCOM 

While the Duke has just made a reasonably successful appearance on 

PlayStation (see p88), his part-complete N64 venture seems to have the 

visual edge, if nothing else. Graphics are detailed and move far more 

smoothly than on Sony's machine, although the central time-travel 

premise of Time to Kill is carried over to the Nintendo. Expected earty '99. 

FORMAT: PC DEVELOP ER: ION STORM 



TANKTlCS __ _ __ .J,,,,ORMAT: PC DEVelOPER: DMA 

A brief tinker with DMA'S simply-interfaCed strategy game (playeO almoSt entirely WIth the t'NO 

mouse buttons alone) at EelS turned into a prOlonged stint -If only to see how bizarre things 

were going to get. By gathering rocks, boulders, Sheep and other items, and drop~ng them into 
your recycler. tank parts are created. These can be stacked together and sent to war. Okay? 

HOSTILE WATERS, __ --"'oRMAT, pc DEVELOPER " .GE 

With the potential to be a eamer Command fOf the '90s, Hostile waters is blessed WIth Rage'S 

k.nO'Nledge of what makes PCs tick. Special effects such as guStS of wind from helicopter 

blades and the alien bases (right), which grow from a central point like some bastard root crop, 

already lOOk promlsmg. AS With Incommg, several different craft can be contrOlled, although 

the emphasis is more towards strategically planning the movement Of forces before attacking. 

• 

'-'~-

This li~itr9 cttAf"tf is totAlly "tri1"f. 

hf itrhftitd 9ftrfI ftorn his FAtftrfS. 

hf .. iIIlfAttr to tAlk. Ffel FAitr. ~f fkcitfJ. 

f"ffft illtrfII. ~to .. to AJ"lthooJ. 

PfthAFf fAllitr 10~f AtrJ hA~f ~A~ifI. 

~"t fot tro .. hf trffJS CotrStAtrf 10~f AtrJ Aftftrtiotr. 
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PRESCREEN 

SHOGUN SEGA RALLY 2~ ______________ ...!F"O",RM",A"-J ,,-,D,,,R,,,EA,,,M,,,C,,,A,,,ST,-,,,DE,-,V,,,El,,,O",PE",R~'S .. E=GA 

looking technically impressive, 

Creative ASSembly's PC war epic 

hOpes to take the C&C genre an 

evolutionary step forward. set in 

feudal Japan, you cootrol thousands 

of soldiers around impressive 30 

landscapes with the aim of 

beComing the Shogun (ruler of the 

land). The AI routmes have allegedly 

beef1 extracted from ancient 

Chinese literature on the art of war. 

Expected to feature at Dreamcast's launch, all eyes will be on sega's 

conversion of its Model 3-powered arcade rally experience (these shots 

are supposedly fram the PC verSion). It could prove decisively what sega 

development staff have beef1 maintalnmg all along -that if competently 

programmed, the new console Is capable of matching arcade p!'oducts. 

PRINCE OF PERSIA 3D 

Although parent company Broderbund is in the process of making severe 

staff cuts throughout its organisation, including many within its Red Orb 

games subsidiary, it's thought that Prince of PersIa 3D will survive. Given 

the huge amount of positIVe press the title has received, any other deciSion 

would seem foolish. These Shots reveal a less garish lOOk. compared to the 

.' Same's previous appearance in E58. SwordPlay remains the fOCUS, though. 

<Ill 2O £DQ£-
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FORMAT: PC DEVelO PER: RED OR B 



HIRED GUNS 2 FORMAT: PC DEVelOPER: DEVIL'S THUMB 

One of OMA'S lesser known creations, Hired Guns was an Arnlga title which bOasted 

revolutionary, simultaneous four character COntrol. In addition, two mice CQuld be connected 

so that twQplayers could command the actloo. Now Devil's Thumb, a US development group 

splintered from DMA. IS upclaung Hired Guns' seminal action for PsygnoslS on the PC. 

BRAVEHEART FORMAT: PC DEVELOPER: RED LEMON 

Previously known as Tartan Army, Red lelTlOf'l'S claimed 'strategic combavgod game' is now 

in the process Of adaptatiOn to the Bravehearr rTlO'IIe licence, thanks to the Intervention of 

publiSher EIOO5. The title pitChes you in battle as the commander of a warring SCOtIJSh c~, 
lNhile strategic alliances must be forged in order to build a power base. Originally due for 

a first-Quarter release in 1999, Incorporating the 8ravehean elements may change that. 

Tk;! l;v;r>S £ttAf~te ;! totAlly ~r>;1~e. 

lie ;r>ket;td ser>f! ftofh k;! ~Ater>t!. 

lie will IfAtr> to tAlk Fed ~A;r>. Se ek(;teJ. 

r~ffet IIIr>f!!. C;tow to AJ~ltkooJ. 

PetkAf>S fAil ;r> love Ar>J kAW ~A~;f!. 

S~t fot r>ow ke r>eeJ! (or>!tAr>t love Ar>J Atter>t;or>. 

Q~itf sim~Iy t~f most AJIIAnCfJ 

AttificiAI-liff ~toJ~ct in t~f wotlJ 

ere 
Tkey'II fhAh yo~ IA~sk. 
Tkey'II fhA~e yo~ cty. 

Tkey'II fhAh yo~ tk;r>k 

90% 
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%~ 
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PRE SC REEN 

BLUE STINGER 
Resident Evil and James Cameron's 'Aliens ' provide the starting point for this, a Climax 

Graphics-developed is land adventure; another potentially impressive Dreamcast debut title 

Charader animation is smooth and varied - on both the lead charader and the 
broad menagerie of monsters currently inhabiting the game's island setting 

Format: Dreamcast 

Publisher: Sega 

Developer: Climax Graphics 

Release: Wln\er 

. C.rlgln : Japan 

22EDQ£O 

r:I veryone knows that for Oreamcast to be a 

g serious competitor to the PlayStatioo, it 

will have to be supportecll:>y several triple-A 

launch titles. The technology alone will only sell it 

to the hardcore gaming fraternity; the 

massmarket will want to see more visual proof. 

JUSt two months before the machine's 

Japanese launch, this fact seems to have struck 

home to sega. Having recently announced the 

hugely promising soniC Adventure (see p36), the 

company has now introoucecl Climax GraphiCS' 

Blue Stinger ~ an arcade adventure set on a 

mysterious island wh ich appears off the coast of 

Mexico after an earthquake in the year 2000. 

When a biological research team is sent out to 

Investigate, the government never reports the 

group's findings; that the isle is unfortunately 

overrun by monsters. Instead, the corrupt ruling 

body allows hundreds of people to move there. 

seventeen years later, when contact with the 

Island Is lost, the government belatedly calls in 

• 

The scenery is particularly impressive, with evocative use of 
location-specific lighting and a fine eye for minute background detail 

the 'E-special Sea Rescue' team (ESER), a crack 

recovery unit headed up by Elliot G Ballade. 

predictably, you take on the role of Ballade and 

your job is to explore the island's 2~ locatiOns, 

dOing battle with the hideous monsters that 

now almost excluSively inhabit the landscape. 

AlthOugh the plot may sound crushingly 

familiar I,ftesident Evil meets 'Aliens'), the 

visuals are indeed something to behold. The 

quality of the character animation is unmistakable; 

humans and monsters alike boast incredibly 

smooth, detailed styling. and yet - through the 

wonders of motioo capture ~ they move with 

the fluidity of animated movie Characters. 

Added to this is the sheer physical versatility 

of the lead protagonist ~ accentuated and 

fine-tuned by support of the analogue controller. 



The player can call on a number of weapons including a bulky rocket 
launcher (main), and a 'Star Wars' -inspired lightsabre (above richt) 

Ballade can swim, run, use a variety of vehicles 

and fight - all while maintaining a sleek, polished 

body shape. He can also employ an impressive 

range of weapons, including a lightsabre, 

futuristic blaster allCl huge miSSile launcher. 

And, in what may be a first, in cold 

environments it's possible to see his breath 

appearing as condensation. Not only that, but 

the speed of his respiration alters according to 

how fast he's moving. virtua Fighter 3, eat your 

beating heart out. 

Background graphics are also SUitably adept. 

The town where most of the actioo takes place 

boasts a huge variety of locations including 

clubs, bars, game centres and toilets - all of 

which can be visi ted by the player. The quality 

and level of detail evident here is astonishing: 

graffiti plasters the toilet wallS, bottles of drink sit 

behind the bar, etc. More Impressive, though, is 

the fact that there is no clumsy polygOnal 

glitching or sceniC pop-up as the player wanders 

through the town, lending a level of realism 

whiCh adds to the dark atmosphere surrounding 

the action. Atmosphere is also aided by a series 

PRE SC REEN 

The lead character is followed throu,h the game by a translucent entity (above 
left. top right). which. broadly speaking. assumes the role of a guardian anlel 

of accomplished prerendered sequences, 

levered in to flesh out the plot. 

Peripheral visual detail IS rich throughout 

the game, with reflective effects proving 

especially popular with the art team. Missile 

burners reflect off targets before they impact, 

explosions reflect across environments in a 

hypnotic array of colours, the lead character's 

shadow alters depending on his poSition OIl 

the screen and the level and source of the 

ligtltin& and realistic neon light reflects across 

his face as he passes by. In fact, many effects 

that PC designers have been groping towards 

over the last four years are on display here in 

impressively complete form. At the moment, 

the demo versiOll (running OIl a set 5 

development board) is only moving at 15 frames 

per second, but the finished game. which is set 

to run at 6Ofps, should look amazing. 

Indeed, all that's missing is the game play. 

Edge tried out a brief demo where the Ballade 

character fought a crab-like monSter. Not 

much of an introduction to a game which 

promises up to 15 hours of total gameplay 

(for players whO know what they're doing). If the 

plotting allCl interaction can match the level of 

detail on show everywhere else, Sonic Adventure 

may have a rival on its hands for the 

poSition of 'key Oreamcast launch title'. 

Takinl a leaf out of 
Resident Evlfs book. 
there is plenty of 
Ifaphic lore Ind 
explosions_ Ed,. hu 
seen few pUllle 
elements, thou.., 

_ ' 23 



PRESCREEN 

R4 RIDGE RACER TYPE 4 
After releasing some of the most technically advanced racing games for the PlayStation, 

for the first time in four years Namco finds itself with some catching up to do ... 

Drastic elevation changes have always featured in the Racer series and have 
never failed to impress, By comparison, other games may appear a little flat 

. Format: PlayStation 

Publisher: Namco 

Developer: In-house 

Release: December 

.. '?rigin : Japan 

n ~ can deny not being impressed when 

... Namco's conversion of its arcade racing 

polygonal triumph (alleged ly just six month's 

work) formed part of the PlayStation's initial 

line-up in 1994. As a technical demonstration of 

the 32bit machine's power and a sign of things 

to come, no other title could hOpe to match the 

potential harnessed within Ridge Racer's code. 

Although less revolutionary, its two 

PlayStation sequels have nevertheless been well 

received by players wishing to indulge in arcade-

News of Ridge Racer Type 4 first emerged 
on Namco's Website along with just four 
screenshots, one of which is shown here 

• 

Edll! wonders how easily Namco will 
adapt to a more elaborate physics model 

derived, car-related thrills. While RR RevOlution 

took the brightly coloured nature of the original 

to a new extreme, the third PS instalment, Rage 

Racer, adopted a more sombre approach as well 

as introducing upgradability to the series. While 

the latter kept a lot of PS arcade racing fans happy, 

those wishing for something more technica l were 

left empty-handed. Codemasters' TOCA Touring 

Car Championship eventually arrived, closely 

followed by the inspired Gran TUrismo, and the 

PS racing scene would never be the same again. 

predictably, a number of GT-aSpiring titles 

have since emerged from developers worldwide, 

but few are unlikely to cause as much 

commotiQf1 among gamers as a fourth 

instalment from Namco's racing range for 

sony's machine. Four years after its original 

PlayStation venture, the Japanese developer is 

going bumper to bumper with the 32bit console's 

reigning champions. 

Unlike previous titles in 
the series, R4 features 
a healthier number of 
tracks. If reversed and 
modified in traditional 
Racer style, the game's 
eight circuits should 
prove enough diversity 



R4's draw distance. combined with detailed trackside scenery. serves as 
further evidence of Namco's market-leading Play5tation technical eIpertise 

AS such, R4 - RIdge Racer Type 4 is by far the 

most realistic looking of the series with an 

extensive colour palette and elaborate lighting 

and shading effects. The latter are particularly 

effectrve and result from Namco's clever 

JX>SitiOning of the sun in order to achieve the 

most dramatic results. Another technically 

impreSSive aspect, given the quality of the 

visuals and amount of trackside detail, is the 

game's current draw distance, adding to the 

settings' authentiCity. 

If further evidence of Nameo's determination 

IS needed, then the game's:n>-odd vehicles with 

selectable palntwork should prove conclusive. 

Furthermore, In an unusual move away from the 

essence of the Ridge Racer series, the game 

In true Ridge Racer fashion, R4's vehicles are an attractive amalgamation 
of real-life models with mostly eItravagant and colourful racing liveries 

' -

PRESCREEN 

The Grand PriI mode requires you to pick several of the teams and cars 
available as a freelance driver before entering a succession of faces 

features a Grand Pnx story mode. As an 

independent driver, you must drive a variety 

of vehicles in a succession of different races 

with the obVIOUS goal of finishing as high up the 

grid as possible. Naturally, factors such as the 

selection of team and car type affect the 

prOCeedings. R4's e ght circuits may seem 

limited by today's standards, but they dO 

represent a vast improvement on Rage Racer's 

previous four offerings. 

A vast number of cars, the possibility of 

reversible and modifiable tracks, Impressive 

graphics, and an overall realistic raCing 

enVIronment could place R4 very near the front 

axle of the current PlayStation racing elite. Expect 

the team to spend the last two months buSily 

tweaking the title'S gameplay, which looks 

unlikely to shed its traditional cOln-op roots. 

Nameo's promised more R4 announcements, ~ 

so look out for next month's issue. .. ~ 

R4 represents a major 
departure for Namco, 
boasting a far more 
realistic setting than 
any of the company's 
previous PS racing 
titles. eT mar need 
a new lick 0 paint.. . 

EDG£025 



PRE SCREEN 

(ARMAGEDDON 11: CARPOCALYPSE NOW 
Controversial as ever, yet loaded with fresh features, PC gam ing's ultimate 

Track designs afe as 
vast as ever, with 
countless secrets to 
discover, multiple 
routes, and a wealth of 
collectable bonus items 

Format : PC/ PS/ N64 

Publisher: SCI 

Develpper: Sta inless 

Release: November 

Origin: UK 

26£DG£· 

bad boy is back, darker then eve r and boasting an updated physics engine 

This electrifying add-on usefully piles on 
the points, zapping zombies on all sides 

A eQuelitis is a deadly scourge attacking the 

1:1 very bedrock of the games industry. But 

there's no need to worry about Garpocafypse 

NoW's developer Stainless SOftware catching the 

deadly virus. The destruction derby it organised 

in an Isle of Wight field by way of introduction to 

GarmagecJoon 11, which left 30 cars smashed 

beyond recognition, demOOStrated how 

carmageaoon's theme IS an obsession. 

Thankfully, no pedestrians turned up. 

carpocalypse Now is Quite clearly more than 

a tart-up and re-hash job. For starters, everything 

is a 3D model, including the pedestrians and 

extraneous objects such as bOulders and street 

lamps. Accordingly, it looks fantastic - which 

could hardly be said about the original. 

--- ~. 

It looks like Carmageddon, it plays like Carmageddon, but somehow it hangs 
together more solidly than it did last time around. And the lombies are in 3D 

The original version's biggest strength - its 

physics engine - has been improved so that it 

takes in all the newly three-dimensional objects, 

and has been mated with realistlcalty coostructed 

cars, which can suffer damage to individual parts 

or even - in extreme situations - be sliced in half. 

You can see yourself driving them, and there's 

loads of glass around in the game to smash. 

But while these Changes may be the sort of 

thing you'd expect to find in an incremental 

update of a game, they combine with the sheer 

depravity of Stainless Software's collective mind 

to create something that's an entirely dlfferent­

and even more fun - beast than GarmageC1C1on. 

The 30 tracks (which include some tighter 

multiplayer efforts that can accommodate up to 

eight participants, to encourage more full-on 

automotive destruction, plus ten mission-based 

tracks) have been matched with more diverse 

Objectives than before, and are simply fantastic. 

For example, one is set on an aircraft carrier, in 

which you have to find the ship's captain and run 

him over in order to get to the top missi le silo 



The revamped 3D engine has been used to great effect here, with 
detailed locations and high polygon counts used for all the vehicles 

and blow everything up. The zoo stage will 

feature a menagerie of lovingly modelled animals 

to be crushed, and there's a fairground track 

basecl on the seminal Stunt Car Racer. 

The power-ups, too. are funnier than ever, 

including a huge ball and chain that attaches to 

the back of your car, which is so heavy that it 

can drag you off track (although if you wield 

it correctly, a citation for 'Outstanding 

Achievement' will come your way). The poor 

pedestrians can be turned into stick-men, people 

with huge heads, suicidal cannon-fodder and 

even drunks, and you can attack them with 

napalm, hugely powerful springs and the self­

explanatory Electra-Bastard Ray. Naturally, if you 

napalm them, they'll run around burning for a 

wtlile before dying, or if you tip them into water, 

they'll thrash around before eventually drolNfling. 

Bizarrely, all this new technology is 

somewhat the focus of carmageddon 11. You'll 

find yourself driving around in sight-seeing mode, 

drinking in the havoc you cause. Thanks to an 

action-replay system that's second to none - you 

can easily use it to record segments as 

PRE SCREEN 

SCi's promotional junket for Cormageddon 11 involved several real cars being 
totalled in the name of videogaming. setting the scene well for the game proper 

QuickTime movies - any carnage you cause 

INOn't be lost to jXlsterity. And when you start 

finding the jXlwer-ups which interfere With your 

car's physics - such as Pinball Mode (lNtJich 

makes it bounce around like a kangaroo) or Jelly 

SuspenSion - you'll be able to generate some of 

the biggest and funniest Wlpe-outs of all tune. 

Sei will publish two versiOns of the game -

one 15-rated with green-blooded zombies as 

peds, aoo one full-on. whiCh it is adamant will get 

an 18 certIficate before launch. Stainless has 

made Direct3D, Glide and software versions, 

although it makes little sense to play It without 

a 3D graphics card. It won't, alas, Ship with an 

editor, but Stainless is talking to amateur 

thlrdparties about creating one (Which, QUBke­

style, would enable you to put your own faces on 

figures) and claims the game is -Much more 

editable- than the original. SO keep a close eye 

on the vast number of fanatical carmageddon 

websltes that litter the Internet. 

carpocalypse NOW is the game Edge hoped 

that the first one would be. Never before has a 

game revelled so much in gleefully destructive 

behaviour, nor provided SO many toys with which 

to create such hilarious virtual destruction and 

carnage. It's a glimpse of a completely Insant 

and darkly comic world. And what more 

could you ask for from a game? 

From the ultraviolence 
of the standard game to 
C1(s new mission-based 
levels (including one 
on an aircraft carrier), 
Stainless' sequel has 
a lot more to offer 

-EDG£· 27 



PRE SCREEN 

OMIKRON 
Head honcho at Quantic Dreams, David Cage spent over a year writing th e plot for Omikron . 

With the game reaching an advanced state of development, Edge revisits his future -city dream 

Initial player Kay'1 is a police officer without a mission, and indeed a memory. His only link to reality 
is a wnstwatch which draws into play his slidet car to transport him through the various cityscapes 

Format: PCI PlayStatlon 

Publisher: Eidos 

Oeveloper: Quantlc Dreams 

Release: Summer '99 

; o rlgi n: France 
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I':iiI onstructed around the ambitIOUS coocept 

a of creating a livin& breathing 3D City, 

replete with multiple inhabitants anCllOCatiOns, 

Omikron has come a long way Since Edge 

witnessed Its progress last July, After betng 

treated to a demonstration by Eidos producer 

Herve A1bertazzi - which revealed the free­

roaming potential of Omikron - time was found 

amid the frenzy of ECTS to intervteW David 

cage, head of the game's French developer 

Quantic Dreams. 

Starting the game in the body of inttlal 

protagonist Kay'I, you follow a cinematic plothne 

thrOUgh the City of omikron that cage claims, 

"I worked on for over a year, because I wanted 

to create something that is more like a movie 

than a videogame." Banish thoughts of 

interactive movies and FMV; as cage wanted 

Omikron to be 'something completely 

interactive, but with a movie feeling." 

Play commences With the player occupying 

the body of Kay'l, an officer of the law, confused 

and unsure of where you are ('Total Recall' ·style), 

equipped only with a hi-teeh wristwatch that 

enables you to summon his slider car that's used 

to traverse the city. Through visiting locations, 

• 

collecting items, WItnessing events and talking to 

people, Omikron's story unfolds. However, cage 

has built a twist into the game, something he 

calls 'vtrtual reincarnation'. He explains: ~when 

your body dies, your soul is reincarnated into 

the body of the first person who touches you. 

You can return as different people With different 

skills." This element Immediately opens up new 

gameplay areas, with the various 'POssessed' 

characters interaCting w;th others. 

The 'Vlrtual reincarnation' plot structure is 

INtly Dmlkron is played in the thirdperSOfl. cage 

is quick to add, -I don't like ftrstperson views 

because I get sick l so Quantic Dreams will never 

do a firstperson game because I cannot play 

them: Edge iSll't totally sold on the hand·to· 

hand combat sections of the game, wherein the 

camera swings around to the side, as in any 

traditional fighting title. -It's only in profile that 

you can really fight: cage retorts, -our reference 

for the fighting part in TeUen - I think it's the 

best fighting game ever made: And with such 

lofty reference points in mind, cage, A1bertazzi 

and Quantic Dreams have untit next summer 

to fashion Omikron into the success it 

certainly deserves to be. 

The unusual 'virtual 
reincarnation' allows 
you to metamorphose 
Into other charaders' 
bodies and use their 
skills - after you've 
been killed. that is, .. 



PRE SCREEN 

POWERSLI DE 
Ex-trail biker and Ratbag business manager Greg Siegele waxes lyrical on the latest Powers/ide, 

now fully pumped up with a new 3D engine. Has the post-apocalyptic road ga me come of age? 

Hidden around the 
tracks are various 
secret codes to unlock 
extra play modes 

Format: PC 

Publisher: GT Interactive 

Developer: Ratbag 

Release: "November 

Origin: Australia 

A inee its showstopping debut at last year's 

11:1 E3 show, Powers/lde has undergone a 

substantial overhaul. While the one-time 30fx 

demo now has a new 030 and Glide compatible 

engine. developer Emergent has undergone a 

name change to Ratbag (for copyright reasons). 

With the title's slipped-to-November release date 

drawing close, Edge met with Ratbag's business 

manager Greg siegele to find what the fina l 

version of Powerslide will have to offer. 

The game's new 3D engine is easily its most 

striking enhancement, offering a new freedom 

of expression to Ratbag's track designers. "The 

original game was something that took place in a 

halfpipe: explains siegele, "and the cars were 

cylinders that had points pushed and pulled. we 

were limited in the way we could build the 

terrains and the cars.· With vast landscapes and 

12 detailed cars on traCk, that's all changed now, 

althOugh siegele's claim of 800 polygons per car 

simply doesn't add up (at 60fps that comes to 

nearly 600,000 polygons per second). 

Both hardware and software versions are 
available, though the former is preferable 

• 

Powerslide lives up to its moniker, 
with extensive drifts and all the 
rough-riding .dion you'd exped 

Game structure has proved something of an 

errant trait among other games that began life as 

3D card demos, with PowersJide contemporary 

Ultim@te Race Pro a notable offender. siegele 

claims that the game's development team has 

been aware of that. "The way we've addressed it 

is to have a championship structure, a bit like 

Formula One - or even Stunt Car Racer which is 

a favourite game of ours,· he says. AS the game 

progresses, players will be awarded with the 

usual melange of extra tracks and cars. In 

addition there are a number of cheat codes 

hidden in some of the sprawling circuits' most 

sprawled extents, which will unlock bonuses 

such as glider modes. 

Powers/ide has also gained a plot, of sorts, 

which goes some way towards setting up a basis 

for a race competition. Essentially; the game has 

two teams of 16 characters, the Ferals and the 

corporates, set against a backdrop of post-ozone 

calamity nonsense. The scene is deCidedly 'Mad 

Max', although seigele claims that, ·We never 

really thought of creating a 'Mad Max' -style 

game. It's a great film - I don't mind the 

comparison at all!" Ratbag's game seems more 

likely to live up to its name than anything else, 

thOugh, with tail-happy cars and wild courses. 

Seigele's fond memories of trail-biking 

days are set for a digital resurrection. 

Track layouts are vast. 
ranging from dams to 
deserts and most 
things in between .. 

• 



PRE SCREEN 

PEN PEN TRilCELON 
While most racing game developers back themselves into a realism cul-de-sac, Gene ral 

Entertainment supplants cars with cutesy penguin-shaped creatures in a surreal cartoon romp 

The creature design is allegedly based on stylised US Inimltions such as 
'The Simpsons'. (die finds it more like 'Rainbow or 'The Moomins' 

Pllyers have to race 
underwater as well as 
on land. 'Jaws' (above) 
is I shark Pen Pen. 
There's .Iso an 
octopus named 
Sneak. Don't ilsk._ 

Format: Dreamcast 

Publisher: Sega 

Developer: General Ent. 

Release: November (Japan) 

. Origin: Japan 

11 or a small company, General 

Entertainment has its corporate fingers 

stuffed in an impressive array of PIes. 1llere Is the 

movie prOduction arm - responSible for the likes 

of 'Zeiram 2' and the 'Master of Shiatsu' (monster 

movies that are unkn~n in the west, but no 
doubt big in Japan). Then there Is the videogame 

department, which has worked on several PC, 

PlayStation and Saturn titles, and has recently 

expanded to take in a new development studio 

named Land HO!, made up of ex·sega staff. Here 

you'll find Kondoh Tomohiro. prOducer of Panzer 

Dragoon 1 and 2, Nakamura Atsuhiko. director on 

saturn sega Rally ChampionShip and oaytona 

USA CE, and various other console luminaries 

who have worked on such titles as J-League Pro 

Soccer Club and Sonic the Hedgehog. A 

heal/'{'Neight line up indeed. 

Land Hors·first game is Pen Pen TriICe/On, 

a strange, innovative racing title lNtIich takes 

the open-ended environment of OutRun and 

populates it with - well, nothing you've ever seen 

the like of before. The vehicles here are in fact 

creatures named Pen Pen - weird penguin·esque 

hybrids, each (as you'd expect in a racing game) 

With his or her own style of movement. There 

are, therefore, small Pen Pen which are fast and 

goOd at cornering, and larger ones which are 

more resilient but slower and less agile. 

But. somehOW, it's more complicated than 

that. Each race is divided into three parts: 

swimming. running and sliding. The player has to 

compete In all three, yet each of the Pen Pen has 

strengths in different events - it's up to you to 

pick the creatures lNtIich best suit your ovm style 

of play. Whatever, all of the unlikely animals act 

and move in an endearingly comical manner. 

Along the way, the team has also thrown in a few 

CGI movies which separate the three events and 

give the competitors a few seconds to rest. 

All of this might give you the impression 

that Pen Pen TriICe/on is the work. of the 

criminally insane - however, Land Ho! wanted 

it to be an 'original' title and developer Atsuhiko 

is no industry lightweight. SO, hotfooted ~ 

mutant penguins it is, then. ~ 

The characters are 
highly detailed, and 
each one boasts a 
distinct facial expression 



PRESC REEN 

R-TYPE DELTA 
f An old Edge favourite is about to make a comeback, newly furnished with an obligatory polygon 

engine, which almost matches the crisp detail of its precursors' sprites. Well, almost ... 

