





ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT

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
Jlapanese 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 pé), It did give Edge the opportunity to
once again lock horns with some of the most
visionary designers working today (see p&8).

Returning from ECTS, Edge finally took
delivery of a finished build of a game first
previewed here nearly two years ago - Metal
Gear Solid (see p7B). 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 titles 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 critical of wafer-thin plots, lazy
characterisation and limited interaction.

Despite being creations from opposite
sides of the globe, titles such as Siiver and
Metal Gear Solid reveal that, irrespective of
their territory, game developers are working
towards similar goals.
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Is VM Labs' machine set to be
the first viable set-op box?

Insert"'coius towontifiue 24

d is fading fas

of the best

For the second year running at ECTS Edge invited six
leading lights in the videogame industry to a frank

discussion about the current state of play 6 8
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ECTS '98 BOASTS RECORD ATTENDANCE

A strong international presence shows new confidence in Euro markets, but are the creative juices drying up?

This was the bi

est ECTS to date, with

i

Tadls’

"Eutting Edge

‘Etice..

biggest sequel, Tomb Raider il {which
wasn't really doing anything markedly
different from its predecessors)
Elsewhere, many of the developers
Edge spoke to picked out Outcast as a
show favourite (looking beautiful, but
running a littie slow), while an
extended, cinematic video
presentation of Metal Gear Solid had
gamers queueing around the Konami
stand for hours at a time.

Filling the aisles

The tumout of industry giants was
impressive, too. Eidos, Sony, Nintendo,
Acclaim and Interplay all boasted floor
space, hogging megaplexes filled with
'product’. 1an Livingstone told Edge
that this year's stand would show that
Eidos is more than just a one-game
company, and he was right. Dalkatana
provoked almost as much interest as
TR while Red Lemon’s military
strategy title, Braveheart, Quantic

a record (unaudited) attendance of Dreams' Omikron and Mucky Foot'’s
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...

free-roaming martial arts adventure

Urban Chaos were in fine form

06 EDGE

n 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
oppaortunity to all involved 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 1,000 or 50 games displayed
at the event, many were receiving their
European premieres and a few were
actually exceptional. Among the major
crowd-pullers were Zelda &4 (justifiably
taking up a fair chunk of Nintendo’s
biggest ever ECTS stand), Dalkatana
{looking considerably more interesting
than it did last year), and of course the

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 benind closed
doors while lesser fare dominated.

But somehow, something was
missing. ECTS 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 world exclusives on show, The
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 its Command
& Conguer 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
Marichester 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 road
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
Lionhead and its first satellite, Big Blue
Box) who talked about sharing ideas
and play testing each others’ work;
and who had genuine understanding
and enthusiasm for games. There were
similar experiences at DMA's comer 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 Lincaln, and Wild
Bill Stealey further signifying that
European game development is a
growing force on the global stage.
There was also a convincing
lapanese 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
worsening economic situation in Japan
and its possible effect on the games

>
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Gangsters (scary!), Tomb Raider Il
(yawn) and Michael Owen fever

Rally comes home
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industry. in fact, the only person Edge
heard mentioning the potential
ramifications was, bizarrely enough,
Jarvis Cocker. On stage at Monday
night's Sony party, the 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
S0 ECTS "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

Bruce Lee's daughter Shannon was
on hand to promote Tekken 3 (main)

and fast. But on the horizan, some
Industry veterans see an uncertain
future - as Peter Molyneux admitted,
“| am disappointed by the show -

The final word, or lack of one,

show, he stood thinking for a full three

there are a hell of a lot of sequels out should perhaps go to DMA's eternally minutes, looking about vaguely and

there. We're gradually spiralling into a reticent head honcho, David Jones. scratching his chin, before finally

complete lack of originality. Where are Wher Edge asked what he had been replying. “Can | email you on

[

the new ideas going to come from?" impressed with on other stands at the Friday?”, he asked apologetically. |

BUY-OUT BONANZA CONTINUES
Redundancy rumours at Psygnosis as Eidos considers moving in
SPO>S

he recent spate of mergers, acquisitions and general dismemberment of

ﬂ videogame publishers has taken a new twist with rumours of Eidos
Interactive’s interest in a partial buy-out of Psygnosis. While neither company was
prepared to 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 Stroud to evaluate the state of tities in development
At one stage it seemned 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 unlikefy to go ahead, along with a proposed (and complex) Sony-backed
Eidos deal to purchase the Liverpool-based company complete. At ECTS, 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, "The whole 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 the 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 Psyénﬁsm' 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 Scott
Steinberg at ECTS, where he was demonstrating the promising Sou! Reaver —
(see E63) to select attendees. Someone, at least, Is in high spirits. =



JAMMA: NAOMI SWEEPS IN

Crowds arrive in their thousands as Naomi steals the show

NAGMI

Konami's Dance Dance
Revolution (above) is a sight to
behold. Naomi game House of
the Dead 2 (top right) was
received entllusilsﬁal? by the
Yight)

crowds. Gunmen Wars

okyo, September 17, At the
JAMMA amusement machine

show, Sega unveiled its latest coin-op
hardware, Naomi. Closely related to the
company’s imminent Dreamcast
console, the new arcade board features
doubie the RAM (32Mb) and twice the
VRAM (16Mb) of Sega’s home system
The rumoured multiple chipset system
that NEC and VideoLogic (joint
manufacturers of Dreamcast’s Powervi
2DC graphics card) claimed to be
possible was nowhere to be seen - yet
New titles, from Sega and its rivals,
were very much in evidence, however

Sega's multiple arcade divisions,
AM1, AM2, AM3, AM12 (previously AM
Annex), all had new or recent products
on display. However, it was too soon for
the new AM11 group, which has been
set up by Daytona USA 2 creator
Toshihiro Nagaoshi with 50 staff from
AM2 (including 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 'low-cost’
coin-op systemn, but given the heritage
of its production staff, a ‘Super Naomi’
(see ESO news) seems far more likely.

Naomi games were definitely the

talk of the town, with House of the Dead

NEWS

Sega’s Naomi board (left). Naomi coin-ops will allow users to transfer
data to and from Dreamcast consoles at home via the VMS units (right)

2, Bipod Bullet and Dynamite Baseball
reveated for the first time, all from AM1
Of the three, Blood Buliet 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. AM1 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 contribution 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
Beatrmania, dubbed 3rd Mix, was also
on display, along with Gradius 4 which
looked fantastic on its widescreen
plasmatron screen.

The other Japanese powerhouses -
Capcom, SNK and Namco - seemed to
have suffered a power cut, with little of
substance on offer. SNK's Samural
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. Capcom presented its new
Mechbattie game Tech Romancer, while
Jo Jo, a Manga-style fighting game was
only viewable on video, Meanwhile,
Namco was touting Race On and
Gunmen Wars (similar in essence to
Sega's Virtual-On, with the added bonus
of players being able to capture their
faces Into the game), and revealed
Fighting Layer, developed by ex-
Capcom affiliate Arlka 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 Né4
coin-op system Aleck &4, featuring
mare RAM but similar graphics
capabilities to the console, was
displayed with Star Solgiers (a shoot
‘em up), Let’s Smash (tennis), and
Eieven Beat World Soccer (football).

While Naomi and Sega were clearty
the stars of JAMMA, 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 mantie currently held by Sega's
costly Model 3 will be taken soon. It's

just that NEC, VideoLogic and AE
Sega refuse to say when

EDGE 09 b
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MILIA “99: CALLING ALL TALENT

Enter the New Talent Pavillion competition and win your dream job

Net Yaroze slashed
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Correction: On page 144 of last month's
issue Edge stated that the MPMAN
Internet Audio Player is avallable from
World Com, when it should in fact be GBS
Ltd. Call 07050 607078.
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ext February’s Milia multimedia
m extravaganga 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 tities
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 consicering
giving the "9 show a miss. While no
exhibitors have yet been confirmed,
Milia 98 attracted Sony, Gremlin and
Infogrames among others.

Milia’s New Talent Pawvillion 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 exclusively 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 far 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,

DOORS OF PERCEPTION 5

The Netherlands Design Institute opens its doors to game designers

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
Journalists from all over the globe to
discuss all aspects relating to the
future of play.

Confirmed speakers include,
among others, Alan Kay (personal
computing pianeer currently vice
president of Walt Disney's R&D

department), Joystick Nation author
IC Herz, Maxis founder and designer
of 5im City Will Wright, and lapanese
media artist Toshio iwai, who will be
showing the latest version of his
Music Insects for the Super Famicom,
Furthermare, 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 www.doorsof =

=1
perception.com on the Net. It}

Including games, education, children's,
experimental and Internet
technologies on any viable platform
Judging will take place In Parls this
December, with the winners
announced at the show in Cannes.
Those interested in applying should
visit the official Milia ‘99 Website at
www.milia.com, to downioad

Ul

A
q

the relevant entry forms.

|

FL_ A%

Edge hopes the organisers don't
actually condone drowni

ng babies
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3DFX: THE NEXT GENERATION ADVANCES

Voodoo chipset on the Rampage

= urther details regarding what
= g
A can

be expected from the next
generation Voodoo chipset have been

revealed. Speaking exclusively to Edge

at ECTS, Tony Tamasl, graphics

hardware

next year. Just like Voo

Voodoo 2, we've Deen listening to the
game developers and they tell us they
want this kind of performance, they

want these kind of new features. You

ew generation of

canexpectto

hardw of the
pain points for developers

While Tamasi wouldn't be drawn
fication, the

0N Voodoo 3's exact speci

de

pers’ wish list gives a good

ndication of what tc Features

expect

should inc

sort-indep

"We're going to attac

signific

percentage of those,” he

Insisted. High-order surface support

3.0 of Glide carnes features designed
to support the next chipset. "it kind

of lays the groundwork, at least
architecturally, for some of the things
We're going to be doing in our next
generation hardware,” claimed Tamasi

He added that m of the alterations

made to Glide won't be appreciated by

gamers, but br 1S Instead
“It's cleaned up a lot of the baggage

carrying, things that we

always meant to go back and fix,” he

explained. It should be easier to create

a high-performance with Glide

3.0 than with

continuous strip or a fan formation,

therefore reducing the amount of data

combined 2D/ 1 (see news, E51)
at ECTS. While refusing to comment on

specifics, PR director Steve Schick

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

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

bullt PCs) were imminant for

addition, Tamasi hopes that

de

wit

potential tor In

apphications such as

FINAL FAREWELL: 64DD

Edge is looking for a talented writer 1o
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 work within a fast-moving :
environment under pressure, then yo
might be the right person

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

of a 2D capability

{ made Voodoo an

lopers will put Banshee to work

h authoring tools such as

= Applicants should send examples

of work (including a 500-word critique
=3 of Edge), along with full CV and
i covering letter, to:

Alison Griffin, HR Co-ordinator,

Future Publishing,

30 Monmouth Street, Bath. BAT 2BW
Email: personnel@futurenet.co.uk

Nintendo’s Howard Lincoln confirms recent speculation

intendo of Americ

N

states that, "We don't have any

ave any

for the 640D - in the

United States.” How

LT

Lincoln claims that the reason for the 64DD's no

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

r a series of prod

aunch the DD." How

console add-ons, and the falling pric

to blame. Whether the technology will resurface as part of Nintendo’s next =

home system (currently dubbed 'N2000°) Is another matter altogether

dramatic). N

Speaking to Edge this issue, Lincoln

Il not be launched before June of next year.”

Cts that reach the quality level that would make it a
jever, more likely explanations could be found in
se (particularly in Europe), the historical failure of such

artridge manufacture (which

Vould anticipate tnat in Japan

a president Howard Lincoln has sounded the death kneil

e the 640D either in Europe or the

how In Europe and the US is

Among those affected will be the forthcoming PAL
releases of 1080° Snowboarding, F-Zero X, Turok 2 and

1S5 '98. Strangely enough, the massively anticipated

2Zelga: Ocarina of Time sticks at the £50 mark,

has cut the cost of Nintendo 64 cartridges in Europe and
the UK. While this will come as no consolation to those

Siemens and Fufitsu workers in the North East who are
have aiso been reduced to either £30 or £40, while

facing redundancy, UK gamers can now expect the
Nintendo's joypads are now £20.

Thanks in part to falling semi-conductor prices, Nintendo
majority of new releases to retail at £40. Older titles

EDGE 11
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EDGE PREMIERES INTERACTIVE ENTERTAINMENT'S WAVE-MAKING UPSTARTS

Check your weapons at the door, please. Firstperson gardeners only...

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 |atest
generation of 3D cards, coupled with AMD and
Intel's new processors, are delivering polygon
counts in the millions, offering deveiopers the
potential to create more or less any environment
imaginable. But this just isn't happening

The problem is the first artifact you see. In
those virtual hands is a weapan, Be it a laser rifle,
greénade 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 enamies.) And around
this simple premise the game Is built, sucked into
a narrow channel of limited development

and Shogo - fine

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, 4 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 Mario 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.

but why is outrageous weaponry such a key element of firstperson games?

Lclodmiu from tn& left: Doom inheritor Quake Il and followers Kanaan, Daikatana, 5iN, Unreal

2onfounding

title could

to die for. Stil a | Wiy
off, but hugely promising

the game's

XCruciatingly

brief E3 appearance

Bright blips on the videogame radar

Shadowman Soul Reaver

{N64) Iguana UK

{PS) Crystal Dynamics |

One of the PlayStation |J
hits of

t that |
arial killers, Reaver's novel gameplay
dimension shifting, vast “ and vampiric roots do
environments, voodoo, much to recommend it
and {lots) of blood Has Eidos bought a star?

- =S — T
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EDGE SHOWCASES THE SHINING STARS OF ECTS

FORMAT: PC DEVELOPER: CONFOUNDING FACTOR
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P ER F ECT DAR K FORMAT: NINTENDO 64 DEVELOPER: RARE

little In t 3 t & J 3 0 much away, too soon. Nevertheless,
eenshots as relative compensation
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BODY HARVEST M EC H WA R R I 0 R 3 FORMAT: PC DEVELOPER: MICROPROSE

LAN D E R FORMAT: PC DEVELOPER: PSYGNOSIS

DVD venture (fear not, a normal CD-ROM version is also promis

Lander inc np Dolby Digital soundtrack which should

nave players By in the action come February next year

4 16 EDGE
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FORMAT: PC/PLAYSTATION DEVELOPER: ATD

FORMAT: PC DEVELOPER: XATRIX ENTERTAINMENT

mature’-the
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A BUGSS LIFE D U KE N U K E M : ZE RO H 0 U R FORMAT: NINTENDO 64 DEVELOPER: EUROCOM

A N AC H R 0 N OX FORMAT: PC DEVELOPER: ION STORM




TAN KTI CS FORMAT: PC DEVELOPER: DMA

A brief tinker with DMA's simply-interfaced strategy game (played almost entirely with the two
motse buttons alone) at ECTS 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 dropping them into
your recycler, tank parts are created. These can be stacked together and sent to war. Okay?

H O STI LE WATE R S FORMAT: PC DEVELOPER: RAGE

With the potential to be a Carner Command for the "90s, Hostile Waters is blessed with Rage’s
knowledge 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 promising. As with Incoming, several different craft can be controlled, although
the emphasis is more towards strategically planning the movement of forces before attacking.

This living creature ir fotally unique.

He inherited genes from hir parents.

He will learn to falk. Feel pain. Be excited.

Suffer illness. Grow to adulthood.

Perhaps fall in love and have babies.

But for now he needs constant love and attention.
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SEGA RALLY 2 FORMAT: DREAMCAST DEVELOPER: SEGA

PRINCE OF PERS[A FORMAT: PC DEVELOPER: RED ORB




H I R E D G U N S 2 FORMAT: PC DEVELOPER: DEVIL'S THUMB

One of DMA'S lesser known crea

This |ivin9 creature i fo-f'R“Y unic,uc.

He inherited genes from hir parents.

He will learn fo talk. Feel pain. Be excited.
Suffer illness. Grow to adulthood.

Perhaps fall in love and have babies.

But for now ke needs constant love and atention.

Quite ﬁmp'Y the most advanced

BRAVEHEART R e artificial-life product in the world

Previously known as Tartan Army, Red Lemon's claimed ‘strateglc combat/god game” is now

creatunts

T“lul-"“ make You laug“l. TSI
Th("f’" I'nak( ‘]‘OH U’Ya | between Creature
T“lvl-"" make You think. s

New appiications such as the Neuroscience
Kit and Object Injector Kit enhance the
Crestures 2 experience

www,Creaturef2,.com

PC CD Windows® 95/98/NT 4.0
15 i
R L 3 r.ﬂ?ﬂ !lnl 5.'.[.-

Cyeriibe’ w8 regeaternd ademet of £ borlibe Toctmabagy Lifl Crautues” i & wademmrk ol Cyberiife ocimiogy Lid Crastarss 7w o ademark of Cytarlie
Toctmatingy Lid AS mmpas wmd Iouprs arn wademarks of Cpbariite Tochmpiogy L6 T1990 Cyberlite Tocimsiogy Lul o ragim reseeved /1080 Mimdacapa. inc
Mhadicupe 110 mgiitared Wdemart snd fhe Mentsc age bogd 0 8 redemart of Mindsage (mc ANl right rmasrved



PRESCREEN

Resident Evil and James Cameron’s ‘Aliens’ provide the starting point for this, a Climax
Graphics-developed island adventure; another potentially impressive Dreamcast debut title

Character animation is smooth and varied - on both the lead character and the

broad menagerie of monsters currently inhabiting the game's island setting

ows that for D

e Playsta

S COMpetitor to t

2 supported by several triple-A

h titles. The technology alone will only sell it
hardcore gaming fraternity; the

1arket will want to see mare visual proof

nas Nnow introgu:

Blue Stinger - an arcade adventure

Mexico after an earthquake in the year 2000

When a biological research team IS sent out to

Format: Dreamcast

nvestigate, the g

Publisher: Sega

g corrupt ruling

Developer: Climax Graphics

5 hundreds of people to move there

Release: Winter

Seventeen years later, when contact with the
Origin: Japan

Island Is lost, the government helmenly calls in

22 EDGE

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 230 locations,

aoing Dattle with the maeous monsters that

Although the piot may sound cru

familiar (Resident Evil meets ‘Aliens’), the

visuals are Indeed something to behold. The
quality of the character animation s unmistakable;
humans and monsters allke boast incredibly

E anay

smooth, detaile

wonder n capture
the fluidity of animated mov

Added to this is the sheer physical versatility
of the lead protagonist - accentuated and

fine-tuned by support of the analogue controlier



AL ALY RRE RS Py krr ry

T

rocket

The player can call on a number of weapons including a bulky
launcher (main), and a ‘Star Wars’-inspired lightsabre (above right)

The lead character is followed through the game thl
left, top right), which, broadly speaking, assumes the role of a guardian angel

PRESCREEN

a translucent entity (above

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 and huge missile launcher

And, in what may be a first, in cold
enviranments 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 action takes place
boasts a huge variety of locations including

clubs, bars, game centres and tollets - all of

which can be visited 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

ct 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 alded by a series

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 on
the screen and the level and source of the
lighting, 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
Imprassively complete form. At the moment,
the demo version (running on a Set 5
development board) is only moving at 15 frames
per second, but the finished game, which s set
to run at 40fps, should look amazing

Indeed, all that's missing Is the gameplay.

Edge tried out a bref demo where the Ballade
character fought a crab-like monster. Not

Taking a leaf out of
Resident Evil's book,
there is plenty of
graphic gore and
explosions. Edge has
seen few puzzle
elements, though

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 and interaction can match the level of

detail on show everywhere else, Sonic Adventure
may have a rival on its hands for the

L[]

position of ‘key Dreamcast launch title’



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...

T a0 B
)1 D'SE'3 86

THALINT 1O°DD*
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1LY 10 00"

never failed to impress. By comparison, other games may appear a little flat

Drastic elevation changes have always featured in the Racer series and have

=a ew can deny not being impressed when
B Namco's conversion of its arcade racing
potygonal triumph (allegedly 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 harmessed within Ridge Racer's code

Although less revolutionary, its two
PlayStation sequels have nevertheless been well
received by players wishing to indulge in arcade-

Format: PlayStation

Publisher: Namco

Developer: In-house

Release: December

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

4fi m
Origin: Japan rst emerged
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Edge 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 technical were : - R
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

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
commotion 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.



R4's draw distance, combined with detailed trackside scenery, serves as
further evidence of Namco's market-leading PlayStation technical expertise

As such, R4 - Ridge Racer Type 4 is by far the

most realistic looking of th vith an

extensive

olour palette and elaborate lighting

3nd shading effects The latter are particularly

effective and result from Namco's clever
positioning 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 detall, is the

e's current draw distance, adding to the

termination

s needed, then the game's 300-odd vehicles with
selgCtable paintwork should prove conciusive

are, in an unusual move away from the

the Ridge Racer series, the game

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

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

a Grand Prix story mode. AS an

independent driver, you must drive a variety

of vehiclesin a sion of different race:

with the obvious of finishing as nigh up the
grid as possible. Naturally, factors such as the
selection of team and car type affect the
proceedings. R4's eght circuits may seem

limited by

day’s standards, but t

represent a vast improvement on Rage Racer's

previous four offerings

A vast number of cars, the possibllity of
reversible and modifiable tracks, Impressive
j_’,[i'ﬂhl[ﬂ. ana an overall realstc racing
environment could place R4 very near the front

axie of the current PlayStation racing elite, Expect

the team to spend the last

tweaking the title's gameplay, which looks

uniikely to shed its traditional

0P roots

Namico’s promised more R4 announcernents,

50 look out for next month's

R4 represents a major
departure for Namco,
boasting a far more
realistic setting than
any of the company’s
previous PS racing
titles. GT may need

a new lick of paint...

EDGE 25



PRESCREEN

) I\l |

Controversial as ever, yet loaded with fresh features, PC gaming’s ultimate
bad boy is back, darker then ever and boasting an updated physics engine

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

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

Format: PC/PS/Né&4

Publisher: SCi

Develpper: Stainless

Release: November

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

equelitis is a deadly scourge attacking the

very bedrock of the games industn

2's N0 need to worry abo

Stainless Sof

in an Isle of wight field by way of introduction to

i, which left 30 ¢z asned

e Now IS quite clearly more than

a tart-up and re-hash job. For starte

gxtraneous
lamps. Accordingly, it

could hardly be said about the original

The original version’s big

th - its

physics engine — has been improved so that it

takes in all the newly three-dimensional objects,

be sliced in half
You can seg yourselt driving them, and there's

Ioads 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 different
and even more fun - beast than Carmageddon

The 30 tracks (which include some tighter

muitiplayer efforts that can accommaodate up to

eight particip 0 encourage maore full-on

automotive destruction, plus ten mission-based

) Nave been matched with more diverse

oDjectives t

an before, and are simply fantastic

For example, one Is set on an aircraft

which yo ve to find the ship's (

him over in order to get to the top missile silo
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SCi's promotional junket for Carmageddon Il involved several real cars being
totalled in the name of videogaming, setting the scene well for the game proper

QuickTime movies — any carmage you cause

won't be lost to posterity. And when you start

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

finding the power-ups which interfere with your

and blow everything up, The zoo stage will
feature a menagerie of lovingly modelled animals
to be crushed. and there'’s a fairground track
based on the seminal Stunt Car Racer

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

'g @ 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, peopie

with huge heads, suicidal cannon-fodder and

even drunks, and you can attack them with
napalm, hugely powerful springs and the self-
explanatory Electro-Bastard Ray. Naturally, if you
napalm them, they’ll run around burning for a
while before dying, or if you tip them into water,
they'll thrash around before eventually drowning

Bizarrely, all this new technalogy is
somewhat the focus of Carmageddon /1. 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

car's physics - such as Pinball Mode [which
makes it bounce around like a kangaroo) or Jelly
Suspension — you'll be able to generate some of
the biggest and funniest wipe-outs of all time
SCi will publish two versions of the game -
one 15-rated with green-bDlooded zombies as

peds, and one full-on, which it is adamant will get

an 18 certificate pefore launch. Stainless has
made Direct3D, Glide and software versions,
although It makes littie sense to play it without
a 3D graphics card. It won't, alas, ship with an
editor, but Stainless is talking to amateur

thirdparties about creating one (which, Quake-

Style, wouid to put your own faces on

e yo
figures) and claims the game is “Much more
editable” than the original. So keep a close eye
on the vast number of fanatical Carmageddon
Websites 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 hilaripus virtual destruction and
carnage. It's a glimpse of a compietely insane
and darkly comic world. And what more
could you ask for from a game?

From the ultraviolence
of the standard game to
Cir's new mission-based
levels (including one

on an aircraft carrier),
Stainless’ sequel has

a lot more to offer

EDGE 27
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Head honcho at Quantic Dreams, David Cage spent over a year writing the plot for Omikron.
With the game reaching an advanced state of development, Edge revisits his future-city dream

™ 7™\

CRO]

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

Format: PC/ PlayStation

Publisher: Eidos

Developer: Quantic Dreams

Release: Summer ‘99

Origin: France

of creating a living, breathing 30 city

replete with multiple inhabitants and locatio

Ormikron has come a long way since Edge

witnessed its progress last July. After being

treated to a demonstration by Eid

Herve Albertazzi - which

roaming potential of Omikron

amid the frenz

y of ECTS to interview David

Cage, head of the game's Fref

-h deveioper

through the city of Omikron Cage claims,

“| worked on for over a year, bec

3use | wanted

10 create sor ng that is more like a

than a videogame.” Banish thoughts of

Interactive movies and FMV, as Cage wanted

Omikron to be "something completety
Interactive, but with a movie feeling.”

Play commences with the

f DCcupying

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

and unsure of where you are ('Total R
equipped only with a hi-tech wristwatch that
enables you to summaon his shider car that's used

to traverse the city. Through visiting locations,

5, WItNessing ¢

and talking to

people, Om. ory unfolds. However, Cage

has bullt a twist into the game, sol

ething he

calls "virtual reincarnation’. He explains: “When

amated into

your bogy , your s is rein

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 with others

rtual reincamation’ plat structure is

s played In the third

50n. Cage

15 quick to add, "I don't like firstperson views

s | get sick! So Quantic Dreams will never

do a firstperson game beca

| cannot play
them.” Edge isn't totally sold on the hand-to-

hand combat sections of the game, wherein the

dmera

ngs aro

traditional fighting title

you can really fight," Cage retorts, "our reference

for the fighting part in Tekken - | think It's the

" And with such

and Quantic Dreams
to fashion Omikron into the success it

certainly deserves to be

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




Ex-trail biker and Ratbag business manager Greg Siegele waxes lyrical on the latest Powerslide,
now fully pumped up with a new 3D engine. Has the post-apocalyptic road game 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

ince its showstopping debut at last year's

E3 show, Powerslide has undergone a
substantial overhaul. while the one-time 3Dfx
demo now has a new D3D 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 final
version of Powersiide 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 buiid 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

PRESCREEN

Powerslide lives up to its moniker,
with extensive d
rough-riding action you'd expect

and all the

Game structure has proved something of an
errant trait among other games that began life as
3D card demos, with Powerslide 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

Powerslide 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 - | don’t mind the
comparison at alll” Ratbag's game seems more
likely to live up to its name than anything else,
though, with tail-happy cars and wiid courses.
Seigele's fond memoaries of trail-biking

=
days are set for a digital resurrection. 4

Track layouts are vast,
ranging from dams to
deserts and most
things in between
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The creature de is all
‘The Simpsons’. finds

PEN PEN TRIICELON

While most racing game developers back themselves into a realism cul-de-sac, General
Entertainment supplants cars with cutesy penguin-shaped creatures in a surreal cartoon romp

ly based on US animations such as
more like ‘Rai or ‘The Moomins’

Format: Dreamcast

Publisher: Sega

Developer: General Ent.

Release: November (Japan)

origin: Japan
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or a small company, General

Entertainment has its corporate fingers
stuffed in an impressive array of ples. There Is the
movie production arm - respansible for the likes
of ‘Zeiram 2" and the "Master of Shiatsu’ (monster
maovies that are unknown 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 Tomohira, producer of Panzer
Dragoon 1 and 2, Nakamura Atsuhiko, director on
Saturn Sega Rally Championship and Daytona
USA CE, and various other console luminaries
who have worked on such titles as -League Pro
Soccer Club and Sonic the Hedgehog. A
heavyweight line up indeed.

Land Ho!'s-first game is Pen Pen Trilcelon,
a strange, innovative racing title which 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 which best suit your own style
of play. Whatever, all of the unlikely animals act
and mave 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 Triicelon 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

i 7

mutant penguins it is, then. S

highiy detalled. and
each one boasts a
distinct facial expression
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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 Delta, although the heritage is maintained

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

= ollowing ES7's cover featuring Irem's

R-Types compilation (soon to be released

on PAL in the UK), the imminent added-dimer

update to the series R-Type Del

Following down

candidate for Edge's attention

the path blasted clear by Einhander, |

and Radiant Silvergun (a elopment

ough in

since before any of those titles arrived), Delta Is

a polygonised interpretation of the original

varal new aspects.

of R-Type's sprites, a sir of precision is

Choose from either the
traditional R-9, the o
electrical R-13 or the with Sl
all-new R-x (shown

above, and as ret not

required on the behalf of the player to navigate

S. Among side-scrolling shoot 'em

available for play)

devotees upon it. In addition to the arcage

originals, over two million versions of the games
have been sold for consoles ranging from the

IS host to

PC Engine to the PlayStation, which

this new iteration. P

f & true

demanding gameplay Is the i
R-Type title, but with some polishing still to go,

Format: PlayStation

v

Publisher: Irem Spread across seven lengthy stage

game is littered with visual cues from its older

Developer: In-house

ions. Attack waves and bullet patterns
Release. November (Japan)
Tiniscent chords, as do foes which

Origin: Japan |
ave solid trails behind them. However, the

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. Defta’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 Iooks. However, the

action slides by at a smooth 60fps, a standard

which will hopefully become the norm as the

next f conso draws in.

5

In order to bring variety tc

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 versior harge 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

D0 & ¥ BERK-*

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




PRESCREEN

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 Drivin’, the 3D engine is one of the game's strongest aspects,
handling sections that stretch far into the distance with impressive ease

Ith realistic d

with the general
tripping over each other to create the next Gran

Turismo. And while current

lion indicates this

rved for GT 2, the development

community nevertneiess carmes on entnusia:

gnter C3 Racing (as in Car Constructors

Championship). Based around contemparary

productlon cars, the game feature

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 refreshing mixture of

the two is also offered, The cars themselves

Format: PlayStation

Publisher. Infogrames

Developer: Eutechnyx

Release: Late '98

‘ the game's Christmas rele

Origin: UK The lighting effects in Eutechnyx's latest
racer apply ‘real-world’ rules of lighting
32 EDGE’

come from a variety of manufacturers, S0 expec

to find & Subaru Impreza STi4 giving a Honda NSX,

Mitsubishi 3000GT and Mazda RX-7 a run for their

Yen, for example. Ford injects some US muscle

into this otherwise Japane

se-dominated field in

the form of the new Cougar, a works-prepared

Puma, and its favoured RS200 '80s rally car, while

The car models are
accurately modelled
from their real-life
counterparts. Touches
such as dynamic mud
(above) are pleasing

Marcos, Peugeot and Renault add a little European
flair. Naturally, all are customisable, allowing you

to tweak 32 handling-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 momenturn

in turn, affects the w

subsequently, its handling characteristics

At the time of writing, the few cars whose

physics

els have be

finalised have a

100

tendency to stick to the road a tad unrealistically

at I'ngh Spe (a criticism of the early versions

of Total Dr ind some of them feel a

little heavy

Eutechnyx is likely to be refining before




PRESCREEN

Iguana West's update of its UK cousin’s classic hoop-shooter may boast 500 ‘real’ moves,
but will the 3D "99 version match the 2D speed and agility of its predecessors?

nnm

‘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

i merican sports games come and 2o,
f_a‘,[ and while some such as SCEE's Total
NBA are notable for their guality, none have

matched the original NBA Jam for sheer popular

notoriety. Iguana UK’s slam-dunkin’ basketball

classic, fe 2 two-on-two matches and

OuUtrageous manoeuvres, captured the hearts

of millions. Happy recol f four-up

matches on the SNES are surely buried in the
memory of any hardened games player. And

now Acclaim Sports contributor [guana West

(previously Sculptured Software) is honoured
with the task of reviving NBA Jam for a '?9

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 N&4 allows. Over 500 separate

Format: Nintendo 64 motion captures have been made for the game,

Publisher: Acclaim including those to animate the famous NBA

lam moves such as riopine down the h |
Developer: Iguana West Jam moves such as ripping down the hoop or

shattering the backboard. Iguana West has also

Release: November

mimicked more notable NBA players’ signature
Origin: US
motions to add to the atmosphere.

The game's traditional piaymode has been
augmented with the kind of reality-chasing
options that are now 50 in vogue among sports
game creators. A full five-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

Visuals will be crisp
and clear, running at
640x480 on the N64
through use of Acclaim
Sports’ ubiquitous

3D polygon engine

mplemented for stats-lovers, 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 powertful 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, NBA Jam 99

should prove an action-packed outing

Every player in the NBA
leagues has been
snapped and scanned
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It must have been an easy decision for Se
competitive console, who could resist reincarnating

") nce upon a time, in a vide
In 2 16bit world where virtually every
~ character had technically less, yet playably more, depth
; mmamendamsoniespuukmm'

archenemy Dr Eggman (changed to Dr Robotnik
compadres will be available for the player to
development nickname of ‘Sonic RPG', due to.
have. The six pla'{lbll characters have differing

gained the ability to speak, although as yet only the Japanese voice
v In order to maintain the maximum sensation of speed, it's clear that the de
"~ had to make sacrifices. Some of the games distant backdrops are merely 2D planes, fic
enviranments that Dreamcast’s supposed 30,000 polygons per frame (at 60fps) suggs




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 a 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.

b 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

Sonic and co are and a vast canyon stage called Red Mountain,

mm seemed to be in the process of final

markedly different polishing. Interestingly, Sega’s demonstration

wm& software links specific characters to each

game's long-term stage, although it's thought that all will be

Jm available to play with on each level of the

on which you choose finished game. Sonic speeds around the city,
Knuckles was drifting about, digging into the
canyon, while Tails was seen racing down a

Perhaps Sonic Adventure's

most innovative touch is that

you'll be able to play as one

of six characters, each with

different abilities. in addition

to Sonic, there will be Tails,

Knuckles, Amy Rose, Big Cat

and E-102. Here Edge outiines

how each Is thought to play.

poshiaps the ssaut M"mwmum' are now

that Sonic Adventure uses to generate its characters is

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
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This shot is from Speed the first

of
slung about as If surreal :hdnlhi
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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 decided to
score Adventure with a rock soundtrack rather than using dance music. The little of it that
Edge has heard indicates a worrying similarity to mid-'80s 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 (www.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 drizzle 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
will 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

T Hing game s one
mlmJWHMQw&-* 25

in Japan. But with that introduction only
weeks away now, the final confirmation
of whether the bouncing blue wonder
can cut the three-dimensional mustard
will soon be known. §

i
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Creator Binary
| forward for the

um believes Star Trek: New Worlds to be a
strategy game genre. The polygonal worlds

ol a i port

t's a sweltering, sticky, late-summer
- afternoon in Bath, but Bob Wade

and his team are in a distinctly ‘indoors’

mood as work continues apace on their

latest project, a massively ambitious, realtime
strategy title built within the alien realms of
the ‘Star Trek' universe.

“Look for the red stamp on these images
around here - that shows that they've been
approved by Paramount in the States for use in
the game,” says Wade, swivelling the chair in
his office as he gesticulates towards three
walls almost entirely plastered with sketches,
renders and geneéral ephemera relating to the
evergreen 'Star Trek’ phenomenon. Except
that, even to the hardest of hardcore ‘Star
Trek' fan, these elements are new - Wade and
designers at codeshop Binary Asylum have
engineered them almost from scratch.

“You can tell from the amount of
buildings and ground-based vehicles that
this Is completely new territory,” elaborates
Wade, “but the cooperation we've had
from Paramount in breaking that new ground
has been superb.

"Everything in terms of models and
artwork has to go by Paramount to be
approved — which a lot of people feel Is a
problem that can hold them back, but from our
point of view it's completely the opposite
because we have a great relationship with
them in terms of their input to the project.”

The project in question Is certain to
cause quite a stir within a PC gaming
community obsessed with the development
of strategy wargaming.

Unlike previous videogame interpretations of the 'Star Trek’ licence, New
Worlds features a clean interface which does not hinder the action at all

| still haven't seen a strategy game using
a full three-dimensional engine,” says Wade
“Although | really wouldn't call what we're
doing a wargame. There is a lot of action and
blowing things up but | wouldn't really say
wargame - | think that beckons the wrong
kind of emphasis. The emphasis here is much
more on the traditional ‘Star Trek’ universe,
with exploring and establishing. There is
plenty of action in there but | would steer
clear of the wargame tag.”

So how should it be viewed?