Taking full advantage of its new polygonal world. Irem has created a 
series of fantastical foes for Delto. although the heritage is maintained 

Choose from either the 
traditional R-9, the 
electrical R-n or the 
all-new R-x (shown 
above, and as yet not 
available for play) 

Format: PlayStation 

Publisher: Irem 

Developer: In-house 

Aelease :"November (Japan) 

Origin: Japan 

11 allOWing E57's cover featuring Irem's 

R-Types compilatIOn (soon to be released 

on PAL in the uK), the imminent added-dnnension 

update to the series R-rype Delta was a clear 

candidate for Edge's attention. Following down 

the path blasted clear by Einhander, G-Darius 

and Radiant Silvergun (although in development 

since before any of those titles arrived), Delta is 

a polygoniSed interpretation of the original 

games, fleshed out by several new aspects. 

AlthOugh the visuals lack the crisp definition 

of R-Type's sprites, a similar level of precision is 

required on the behalf of the player to navigate 

with success. Among side-scrolling shoot 'em 

ups Irem's games have always stood supreme, 

and any follow-up wj ll have the eagle eyes of 

devotees upon it. In addition to the arcade 

originals, over two million versions of the games 

have been sold for consoles ranging from the 

PC Engine to the PlayStation, which is host to 

this new iteration. Precise, complex and 

demanding gameplay is the mark of a true 

R- Type title, but with some polishing still to go, 

Delta may have what it takes. 

Spread across seven lengthy stages, the 

game is littered with visual cues from its older 

incarnations. Attack waves and bul let patterns 

twang reminiscent chords, as do foes which 

leave solid trails behind them. However, the 

• 

Special effects really impress, while the gameplay is noticeably tighter than 
recent shoot 'em ups, with enemy fire less scattershot and classic attack waves 

PlayStation's polygons haven't been forgotten, 

with huge enemies that dive in and out of the 

screen and large blocks that tumble towards 

you. Delta's graphic style is less delicate than 

Einhander's, which is not to its detriment, 

although a higher resolution would have brought 

it nearer to its ancestor's looks. However, the 

action slides by at a smooth 6Ofps, a standard 

which will hopefully become the norm as the 

next generation of consoles draws in. 

In order to bring variety to the gameplay, 

Irem has included three selectable 'R' ships-

the classic R-9 and R-13 models, plus the new 

R-x. Each has its own pace and more importantly; 

its own version of the Charge beam that is part 

of the series' creed. One of these is a powerful 

electric blast that can wrap back around the 

craft to catch passing enemies. R-Type, 

it seems, is set to strike again. 

The R·13 in use here is attached to its orb by a kind of virtual umbilical. 
and unleashes a furious lightning attack in place of the R·9's blast 
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C3 RACI NG 
The PlayStation racing scene may be littered with a depressing number of also-rans, yet 

Eutechnyx is confident its new reality-based offering will leave the substandard crowd behind 

As in Total Dr;v;n', the 3D engine is one of the game's strongest aspeds, 
handling sedions that stretch far into the distance with impressive ease 

"Format: PlayStatlon 

Publisher: Infogrames 

Developer: Eutechnyx 

Release : Late '98 

Origin: UK 

32£DGE-

rr.tJ ith realistic driving games finding favour 

W with the general publiC, publishers are 

tripping over each other to create the next Gran 

TUrismo. And while current opinioo indicates this 

spot has been reserved for GT 2, the development 

community nevertheless carries on enttluSiastical1¥ 

Enter C3 Racing (as in Car Constructors 

ChampiOnShip). Based around contemporary 

production cars, the game features around 30 

tracks (including reversed, weather and night 

effects) divided between England, Norway, Rome, 

Monaco, Africa, China, Indonesia, peru, Brazil and 

the US. The circuits are tarmac and dirt track­

based, but occasionally a refresh ing mixture of 

the two is also offered. The cars themselves 

The lighting effects in Eutechnyx's latest 
racer apply 'real-world' rules of lighting 

• 

' -
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come from a variety of manufacturers, so expect 

to find a Subaru Impreza STi4 giving a Honda NSX, 

Mitsubishi 30CXJGT and Mazda RX·7 a run for their 

Yen, for example. Ford injects some US muscle 

into this otherwise Japanese·dominated field in 

the for"ill of the new cougar, a works-prepared 

Puma, and its favoured RS200 'SOS rally car, while 

Marcos, Peugeot and Renault add a little European 

flair. Naturally, all are customisable, allowing you 

to tweak 32 hand ling-altering variables. 

surprisingly, given motor manufacturers' 

delicate nature when it comes to having their 

cars portrayed in videogames, vehicles in C3 

Racing sustain damage. Drive into the other 

competitors (or a wall) with enough momentum 

and glass shatters and bodywork deforms. This, 

in turn, affects the vehicle's aerodynamics and 

subsequently, its handl ing characteristics. 

At the time of writing, the few cars whose 

physics models have been finalised have a 

tendency to· stick to the road a tad unrea listicaHy 

at high speeds (a criticism of the early versions 

of Total Drivin1 and some of them feel a 

little heavy. However, these are aspects 

Eutec"hnyx is likely to be refining before 

the game's Christmas release. 

The car models are 
accurately modelled 
from their real-life 
counterparts. Touches 
such as dynamic mud 
(above) are pleasing 
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N BA JAM '99 
Iguana West's update of its UK cousin's dassic hoop-shooter may boast 500 'real' moves, 

but will the 3D '99 version match the 2D speed and agility of its predecessors? 

'He jams it in! He's heating up! He's on fire!' the original NBA Jam's samples must rate among videogaming's greatest 
moments. The sheer despair generated as your opponent went 'on fire', thus becoming near-invincible. is unforgettable 

Format: Nintendo 64 

Publisher: Acclaim 

Developer: Iguana West 

Release: November 

Origin: US 

n merican Sports games come and go, 

IiI and while some such as SCEE's Total 

NBA are notable for their Quality, none have 

matched the original NBA Jam for sheer popular 

notoriety. Iguana UK's slam-dunkin' basketball 

classic, featuring two-on-two matches and 

outrageous manoeuvres, captured the hearts 

of millions. Happy recollections of four-up 

matches on the SNES are surely buried in the 

memory of any hardened games player. And 

now Acclaim Sports contributor Iguana West 

(previously sculptured Software) is honoured 

with the task of reviving NBA Jam for a '99 

edition. But what's on offer? 

Driven by Acclaim's curiously tagged 

'Quagmire' 3D engine that has become the 

backbone of all its new Sports releases, NBA Jam 

'99 features several new play modes to enrich 

the original's tag matches. Quagmire's strength 

is that it allows a single motion-captured 

animation to be used in any direction, along 

with generating a 640x480 resolution display­

the highest the N64 allows. OVer 500 separate 

motion captures have been made for the game, 

including tbase to animate the famous NBA 

Jam moves such as ripping down the hoop or 

shattering the backboard. Iguana west has also 

mimicked more notable NBA players' signature 

motions to add to the atmosphere. 

• 

The game's traditional playmode has been 

augmented with the kind of reality-Chasing 

options that are now so in vogue among sports 

game creators. A full flVe-on-five 'simulation' 

match can be hosted, while over 300 actual 

players from the NBA leagues have been 

mapped onto the in-game models. In addition, 

a team management system has been 

implemented for stats-Iovers, while a selection 

of 'historic' Situations can be re-enacted. 

Edge's only real nagging doubt about NBA 

Jam '99 is whether the rapid play system of the 

original can be successfully carried into 3D. 

Quagmire is undoubtedly a powerful engine, but 

few have shifted pOlygons at the same rate as 

yesteryear's sprites. However, hoping Acclaim 

Sports' recent drive to create attractive 

propositions continues, N8A Jam '99 

should prove an action-packed outing. 

Every player in the NBA 
leagues has been 
snapped and scanned 

Visuals will be crisp 
and clear. running at 
640x480 on the N64 
through use of Acclaim 
Sports' ubiquitous 
3D polygon engine 





It must have been an easy decision for Saga. ~£st with 8 
competitive console, who could resist reincarnating a 16bit ......... 7 

O nee upon a time, in I wkIec"mt"""" 
( ) lNWt. a fast· moving blue hedphoc .. ~ 

In a 16bit world where virtually ~ .... 

character had technically less, yet piayably more. depth 
than their 10 descendants, Sonic's public profi5e was 

second to none. Even Nintendo devotees would conceed 

thIt in the W@5l. Sega's leading liaht easily matched Merio in 

poputarity. if not always in gameplay . .. ~r.nce on the 

ilium in Sonic Jam was a dilute coIledIIPf the previous tides 

... seemed a.ious - erwen IbsuId - aMn the machine's lD .,.5 __ ...... ,~ ___ ..... ...., IimpIr --.--..... --... _0I1he ___ ... _ 

N/CH1S "'-_IIIIr_" 
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,.......Iorlhe .......... ... .. _ _ 1 tlflollflta:L>!? 
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_ pod> (_ .. _ .. 0ystII~ .. nd'man_). ........ 

the CImefa rt'IOII'eS around the action. at.. _ feature true ID ICIioI\ 

~ with a slower pace cri......,. wiIh", Matio-like ""'0.""" ............... """",",." peII.--,. ~.-.--
........... _Ihe......,hedgeIq ..... _ Ioops ... __ ......-._ 

Ihe ..... 01 buidings. In Ihe demo_ ..... ... _lhe_ ...., 

pauses for Sonic to grab on 10 the IInding skids al . hIIcaptIr. ......... c:.IIII tim 
oft to. hesh bout 01 ,op;.! OCIion. ~Ihe c ......... _ 0I1he __ ....... 

touches such os this. coupled _ multiple ...... "-'Ih Ihe _ ... Ihe doImod ... 

minutes it tabs to tr~rse them, then the Sonic TeMI IhauIct be .. ID • winner.. 
'Nhile the same's plot pkks up on familiar themeI, wIIh $oM: __ .,.. 

archenemy Or Eggman (changed to Or Robotnik in the WIIt). I pocketful of new and old 

compadres will be available for the player to utiise.1I's this ItN of the title that led to its 

development nickname of 'Sonic RPG', due to the ~ of interaction that the pi clJlanills 

have. The six playable chMecters have differing talents and aItemIte tllces on dIe .... 1ICOIy. 

only becoming available once you've guided Sonic to them. IntefeslinstY. 501ft ... friInds hIIe 
gained the abil ity to speak. although as yet only the Japanese YOic:e teIent hII .... all 

In order to maintain the maximum sensation of ~, it's dear tMt the ... zI ; Milt tum "-

had to make sacrifices. Some of the game's dtstant backdrops are merely 20 p--"" the..,. 
environments that Dreamcast's supposed 30,000 polygons per frame (at 6Ofps) SUIIIIIIIdo ...... 



Sonic and co .,. 
Ib .. to IPP_ tho YI""'. 1_l1li .. 
morkedly different 
tochnlq_ which 
bodes wen for the 
p ... ', Iona:-tenn 
IppeoLlIIld_ 
oflacCUI depends 
on which yoa ch .... 

Pefhaps sonIC Adventure's 

most Innovative touch Is that 

you'll be able to play as one 

of six characters. each wtth 

different abilities. In addItIOn 

to sonic, there will be Tails, 

Knuckles. "'" Rose, BIg cat 
and E-l02. Hen! Edge outlines 
how each ~ _ to pOly. 
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is making his rapid descent down the 

skyscraper, the amount of pop-up is almost 

as startling as the speed. Presumably this is 

being worked on in time for the game and 

console's launch date, but Edge thought such 

problems would be Cl thing of the past. But 

graphical effects such as lighting and anti­

aliasing. which it's been claimed the new 

PowerVR chipset delivers with ease, are rife. 

The initial cityscape area, Speed 

Highway, appears to be the most complete, 

although the others seen by Edge, which 

included the (predictably) snowy Ice Camp 

and Cl vast canyon stage called Red Mountain, 

seemed to be in the process of fina l 

polishing. Interestingly, Sega's demonstration 

softwa re links specific characters to each 

stage, although it's thought that all will be 

available to play with on each level of the 

fini shed game. Sonic speeds around the city, 

Knuckles was drifting about, digging into the 

canyon, while Tails was seen racing down a 

• 

1IIe number of polypnl that Sank Adwntu,. UMI to p ........ Its chlrac:ten Is 
peml,. the most noticeable .dv.nce.1Ofps ~ .nd pNtty 11JhtI .... ,. now 
co .. monpLlcI - but too m.ny dtptal heroin eM up lookl ... 'Chunky' or blOcky 

snow-draped mountain on a snowboard with an avalanche following close behind. All 

three demos feature the traditional Sonic rings being gathered by the characters, with the 

new 'chaos emerald' collectables also making an appearance. In Red Mountain Knuckles 

was able to bury down into the ground in search of these, guided by a blinking icon 

showing how close one is. As yet, only one other area has been named; the lost World 

level for which the Sonic Team visited South America to research its graphic design. 

Finding the chaos emeralds is essentially at the core of Sonic Adventure. The current 

demonstration version of the game opens with a dramatic FMV sequence (apparently 

1h11 yet:-tcHJe... ... rnecI ..... Hems Ilmost nlptm,lrlsh. wIShed over with red 
Ind ..- IlthtI ... SoJI I. boinl coy obout whit thl flnlshed pn>dud _Is 
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1.8 million polygons per second isn't enough for Sega's artists), showing a flood of water 

bursting through a city, culminating in it forming into the head of a gigantic monster. This 

creature is Dr Eggman's latest attempt to conquer the world, and only by stopping it from 

finding all the chaos emeralds can Sonic win through. 

As Yuji Naka mentioned in Edge's interview last issue, Sonic Team has de<:ided to 

score Advenfure with a rock soundtrack rather than using dance music. The little of it that 

Edge has heard indicates a worrying similarity to mid-'BOs soft metal (the distant rustle of 

letters from Whitesnake fans is already in the air). Sega has actually put samples of the 

game's music on its Japanese Website (W\IVW.sega.co.jp), so that fans can download at 

their leisure. However, the developers at least deserve praise for trying something a little 

different from the techno tunes that driule through so many European releases. 

OVerall, Adventure looks to be a promising release; one that should at least catch 

the massmarket's eye if nothing else. From what has so far been revealed, Edge has 

nagging doubts about what the true performance of Dreamcast will be. Certainly, 

onscreen deficiencies such as the severe pop-up were not expected, although the 

pace of action during that stage was incredible. The game is certain to be packed with 

events, as episodes like the avalanche on the Ice Camp stage and whirlwinds appear 

elsewhere, but Speed Highway seemed rather too linear. Sonic Adventure's real impact 

wi ll only be felt if its gameplay matches up to the expectation and anticipation that 

surrounds it. Sega is returning to its roots with a powerful, populist console and the 

return of an old mascot - albeit a western one. Sonic never enjoyed the same degree 

of fame on home turf, raising questions about Adventure's suitability as a launch title 

--.­Iook1na for fOIMAW ........ 
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in Japan. But with that introduction only 

weeks away now, the fina l confirmation 

of whether the bouncing blue wonder 

can cut the three-dimensional mustard ~ 

will soon be known. '"L..::::J 
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at everyone Icwed Final Fantusy VII. It may be hard to 
N believe considering the masses of publicity, the near 

hysterical Japanese premiere and the tales of gamen bursting 

into tears at the emotional resonance of it all, but there were 

voices of dissent Some complained bitterly that the first hour 

and a half was spent clicking on 'X' to follow. Others found the 

turn-based battle system complex and archaic. Whatever the 

case, FFVlI hasn't locked up the market for ever. Before FFVlfI 

comes along to mop up, there is room out there for competitors. 

Which is where Silver comes in. Currently an incredible 

three years into development, this could weU be the title to put 

Infogrames UK's (formerly Ocean's) in-house development unit 

back on the map after a disastrous two-year exile. tt's also a 

distinctty Japanese-influenced RPG and wiU no doubt be drawing 

comparisons with the godfathers of the genre over the next 

couple of months. 

The plot is certainly recognisable RPG fare. In the mythical 

land of Jarrah, an evil ruler named Silver makes a pact with the Chaos 

god Apocalypse. In return for sacrificing 100 women, Silver will be 

made the deity's mortal 'agent of evil', a job which carries with it plenty of 

malignant power - Silver's favourite sort. So, the tv.nsted ruler sends out his 

son Fuge to the island of Rain to pick up the women. Fuge tells the 

inhabitants that the unlucky ladies are to become brides of Silver - an 

unpopular move, but not as much of a PR disaster as telling them that the gins are 

going to be slaughtered for a god of darkness. One of the women taken is the wife of 

David, the hero of the game; he and five friends from a rebel collective vow to bring her 

back and so the action begins. 

Along with the familiar story elements (poweI-hungry SOIcerer, smaU band of adventurers), 

Silver has naturally bonOlNed a few game:play elements from the dice-and-paper 0&0 games 

that inspired the likes of Final Fantasy. For a start, although the main protagonist is David, the player 

CURRENTLY THREE YEARS INTO DEVELOPMENT, THIS COULD WELL 
BE THE TITLE TO PUT INFOGRAMES UK's IN-HOUSE DEVELOPMENT 
UNIT BACK ON THE MAP AFTER A DISASTROUS TWO YEAR EXILE 

can also control and direct his fwe companions, all of whom boast their own individual skills. 

David himself, for example, is a highly skilled swordsman, Sekune is good with long-range weapons, 

Vrvienne is another accomplished sword fighter, Chiaro is a talented magician who lacks any 

weapon skills altogether, Jug is a huge, muscular character with hardly any magical acumen, and 

finally Cagen is a master of martial arts . 

• 



This diver.;e line-up is designed to gIVe the player maximum fleJdbility and strategic 

depth in combat - an element which worts very differently here than it does in Final 
Fantasy. As artist Jack Wikeley points out, ,-tae main difference between Silver and FFV11 is 

that Silver incorporates realtime rather than turn-based action. Originally, Silver was 

envisioned as a turn-based game. Rather than taking an active part in the battles 

yourself, the player was just expected to assign his heroes to targets. The 

heroes would then attack their targets until the enemy was dead. While 

this was happening. all the player could do was watch the ensuing 

battle,. maybe changing spells and weapons for the heroes to 

help aid their progress. tt was a little like Command & Conquer 

in some respects. only with three units to command! 

"tt soon became apparent that this didn', make fOf 

exciting gameplay," continues Wikeley, "so we introduced 

the directly controlled combat and it's improved the 

game a hundred fold. Now we have a game where you 

can assign your secondary heroes to attack enemies. 

'h'hile they attack their targets. under AI control, you are 

free to take part in the action using your primary hero. 

And as the main hero is interchangeabte with the 

secondary heroes, the player can directty control any 

hero he likes." 

Calling all the heroes 
Essentially, then, Silver combines two control methods. While 

not in battle. the player directs his heroes (only three can be 

controlled at any one time) by dkJUng on the leader and then 

dicking on where you want them to go - a typical military strategy 

approach. In battle, however, you get direct control over one hero at a 

time, via a simple, yet very dever, mouse interface. Keep CTRl pressed down 

and push the mouse forward for a front slash. backwards to turn and slash behind 

the hero, and left or right to attack at either side. It's an intuitive system, and gets you 

much closer to the action without having to learn a network of keys. Meanwhile, the 

other heroes can be assigned targets and they'll go off without your help (although it's 

possible to take control of them at any point if they start getting beaten). 

Throughout the game you can also pick up and leam eight special moves. 

There is, for example. the R",p'" whi<h enables the pliJ'f"I' 10 perform • 360-deg,ee 
spinning sword slash (very handy if you're completcly surrounded), the Oeaver 

(a jump with ovemead chop), the Falcon (large jump with overhead somersault 

chop), and the Beserker, an inaedible 1,08O-<iegree spinning slash. Again. 

IT'S THE L\lP1J.\: , ON ,no f • IrvtllLrt HETR.1\, r '" u, 
INITIAL ROO,S /S.1 C&C-S'1'L" LXFt:C ',to T1-,IS Lf~ lL I 
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these extra moves add variety to the combat without 

adding undue complications to the interface; a smart 

and fun Wil'f to liven up armed confrontations. 

It's the emphasis on combat 

which betrays the game's 
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initial roots as a completely 
C&C--styIe exet'Ose. This legacy is 

certainly not a negative thing, though. as the 
fundamentals of that genre are echoed here to 

good effect. There is, for example, a certain amount of 
tactical depth (players can send in archers first to cause 

maximum damage to enemy aggressors before engaging in dose 

THE SIMPLE PLOT HIDES PLENIY OF DEVIOUS TWISTS AND 
SHOCKS, WITH OBLIGATORY ITEM/DOOR-BASED PUZZLES TO 

WORK OUT ALONG THE WAY. IT'S NOT ALL KILL, KILL, KILL 

combat), and ;r's aka possibJe to pick up eight short-range and long-range 
weapons, aping the many varied units of the military strategy sim . 

Wakeley's argument thIt this is essentially an arcade RPG is also enhanced by 

the fact that the player cannot ~ the site of a battle until every enemy is dead -
encouraging a combative approach. It's a totally I118ressive system, perfect for 

western gamers who enjoy a fight as much IS wandering about talking to other 
characters. However, according to the team. the simple plot hides plenty of devious 

twists and shocks, and there are the obligatory item/dcJor..besed puz:zJes for the 
~ayer to work out along the way. It's not all kill, kill, kill. 

The good, the bad and the mad 
Aw~ from the game mechanics, Silver also looks impressive. 

All the characters,. monsters, passers-by, etc,. are 3D, but the 2" 

or so backgrounds have been prerendered in 3D Studio - the 

same basic graphical systml employed in FFVtI. It is in the 
charactet' design, however, where the Infogrames game 

most dosety resembles the Square epic. "The slx lead 
characters feature the same sharp anime styting with 

hUle shoulder-pad armour and spiky hair. They also 
wiekt similarly gigantic swords which spit out glorious 
lighting effects with every swing. 

With the monsters, or enemies. however, Infos:,ames 
seems to have searched much more widefy for its 

inspiration. As Wikeley makes dear, -we ~ about 75 

enemtes in the game, There are various humanotd types -

orcs, ogres, lizard men, giant rats, foot soldiers, rock golems, 
imps, etc. We have giant spiders, giant lobsters, bears, 

hounds and It wel'e't'YOtf. And enemtes have magical abilitie 
like teleportation, invisibility and offensive magic. Oh, and we 

have mad kung fu monks - which are ou, personal favourites." 

Not onty do the many enemies look different, they also vary in 
inteUigence and behaviour. Some are devious, some cowardly, some neutral 
- the imps, for example, will always attack from behind, due to their diminutive 
stature, and will run awlf( when you retaUate. However, each separate monster has hts/her 
own AI so they also act on an individual level - a neat littte touch of realism. 

Finally, Silver borrows yet further from combat-based genres with the inclusion of 
end-of-level bosses. During the game you'll encounter the likes of the swamp beast (which 



has huge claws with which to tear unwitting heroes to pieces), Draco the Ice Dragon and 

Rat God, a massive, sewer-<iwelling rodent Many of these can only be killed with the right 
kind of magic (use fire magic on the Ice Dragon, for example) so players have to make sure 
they're adequately equipped before they get into any end-of~level brawling. 

As for the scenery, there are seven lands in all - six of which emanate from a central 
hub called Haven where the player can meet up with rebel compatriots and learn 
spedal moves. This wheel-like map-design means that the player can tackle the 

(currently) 27 available missions in a variety of orders - there is no linear structure 
guiding f'!IIery element of the player's progress. Uke the inhabitants of Rain, 

these landscapes are suitably varied, ranging from small villages 
filled with Tudor-styfe huts and lodges to bustling harbours and 

Roman-looking amphitheatres. 
Impressively, too, there seems to be a lot of non-game­

related activity in each area, with nonplayer characters going 

about their business in the background Uke 
the creature AI, this creates a sense of plausibility -

something which CD·ROM-based RPGs will need if 
they are to compete with Internet, sustained-world titles 

like Ultimo Online. 

Spell bound 
Magic is also an important part of the modem RPG -

not just because of its role in Tolkien-esque mythology, 
but because it gives the artists an excuse to dazzle the 

player with amazing lighting effects. You have to collect 

eight magical orbs to defeat the eponymous dictator. These 
give the heroes a huge range of supernatural abilities, as 

Wikeley explains: -Each type of magic effect has three 

levels. With each increase in level the spell gets stronger and more 
visually impressive. So, from eight orbs you have about 40 different 

spells at your disposal.-
These spells are mostly built around the elements. Fire magic creatts 

huge fire balls and fire columns, ice magic creates stalagmites, earth magic 
produces meteor showers, and so on. It's also possible to heal wounded heroes: and 

slow enemies down, showing that no sorcerer's stone has been left unturned in the 
quest for a varied and authoritative magic system. 

In fact, what impresses here is the sheer amount of thought that seems to have 

been put into the game. The massive range of creatures, weapons and spells, the 
varied landscapes, the imaginative control system - it all suggests SIlver has been a 

labour of love. Add to all this the promise of a muttiplayer battle arena patch, 

SO,OOO words of dialogue (which the player can experience as text or audio), 

THE MASSIVE RANGE OF CREATURES, WEAPONS AND SPELLS, 
THE VARIED LANDSCAPES, THE IMAGINATIVE CONTROL SYSTEM 

- IT ALL SUGGESTS SILVER HAS BEEN A LABOUR OF LOFE 

and a fabulous prerendered sequence (featuring the voice 

of Tom Baker, no less), and you get a game which edges 
towards the epic proportions usually expected from 

Japanese games of this kind. Infogrames UK 
needed something special to exorcise 

the memory of Tribe. Silver 
could be it. 

• 
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tdlcing gammg to the mdS5eS hasn't really changed this state of 

I H!lrs In the grand sc.heme of things, as Miller confirms ~No 

terntOfy has ever achieved more than 20-25 per cent market 

80-100 per cent enetlahon and that expansIon of the market 

PrOject X enhanced DVD player can achieve penetration far In 

excess of that traditional 20-25 per cent figure ~Because we're 

e Ing to a much Wider demographic, publishers can now ju~ 

here's thiS Ittle market that would like thiS 

here IS With a lot of MIPs - It'S the only way There's no way you 

could get anything like thiS look and feel runmng on a PC or a 

Ore st, and certainly not on an N64 Of a Play5tahon ThiS IS 

Controlling Project X 
In a completely unexpected rum of events, VM labs was brazenly 
showing off a prototype project x controller during its behind­
clOSed-doors presentations at EClS. 

The non-functioning demonstration model is ove'tfy bulbous 
in style and offers many of the features expected of controllers 
today, inCluding SIX fire buttons (although, surprisingly, no trigger 

-support) plus D-pad and analogue-stick functions 
TIle underside of the joypad reveals a plug-in jolt pack (styled 

to fit with the curvaceous nature of the pad) and a small merTlOf)' 
card, whidl fits into a separate slot. 

The finished jOY'pld will be slightly smaller than the version revealed by VM Labs at 
ECTS. Question IS, will it still look IS much like an accessory from a '70s sci-fi flick? 

VM labs Will not be manufacturing finished Project X DVD 
players, but it's clear that the company's past games experience 
has seen it take the design lead with controller design. (After all, 
VoJho can forget the Phllips CDi's atrocious joypadS?) 
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3000: Yak's progress 
Although VM Labs wouldn't release any new Images of Tempest 3000, 
programmer Jeft Mlnter was eager to talk Edge through what he's 
currently aChieving with the project X hardware: 

"The first thing you'l! notice is that all the vectors in the game are completely 
antlaliased; there's no 'stepPing' on those at all. And theVre translucent vectors, so 
you get that nice glow where the vectors overlap. 

Ihe web itself Is filled With a dynamiC procedural texture, which is translucent 
SO that you can see the particle system happening behind it. That texture 
continuously evolves i1 each web in a totally different way The backgrOUnd particle 
system on this partiCular demo is Quite similar to the one we did for ttle 
background of the .lagUar versIOn, but in the jag IJerSiOn each partiCle was just a 
pixel; in this version each partiCle is a fully screened translucent disc. 

"The enemies themselves are constructed OUt of a dynamic prOCedural 
texture which is plotted with an arc tangent function, which gives you some idea of 
the grunt this system has. It'S a fairly l1airy amount of maths to be doing. 

"Even the score is drawn With a dynamic procedural plasma. One of the things 
I like most about this system is that you can put stupid amounts of attention to 
detail into the things mat everyone else 'NOUkI go, Well, slap a font up there', and 
that'd be it. When in fact you can draw your score WIth a procedural plasma - and I 
haven't even begun to use up the full capacity of the system yet. We're still in the 
early ClayS, but what I'm mOVing towards With thiS is no pixelS - there'lI be no 

visible pixels at all.And, althougtl it may not look like it there, this game is actually 
running at 360x240. Because we can laviSh so much care and attenoon on to each 
indIvidual pixel that yoo don't have to see them any more; you can effeCtively 
increase the resolution by USing such excellent antialiasing with such a large colour 
resolution that you don't need special resolutions to produce some great results." 
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With home fO.r ar~Mproaching coin-op qu'ality, 
wha now for t~e video ar.cade.. .!.. once the very :"if.:. 
cornerstone. of gamers' in~terests? Edge investigates ... 

riil emember what it was like to be champing 

tfu at the bit. waiting for Saturday afternoon to 

roll around so you (ould meet your friends down 

the arcade and play Space Duel or Gountlet for 

fIVe hours, all for the princely sum of £51 The 

typical Edge reader would probably answer in the 

affirmative. The more callow members of the 

video gaming fraternity, however, will probably 

study the above question quiuically. An afternoon 

in an arcade for £51 You've got to be kidding. 

But the fact is. the smoky dens of iniquity 

where so many of today's gameplaying stalwarts 

cut their teeth are facing extinction. The more 

salient question is, why? The arcade industry in 

the '90s is in trouble, for several reasons. It's an 

exceptionally complex example of cause and 

effed. Most in the industry point to the explosion 

of home consoles as the reason why the arcade's 

appeal has dwindled. A fair point, but the simple 

fad is, coin-op dropped the ball. 

While Sega and Nintendo fired their salvos of 

million·dollar marketing budgets at each other 

(and the consumer), coin-op's big players simply 

sat back waiting for all the fuss to die down. It 

didn't. So how sorry is the arcade industry? 

Namco Cybertainment, the biggest arcade owner 

in the USA. this year filed for Chapter II 

bankruptcy protection. Namco wasn't in dire 

financial straights, but it needed Chapter 11 

(a US law which protects businesses from their 

creditors while they get back on their feet) to 

re-negotiate arcade leases because, under their 

current rents, it was finding it difficult to make 

them turn a profit 

Meanwhile, the financial crisis in Japan is starting 

to create ripples. Jaleco recently closed its UK 

office in a bid to cut costs, and while the likes of 

Sega and Namco are unlikely to follow suit. rest 

assured there's more fall -out to come. Whether or 

not this is the fault of the console and PC boom 

is a moot point. The problem which the industry 

refuses to face up to is that coin-op games just 

aren't good enough any more. OutRun, Pac-Mon, 

Donkey Kong and Gountlet are just a few names 

in coin-op's hall of fame. Admittedly, as soon as 

these games could be played at home they lost. a 

certain amount of their pulling power. But this 

isn't the real reason why you can't play a 

videogame for 20p any more. 

These games were produced on printed 

circuit boards (PCBs) and slotted into generic 

£DG£~ 55 .. 



The price 
~ifr~@ 
Since the death of the 16bit malltet, 
itnd the birth of Sega, 500y and 
Nintendo's next gener<llioo rn<Jdlines, 
pI¥JS have ~ huge il'lCre<tSl:!S in 
the standard of games. Yet they're 
paying roughly Ihe same amount for 
software now as thev weft!! fOf their 
16bit carts. In the arcades, however, 
pl<ryel$ have expe!"ienced moves "om 
25p . nd 30p per same, 10 SOp and f 1. 
It's Cl bitter ~II to swallCM' but. 
<lccordina to Mike Nevin, fMnaging 
director of NarTl(O E~ope. it'~ 5imply a 
matter of economics. "Ten ~I$ ago, 
videogames cost around El,500 and 
now they cost between [8,000 and 
fl0,ooo. Obviously the operator has 10 
make a return on that irwestmeol and 
that rTlNflS inaeMing !he price of play:' 

In Germany, MwNtr, 1!'Ie price of 
pliJY hM stood lit DM2 for len years. 
lido NktwI. vice president of ~ 
Europe's largest video distributor and 
Germany's miI}or operator, bplains: 
~ h_ only 50 much money in 
their pockets, but theft' l Ie now more 
leisure activities to spend that money 
on. We int1eased the price of pinball 
g. mes when that sector was booming. 
and revenues stayed the same. All that 
means is that less people were pIr;ing 
the machines - we'd forced people 001 
01 the arcades. I th ink games have 10 
really offer ~ng spKi&I to justify 
an increase it! price." Newin puts 
German stability down 10 two laden; 
a healthier economy over the last ten 
years, and coin.ge. ~Ie are happier 
to iopend a coin of an accepted 
denomination - El, FFIO, OM2. But you 
NYe to rtmernber, the players are 
paying for time end if that time isn't 
thrilling enoush. they won't put ao~ 
more monev in." In the US, the price of 
play has been stuck at 2S or SO cents 
simply be<ause a SI coin does not exiSl 
(. Ithough one is due before the end of 
the year). The result? Midway is the 
country's only remaining major coin..ap 
manufacturer. you c. n'l win. OIarge too 
much and you lose the players, charge 
too little and you lose the companies 
1Nl make the games. 

': Mike Nevin (top) and udo 
Nickel (above) explain 
the state of play abroad 

.. 56 EDG£. 

cabinets. They were cheap to make, cheap to buy and 

therefore cheap to play. However, the fact that they were 

easy to prod uce also made them easy to copy. Sweat 

shops in Korea and Taiwan churned out copies of hit 

games by the thousands. This meant nothing to the 

player - the colour of the car in World Rally may have 

been green instead of white, but who cared? In terms of 

playability it was the same game. 

But the copying situation, coupled with the spread 

of consoles, caused videogame manufacturers to radically 

alter their strategy, the result being that the PCB was put 

to the sword. And so the dedicated game was born. 

The games continued to get more expensive, but they were too 
repetitive; the market was swamped with releases (many 

of them pretty average) in the driving and beat em 'up genres 

These games came as a complete package: software, 

cabinet and monitor. In addition, manufacturers looked 

at wide screens, moveable seats and force-feedback 

steering to offer the player an experience you couldn't 

get at home. Coupled with this was a drive to create 

better hardware, a trend started by Sega and the release 

of its Model 1 board, which brought the seminal Virtua 

Racing to market. Sega's hardware strategy was almost 

Stalinist - a five-board development process that would 

see the company continually setting the agenda. 

The move towards dedicated games was gradual 

and initially it worked. Despite the fact these games were 

more expensive (Konami's Racing Jam retails at around 

I: 18,000 whereas, fIVe years ago, the average PCB cost 

around £3,500) takings rose. Players may complain 

about paying £1 a game, and rightly so. But when you 

consider that the cost of a game has increased by 

some 500 per cent. an increase in price-per-play of 

500 per cent isn't a bad deal. 

Ti u~, of (hJn~~ 
But there was more trouble ahead. The games continued 

to get more expensive, but they were too repetitive; the 

market was swamped with releases (many of them pretty 

Fun Land is one of the most celebrated arcades in the UK - whenever they find themselves in the capital, most 
hardcore gamers find the time to visit it. via the Trocadero. Namco's Wonderpark. meanwhile, is just down the road 

• 
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Las Vegas' Gameworks gives some indication of how 
Americans have embraced the original Japanese 
'entertainment centre' concept a nd made it their own 

average) in the driving and beat em 'up genres. In the 

meantime, games in the home market, such as 

Civilisation and Populous, were getting more complex. 

with a greater depth of gamep[ay than ever seen before. 

And the market had changed - the teenagers who'd 

grown up on Asteroids and Battlezone were now adults 

seeking games that could hold an adult's attention. 

Another Galaxian - however flashy the graphics and 

impressive the cabinet - just couldn't cut it. 

Three years ago, takings started to dip and the 

clouds started gathering. The larger arcades could ride 

the storm. But the smaller guys, the people that made 

their money placing machines in pubs, chip shops and 

kebab houses, simply couldn't afford to buy too many 

£15,000 super machines, particularly if they couldn't 

guarantee they would get their money back. Additionally, 

the dedicated games were just too big - exactly how 

many Lost Worlds or Time Crisis 2s can you fit in a 

chippy? More importantly, the players stayed away. 

It ~f dnd ddY out 
America was the first to identify the problem and 

turned to Japan for a solution, creating the first Family 

Entertainment Centres (FECs). The idea was, that by 

changing the image of the arcade from some dodgy 

backstreet video speakeasy to a light, safe envi.ronment 

Teenagers who'd grown up on Asteroids and Battlezone 
were now adults seeking games thal could hold their 

attention. Another Galaxiafl just couldn 't cut it 
where the family could come for a fun day out, a 

whole new audience would b-e secured. The teen 

dollar wasn't enough anymore - operators wanted 

Mum's, Dad's and little Johnny's folding stuff too. But 

this was a Japanese model, and the Japanese have a 

totally different approach to how they spend their 

leisure time. In Japan it's perfectly acceptable to 

take your girlfriend to the arcade all afternoon - try this 

., 



in England and you're more likely to end up single 

and spitting teeth. 

To a certain extent the plan worked, but for many 

operators, the investment required in sprucing up their 

locations caused as many problems as it solved. Sega 

Gameworks, which owns enormous arcades across 

the States, has had a nu mber of financial problems, 

The popularity of dedicated-cabinet games, includinc 
Seca's Daytona USA and The Lost World, have 
sounded the death knell for some minor operators 

rred rin~ demdnd 
Finally, the coin-op industry has realised it needs to 

market itself to bring the player back to the arcade. "I 

really believe that the industry, from where I'm standing. 

needs to be marketed more," says Justin Thomas, 

operations manager of Namco Station at l ondon's 

County Hall. "We're doing a lot of revenue analysis at 

It's rumoured that Sega's Dreamcast console will provide a 
. feature whereby players can store game information 

and transfer it to a COIn-OP game, and vice versa 
despite its MTV launches and big bucks backing (Steven 

Spielberg is just one of the high-profile names behind 

the operation). Edge visited the las Vegas Gameworks 

in March, and what did everyone there want to play? 

Quake Arcade (ported from PC to coin-op application 

by USA-based LSE systems). 

Ed Watson (left) and Justin Thomas (right) aim to 
encourage Camers back into the social gaming scene 

the moment and collating data into our customer 

profile. We will probably use focus groups at a later 

stage." It's rumoured that Sega's Dreamcast console 

will provide a feature whereby players can store game 

information and transfer it to a coin-op game, and vice 

versa. Nintendo, too, has recently tied up a deal with 

Midway for its American football ga me Blitz '99. 

Players will be able to store scores and plays on 

the N64's Controller Pak and then plug it into the 

coin-op version. 

Then there's ArcadePC, Microsoft's bid to spread its 

ubiquitous Windows software into the arcade industry. 

The idea was discussed two years ago, and suggested 

developers of PC titles should release modified coin·op 

versions into the arcade before they hit the High Street. 

It's a similar philosophy to the movie industry - the 

arcade would be the 'cinema', the console would be 

'video'. But the whole concept has fallen into disarray. 

Some companies, such as the UK's Opus, are 

persevering with ArcadePC but are finding parting 

titles from console to coin-op more difficult than it was 

originally envisaged. Meanwhile, new locations such as 

The Playing Fields, in london, have started to offer high-

• 



• end, networked Pes running popular titles, such as Red 

Alert. And the owners' ambitions also outstrip the 

majority of arcade operators'. "We are trying to develop 

a friendly, home-type atmosphere,· states managing 

director Edward Watson. "We're not trying to ma ke the 

place like an arcade. The only way we can survive is by 

getting a community of people, who we consider our 

friends, to come in. It's then our job to think of ways to 

bind these people together."' 

The face of the arcade industry will change 

dramatically in the next five years, and there's no doubt 

that, with the cross-pollination of games from console 

to coin-op and the inexorable spread of the Internet, 

players could have a lot to look forward to. There is 

no doubt that the arcade is here to stay. In what 

form, however, remains to be seen. 
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Edce'~ v i f fu~lIy reJI <lrc~d(> 

The ga~ EIIp would have 

linin!! its walls if only the office 

space and editoriaj budget was 

big enough .. , 

1. APB (Atari) 

~'s ~rent WYith a lTIOfal cod! 

2. GaU(lUet (Atan) 

Mult,player gaming came of age 

3. Strider «(apcom) 

Capc:om's swishest of piatforrners 

4. Sega Rally (Sega) 

It's in in the hydraulICS .. 

5. Super Sprint (Atari) 

1hreeplayel" gamiN at its best 

6. Daytotla USA (Sega) 

The greatest arcade rao!f. fYef 

7. Virtua Cop (Sega) 

r&ok \ightguns \00 the '90s 

B. Hyper Sports (Konami) 

Pi"ry$1caI fteruon + timing. Oh yes 

9. Marble Madness (Atari) 

A landmark trackball coirKlp 

10.720" (Atari) 

Another Atd ri go(den-ea classic 

11. OutRun (Sesa) 

AudIO-llisua~tontent to COOCfJeI" aR 

12. Bubble Bobble (Taito) 

Cute, Japanese and addictwe 

13. Shinobi' fSega) 

VJOIeht, Japanese and adcrafC.e 

14. Juno First (Konami) 

One of the true classics of the '70s 

IS, Virtu,) Fighter 3 (Sega) 

If only to JeaI.y1eam its irNic.1Oes 

DalJtona Il!l~£ 

Dedicated to ~rsrs®~ 
The arcade business has hit a slump in the '90s, despite the 
fact that manufacturers have been more innOllatille in their 
quest for profits. Here are fIVe games that broke the mould, 
and filled the u sh box, this decade. 

Virtua oo'@rs~Oil (iS 
The first racing game to really go to town with polygons. 
t~lInkS to Sega's Modell architecture. The game's success 
allowed Sega to really push back the barrief5, releasing a 
deluxe model which featured life-size fildng u r shells that 
moved on hydraulic pistons according to the onsaeen action. 

Another Sega product and another racing game. It set the 
all ·time standard for gameplay in a coin--op. Unfortunately, the 
industry has lound replicating its success as difficult as turning 
base metals into gold. Released four years ago, it continues to 
take good money for those operators lucky enough to have 
one. Sega is praying Daytono 2, released this summer, will 
follow suit, but the jury's still out 

Tekken 

Virtua ~~IlD\S®[j' 
Yes, it's Sega again. Creating a geometric shape, such as a car, 
out of polygons wasn't too difficult Creating a human being 
that could move fike JadUe Chan was a diIferent: story. In fact,. 
Virtuo Fighter's characters did move like Jackie than ... with 
slight arthritis. as the hardware struggled w shift the vas!: 
number of polygons (well, lIast in 1994) around the screen. 
But this was the closest to real-life action that coin-ops had 
achieved and it set the standard lor the beat em 'up genre. 

Namco's seminal fighting game wasn't as technically 
extravagant as Virtue Fighter but its gameplay was head and 
shoulders abolle the competition. More importantly, Namco's 
decision to release it as a kit. as opposed to a dedicated 
ubinet, meant it was affordable to operators and 
subsequently had a lower price-per-play. This, coupled with 
Namco's tie-up with Sony to port the game onto PiayStation, 
gave the company its first serious frallChise title since Prx·Man. 

Kick ~\S 
Developed by Israeli company Interact:il!e light,. techniully this 
football game, which features a real ball kicked at an aperture 
beneath a video sa~ depicting eoaI and goalkeeper, wasn't 
up to the same standard as any of the above. But it was the 
first PC-based game to make a serious impression on the 
market. and illustrated just how fle.xible the format can be 
(upgrades and bespoke alterations were delivered to 
customers on floppy discs in a matter of days). What's more, 
it was relatively cheap and, more importantly, it was fun -
a factor which manufacturers too often lorget nowadays. 
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Once the playground of the hardest of hardcore underground gamers, the 
emulator scene recently broke into the mainstream - and it isn't about 
to stop. Enter the new wave of hardware sims for the PC desktop ... 

n he first ever issue of Edge contained reviews of Street Fighter 1/; Championship Edition, Viewpoint and Moria Collection, 
... released for the PC Engine, Neo-Geo and SNES respectively. That those titles would. WIthin five years. be available 00 the 
PC Ilia emulator packages 'MXJld have seemed IITlpLausible at the time. 

It's testament 10 the phenomenal growth of the emu scene that 16bit machines are now at least competently, and even near 
completely mimicked by programs written by coding enthusiasts. In limes gone by, if a coder (or group of programmers) had a 
particular affinity for a game, a 'simulator' vvould be the inevitable result. 'Atlo can forget the endless Space Invaders, Go/ox/an or 

Pac-Man clones that so clogged Public Domain libraries during the '80s? Their modern C or assembly-proficient parallels, instead, 
create software-based imitations of actual hardware, supporting not one, but entire libraries of games. 

lNhereas Edge's exammation of the A4AME phenomena In E61 revealed a surprising. almost altruistic (or, conversely, 
ignorance-led) apathy on the part of arcade hardw"are manufacturers, console emulation IS not just a whole different ballgame 
- It's also played in a disconcertingly different park. In America, the ISDA (a larger, more confident version of the UK's FAST) 

responds quickly to cries of copyright infnngement from the likes of Nintendo and $ega, thus limiting the supply of Web-based 
ROM images for both formats. Neo-Geo and PC Engine ROMs are, at present available from weli-kn(JV.In emu s~es, but i(s hkely 

that these, too, could soon become available from 'underground' sources alone as copyright holders take stock. of their availability . 

• 

• 
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IJlIes Mr conceiVed It IS. 1'1 fact. an 

SNES e 
availabl 

broken 

SUPER NINTENDO 
Edge recommends: 

ZSNES400 (or a higher version) 

SOUnd emulation: Yes 

Joypad support: Yes 

Multiplayer support: 

TWoplayer 

save game: Yes 

extra features: 

SNES mouse support, early 

super FX support, multiple 

saves, GUI. cheat codes, 

conflg file 

worth • look: 

super Metro/d, ISS Deluxe, 

Zelda, Mafio WOrld, Secret of 

Mana, Sonic (an apparently 

enthusiast-coded SNES debut 

for sega's mascot. Awful. but 

Interesting to behold ... ) 

.62 ........ 

for pure support, the Super Nintendo is by far the darling of the 16bit emu scene. INith 
over half a dozen 'working' packages available fOf download, it's interesting to see the format's 
one-time populanty reflected by what amount to 'unoffICial tributes'. Nintendo, like Sega, 

guards its copyright ieaiously, and is quick to ISsue 'cease and desist' notices to those 
Websites distributing ROM images. Yet, despite legal minds and eagle eyes beadily 

observing their progress, SNES emus continue to flourish. Game ROMs remain available to 
those patient enough to search beyond established emu sites, broken links and discarded, 

inoperative 'fan' sites. ( 
SNES emulation, however, is far less sophisticated than many would 'Imagine. 'lv'hile the 

Mega Dove and PC Engine can boast near-'perfect' packages, developers of SNES programs 
are hamstrung by the lad: of information available for Nintendo's hardware. So, while fledgling 
Super fX support is offered by the excellent ZSNES, DSP (Digital Signal Processor) emulation -

required to run Mono Kart, for example -.....,y remain unavailable for the next six mooths. 

There was, and is, mOfe to the Super Nintendo than Super FX- or OSP-oriented tlties, 
though. The likes of Super Merroid, ZekIa and MOflo World - three of the greatest videogames 

ever created - run appreciably well through ZSNES or SNES9X. And, while the SNES suffered 
the tradi1lonal disparity in wheat-to-chaff ratio that so blights all console formats, the number of 
games that stand the test of time speaks volumes. SNES emulation, to an arguably greater 

ontinue to flourish. Game ROMs remain 
those patient enough to search beyond 

and discarded, inoperative fan sites 

extent than its pseudo-illicit 16bit contemporaries, provides an impressive source of genulflely 

enjoyable software to acquire. The legality of dOing so remains no less questionable, however. 
Although ZSNES and SNES9X are, without doubt, the two best SNES emulators currently 

available, special mention must be made of ESNES, NLKESNES and Sneese. Although these are 

of little interest to indIViduals seeking the best possible performance for gaming purposes, each 
could potentially mature IfltO the 'perfect' SNES emulator of tomorrOlN. And, surprisingly, they 
can be made to run on a dated 486 PC. should the player disregard the irritation that IS a near­
nonexistent framerate. But, as the Sneese team so WIsefy states in the .doc file enclosed With Its 

program: 'For true SNES emulation, buy a SNES ... ' 
The SNES scene appears ultra-competltlve, With accusations of 'industrial espionage' made 

between the developers of SNES9X and ZSNES. The SNES9X team alleges that a member of its 
rrvars team joined the SNES9X fold, and stole code and information on the SNES sound chip 
before passing that back to the the ZSNES team. The ZSNES coders, naturally, dispute this. Such 

competition can, of course, only be of benefit (and, perhaps, worth the occasional exasperated 

chuckle) for those who covet a fully functionlflg SNES emulator. Both titles are excellent; the 
C-based 5NES9X achieving a great deal to almost nval the speeds anained by the assembty-only 

ZSNES. Edle prefers the latter, but can't help but admire the former. 
As if developer in-fighting were not enough, the SNES emulation fraternity has an intngulflg 

tale to tell. An emu known as Silhouette has long been a favourite among enthusiasts, thanks 

to its WIde ROM image support. but also by virtue of a .doc file that accompames its release. In 
it, an individual purporting to be an ex-Nin!endo employee talks of an NOA-approved project to 
create an official Super Nintendo emulator for the PC. He, we are told, was grven the task of 

convertlflg the Mac-based SNES development system into a fully fledged program capable of 
running ROM files at a quality comparable Of identical to the 'real' system. Alas, he relates, the 

project was canned and he left NOA, yet he fe~ compelled to release the alpha version and, 
subsequently, continue the project on an anonymous basis. A real-life videogaming Robin Hood, 

or an imaglnatNe crank? Edll! would IoYe to hear from the coder in question, but finds the 
'anonymity' aspect of the tale questionable - if this person actually.....oo.ed Wlthlfl NOA, on such 
a 'niche' project. surely the company has sussed his identity? 

Ktnm's /SS tletw! (tI::Ic» IS. 

~thelT'OSl~ 
IooIbaI game <MIIIabIe for the PC. 
S1IaOOwr!.fI·axJed I:ri the I'(7N­

resugooI Beam SOftware - IS a'I 

~ Rf'G da5slc.1m a !!¥Ill! 
Ions 01 the gem! are acMsed to Md 

Far left. OSP E!IfIJ aoon IS SlJW 11'1 its 
infancy, rmklng Super M¥io K8rl Md 
PiJofWings bties erTlJ ownE!I"S can onIV 
drea"n aIJout Rlr1LmIett S4Jper Metroic1 
(left) plays juSt as well as It ever did 
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one 01 these shots '5 roI a Mega 
Drive game. A1'(1. surposingly. 11"5 
sonic (top) - the Plctllre IS taken 

Irom an 'urlCffldal' SNES verSHJ(l 

Sega's Mega Drive, In contrast to the almost inevitable success of the NE5-superseding 

SNES, was the 'wild card' of 16bit gaming. Though a rela tive fai lure in its manufacturer's home 
market, it captured the imagination of Western gamers, eaming itself a deserved position in 

console gaming history. Its 68000 CPU and its ZOO co-processor are, when compared to the 

SNES hardware, relatively easy to get to gnps with - as both Genesyst and Kgen '98 attest 
Cenesyst and Kgen are, in a Qumbef of respects, standard-bearers for the emulation scene. 

Both cope With aplomb 011 all but the lovvest-specced PC, and run comfortably well on, s;ry, a 

P133. Owning both offers the greatest level of compatibHity with various ROMs. Obviously, 
ownership of these - without having purchased a copy of the original cartridge - is no less 
illegal than with any other format, although it's worthy of note that Mega Drive RaMs appear 

somewhat more difficult to locate. 
Edge finds it hard to favour either emu, with both boasting approachable GUls and 

near-perfect synthesiS of the games used to test both. Kgen, however, is singular in its support 

for OutRun, a title many Sega devotees will be keen to rediscover. Both use assembly 
language - although Genesysr uses C for certain tasks - while support for twoplayer games 

is available in both. 
It's oote>NOrthy, however, that many of the best Mega Drive titles look notably less 

impressive when set against the Inevitable backdrop of their modern-<iay eqUIValents. The EA 

Spons games, once benchmarks for their genre and often far superior to the SNES converslOl"lS 

that followed, are now of cunosity value alone - their modern-day equivalents are exponentially 
superior. Hindsight may suggest that the inaugural releases of the NHL and FIFA franchises are, 

historically, of greater significance than World Cup '98 or NHL '98, but their role in the closing 

half or quarter of the decade is as frve-second 'curios', and little more. 
For the Mega Drive, there are fev.' MetroKis or Zeldas; titles that stand the test of time by 

Virtue of their incredible design. The Sonic games retatn thelT thr()Volaway charm, and there are 

undoubtedly many titles capable of grabbing a mISty eyed gamer's attention, but all too fev.' 
Mega Drive games can compete with their late-'90s equivalents - a revealing fact. 

The 16bit era, though dominated by the hea.....,.weight presence of Nintendo and the upstart 
vigour of Sega, also saw NECs PC Engine and SNK's Nec-Geo make a lasting mark upon the 

industry. NECs machine enjoyed an admirable level of success in its native Japan, yet fa iled to 
catch the imagination of the Western public - thanks, In no small part, to the dismal marketing 

campaign that so blighted its US launch. The Nee-Gee, though, was never intended as a true, 
mainstream product - it was, in essence, a sc.aled-down arcade board, capable of supporting 

near or perfect 'arcade quality' conversions of SNK-originated and thirdparty software. Pitched at 
a niche, 'hardcore' market, its retail price made It inaccessible or unattractive to the casual gamer. 

The 16bit era, 
and Sega, also 
Neo-Geo make a 

though dominated by Nintendo 
saw NEC's PC Engine and SNK's 
lasting mark upon the industry 
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The emu-aeating fraternity has, nonetheless, embraced both formats With a surprising 
degree of enthusiasm, WIth the comparatively less complex architecture of the PC Engine 

replicated in a greater number of packages. The best of these, Magic Engine, is unusual within 
emu cirdes in that a 'registration' fee is required to use the package in Its full form. Those using 
a basic Sharev.'are version procured from a Webslte can enjoy its laudable frame update, 

excellent ROM image compatibility and easy-to-use interface, but sound support remains 
tantalistngly unavailable until the requisite fee is pald. 

Other PC Engine emulators are of an inferior quality, requiring a powerful Pentium and a 
forgiving nature on the part of the player. VPCE - or Virrual PC Engine - is currently the only 

other PCE program worth perusing. The optlOO to run games in a desktop window, and its 
reasonable framerate on a mid-range Pentium, make It an able (though markedly less powerful) 

deputy to Magic Engine. 
PC Engine emulatIOn is, In a number of senses, rather defunct by default. The main appeal 

of the original system was its incredibly CKC\.1rate - fOf the time - conversions of popular arcade 

maaunes.. But, with MAME and other, more specialised arcade emus also available, vast portions 
of its once cutting-edge software catalogue are rendered obsolete by the 'free' availability of thetr 

• 

Althoo.JSh Capcom currently focuses 
CrI ·ts"breacl and butte( (ResIcIetI1 

E\III anCI5lreet F;gt'!Iet1. Edge wouICI 
IoYe to see an update of its c\as.$IC 

I94X series (PCf. '.'eI'SIOO,1efU 

MEGA DRIVE 
Edge recommends: Kgen '98 

:lUnd emula1 '"In. Yes (stereo) 

JVp.3d pr Yes 

Mulftplayet support 

Twoplayer 

Save game: Yes 

.xtra features. Game Genie 

code support, battery back­

up saves, six-button sega 

pad support, excellent GUI 

Worth a looK The Sonic 

games, Aladdln, OutRun, 

Mean Sean Machine, the 

Shining Force RPGS, Desert 

Strike and Sonic Crackers 

(allegedly an unfinished 

Sonic game abandoned 

by sega. Edge, however, 

has its doubts ... ) 

PC ENGINE 
Edge recommends: Magic 

Engine 

SOUnd emulation: Yes 

(registered version only) 

Joypad support: Yes 

Multiplayer support: Twoplayer 

save game: Yes 

extra feawres: Excellent GUI, 

support for original CD-based 

games (via PC drive only), 

early SuperGrafx emulation 

Worth a look.: New Zealand 

Stot)', R-Type, Twin Cobra, 

salamander, Columns 
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NEO -G EO 
Edge recommends: 

NeoRAGE 

Sound emulation; No 

Joypad support: Yes 

Multlplayer support: 

TWoptayer 

Save game: Yes 

Extra features: Dip-switch 

settings, arcade/home 

version switch 

.worth a look. Puzzle Bobble. 

super Sidekicks 2, Art 

of Fighting, Pu/star, 

Samurai Shodown 

<Ill 64£DQ£· 

more illustrious cousins. One-time owners of the format will doubtlessly wish to re-examine old 
favourites, but the PC Engine's comparative lack of 'native' software support - so integral for the 

SNES and Mega Drive - make it the Ibiza of emulated consoles. Its repu tation precedes i~ and 
it's 'interesting' to visit, but you wouldn't necessarily wish to live there. 