“It's going to take ‘Star Trek’ games
into a totally different dimension, it's going
to break a huge amount of new ground for
strategy games. | think "Star Trek’ fans are
£0INg to love it as well as people who haven't
seen ‘Star Trek’ before - if there are any out

there, that is - and | expect it to be huge Commanding individual
There's been no hype about it at all - we've :"“’ Bo';bg'ammu:;ra;.m
kept very quiet about it up to this point Each element is cleanly

but | think it is going to live up to every claim rendered and distinctive

that is made for it."

New worlds

The game certainly worked more than a few
ECTS attendees into a lather. A revelation on
an Interplay stand packed to overflowing with
attention-wrenching titles, it enjoyed a steady
stream of bods eager to see what Binary Asylum
is doing with two such beloved interests

EDGE 11 »




Inside the Asylum
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Strategies in 3D

25 missions of construction and conflict "While people have come up with stuff like

over the varieg terrain styles offered by the incoming and Battlezone, which have used

new planets , " -
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In previous “Star Tre

elegant, easy-lo-use in
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“The difference from most exis
strategy games is that it has.agreat deal
maore background stuff going on” Says Wade
“It's not just a huge armada of tanks up
against another guy with a huge armada ol
tanks - there's a lot more complexity to the
gameplay, a lot more plot interaction, a lot
more character development, just a lot

more depth than people are used ta'in this - o
kind of strategy title.” - L . L —
And then there's the whole 3D aspect of of the game has been created by x
¥ nction with Paramount staff in the US

the eguation, of course




attention to detail probably contributes
significantly here, too. after selecting a
structure 1o build, units appear and actually
create them, par panel, in realtime. it
really does maM‘lmence - especially

when you realise that your resources

don’t match your ambition, leaving a
semi-constructed building looking a sorry
sight among your otherwise perfectly
realised developments (which can include
Hydroponics Bays, Photon Artillery Launchers,
plus loads I1éb(‘§l(l(‘.‘5?

Polygon-generated vehicles inhabit the 3D
universe of Star Trek: New Worlds, and, in
keeping with what Wade was saying earlier,

they're new.angdunique to the ‘Star Trek’

o Tanks, Khngon_

familiar design values

ol tive races, albeit in ground

based form. (They retain some of their

iy space-based counterparts’ capabilities, too
Romulans have access to Cloaking Tanks, for
example. with these adversaries, therefore,
players would be well advised to exercise

caution with a seemingly harmiess

C&C-style territory. "Obviously
not seeing up on the walls hg@
character interaction wn,l_)[n.l.% game. We
don’t want to give topmuch away - there
1S a very strong element of characters in
there: you know, you effectively have a
crew throughout the game. It's probably

Romulans have access to (loaking
Tanks - players should therefore
exercise caution when
approaching them in open space

not giving too much away to say that it
doesn't feature the original crew in a
rmission-by-mission basis; you are going

to have your own crew effectively from
scratch, but part of that crew develops

and whether they survive or not Is pretty
much under your control, but there will

be a very strong character element in there.®
In command of a

ns would h_w&a&!-ﬁingd;ke
has previously appeare |
.-
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of everyone loved Final Fontosy Vil It may be hard to
N believe considering the masses of publicity, the near
hysterical lapanese premiere and the tales of gamers 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, FFVII hasn't locked up the market for ever. Before FFVII
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 well 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. It's also a
distinctly Japanese-infiuenced RPG and will 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 ewil nuler 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 twisted 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 girls are
going to be slaughtered for a god of darkness. One of the women taken is the wife of
David, the hera 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 (power-hungry sorcerer, small band of adventurers),
Sitver has naturally bomowed a few gameplay elements from the dice-and-paper DED 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 five companions, all of whom boast their own individual skills.
David himself, for example, is a highly skilled swordsman, Sekune is good with lang-range weapaons,
Vivienne 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 diverse line-up is designed to give the player maximum flexibility and strategic
depth in combat — an element which works very differently here than it does in Final
Fantasy. As artist Jack Wikeley points out, “The main difference between Sifver and FFVII is
that Silver incorporates realtime rather than tum-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. It was a little like Command & Conquer
in some respects, only with three units to command!
“It soon became apparent that this didnt make for
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.
While they attack their targets, under Al control, you are
iree to take part in the action using your primary hero.
And as the main hero is interchangeable with the
secondary heroes, the player can directly 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 dicking on the leader and then
dicking on where you want them to go - a typical mifitary strategy
approach. In battle, however, you get direct control over one hem 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 1o tum 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 feam 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 Reaper which enables the player to perform a 360-degree
spinning sword slash (very handy if you're completely surrounded), the Cleaver
(a jump with overhead chop), the Falcon (large jump with overhead somersault
chop), and the Beserker, an incredible 1,080-degree spinning slash. Again,

these extra moves add variety to the combat without
adding undue complications to the interface; a smart
and fun way to fiven up armed confrontations.
t's the emphasis on combat
which betrays the game’s
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initial roots as a completely

CEC-style exercise. 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 PLENTY 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 it's also possible to pick up eight short-range and long-range
weapons, aping the many varied units of the military strategy sim.

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

the fact that the player cannot leave the site of a battle until every enemy is dead -

encouraging @ combative approach. It's a totally aggressive system, perdect for

western gamers who enjoy a fight as much as 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/door-based puzzles for the

player to work out along the way. It's not all kill, kill, kifl.

The good, the bad and the mad
Away 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 30 Studio - the
same basic graphical system employed in FFVIL It s in the
character design, however, where the infogrames game
most closely resembles the Square epic The six lead
characters feature the same sharp anime styling with
huge shoulder-pad armour and spiky hair. They also
wield similarly gigantic swords which spit out glorious
lighting effects with every swing.
With the monsters, or enemies, however, Infogrames
seems to have searched much more widely for its
inspiration. As Wikeley makes clear, “We have about 75
enemies in the game. There are various humanoid types -
orcs, ogres, lizardmen, giant rats, foot soldiers, rock golems,
imps, etc We have giant spiders, giant lobsters, bears,
hounds and a werewolf. And enemies have magical abilitie
like teleportation, invisibility and offensive magic. Oh, and we
have mad kung fu monks - which are our personal favourites”
Not only do the many enemies look different, they also vary in
intelligence 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 away when you retaliate. However, each separate monster has his/her
own Al so they also act on an individual level — a neat [ittie 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-dwelling 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 leam
special 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 every element of the player's progress. Like the inhabitants of Rain,
these landscapes are suitably varied, ranging from small villages
filled with Tudor-style 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 nanplayer characters going
about thelr business in the background. Like
the creature Al, this creates a sense of plausibility -
something which CD-ROM-based RPGs will need if
they are to compete with Intemet, sustained-world titles

like Uitima Onfiné.

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 supematural 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 bulit around the elements. Fire magic creates
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 untumed 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, weapans and spells, the
varied landscapes, the imaginative control system - it all suggests Sifver has been a
labour of love, Add to all this the promise of a multiplayer battie arena patch,
50,000 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 LOVE

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 1o exorcise
the memory of Tribe. Silver
could be it
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t he ignored by software publishers™
= Richard Miller : “Jeff [right] has very kindly donated these wonderful “2.5D" functions
audio-video equipment, Miller reasons, a he’s created, m“:fﬂr)! ﬂail«lsh e t]o prugr:ymmels'wilh less experience in that sort of area”

under a suitably beefy television, Minter boots up the follow-up
to his classic lsguar 3D shoot "em up. And, while it's not likely to
Blow any onlookers out of their chairs (at least not at this stage
of its development), it's plessantly impressive, with terrific filtering
techniques and the kind of colour usage that has become almost
synonymaous with his work.

*A polygan engine would be about as much use as a boat
anchor on a ftitle like this,” says Miller, referring to the free nature
of Project X's architecture which has allowed Minter to program it
from the ground up to suit Tempest 3000's appeatance, “And the
only way you can achieve the effect that leff wants to achieve
hete is with a lat of MIPs - it's the only way. There's no way you
could get anything fike this look and feel running on a PC or a
Dreamcast, and certainly not on an N64 or a PlayStation. This is
'“’"jf"'i";?““ just totally impassible an any other platform”

|

- Jg to a much wider demographica
stify getting involved in more niche

sa for example. games on the fringe”

€ BAMes Now which are distinctively in mJ style,”

1 ik, 14 of abstract, very- smoothedout, very—
l:::j.e il thaf hatdware and make itldo my \
o noRtyifg TerTmake som polygon fibrary look ile the
gt __IJﬁthead,t(maﬂua ake it up as | go Mon L \
il of the hardware do everything that | want”
' !'wmmhwdnﬂmg—

Controlling Project X

In a completely unexpected turn of events, YM Labs was brazenly
showing off a prototype Project X controller during its behind-
closed-goors presentations at ECTS.

The non-functioning demonstration model is avertly bulbous
In style and offers many of the features expected of controllers
today, Inciuding six fire buttons (aithough, surprisingly, no trigger
support) plus D-pad and analogue-stick functions

The underside of the joypad reveals a plug-in jolt pack {styled
1o fit with the curvaceous nature of the pad) and a small memory

card, which fits into a separate slot.
VM Labs will not be manufacturing finished Project X DVD
players, but it's clear that the company’s past games experience
The finished joypad will be slightly smaller than the version revealed by VM Labs at has seen It take the design lead with controlier design, (After all,
ECTS. Question is, will it still look as much like an accessory from a "70s sci-fi flick? who can forget the Phillps COI's atroclous joypads?)

="




Tempest 3000: Yak's progress

Although VM Labs wouldn’'t release any new images of Tempest 3000,
programmer Jeff Minter was eager to talk Edge through what he's
currently achieving with the Project X hardware:

Tempest 3000 and creator Jeff Minter - still trippy after all these years

holed up in his cosy farmhouse in rural Wales, with the time to
experiment with the potential of Project X's nuances - are being
supparted by a number of libraries bom of VM Labs technicians.
“Every polygon engine and library has a different look and
feel,” claims Miller. “That's why all Nintendo 64 games look pretty

similar and PlayStation games look similar, but separately they

"There's no way you could get anything
like this look and feel running on a PC or
a Dreamcast- and certainly not on an NbY"

\

look different. We have an engine that can give a Nintendo look

and feel. You're not constrained to any one way of doing it. You

can actually enhance the entire power of the system to whatever

it is that you dream up = mmm

it. This helps to get rid of the s il
ﬂw&mmﬁmuﬂnwhﬂhwmﬂﬂhﬁﬂw~

and running fast off the PC.” reckons Minter, “and that's fine

they can do that - wﬁwmmpwﬁuhmﬁ et 0

on giving their myﬁtiuﬁqﬂsﬂb’ : ‘

Q‘—h—--"*-'wl-_

A further hardware demo reveals @ dummy Quake-style 3D
environment which, if not entirely convincing in an artistic sense,
at least shows that Project X is more than capable of creating
semi-believable, reasonably detailed gameworlds. The demo is
still running at a fairly low resolution, though, and it's difficult to
see why gamers should get too excited about what Project X can
do. As if by way of compensation, Miller cranks up a voxel-based
demo of an ice skater which, it must be said, offers realtime
animation the like of which has rarely - if ever — been seen.
“Polygons are very good for a lot of things, for detail, where
you don't mind angular surfaces,” says Miller, now getting into his

stride as his technology shows its true colours. "But voxel
rendering is greal for the human body. This demo would be
totally impossible on any other platform; a 500MHz PC couldn't
do this — a 1,000MHz PC couldn't do this

"And what's really interesting to us is the concept of hybnd
rendenng, where you mix a range of techniques - polygon
rendering, voxel rendering, some raytracing, some pl(ll.(.rlll{cﬂ
bitmaps - all to create the end effect that you want lm example,
you could use a combination of voxel rendering for the bodies
combined with polygon rendering in a soccer game, with 22
voxel-rendered players, and maybe polygons for some of the
backgrounds - the stadium, the goalposts, etc”

And Miller is far from finished yet. “You've got to see the next

demo,” he says, enthusiastically, "It's a 1 or 2K piece of code and

=
'“‘Y“_ ot i i s i

(3 sushes. leaning back in his chair.

Sound support is also in place, with a 40-voice synth that,
according to Miller, "uses only a fraction of the processing
resources. But the reverb and echo and surround sound
capabilities are really, really outstanding. It's the first platform for
a long time to really focus on audio” A grand claim indeed.

“Our goal is to make sure that this platform is programmable
right down at the metal end but also at the high end,” concludes
Miller. "A lot of the titles are just going to use one of the polygon
engines that we provide and they'll be class titles; they'll look

great. it does a great job with polygons - don't let anyone E

tell you anything else. But we're going beyond that...”







gason why

emember what it was like to be champing
@ at the bit, waiting for Saturday afternoon to
roll around so you could meet your friends down
the arcade and play Space Duel or Gauntlet for
five hours, all for the princely sum of £57 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 quizzically. An afternoon
in an arcade for €57 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
effect. 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
fact 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

With home formats approaching coin-op quality,
what now for the video arcade ~ once the very
cornerstone of gamers’ interests? Edge investigates...

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 11
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.

On the rocks
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-Man,
Donkey Kong and Gauntlet 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

f their pulling power, But this isa't the real reason why you can’t play 4 vitecgame for 20p any more, The proolem which the intlustry refuses 1o face
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fl'he_h price

Since the death of the 16bit market,
and the birth of Sega, Sony and
Nintendo’s next generation machines,
players have seen huge increases in
the standard of games. Yet they're
paying roughly the same amount for
software now as they were for their
16bit carts. in the arcades, however,
players have experienced moves from
25p and 30p per game, to 50p and E1.
It's a bitter pill to swallow but,
according to Mike Nevin, managing
director of Namco Europe. it's simply a
matter of economics. Ten years ago,
videogames cost around £5,500 and
now they cost befween £8,000 and
£10,000. Obwiously the operator has to
make a return on that investment and
that means increasing the price of play”

In Germany, however, the price of
play has stood at DM2 for ten years.
Udo Nickel, vice president of Nova,
Europe’s largest video distributor and
e s major of plains:
“Peaple have only so much money in
their pockets, but there are now mote
leisure actvities to spend that money
on. We increased the price of pinball
games when that sector was booming,
and revenues stayed the same. All that
means is that less people were playing
the machines - we'd forced peaple out
of the arcades. | think games have 1o
really offer something special to justify
an increase in prce” Neyin puts
German stability down to two factors;
# healthier economy over the last ten
years, and coinage. "People are happier
to spend a coin of an accepted
denomination - £1; FF10, DM2, But you
have to remember, the players are
paying for time andif that timeisn't
thrilling enough, they won't put-any
more money in” in the US, the price of
play has been stuck at 25 or 50 cents
simply because a §1 coin does not exist
(although one is due before the end of
the year). The result? Midway is the
country's only remaining major coin-op
manufacturer. You can’t win. Charge too
much and you lose the players, charge
too little and you lose the companies
that make the games.

Mike Nevin (top) and Udo
Nickel (above) explain
the state of play abroad

cabinets, They were cheap to make, cheap to buy and
therefore cheap to play. However, the fact that they were
easy to produce 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
£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.

Tides of change

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 and 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 gameplay 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.

A grand day 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 environment

Teenagers who’d grown up on Asteroids and Battlezone

were now adults seeking games that could hold their
attention. Another Galaxian just couldn’t cut it

where the family could come for a fun day out, a
whole new audience would be 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
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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 number of financial problems,

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

Creating demant

Finally, the coin-op industry has realised it needs to
market itself to bring the player back to the arcade. “|
really believe that the industry, from where I'm standing,
needs to be marketed more,” says Justin Thomas,
operations manager of Namco Station at London'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 LBE systems).

Ed Watson (left) and Justin Thomas (right) aim to
encourage gamers 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 game 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 porting
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-
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end, networked PCs 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 make 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,

The games Edge would have
Tining its walls if only the office
space and editorial budget was
big enough

1. APB (Atari)

GTA's parent with '@ motal code
2. Gaustlet (Atari)

Multiplayer gaming.came of age
5, Strider (Capcom)

4, Sega Rally (Sega)

oMts all in the hydrauhcsa
5. Super Sprint (Atar)
Threeplayer gaming at its best
6. Daytona USA (Sega)
The greatest arcade racer Ever
7. Virtua Cop (Sega)
Took lightguns nto the '90s
8. Hyper Sports (Konami)

9. Marble Madness (Atari)

A landmark trackball coin-op
10. 720° (Atari)

Another: Atan golden-era dassic
11. OutRun (Sega)
Audio-visual-Coment o congue:
12. Bubble Bobble (Taito)
Cute, lapanesé and addicive
13. Shinabi (Sega)

Wolent, J;I'.}dile*“ addiaive
14, Juno First (Kenami)

15, Virua Fighter 3 (Sega)

Capcom's swishest-of platfammers

I only 1o reall \eam its intrcases

Edge's virtuglly real arcade

Pirysicat exeruon + tming. Oh yes

Dne of the tus-dassics of the 70s

Daytona

Dedicated to success

The arcade business has hit a slurnp in the 90s, despite the
fact that manufacturers have been more innovative in their
quest for profits. Here are five games that broke the mould,
and filled the cash box, this decade.

Virtua ez
The first racing game to really go to town with polygons,
thanks to Sega’s Model 1 architecture. The game's success
allowed Sega to teally push back the barriers, releasing a
deluxe model which featured hfe-size racing car shells that
moved an hydraulic pistons according to the onscreen action.

Another Sega product and another racing game. It st the
all-time standard for gameplay in a coin-op. Unfortunately, the
industry has found replicating its success as difficult &s turning
base metals into gold. Released four years ago, it continues lo
take good money for those operators lucky enough to have
one. Sega s praying Daytona 2, released this summes, will

follow suit, but the jury's still out.

Tekken

Namco's seminal fighting game wasn't as technically
extravagant as Virtua Fighter but its gameplay was head and
shoulders above the competition. More importantly, Namco's
decision to release it as a kit, as opposed to a dedicated
cabinet, meant it was affordable 1o operators and
subsequently had a lower price-per-play. This, coupled with
Namco's tie-up with Sony to port the game onto PlayStation,
gave the company its first serious franchise title since Pac-Man.

Virtua [[iter
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 like Jackie Chan was a different story. In fact,
Virtua Fighter's characters did move like Jackie Chan... with
slight arthritis; as the | struggled to shift the vast
number of polygons (well, vast in 1994) around (he screen.
But this was the closest to real-life action that coin-ops had
achieved and it set the standard for the beat em "up genre.