Nee-Geo emulation is currently supported by the sole standard bearer that is NeoRoge. 
With the Neo-Geo hardware being. in essence, the same as SNK's MVS (Multi Video System) 

board, the development team behind Rage - an excellent MVS emu - simply adapted its 
code to create NeoRage. Although currently lacking sound support, its support of Neo-Geo 
software is gr{}\l\ling with each successive release, and aural accompaniment is promised within 

the near future. 
But, as with the PC Engine, why should garners seek out domestic versions of Neo-Geo 

games when arcade originals are so readily available? Thankfully, there's an obvious, and 
pleasing. reason: NeoRage supports both, and allows players to switch between 'arcade' and 

'home' versions. For those instances where one is superior to the other - although these are, 
understandably, few and far between - a visit to NeoRage's options menu enables players to 

choose their preferred flavour. 
With emulators freely available for all four consoles, and ROM images not entirely difficult 

to locate, there are literally hundreds of once premium-price games available for down load. But 

again, Edge must reiterate a POint: in no way, shape or sense have these ti~es become 
'freeware'. Downloading such games is, in effect. piracy - something Edge can hardly condone. 

like MAME, it's almost certain that the 16bit emu scene needs a hardy individual (or 
company) to attempt a pioneering 'pay per download' scheme, with a (modest) fee split 

once hundreds of 
download. But 
these titles 

in no 
become 

premium-price 
way, shape or 
'freeware'·· · 

between the distributors and original copyright holders. Yet such an initiative requires a 
concerted effort on the part of the induslJy as a 'Nhole. If a number of software manufacturers 

choose to withhold their support. enthusiasts 'NQuld turn, once more, to illicit sites for 

certain titles. It is, however, unlikely that 5ega, Nintendo or SNK would regard the 'small 
change' on offer as worthy of their attention. In particular, Nintendo is unlikely lend its approval 

to such a venture. 
And, 'Nhile the concept of a 'pay per play' arrangement is sound in principle, another, 

entirely more subjective issue further reduces its potential. In short: halcyon time is relative. 

Many 16bit titles simply don't retain their appeal in the 32bit era, and the number of games 
offering what Edge would constiMe as 'long term' appeal is remarkably small. The hardcore 

gaming veteran might insist that the SNES version of Konami's International Superstar Soccer 
Deluxe, rather than a native FIFA or Actuo, is in effect the best football game available for the Pc. 

yet the casual gamer is unlikely to be convinced. 
There are those that argue that regulation would, in effect. 'kill' the emu market, yet Edge 

sees no other way forward for the scene. With PC processor speeds constantly increasing. 
emulation is fast becoming a popular replacement for console formats, joining the traditional 
death-knells that are market forces and the introduction of new technology. There are two 
PlayStation emus currently in development, one N64 project. and countless tales of Saturn 
programs. H{}\I\Ilong will it be before the likes of Sony or Nintendo target suppliers and 

programmers of emulation packages. arguing - perhaps justifiably - that such programs are no less 
illegal than copying devices such as the infamous Doctor 64 device, or a similar piece of hard-ware? 

Once again, Edge welcomes suggestions and debate on how 16bit emulators, like MAME, 
can become legal!y acceptable. Wilh 'working' versions of 32bit emus due within the neKl two 

years, should Sony, Nintendo and Sega accept the inevitable and take steps 10 legitimise 
emulation? I~ s a thorny issue. But, inevitably, the console technology of today is 

tomorrow's desktop toy .. 
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Away from the chaos of EeTS, 
six industry innovators assemble 

at invitation. 

• 

ondon Olympia Exhibition Hall, September 1997. Edge 
L gathers together six of the videogame industry's leading 

figures for a landmark discussion of what it is to make games 
today, and what the future holds. It's a resounding success. 

Fast forward 12 months to this years show, through a year of 
hardware announcements, a wallet-bursting number of triple-A 
sequels, multiple takeovers and a flood of fresh developers. 
Even for a fast-moving industry, things have been shifting at a 
frightening rate. And so the temptation to reform the group 
proved almost irresistible. Almost. Instead of the established faces 
of '97, Edge sought out some of those who are changing the way 
games are being made - with a couple of familiar faces thrown in 
for historical perspective. 

After clearing a troublesome TV crew out of the way, Edge 
settled down with the chosen few. In attendance: Alex Garden, 
founder of Relic Software and creator of the highly anticipated 
Homeworld; Mike Diskette, ex-Bullfrog and co-founder of maverick 
studio Mucky Foot; Toby Gard of Tomb Raider fame, now 
co-running Confounding Factor in Bristol; Mike Wilson from the 
avant-garde publisher GoD; Jez San, the original Argonaut and Star 
Fox originator; and Peter Molyneux, creator of the first 'god' game, 
Populous, now striving to tread new turf with his latest opus, Block 
and White. Dictaphones whirring? Photographer ready' Then let 
the meeting of minds - part two - commence .. 



you to do it? 
Alex Garden: Ego! 

Peter Molyneux: It is an amazing, amazing feeling to walk into any shop in the world and 

see something you worked on. That has a lot to do 'With it, and also for me it's about the 

only thing that I am good at in the whole world, so it's pretty motIVating to eany on and do 

something that you're good at 

Toby Gard: It's also that if there's a certain game that you really want to play, the only thing 

to do is to make it 

AG: You start off with this idea in your head, this spark of possibility, and it grOV\lS into this 

thing and you get more people involved and they add something to it Then one day it grows 

into this bigger thing, until one day it just pops out and two minion people are playing it. 

Mike Diskette: How much of my life did I spend on Syndicate lNors! I gave 18 hours a day 

for two years. I was pushing the difficulty level a lot on tha~ it was dOWll to me to choose how 

that game went. That's why everybody gets into it - the ability to have complete control over 

a game design and create the game you want to play 

Edge: With the obvious exception of Mike Wilson. none of you choose to self 

publish. It must be strange giving up control to a publisher after all the work that 

goes into what you do? 

MD (to Mike Wilson]: W'here's your suit? 

Mike Wilson: Exactly. 

AG: W'hen I first started as just a developer, we used to woO; 'With publishing companies that 

really tried to control everything. But at least the ones we wo", 'With now are starting to realise 

that they don't make games, they just put the money into them - and get the money out 

MD: That comes down to your choice of publisher as well. That was one of our main 

concerns; we needed that freedom to do what we wanted 10 do. Some publishers we went 

10, they wanted to come down ~ry week. they wanted to be involved in game design, they 

wanted to milestone the gameplay, to say what was going to be fun and what wasn't. We had 

options where we could get more money or more freedom. We chose the freedom. 

Jez SCln: We've woO;ed with good publishers and bad publishers and the difference is 

enormous, not just in the creative freedom when you develop the game but also in the way 

the game is marketed afterwards. 

MW: The publisher thing has only been better ·f~r about the last year or two, they're starting 

to realise that they really should stay the hen out of it, or they're going to lose their talent. 

AG: The PC has a lot to do with it, too. Now that it's so cheap to get a computer, it's almost 

swinging back to the old days. It's taken a curve of nearly eight years to go from three guys in 
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back down to three guys again. It's fantastic. 

J5: Do you know any three guys in a garage? 

ACi: Yes I do; there is a company in Sweden edlled 

Novastorrn. Their game's got tons of potential. 

MW: Railroad Tycoon 2 was three guys until two 

months ago. Now it's five they're a bit over-staffed! 

MD: Any team smaller than 20 is a 'small team' 

these days. 

Edge: It seems game development is starting 

to match the music industry, with independent 

'star' studios and large publishing groups 

which output what the 'stars' create. 

PM: I think that Vl/hat we are seeing is a huge 

change. A year ago I 'NOuld defy anybody to name 

\2 or \3 development groups in the UK Now you 

ean name that many in Guildford. Obviously 

something has broken somewhere along the line 

for this to happen, this tidal wave of developers to 

happen, and it scares the shit out of me. That's 

because it's going to go full cirde again, and a lot 

of those people are going to end up in trouble, 

because starting their O"M'I company, as everybody 

here has found, is hugely difficult and time 

consuming. The great thing about it is that all the 

creative moves that have to happen will come from 

those small development groups. The publishers 



making them a huge amount of money, but...mere 

are the new products going to come from? Where's 

the new Command & Conquer or the new Quake? 

All the new styles that have to come to draw more 

people into the industry; the small independent 

groups will do that 

AG: Tha(s wha(s excmng about If, too. ! still play 

games occasionally and I love It Vvhenever you get 

a blip like this, It's the best. because as a gamer 

you know that within six months or a year, you are 

going to get something you've absolutely never 

seen before, and that is what keeps me coming 

back. OtherwISe It Just gets stale. 

MW: But you guys were at E3 - how many of you 

can say that you saw something neN? 

PM: ! don't think there is much new stuff coming 

along but you know there's going to be. At the next 

E3, or possibly the next ECTS, we're going to start 

seeing some new stuff from those independent 

groops. There is technology which the big studios 

aren't motivated to create. The fear of where the 

next meal comes from - or if you are going to 

survive - is the best motivator fOf creating a great 

product. You've got these huge studios filled With 

millions of dollars, and they are lUst there to create 

the next game, the next one in the senes. There's 

always going to be a place for them, but we need 

the small developers to actually create the originals. 

AG: Like EA Sports, they make the best sports 

games in the world, and they - arguably - get 

better and bener every 'y'(!ar. But it doesn't push 

anything. It's like tuming out the new Ford Taurus. 

Lifestyle choices 
Edge: Going back to the nature of going 

indepenclent. you talk about creative 

freedom. but looking at it cynically. how much 

can be attributed to personal financial gain? 

J5: I think if we all wanted to be really wealthy we 

PM: Oh Jez! If it wasn't for software I'd be a poor man working in some office. 

J5: Just look at our representation on the stock market; games companies are not as 

successful as many other businesses. We are mainly doing ilia creale good games, and if we 
can make a living then tha(s great. 

MD: You're talking about the rnoltvation for breaking away being financial, dnd in some 

respects you're ri~l Part of my motivation was t wanled 10 be on royalties. and working 

in-house you're not going to be on royalties. You don't want to be churning out more money 

for some huge corporation. Tha(s why WIth our company we've given royalties to our 

employees, and thal is one of the things we are very keen to do. 

MW: No self-respecting developer is going la do thIS for a salal)' for vel)' long. 

J5: We pay royalties 10 every person In the company, and some of the teams that have had 

hits have done extremely......et Some of them have bought houses With their royalty cheques. 

AG: I know people who have been slogging i!NI6'f and have done four or five games, and they 

are still waiting for that royalty cheque. 

J5: They have gol to choose the good developers then. If they are going to work for someone 

efse they have got to choose someone who is going to reward them properly. 

PM: Everybody here is in some way involved In small development houses, do you see 

studios being traiOlng grounds for future employees? 

J5 : 1 think it is inevitable Ihat that happens. I mean from our own experiences, there have been 

people who have left us and started their 0'M1 thing. Sometimes you can hang on to them for 

a few years, and lhen somellmes they gelllchy feel and it's time to move on. 

TG: I wonder whether that's harder from a smaller place, because there's always going to be 

someone In charge and It's not going to be left so much for a team to do their own thing. 

PM: I(s much more exciting in a smaller place - you see everything that is SOlng on, you see 

everything la do with the game design, you get invoJved in every single area and IT. is just greal 



AG: That counts a lot, too, because I think it's important that every person who works on that 

gets involved and is given recognition. The biggest advantage of working in a small studio is 

that you get to meet everyone and you're counted as one of the team. 

JS: But there are advantages in having a larger development group as well. You get to play, you 

get to experiment, you have got the resources not only to be developing games that are for the 

current market. you can take a step back and think of what the next generation are going to be. 

Half of our company is in R&O and we develop games for sometimes one generation beyond 

where we can see, and we develop technologies that we can't even think of a use for yet. but 

we know they are going to be good. 

MD: R&O shouldn't be about technology, it should be about innovating gameplay, ne.v game 

concepts. Everyone is funding R&D and they are all going for technology, nobody just seems to 

be saying. 'Create ne.v ideas'. 

JS: The engine delivers the game, and so you quite often have to get the engine running first 

before you can even think about what kind of game you are going to do when you have got 

those capabilities at hand. 

MD: You get the engine guys in and an they're interested in is the polygon count The latest 

technology always seems to go into the stalest gameplay 

TG: It's better to design the engine for what you want to do. 

Edge: Do you think ifs true that publishers nowadays really only want 3D games? 

Is 1D gaming really dead? 

AG: I don't think that 20 is dead, but publishers do. 

JS: Anytime there's been a 20 game someone like Sony have said, 'We don't want any 20 

games on our platform'. Like Worms a couple of years ago - Worms was a great game but 

Sony didn't want it on the PlayStation and then they gave in after a while. 

PM: I think it's getting less of an issue since the 3D is getting so beautiful. and it's much less 

about these square things that vaguert look like people and is much more about environments 

that are real. 

JS: Or abstract .. 

Edge: Even now sprites are being used to create successful games. 

PM: Exactly. We're really anal in this industry about 3D, about our polygon counts and our 

framerates and what systems we are using. And suddenly something like Commandos comes 

along - and if you talk. to a kid who has played it, they love it and they think the graphics are 

great, and they don't appreciate that it's just a sideways scrolling thing that I could program 

overnight. But that doesn't matter; it's cool because it looks beautiful and it's a good game. I 

think it's scary, with of all the technology tha?s going on - look at the 3D cards coming out 

AG: It's kind of liberating. too. I remember thinking a couple of years ago about what we're 

working on, and I was like, 'It can't be done, it's impossible: and al! of a sudden it could 

be done. I've got a couple of ideas in my head that right nO'N are impossible, but in two 

years they won't be. 

PM: I guess so. I think you start filling in more of 

the stuff in your head. 

lG: The problem is that it takes away from the old 

days when you used to imagine it all, the old text~ 

based adventure games. And the thing is. when 

we're making these games, we've got to be 

confident enough to be saying that what we've got 

in our head is better than what they've got in theirs. 

Which is Cl very arrogant thing. 

JS: But publishers don't tend to believe that. You 

tell them a great idea and they will SiJy, 'Well, we 

have seen lots of great ideas, now shO'N us the 

game: And then you have got to take a risk and do 

a certain amount of it and prove to them. and 

they've got to be able to play it before they get it. 

MW: Unless you've proven yourself. 

AG: And even then sometimes, if your idea is 

considered 'wacky' they're still going to be sceptical. 

PM: Absolutely; it was true with BlaCK and White. 

The first time I mentioned the idea to EA they 

didn't get it I thought. 'Hmm, this is a bit worrying: 

Edge: Thafs pretty true of many of your 

games, though .. 

PM: Yeah, that is true. 

MW: Most of the guys in these publishers that are 

making these evaluations, though, unless you can 

say, 'tt's just like this ... ' 

JS: Yeah, it's like QuaKe meets Tomb Raider .. 

"If there's a certain game that you really want to play, 
the only thing to do is to make it" 



AC: ... and they go, 'Oh, okay: 

PM: But you can't blame the publishers for that If 

someone comes up to you and shows you a game 

there's an irresistible urge to say, Well, what's it like? 

AC: At the end of the day, I know it sounds terrible, 

and I kna.v the publishers make a lot of money 

and all that stuff, but they are putting a couple of 

milllOr'l dollars into a hole. They have no due 

.....hether something's going to come out the other 

end. So if they ask for some justification at the 

beginning, I don't have to ask. why. 

PM: But that shouldn't go as far as saylng, 'Make it 

more like this: 

AC : No, absolutely. 

JS: The best experience we ever had working with 

a publisher was signing up a near-finished game, 

because we got to do it all ourselves and we got to 

make all the creative decisions and not have 

someone saying, 'Make him red instead of green' 

and stuff like that, stuff that was irrelevant 

MD: That's the luxury of having money in the bank! 

Meman le reality 
Edge: Touching back on the subjed of 3D, it 

seems that game designers are striving hard 

to aeate these fantastical visions of alternate 

realities, when one of the reasons GoldenEye 

was so successful was its realism. There 

seems to be a real misdirection of energy. 

MW: It's hard, because you get your level 

designers asking. \'\o11e re's the ambition in that? 

W"lere's the talent in making a hallway? But people 

really do like that 

PM: But how does that fit in with the three-man 

teams we were tal ki ng about, when we have to 

worry about leaves bting around in the street? 

IS: I can't imagine many games being done With a 

three-man team. I can imagine innovative new 
concepts being done with a three-man team. The 

smallest team we have IlOY'I is 11 people, and 

typically they are much larger than that Even if they 
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start with three people, they end up being ten or 15 people by the end. 

Edge: look.ing around the show, it appears that everyone is reaching a similar 

technological plateau. 

PM: I really think the games that we are seeing at the shoo right now, -.vith very few notable 

exceptions, will look incredibly primitive compared to the games that will be coming out in two 

years. We really are on the ·edge of a revolution. 

JS: But we've always been on the edge of revolution .. 

PM: That's true, but this time we are actually dealing with mechanics, real physics and real 

enVIronments, and that is just scary. 

AC: And that's all it takes, it is getting to that level Vv11ere you can have the real physics and 

you don't have to worry about collision spaces anymore. And five million polygons! I'm never 

going to use that many! Well, within reason .. 

IS: Never say never. There's never enough memory and there are never enough polygons. 

AC: But five million is a hell of a lot. you could do a lot with that. right? At some point it will 

become an issue of putting fUll on faces. 

JS: Even on the most powerful hardware that you can get today we're still limited. We still 

design games around what the platforms can do, we will never reach a point where the 

platform will do everything we want 

PM: How does gameplay fit Into all of this? We just had a teo-minute conversation about 

leaves and fun on laces and we didn't mention gameplay at all. 

JS: It's that ethereal, vapourous thing that you Just can't nail down. 

AC : It's fun. That's what it comes demo to, that one word. If it's not fun It'S oap. 

MW: 1 played Marble Madness for two-and--a-half hoors recently. That's gamep/ay - there 

were no leaves at all. 

MD: It's that 'fun' element that causes slippage, though. you can't milestone fun into the 

design. 

AC : But you don't because it's either fun the second you think of rt, or it's not fun at all. 

MD: That depends on the game, if you can't play it untilit's finished. Imagine CBC with only 

two UM types. 

AC : The idea was fun when they thought it up, though. 

MD: Those are the games you've got trouble with, because you've got the idea, you take the 

idea to a publisher, they see it, the game's still not fun even a couple of months from the end. 

Yaa! cutture 
Edge: Expanding on the subjed of fun, everyone's talking about appealing to 

mature gamers, but what about the kids who we used to be, what are they playing? 



lG: We're all kidsl 

PM: We've always been garners making games for garners, and we're all getting old now­

some of us older than others, unfortunatety - and so are the games. But you're right, there 

doesn't seem to be the same talk about kids of eight playing games, they're playing Resident 

Evil 2 and things 

JS: We don't tend to aim for games for the mature audience - although we are domg one, 

Kanaan - most of our games are for the young. Croe was designed fOf the ten-year--olds, and 

we sold loads and loads of Croc to young garners. Noo we are doing vioIef"It, older games as 

well. but we do like the young market We came from the Nintendo world originally and we 

like to pitch our games more for the family. 

MD: I don't think many reviewers understand that, because they review a game vefI( poorly 

and really it would be spot on for a younger audience. 

JS: Yeah, Croc's a great case In point It sold very well and it sold to the exact audience we 

intended, but most of the magazines didn't get it We went fOf the young market, which Sooy's 

now noticed a year after and has a slew of new releases for that market. 

MW: We JUst shipped.Jazz Joduobb/t 2 In the States - obviously a kid's game - and Next 

Generation beat the hell out of It That reviewer hasn't played a kid's game in ten years! 

Edge: Tying together the subjects of kids' games and realism, does anyone find it 

disturbing that C;oldenEye is sellinx so well on the N64, a machine that is popularty 

perceived to be a child's toy? 

MW: But those Iods are getting older. Nlnteodo's larget age fl(Mf I think. is 18, wtnch is four years 

"But sex and violence \,e 
really easy to portray. Try the 

TG : I am really dISturbed by some of the re<ent 

games that have been about in firstperson. They 

seem to be getting very realistic. and I know that it 

is for a mature gamer so fair enough, but do we 

really want to re-enact the life of a psycho? 

AG: Do you think that as the games we make are 

getting more and more realistic. and 'Ne're having 

someone rip a leg off and beat someone to death 

with it, do you really think that when an ll-year--old 

kid gets a sniper rifle and goes and sits in a tree 

and shoots at school mates, we are domg that? 

PM: There were always kfds like that look at 

Jesse James - he was 12 and he shot the shit out 

of 20 people, and he didn't have a computer 

game. Just because a kid rips someones leg off on 

a computE!( game doesn't mean he wants to go 

and do It to his brother. 

MD: There is this perception that the fact that it is 

interactive makes it somehow more Influential. 

AG: If you watch somebody killed on TV, you watch 

somebody killed on TV, but if you go and kill 

someone, I think the argument is that you chose to 

do it, you chose to shoot that person 

JS: We're training kids to be aJ(e murderers! 

EdXe: Why is it that 'm.ture' has to equate to 

'violent' in tenns of game design? 

MW: l3e<:ause we can't do sex well yet 

PM: You can't dO sex in an American game at all -

Americans are so prudish It's unbelievable. 

AG: Look. at Grand Theft Aura, banned everywhere, 

but that was a fun game to play. You machine gun 

police - in the States this is actually a problem! 

PM: And so they thought banning GTA would solve 
the crime rate? We are still yet to discover 5eJ( in 

computer games, other than Tomb Raider that loby 

did, sex hasn't been done at all. 

Edge: It's not just about sex. and violence, 

is lt1lhefe are elements of emotion that 

could be introduced, to enhance the 



At: But sex and violence are really easy to portray. 

Try the subde interaction of adults 0VeJ a dinner 

conversation, it's almost impossible to get. 

TG: Some of it is being done slightly wrong. where 

it's trying to go towards more and moJe realism. ! 

don't think that's ever completely adllevable. It's a 

lot like cartoons - caricature is actually what you 

need if you want to make a strong cartoon. 

PM: It's going to be so interesting when the 3D 

stuff really takes off, because then we WIll have the 

enVifonments to actually show the emotions. At the 

moment all the cnaracteTS we do don't have a face, 

they just have this flat thing, which isn't showing 

any emotions at all. 

Tt: We have faces in our new game. 

PM: Really? 

Edge: Taking it to an extreme, will we ever 

see a game that makes the player cry? 

PM: Final Fantasy VII made people cry. 

J5: Yeah, many RPGs have emotional responses. 

AG: I remember playing a text-based game when I 

was it kid where you have a robot sidekick which 

saaffices himself 10 save you. I totally wept 

PM: I wonder If >pJ'd have felt the same emotion 

If it had been visual? I don't think so. Text 

adventures are the best interactive movies. 

AG : They're so much fun! 

PM: They're a rea! bore to type, though. 

Edge: So what do you need to do to start 

triggering the~ emotions in gameplayers? 

MW: vou have to have characters that you care 

about. that aren't disposable and that respond. 

PM: H(MI many films have you seen recently 

with characters mat you really care about? These 

are scriptvvnters mat have been doing this for years, 

and now we have another expertise that 

we have to put in. I'm looking forward to doing 

it but it does scare the hel1 out of me. It is not 

just a I'Mtch of an eyebrow or the widening of the 

eyes. it is a lot more man that If we are talkmg 

about real emotIOns. 

MW: A lot of UlIngs that make you care about the 

character aren't very fun to play. 

AG: w'en learning to care about a person 

you don't do It in 40 hours of gamepjay, you 

do it in the time you spend with the person plus 

the time you have irNay from them to reflect on 

them as well. 

A lot of things that mak 
the character aren't 

PM: I have to say we are actually talking about Black. and ~ite here, but I don't want to. 

You can wipe that off the tape if you like .. 

MW: 'Coming soon from Lionhead!' paughter] 

Wh.rs the story 
Edge: We're talking about buildinl a character, but it does 10 back to the text 

adventure thing. it's about storytellinl. That was Final Fantasy Vlrs real strength. 

PM: Tha(s it You played It for 30 torturous hours and then one of tile main characters popped 

her dogs and It was bad. 

AG: In FmoI Fantasy you meet somebody and talk to them and you then leave them and you 

have time to reflect, and then you come back to them. And I think really It is the time in between 

that really does It. And in a game when you deal with a character constantly, shooting. jumping. 

runmng. you don't necessarily have a chance to do that you can't grow with that character. 

JS: Let's not get carried i!Niay here. Games aren't all heading into emotional depth and stuff 

!le that There are equally good games that have no story. or no back story, Of no characters 

you need to actually have an affinity With. We're talkJOg a certain category of game here that 

emotIOnal development and storytelling is a part of, but equally there is a huge market in 

games that don't need a story. 

AG: d"lfis CrawfOfd said something interesting: in the games industry, if we sell a million Copies 

we run around saying we're happy, we made a lot of money. And the other six million people 

who have computers In the US aklne didn't buy one. 50 why are you so happy, you hit one 

sixth of your market? We need to start making games that the general person can identify with. 

MW: LJke Deer Hunter? 

PM: What is the most played game in the 'NOrld? 

JS: Solitaire - you get it free with eoJerY computer. Or how about Minesweeper, the second 

most played game? 

PM: How many people do you think 'NOU1d ento)' a game if you could SIt them down and 

strap them to a computer and teach them how to play? The games 'Ne're making at the 

moment just aren't appealing to the right people. In a klt of ways it's because they're too 

sophisticated. The generation that we are making games for, unless they are dedicated garners, 

are the generation mat watches MlV and surfs through channels and has an attention span of 

mat much, and a lot of games we make lust don't cvt it 

J5: I agree. I think we have to realise that as much as we've all said we love writing games we 

'NOUld love to play, we are not the massmarkel 

MW: But start looking-at the massmarket; that's where Deer Hunter comes from, where the 

Spice Girls come from. Do you want to make Spice Girl music? 

JS: I think Tetrts has proved mat you can do games that berome universally appealing. 

PM: There's one game round this table that one of us did that really broke the boundanes, 

and that was Tomb Raider. 

JS: But even then only three million people bought it - which is a huge amount of people, 



AG: But's lha(s funny, because the other four minion people didn't 

Edge: Do you think that this huge, untapped PC market needs to be treated to some 

dassic. diched console lameplay? 

MW: But what developer wants to dumb their game down to appeal that audience? 

MD: I(s difficult to find the motwation to make a game that your mum's going to want 

JS: I(s also a platform thing. There is no ubiquity of platforms, the PC market is constantly 

moving.. the consoles are cyclic, and until there's a universal platform you can aim at, like there 

is In the CD and VHS-player markets, you just don't have a target to aim for. 

AG: But if you're making music, an the CD is, is a transfer mechanism. The quality of the music 

on the CD doesn't depend on the delrvery mechanism. whereas in our case it does. 