Kick (¢

Developed by Israeli company Interactive Light, technically this
football game, which Teatures a real ball kicked at an aperture
beneath a video screen depieting goal and goalkeeper, wasn't
up to the same standard as any of the above. But it was the
first PC-based game to make & serious impression on the
market, and illustrated 1ust how flexible the format can be
(upgrades and bespok 1s were delivered to
custorhers 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 forget nowadays.
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Once the playground of the hardest of hardcore underground gamersa 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---

T he first ever issue of Edge contained reviews of Street Fighter (I: Championship Edition, Viewpoint and Mario Collection,
released for the PC Engine, Neo-Geo and SNES respectively, That those titles would, within five years, be available on the
PC via emulator packages would have seemed implausible at the time.

It's testament to 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 imes gone by, if a coder (or group of programmers) had a
particular affinity for a game, a ‘simulator’ would be the inevitable result. Who can forget the endless Space invaders, Galaxian or
Pac-Man clones that so clogged Public Domain libraries during the 'Bs? Their modern C or assembly-proficient parallels, instead,
create software-based imitations of actual hardware, supporting not one, but entire libraries of games.

Whereas Edge's examination of the MAME phenomena in E61 revealed a surprising, almost altruistic (or, conversely,
ignorance-led) apathy on the part of arcade hardware manufacturers, console emulation is not just a whole different baligame
- 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 infringement from the likes of Nintendo and Sega, thus imiting the supply of Web-based
ROM images for both formats. Nea-Geo and PC Engine ROMs are, at present, available from well-known emu sites, but it's likely
that these, too, could soon become avallable from ‘underground’ sources alone as copyright holders take stock of their availability.
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SUPER NINTENDO
Edge recommends:

ZSNES400 (or a higher version)
Sound emulation; Yes

Joypad support: Yes
Muitipiayer support
Twoplayer

Save game: Yes

Extra features

SNES mouse support, early
Super FX support, multiple
saves, GUI, cheat codes,
config file

Worth a look

Super Metroid, ISS Deluxe,
Zelda, Mario World, Secret of
Mana, Sonic (an apparently
enthusiast-coded SNES debut
for Sega's mascot. Awful, but
interesting to behold...)

For pure support, the Super Nintendo is by far the darling of the 16bit emu scene. With
over half a dozen ‘working’ packages available for download, it's interesting to see the format’s
one-time popularity reflected by what amount to ‘unofficial tnbutes’ Nintendo, like Sega,
guards its copynight jealously, 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 availabile 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. While the
Mega Drive and PC Engine can boast near-'perfect’ packages, developers of SNES programs
are hamstrung by the lack of information available for Nintenda’s hardware. So, while fledgling
Super FX support is offered by the excellent ZSNES, DSP (Digital Signal Processor) emulation —
requited to run Mano Kort, for example — will remain unavailable for the next s months.

There was, and is, more to the Super Nintendo than Super FX- or DSP-oriented titles,
though. The likes of Super Metroid, Zelda and Mano World — three of the greatest videogames
ever created — run appreciably well through ZSNES or SNESSX. And, while the SNES suffered
the traditional 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 is pseudo-llicit 16bit conterporanes, prowides an impressive source of genuinely
enjoyable software to acquire. The legality of doing so remains no less questionable, however.

Although ZSNES and SNESSX 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 iIndwiduals seeking the best possible performance for gaming purpases, each
could potentially mature into the ‘perfect’ SNES emulator of tomamow. And, surprisingly, they
can be made to run on a dated 486 PC. should the player disregard the imitation that is a near-
nonexistent framerate. But, as the Sneese team so wisely states in the .doc file enclosed with its
program: ‘For true SNES emulation, buy a SNES. .

The SNES scene appears ultra-competitive, with accusations of ‘industrial espionage’ made
between the developers of SNES9X and ZSNES. The SNESSX team alleges that a member of its
rival's 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 functioning SNES emulator. Both titles are excellent; the
C-based SNES9X achieving a great deal to aimast nval the speeds attained by the assembly-only
ZSNES. Edge 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 intnguing
tale to tell. An emu known as Sithouette has long been a favourite among enthusiasts, thanks
1o its wide ROM image support, but also by virtue of a doc file that accompanies its release, In
it, an indvidual purporting to be an ex-Nintendo employee talks of an NOA-approved project to
create an official Super Nintendo emulator for the PC. He, we are told, was given the task of
converting the Mac-based SNES development system into a fully fledged program capable of
runring ROM files at a quality comparable or identical to the ‘real’ system. Alas, he relates, the
project was canned and he left NOA, yet he felt compelled to release the alpha version and,
subsequently, continue the project on an anonymous basis. A real-ife wdeogaming Robin Hood,
or an imaginative crank? Edge would love to hear from the coder in question, but finds the
‘anonymity’ aspect of the tale queshonable - if this person actually worked within NOA, on such
2 "niche’ project, surely the company has sussed his identity?
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Sega's Mega Drive, in contrast to the almost inevitable success of the NES-superseding
SNES, was the ‘wild card' of 16bit gaming. Though a relative failure in its manufacturer's home
market, it captured the imagination of Westermn gamers, eamning itself a deserved position in
console gaming history. Its 68000 CPU and its ZBD co-processor are, when compared to the
SNES hardware, relatively easy to get to gnps with — as both Genesyst and Kgen 98 attest.

Genesyst and Kgen are, in a number of respects, standard-bearers for the emulation scene
Both cope with aplomb on all but the lowest-specced PC, and run comfortably well on, say, a
P133. Owning both offers the greatest level of compatibility with vanious ROMs, Obviously,
ownership of these — without having purchased a copy of the onginal cartndge — is no less
illegal than with any other format, although it's worthy of note that Mega Drive ROMs appear
somewhat more difficult to locate.

Edge finds it hard to favour either emu, with both boasting approachable GUIs 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 Genesyst uses C for certain tasks — while support for twoplayer games
is available in both.

It's noteworthy, however, that many of the best Mega Drive titles look notably less
impressive when set against the inevitable backdrop of their modern-day equnvalents. The EA
Sports games, once benchmarks for their genre and often far supenor to the SNES conversions
that followed, are now of cunosity value alone - their modem-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 ar NHL ‘98, but their role in the closing
half or quarter of the decade is as five-second 'curios| and litthe more.

For the Mega Drive, there are few Metroids or Zeldas; titles that stand the test of time by
virtue of their incredible design. The Sonic games retain their throwaway charm, and there are
undoubtedly many titles capable of grabbing a misty eyed gamer's attention, but all too few
Mega Drive games can compete with their late-'90s equivalents — a revealing fact.

The 16bit era, though dominated by the heavyweight presence of Nintendo and the upstart
vigour of Sega, also saw NEC's PC Engine and SNK's Neo-Geo make a lasting mark upon the
industry. NEC's machine enjoyed an admirable level of success in its native Japan, yet failed to
catch the imagination of the Westem public — thanks, in no small part, to the dismal marketing
campaign that so blighted its US launch. The Neo-Geo, though, was never intended as a true,
mainstream product — it was, in essence, a scaled-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,
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The emu-creating fraternity has, nonetheless, embraced both formats with a surpnising
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 circles in that a ‘registration’ fee is required to use the package in its full form. Those using
a basic Shareware version procured from a Website can enjoy its laudable frame update,
excellent ROM image compatibility and easy-to-use interface, but sound support remains
tantalisingly unavailable until the requisite fee is paid.

Qther PC Engine emulators are of an inferior quality, requiring a powerful Pentium and a
forgiving nature on the part of the player. VPCE - or Virtual PC Engine — is currently the only
other PCE program worth perusing. The option to run games in a desktop window, and its
reasonable framerate on 2 mid-range Pentium, make it an able (though markedly less powerful)
deputy to Magic Engine.

PC Engine emulation is, in @ number of senses, rather defunct by default. The main appeal
of the original system was its incredibly accurate — for the time — conversions of popular arcade
machines. 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 their
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MEGA DRIVE

Edge recommends: Kgen ‘98
ulation. Yes (stereo)
Joypad support. Yes

Muttiplayer support
Twoplayer
Save game: Yes

code support, battery back-
up saves, six-button Sega
pad support, excellent GUI
worth & look. The Sonic
games, Aladdin, OutRun,
Mean Bean 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 features: Excellent GUI,
support for original CD-based
games (via PC drive only),
early SuperGrafx emulation
Worth a look: New Zealand
Story, R-Type, Twin Cobra,
Salamander, Columns




R-Type

more fllustious 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 biza of emulated consoles. Its reputation precedes it, and
it's "interesting’ to visit, but you wouldn't necessarily wish to live there
Neo-Geo emulation is currently supported by the sole standard bearer that is NeoRage.
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 growing with éach successive release, and aural accompaniment is promised within
the near future.
But, as with the PC Engine, why should gamers seek out domestic versions of Neo-Geo
games when arcade originals are so readily available? Thankfully, there’s an obwious, and
pleasing, reason: MeoRage 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 i
choose their prefemed flavour.
With emulators freely available for all four consoles, and ROM images not entirely difficult
10 locate, there are literally hundreds of once premium-price games available for download. But |
again, Edge must rerterate a point: in no way, shape or sense have these titles become
‘freeware’ Downloading such games is, in effect, piracy — something Edge can hardly condone
Like MAME, it's almast 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

Ninja Sparts

Arguably the PC Engine’s greatast aszet - an R-Tye
ersion (top). But the arcade onginal 1S 2150 avi

erally hundreds of once premium-price
for download- But in no way. shape or
ave these titles become 'freeware'...

There arg
games avail
se

between the distributors and onginal copynght holders. Yet such an initiative requires a
concerted effort on the part of the industry as a whole. If a number of software manufacturers
choose to withhold their support, enthusiasts would tum, once more, to illicit sites for

certain titles, It is, however, unlikely that Sega, 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, while the concept of a ‘pay per play’ amangement 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 constitute 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 Actua, 15 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
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NEO-GEOQ sees no other way forward for the scene. With PC processor speeds constantly increasing,
Edge recommends e_-muﬁaﬁnn is tast becoming a popular replacement fqr console formats, joining the traditional T e | Lo !
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g
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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 year's 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, Black
and White. Dictaphones whirring? Photographer ready? Then let
the meeting of minds — part two — commence. ..
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Edge: You're all people who do things very much your own way. What drives
you to do it?
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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]: Where's your suit?

Mike Wilson: |

to work with publishing companies that

MTIE JOWN Every

the gameplay, to

options where

uld get more money or more fr

Jex San: We've worked with good publishers and bad publishers and the differ
enormous, not just in the creative freedom when you develop the game but also in the way

AG: The PC has a lot to do with it, too. Nov

D g0 from tnree

swinging back to the old days. It's taken a curve of nearly eight years to g

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: | think t - a

. Nathan Cox



have seen that creating sequel after sequel is
making thern a huge amount of money, but where
are the new products going to come from? Where's
the new Command & Conguer or the new Quake?
All the new styles that have to come to draw more
people into the industry; the small independent

gr will do that

AG: That's what's exciting about it, too. | still play
games occasionally and | love it whenever 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 1o get something you've absolutely never
seen before, and that is what keeps me coming
back wise it just gets stale

MW: But you guys were at E3 — how many of you
can say that you saw something new?

PM: | don't think there is much new stuff coming
glong 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
groups, 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 for creating 2 g
product. You've got these huge studios filled with
these people that work from nine to five, buming
millions of dollars, and they are just there to create
the next game, the next one in the series. There's
always going to be a place for them, but we need
the small developers to actually create the onginals
AG: Like EA Sports, they make the best sports
games in the world, and they — arguably — get
better and better every year, But it doesn't push
anything, it's like tumning out the new Ford Taurus.

Lifestyle choices

Edge: Going back to the nature of going
independent, you talk about creative
freedom, but looking at it cynically, how much
can be attributed to personal financial gain?
15: | think if we all wanted to be really wealthy we

wouldn't be doing this. | think t of easier ways to make a lving.

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

152 Just lox ntation an the stock market; games companies are hot as
successful as many other businesses. We are mainly doing it to create good games, and if we
can make a

MD: You're tal

en that's great
bout the mativation for breaking away being financial, and in some
respects you're nght. Part of my motivaton was | wanted to be on royalties, and working
in-house you're not going to be on royalties. You don't want to be chuming out more money
for some huge corporation. That's why with our company we've given royalties to our
employees, and that is one of the things we are very keen to do.
MW: No self-respecting developer is going to dao this for a salary for very long
IS: We pay royalties to every person in the company, and some of the teams that have had
hits have done ely well. Some of them have bought houses with their royalty cheques.
AG; | know peaple who have been slogging away and have dane four or five games, and they
are still waiting for that royalty cheque
15: They have got to choose the good developers then. If they are going to work for someone
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
ios being training grounds for future employees?
15: | think it is inevitable that that happens. | mean from our own experiences, there have been
2 who have left us and started thelr own thing. Sometimes you can hang on to them for
2 few years, and then sometimes they get itchy feet and it's time to move an
TG: | 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: it's much more exciting in a smaller place — you see everything that is going on, you see
everything to do with the game design, you get invaived in every single area and it is just great




to see it all advancing The press come round and they meet everybody.

AG: That counts a lot, too, because | 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 meel everyone and you're counted as one of the team

J5: 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&D 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: RED shouldn't be about technology, it should be about innovating gameplay, new game
concepts. Everyone is funding R&D and they are all going for techinology, nobody just seems to
be saying, ‘Create new ideas’

15: 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 all 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 it's true that publishers nowadays really only want 3D games?
Is 2D gaming really dead?

AG: | don't think that 2D is dead, but publishers do.

1S: Anytime there's been a 2D game someane 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: | 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 vaguely look like people and is much mare about envirenments
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 appraciate that it's just a sideways scrolling thing that | could program
ovemnight. But that doesn't matter; it's cool because it looks beautiful and it's & good game. |
think it's scary, with of all the technalogy that's going on — look at the 3D cards coming out,
AG: It's kind of liberating, too. | remember thinking 2 couple of years ago about what we're
working on, and | was like, ‘It can't be dong, it's impossible,’ and all of a sudden it could

be done. I've got a couple of ideas in my head that nght now are impossible, but in two
years they won't be.,

PM: | guess so. | think you start filling in more of
the stuff in your head.

TG: 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
corfident enough to be saying that what we've got
in our head is better than what they've got in theirs
Which is a very arrogant thing.

1S: But publishers don't tend to believe that. You
tell them a great idea and they will say, ‘Well, we
have seen lots of great ideas, now show 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 Block and White.
The first time | mentioned the idea to EA they
didn't get it. | thought, "Hmm, this is a bit womrying!
Edge: That's 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, It's just like this,..

IS: Yeah, it's like Quoke meets Tomb Raider. .

“If there’s a certain game that you really want to play,

the only thing to do is to make it”
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Edge: Touching back on the subject of 3D, it
seems that game designers are striving hard
to create 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.
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Edge: Looking around the show, it appears that everyone is reaching a similar
technological plateau.
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Edge: Expanding on the subject of fun, everyone’s talking about appealing to
mature gamers, but what about the kids who we used to be, what are they playing?




TG: We're all kids!
pM:_ V Ay Deen 2am

IS: Wi n't tend 1o aim for games Tor th ature audience — althougn we are coing one,
MD: | don't tf
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Edge: Tying together the subjects of kids’ games and realism, does anyone find it
disturbing that GoldenEye is selling so well on the N64, a machine that is popularty
perceived to be a child’s toy?

MW: But those ki

“Croc sold very well'and it sold to the
exact audience we intended, but most
of the magazines didn't get it”

“But'sex and violence age
really eagy to portray. Try th

AG:
PM: There were always kids like that. Look at

MD: There s this perception that the fact that it i

AG: If yvou watch somebody killed V. you watct

15: We're traiming kids to be axe murderer

Edge: Why is it that ‘mature’ has to equate to
‘violent’ in terms of game design?

MW: Because we can't do sex well yet

PM: You can't do sex i an Amencan game at al

AG: Look

Edge: It's not just about sex and violence,
is it? There are elements of emotion that
could be introduced, to enhance the

immersive experience.



AG: But sex and violence are really easy to portray,
Try the subtle interaction of adults over a dinner

conversation, it's almost impassible to get
TG: Some of it is being done slightly wrong, where

it's trying to go towards more and mare realism. |
don't think that's ever completely achievable. It's 2
lot like cartoons — cancature is actually what you
need if you want 1o 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
environments 1o actually show the emotions. At the
maoment all the characters we do don't have a face,
they just have this flat thing, which isn't showing
any emaotions at all

TG: We have faces in out new game.

PM: Really?

Edge: Taking it to an extreme, will we ever
see a game that makes the player cry?

PM: Final Fantasy VIl made peopie ery,

JS: Yeah, many RPGs have emotional responses,
AG: | remember playing a text-based game when |
was a kid where you have a robaot sidekick which
sacrifices himself 1o save you. | totally wept.

PM: | wonder if you'd have felt the same emaotion
it it had been visual? | don't think so, Text
adveritures are the best interactive movies.

AG: They're so much fun!

PM: They're a real bore to type, though

Edge: So what do you need to do to start
triggering these emotions in gameplayers?
MW: You have to have characters that you care
about, that aren't disposable and that respond.
PM: How many films have you seen recently

with characters that you really care about? These
are scriptwriters that have been doing this for years,
and now we have another expertise that

we have to put in. 'm looking forward to doing

it but it does scare the hell out of me. 1t is not
just a twitch of an eyebrow or the widening of the
eyes, it is a lot more than that if we are talking
about real emotions.

MW: A lot of things that make you care about the
character aren't very fun 1o play.

AG: When learning to care about a person

you don't do it in 40 hours of gameplay, you

do it in the time you spend with the person plus
the time you have away from them to refiect on
them as well

VIHKE W ]\

A lot of things that makgdyourcare about
the character aren’t JERTUROpIay"

PM: | have to say we are actually talking about Block and White here, but | don't want to.
You can wipe that off the tape if you like.
MW: ‘Coming soon from Lionhead! [laughter)

What's the story

Edge: We're talking about building a character, but it does go back to the text
adventure thing, it's about storytelling. That was Final Fantasy VIr's real strength.
PM: That's it. You played it for 30 torturous hours and then one of the main characters popped
het clogs and it was bad.

AG: In Finol Fantasy you meet somebody and talk to them and you then leave them and you
have time 1o reflect, and then you come back to them. And | think really it is the time in between
that really does it And in a game when you deal with 2 character constantly, shooting, jumping,
runming you don't necessanly have a chance to do that, you can't grow with that character,

IS: Let's not get camed away here. Games aren't all heading into emotional depth and stuff
like that. There are equally good games that have no story, or no back story, or no characters
you need to actually have an affinity with. We're talking a certain category of game here that
emational development and storytelling is a part of, but equally there is a huge market in
games that don't need a story.

AG: Chris Crawford said something interesting: in the games industry, if we sell 2 million copies
we fun around saying we're happy, we made a lot of money. And the other six million people
who have computers in the US alane didn't buy one. So 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: Like Deer Hunter?

PM: What is the most played game in the world?

15: Solitaire — you get it free with every computer. Or how about Minesweeper, the second
most played game?

PM: How many people do you think would enjoy a game if you could sit them down and
strap them to a computer and teach them how to play? The games we're making at the
maoment just aren't appealing to the right people. In a lot of ways it's because they're too
sophisticated. The generation that we are making games for, unless they are dedicated gamers,
are the generation that watches MTV and surfs through channels and has an attention span of
that much, and a lot of games we make just don't cut it

15: | agree. | think we have to realise that as much as we've all said we love writing games we
would love to play, we are not the massmarket.

MW: But start lookingat the massmarket; that's where Deer Hunter comes from, where the
Spice Girls come from. Do you want to make Spice Girl music?

15: | think Tetns has proved that you can do games that become universally appealing.

PM: There's one game round this table that one of us did that really broke the boundares,
and that was Tomb Raider,

J5: But even then only three million people bought it — which is & huge amount of people,




Edge: Do you think thcl this hnge. untapped PC market needs to be treated to some
classic, clichéd console glmeplay?
MW: But what developer wants to dul

difficult to find the motivation to make a game that your murr

a hundred million
1 those platforms
Edge: Surely if everyone was writing for the Wintel platform and aimed for a P100
not a P400, it would be that ubiquitous platform? It's also something that Project X
aims to offer.

t's nea

h will be really interesting
ause it is a DV a ay it that r ple 13 before
Edge: What you're ultimately saying is that you want to break into the massmarket.
PM: We t ) stop making these mplicated gam: or make it so that the
et that if
an and play Qua
gh all the
And so that is the only major barner that we

really have, and true we don't want to dumb down our games to make them like this

About Project X
platform, then it

dedlcatlng much mor
el L

AG: What if v

mechanism? | § is totally diché, but what if

simpler control
we just had a big helmet with an infinite resolution

their hands. | mean yo
complicated things -
some pretty

e could pick things

MD: That's when we become massma
ime there is no Hollywood

"re ane and the s

massive great thing with three huge buttons on
And that didn't w
than anything else, sech recognition, If you

e thing | would love more

gamer, speak to a gamer,

AG: Tons of people send me

thought about putting voice recognition in
your games? and | w se | need all
the CPU ta render all the graphics
PM: Well, even if y ad all the CPU
wouldn’t be enough. No one has done
has cracked it

MD: Have you seen Saturday morning T\

where you phone in and you control the character?

the character, doing the moves

Until mext

they want if to be viewed as
peting witl} peoplewho
drestopifiteactivi
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The definitive monthly assessment of the world's latest videogames

bet real

ealism: a seemingly harmiess word which

m 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 - gamers have expected the structure of tities
to match these aesthetic advancements.

Would GoldenEye 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 8 grenade in your direction? The result 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 reality. Gran Turismo may have dellvered 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 Colin McRae Rally continues the trend 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 &
very competent driving sim, but even the world's most
advanced simulator falls to be mora exciting than the
average motorway drive. The trick is to implement
such @ model seamlessly into the game’s overall
structure to maximise Its gameplay potential. This Is
what Grand Prix Legends (see p82) manages t0 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 I5 a necessary compromise between
reality and playability. How infuriating would MGS be if
the terrorists boasted 'real’ senses? Snake would be
dead the moment he stuck his nose around a cormner.

It's a delicate balance that, untll new methods of
contralling your anscreen counterpart emerga, Is likely
to keep developers reaching for the paracetamol

#ﬁm:"

Metal Gear Solid (left) and GP Legends (centre) are two games incorporating new levels of realism.
Codemasters’ popular TOCA (right) was one of the first PS racing games to adopt realistic physics

Videogames on the Edge

Metal Gear Solid
(Konaml)
A carefully placed C4

Grand Prix Legends
(Sierra)

Despite tremendous effort,
Edge still has
w go before me MOrsing
the dreaded NOrburgring
track. One lap without a

e way

silé Or a simple throw
toa lava pit. Sor

ways to gispose of enemy

crash is difficult enough soldiers, so |

This month's schedule-disrupting quartet...

1943 Sega Rally 2
(Capcom) (Sega)
Arguably the best of the S00n to hit Dreamcast,

trio offered by C Sega’s

e gay it first landed

in the world's arcades.

to Impress witn its nighly

technical nature.
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METAL GEAR SOLID

"limih..

i

—
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Given the extreme amount of dialogue, &lanrs would be best advised to
pass this Japanese release by and wait for the US version on October 21

or such a high-profile game, Metal
F Gear Solig is imitially disappointing,
Its slow pacing imparting a distinct sense
of distllusionment. Yet so0n enough you
realise that this is Konami's way of easing
you into what is a very cifferent game to
what's currently availabie on Sony’'s
machine or indeed any other platform
Ignore what the Japanese packaging
states - MGS is certainly not an action

MGS's use of a high-angled camera (top) reflects Konami's understanding
BN ARt T o of playability and is reminiscent of the original 8bit Metal Gear games

strategy is unlikely to get past the initial

credits without losing a life or two.
The plot runs thus: As Solid Snake, substantial alterations to their basic characters via radio communication who

Given a telescopic lens’
set magnification, the your mission is to infiltrate a 215t century genetic code as a result of top-secret provide vital Information during
sniper rifle’s zoom level
cannot be altered. It's

another realistic touch besieged by the Infamous FOXHDUND Naturally, all are encountered at significant points guring his mission,
and a great addition to

Alaskan nuclear weapon depot (currently government-instigated experiments. important confrontations. And at several

terrorist organisation) and regain control various points during the mission and certain Individuals offer assistance

a superb weapon range i s
of the situation. Once a government- they all possess differing attributes, which, depending on the situation, can
controllea outfit {which counted Snake as therefore requiring a different approach be anything from plot revelations to
one of its members) engaged in highly in order to dispose of them. artillery backup.
delicate covert operations, FOXHOUND There are good guys, too, of course, MGS does not like to be rushed, it is
now comprises bitter, mentally unstable Throughout the entire game, Snake can a very specifically paced title and arcade
individuals who have undergone count on the support of numerous heads are likely to find Its unusual tempo

78 EDGE
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Format: PlayStation

Publisher: Konami

Developer: In-house

Price: ¥5,800 (£25)

Release; Out now (Japan)

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

green ook of the arctic warfare troops.

where, a Policenauts (one of the

es from Hideo Kojima, MGS's

tof and producer) poster - compiete

with the Konam ) - adorns the wall of

m and a PlayStation-like

iira-red joypad) sits

iputer and its widescreen
Upying

soldiers are littered with cigarette ends

monitor. Tollets used by the oc

while those in

the prisan cells reflect

a littie

insettling at first. Ideally, every

move s pla

in advance, every

potential passageway investigated, the

guards’ patrols studied and irity

cameras located for any opportunity that
aliows 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 loca

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 relatively 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 interastingly, as human shields
againsttheir colleagues’ bullets

The game's unhurried nature is

developments, They are also some of the
longest examples yet seenina
videogame - over ten minutes’ worth is
not uncommaon - and explain the
necessity of the game's two-CD format.
Consigering their quality, the
graphics are also likely to occupy a
substantial chunk of the avallable storage
data, Other games may boast visuals of
higher resolution but few can claim to
display as believable an environment as

MGS manages to convey so successfully

It's all In the detall - the soldiers, for
example, sport different yet realistic
uniforms depending on their role, from

the simplistic, blueish/grey appearance of

ght infantrymen to the

understandably thicker, baggier, mint-

Keep an eye out for
wall sections that can
be destroyed using C4
explosive. The square
button sets the charge;
once in place, stand
back and press circle

"eir dubious hygienic status by having

s happily crawling all over the
sure’s floor

It IS oda, then, that Konami should

choose to erode some of the realism it's

Although used here for dramatic effect, thermal goggles (main) prove
crucial during certain sections, as do their night vision equivalent (inset)

EDGE 79 »
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In practice, man
situations benefit from
prior assessment using
the scope’s powerful
zoom capabilities. The
abili;y to freely switch
to a firstperson view is
equally remarkable

Even the training mode
is good. After beatin
the ten levels once, the
time attack and gun
shooting modes follow

4 80 EDGE’

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 maggots feast on a corpse (left)

jntil the game |5 finished, its

\ar Soiid rewards

fful number of

anake retunsto a
ne of the real requires a new us
Hin o

ine ]

aiternat plicatio

MGS is all about atmosphere and

Konami's mast sonically

accomplisheq as cally. As the

atmosphe

n a videogame. From the simplistic

Confronting Vulcan Raven (above) is
a genuinely stressful exgerience. Cut-
scenes are wonderfully filmic (right)
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Naturally, all of the cars
from the 1967 season
are perfectly recreated

- expect legendary cars
such as Jim Clark and
Graham Hill's Lotus-Ford
49 (top) as well as the
Ferrari 312 (centre)

82 EDGE

GRAND PRIX LEGENDS

Papyrus’ game captures the essence of the sport during the 1960s in a manner that should
prove irresistable for F1 fans. Everything is recreated with realism and playability in mind

E 8 it5 elease,
PlayStation has had a

stream of arcade racing ge

the

sistent

nes far

erior to anything PC deveiopers seem

far their machine,

Titles like Screamer Rally may have
dramatically 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 superiat

Base.

Then came Gran Turismo, the finest —

it arcade and
simulation yet seen in 8 motor racing

title. While PlayStation owners have

understandably) run around exci

1y
'GT In the general direction of

owners, the latter have remained

f its genre yet

And now, having overtaken countless
contenders, Papyrus' delayed effort Is
finally fining up alongside Geoff
Crammond’s finest at the front of the
grid, with a superb recreation of what Is

arguably regarded as F1's finest ¢

1967. A time when the sport was
uncluttered by corporate sponsorship,
drone-like drivers, a safety-obsessed
Eoverning body and - pernaps more

impaortantly — downf

This s id De the

speeds allowed by today’s 700bhp

winged machines and with juck you'll

oversteer, gving you the in that

enough o shouid bring t

back and Into line. This Is, of course,

nonsense. Chances are that by the time

Jearbox

you ce it, you'll be heading

first into the nearest fence

But rather than ove
majority of GPL virgins should encounter
the rather more troublesome aspect of

understeer. Without a front wing forcing

tty
heads for the nearest barrier. To brake

now could be fatal, you have to hit the
brakes on the straight before the turn,

In fact, braking |s another problem
altogether. By today’s standards, applying

the velocity reducers in a 1967 F1 car

does little in terms of affecting its overall

@

uldn’t be an e

peed. it

xaggeration to
say that GP Legends requires modern
braking distances to be tripled, unless
you want to meet Mr Understeer halfway
round the corner and rip off a front wheel,
This is not to suggest that In 1947

F1 races were heid near the locs

arboretum, rather the circuit

little different. Unlike the

near photha- ative, list of

features

that must be met by all of the

tuting today's F1 season,

race circuits in the '60s constituted a

th strip of tarmac with a narrow

erge either side of i, lined by trees

ar a risible fence, Incapable of holding

an angry squirrel, let alone a car
approaching sideways on, wheels locked,

at 160mph. Long open turns featured

prominently, usually taken fiat out, and

anes were pronounced ‘chickens'

after the few drivers s

avoured them

But the circuits then all had one thing in

common: they were exceptional fun
while being extraordinarily demanding
The NoTburgring is a case in point

14,189 miles and 174 different bends.
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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 15 turns and 1.954 miles of
tarmac the Monaco track may seem
comparatively simple but Is second to
the NOrburgring as the most treacherous
circuit of the 11 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 comprehansive

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 (amo 5) the level of

5. static ride

oll Dar

height, brak

ce, steering ratio and
Iyre pressure to suit your driving style
In time, powersliding round some of

the more open tums becomes a controlied

yeuvre and a higher difficulty level

may be advisable. Winning races at the

highest setting, however, considering th

advanced Al displayed by the CPU
controlled drivers and realistic damage, is
a tough, but compulsive affair Winning
the championship is beyond mere mortals.
Visually, the game features superbly

reproduced tracks and sumptuous

scenery. More impressive still

n o

cars, displaying the same attenti

intricate detall evident throughout the

Sadly, CPU players
appear not to need
to move their arm
when changing gear

The more outrageous crashes
can even be saved as replays

Format: PC

Publisher: Sierra

Developer: Papyrus

Price: E35

Release: Qut now

rest of the game. Naturally, this extends

to the aural side of the proceedings. E

own particular roar

but few things in life sound as impressive

4100hp propels you down one of Monza's

long straights. Understandably, the louder

the speakers, t etter the effect
Grand Prix ends is a game
offering a formidable challenge, and as

such is unlikely to convert arcade racing
fans. It manages to mix terrific visuals
with astoundingly realistic dynamics,

Iting in one of the most rewarding

car-related PC experiences

OWn a ing whee! add-on
result is pure
videogaming elegance (et

Nine out of len

Grand 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: PlayStation

Publisher; Square/EA

Developer: SquareSoft

Price: $40 (£25)

Release: Out now (US)

Although Resident
Evil fans may well be
comfortable with Eve's
similar settings and
gameplay, Edge is not.
Parasite Evil, anyone?

PARASITE EVE

Parasite Eve's stunning looks and high production values should ensure that it wins many fans, but apart from

| its intriguing battles,

expecting Resident Evil-style thrills will find the pace far too slow and uneventful

Ithough Square likes to dub
u Parasite Eve - its first Japan/us

co-production — a cinematic RPG, t0 most

eyes the term "survival, horror

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 ge

. Initially, both look and play in

a surprisingly similar fashion

ever, Square has far loftier

ve than a simpie
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 the
cells of living organisms, with proper
characters, plot, and movie-like pacing
The action of battiing mutant dogs and
rats is interspersed with plenty of

exploration and conversation as the

game's rookie cop neroine (ar

nly

are immune to the

Person w
Mmutation) - Aya Brea — slowly realises
how her history and fate are intertwined

with that of the

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
oppaortunity has been spared In lavishing
the game with plenty of glossy FMV
seguences and atmospheric depictions
of a wintery New York {courtesy of the
COI’T‘IGER}"S new Hawali-based graphics

facility), scant attention seems to have

been paid to either the script or

soundtrack. The voice actors in Resident
Evif 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

S in its combat: an Ingenious

system that neatly straddies both the

turn-based and action camps. Although
derived from the usual Final Fantasy-
style Active Time Battle, where attacks
can only be made once a character's AT
gauge has filled, Parasite Eve's battles
are far more interactive. Although still
random, combat no longer switches to a
separate screen and both Aya and her
opponents have complete freedom to
move anywhera within the combat area
As well as allowing the player the

tacks the

chance to dodge ener

game rewards ta

iCal combat with

ter damage being inflicte

to the target you can
Despite its graphical grandeur,
however, old hands looking for the sort

of unexpected story twists and high

drama of Square RPGs gone by will anly

end up sorely disappointed by a

predictable and lacklustre tale

Edge rating

7

X Ut ol ten




SPYRO THE DRAGON
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Spyro is visually impressive and a good technical example of a third-gen
PlayStation title. Yet it lacks excitement - there's little evidence of the
anticipation felt when entering a new world in Banjo or Mario, for example

hildren will love Spyro the Dragon.

G This is 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 Mario 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

to destroy sequences of o

The flying levels require Stym |
jects

with the task of freeing his elders (some
of whorm sound particularly camp) from a
potential future as a collection of stone
statues, Spyro must collect gems and
battle Gnorc's evil minions resiging within
the game’s six worlds (each subdivided
into six levels) before facing the steroid-
enhanced villain himsetf. 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
hald 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
limited 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 fail 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, howevey, 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
maintzining a visual quality Indicative of
third-generation PlayStation titles

Mario for the PlayStation? well... no
But It is a competent - if sometimes
uninspired - 3D platformer and easily
the best example of its genre to
grace Sony's 32bit machine yet

Format: PlayStation

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,
thenun usually be

dealt with by using
one of just two attacks
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Format: PC

Publisher: Grolier Int.

Developer: Frontier
Developments

Price: £40

Release: Out now

Lo R — ‘

Protecting humans from
the virus does have its
advantages (top) - they
can be re-trained to

ppear later as p
up-building scientists

86 EDGE

V2000

Lose a world to the enemy and it becomes a dark area, awash with flyi
| Defender. While underwater travel is different from

adversaries (top right) - reminiscent of
airborne movement (right), currents even

craft handling

nan industry rife with regurgitation,
n it's surprising that David Braben's
much-admired "B0s title Virus (aka Zarch)
hasn't been plagiarised more. And now
Braben and his Frontier team have
brought the concept bang up to date
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 thirdperson viewpoint of
the original, V2000's realistic physics
makes for some Impressively freeform
gameplay. There are over 30 inter-
connected game worlds and on each one
a red virus Is spreading, distributed by a
range of mutated, over-sized Insects and
mythical creatures as intent on killing off
the local populace as destroying
everything in their path
Rescuing humans Is, therefore,

usually your first concern. You can drop
them off at a base, where 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 to the
captured 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 higden exits make travel
through the worlds anything but linear
Nintendo's style of multi-faceted world
design has obviously been an Influence.

The creatures inhabiting the worlds
are also worth a mention. Insect limbs
maove convincingly, creatures clamber
over one another, while winged animails
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
V2000, 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 v2000 of a sense of
precision, the game is a pleasure to delve
into. There's S0 much to see, and so many
ways to achleve 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, Ll_El
Edge rating:

Eight out of ten




MEDIEVIL

TESTSCREEN

Despite stylistic animation, the undead
protaganist is not overly imaginative...

fter a surprisingly protracted
n development period, it's pleasant
to discover that Medievll is not the vapid,
yet attractive title early versions

suggested. Although Its first few levels
are misleading, perhaps nodding to

simple Gauntiet-style fare in 3D, its later
stages are markedly more involving

Wwith FMV links used to further the

of Medievil's 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.

Med,

ievil's combat, too, matures from

basic, elementary button-bash

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-pleces
that wouldn't, put in context, appear too
out of place in a Metroid or Zelda game

Indeed, Mediewl features moments of

...although the diversity of each level is really remarkable. No two stages
look the same. If only all polygon-based titles could be so adventurous

genius, with simple gaming ‘devices

used well. t's refreshing to nc

at least one western codeshop is
of NCL's work

Such moments of brilliance, alas,

are too few and far between. For every

genuinely engrossing level, there are two
that amount to simple maze negotiation

and little else. In ¢ Medievil

relies he

Jirection and

visual appeal, yet many players will
resent these workmanlike, ‘makeweight

s5enses,

may

ncrease the game's

appeal, by lowernng the play

comes as a pleasant s

that falls

fedievil, then, 15 a gam
between two stools. Well crafted in many

respects, underdeveloped In others,

tsc y one of the best ‘arcade

adventures’ (as they were once knownj)

available for Playstation

But with s0 few

Format: PlayStation

Publisher: SCEE

Developer: In-house

Price: £35

Release: Out now

Players can return to
previously completed
areas via Medievil's
map screen (centre),

in order to find missed
secrets and new supplies
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Format: PlayStation

Publisher: GT Interactive

Developer: N-Space

Price: £3§

Release: Out now

e

An all-male version of
the eponymous Lara,
DlillI:le is still a l::lk-j
talking, wise-cracking
nbshﬁn. But the
adies love him, right?