JS: Let's be fair for a second, we all love high-end platforms, we love them because we are 

excited about technology, but we don't need platforms. If there was a hundred million 

standardised platforms out there we could develop great games on those platforms. 

Edge: Surely if everyone was writing for the Wintel platform and aimed for a PIOO 

not a P400, it would be that ubiquitous platform? It's also something that Project X 

aims to oHer. 

JS: I don't know about PrOject X. I(s a bit of interactivity on a DVD player. If they suddenly 

become a dominant DVD platform, then there's an opponunity for us all. But if they want it to 

be vievved as an interactive platform, then its competing with people who are dedicatmg much 

more hardware to interactivlty. 

AG: I(s neat though, because they're not talking about polygons. 

JS: Having a lot of CPU power is difficult if it's fragmented. 

PM: I bet we are going to end up With some very simple games, which""';lI be really interesting. 

Because it is a DVD player people might play it that have never played games before. 

Edge: WIIat you're ultimately saying is that you want to break into the massmarilet 

PM: We have to stop making these insanely complicated games - or make it so that the 

games are insanely complicated when people want them to be. I bet that If you could 

persuade anyone who would never think of pldying to sit down and play Quake, they would 

love it. If you could further sit them down and get them through all the rubbish and icons of 

Command & Conquer they would kwe that, too. And so that is the only major barrier that we 

really have, and true we don't want to dumb down our games to make them like this 

playschool-like approach, but 

Act: 'M1at if we just had a much Simpler control 

mechanism? I know this IS totally diche, but what if 

we just had a big helmet with an infinite resolution 

that was totally crisp, where evel'fbody could use 

their hands. I mean you could make some pretty 

complicated things - just walkmg In the street is 

pretty complicated. You could make some pretty 

complicated games where people could pick things 

up and put them in their backpacks. 

MD: lha(s when we become massmarket, in SO 

years' time there is no Hollywood, there is no 

interactivity, they're one and the same thing. 

Act : Games are complicated because you want 

them to do more than just 'push the button'. 

PM: The interestlOg thing that Philips did was to 

produce a ioypad for the home which was this 

massive great thing With three huge buttons on. 
And that didn't work. One thing I would love lllOfe 

than anything else, is speech recognitioo. If you 

could actually talk to a gamer, speak to a gamer, 

communicate to a gamer. 

Act : Tons of people send me emails going. 'Hey 

have you thought about puttmg voice recognition in 

your games! and I went 'No', because I need all 

the CPU to render all the graphics. 

PM: We I, even If you had all the CPU it soli 

wouldn't be enough. No one has done it, no one 

has cracked it 

MD: Have you seen Saturday moming TV shows 

INhere you phone in and you control the character' 

There are people on the end of the phone and 

someone in the studio 'Nith a joystick. controlling 

the character, doing the I"TlC1\'e5 .. i(s just too slow. 



The delinilive monlh ly mmmenl of Ihe world 's lalesl videooames 

Gel real 
r:1 ealism: a seemingly harmless word which 
W must cause countless headaches within the 
developing community. AS rapidly evolving graphics 
technology has allowed visuals to become more 
detailed - and hence better emulators of the real 
world - garners have expected the structure of titles 
to match these aesthetic advancements. 

Wou ld Go/denEye have been as immersive had 
it featured fantastical alien landscapes instead of 
believable, realistic environments players could 
relate to and interact with? What if you weren't able 
to shoot guards through windows, or take them out 
with a carefully aimed bullet as they stood ready to 
hurl a grenade in your direction? The resul t would be 
a game of only half the value 

It'S an aspect that is emerging in all areas of 
videogaming. The key word in racing games these days 
is also reali ty. Gran Tuflsmo may have delivered sim­
like aspects to the console-owning masses but by that 
time Codemasters' TOCA Touring Car Championship 
had already been selling astonishingly well (given Its 
highly technical, very specialised nature), and at the 
time of writing currently tops the charts in its Dual 
Shock-compatible Platinum format. Furthermore, the 
recent Galin McRae Rally continues the t rend to 
recreate the behaviour of a real vehicle via a joypad. 

But creating a realistic game requires more than 
an advanced physics model. Anyone with a doctorate 
in physics and a degree in programming should, in 
time, be able to do that. They'd probably end up with a 
very competent driving Slm, but even the world's most 
advanced simulator fails to be more exciting than the 
average motorway drive. The trick: IS to implement 
such a model seamlessly into the game's overall 
structure to maximise its gameplay potential. This is 
what Grand Pr;x Legends (see p82) manages to do so 
well. And this is where no amount of univerSity 
education can help. because there are no gameplay 
courses available to the budding student. Gameplay is 
not a definable science, it can·t really be pinned down 
or transcribed into a textbook. It just is. 

In Metal Gear Solid there are countless occasions 
where you can be stood facing a guard who, in real life, 
would spot you in an instant - but, because of artificially 
restricted perception, he remains unaware of your 
presence. This is a necessary compromise between 
reality and playabili ty. HOw infuriating would MGS be if 
the terrorists boasted 'real' senses? Snake would be 
dead the moment he stuck his nose around a corner. 

It's a delicate balance that. until new methods of 
controlling your onscreen counterpart emerge, is likely 
to keep developers reaching for the paracetamol. 

..-r~n:n:::~ ...,..,..."..-----

Metal Gear Solid (left) and GP Legends (centre) are two games incorporating new levels of realism. 
Codemasters' popular meA (right) was one of the first PS racing games to adopt realistic physics 

Videogames on tne Edge 
Th is month's schedule-disru pt ing quar tet .. 

Grand Prlx legends Metal Gear Solid 1943 Sega Rally 2 
(Sierra) (Konaml) (capcom) (Sega) 
[)espite trem~r)dous effort, A carefully placed C4 Arguably the Dest of the Soon to hit Dreamcast, 
Edge still has some way charge, a remotely guided triO offered by capcom's 5ega's coin-op sequel to 
to go before memonsing missile or a simple throw first retro collection, one of the most enjoyable 
the dreaded Nurburgring into a lava pit. So many 1943 is as playable now ral ly games ever continues 
track. One lap Without a ways to diSpose of enemy as the day it first landed to impress with its highly 
crash is di fficult enough soldiers, so little time. in the world's arcades. technical nature . 
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Given the extreme amount of dialogue, players would be best advised to 
pass this Japanese release by and wait for the US version on October 21 

Given a telescopic lens' 
set magnification, the 
sniper rifle's zoom level 
cannot be altered. It's 
another realistic touch 
and a great addition to 
a superb weapon range 

n or such a high-profile game, Metal 

.. Gear Solid is initially disappointing, 

its slow pacing Imparting a distinct sense 

of disil lusionment. Yet soon enough you 

realise that this is Konami's way of easing 

you Into what is a very different game to 

what's currently available on Sony's 

machine or indeed any other platform. 

Ignore what the Japanese packaging 

states - MGS is certainly not an action 

game. Anyone adapting that sort of 

strategy is unlik:ely to get past the initial 

credits wi thout losing a life or two. 

The plot runs thus: As Solid Snake, 

your mission is to infiltrate a 21st century 

Alaskan nuclear weapon depot (currently 

beSieged by the infamous FOXHOUND 

terrorist organisation) and regain control 

of the situation. Once a government­

controlled outfit (which counted Snake as 

one of its members) engaged in highly 

delicate covert operations, FOXHOUND 

now comprises bitter, mentally unstable 

individuals who have undergone 

MGS's use of a high-angled camera (top) reflects Konami's understanding 
of playability and is reminiscent of the original Sbit Metal Gear games 

substantial alterations to their basic 

genetic code as a reSUlt of top-secret 

government-instigated experiments. 

Naturally, all are encountered at 

variOUS points d~r ing the mission and 

they all possess differing attributes, 

therefore requiring a different approach 

in order to dispose of them. 

There are good guys, too, of course. 

Throughout the entire game, Snake can 

count on the support of numerous 

characters via radio communication who 

provide vital information during 

important confrontations. And at several 

significant points during his mission, 

certain ind ividuals offer assistance 

which, depending on the situation, can 

be anything from plot revela tions to 

artillery backup. 

MGS does not like to be rushed. It is 

a very specifically paced title and arcade 

heads are likely to find its unusual tempo 
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Format: PtaySt ation 

publisher: Konam; 

Developer: In-house 

Price: ¥5,800 (£25) 

Release: Out now (Ja pan) 

Overall detail level is inspired - note 
the console next to the PC (above) 

On one level, the guards use the toilet with alarming frequency (above); 
some wash their hands, some don't. And yes, the hand dryer is functional 

a little unsettling at first. Ideally, every 

move is planned in advance, every 

potential passageway investigated, the 

guards' patrols studied and security 

cameras located for any opportunity that 

allows progression without potential 

detection. Should detection occur, Snake 

must evade the enemy's limited 

perceptive range for a specified amount 

of time before things return to normal. 

Thankfully, the majority of locations allow 

plenty of hiding opportunities, and so 

long as Snake remains quiet (guards are 

also alerted by unusual sounds and are 

therefore likely to investigate their 

origin), after a tense, seemingly 

interminable wait it's rela tively safe for 

Snake to continue his quest. If, however, 

hiding is not an option, then guards can 

be gunned down, used as punch bags or, 

more interestingly, as human shields 

against~he i r colleagues' bullets. 

The game's unhurried nature is 

further reflected in the numerous 

cut-scenes. These feature some 

incredibly cinematic sequences with 

multiple camera angles, motion blur and 

other effects, and reveal major plot 

developments. They are also some of the 

longest examples yet seen in a 

videogame - over ten minutes' worth is 

not uncommon - and explain the 

necessity of the game's two-CD format 

considering their quality, the 

graphics are also likely to occupy a 

substantial chunk of the available storage 

data. Other games may boast visuals of 

higher resolution but few can cla im to 

display as believable an environment as 

MGS manages to convey so successfully. 

It's all in the detail - the soldiers, for 

example, sport different yet realistic 

-u"niforms depending on their role, from 

the Simplistic, blueish/grey appearance of 

the light infantrymen to the 

understandably thicker, baggier, mint-

green look of the arctic warfare troops 

Elsewhere, a PQlicenauts (one of the 

earlier games from Hldeo KOjlma, MGS's 

director and producer) poster - complete 

with the Konami logo - adorns the wall of 

a control room and a PlayStallOn·like 

console (including Infra-red joypad) sits 

next to a computer and its wide screen 

monitor. Toilets used by the occupying 

soldiers are littered with cigarette ends 

wh ile those in the prison cells reflect 

their dubious hygienic status by having 

maggots happily crawling all over the 

enclosure's floor. 

It is odd, then, that Konami shOuld 

choose to erode some of the realism it's 

Keer an eye out for 
wal sections that can 
be destroyed using C4 
explosive, The square 
button sets the charge; 
once in place, stand 
back and press circle 

Although used here for dramatic effect. thermal goggles (main) prove 
crucial during certain sections, as do their night vision equivalent (inset) 

.. 
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In practice, many 
situations benefit from 
prior assessment using 
the scope's P.0werful 
zoom capabilities. 111e 
abili!), to freely switch 
to a first person view is 
equally remarkable 

Even the training mode 
is good. After beating 
the ten levels once, the 
time attack and gun 
shooting modes follow 

worked so hard to create by representing 

weapons and ammo as noatlng. rOtating 

boxes. A ffi()(e Important failure In thiS 

department. thOugh, concerns enemies: 

you may have painstakingly crept up to 

soldiers. grabbed and dragged them 

away to a secluded corner in order to 

qUietly snap the,r neck, and yet they 

regenerate once Snake returns to a 

room, Shattering some of the real· 

world illUSion. But while some of the 

game's other aspects are also 

unrealistic, Edge understands the 

need for things like artificially reducing 

the soldiers' perceptive range In order 

to retain maximum playabllity (see 

Testscreen IntrO, p77). 

MGS is all aoout atmosphere and 

Konaml's masterpiece is as sonically 

accomplished as It is graphically. AS the 

game's nature allows little chance of 

rushing things there is a sense of 

perpetual tension present in the 

proceedings and It IS excellently 

complemented by one of the most 

atmospheric musical scores ever heard 

in a vldeogame. From the simplistic yet 

evocative melOdy at the start Of the 

game to the fast·paced themes dunng 

the action sequences, the mUSIC 

Just when you think you've seen everything. MGS introduces a new 
gameplay aspect such as the repeated use of the circle button if Snake is 
to survive an unhealthy dose of shock therapy (above), Some bosses use 
telekinesis (top left), while elsewhere manots feast on a corpse (left) 

accompanies the onscreen developments 

With Impressive competence. Even a 

Fleetwood Mac-esque track somehow 

fits In perfectly. 

Ultimately, Metal Gear Solid rewards 

players in a way only a pitiful number of 

games do. Just when you think there's 

nothing else that It can do to surpnse 

you, along comes a Situation that 

requires a new use for a weapon, or an 

alternative application of a familiar 

Confronting Vulean Raven (above) is 
a genuinely stressful experience. Cut­
scenes are wonderfully filmic (right) 

button. Until the game Is finished, itS 

gameplay elements continua lly threaten 

to change, ottering players new 

challenges to deal With. 

While it lasts, then, this IS one of 

the most compell ing and satisfying 

experiences PlayStation owners 

are ever likely to expenence. 

Nine OUI of len 
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Naturally, all of the cars 
from the 1967 season 
are perfectly recreated 
- expect legendary cars 
such as Jim (lark and 
Graham Hill's Lotus-Ford 

. :.49 (top) as well as the 
Ferrar. 312 (centre) 

82£DG£O 

GRAND PRIX lfGfNDS 

Papyrus' game captures the essence of the sport during the 1960s in a manner that should 
prove irresistable for Fl fans. Everything is recreated with realism and playability in mind 

n ince its European release, the 

I:iI PlayStation has had a consistent 

stream of arcade racing games far 

superior to anything PC developers seem 

able to come up with for their machine. 

Titles like Screamer Rally may have 

dramatical ly improved matters but the PC 

still remains some distance behind the 

console arcade racing scene. having 

instead dominated the simulation end of 

the market With superlative ease. 

Then came Gran Turismo, the finest ­

and most playable - blend of arcade and 

simulation yet seen in a motor racing 

title. While PlayStation owners have 

(understandably) run around excitedly 

shOuting 'GT in the general direction of 

PC owners, the latter have remained 

imperturbable. calmly pointing out the 

existence of 1995's Grand Prix 2. A full­

fledged sim maybe, but one of the most 

engaging examples of its genre yet. 

And now, having overtaken countless 

contenders, Papyrus' delayed effort is 

finally nn'ing up alongside Geoll 

Crammond's finest at the front of the 

grid, with a superb recreation of what is 

arguably regarded as Fl's finest era 

,~,----

1967. A time when the sport was 

uncluttered by corporate sponsorship. 

drone-like drivers, a safety-obsessed 

governing body and - perhaps more 

importantly - downforce. 

This should be the first thing the 

majority of F1 sim fans will notice. Turn 

off the driVing aids - they interfere with 

the realism. Go Into a corner at the 

speeds allowed by tOday's 700bhp 

winged machines and WIth luck you'l l 

oversteer, giving you the illusion that 

enough opposite lock should bring the 

back end into line. ThiS is. of course, 

nonsense. Chances are that by the time 

you notice it, you'll be heading gearbox 

first into the nearest fence. 

But rather than oversteer. the 

majority of GPL virgins should encounter 

the rather more troublesome aspect of 

understeer. Without a front wing forCing 

the front tyres into the tarmac. the car 

heads for the ~eOlrest barrier. To brake 

now could be fatal. you have to hit the 

brakes on the straight before the turn. 

In fact. braking is another problem 

altogether. By today's standards, applying 

the velocity reducers in a 1967 F1 car 

does little in terms of affectmg its overall 

speed. It wouldn't be an exaggeration to 

say that GP Legends requires modern 

braking distances to be tripled. unless 

you want to meet Mr understeer halfway 

round the corner and tip off a front wheel. 

This is not to suggest that in 1967 

F1 races were held near the local 

arboretum, rather the circuits were a 

little different. unlike the ever-growing, 

near phobia- indicative. list of safety 

features that must be met by all of the 

16 tracks constituting today'S F1 season. 

race circuits in the '6Os constituted a 

smooth strip of tarmac with a narrow 

grass verge either side of it, lined by trees 

or a ris ible fence, incapable of hOlding 

back an angry squirrel, let alone a car 

approaching sideways on, wheels locked, 

at 16Omph. Long open turns featured 

prominently. usually taken flat out. and 

chicanes were pronounced 'chickens' 

after the few drivers who favoured them 

But the circu its then all had one thing in 

common: they were exceptional fun 

while being extraordinarily demanding. 

The Nurburgring is a case in point' 

14.189 miles and 174 different bends . 



You'd be surprised how easy it is to spin (above) once realistic damage is on 
- the slightest rubbing of wheels with another car could end in retirement 

That'S JUSt one lap. Racing legend has it 

that no driver has ever memorised the 

entire course. Whether true or not, 

driving the full 1967 German Grand Prix is 

one of the most exhausting videogame 

experiences you are ever likely to face. 

with only 1S turns and 1.954 mites of 

tarmac the Monaco track may seem 

comparatively simple but is second to 

the NOrburgring as the most treacherous 

circuit of the' 1 on offer. Supreme 

concentration Is needed to survive 100 laps. 

GPL manages to capture all of the 

above with phenomenal aplomb. It 

features one of the most comprehensive 

physics engines yet seen in a racing 

game with a setup facility to match. If 

you know what you're doing, then feel 

free to adjust (among others) the level of 

toe-in, roll bar stiffness, static ride 

height, brake balance. steermg rallo and 

tyre pressure to SUIt your driving style. 

tn lime, powersliding round some of 

the more open turns becomes a cootrolled 

manoeuvre and a higher difficulty level 

may be advisable. Winning races at the 

highest setting, however, considering the 

advanced AI displayed by the CPU­

controlled drivers and realistic damage, is 

a tough, but compulsive affair. Winning 

the championship is beyood mere mortals. 

Visually, the game features superbly 

reproduced tracks and sumptuous 

scenery. More impressive stili are the 

cars, displaymg the same attention to 

intricate detail eVident throughout the 

.,,-
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Sadly, CPU players 
appear not to need 
to move their arm 
when changing gear 

The more outrageous crashes 
can even be saved as replays 

rest of the game. Naturally, this extends 

to the aural side of the proceedings. Each 

of the vehicles has its own particular roar 

but few things in life sound as impressive 

as the Ferrari 312's V12 screaming as its 

410bhp propels you down one of MOnza'S 

long straights. Understandably. the louder 

the speakers, the better the effect. 

Grand Prix Legends is a game 

offering a formidable challenge, ai1d as 

such is unlikely to convert arcade raclOg 

fans. It manages to mix terrific visuals 

WIth astoundingly realistic dynamiCS, 

resulting in one of the most rewarding 

car-related PC experiences ever. If you 

own a steering wheel add-on. that is. 

The result is pure 

vldeogaming elegance . 

Nine OUI of len 
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Format: PC 

Publisher: Sierra 

Developer: Papyrus 

Price: £35 

Release: Out now 

GrQnd Prix Legends 
replay options are fairly 
comprehensive, and 
allow you to view races 
from a couple of TV·like 
angles as well as from 
any of the other cars 
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Format: PlayStatlon 

Publisher: Square/EA 

Developer: SquareSoft 

Price: $40 (£2S) 

Release: Out now (US) 

Although Resident 
E~iI fans may well be 
comfort.ble with E~e's 
similar settings .nd 
gamep'l.y, Edg' Is not 
Parasite Evil, anyone? 

it: = 
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PoI'Gsite E~e's stunnin,looks and high produdion values should ensure that it wins many fans, but apart from 
its intriguing battles, those expectin, Resident E~iI-style thrills will find the pace far too slow and uneventful 

... Ithough Square likes to dub 

~ ParaSite Eve - rts first JapanNS 

co-production - a cmemattc RPG, to most 

eyes the term 'survival, hOrror role 

playing' would seem far more apt. With 

its contemporary police·versus·monsters 

setting and polygon charaCters set on 

rendered backdrops you could accuse 

the company of plagiarism, such are the 

likenesses to Resident Evil. Even down 

to the 'realistic' save points (here the 

typewriters are replaced by phones) and 

limited inventory - forcing you to store 

surplus items in convenient chests - the 

two games, initially, both look and play In 

a surprisingly Similar fashion. 

However, SQuare has far lOftier 

aspirations for Parasite EVe than a simple 

videogame version Of 'Day of the Dead'. 

Based on a popular Japanese novel It 

attempts to infuse its tale of a malevolent 

being able to manipulate and mutate tile 

cells C!f living organisms, with proper 

characters, plot. and movie·like pacing. 

The action of battling mutant dogs and 

rats is interspersed with plenty of 

exploration and conversation as the 

• 

game's rookie cop heroine (and only 

person whOse cells are immune to the 

mutation) - Aya Brea - slowly realises 

hOw her history and fate are intertwined 

with that of the cell-altering Eve. 

It's a laudable idea and one that 

SQuare has been slowly moving towards 

for some time now. Alas, in Parasite Eve's 

case, the term 'cinematic' seems to only 

apply to the visual aesthetic. While no 

opportunity has been spared in lavishing 

the game with plenty of glossy fMV 

sequences and atmospheric depictions 

of a wintery New York (courtesy of the 

company's new Hawaii-based graphics 

faCility), scant attention seems to have 

been paid to either the script or 

soundtrack. The voice actors in Resident 

EVil may have been some of the worst 

ever committed to CD, but the stony 

silence that punctuates the dry, 

onscreen text conversations here 

simply cripples any atmosphere the 

game might have had. Likewise. bar some 

eerie operatiC wailing, the musical 

accompaniment often seems completely 

at Odds with the onscreen action. 

Where the game really does prove its 

worth is In its combat: an ingenious 

system that neatly straddles both the 

turn-based and action camps. AlthOugh 

derived from the uSual Final Fantasy­

style Active Time Banle, where anacks 

can only be made once a character'S AT 

gauge has filled, Parasite Eve's battles 

are far more interactive. Although stili 

random, combat no longer switches to a 

separate screen and both Aya and her 

opponents have complete freedom to 

move anywhere Within the combat area. 

AS well as allowing the player the 

chance to dodge enemy anacks the 

game rewards tactical combat with 

greater damage being Inflicted the 

nearer to the target you can get. 

Despite its graphical grandeur, 

however, old hands looking for the sort 

of unexpected Story twiSts and high 

drama of SQuare RPGs gone by will only 

end up sorely disappointed by a 

predictable and lacklustre tale. 

Six OUI al ien 
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SPYRO THf DRAGON 
, ----------------------------------------------------------------------------------------

Spyro is visually impressive and ill good technical example of ill third-gen 
PlayStation title. Yet it lacks excitement - there's little evidence of the 
anticipation felt when entering ill new world in Banjo or Morio, for example 

lIS hildren will love Spyro the Dragon. 

.:I Thls!s a good thing because 

Insomniac's title has seemingly been 

developed solely for them. There's 

nothing wrong with this, of course, but it 

does serve as yet another reminder of 

Super Maria 64's supremacy in the way it 

bridges all age barriers, unrivalled in the 

field despite a strong challenge from 

Rare's Banjo-Kazooie. But despite its 

vibrantly coloured world and entertaining 

nature, Spyro's shallower gameplay 

prevents it from making the same claim. 

Ironically, this is due to Spyro himself. 

AS a young, four-legged dragon entrusted 

The flying levels require Spyro 
to destroy sequences of objects 

with the task of freeing his elders (some 

of whom sound particularly camp) from a 

potential future as a collection of stone 

statues, Spyro must collect gems and 

battle Gnorc's evil minions residing within 

the game's six worlds (each subdivided 

into six levels) before facing the steroid­

enhanced villain himself. Insomniac may 

have created a likeable character, but 

making him a four-legged creature has 

seriously limited Spyro's repertoire of 

moves. Whereas a biped can grab 

enemies, pull objects, climb poles and 

hold on to ledges, Insomniac's dragon 

can only run (which doubles as a 

headbutt attack). jump, glide and 

breathe fire. This invariably limits 

gameplay variety and affects level 

design, althOugh admittedly spyro's 

fire-breathing abilities grant him 

occasional different uses, such as 

lirpited manipulation of cannons and a 

rare, yet necessary, operation of a lever. 

Disposing of enemies is mostly a 

simple matter of charging into them or 

burning their backside, which can prove 

• 

repetitive after a while. Realising this, 

Insomniac has thrown In the odd 

variation or two Into the proceedings 

and it's refreShing to note that this also 

applies to levels late Into the game. 

While these fall to inject the sort of 

variety found in Mario 64, for example, 

they do save players from what would 

otherwise be a dreary progression 

through indistinguishable level structure 

with only cosmetic changes for variety. 

Graphically, however, It is difficult to 

fault Spyro the Dragon. The game's 3D 

engine handles the vast levels with 

remarkable smoothness and shows 

no signs of polygon folding, while 

maintaining a visual quality indicative of 

third-generation PlayStation titles. 

Mafia for the PlayStatlon? Well .. no. 

But It is a competent - if sometimes 

uninspireCl - 3D platformer and easily 

the best example of Its genre to 

grace Sony's 32bit machine yet. 

Seven OU! of len 

Format: PlayStatlon 

Publisher: SCEE 

Developer: Insomniac Games 

Price: £35 

Release: Out now 

Spyro's enemies are a 
varied bunch, but given 
the young dragon's 
limited range of moves, 
they can usually be 
dealt with by using 
one of just two attacks 
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Format: PC 

publisher: Groller 1nl, 

Developer: Frontier 

Developments 

Price: £40 

Release: Dui now 

Protecting humans from 
the virus does have its 
advantages (top) - they 
can be re-trained to 
appear later as power­
up-building scientists 

V2000 

. 
-. . . -

' . " 
i 

Lose a world to the enemy and it becomes a dark area, awash with flying adversaries (top right) - reminiscent of 
Defender. While underwater travel is different from airbome movement (right), currents even aHect craft handling 

D n an indUStry rife with regurgitation, 

It'S surprising that David Braben's 

much-admired 'SOs title Virus (aka larch) 

hasn't been plagiarised more, And now 

Braben and his Frontier team have 

brought the concept bang up to elate. 

The result is at the same time familiar 

and startlingly new, With its rOOts in its 

, predecessor but a design informed and 

Inspired by more contemporary gaming, 

In reality, the original virus was 

always more the critics' choice, But, 

using little more than the veCtor control 

system and thlrdperson viewpoint of 

the original, V2OCIO's realistic physics 

makes for some impressivefy freeform 

gameplay. There are over 30 inter­

connected game worlds and on each one 

a red virus is spreadln& distributed by a 

range of mutated, over-sized insects and 

mythical creatures as Intent on killing off 

the local populace as destroying 

evervt.hlng in their path. 

Rescuing humans is, therefore, 

usually your first concern. You can drop 

them off at a base, whefe they are re­

educated to become scientists, capable 

• 

---

Of generating new power-ups. These 

range from the usual array of machine 

guns and lasers, to seeker missiles, water 

cannons, and - best of all - a possession 

ray, whiCh SWitCheS control 10 the 

capture<! creature. With each of the 150 

creatures possessing their own 

movement system It'S a great addition. 

Extra features like this give the game 

scope far beyond that of so many PC 

titles. There's rarely a single way to 

complete a level - in one it's poSSible to 

drain the water to expose undersea 

creatures or simply bomb them, for 

instance - and hidden exits make travel 

through the worlds anything but linear. 

Nlntendo's style of multi-faceted world 

design has Obviously been an influence. 

The creawres Inhabiting the worlds 

are also worth a mention, Insect limbs 

move convincingly, creatures clamber 

over one aoother, while winged animals 

actually beat their wings realistically, 

even turning their heads before banking. 

Like the environments, they're a world 

away from the overly polygonal space 

craft of so many Other PC titles. 

It'S actually the control system, that . 

fundamental link between Virus and 

vaxxJ, that proves to be the weak spot. 