Format: PlayStation

Publisher: Namco

Developer: In-house

Price: ¥5,800 (£25)

Release: Out now (Japan)

DUKE NUKEM: TIME TO KILL

ne of the PC's ariginal firstperson,

E shareware shoot ‘em ups, Duke
Nukem converted gamers to its cause at
an alarming rate. And foliowing that
game's reasonably sound translation to
the consoles, GT Interactive has used the
licence to create versions for both the
PlayStation and Né64

However, in the transiation from PC
t0 console systems, Duke Nukem TTK and
Its (distant) N64 cousin Zero Hour have
shifted from the firstperson viewpoint to
the thirdperson. And - surprisingly - it
works pretty well, with Duke leaping
around Lara-style, hanging from ledges
and clambering over boxes. Both new
versions of Duke are set in various
time zones, which for the PlayStation
incorporate Modern, Wild West, Roman,
Medieval and Future. Thankfully the
various tricks and traps have been
designed to use each setting, rather
than sticking to a standard formula

bUNBARL

Duke’s new flame thrower is the
ultimate way to barbecue bad guys

Weaponry, meanwhile is as loud as you
might expect from & Duke Nukem title,
While graphically not the cleanest, TTK
IS at least smooth, with only occasional
glitches. The twoplayer deathmatch game
pushes the engine beyond its limits, but
can prove compelling. Against high-end

PC titles, PlayStation games are starting

to look disturbingly like Mega Drive
fodder, but that doesn't stop TTK

being unexpectedly good fun

Edge rating:
Seven out of 1en

While a lot of the tasks are
structurally similar to GunBarl's
predecessor, new graphics and

twoplayer fun ju the sequel

unBullet owners are unlikely to
E be surprised at GunBarl's (as in
‘GunBarrel’) content. As a sequel, it is,

after all, firmly rooted in the (restrictive)

gameplay of its predecessor with
little room for extremist alterations.
The proceedings are therefore very
similar to the original, reguiring
increasing levels of eye-to-hand
coordination to complete the tasks

While the oneplayer option provides
short bursts of fun, adding another G-Con
ensures frantic, highly competitive action
It may not push the title's longevity into
FFVII 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 availabie to Butch
Cassidy and the Sundance Kid wannabes
Seemingly countless cooperative,
competitive, and team battle modes offer
every conceivable combination

while by no means an essential

purchase (particularly if you already
have GunBuliet tucked away), there Is
plenty of twoplayer fun to be had
And despite the dearth of G-Con
compatible software out there at the
moment, owners of Namco's lightgun

should still regard it as more than —

mérely a gesperate acquisition

Edge rating:

a1 oul i len

Some sequences require frantic
trigger speed (such as shootinga
falling car) rather than accuracy




THE UNROLY WAR

E rystal Dynamics’ latest game
(previewed In E62) features
two opposing alien forces engaged in

e combat on the planet Xsarra

This disruption, in an otherwise
peaceful world, is the resuit of a
broken treaty between the two tribes

the technologicaily ced Teknaos,

dval

and the dim-but-nice Arcanes, Xsara's

» inhabitants.

ourse, far more iImportant than
the plot is the game Itself An intriguing
mixture of 3D strategy and combat,
The UnHoly War comprises two distinct
game modes. The first is a
straightforward team battle option,

where two players select one of eight

C cters and enter a CPU-selected

arena to continue fighting until one of

the two has run out (

other

ion is a turn-based strategy

game in the tradition

sense, al

you to control your forces around the

TENCHU: STE

TESLA LORD
w

3D map betore switching to reaitime 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

re over surprisingly quickly as

a result of very short ener

severely unbalanced chare

significant shortcoming for a game so

LTH ASSASSIN

Combat can be air
Lleﬂ} or nd-
ased. All of the
characters possess
specific attacks

reliant on its combat aspect
Iranically, while its very nature

prevents it from reaching massmarket

status, The UnH

war is an interesting

dea, providing -needed variety

to the PlayStation's mostly ==

conservative catalogue

H;u raling

X oul of ten

S (PAL)

m aving acquired the UK publishing
rights to Tenchu, Activision

promised to make substa

2e5 10 the Jap

Edge reviewed six Issues ago. The
most significant alteration, other than
the obvious liberty to leave the Kan||
dictionary gathering dust in the cormner
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 feal
of the original release. It can be worked
around, of course, but it's just

when compared to what Konami has
achieved with Metal Gear Solid.

Nevertheless, there Is still much to
like about Tenchu. The grappling hook
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 fost

Edge rating:

TESTSCREEN

Format: PlayStation

Publisher: Eidos

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: PlayStation

Publisher: Activision

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

EDGE 89



d e v e |

PROFILE: Bizarre Creations, Dreamcast pioneers

The Bizarre crew (with their

freebie Dreamcast laser pens) auled in under Sega's wing by
from left to right: Matt Birch, SoE president Kazutoshi Miyake,
lead coder on Metropolis; Bizarre Creations (creator of 1 and
Martyn Chudiey, managing F197 for Psygnosis) is one of the
e much lauded ‘one-and-a-half-party’
marketing director; Waiter

Dreamcast European developers.
Currently carving its darkly shrouded
title Metropolis (thought to involve
driving various licensed cars around a

Lynsdale, technical director

vast city) into a marketable form for
next autumn's westemn Dreamcast
launch, the company’s key constituents
were comered by Edge at ECTS. A
brief discussion on the technical

merits of Dreamcast ensued...

Workstation

Edge: What kind of performance
levels are you getting out of
Dreamcast at the moment?

Walter 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 floating-
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.

WL: 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 two-thirds. It's a
console, and you need to use it as one.
Edge: Dreamcast 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

& p videogame creation under the microscope

only support 16bit colour. Dreamcast
has VRAM compression that's a lot
better than we thought it would be.
The quality-to-memoary 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 themn all the time.

Edge: Which are you using, WinCE
or Sega’s own Dreamcast 0S?

MC: We're using both, but you can
pick and choose bits, so we're just
using whatever we need. | think it
depends on the developer — PC teams
might use it all, but they can go to the
low-level 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 whether Dreamcast
will feature a modem in Europe.
However, Martyn Chudley views
Metropolis as an intemational product,
and plans to utilise the feature
regardless. Edge awaits further E

information with interest. ..

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 imefutable evidence:
that Iguana's Turok 2 project manager David Dienstbier is Turok. Surrounding himself with Poison Dart frogs and various lizards, Iguana West certainly has its hands full

Chameleons




The trials of a start-up developer: part two

Constructing the team

“A publisher once told me that he had
stopped trying to sign companies and instead
was interested only in signing the indmiduals

that made up the talent of the company. He felt that the people in a
development house were everything — and | couldn't agree more.
Names and faces started spinning round my head as | sat down and
carefully considered who | wanted to join Elixir.

| was conscious that the choices | made now would be crucially
important. The founding members had to be just right as they would
set the tone of the whole company and be instrumental in creating a
good working atmosphere. Not only would they have to be the most
talented people | knew for thewr respective positions, but also really
enthusiashic and passionate about games.

Another important point | had picked up from working in small
teams is that everyone had to get on. Even one bad egg can spoil

After co-founding Lionhead Studios with Peter Molyneux, Demis Hassabis set up his own development
house, Elixir Studios. This month he explains how a few beers can persuade anyone to join your company

a job interview armed with origami papers in his wallet?) but that
convinced me that he would fit in all the more.

He hadn't started at Lionhead by the time | had left, so with a
little persuasion (and after a few pints’ worth of bribes) | comanced
him to give up his dream job to nisk all with a start-up company.

The next person on my hit list was Tim Clarke. We met while
he was studying for a Masters in Theoretical Physics. Besides his
academnic stufi, he was always tinkenng with something of his own.
| remember once dambering up the four flights of stairs to his room
(2 long way In those lazy student days) but thinking it was well
worth it after being blown away 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 hacker 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 Intemet. Called the Mars

“An important point | 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 company, However, people with all the above
qualities are extremely rare. But ahter much painstaking delib |

Demo, it was a fly-by over Mars with the planet’s terain rendered
in realtime. As a result, he was headhunted by NASA. When he is

had, on paper at least, a team | was really happy with. Assuming |
could persuade everyone to join, | felt the assembled team would be
capable of malling any in the world,

| first met Joe McDonagh while still at Lionhead. He bounced into
the office clutching a huge doth covered in hexagons, several folders
stuffed full of well-used paper and a handful of Citadel miniatures.
As he proceeded to lay the cloth out on the table and explain to me
the rules of a new game he had invented, the situation feit more like
some sort of bizare wargaming gathering than a job intenview! | was
expecting something out of the ordinary given that his application
consisted of a bottle containing a message (authentically tea-stained
of course) from a person shipwrecked on the stifling island of
Korporate (he worked for a blue chip company). It did cross my
mind that this person might well be insane, but also probably very
creative, thus | had immediately called him in for an interview,

Following the "handbook of good interview techniques’, | decided
to probe him about his purported
interests. He had listed 2 multitude of
activities as diverse as ongarmi and
boxing for Onford University. But after
only namowly beating him in a race to
make the classic origarni model, the
crane, | wisely decded against testing
out his baxing skills. So, an aftemoon
of game playing later and | had
decided that | was going to give Joe
the job. His enthusiasm and
commitment impressed me and
mast importantly he passionately
loved games. Clearly he was crazy
(after all, what son of man comes to

programming he always has at least 5,000 deskiop windows open
(all in an eye-destroying four-point font) and can normally be caught
typing furniously in a trance-like state, looking ke a man possessed,
which of course he is.

Now this description might have conjured up an image in your
mind of a geek However, as with all sterectypes, this is only partially
true as Tim also happens to powerlift for Britain in his spare time.
He regularly recounts Herculean feats of dead-fifting 215Kgs
while considering spline-mapping algorithms, making the rest of
our bodies and minds hurt just at the thought of it. These facts
combined with his hacking ability seem to point to the passibility
that he may be some sort of cyborg

But cyborgs aside, Tim is by far the best engine programmer |
have ever met or worked with, so | was ovenoyed when he agreed
to join the team. He intends one day to be the next John Carmack,
and | think that he may well make it

So to my pleasant surprise
evenything was going really smoothly.
Getting the ball rolling is always hard
and now a lot of momentum had
been built up it would be much
easier to comince further people to
join the team.

And what with Joe's boxing
skills and Tim's powerlifting antics,
at least if it tumed out we
couldn't make games we could
at least console ourselves in the
knowledge that we could

prabably beat any other E
development team in a fight”

Edge moves

t managers - they're all essential to the industry,

, projec

Programmers, artists, engineers, producers, animators,
and they all read Edge. The following pages carry a phenomenal variety of jobs for graduates, professionals and

any other interested parties who think they could make it in the videogame scene. Apply withi
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At ECTS Nintendo of America's president confirmed the

company's pledge of a renewed commitment to Europe

m intendo is back in Europe. That
was the message being loudly
shouted across the floors of ECTS, beneath
a gigantic Nintendo 64 banner to rival
Sony's own vast PlayStation hoarding. And
to illustrate this renewed commitment to
its loyal yet desp ly under-supported
European customer base, Nintendo of
America president Howard Lincoln
spent three days at the show, mixing
with attendees on the Nintendo stand.
Actually, * d' is perhaps a mi
- Nintendo's histary of risible PAL
conversions and weak marketing support,

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

not to mention the dissolution of its UK
offices before handing over to a subsidiary
of John Menzies, means that any change
of stance is worth taking note of. With this
in mind, Edge tracked down Howard
Lincoln on the morming of ECTS's final day,
keen to discover what this loudly
trumpeted ‘commitment’ actually entails
for the European gamer.

Edge: It's good to see Nintendo finally
making an effort in Europe, but don’t
you think that it may be a case of
too little, too late, in order to win the
current hardware battle?

Howard Lincoln: If you step back and look
at reality, you realise that in the handheld
category we have virtually 100 per cent
market share. And that's 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, |
don't think it's too late at all. The history of

believed that Sega won that battie. They
didn't win that battle at all - they not only
lost the battle, they lost their shirt.

Edge: But in terms of life cycle, the N64
is going to straddle both PlayStation
and its successor, not to mention
Dreamcast. Does it worry you that the
consumer will start to see the N64 as

a weaker machine?

HL: I'm not really too concemed about
that, because | don't think we've seen

the true power of the NG4, 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

dramatic effect on the graphics capability
of the N64. Given the kind of games
coming from Rare, for example, the
difference between what we'll see on a
next-next-generation 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 going
around that Sony will be launching
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
zero installed base and they're up against
existing platforms that have huge libraries
of games and a large installed base. So,
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| think it's 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 Europe and the
US. And we're doing that in a pretty logical way, which is by
producing some really outstanding games.

Edge: Where are those games coming from? The feedback
that Edge has from developers is that they're not getting
the support they need from Nintendo. And they're certainly
not getting the support that Sony and Sega offer them.,

HL: If that's the feedback you're getting, then it's

you will find is that most of the top-selling
games are N64 games, either done by
Nintendo or by thirdparty publishers. So |
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.

Edge: Will that growing installed base in
the US and Europe ever be high enough
to release the 64DD?

HL: We don't have any plans to release
the 64DD either in Europe or the United
States. And that decision doesn't really
have anything to do with the level of the
installed base, it has to do with the
declining price of chips and cartridges, so
there's not as much of a need for 64DD
from a pricing standpoint. But the primary
reason for us not releasing 640D, certainly
this year or next 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.
Edge: Wasn't there a temptation to
push an upcoming product, say Super
Mario 64 2, on to 64DD to make people
buy the unit?

HL: We have and are continuing to find
ways to use 64DD in interesting 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
hing that is acceptable to our
dards’ And when we find that, if

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 thirdparty publisher is supporting
the N64 platform, both in the US and in Europe, with very
strong games. We have intemal development that is second
to none. I'm not aware that Sony is making Zelda, nor did
they make GoldenEye.

Edge: It did manage to come up with Gran Turismo. ..

HL: Yeah, but | think if you look at the data in the US, and you
look at games in terms of total units sold, the one thing that

we do, then we'll launch the product.

Edge: So there'll be no 64DD launch in
lapan either?

HL: | would anticipate that in Japan,
where the market is a little bit different
and where we have a better chance of
finding that killer app, it may well be
launched. But it will not be launched
before June of next year.

Edge: Even though, as you say, the price
of semi-conductors is still falling, many
thirdparties are still extremely worried
about the inventory costs related to
releasing N64 titles. In hindsight, does
Nintendo now regret the decision to

go with carts and not CD?

HL: No. If anything the decision to go with
cartridges was probably one of the
smartest 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, all of them are
making money on this platform, all of them are seeing retail
prices that are well within acceptable ranges. The only thing
that they have to be careful of is inventory risk, and in the main
| haven't seen anybody going out of business doing N64
thirdparty products.

Edge: But even for a fairly well blished pany like
Gremilin Interactive, which is about to release its first N64
title, Body Harvest, it's undoubtedly a daunting prospect
HL: I'm certainly not going to say to you that doing cartridges

is less risky than doing CD-ROM. | will say that while there is a
higher inventory cost risk associated with cartridge-based
software, there is not the piracy problem that is associated with
CD-ROM. You have to ask yourself would you rather take an
inventory risk that you can control or take a counterfeiting risk
over which you have no control.
Edge: Times are changing, and as you say, everyone is

i rking on a new hardy system - including

Nintendo. You can’t be planning to persevere with the
idge f t into ther g jon..

HL: First of all, the decision on the software medium for

Nintendo’s next platiorm 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 CD-ROM,
one of the primary reasons for doing that
was the expectation that we could not
control the counterfeiting of CD-ROM
software. | can tell you that in the future
we will try and protect ourselves and our
thirdparty publishers against
counterfeiting. Whatever the software
medium is, you have to build in strong
security measures to keep the
counterfeiters at bay.

Edge: Moving back to the subject of
today and Europe, Nintendo's recent
in-house PAL conversions have been
fairly well executed. However, it seems
that most thirdparties either lack the
necessary tools, time or money. What
do you attribute it to?

HL: | 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 the US,
Japan or Europe. So | think that 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

thirdparty developers.
Edge: But a real sign of Nintendo's
[ in European c would

be to ensure that every PAL conversion
is the best quality it can be.

HL: it would be better to say this: that we
are entirely committed to the European
gaming market. We'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 to continue

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.

Edge: One aspect in which the
PlayStation has excelled at in Europe
and the UK is marketing and building
the brand. Conversely, that's been one
of Nintendo’s weakest suits. What are
you doing to address that?

HL: We are in the 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 or 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. 1=
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dge: Looking ahead towards Dreamcast, is it your
final chance to get back into the home market?
Kazutoshi Miyake: No, we don’t think so, but whenever we

4

launch new | it's the best machine

ever made. And we never think of the next machine, but

, we always beli

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.

Edge: I it isn’t the success you're hoping for, does that
mean there would never be another Sega console?

KM: No. We've never thought of any other machine but the
Dreamcast, we think it's the best machine ever made.
Edge: What strengths will you be selling it on?

KM: | think that Dreamcast will be sold on the fact that
whatever the gamer expects will come to be true. Which
means that every game creator has their own dream and |
think Dreamcast is a machine which will make their dreams

M AsHIE

Looking confident in the run up to Dreamcast’s

imminent launch, Sega Europe's CEO talks tactics

Edge: Are you pleased with the
response from Europe?

KM: Very much so, yes. Particularly from
people in the field. They're excited about
the perf e of the hard . As |
said, with current platforms, there are
certain limits to achieving the dream.
Before the step up to the 32bit machine,
the developer had to do all the effects
on the software side. But Dreamcast has
enough performance to achieve those
special effects like transparencies, smoke
pl side. This
is a machine which will make everyone's

and ions on the |

dreams come true. It will give developers
much more freedom to create and
develop software,

Edge: What style of game will you
initially be selling 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-
adventure. But we have to develop
software which will really prove the

come true. Also gamers have their own ideals, which d
stunning realism from a game and Dreamcast can make
everything possible.

“We respect the genres popular in

Edge: Do you have a launch date in mind for Europe?
KM: As you've mentioned in Edge, 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. All | can say is that
it will be in time for Christmas 1999 ~ that's our target date.
Edge: When you do launch before Christmas next 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

lapan is launching Dreamcast one year in advance. But
around 12 titles will be sufficient or adequate for the initial

launch. Then ds the end of Chri we are hoping
to release about 30 titles — from both ourselves and from
thirdparty companies.

Edge: So how many European publishers do you

have 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.

urope... but we nave

per e of our h
Edge: How do you feel about the
number of conversions that are coming

ftware which will prove the performance of our hardware”

to Dreamcast from the PC?
KM: The borders between the PC and
consoles are becoming smaller and

ller. Yet PC et aren't always
appreciated by the console gamers.
Therefore we want to focus on exclusive
titles for Dreamcast. Sometime in the

future we may have to accept some
conversions from PC titles.

Edge: The built-in modem and Sega's

I strategy is imp to the
lapanese market, but this appears to
remain a grey area 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
concept 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 position Dreamcast from
day one - then beyond that, at the second
and later stages. We haven't said yet
whether we should have a modem in
Europe, but we are very keen that this
machine should have such a capability
Edge: As a past market leader with the
Mega Drive, is it important that you get
back to that and lead the market now?
KM: Definitely, we will come back as a
market leader, we are not aiming at third
place. We came to Europe ten years ago
and we had always been the market
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 ¢




dge: You've dropped the PlayStation’s price from
£129 to £99 - what sort of impact do you expect
that to have on the market?

Chris Deering: Well, it's a magical price 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 TV ad running that shows the new
price, and I'm sure it will have a positive effect. Sales have
been very good, so | can't say how much more positive it
will be, but it definitely will be pasitive.

Edge: Some speculators 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 suggestion?

CD: | think that people have looked at the history of gaming.
Going back to the early Atari days, you can peint 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
the whole calendar year in 1997 and that’s going to be the
fourth Christmas. You can't use the historical business cycles
of consoles to predict PlayStation, because PlayStation has
already gone above the penetration 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,
| don't feel at all that business next year will be smaller than
this year, the number of titles coming up, the number of
countries we're going in to, the 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 10, 12 and 13 per cent penetration were slowing down,
one could make an assumption that over time that curve
would continue. But as | said earlier, our business in Australia

d%we

PlayStation might be looking dated, but SCEE president Chris

with ...

RING

Deering claims the console still has everything to play for

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: | 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 3, Crash Bandicoot 3,
Metal Gear Solid, you'll see that there is

a 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.

| think there is a lot further for PlayStation
software to go. There are a lot of

people working on it, the proof will be

in the pudding.

Edge: What about Sega and Dreamcast,
how do you feel about their prospects?
CD: We haven't seen much of what is
planned for Europe. In fact, the release in

in Europe. 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

Japan hasn't been totally revealed in all of
its aspects. | think any new machine that
comes in and revitalises or invigorates an plenty of new and exciting things to
keep the user base of PlayStation
satisfied. | don't really want to comment

on speculation about R&D projects, but

industry has got to be good. In the end,
gaming is in competition with all kinds of
other leisure activity. When Nintendo 64
finally entered the market, our sales clearly Sony is a big company with lots of
grew at a faster rate than ever before. resources. It designed the chip on
PlayStation | and when the time is

Competition is good, new technology is ]
right something will be said. Sl

good, we have plenty of ammunition left

“In Japan they've announced the PDA, so there's some

At thnat
} £

)n 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 Dreamcast?

€D: 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
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ARCAHDE UIEW . CUTTING—EDGE COIN—OPS FROM ACROSS THE GLOBE

DIRT DEVILS

WHILE THE CONSOLE RACING MARKET FOCUSES ON REALISM, COIN-OPS JUST KEEP GETTING SILLIER

Developer: Sega (AM3)
Release: Out now (Japan)

Origin: Japan

ical quality of the tracks, the Stadium complex (above), is impressive.
ing the time check is a case of ploughing through the opposition, so be it (left)

Three stages are offered. the Canyon
(pepperad with giant rock poois. and tunnels),

-of-gight layout of the Stadium

offspring from a hypothetical Daytona and te with obligatory inters
Seea Rally hatson, Dirt Devils features road and ramps allowing you to jump over 20
endurance races where contact between stationary buses), and Twin City 400°s tricky,

vehicles is essential it a faster lapor a

cnnical mix of street and desert roads you
better racing line can be gained from it have to negotiate with only a pair of headlights
for illumination. Naturally, different vehicles offer
a variety of handing charactenstics, affected

by the usual convenien balance between

vehicle vibrations as well as incorparating

several in-seat speakers for surrounding

effects. Alsp, like In real dirt racing, a double
Thankfully, the game's
pilC three tracks demand a
and time points. healthy variety of skills
from potential players

ementad so th

point SCorng s

you're rated on lap bonuses

In the ever-crowded arcacle racing market,

any title displaying the sightest amournt of
noveity, whether recycled from ageing
coln-ops or not, is likely to be well received

The Stadium'’s straights allow for some w0 o W plavers craving new . 10
impressive fuelled jumps (above) _ by players craving new titles t

fistfuls of cains Into.




OCEAN HUNTER

Developer: Sega (AM1)

Release: TBA

Origin: Japan

You might have some big
fish to fry, but to

you have to start wi
the smallest swimmers

TETRIS G

Developer. Capcom (Arika)

Release. Out now (Japan)

Origin: Japan

The twoplayer battle mode is a frantic affair, as individuals rush to deal with
familiar-shaped bricks while coordinating fierce attacks on their opponent

SEGA'S LATEST MODEL 3 VENTURE SETS ITS SIGHTS FIRMLY ON THE ARCADE'S BIGGEST FISH

ntroduced as part of Sega’s recent

Summer Prvate Show where the
company displayed its latest arcade offenngs,
Ocean Hunter is the latest lightgun-based outing
from AM1. Running on a Model 3 board, all of
the action occurs undenwater with players having
to annihilate whatever is lurking in the ocean's
murky depths. Shockingly, at the end of each of
the seven levels, you face an impressively huge
boss which takes the shape of one of the most
deadly creatures the sea has to offer,

The frantic yel pick-up-and-play nature

of the gameplay and splendid visuals

should ensure it mainstream success

1AND MASTER

Completing levels brings
nl—le::l bogss, which - ral

i—

Ay

u face to face with an end-

inevitably - will take the

form of one of the most dangerous of deep-sea dwellers.
Conger eels and omms pale into insignificance
when confronted the jaws of a Great White (above)

NOT CONTENT WITH DEVELOPING ADMIRABLE BEAT "EM UPS, ARIKA TRIES ITS HAND AT PUZZLERS

Imost ten years after Alexey Pajitnov’s
m classic puzzle game first emerged on to
an unsuspecting gaming scene, Anka, developer
of the Street Fighter EX senes, has unveiled its
contribution to the game's evolution with some
novel (and copynghted) concepts. The most

notable, the initial rotation system, allows you

one 90-degree spin of the next brick while it's
still in the 'next item’ box. before it enters the
playing area. There are others, of course. The
temporary landing system shows a bnck's final
position by means of a transparent image, which
mirrors the movements of the falling brick

Points-obsessed players should revel in
the game's scoring system, which evaluates
performance throughout the proceedings
according to cumrent score, the state of the
screen, and time elapsed, before grading

One or two players can participate in normal
mode, of course, but the fun really lies in the
battle option. Cunning individuals can make use
of the attack and defence options available 1o
them, including the ability to enlarge an
opponent’s bricks, or moving the whole field
to one side, freeing up the playing area

After countless sequels, Anka's addition

manages to ntroduce some Innovative

features that should prove highly playable E

After this interpretation
of Tetris, just how many
other elements can be

brought to the concept?




Vertically scrolling shoot "em ups come and Eo (or ot least they did in the '80s), but

here’s one set of examples whose place in t

st previewed in E59, the first of
F thé twoy retro coin-aps compliations
from Capcom has finally hit Japan's streets
ahter a bret delay.

The o of tities offered to PlayStation
owners here should do more than just
keep those of you old enough 1o Tondly
remember thesr respective premiere At the
local arcade happy. The sivies’ gameniay
has sunvived the mterim years with
surpnsing grace, with 3l three retaining
thesr taut prayabifity, which should prove
enough to convert substanbial numbers of
contemporary ideogamers to the now
rarely seen vertical shool "em up genre.

Released in 1984, 1942 s the
grandfathes of the cenes and other than
being rather cosmetically chiallenged,
doesn't really show its age remaming 3
compulsie oneplaver expenence featunng
first-rate level and attack-wave design.

Its sequel, 1945, introduces the:
concept of selectable power-ups, an
eneqgy bar, plus coopeative play (endgy
can be shared between the two players
shiould one of them ba i troubie),

Onginially a Japan-only meease 1943
Kgn, contnues where its predecessor left
olf, but s brasher approach and brighter
visual style loses some of the balance ang
refinement evident in the other mambers
of the o, SHl, the action s also a lot

e coin-op hall of fame is fairly ossured...

1
| The brash visual style of 1943 Kai m}mﬂtumﬂywﬂhm
of Capcom’s previous two World War 1l-inspired vertical shoot "em ups
more frantic which makes the proceedings Shock support s a comirendable and
evin more devious than the already significant one, though, adding a litthe et
considerable challenge offered by the to the proceedings.
preceding games. More interecting i the now expectid
As with ather arcade btles to make selection of different seeen modes -
an appearance on the console, several nomnal makes the best use of the 4.3
options nat avaitable to arcade players ratio of the average 1lewsion, while a

become possbile. The most obwous here
are tweskable aspects such is difficulty
séttings and the decision to heve
cortinues or nol The inciusion of Bual

narow (bt reduced dus o the
substantial black bordess on aither side)
MPREM feciangUiaT version approaimates
the: afcade’s orgmal aspect mtio, But for
those of you interit on recreating the full
minap experience, then a thid maods
displays & fullscreen rectangular image,
playable so long as the sst s tumed on its
side - not the easiest (or racommended)
sk f you happen 10 oan 3 32inch
widescreen TV

A host of artwork, profies, cae liss of
thes diffierert aircraft and besses, ips and
saerets (the later available only after the
completion of all three games) round off
what 's essentially an enjoyable and
immiznsely playable package

This is ye2 ancther refro pack 10 see
thee light of day in Japan first but
Capeom's recently formed, mcependent
European amm might mean that the
company iakes the risk in officially
teleasing fairly low-key fitles such —3
s this in the west in the futuee, _.'-_Iiﬁ




The mainstream interest in what many are calling “the gome of the year’' has completely obscured the fact
that Metal Geor Solid is in fact the third in o popular series. Edge looks back ot its spnr(}ing Bbit predecessors

' 14 dhfficiilt ot o ehjoy the inony
in Metol Gear Sufiefs niear-
universal billing as innovatve’. Although

15, withou! question, easity one of the

mote mventive PlaySiation tithes in
development, much of i hisavily
documented tontent can be traced
back 1o its distart forebearg = Mpetal

F

Gear and Metol Gaar 2 Solid Snoke
On iniial inspaction, the ongiral
MSX/NES Metal Gear bears httle

resemblance to the regent 3261

Y

update. But @ moment’s play revesls

th* aspect of

thal the much-auded ‘st

Mein! Cear Solid Is an integral feature

of protagonist Snake’s debut
WWith g

semi-random patrol routes, dextrous

The original Metal Gear made an appearance on the NES (below) and use of scenery is a prerequisite for

MSX, and revealed stealth-heavy gamq:ﬂ that would later be dragged

into 3D on the PlayStation. MG2 appeared on the NES and MSX2 (gwe)

3 treading predefined o

players wiching 1 progress in this
simple; yet involving adventure

Metal Gear 2 Solid Snoke s,

: however, a markedly mone comples
4dad : s mierestng
Al dd 4 i o
T : r ot realistic

FEFPEP e .
PEre| 1 At one point, Snake must
FFEF Sy
‘_5444_‘ e se & hostage. Rather than
n rers attempting a one-man attack, playess

rmiust follow @ guand to the captive's

secret location, whera a ooded kninck

And still the woves of clossic updates show no sign of obating, as Activision offers
forth an update of what is perhaps the most famous name in videogaming history...

s urweiing of ¥ full-blown updat

F oliowing it

the cards. Although detalls are thin-on the gro

s understaod that
thy

&4 and PC

thie cnginal 1978 version and reworking from there rath

in 1990, Expert 4 release on the PC, PlayStation, Nin

Microsaf, meamivhile, has announced Binball Arcade, 3 retro package for the PC which promises to trace the history of the silves ball,

v with some sxpectation

2d) 1o hear of the

ewhat baifl

ters Intermnats

The machine,

format's resurrecton i the form of Web it a new compuer fr
featumng a 66+ 100Mba CPU, is Windows 3.1 compatible and features Intemet comipatibility along with 8 full-blown T3 emulator

allowing users to play lots of stunning Commoadore 54 games, Chedk out hitp://www commodereba.com far more information

an of Spoce invaders 15on
the team betind the project will be looking back to

an taking cues fram the ilkadvised update that original creator Taito undertook

i what licensing deals have been put in place,

froem the urtortunats prisoner feveals
Snake's next objective.

Sadly, Metal Gear 2= Sold Snake's
orginal M2 release suffered from its

indigenous format's tadure i the west,

and an officel comversion was deemed
unwerthy of the sxpenditure it would
ivolve 1 a messure of MC2's
qualives therefore, that a group of
Web-based enthusiasts have created a
Japaneseio-Enghsh conversion (see
http/ fwwwb=kkoame.of jp/i/takatemp
{2 hitm)

vesliern Metal

These walting for &
Cegr Sald might ke to download the
origirsals to play via an emulatar. Given
their advanced years, ii's remarkable
how compelling they remain —a
fact that, in part, justifies the fype

surrounding theit successot

The Web.it, from Web uters
International, is probably the
oddest hardware launch in recent
1t may be music to the ears
of surviving CBM64 fans, though

EDGE 1°



(OUI there) CONSUMER TECH

Technics SC-HD55 mini hi-fi system

£600 Contact: Panasonic/Technics UK 0500 404041

Not so long ago hidfis and mini systems were without

exception the ugliest bits of kit ever to grace the living
room — angular blobs of black metal,
alleviated only by the kind of flashing
lights and knobbly bits 15-year-old aod
freaks design when they're not
pinching motors.

These days hi-fis and mini
systemns are & lot more designer-
oriented. The retro silver look is in and
nowhere is this more evident than with
the Techmcs SCHDS5. This tmy hifi is
cloaked in shiry aluminium, mirror-
effect plastic and blue LEDs, making it

look far more expensive than it actually
is. Features-wise, the system features a
25W-per-channel ampiifier, CD player, tuner and
Dalby B cassette deck — each designed to look like tiny
separates — and a pair of fau-wood speakers.

Although the SC-HDS5 obwiously can't compete
with ‘proper’ hi-fis or even high-dlass minis such as TEAC
and Denon'’s, it still makes a reasonable fist of any kind
of music and is remarkably enjoyable to fisten to. For the

maney it's a stunner and well worth a look.

Philips 42PW9982 Flat TV
£12,500 (approx., see High Street stockists) Conttact: Philips 0181 665 6350

It's going to be a long time before most people can afford a wall
hanging telly, and maybe it's just as well — most simply don't offer the
range of features and convenience we expect from ordinary CRT designs.

There are exceptions, though — namely the Thomson Wysius
systerm Edge looked at last month and this, Philips’ Flat TV. Now, while
Thomson threw a Dalby Digital recenver, DVD player and VCR into its
package, Philips’ offering is simpler, delivering the most user-fnendly
and TV-like solution

This much is cbvious from the off. The Flat TV is the first 42inch
plasma screen to offer a built-in TV tuner, Picture-in-Picture and Teletet,
and comes with a variety of sound and picture technologies that
arguably makes Philips Tvs among the best in the world, The Flat TV
is also notable for its senes of user-mendly onscreen menus which
make tuning in and sefting up as pair-free as possible

The only obwvious disappointment is the sound — the Dolby
Pro-Logic amplifier and speakers simply don't do the big screen justice.
Add a decent AV setup, though, and the Flat TV is simply telly heaven

126 EDGE



Philips llium GSM phone/Accent smartphone PDA
£150 (approx., including network connection)
Contact: Philips Consumer Communications 0645 282828

There's a Holy Crail of sorts going on in
communications land at the moment as companies try
to combine mobile phones with PDAs in a bid 1o
prowide complete ‘mobile communications tools. Nokia
tned it first wath the 9000 Communicator and has since
been joined by Encsson, Sharp and now Philips.

Philips’ solution is unusual because the

lurm/Accent are meant 10 operale a

can be

ugged intc
Accent PDA, gving

and diary.

Intemet ac

Sadly the result is only partially successful. The

lium/Accent manages 1o be both bulky and px

while some of the applications are common 1o

is impossible to share informatian
between them. However, entenng data using the
Accent's touch-screen display is relatively easy, the
user-interface 1s simple and there's even a
handwniting-recognition option for those who don't
like: to type. It won't be much use to WinCE fans,

though — it uses Philips’ own operating system.

Reality Quest PlayStation Glove
n to the
ontrollers

s for particular games — but the PlayStation Glove
Requinng just and to use, the Glove puts all essential controls at your
fingertips, with a fouravay ans switch enabling moverment from side to side, back

It iritialh

farth

Appears Ide:

wrib Reneder 2 or €

= It takes &

ractice the glove proves fearsomely tricky 1o u

the ha

1o e

The restricted wrist movement soon gets tiresome. 1o, leading

at t

of RSL Manufacturer Real

oul of every

PPOTLNIty pre
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Sex, drugs and... No, we'll have none of that, thank you

UK: The wdeogame industry 1s notonous for using sex — in a pretty fundamental way — to sell by GT1), was

gar

as a guick glance at page 134 should prove. But when it comes to putting sexual exploits of a wannabe
imagery info a videogame, it seems that publishers can't brng themselves to take the plunge.
Sensible Software's now-abandaned title Sex Drugs and Rock ‘" Roll (the plug was pulled

Edge doe:

ave been a point-and-chck adventure for the mature market. Following the
pop-star, the game featured explict scenes of sex and drug taking

1 behaviour (well, the former sn't sooo bad....), but can't heip

wondenng when ‘'mature’ games will offer armhmg other than Increasingly graphic violence

Field of dreams?

“Hello? Yes, isn't this fun?”
Hmmm. Not exactly Edge's
idea of a thrilling night out,
but there's no accounting, etc.

4 128 EDGE

UK: The concept of multiplayer gaming bars seems to be taking off
o'

The first two bars to offer a heady brew of deathmatches and alcohol -
Edinburgh’s Reality-X and London’s Shoot'n'Surf — have been joined by a
new Capital-based pretender called The Playing Fields (see p54).