The learning curve has been smoothed 

out, with easy-paced early levels and a 

hovercraft mode that enables you to forget 

abOut the intricacies of vectored height 

control. But success soon demands 

switching to proper flight mode, where 

mastering the flight dynamics takes a lot 

of time and 3D targetting is simply a pain, 

particularly when attempting to pick off 

airborne rather earthbound adversaries. 

But while it robs V.2OC() of a sense of 

precision, the game is a pleasure to delve 

imo. There's so much to see, and so many 

ways to achieve goals that exploration 

and experimentation with weapons and 

gadgets becomes the prime attraction. 

Not Quite the sequel for the masses 

some may have expected. then, but 

certainly one that's true to the spirit 

Of the original. A fine return to 

form for Braben. 

E i O~1 OUI of len 
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Despite stylistic animation. the undead 
prous.nist is not overly imaginative ... 

... fter a surprisingly protracted 

IiI development period, it's pleasant 

to discover that Medievills not the vapid, 

yet attractive title early versions 

suggested. Al though its first few levels 

are misleading, perhaps nodding to 

simple Gauntlet-style fare in 30. its later 

stages are markedly more InvoMng. 

With FMV linG used to further the 

tale of Medievirs reincarnated hero, Sir 

Daniel Fortesque, players attempt to 

complete a largely linear sequence of 

levels, each possessing its own visual 

style. After the disappointing first 

encounters, later stages IntrOduce 

simple. yet engrossing puzzles. 

Meclievirs combat. too, matures from 

basic, elementary button-bashing to 

entertaining, even strategic. battles of 

will between the player and an eclectic 

range of onscreen foes. 

Though hardly its genre's finest 

moment, Sony Europe's game pays 

homage to Japanese adventure classics. 

Despite different environments and Its 

indigenous 'feel', it features set-pieces 

that wq~ldn't, put in context, appear too 

out of place in a Metroid or le/da game, 

Indeed, MedieviI features moments of 

".although the diversity of each level is really remarkable. No two stages 
look the same. If only all polvgon-based titles could be so adventurous 

genius, with simple gaming 'devices' 

used well. tt's refreshing to note that 

at least one western codeshop is aware 

of NCL's work .. 

Such moments of brilliance, alas, 

are too lew and far between. For every 

genuinely engrossing level, there are two 

that amount 10 simple maze negotiation 

and little else. In such areas, Medievil 

relies heavily on Its Stylish direction and 

.vi,Sual appeal. yet many players will 

resent these workmanlike, 'makeweight' 

levels. But, In many senses, these may 

almost help to increase the game's 

appeal, by lowering the player's 

• 

expectations to a level where even the 

most elementary set-piece or sub-level 

comes as a pleasant surprise. 

Medlevll, then, is a game that lalls 

between two stools. Well crafted In many 

respects, underdeveloped in others, 

it's certain ly one 01 the best 'arcade 

adventures' (as they were OI'lce known) 

available for PlayStation. But with SO few 

contemp6raries on sony's machine, It 

wins such praise by default and 

through Virtue, in equal measure. 

Seven Dui of len 

TESTSCREEN 

Format: PlayStation 

publisher: SCEE 

Developer: In-house 

Price: £35 

Release: Out now 

ptayers can return to 
previously completed 
areas via Mediev;fs 
map screen (centre), 
in order to find missed 
secrets and new supplies • 



TESTSCREEN 

Format: Play-S tation 

Publisher: GT Interactive 

Developer: N-Space 

Price: £35 

Release: Out now 

An all-male version of 
the eponymous Lara, 
Duke is still a fast­
talk.in~ wise-cracking 
gobshlte. But the 
ladies love him, right? 

Format: Play-Station 

Publisher: Namco 

Oeveloper: In-house 

Price: ¥S,8OQ.([2 S) 

.' '~elease : Out now (Japan) 

88 -EDGI!" 

DUKf NUKfM' TlMf TO Kill 

'it ne of the PC's original firstperson, 

.:.. shareware shoot 'em ups, Duke 

Nukem converted garners to its cause at 

an alarming rate, And following that 

game's reasonably sound translation to 

the consoles, GT Interactive has used the 

licence to create versions for both the 

PlayStation and N64, 

However, In the translation from PC 

to console systems, Duke Nukern TT/( and 

its (distant) N64 COUSin Zero Hour have 

shifted from the firstperson viewpoint to 

the thlrdperson. And - surprisingly - it 

works pretty well, with Duke leaping 

around Lara-style, hanging from ledges 

and dambenng over boxes. Both new 

verSIons of Duke are set in various 

time zones, wtllch for the PlayStation 

Incorporate Modern, Wild West, Roman, 

Medieval and Future. Thankfully the 

vanous tricks and traps have been 

deSigned to use each setting, rather 

than sticking to a standard formula. 

GUNDARl 

While a lot of the tasks .re 
strudurally similar to GunBarfs 
predecessor, new ,raphics and 
twoplayer fun justify the sequel 

a -unBullet owners are unlikely to 

1::.1 be surprised at GunBarrs (as in 

'GunBarrel') content. As a seQuel. it is, 

alter all, lirmly rooted in the (restrictive) 

-' 

Duke's new flame thrower is the 
ultimate wr( to barbecue bad guys 

Weaponry, meanwhile is as loud as you 

might expect from a Duke Nukem title. 

While graphically not the cleanest, TT/( 

is at least smooth, With only occasional 

glltches. The twoplayer deathmatch game 

pushes the engine beyond rts hmlts, but 

can prove compelling. Against high-end 

gameplay Of its predecessor With 

little room for extremist alterations. 

The procee<lings are therefore very 

sImilar to the original. reQunng 

increasing levels of eye~to-hand 

coordination to complete the tasks. 

While the oneplayer option provides 

short bursts Of fun, adding another G-Coo 

ensures frantiC, highly competitive action. 

It may not push the title's longevity into 

FFVlI territory, but it does prOVide a 

very enjoyable antidote to post-pub 

blues. Indeed, no doubt realising 

the twoplayer potential in such a game, 

this time around the emphasis is clearly 

on dual-gun antics, reflected by the 

numerous options available to ButCh 

Cassldy and the Sundanee Kid wannabes. 

Seemingly countless cooperative, 

competitive. and team battle modes offer 

every conceIVable combination. 

While by no means an essential 

PC titles, PlayStation games are starting 

to look disturbingly like Mega Drive 

fodder, but that doesn't stop TT/( 

being unexpectedly good fun. 

Seven Dui ol len 

purchase (particularly if you already 

have GunBullet tucked away), there is 

plenty of twoplayer fun to be had. 

And despite the deanh of G-Con­

compatible software out there at the 

moment, owners of Nameo's lightgun 

should still regard It as more than 

merely a desperate acquisition. 

Six DUI ol len 

Some sequences require frantic 
trlXJer speed (such as shootinx a 
failing car) rather than accuracy 



THf UNHOlY WAR 
I!:I rystal Dynamics' latest game 

1:1 (previewed in E62) features 

two opposing alien forces engaged in 

fierce combat on the planet Xsarra. 

This disruptiOfl, in an otherwise 

peaceful world, is the result of a 

broken treaty between the two tribeS: 

the technologically advanced TekllOs, 

and the dim-but-nice Arcanes, Xsarra's 

native inhabitants. 

Of course, far more important than 

the plot is the game Itself. An intriguing 

mixture of 3D strategy ancl combat. 

The unHoly War comprises two distinct 

game modes. The first is a 

straightforward team battle option, 

wtlere two players select one of eight 

characters and enter a CPu-selected 

arena to continue fighting until one of 

the two has run out of combatants. The 

other option is a turn-based strategy 

game in the traditional sense, allowing 

you to contrOl your forces around the 

3D map before switching to realtime for 

the combat sequences. 

The characters each feature their 

own special attack moves, some of 

which are graphically impressiVe. 

However, you'll discover that certain 

fights are over surprisingly quickly as 

a result of very short energy bars and 

severely unbalanced characters - a 

significant shortcoming for a game so 

Combat can be air 
(left) or ground­
based, All of the 
characters possess 
specific attacks 

reliant on its combat aspect. 

Ironically, while its very nature 

prevents It from reaching massmarket 

status, The unHOly war is an interesting 

idea, providing much-needed variety 

to the PlayStation's mostly 

conservative catalogue. 

Six out 01 ten 

TfNCHU' STfAlTH ASSASSINS (PAl) 

m aving acquired the UK publishing 

rights to Tenchu, ActivlSlon 

promised to make substantial 

changes to the Japanese version 

Edge reviewed six issues ago. The 

most significant alteration, other than 

the obvious liberty to leave the Kanjl 

dictionary gathering dust in the corner 

of the living room, has to be the 

Use your stealthy ninja abilities to 
prevent encounters like this (above) 

inclusion of two new levels, which 

may explain the time taken for this 

PAL version to emerge. 

HOwever, the contrOl system 

seems untOUched, retaining the 

awkward, occasionally Clumsy feel 

of the original release It can be worked 

around, of course, but It'S just 

unnecessarily unrefined, particularly 

;' pt 

• . . 

• 

when compared to what Konaml has 

achieved with Metal Gear Solid. 

Nevertheless, there Is still much to 

like abOut Tenchu. The grappling hoolc 

remains one of the most Interesting 

videogaming features of recent times, 

and a general sense of tension is 

genuinely conveyed as you employ all 

your ninja skills to run across rooftops 

and sneak up on enemies. 

While there isn't a vast amount 

of variety in terms of gameplay (nothing 

on Metal Gear's scale, anyway. See 

p78), progression through the levels 

is enjoyable, and there are plenty of 

commendable touches throughOut, 

which should reward those prepared to 

put up with the contrOl system's 

slightly maladroit nature. 

Seven out 01 ten 

TESTSCREEN 

Format: PlayStat lon 

Publisher: eldos 

Developer: Crystal Dynamics 

Price: £40 

Release: Out now 

Unfortunately, some of 
the characters are too 
powerful in relation to 
others, resulting in very 
unbalanced fights that 
have a tendency to end 
frustratingly qUickly 

Format: PlayStat lon 

Publisher: Actlv lslon 

Developer: Sony Music Inc 

Price: £40 

Release: Out now 

Surprisingly. none of 
the blood from the 
original Japanese 
version seems to have 
had to face censorship 

• 
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The Bizarre crew (with their 

freebie Dreamcast laser pens) 

from left to right: Matt Birch, 

lead coder on MetropOlis; 

Martyn Chudley, managing 

director; Sarah Dlxon, 

marketing di rector; Waiter 

Lynsdale, technical director 

Workstation 

e I o p videogame creation under the microscope 

PROFILE: Bizarre Creations, Dreamcast pioneers 

Cl 
auled in under Sega's wing by 

ScE president Kazutoshi Miyake, 

Bizarre Creations (creator of F1 and 

F1 '97 for Psygnosis) is one of the 

much lauded 'one-and-a-half-party' 

Oreamcast European deveiopers. 

Currently carving its darkly shrouded 

title Metropolis (thought to involve 

driving various licensed cars around a 

vast city) into a marketable form for 

next autumn's westem Dreamcast 

launch, the company's key constituents 

were comered by Edge at ECTS. A 

brief discussion on the technical 

merits of Oreamcast ensued .. 

Edge: What kind of performance 

levels are you getting out of 

Dreamcast at the moment? 

Waiter Lynsdale: The Set 4 boxes do 

just over a million - CPU performance 

is very good, the raw geometry rate is 

something like eight to ten million. 

Edge: Is it as proficient at f1oating­

point operations as Sega is claiming? 

Wl: It is; we can do something like ten 

million transformations per second. 

Martyn Chudley: That's if you 

program it as a console. 

wt: You can take straightforward PC 

C code and port it across, but you do 

have to use the specific floating-point 

instructions to get the best results. It 

can operate as a PC in a console box. 

Edge: What sort of performance do 

you get if you use winCE? 

WL: You only get about t'NO-thirds. It's a 

console, and you need to use it as one. 

Edge: Oreamcast boasts more 

RAM than any console in history 

(16Mb], but is there enough to 

run the latest PC titles? 

WL: Again, once people start using it 

as a console, they'll be able to do what 

PC games do in 32Mb. The texture 

formats are very good - most 3D cards 

only support 16bit colour. Dreamcast 

has VRAM compression that's a lot 

better than we thought it would be. 

The quality-ta-memory ratio is higher 

than the PlayStation's 4bit textures, so 

the 5Mb of VRAM that you have left is 

more like 16Mb of PC VRAM. It can do 

16bit textures, but you wouldn't want 

to use them all the time. 

Edge: which are you using, WinCE 

or Sega's own Dreamcast OS? 

MC: We're using both, but you can 

pick and choose bits, so we're j~st 

using whatever we need. I think it 

depends on the developer - PC teams 

might use it all, but they can go to the 

Iow--Ievel stuff for just the 3D renderer. 

It's very, very flexible. It's the same as 

on PC - if you wrote a C engine rather 

than an assembler one, you'd get a 

25 per cent performance hit 

Technical aspects aside, Bizarre creations 

has yet to be told 'Nhether Dreamcast 

will feature a modem in Europe. 

HO'NeVer, Martyn Chudley views 

Metropolis as an intemational product, 

and plans to utilise the feature 

regardless. Edge awaits further 

information with interest.. £ 

D n the second of a series of insights into the work environments of some of the industry's finest, and having met the man last month, Edge offers the irrefutable evidence: 

that Iguana's Turok 2 project managerDavid Dienstbier is Turok. SUlTOUnding himself -..Mth Poison Dart frogs and various lizards, Iguana West certainly has its hands full 
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The tnals of a start-up developer: part two 

After co-founding Uoohead Studios wi1h Peter Wdyneux. Demis Hassabis set up his 0'JIJn development 
house, Elixir Studios. This month he explains tlOIN a few beers can persuade anyone to ;om your company 

Construmnr the team 

"A publisher once told me that he had 

stopped trying 10 sign companies and instead 

was interested only in signing the indMduals 

that made up the talent of the com~ny, He felt that the people in a 

development house were everything - and I couldn't agree more. 

Names and faces started spinning round my head as I sat down and 

carefully considered who I wanted to pn Eloor. 

I was conscious that the choices I made now would be oudally 

important The founding members had 10 be just right as they would 

set the tone of the whole company and be instrumental in creating a 

good WOfking atmosphere. Not only would they have 10 be the most 

talented people I kneN for their respective positions, but also really 

enthusiastic and passiooate about games. 

Another important point t had ptded up from working in small 

teams is that everyone had to get on. Even one bad egg can spoil 

a job interview armed with origami papers in his wallet?) but that 

COfIIIinced me that he would fit in all the more. 

He hadn'l started al Lionhead by the time I had left, so with a 

little persuasion (and after a few pints' v«>rth of bribes) 1 COfIIIinced 

him 10 give up his dream job 10 risk all with a start-up company. 

The next person on my hillist was TIm Clalte. We met while 

he was studying for a Masters in Theoretical Physics. Besides his 

academic stuff. he was always tinkering with something of I"Iis own. 

I remember once clambering up the four flights of stairs to his room 

(a long wlft in those lazy student da~) but thinlting it was well 

worth it after being blown i!/'Nay by the stuff he showed me, He also 

somehow found time in between his studies to write a successful 

game for Apogee Software. 

TIm has been a hardcore hader for as long as he can remember. 

During one summer, while still at school. he wrote a demo so cool 

that it became a phenomenon on the Internet Called the Mars 

"An important point I had picked up from working in small teams is that everyone 
had to get on, Even one bad egg can spoil the spirit of a small company" 

the spirit of a small com~ny. However, people .,.,.;th all the above 

qualities are extremely rare. But after much painstaking deliberation I 

had, on paper at least, a team I was really happy with. Assuming I 

could pet5IJade everyone 10 pn, t 'eh the assembled team would be 

capable of rivalling any in the world. 

I first met.toe McDonagh while still al Lionhead. He bounced into 

the office dutching a huge dolh COIIefed in hexagons, several folders 

stuffed full of welkJsed paper and a handful of Gladel miniatures. 

As he proceeded to lay the cloth oul on the table and explain 10 me 

the rules of a new game he had invented. the situation felt more like 

some sort of bizarre wargaming gathering than a job interviewll was 

expecting something out of the ordinary given that his applicatIOn 

consisted of a bottle containing a message (authentically tea-stained 

of coor;e) from a person shlpWfecked on the stifling island of 

KoIporale (he worked for a blue chip company). It did aoss my 

mind that this person might well be insane, but also probably very 

crealive, thus I had immediately called him in for an interview. 

Following the 'handbooll of good interview techniques', I decided 

to probe him about his purported 

inlefests. He had listed a multitude of 

activities as diverse as origami and 

boxing for Oxford University. But aftef 

only narrowly beating him in a race 10 

make the classic origami model, the 

aane, I ~ deoded againSl testing • 

out his boxing skills. So, an afternoon 

of game playing later and I had 

decided that I was going to give Joe 

the job. His enthusiwn and 

commitment impressed me and 

most irnpOftandy he passionately 

loved games. dearly he was crazy 

(aftef all, what sort of man comes 10 

--

Demo, 11 was a tty.by CNer Mars WIth the planet's tefrain rendered 

in reattime_ As a result, he was headhunted by NASA. When he IS 

programming he always has at least 5,000 desktop wincIoY6 open 

(all In an eye-destroyIng four--point font) and can nom"IIIlly be caught 

!yping furiousty in a trance-like stale, looking fike a man possessed. 

whidl of course he is. 

NoYI this description might have conjured up an image in your 

mind of a geel Ha.vever, as with all stereotwes. this is only partially 

true as TIm also happens to ~ for Britain in his spare tim!. 

He regularly recounts Herwlean fealS of dead-ift:ing 215Kgs 

while considering spline-mapping algorithms, making the reslof 

our bodies and minds hurt just at the thought of it These facts 

combined wrth his hading ability seem to point to the possibility 

that he may be some sort of c,torg. 

But cyborgs aside, rim is by far the best engine programmer I 

have ever met or worked oMth, so I was overjoyed when he agreed 

to pn the team. He intends one day 10 be the next John carmack, 

and I think that he may well make it 

So 10 my pleasant surprise 

everything was going really smoothIv. 

Getting the ball rolling is always hard 

and now a lot 01 momentum had 

been built up it would be much 

easier 10 COfIIIinc.e further people 10 

join the team 

And what with .Ice·s boxing 

skills and TIm's powerIifting antics, 

al least if it turned oul we 

couldn't make games we could 

al least console oursel\les in the 

k.no>Medge that we could 

probably beat any other £ 
development team in a fighl~ 
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At ECTS Ni ntendo of America's presi dent co nf irmed t he 

co mpan y's pledge of a rene wed comm it me nt to Europe 

m intendo is back in Europe. That 

was the message being loudly 

shouted acroS5 the floors of ECTS, beneath 

11 gigantic Nintendo 64 banner to rival 

Sony's own vast PlayStation hoarding_ And 

to illustrate this renewed commitment to 

its loyal yet desperately under-supported 

European customer base, Nintendo of 

America president Howard Lincoln 

spenllhree days allhe show, mixing 

with attendees on the Nintendo stand. 

Actually. 'renevved' is perhaps 11 misnomer 

- Nintendo's history of risible PAL 

conversions and weak marketing support, 

not to mention the dissolution of its UK 

offices before handing over to iI subsidiary 

of John Menzies, means that ilny change 

of stance is worth taking note of. With this 

in mind, Edge tracked down Howard 

Lincoln on the morning of Em's final day, 

keen to discover what this loudly 

trumpeted 'commitmenr actually entails 

for the European gamer. 

Edje: It's l ood to see Nintendo fiM11y 

making an effort in Europe, but don't 

you think that it may be a a.H of 

too little. too J.te, in order to win the 

current ha rdw,ue battle? 

ncr 

the SNES is a good example; there was a 

period in time when Sega pushed ahead 

of Nintendo in the us, and a lot of people 

believed that Sega won that battle. They 

didn't win that battle at all - they not only 

lost the battle, they lost their shirt. 

Edge: But in tenns of life cycle, the N64 

is going to straddle both ptayStatio n 

a nd its successor, not to me ntion 

Drumcasl Does it worry you that the 

consume r will start to see the N64 as 

a _aku machine? 

HL: I'm not really too concerned about 

that. because I don 't think we've seen 

the true power of the N64. We've just 

announced that we' re going to launch the 

4Mb expansion pack in the US and Europe 

before the end of the year. That will have a 

sh_ , a _ .1St Sf)ny 

a"d its existing fa 'la 

• 

Howard Uncoln: If you step back and look 

at reality, you realise that in the hand held 

category we have virtually 100 per cent 

market share. And thars a category that 

is growing with the introduction of the 

Color Game Boy. In the next-generation 

hardware battle, if anything, we're in round 

one or two. Given the length of the cycle, I 

don't think irs too late at all. The history of 

dramatic effect on the graphics capability 

of the N64. Given the kind of games 

coming from Rare, for el!3mple, the 

difference between what we'll see on a 

next-next-generalion Sony or Sega 

machine and what we can do on the N64 

isn't going to be that great The battle we 

face right now is to increase our market 

share against Sony and its existing format. 

which in my opinion has a long' life cycle. 

Edge: There's a strong rumour geM", 

around that Sony willlM: launchint: 

PlayStation 2 worldwide next autumn .. 

HL: People are talking about a lot of things. 

Whether that comes to pass or not remains 

to be seen. Look,. everybody is always 

working on a next-generation hardware 

system. Those hardware systems have a 

lero installed base and they're up against 

e.isting platforms that have huge libraries 

of games and a large installed base. So, 

tEDQE-1 15 110-
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1 think ifs a mistake to start worrying about things that don't 

exist, or things that might be coming to the market in a 

month or a year, and look at the fact that right now we're 

trying to increase the market share of N64 in EutOpe and the 

us. And we're doing that in a pretty logical way, which is by 

producing some really outstanding gam6. 

Edle: ~ere .re those I.mes com ..... from? The feedback 

th.t Edse tt.s from dewtopen is tta.t th.y'nt not pHi .. 

the sUP90rt they need from Him-do. And Ihey'nt cerbinty 

not pttin, the support th.t: Softy.net Sea. oHer them, 

HL: If that's the feedback you're getting. then it's nonsense. 

If anything. the kind of support that we're giving N64 

publishers has dramatically increased in the last 12 months 

or so. Every single major third party publisher is supporting 

the N64 platform, both in the US and in Europe, with very 

strong games. We nave internal development that is second 

to none. rm not aware that Sony is making Zelda, nor did 

they make GoldenEye. 

Edle: It did m.lNlle to come up with Gnm Turismo .. 

HL: Yeah, but I think if you look at the data in the US, and you 

look at gam6 in terms of total units sold, the one thing that 

• 

you will fi nd is Ihat most of the top-selling 

gam6 are N64 games.. either done by 

Nintendo or by thirdparty publishers. So I 

think that the support we're getting from 

thirdparties is very strong. and I've not 

detected any weakening of that And it 

makes perfectly good sense, because 

the N64's installed base is increasing. I'm 

really bullish about N64's chances. 

Edp: ..,11 that powinl instlllted b.se in 

the US Md Euro,e evfl be hiP enou,h 

to rete.se the 64001 

HL: We don't have any plans to release 

the 6400 either in Europe or the United 

States. Alld that decision doesn't really 

have anything 10 do with the level of the 

installed base, it has to do with the 

dedining price of chips and cartridges, so 

there's not as much 01 a need for 6400 

from a pricing standpoint But the primary 

reason for us not releasing 6400, certainly 

this year or nex! in the US or Europe, is 

that we have not found a killer application 

for that product. We' re not about to foist it 

off on gamers simply because we said we 

would, regardless of any value it has. 

Edle: Wun't there. lemptlltion to 

push .n upcominl product. HY Sup« 

Mono "2, on to 6400 10 OWIke people 

buy the unit? 

HL: We have and are continuing to find 

. ways to use MOD in int~esting ways. 

particularly the writeable feature . But we 

simply haven't satisfied ourselves that 

we've found a product. or a series of 

products that reach the quality level that 

would make it a good idea to launch the 

DD. It's more important for us to be frank 

and candid with our consumers and say, 

We've got this product. we're working 

on it. but hey, the price of software is 

coming down and we haven't found 

something that is acceptable to our 

standards.' And when we fi nd that if 

we do, then we'll launch the prodoct 

Ed .. : So there' l! be no MOD t.unch in 

la,.n either? 

HL: I would anticipate that in Japan, 

where the market is a little bit diff~ent 

and whefe we have a better chance of 

finding that killer app, it may well be 

launched. But it wilt not be launched 

before June of next year. 

Ed .. : Eftft thoup, as you My, the pri<:. 

of semi-conducton Is still f.lIi"" OWIny 

thirdp.rties are still eXlremely wonied 

.bout the inventory costs rel.led 10 

relusinr N64 titles. In hindsjJht does 

Hintendo now repel the decision 10 

,0 with arts and not C01 

HL: No. If anything the decision to go with 

cartridges was probably one of the 

smart6t things we did, because we don't 

have the private piracy problem that Sony 

does. Nor do thirdparty publishers who 

publish on the N64 platform have the 

prospect of seeing their CD-ROM 

counterfeited on every street corner by the . 

private piracy that is funded in part by 

Sony, as it also manufactures CD-ROM 

copiers.. In the case of Nintendo thirdparty 

publishers, all of the major thirdparty 



publishers are supporting the N64 platform, aU of them are 

fNkins IT'IOney on this ptatform, all of them are seeing retail 

prices that are well within acc!!ptabie ranges. The only thing 

that they have to be careful of is inventory risk, and in the main 

I haYen't seen anybody going out of business doing N64 

thWdparty products. 

Edp: But __ for. f.rty weU .. stabltshed com,.ny like 

~ IftterIK'tiYe. which is.bout to muse its fint N64 

tide. Body Horwst. it's undoubtecRy. d.luntina; prospect. 

HL: rm certainly not going to say to you that doing cartridges 

is less risky than doing CO-ROM. I will say that while there is a 

higher inventory cost risk associated wilh cartridge-based 

software, there is not the piracy problem thal is associated with 

CO-ROM. You have to ask yourself would you rather take an 

invento'Y risk that you can control or take a counterfeiting risk 

over which you have no control. 

Ed .. : nmes .... ch.,.inc. .nd u you MY, everyone is 

.Iways worklna on • new hII"'.te system - indudi,. 

Nim.ndo. You un'l IN p"nni.,. to penevet"e with the 

urtrida:e fonMt Into .nother .. nerdon .. 

HL: First of al~ the decision on the software medium for 

Nint~do's not platform hasn't been made yet. so it's 

premature to say if we'll stay with cartridges or not. When we 

• 

chose the cartridge format over CO-ROM, 

one of the primary reasons for doing that 

was the ellpectation that we could not 

control the counlerfeiting of CO-ROM 

software. I can tell you that in the futu re 

we wiU try and protect ourselves and our 

thirdparty publishers against 

counterfeiting. Whatever the software 

medium is, you have to build in strong 

seaJrity measures to k~p the 

counterfeiters at bay. 

Edp: Movinl back to the sub}ed: of 

toUr.Ind Europe, Nint.ndo's recent 

in-houR PAl. cGfntef'lions hne been 

'.irty wetl executed. Howevet', it seems 

that most ttlifdpllrties either "ck the 

nHessllry tools, dine Of money. Whet 

do you .!tribute it t01 

HL: I think that we are giving much more 

support to thirdparty publishers in terms 

of technology, in terms of working with 

developers - whether they're in Ihe us, 

Japan or Europe. So I think thal work, 

and the people behind it. has contributed 

to better PAL conversions. In the NES and 

the SNES days we used to leave it to the 

thi rdparty developers. 

Edp: But • reel sip of Nintendo's 

intefest in Europe .. n consumers would 

be to ensure thet every PAL conversion 

is the best qUollity it an be. 

HL: It would be better 10 say this: t~1 we 

are entirely committed to the European 

gaming market. ~'re not playing games 

when we say that. We certainly have an 

abundance of resources to allocate to the 

European gamers' market and we are 

doing that, and we are going 10 continue 

OD 

to do it. We are bound and determined to 

increase our market share in Europe -

whether that's with N64 or Color Game 

Boy. Our presence here at ECTS is simply 

an indication of that commitment 

Edp: One .sped: in which the 

PleyStation M S elcelled .1 in Europe 

.nd the Uk is mer\etinl .. nd builclinl 

the bf.nd. Conversely, ther s been one 

of Nintendo's _.kest suits. Wh.t .rt 

you doi"l to .. ddrus then 

HL: We are in Ihe process of shifting our 

emphasis to pan-European marketing. 

In the coming months you'll see work 

that's been created by a new agency and 

that it is more brand Of image oriented, 

and is skewed at a higher age group. We 

are well aware that we need to upgrade 

our marketing campaigns in Europe and 

to shift from individual countries to a 

pan-European strategy that includes more 

emphasis on brand advertising. So we'll 

address that problem just as we're ~ 

addressing the others. ~ 



E 
Dreamcast's 

imminent launch, 5ega Europe's C EO talks t actics 

a dge: lookina: .heed towards Drumc.st. is it your 

1.:1 fiul chance to let back into the home m .. rket1 

K.I1utoshi MiYoIke: No, we don't think so, but whenever we 

launch new hardware, we always believe it's the best machine 

ever made. And we never think of the next machine, but 

the motto for Sega is: 'always creating. always challenging.' 

we'll never give up. So long as we stay in the market, we'll 

hold our own platform. 

Edp: " it isn't the succeu you're hopinl for, dOH that 

mean there WCHIld never be another Set;. conlOle7 

KM : No. We've never thought of any other machine but the 

Oreamast, we think ifs the best machine ever made. 

Edre: What strenstf1s will you be sellinr it on1 

KM: I think that Oreameast will be sold on the fact that 

whatever the gamer expects will come to be true. Which 

means that every game aeator has their own dream and I 

think Oreamcast is a machine which will make t~r dreams 

come true. Also garners have their own ideals, which demands 

stunning realism from a game and Dreamcast can make 

~hing possible. 

Edse: Are you pleased with the 

response from Europe? 

KM: Very much so, yes. Particularly from 

people in the field . They're excited about 

the performance of the hardware. As I 

said, with current platforms, there are 

certain limits to achieving the dream. 

Before the step up to the 32bit machine, 

the developer had 10 do all the effects 

on the software side. But Dreamcast has 

enough performance to achieve those 

special effects like transparencies, smoke 

and explosions on the hardware side. This 

is a machine which will make everyone's 

dreams come true. It will give developen: 

much more freedom to create and 

develop software. 

Edp: What style of lame will you 

initially be sellin, with the system? 

KM: If we have to talk about genres. we 

have to respect the very strong genres 

which are so popular in Europe: racing 

and sports games and maybe action­

~ture. But we have to develop 

software which will really prove the 

performance of our hardware. 

Edp: How do you fHl .bout the 

number of cornrersions that are comin, 

"We respect the genres popular In Europe ... But we have to 

develop software which will prove the performance of our hardware" 

... , 18 tEDCN:. 

Edp: Do you have a launch ate in mind for Europe? 

KM: As you've mentioned in Edp, this is a war of the 

consoles. And I'm not militant, but to win the battle we 

have a calendar and it's too early to announce the date of 

launching. Yes, we have some target dates based on which, 

we are preparing marketing arrangements. Alii can say is that 

it will be in time for Christmas 1999 - that's our target date. 

Edp: When you do launch before Christmas nert year, 

how many titles will be available? 

KM : We are now carefully selecting the titles for launch, 

and numbers are not a major issue this time because 

Japan is launching Dreamcast one year in advance. But 

around 12 titles will be sufficient or adequate for the initial 

launch. Then towards the end of Christmas we are hoping 

to release about 30 titles - from both ourselves and from 

thirdparty companies. 

Edre: So how many European .publishers do you 

h:ht on board? 

KM: We are really in discussion with all major publishers 

and some of them are being announced at ECTS. There are 

about 15 publishers across Europe, some are based in America, 

but altogether 15 publishers. 

-" 

to Oreamast from the PC? 

KM: The borders between the PC and 

consoles are be<:oming smaller and 

smaller. Yet PC conversions aren't always 

appreciated by the console gamers. 

Therefore we want 10 focus on exdusive 

litles for Dreamcast Sometime in the 

future we may have to accept some 

conversions from PC titles. 

Edae: The buih-in modem and Sqa's 

Internet strateo' is important to the 

Japanese market., but this appN~ to 

remain a pey aru in Europe. can you 

clarify any specific details? 

KM: The main concept of Dreamcast is 

play and communication, but this concept 

needs to be interpreted or transferred to 

each territory or situation. Again this 

concepl should be translated according to 

the progress of business. So the 

communications between the device and 

the modem are very important We're 

studying how to posilion Dreamcast from 

day one - Ihen beyond that, at the second 

and later stages. We haven't said yet 

whether we should have I modem in 

Europe, but we are very keen that this 

machine should have such a capability 

Edre: As a put market ..... with the 

Meta DrM. is tt Important that you pt 

bKIt to that ancllNd the .... rket now? 

KM: Definitely, we will come back as a 

maritet leader, we are not aiming at third 

place. We came to Europe ten years ago 

and we had always been the maritet 

leader and only in the past couple of years 

have we been behind our competitors. 

But we will come back as the 

market leader soon. 

1 



a dge: You've dropped the PlayStation's price f~om 

1:1 £129 to £99 - what sort of impact do you expect 

that to have on the market? 

Chri5 Du rins: Well, it's a magical prjce point, it will open 

some eyes among parents who are looking for a good gift 

idea. It's good value, and the stores like to run ads at magic 

price points. We have a lV ad running that shows the new 

price, and I'm sure it will have a positive effect. Sales have 

been very good, so I can't say how much more positive it 

will be, but it definitely will be positive. 

Edge: SOme spKulators are saying that this is the 

PlayStation's peak year, and that things are going 

to go downhill from next year. What do you think about 

that suggestion1 

CD: I think that people have looked at the hislory of gaming. 

Going back to the early Alari days, you can point to cycles that 

have eventually come into play. This will be our fourth 

Christmas and it will be our biggest Christmas. We will sell as 

much this year between August and December as we did in 

Ihe whole calendar year in 1997 and that's going 10 be the 

fourth Christmas. You can't use the historical business cycles 

of consoles to predict PlaySlation, because PlayStalion has 

already gone above the j>enetralion level of those older 

consoles. There is a kind of phenomenon which is placing 

the notion of having a PlayStation in the home alongside a 

VCR, as a general common form of home entertainment The 

cycle for this kind of concept can go on for a decade. Certainly, 

I don't feel at all that business nelrt year will be smaller than 

this year, the number of titles coming up, the number of 

countries we're going in to, t~e more affordable price, quality 

of the software, all would suggest that business will continue. 

We have in Europe a number of different countries, all at 

different levels along the penetration curve. If those countries 

at the ' io, 12 and 13 per cent penetration were slowing down, 

one could make an assumption that. over lime that curve 

would continue. But as I said earlier, our business in Australia 

• 

RING 
PlayStat lon might be looking dat ed, but SCEE presiden t Chris 

Deer ing claims the console st ill has ever ythi ng to play fo r 

and New Zealand, which has one of the 

highest penetrations, is growing faster than 

ever before. If 

you track that back across the other 

countries, it looks like it will be a very 

exciting year in 1999. 

Edge: How do you feel about the 

existing technology in terms of how 

far developers have pushed it? Do you 

feel that a plateau is being reached? 

CD: I think if you look at some of the early 

titles from 1995 and 1996 and then 

compare them with the current range 

including GT, Tekken J, Crash Bandicoot J, 

Metal Gear Solid, you'll see that there is 

it continuing forward progress. There are 

some new tools available to programmers 

and developers which enables them to 

compress information better: to get 

better speed, better graphic resolution. 

I think there is a 101 further for PiayStation 

software to go. There are a lot of 

j>eople working on it, the proof wi ll be 

in the pudding. 

Edge: What about Sega and Oreamcast 

how do you feel about their PfOSpects? 

CD: We haven't seen much of what is 

planned for Europe. In fact, the release in 

Japan hasn't been totally revealed in all of 

its aspects. I think any new machine that 

comes in and revitalises or invigorates an 

industry has got to be good. In the end, 

gaming is in competition with all kinds of 

other leisure activity. Vllhen Nintendo 64 

finally entered the market, our sales 

grew at a faster rate than ever before. 

Competition is good, new technology is 

good, we have plenty of ammunition left 

in Euroj>e. We have all kinds of new 

products coming in on the software 

area. This year we had the Dual Shock 

analogue controller and we have 

plenty of new and exciting things to 

keep the user base of PlayStation 

satisfied. I don't really want to comment 

on speculation about R&D projects, but 

d early Sony is a big company with lols of 

resources. It designed the chip on 

ptayStation 1 and when the time is ~ 

right something will be said. ~ 

"In Japan they've announced the PDA, so there's some 

likelihood of that being on the market in 1999 in Europe" 

to play with and to fight a good fight 

Edge: Let's move forward to September 

1999 - what will your main weapon be 

against Oreameal!? 

CD: Well, in Japan they've announced 

the PDA so there's some likelihood of 

that product, that enhancement of 

PlayStation being on the market in 1999 

£DG£' 119 







F irst previevved in E59, the first of 
lhe lINo retro cnin-ops cornpilation~ 

from Capcom has finally hit JdPcon's street$ 

ilfter a brief delay. 

The trio of Mes offered 10 P!ayStaLon 

owners here should do more th.:J:- 'Jst 

..." """" of you old enough 10 fondly 

remember then' respective prernere at the 

rot arcade happy. The series' gameptdy 

has "uNwed the interim years WIth 

sUrpri'iing grace, witl1 all three reu>ining 

their taut pldyabihty. which should prove 

enough to convert substantia! numbers :If 

contempor,lfY videogamers to the "'IOW 

rarely seen Yerticat shool "em up gc(1re 

VIDEO,aMING 

Released in 984, 1942 ~ he 

grandfather of tile series and other tIlan 

being rather cosmettcatty chalJenged, 

doesn't reilUy show its age. remaining a 

compulsIVe oneplayer experience featuring 

first,rate level ilnd attack.-wave design. 

lhe brash visual style of 1941 Ko; (top row) may sit uneasily with devotees 
of C8pcom's previous two World War II-inspired vertical shoot 'em ups 

lIS sequel, 1943, intrcxluces the 

:oncepl of selectable power-ups. an 

energy bar. plus COOperdtlve play (€:1ergy 

can be shdred between the \'NO pldYf.~ 

should one of them be in trouble). 

Onginally a Japan.-only re\e.}se. 1943 

Kai, continues ..... here its predP:CeSSOI' * 
off. but Its brasher apprOoKh and br ghte 

visual style Io:;es some of the balance an("J 

refinement evident in the o!her ~ 

of the no. Shn, the action IS also a lot 

more franoc whICh makes the )fO(eed ~ 

even more dNol,;;" than l:le already 

ClJt"\Slderable chlienge of'!'~e" by the 

preceding games. 

As wi':~ other ~ft.ade f' ies 10 m'lke 

an ~ppearance on the :onsole ·.~Ia1 

"P' ')f1S no' !lValtable·,:;. ;'I'cad' p;aye~ 

become pcSS;t!e. The "I"'ICC: =!:M x.-: ''lI':!n: 

ale tweakable :leCts ill " as Cl f -!tv 
5ettl:'lgS and ~ d'!C'JI1 ') -.ave 
cont,nue'> or no- "he II'Idusion of Du 

While 1942 (top row) may have a.ed vilUlUy, its pmepIIy retuins 
pf ..... ntly sound. Gen..-. , oIso futures ....... _ .. (Ibove right) 

124 DNIC 

Shock sUJPO'1 r$ ;. cGmmen:!able an 

SIgl",iflCi.!llI o;e, t+,ough.l- ..... :ng a t:t: e:,::; 

10 rh -po xeejw.;s. 
M-:>re 'te~ng he naw exp _~ .;:>Cl 

sele~ .,f d ~e;:-t "el: '-'J<!:; 

n)l'ffii,!lmake- ''1e-,est~.J;'QJ\tV> :.) 

rif ) G' ~ cWeage "elevrslOn while a 

n ION (bu re:luce j due to the 

~ '~!iat ~(k bora"fS OIl eithe . • ide) 

uXlgh're "1gLl _ ver.m :!pprox;T\,j...;S 

Itr! ar_, ' ~e :i ongin • JS.oect ratio But tor 
ttuse)t VOtJ in'~' on receating thf' fUll 

coirKlp exp~ence, then a third mode 

disp~ys a tu -screen rectangular image, 

playable so toolil as the set is turned on its 

Side 4 not the eas4es1 (Of recommen je1) 

task .• you happen to 0'NI"l d 32inch 

widesc-een TV 

A h<r.t of 11'l'M:A profies. ca-!;--o d 

the dlfferert B'-uaft and bcsses. ti~ -~ 

se<r~ (till- ; :llter availab ~ 0 'yar.!. tt I€ 

compt~ion of all three games) round off 

...mat is e_> >eltiaUy dn enjOyable and 

immp.nsely playdble pac:-kdge 

Th .;!:o yet alY::her retro p<Y.1I. to see 

tile Ilg~ of day in ~n firs!, but 

Capcom' .. r~ntty formed, independenl 

European arm might mean m'1 the 

company takes the risk in officiafty 

releasing fairly \c7.v-tey bites surn 

as this In the west In the future. 

The three 5(feen modes (from 
top): normal pseudo-arcade, and 
the full coin--op recreation, which 
requires the TV 10 be on its side 



sher . Konaml . , 

I 
jiff· JIt not 10 enlOY the rony 

I M~tcJ Gear Soli(/~ near-

biOin. e: ·1I'l~: .- '",\!I\'e' Although 

it I. .... 1th)C~ questiC1, t:d$oY ':lI"Ie ot the 

me e wen Ye ~5ti" ;n titie· 1 

devefopmerr rot;:' o' its 'JC":". 

docu ne lie :i conle'1t .- -, -,e traad 

be J<. to its di :1'11 fc"Wears .\.1e A 

Gear and Metol Gear 2: S.~Jd Sn ,*e 

On initial inspection, the ,rigl ~ 

MSX/N[S Metal Gear bears 1,(11 

n_:::~lar.:c to the recent 32bit 

update, But a moment's play eve'" 

th ~t t'\e n Jd'I-oaucedstealth' aspect >f 

M"ta';.ea Solid is an intl'8::' Ic "ve 
0' p'otagon ;\ Snake's debut 

Wl1 gUdrds treading predefine<l Of 

semi-f,,-,a)m patrol routes, de!ltrous 

use 01 ~LtC!nery is a prerequiSite for 

p...:tyers w,;h 18 to I)rogress In IhlS 

sim ;lie. yet In\lOlvin~ adventurc 

Meta, rear 2: 5oI1{/ Snake .. 

JWe\Ie. a ru~ty more compleX 

'OI'k. Pzrf:)1 appea::: ItS In',::-e"""8 

se of :iglcal, almost '-ealis:ic' 

puzz: 'l. Atone point Snake l1.1'it 

rescue a hostage. Rather th.:."'I 

attempting a one-man atti" ~~ :>laye ~ 

must fonow a guard '0 the i'1)!11Je 

secr~ \ocr::.:n where a code j ~": xk 

e ves of closs ic updotes show no sign of abating . os Activision offers 
on update of what is perhaps the most famous name in vi deo gaming history ... 

F allOWIng its unveiling of a full-~IO\NT. update :» A~terO"'j, AcII' •• SIOrl has revealed tMl an O .. ~rhL:..><I vers )n of Space Invadt:fS is on 

the cards. Although detill!s are thin on the grOOM at present {!:'s und~rstood that the team behind the prOject will be looking bd( k to 

the original 1978 version and reworking from there lather thall tdklng C_''"5 from the ill-adVIsed updaTe that original creator Taito undertook. 

In 1990. Expect a release on the PC.. PJayStatlOn, Nintendo 64 and PC 

Microsoft. meanwhile, "'as .,nnounced AnbaH Arcade. a re,.J )dckage for the PC which PIO'TIISCS to trace the history of the SIlver ball, 

replicating rlassie tables da:ing trOf'l the '.)4!S nght thrOl.:gh 'n tne 'Q()s. It's lOt rurrently .~ Wl'11 censing cleats have been put In place. 

bu1 this IS one Ioog overdue rllhah-e Edge ;r,~"lts the prospect of a perfect 8kJcJ< Kn'9i I! 2ODO ~I' ~sion with some expectdlion 

, hardv/are nevv-s, fans 01 the Commodore 64 win no doubt be pje,1Sed ta(,hough liLI:: Edge '!'f"IC<Mlal baffed) ID hear of the 

fOfmil(S r.t!surreetlon in the fOfm of Web,lt, a nE'IN computer from Bell:"" manufact'Jrer web ComptI! ~ intefnationaL The machine, 

featurmg a 66-1om.-1f1z CPU, I ~ Windows 3. I compatible and features Internet compatibility along wlh a fu~own (64 emulator 

dtlowing users 10 piay 'lots of ~tunrllng Commodore 64 games'. Check out http://W/vVoI.commodole64.com for more information 

• 

'"1 11 'j.--

'fOrT'tt'./:' .Jf"ortunate I)" ' )'1e ' reveals 

Sr ale ,"ea >b1E" ~ ye. 

)lit.:. Snoke's 

(, ginal M~x:.. re ~se Jffere-..: fr)m its 

r.: gc::"K: fc-;-· f31llre 1 'le west, 

anil.l official co' ,-e' )Owasc-~neJ 

ullW01hy Ji It.'' expen-!,~ e (' wo Jld 

involve, It' measu 'e )1 Mu2'":> 

qualitieS, theretQl"e '!)aT a ,'C JP.vi 

Web-based enth JSla5tS hwe'eated Cl 

.'iWdnese'.Q-!:"1gIish~ ~1 see 

http:,/wm:.:'d.!'.o.:-ne' -/I/talwtc-np 

l1gear2u tmJ 

00 w. ~a: ;r Cl W( ~rn Metal 

~ "i.--. m <;ht If'! to dovmload the 

ln~11(Ils 10 pi r; via an emuliltor Given 

1f1~ advanced years, It's remark.:lble 

how compelling they lemain a 

'"et that, in part. justifIeS the hype 

sunound:ng their SUccesSOI 

MSX t 

The Web.tt. from Web Computers 
International. is ptobabty the 
oddest hardware launch in recent 
years. It may be music to the ears 
of sumving CBM64 fans, though 

EDGE'12$ 



(out there) CONSUMER TECH 

Technics SC-H055 mini hi-fi system 
£600 contact: PanasoniCfTechnics UK 0500 404041 

Phi lips 42PW9982 Flat TV 
£12,500 (approx., see Hig/l street stockists) contact: Ph~ips 0181 665 63SO 

It's going to be a k:log time before most people can afford a wa l ~ 

hanging telty-, and maybe it's just as well- most simply don't offec- the 

range of features and convenience we expect from ordinary CRT designs. 

There are exceptions, thoI.Jgh - namely the lhomson Wysius 

system Edge looked at last month and this, Philips' Flat lV. Now, while 

Thomson threw a DoIDy Digital receiver, OJD player and VCR into its 

package, Philips' offering is simpler, delrvering the most user-friendly 

and TV-like solution. 

This much is obvious from the off. The Flat TV is the first 42inch 

plasm<! screen to offer a buik-in lV tuner, Picture-inruure and Teletext, 

and comes with a variety of sound and picture technologies that 

arguabty makes Philips lVs among the best in the 'M)f\d. The Flat TV 

is also notable for its series of user-fuendty onscreen menus which 

make tuning in and setting up as pain-free as possible. 

The only obvious disappointment is the sound - the DoIby 

Pro-Logic amplifier and speakers simply don't do the big screen justice. 

Add a decent A/V sehlp, tIlough, and the Flat TV is simply telly heaven . 

• 

Not so long ago hi-fis and mini systems wefe""';thout 

exception the ugliest bits of kit ever to grace the lilting 

room - angular blobs of blad. metal, 

alleviated only by the kind of flashing 

lights and knobbly bits 15-year-01d acid 

freaks design when they're not 

pindiing motors. 

These days hi-fIS and mini 

systems are a lot more designer­

oriented. The retro silver look is in and 

nCJVoAlere is this more evident than with 

the Technics SC-H055. This tiny hi-fi is 

cloaked in shiny aluminium, mirror­

effect plastic and blue LEDs, making it 

look far more ~sive than it actually 

is. Features-.... ise, the system features a 

25W-per-dlannel amplifier, CO player, tuner and 

DoIby B cassette <led - each designed to kloK like tiny 

separates - and a pair of faux-wood speakers. 

Nthough the SC-H055 obviously can't compete 

with 'proper' hi-fis or even high-dass minis sl.lCh as TEA( 

and Denon's, it still makes a reasonable fist of any kind 

of music and is remarkcbly enjoyable to listen to. For the 

money it's a stunner and...vell 'NOI1h a look. 



. Philips Ilium GSM phone/Accent smartphone PDA 
£150 (approx., induding networ1< connection) 
contact: Philips Consumer Communications 0645 282828 

There's Cl Holy Grail of sorts going on in 

communications land at the moment as companies tly 

to combine mobile phones with PQ4s in Cl bid to 

proW:le complete 'mobile communications tocls', Nokia 

tried ~ first vvrth the 9000 Communicator and has since 

been joined by Ericsson, Sharp and now Phi~ps. 

Philips' solution is unusual because the 

Ihum/Accern are meant to operate as separate Items. 

The IIH..m can either be used as a phone on its 0VYI1 or 

"'" be plugged onto the hoIIo..edoot body of the 

Accent PD\ giving access to goodies ~Ire emait 
Internet access and diaty. 

Sadly the resu~ is only partiaty successful The 

Ihum/keent manages to be bo{h bulky and poNef 

hungry, \\hile some of the applications are common to 

00th parts yet it is impossible to share information 

between them. HoY.oever, entering data using the 

Accem's louch-screef1 display is relatively east. the 

user4nterface is simple and there's even a 

haf'ldoMitinS-recognition option for those who don't 

like to type. It won't be much use to WinCE fans, 

though - it uses Philips' CM'Il operating system. 

• 
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Reality Quest PlayStation Glove 
£50 contact Authorised PlayStation peripherals stockist 

There's Cl seemingly eodIess stWY of PiayStaoon penpherals flooding on to the 

market designed 10 enhance the gaming expenence - from Dual Shock controllers 

to li~~ns and dedicated pads for particular games - but the PiayStatlOl1 Glove 

takes game control into Cl whole new arena. 

Requiring just one hand to use, the Glove puts all essential controls at your 

fingertips, wth Cl four-way axis SNitch enabling movement from side to side, back. 

and forth. It initially appears ideal for games like Tomb Raider 2 or Quake. 

In practice the gIa.te prcM!S fearsomely trICky to use. It takes a lot of practice 

to get the hang of the button positions Since they can't be seen once the ~ is 

strapped on. The restricted wnst ITICNE!mer1t soon gets nresome, too, leading to 

painful bouts of RSI. ManufacbJrer Reality Quest 5a'f.i that the gIoYe should only be 

used for SO minutes out of eIE!f'( hour of gameplay, but the wrist starts aching bog 

before such an opporturuty presents ItSeI[ 

• 
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sex, drugs and ... No, we'll have none of that thank you 
UI(.: The videogo¥ne indusby is notorious for using sex - in it pretty fundamental w~ - to seI 
games. as Cl quick glance at page 134 shoukl prove. But when it mmes to putting sexual 
imager{ into it videogame, it seems that publlShefs can't bring them~ to take the plunge. 

Sensible Software's now-abandoned ntie ~ Drugs and Rod 'n'RoII (the plug was pulled 

by Gn), was to have been it point·and-did<. advernure for the mature market FoIIoMng the 
exploits of it ...vannabe pop-star, the game featured expIiot scenes of sex and drug taking. 
Edge OOesn't condone such behaviour (weI~ the formef isn't sooo bad ... ), but can't help 
\o\'OI"Idenng .... hen 'mature' games"""';lI offer arr.,.thlng other than increasingly graphIC violence, 

Field of dreams? 

"Hello'? Yes, isn't this fun?" 

Hmmm. Not exactty Edge's 

idea of a thrilling night out, 
but there's no accounting. etc .. 

UK: The concept of multiplayer gaming bars seems to be taking of{ 

The first \'oM) bars to offer Cl heady brew of deathmatd"les and alcohol­

Edinburgh's RealittX and London's Shoot'n'Surf - have been JOined by it 

new Capital-based pretender called The Playing Fields (see p54). 

The Playing Fields claims to put it new spin on the gaming bar 

concept by conce11tranng solely 00 games and not offering punters the 

chance to surf the Internet 

According to co-oM'Ief EcMrard Watsoo, this is because accessing the 

Internet and running it quick, stable network require different sets d sIciIs. 

Pe!haps the most impr~ aspect of The Playing Fields IS that. even 

without the gaming side. It would I"dd its 0M1 as it pleasant bar to vSt 

It has staff 00 hand to prOVIde sensible opposition for tyros and hardrore 

gamers, and works hard to eliminate mismatches. And the staff actually 

encourage whooping and hollering to generate a heightened multiplayer 

all'TlOSphee, and cIa,m no! to mll"ld if 'PJ spin beef 00 the ~rd. 

By treating customers in an aduk manner, the bar has hit 00 a very 

attradJYe fonnula. Costs range from £6 an hour down to £4.50 an hour 

depending on whether 'tOJ take advantage of a mu/tHJered mem~ 

sy.;t:em. and the 20 Pes run a varied selection of mu~ games. The 

bar is keen to hxge closer finks WIth the industry, is WlI 'ng 10 host 

corporate bashes and will even let 

game publtshers hire Pes 00 a daily 

basis, alloMng them to showcase 

their CJIM1 software. 

If the id&! takes off - and it 

deser.es to - the 0M'1efS have 

ambitious plans 10 buikl a chain of 

similar bars spanning the UK 0Ier 

the next five years. 



Pocketing Pokemon 
Japan: The Pokemon obsession 

took a new tum a few months 

ago when Nintendo released a 

portable Pocket Pikachu. 

The unit,....ntch C7v'IIlefS 

could dip to their belts. behaves 

In a similar fashion to that most 

essential acce5SOfY of the fit and 

healthy, the pedometer. 

Coding up 'points' as their 

0MlefS go about their ever,day 

business (the internal sensors 

registering steps), Pocket 

Pikachus enJOY Tamagotd1~ 

existences, getting up in the 

morning. brushing their teeth, 

farting around doing pretty much 

nothing all day, and then hitting 

the sack in accordance with their 

real-workl d::x:ks. The key 

difference between these devices 

and Tarnagotchis is that they 

don't require feeding. 

Nintendo has more recently 

introduced Cl Hello Kitty vefSion, 

based on the eponymous 

chardder which has been sud\ a 

f"""",, win tad<-bing 

westemefs In recent years. 

\/MS· GodzlUa, all is forgiven . 

• 

Still groovy after all these years 
UK: Even ttnJgh the PlayStabOn is OON the best-sellilg console in the 'M)f\d, SCEE 

steadfastly refuses to let: up on its flirtaOOns with underground 'QJ!tcha'. The company's 

sponsoohlP of events such as Glastonbury and Tribal Gathering is well known. but 

beneath that, the hardest workmg marketing department in the world has spell! the 

last four years courting the more IeftfieId area of extreme sports. 

lhrs September alone ~ 50ny involved ",;u, \VvO relatively oftbeat ventures. 

On the 25th there was the PlayStatJOn Night Surf Olallenge - the worId's fust nocturnal 

surfing compettlon - taking place at Bude beach in eomwaR. One hundred of the UK's 

best competitors were due to tum up aOOg with guest OJs and live bands (including 

drum'n'bass outfit Future loop Foundation and indie band Gold Blade). Orsan~ 

were also planning a beach barbecue for spectators. (In September? Never mind.) 

Too days later, the)OOf culture bandwagon rolled on to Brixton Academy for the 

1998 UK Bre.3kdance dlam~ This is the thitd year Sorry has been i~ 

wrth the event, and this time It promISed a truly intemanooalline-up, ~ competrtofS 

from Japan, the US and Germany all due to take part 

Headlining acts set to appear alongside the dancers were ~ rapper 

Kurns Blow (of 'If I Ruled the \o\tlM fame) and the Buffalo Girls (~.....t.om 

Malcom Md..aren scored a hit in 1983). So long as all thIS doesn't lead to a 

rejUVel"lated interest In breakdance video games. EdXe is QUite happy. 

Dar1ing. I love you 
UK.: Codemasters co-founder 

David Darling is looking for IuUUIVe, 

according to the News of the 

Itfur./ds September 13 issue. 

Apparently !he 'ha","""",' 

millionaire is ready to share his 

wealth. , suppose I have e.oer,1hing 

a man coukl want," he said. "But 

now rm searching for a special girl." 

Wlat, isn't there a cheat code 

for thIS kind of thing. Dave? 
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or blue spines is back 

Huge crowds of almost 15,000 

swarmed to the special Sonic 

presentation held over three 
showings in central Tokyo 

... '30 £DO£' 

Japan: In one of the summer's most eagerly awa~ed 

events, Sega's first Dreomcast title, SonC Adventure, 

was revealed to a Japanese audience 01 c:Nef 13,0Xl 

8amefS and press. Sega's classic mascot was 

demonstrated in all his 128bit glory 111 three separate 

sOOv.s on Saturday August 22, althougtllhe mal 

shovMg was not as packed as its predecessors. 

The event was staged in the same 5,oo::kapadty 

auditomnl utilised by V\Iarp for its 02 annooncement 

(v.hich attracted aro.n:.l 11 ,000 VISItOrS). Tokyo's 

International Cooference Centre is fast becoming 

synonymous 'Nith Sega's revival and ItS Dfearncast 

console, and has a grand scale to matr:h the 

company's ambitions. 

The usual Sega suspects were in attendance, 

including its charismatic and personable president 

5hoichiro lrimajiri .....00 has been drMng forward a 

new sense of openness within the company. 

Yuk.:r.va Hidekazu. the senior manager v.OO recently 

starred in a series of bizarre Japanese television 

commercials for Sega (see E62). was a~ there. 

FoIIoMng a short intr<Xluction by lrimajiri-san. in 

which he made an up:;Iated bnefing on Dreamcast. 

it was left to 5CX1ic At:M!nture producer Yuji Naka 

(intef'Jiev...e:l1ast issue) to steal the shcw. 

The SanK: learn leader arrtJed In outlandish 

fashion, his chosen transport nothng less than Cl 

gtgantic egg which e:wpIoded 10 reveal Naka-san. 
_ <DIe<fug. moacpI-oooe. he ~. 

seq..once d oapod cIps from Sooc~. 

projeCted onto a vast screen. However, instead of 

~"8 <iredly "'" the gome ~ 
Nil" !hen """"'-<ed 'Sonc """ 9rxi; essent>aIy 
a 'making of Sonic Adventure'. 

Taking a Iigrt-hearted stance, the film was 

00d<ed by the """'" "."..". theme iIOd 
CClI1YT1eOCed with Yuji pulling up outside Sega's I"Kl 
in a Ferrari before going on to introduce the key 

figures of the Sonic Team. Clearly the mpIication 

from the music was that Sega and SonIC are 

awakening from a long sleep (as Ausnn Pcmers 

does in the movie). The film then ~t 00 to s/"lC)N 

the team on a 'research' trip to South America in 

Oh dear. . 

• 

Sega Enterprises' likeable president Shoichiro lrimajiri was on hand to open the event 

f'-.Io.oember 1996 (....tlo sa'y5 game ~t is aI 
w::rl. and no play,?), visiting various locations such as 

the Tulum Pyramid Stairs. In another scene one of 

the team is heard remarking 'It's XeWxJsr as they fty 

over the mysterious and IT\aSSIYe Nazca markings in 

Peru. And - possIbty to justify the cost of the trip 10 

lrimajirkan - ~rative scenes from Sonic 

Adventure and shots of actual temples are shoNn 

in rap!d succession, to good effect 

FoIloI.ving this, Yuji Naka then began a more 

serious nil ~ the game (which is futv 
prEMeWed on page 36), reYeali1g 00IabIe details 00 

how SonIC for Dreamcast voAI anteract..,..;m the 

console's irlteIl5tJng VMS memory card system 

., ~ • ..",."..,........" 10 the 

successful Tamagotm,tPokemon model, as does the 

GodziIa GeneratIons VMS, players .,.,.;) be able to 

~ and 'rea( virtual aeatJJeS 00 the 

hancfleld. Quite how !his will then be integrated back 

into the game isn't dear. Edge is looking forward to 

"""'8 how s.g. and _ """"""" deveIope<s 

will employ the VMS III (arguabty) roore interesting 

~ although lrimajiri-san's ear1ier demonstration 

induded a card game that t1nted at oCher appications. 

Perhaps the most ~nl moment of the 

Sonic Ad.tenture shooMng was when Naka-san used 

what appeared to be a complete Dreamcast console 

to presenl the title in a pIayabIe form. He opened the 

This really is a bit sad, isn't it? 

• 
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lid of the unn (pr~ only dspIayed as a solid 

plastic styling mod~), Inserted a CO and began 

playing. It IS thought that October's Tokyo Game 

Show will leature finished Dreamcast machines for 

eager Japanese garners to sample. 

Rather than simply runnng through selected 

stages of the game, Nakd-san asked the audience to 

'oQte on ....... ich areas they 'MlU1d most ~ke to see. 

This was done gameshow style, by measuring how 

loudly the accumulated attendees cheered for either 

k;e Camp, Red Mountain or Speed Higtmay. The 

latter was the easy winner due to its fast paced 

design, """""' of past Son< cutiogs. ~ Red 
Moontain was also given an airing. A similar measure 

of audience ~ was then ~ to 

Sega mascots aplenty. 
CIockwtse from left: manager­

tumed-advertising-stdr Yukawa 

Hidekazu; Sonic chum Tails; and 

Sega-san-shiro, who is seen 
strutting his stuff at most of 
Sega's axporate events 

sample an en-masse,. rhyttvnic chanting of 'SO-NI­

Klf by the more-than·'lv'dling 00\0Vd, wturn is due to 

appear in the finished version 01 the game. 

'Mile undoubtedly reveafing Sc:vl.c kM!nture 

and Dreamcast to be at the cutting edge of 

""""""m"g te<hnoiogy, "xl gothering. good 

number of interested otaku, the event left key 

cpJeStions unanswered. No mention was made 

of the console's modem facility, and while Sonic 

is a pcw.oerful brand in the west. his street oed is 

minimal in Japan. Other, better-knoNn Sega brands 
will be needed to ensure that its graceful saviour is 

the success it SO badly needs to be. Nonetheless, 

Son.c Adventure is a promising nevv member of the 

dream cast in Sega's big production. 

Yuji Naka - and his game - made a big impact (main). Development doesn't look too stressful .. ~eft) 

-' 

Nice work if you can get it: the 

Sonic Team (and their 'speciar 

friends - centre) journeyed to 

South America on research 
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HOw to throw a party. the sony WfIi 

UK: This year's ECTS may have 

been a sound shooM:ase for . 

products. but the othe< side of the 

coin - the free parties ~ were a 

bigger attraction than the shcw 

itself for many. Sony's bash was t7,r 

far the most extravagant attendees 

allMl18 at the soiree 'M:!I'e 

transported 'o"\a golf cart to the 

aaoo (v.tlich took place inside an 

eoormoos. hangar-like building). 

Sony Music stalS Pulp provided the 

tunes later on. A top night indeed. 

... 132 £DG£" • 
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Sony's party - whICh, If estimates are to be believed. 
was II)e rrost expensive in ECTS hIStory - was graced 

with all marJnef of guests, from battle;vom 

programmers. to high-living sales and marketing types, 

to conlenled-looking big dleeses. And......rere did Edge 

Anything you can do ... 

UK: In a brave (although some 

might say 'daft') ITICIVe, Eidos 

hosted a party Ofl the same-r~l1 

as Sony's bash - at london's Cafe 

de Paris. AnMng at around 12 

midn~ to find a gargantuan 

queue wamng outside (and VIP 

passes aOOut as much vakJe as Bin 

Ointon at a feminist rally), Edge 

decided to retum later. Upon 

retum, the SOfdid underbelly of the 

videogames industry took r.o time 

in revealing itself. SuffICe it to say, 

free booze + software types + 
cheesy music (supplied by the 

same band Eidos used at E3 -

fIovvn in especially for the 

occasion, no less) = a big mess. 

Here's to next yea(s ECTS 

partIeS being rather less offensfJe. 
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Etrs: A bluffer's guide 10 marketing techniques ... 

Remember girls. a toothy grin and you're on to a "";nner. Perhaps the most dtsturbing of all the sights at ECTS (and 
there were a fair few) was the queue 0( ahem, 'young gentlemen' waiting to have ther pdure taken Vv'Ith 'the 
real Lara Croft'. M embarrassng mstume me:.:.up left the Fifth Element team with no choece but to ~ ou nanxeJ 

• 
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UK: After an &teosrve survey into the w<Iy ECTS works. Edge presents ten 

pointers for prospective software publishers to bear In mind when planning 

their preser.ce at next year's event: 

1. If demoing a PC title, make sure the machine crashes e./ery time anyone 

comes to have a look. Also, be sure to have an ClVefWOrked PR person on 

hand to look embarrassed and repeatedly promISe that this won't happen 

when the game finally ships. 

2. As EaS only attracts 24,000 people, It really isn't necessary 10 make 

the passageways between the banks of monitors on your stand more than 

I\\'O-foo wide. 

1. If you em~ a grO\.4> of scantily dad models to hang about at 'fOOf 

stand, make sure they brter ri!jlt in the entrance - they Io'vUI ineviUlbIy attract 

a massive crOVv'd of testosterone-fuelled men vJ\o rarely encounter pretty 

girls. therefore rendenng It virtually arnpossbIe for anyone to actually have a 

look at the games on offef. 

4. JW.mys boast that yoo have the best 3D engme.IAI (delete as 

appropriate) any.-..here in the world. No one else on any of the other 

stands will be saying the same thing. 

5. Similarly, be careful to point out the variety of exciting 3D features your 

produa irdudes. If it doesn't indude any. lie or fabr.cate from scratch. Nooe 

of your visitors will know what environment mapping is anyway. 

6. It is considered vulgar in the modem software industry to mention 

gamepIay. 1f)"QU have accidentally allcr.ved any of this into your product, 

srnp,. remove it before ECTS begins, aod replace It with a healthy dose of 

enWon"nent mapping. 

7. Remember, if )"QUr game somehoN oombines I'M:> Of more familiar and 

weI-wcm genres, then it can be referred to as rtnnovatrYe aod originar. 

8. 1f"PJ employ arry out-of~ actors to don 'hllanous" game character . 

sms. make sure they are led around the sOON hall:Pt surly l&year<lld girls 

....no would dearly rather be sitting ootside MacDonaIds smoking Silk Cuts. 

9. I!"PJ have a VIP bak:ony as part of )"QUr stand. fiI it WIth marketing men 

Ifl sharp suits v.ho shout II'lto mobile phones all day, frequently c:hedong 

their watches but never actually gc>Ing arl)Where. 

10. I! "PJ are organising an after-shooN party, don't forget to irMte three 

times as many people as the venue IS capable of holding. Also, start a 

rumour that All Saints will be there.lhey wouldn"t be seen dead and 

rotbng within 300 miles of said party, of coorse, but no one will figure 

this out until it's too late. 

Konami boxes clever 
Japan: There are oJrTently I'M:> W¥ d buying Metal Gear Solid (see p78) on 

the ~ street; of Tokyo: the 'normar ~ (handing ~ VS,BOO and getting the 
lxlg-standard norTT\akized to: and contents) Of the 'speciar Yay, , ... turn sees 

¥9,BCK> exchanging hands for the so-called Premium Package. 

The Premium P.rl.lge's box contalflS the game (on I'M:> COs, as standard), 

a Suikoden 2 demo CO (again. standard issue with the normal release), a Metnl 

Gear Solid dog tag (bearing the legend 'FOX-HOUND S.F.G. SINa 1987,), a 

frankly tacky T-shirt. a soundtrack CO (containing the weedy music from the first 

I'M:> 8bit Metaf Gear games - see P 125) and, pemaps most importantly to the 

hardcore collector, an artwork book full of srunning designs. Konami promises a 

limite<H?dition special pack for the UK release, but don't expect anything like this . 

• 
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CHILDREN OF DUB 
DIgital Mantras 
(Magldc Eye) 

The I"Iame may suggest some 
didgeridoo-laden lash, but 
Children of Dub have always 
been as fascinated by house and 
sample-driven lechno as dub. 
This, their fourth album, throws in 
stronger drum'n'bass elements. 
lending the likes of opener 
'Feeling has Gone' an edginess 
that sits well alongside the ....md 
music styIings of 'Surya'. It's a 
su<prisingly good rombon<>1ion 
thanks to subdety ard a rare ear 

le< , good """""imed melody. 

THE SOUND OF THE 
UNDERGROUND -
LATIN HOUSE 
Mixed by DJ Norty cotto 
(Master Dance Tones) 
Afief compilations shcMI::asing 
the scenes in Ibiza, Chicago, the 
UK and even LA the series 
heads into hugely promising 

tenitOlY with a set from New­
York's Cotto, a DJ ...mo's 'M)rked 
on tracks for Soul 11 Soul. The 
Beloved, A1ison limerick, and 
rapper KR5- \. It's hard to imagine 
house beats getting steamier 
than this. Big names are absent. 
but such considerations hardly 
matter on a CO seemingty 
designed to spark orgies. 

LIVE AND RARE 
various 
(f Communications) 

Launched to mark the lOOth 
release from France's p!"emier 
dance label, this double-CD 
brings together the excellent SI 
Germain, Frederic Galliano and 
others. each tuming in rare or live 
(obvious. really) cuts at the jazzier 
end of the spectrum. The second 
disc is a more techno-flavoured 
outin& which later passes the 
ootOf) to shcmstopper Laurent 
Gamier. Ambient ard hard-edged 
eIectronica from Scan X. NoYa 
Nova et al round things off in 
style, by which time most will be 
flipping right back to m 1 again. 

SUSHI 4004 
Various 
(Bungalow) 
Bungalovis second compilation 
of Japan dubp:Jp folloNs Of) from 
last year's 'Sushi 3003'. IMth 
sounds ranging from supreme 
dancef\oof cheese to obercool 
Sino-b~ most of the artists 
remain unknlJ.vn outside Japan, 
anhough the likes of Pizzicato 5 
and Denki Groove's Yoshioori 
Sunahara are guaranteed to fill 
stadiums on home soil. An 
eclectic, contemporary treat 

INTERNET 
Site: ARRGH! 

URL: http://www.arrgh.co.uklindex.html 
There are dozens of sites dechcated to old games on 

the Net. but fev.r come dose to ARRGH! when it 
comes to keeping Of) top of developments Of) the 
scene. ARRGH! (an ac:ronym for Anally Retentives 
Retro Games Home) features a mailing-1ist facility 

(which, naturally, automatically updates subscribers 
when major alterations OCOJr at the site), classic 

hardware and softwa~e sections. articles, and 
dcmnloadable stuff (including a selection of clever 
Sindair-style fonts and animated GIFs), plus k:>ads 

more besides. The Internet is home to the frealOest of 
retra fans, ar.d ARRGHrs maintaioer seems no less 

hardcore than most. The result is a reliable site whose 
attention to detail is matched onty by its will ingness to 

appre6ate the value in, Sitf, the recently annoonced 
Loderunner 2 (i.e. a brand-nev.l title in all but name). 

The times they are a manging sang Dylan in the '60s. 

Thirty years on Kevin Kelty is repeating the words, but to a 

different tune. The nev.r W<Ne is softly excnanging the 

tangible for the intangible. Atoms are on the way out, 

relationships, informatioo ar.d ideas are creating a neN 

global economy that is quiddy reaching a tipping point of 

no return. It is time to get with the new program, man. 

Funclamental!y there is nothing new in this pro;x!Sition. 

As a founding editor of VWred, Kelty has been spreading 

such idea~ for the past five years. Indeed mum of the 

eccn:JfOC justih::atixl for his vision seems to have oystallised 

thIS year as VWred has become increasingly aggressive in 

its prediction of a goklen age; the so-<:.alled 'Long Boom'. 

Basing his arguments arour.d ten rules that maximise 

netWOrks and the opportunities they create, (plenitude not 

scarcity, from places to spaces'), Kelty suggests the new 

economy will completely change the way we work ar.d 

live. The 21 st century may- h.;ro..oe found its newest prophet 

There has a~ays been a grar.diose element to the books 

of Philip Kerr. More than just a techno-thriller authof, he 

moves within the scientific mores of the times, stretching 

fiction into science faction, sprinkling his stories......;th 

sociological angst and intellectual games. 

The year is 2069 ar.d the v.Wd has become ravaged 

by a sk:Jw-acting blood·borne dtse."!se that can be cured 

on~ by a complete transfusion. IMth one litre mrth 

$1 .8 million, the..-..eMs biggest bIoodbank, The First 

National is also the best defended. Dallas kna.vs this 

because he designed the security systems. Now, on ·the 

run from his former employers, he plans a break-in. 

On its ()IM"I ttis could be gripping stuff, but Kerr does 

not seem to care about the plot. let alone the characters. 

Instead. he concentrates on a couple of peruliar narrative 

devices and initially they are just confusing. A swarm of 

footnotes bedevil the opening chapters, detailing 

evef}'thing from latin word derivations to the -....orkings of 

future mechanical devices.. There are also bizarre sub­

chapters where an undisdosed omniscience addresses 

the reader directly. Eventualty everything does become 

dear, and there is brilliance in the condusion, but overall 

the effect is discor.ceting. 



VIEWPOINT 
EXPRESS YOURSELF IN EDGE - WRITE TO: LffiERS, EDGE, 30 MONMOUTH STREET, BATH, BA 1 2BW (email: "'g.@'",,"OOl<o.,k) 
--r--

O 5 it me or are games getting 

really boring these days? In 

the past two months I have sold my 

PlayStalien and N64 because there 

just aren't any games worth playing. 

The final stlaw was F-Zero X. 

I just can't understand why 

everyone thinks it's amazing. I was 

really looking forward to some very 

high-paced racing but it's so dull. 

Where's the stunning speed? The 

more I stuck at it to access the faster 

vehicles the more frustrated and 

bored I got. Even the multiplayer 

mode isn't as good as most 

Oh well, I must be getting old. 

Everything to me seems like 

repeats, with better graphics. but 

less gameplay. Except Go/denEye 

and Gran Turismo, of course. 

My mate has just bought a 

Spectrum. It is sheer heaven. 

DanielSinclair, 

via email 

It's probably just you. 

O
n response to Girish Mekwan's 

lener in E63, I'd disagree that 

the character of Raj in Diddy Kong 

Racing was portrayed in a racist 

manner. Surely as the character was 

of such good nature, it could in no 

way be derogatory to the area of the 

world that he came from. 

When a negative anitude is 

associated with a particular group of 

people, we call it prejudice, and 

when this is used to harmful effect 

it is racism. It would be tragic if 

colou rful characters such as Raj had 

to be removed simply on the basis 

that their accents represented a real 

group of people. 

When Mario appears with an 

Italian accent ('It's a-me, Mario!'), 

although c9rny, I did not view it as 

. a reflection on all Ita lians. And Dick 

.. :Van-Oyke's cockney accent in 'Mary 
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Poppins' caused me no offence, and 

only served to embarrass the actor. 

I'm sure that Rare meant no 

offence when creating Raj and 

others in Diddy Kong and Banjo­

Kozooie, and I hope that games like 

these can be viewed in the way that 

they were intended. A game is just 

for fun, and adding characters with 

personality and different voices just 

adds to this. Surely it would have 

r::I 0 the N64 has been only just 

1:.1 keeping its head above water 

this year, with very few new titles 

and even fewer of quality. In the 

face of a new super-machine from 

Sega, and possibly the PlayStation 2 

on the horizon, how can it survive? 

There are promising signs that 

general game quality is improving, 

especially among thirdparties. We 

can look forward to titles such as 

'Although a sensible strategy at the moment is to 

make games for a standard Nintendo 64 (but 

have the capability to be enhanced by extra RAM), 

eventually we will get Into a ZX Spectrum situation' 

been worse to have a Genie with an 

English, French or American accent? 

Nathan Baseley, 

via email 

The 300 Multiplayer: more 
reliable than the PlayStalion, 
according 10 Chris Van Graas 

O 
eez, looks like the world 

still isn't ready for non­

caucasian stereotypes, then (I 'm 

talking about Gifish Mekwan's 

letter in issue 63, of course) . 

I guess we'll just have to keep 

taking the piss out of ourselves 

until everybody else is mature 

enough to join in .. 

lain Howe, 

via email 

Turok 2, Body Harvest, Space 

Station Silicon Valley, Extreme G 2, 

Wipeout 64, Micro Machines, 

Shadowman, Cast/evania 64, as 

well as of course le/do, Donkey 

Kong, Banjo-Kozooie 2, Perfect 

Dark and Jet Force Gemini in the 

reasonably near future. 

There's also talk of a Tomb 

Raider game; secret Rare projects, 

and news of other games further 

from release, such as the new Duke 

Nukem game and Rogue Squadron. 

In short, there are a lot of promising 

releases to watch for. 

But in the long term how can the 

N64 compete? Developers w ill 

undoubtedly gradually improve their 

knowledge of how to get the best 

from the machine, but one would 

guess that Nintendo and Rare must 

almost be at that point by now, and 

I believe we can now consider the 

6400 project dead, at least in the 

UK. I think a speedy release of an 

add-on RAM pack either by 

Nintendo or a thirdparty will 

enormously help the machine's 

overall prospects. It should be 

cheap enough that it will have a 

high take-up rate, especially if some 

killer apps are designed to take 

advantage of it (we already know 

Turok 2 and possibly others do). 

Although a sensible strategy at the 

moment is to make games that run 

on the standard machine (but have 

the capability to be enhanced by 

extra RAM), eventually we will get to 

a ZX Spectrum 16K-versus-4BK 

situation with most publishers only 

making games for the higher­

specced system. This depends, of 

course, on how many people buy 

the extra RAM, but if it's made 

cheap enough, and marketed 

properlv, it would achieve high 

market penetration quickly. One 

could even envisage, sometime next 

year, base consoles being sold with 

8Mb RAM as standard. 

Dr Ala" Choo-Kang. 

via email 

The 4Mb add-on is one of the most 

interesting developments in the 

N64's history - only time will tell if 

users are as willing to purchase one 

as they have been other units (such 

as the Rum ble Pak, for example). 

Incidentally, Edge understands 

that the N64's internal architecture 

puts a maximum of 4Mb on 

external RAM additions. 



['] ou created a source of 

... mystery by talking about three 

different prices for the Dreamcast 

console. At a certain point you say 

that Sega is trying to keep the price 

of the machine below E200, and 

that is one of the reasons it is 

considering removing the modem 

from the European version. But in 

another article in the same issue 

you mention prices like £249 and 

BOO. Which do you ttlink is the 

most realistic for Europe? 

I don't think Sega should remove 

the modem for the European 

version, because it will split the 

format and will make developers 

wary about using the modem 

capabilities, since Europeans would 

not be able to fully enjoy the game 

on a standard machine. For the 

modem to be a success, Sega needs 

third party software to make use of 

it. They should swallow a loss on 

the modem in Europe in the first six 

months or so, to keep the price of 

the machine low. But with the rate 

al which modem prices are 

dropping. including one should not 

necessarily make the machine too 

expensive in the future. What do 

you think? 

5ti;n de Witt. 

via email 

£200 is a fair bet. Regarding modem 

inclusion, it's partly a cost issue, but 

you also have to bear in mind that 

Sega does not have the experience 

with online gaming networks in 

Europe that is does in, say, the US. 

Edge will be very surprised if the 

machine goes on sale here next 

year complete with a modem. 

n hanks for finally setting the 

.. record straight about your 

game reviews [E61]: it's about 

time people learned that five out 

of ten is average, not crap. 

One out of ten is crap, however 

- which Computer Success (the 

apparently 'no nonsense' PC mag) 

awarded Final Fantasy VII. 

U, 

via email 

~ 0 you have any information 

I.!.iI regarding Sony's PlayStation 2? 

I can't imagine that Sony does not 

have specs, info or mock-ups for its 

new console (if it wants to keep up 

with Sega, that is). 

I have a new PC (spec: P2 MMX, 

300MHz, 64Mb SORAM, 604Gb HO, 

Voodoo 2, AWE64 sound card, 

17inch monitor) and I was 

wondering if PlayStation 2 could be 

more powerful. With Oreamcast 

screenshots looking so much like 

PC Voodoo 2 mock-ups, it's made 

me think that the gulf may not be 

that great. 

Ran. ld Kattevilder. 

via email 

Internet recently, entitled 'Is the 

PlayStation defective?' I have been a 

PlayStation owner since it was first 

released in Japan (I was one of 

those people that forked out the big 

$$$5 to be the first in their street to 

own one!), and throughout my 

PlayStation's life I have found it to 

have suffered a lot of 'wear 'n' tear' 

- a lot more than any of my other 

consoles (300, SNES, Nintendo 64 

- although, granted, the two 

Nintendo consoles have far less 

moving parts than the 300 or the 

PlayStation). A lot of my friends who 

own PlayStations agree with me 

that there are definitely defects in 

the design of the machine that 

cause it to break down after a long 

period of time (overheating is its 

major problem). 

I think this might make a very 

interesting topic for you to write 

about, as you have always been 

mature and fair about your features 

while still managing to come from a 

'A lot of my friends who own PlayStations agree 
With me that there are definitely defects in 

the design of the machine that cause it 
to break down after long periods of time' 

Concrete details regarding 

PlayStation 2 are nowhere to be 

had. In fact, from Sony's own 

perspective, it's still not even 

admitting the existence of the 

project. (Although Edge did 

'accidentally' see the words 

'PlayStation 2' written by hand on a 

convoluted, sales projection-style 

diagram on a presentation board at 

Sony's European HQ re<ently .. . ) 

O 'm writing to you about an 

article I saw posted on the 

• 

gamer's perspective. And besides, 

this would probably be the perfect 

article as a comeback 10 all of those 

people who write in saying things 

along the lines of 'Why are you 

always kissing Sony's arse7' 

Chris Van Craas, 

via email 

After the problems Edge has 

experienced w ith office PlayStations 

in the past few years, kissing arse is 

hardly on the agenda. (Home 

machines generally appear more 

reliable - probably because they're 

not always being 'borrowed'.) Any 

more readers care to comment? 

r:t fler reading about Sega of 

~ Europe's decisions regarding 

the release of Oreamcast, I was 

dismayed that there will be nearly a 

full year between the release in 

Japan and here. I find their 

reasoning to be fairly sound, with 

the N64's release going off with 

something of a whimper rather than 

the intended bang, but this still 

leaves me feeling that the European 

market is being treated like a third­

rate market. 

Nintendo were lucky with the 

N64 release. They managed to keep 

hold of most of the 'real ' gamers, 

even with the slipping of their home 

release, and their release in Europe. 

Plus, with the 'cute' titles they had 

available they managed to sna~ 

some areas of the market which 

machines like the PlayStation have 

not yet managed to reach, but since 

the release in Europe they have had 

to rely on releasing poor-qua lity 

games, with only wonderful games 

by Rare underlying the machine's 

quality. I just hope that Sega do not 

end up relying on superior arcade 

conversions as they did with the 

Saturn. This limiting. as Nintendo 

are at the moment experiencing. 

will harm them, which I for one 

would not like to happen. 

Then of course there's Sony's 

next machine, which could topple 

Sega again. With the current 

installed base all they need is 

backwards compatibility and they 

could well do it. 

John Bright. 

via email 

Backwards compatibiHty? 'Nhat do 

you think this is, an industry that 

makes some kind of sense? 
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ISSUE 64 

Bl 
Peter Molyneux, widely regarded as the father of god games, 

is taking the genre to its next level with BliJck iJnd White, 

title 

OVER THE EDGE 
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