The Playing Fields daims to put a new spin on the gaming bar
concept by concentrating solely on games and nat offenng punters the
chance to surf the Intemet.

According 1o co-owner Edward Watson, this is because accessing the
Internet and running a quick, stable network require different sets of skills

Perhaps the mast impressive aspect of The Playing Felds & that, even

without the gaming side, it would hold its own as a pleasant bar to vistt

It has staff on hand 1o prowide sensible opposition for tyros and hardcore
gamers, and works hard to eliminate mismatches. And the staff actually
encourage whooping and hollenng to generate a heightened multiplayer
atmosphere, and daim not to mind if you spill beer on the keyboard

By treating customers in an adult manner, the bar has hit on a very
attractive formula. Costs range from £6 an hour down to £4.50 an hour
depending on whether you take advantage of a multi-iered membership
system, and the 20 PCs run a varied selection of multiplayer games. The
bar is keen to forge closer links with the industry, is wiling to host
corporate bashes and will even let
game publishers hire PCs on a daily
basis, allowang themn to showcase
their own software.

If the idea takes off - and it

>serves 1o — the owners have

ambitious plans to build a chain of
simitlar bars spanning the LUK over

the next five years



Pocketing Pokemon

lapan: The

2mon ¢

took a new tum a few months
ago when Nintendo released a
portable Pocket

The unit, »

Pikachu

hich owners

chip 10 the

similar fashion to that most

na
essential accessory of the fit and

healthy, the pedometer

! as their

L:ng up po

ers go about thewr everyday

busmess (the inf

25), Pocket

Pikachus enjoy Tamagotchi-style
existences, getting up in the

moming, brushing their teeth,

the sack in accordance

realworld clocks. The key

difference between t

2 gevices

and Tamagotchis s that they

recently
introduced a Hello Kitty version,

based on the eponymous

character wh has been s

favounte with tack-loving

WESIEINENS IN recent years.

WA

zilla, all is forgren

Still groovy after all these years

-onsole in the world, SCEE

t up on its fiinations w

d ‘cultcha’ The comparr

s such as Glastonbury and Tnbal Gathering is well known, but
beneath that, the hardest working marketing departrment in the world has spent the

last four years courting the more leftfield area of extreme sports.

ne saw Sony involved with two relatively offbeat ventures
tion Night Surdf Challenge — the world's first noctumal

surfing competition - taking place at Bude beach in Comwall. One hundred of the UK's

best competitors were due

y tum up along with guest Diis and live bands (including
drum'n’bass outfit Future Loop Foundation and indie band Gold Blade). Organisers

were also planning a beach barbecue for spectators. (In September? Never mind.)

Two days later, the yoof culture bandwagon rolled on to Brudon Academy for the
1998 UK Breakdance Championships. This is the third year Sony has been involved

with the event, and this time it promised a truly intemational line-up, with competitors

from Japan, the US and Germany all due to take part

Headlining acts set to appear alongside the dancers were old-skool rapper

Kurtis Blow {of ' | Ruled the World' fame) and the Buffalo Gids (with whom

Malcom Mcl xsn'tleadto a

ren scored a hit in 1983). So long as all this de

resuvenated interest in breakdar

e wdeo games, Edge s quite happy

Darling, | love you

UK: Codemasters co-founder
David Darling is looking for luuurve,
according to the News of the
World's Septernber 13 issue
Apparently the ‘handsome’
rmillionaire is ready to share his
wealth. 7 suppose | have everything
a man could want,” he said. “But

now I'm searching for a special gil”

What, isn't there a cheat code
for this kind of thing, Dave?
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Of blue spines is back

Japan: In one of the summer's most eagerly awaited
events, Sega's first Dreamcast title, Soric Adveniture,
was revealed to a Japanese audience of over 13,000
gamers and press. Sega's dassic masaot was
demonstrated in all hus 128bit glory in three separate

Huge crowds of almost 15,000
swarmed to the special Sonic
presentation held over three
showings in central Tokyo

4 130 EDGE’

shows on Saturday August 22, although the final
showing was not as packed as its predecessors
The event was staged in the same 5,000-capacity

auditorium utiksed by Warp for its D2 announcement

(which attracted around 11,000 wisitors). Tokyo's

International Conference Centre is fast becoming

synonymous with Sega’s revival and its Dreamcast
console, and has a grand scale to match the
comparny's ambitions.

The usual Sega suspects were in attendance,
ncluding its chansmatic and personable president
Shoschiro Iimajin who has been diving forward a
new sense of openness within the company.
Yukawa Hidekazu, the senior manager who recently
starred in a senes of bizame Japanese television
commercials for Sega (see E62), was also there
Followang a short introduchion by Inmagin-san, in
which he made an updated bnefing on Dreamcast,
it was left to Sonic Adventure producer Yuji Naka
(interviewed last 1ssue) to steal the show.

The Sanic Team leader amved in outlandish
fashion, his chosen transport nothing less than a
gigantic egg which exploded 10 reveal Naka-san
After collecting 2 ricrophone, he presentad 2
sequence of rapid chps from Sonic Adventure
projected onto a vast screen. However, instead of
ploughing directly into the: game announcement,
Naka then introduced "Sonic Team Story'; essentally
a 'making of Sonic Adventure’

Taking a ight-hearted stance, the film was
backed by the Austin Powers' theme and
commenced with Yuji pulling up outside Sega's HQ
n a Ferran before going on to introduce the key
figures of the Sonic Team. Clearly the implication
from the music was that Sega and Sonic are
awakening from a long sleep (as Austin Powers

does in the movie). The film then went on to show

the team on a ‘research’ np to South Amenca in

Sega Enterprises’ likeable president Shoichiro Irimajiri was on hand to open the event

Novemnber 1996 (who says game development & all
work and no play?), visiting vanous locations such as

the Tulurm Pyramid Stairs. In another scene one of

the team is heard remarking 'It's Xevious! as they fly

over the mystenous and massive Nazca markings in
Peru. And — possibly to justify the cost of the tnp to
Inmajin-san — comparative scenes from Sonc
Adventure and shots of actual temples are shown
in rapic succession, to good effiect.

Following this, Yuji Naka then began a more
serious run through the game (which is fully
previewed on page 36), revealing notable details on
how Sonic for Dreamcast will interact with the
console’s interesting VMS memory card system
Agan displaying a remarkable similanty to the
successful Tamagotchy/Pokemon model, as does the
Godaills Generations VMS, players will be able to
download and rear’ wirtual creatures on the
handheld. Quite how this will then be integrated back
into the game isn't dear. Edge i looking forward to
seang how Sega and other Dreamcast developers
will ermploy the YMS in (arguably) more interesting
ways, although Inmajin-san’s earlier demonstrabion
ncluded a card game that hinted at other applications

Perhaps the most significant moment of the
Sonic Adventure showng was when Naka-san used
what appeared to be a complete Dreamcast console
to present the tithe in a playable form. He opened the

This really is a bit sad, isn't it?



plashc sty 3 CD and begar

playing, It is thought that O r's Tokyo Came

stages of the game, Naka-san asked the audience to

vote on which areas they would most like 1o ses
This was done gameshow style, by measunng how
loudly the accumiulated attendess cheered for either

lce Camp, Red Mountain or Spead Highway. The

was the easy wanner due to its fas

ent of past Son

outings, although Red

Mountain v

lso given an ainng. A similar meas

of auds

: participation was t

=mployed to

Yuji Naka - and his game - made a big impact (main). Development doesn't look foo stressful... (left)

Sega mascots aplenty.
Clockwise from left: manager-
tumed-advertising-star Yukawa
Hidekazu; Sonic chum Tails; and
Sega-san-shiro, whao is seen
strutting his stuff at most of
Sega's corporate events

sample an en-masse, ity

chanting of "SO-Ni

r-waling crowd, which 5

of the game

sdlly revealing

and Dreamcast to be at the cutting e

T “ITI techinoig
number of iInterested otaku, the event left key

quesbons unanswered. No menton was made

of the console's modemn faality, and while Somic

i5 @ powerful brand in the west, his street aed is

marmimal in Japan, Other, better-known Sega bran

raceful saviour is

Sanic Adventure is a promising new member of the

dream cast in Sega's big production

Nice work if you can get it: the
Sonic Team (and their ‘special’
friends - centre) joumeyed to
South America on research
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n ECTS history

e In as graced

wath all manner of guests, from Dattie-wom
programmers, to high-living sales and marketing types,

And where did Edge

s comifortably at the bar, thanks

to contented-looking

fit into all of this?

queue waiting outside (and VIP
passes about as much value as Bil
Clinton at a feminist rally), Edge
decided to retum later. Upan

ly of the

retumn, the sordid underb

videogames industry took no time

in revaaling itself Suffice it to say,

free booze + software types +

a5y music (supplied by the

same band Eidos used at E3

ally for the

Hicwam in e

OCcasion, No

i
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ECTS: A bluffer’'s guide to marketing techniques...

Remember girls, a toothy grin and you're on to a winner. Perhaps the most disturbing of all the sights at ECTS (and
there were a fair few) was the queue of, ahem, 'young gentlemen’ warting to have thesr picture taken with ‘the
real Lara Croft. An embanassing costume mic-up left the Fifth Element team with no choice but to go ou naturel
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UK: After an extensive survey into the way ECTS works, Edge presents ten
pointers for prospective software publishers to bear in mind when planning
their presence at next year's event

1. If demoing a PC title, make sure the machine crashes every time anyone
comes to have a look. Also, be sure to have an overworked PR person on
hand to look embarrassed and repeatedly promise that this won't happen
when the game finally ships.

L. As ECTS only attracts 24,000 people, it really isn't necessary to make

the passageways between the banks of mo
two-feet wide.

3. If you employ a group of scanti
stand, make sure they loter nght in the entrance — they will inevitably attract

tors on your stand more than

dlad models to hang about at your

a massve aowd of testosterone-fuelled men who rarely encounter pretty

girls, therefore rendenng it vitually impossible for anyone to actually have a
lock at the games on offer
&. Always boast that you have the best 3D engine/Al (delete as

appropriate) anywhere in the world. No one else on any of the other

3

stands will be saying the same thing

5. Similarly, be careful to point out the vanety of exciting 3D features your
product indudes. If it doesn't include any, lie or fabricate from scratch. None
of yourwsitors will know what emvironment mapping is anyway:

6. It 5 considered vulgar in the modem software industry to mention
gameplay. If you have acodentally allowed any of this into your product,
smply remove it before ECTS begins, and replace it with a healthy dose of
emaronment mapping,

7. Remember, if your game somehow combines twe

welbwom genres, then it can be refened to as ‘innovative and orig
& If you employ any out-of-work actors 10 don "hilanous’ game character
suits, make sure they are led around the show hall by surly 16-year-old girs
who would dearly rather be sitting outside MacDonalds smoking Silk Cuts
9. if you have a VIP balcony as part of your stand, fill it with marketing men
in sharp suits who shout into mobile phones all day, frequently chedang
thesr watches but never actually going anywhere

10. if you are organising an after-show party, don't forget 1o invite three
times as many people as the venue is capable of holding, Also, start a
rumour that All Saints will be there. They wouldn't be seen dead and
rotting within 300 miles of said panty, of course, but no one will figure

this out until it's too late

Konami boxes clever

Japan: There are currently two ways of buying Metal Gear Solid (see p78) on
the high streets of Tokyo: the ‘nomal’ way (handing over ¥5,800 and getting the
bog-standard, normal-sized box and contents) or the 'special way, which sees
¥9,800 exchanging hands for the so-called Premium Package

The Premium Package's box contains the game (on two (Ds, as standard),
a Sukoden 2 demo CD (again, standard issue with the normal release), a Meto!l
Gear Solid dog tag (bearing the legend FOX-HOUND SFEG. SINCE 1987'), 2
frankly tacky T-shirt, a soundtrack CD (containing the weedy music from the first
two Bbit Metal Gear games — see p125) and, perhaps most importantly to the
hardcore collector, an artwork book full of stunning designs. Konami promises a
limited-edition spedal pack for the UK release, but don't expect anything like this.



CHILDREN OF DUB

Digital Mantras

(Magick Eye)

The name may suggest some
didgendoc-laden tosh, but
Children of Dub have always
been as fascinated by house and
sample-driven techno 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 world
music stylings of Surya. t's a
surprisingly good comibination
thariks to subtlety and a rare ear
for a good old-fashioned melody.

THE SOUND OF THE
UNDERGROUND -

LATIN HOUSE

Mixed by DJ Norty Cotto
(Master Dance Tones)

After compilations showcasing
the scenes in Ibiza, Chicago, the
UK and even LA, the series
heads into hugely promising
temitory with a set from New
York's Cotto, a DJ who's worked
on tracks for Soul Il Saul, The
Beloved, Alison Limenck, and
rapper KRS-1. It's hard to imagine
house beats getting steamier
than this, Big names are absent,
but such considerations hardly
matter on a CD seemingly
designed 1o spark orgies.

LIVE AND RARE

Various

(F Communications)
Launched to mark the 100th
release from France's premier
dance label, this double-CD
brings together the excellent St
Cermain, Frederic Galliano and
others, each tumning in rare or live
(obwious, really) cuts at the jazzier
end of the spectrum. The second
disc is a more techno-flavoured
outing, which later passes the
baton to showstopper Laurent
Gamier. Ambient and hard-edged
electronica from Scan X, Nova
Nova et al round things off in

(out there) meoia
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PHILIP

KERR

"The times they are a changing’ sang Dyian in the '60s.
Thirty years on Kevin Kelly is repeating the wards, butto a
different tune. The new wave is softly exchanging the
tangible for the intangible. Atoms are on the way out,
relationships, informabon and ideas are aeating a new
global economy that is quickly reaching a tipping point of
no retum. It is time to get with the new program, man.
Fundamentally there & nathing new in this proposition
As a founding editor of Wired, Kelly has been spreading
such ideals for the past five years. Indeed much of the
economic justification for his vision seems to have aystalised
this year as Wired has become increasingly aggressive in
its prediction of a golden age; the so-called "Long Boom!.
Basing his arguments around ten rules that maximise
networks and the opportunities they create, (‘plenitude not
scarcity, from places to spaces’), Kelly suggests the new
economy will completely change the way we work and
lve. The 215t century may have found its newest prophet.

There has always been a grandiose element to the books
of Philip Kerr. More than just a techno-thriller authar, he
moves within the scientific mores of the times, stretching
fiction into science faction, sprinkling his stones with
sociological angst and intellectual games

The year is 2069 and the world has become ravaged
by a slow-acting blood-bome disease that can be cured
only by a complete transfusion. With one litre worth
£1.8 milion, the world's biggest bloodbank, The First
National, is also the best defended. Dallas knows this
because he designed the secunty systems. Now, on the
run from hes former employers, he plans a break-in.

On its own this 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 peculiar namative
devices and initially they are just confusing, A swarm of
footnotes bedevil the opening chapters, detailing
everything from latin word denvations to the workings of
future mechanical devices. There are also bizarre sub-
chapters where an undisdosed omniscience addresses
the reader directly. Eventually everything does becorme
dear, and there is brilliance in the conclusion, but overall
the effect is disconcerting.

style, by which time most will be INTERNET
flipping nght back to CD 1 again. Site: ARRGH!

URL: http://www.arrgh.co.uk/index.html|
i’::‘l:’m There are dozens of sites dedicated to old games on

the Net, but few come dose to ARRGH! when it
(Bungalow) comes to keeping on top of developments on the
Bungalow's second compilation scene. ARRGH! (an acronym for Anally Retentives
of Japan dubpop follows on from Retro Games Home) features a mailing-fist facility
last year's ‘Sushi 3003' With (which, naturally, automatically updates subscribers
sounds ranging from supreme when major alterations occur at the site), classic
dancefloar cheese 1o (bercool hardware and software sections, articles, and
Sino-bigbeat, most of the artists downloadable stuff (indluding a selection of dever

Sindair-style fonts and animated GiFs), plus loads
more besides. The Intemet is home to the freakiest of
retro fans, and ARRGHI's maintainer seems no less
hardcare than most. The result is a refiable site whose
attention to detail is matched only by its willingness to
appreciate the value in, say, the recently announced
Loderunner 2 (1. a brand-new title in all but name),

remain unknown outside Japan,
although the likes of Pizzicato 5
and Denki Groove's Yoshinon
Sunahara are guaranteed to fill
stadiums on home soil. An
edectic, contemporary treat.

.
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VIEWPOINT

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

s it me or are games getting
n really boring these days? In
the past two months | have sold my
PlayStation and N64 because there
just aren't any games worth playing.

The final straw was F-Zero X.
| just can’t understand why
everyone thinks it's amazing. | was
really looking forward to some very
high-paced racing but it's so dull.
Where's the stunning speed? The
more | stuck at it to access the faster
vehicles the more frustrated and
bored | got. Even the multiplayer
mode isn't as good as most.

Oh well, | must be getting old.
Everything to me seems like
repeats, with better graphics, but
less gameplay. Except GoldenEye
and Gran Turismo, of course,

My mate has just bought a
Spectrum. It is sheer heaven.

Daniel Sinclair,
via email
It's praobably just you.

W n response to Girish Mekwan's
L" | letter 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 attitude 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
colourful 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, Mariol),
although comy, | did not view it as
a reflection on all Italians. And Dick
"Van-Dyke'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-
Kazooie, and | 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

o the N64 has been only just

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 o
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

Turok 2, Body Harvest, Space
Station Silicon Valley, Extreme G 2,
Wipeout 64, Micro Machines,
Shadowman, Castlevania 64, as

The 3D0 Multiplayer: more
reliable than the PlayStation,
according to Chris Van Graas

eez, looks like the world
still isn't ready for non-
caucasian stereotypes, then (I'm
talking about Girish Mekwan's
letter in issue 63, of course).
| 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

well as of course Zelda, Donkey
Kong, Banjo-Kazooie 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 will
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
| believe we can now consider the
64DD project dead, at least in the
UK. | 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 IX Spectrum 16K-versus-48K
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
properly, it would achieve high
market penetration quickly. One
could even envisage, sometime next
year, base consoles being sold with
8Mb RAM as standard.

Dr Alan Choo-Kang,

via email

The 4Mb add-on is one of the most
interesting developments in the
NE4's history - only time will tell if
users are as willing to purchase one
as they have been other units (such
as the Rumble 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 £200, 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
E300. Which do you think is the
most realistic for Europe?
| 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
thirdparty 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
at which modem prices are
dropping, including one should not
necessarily make the machine too
expensive in the future. What do
you think?
stijn 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.

hanks for finally setting the
T 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 Vil.
u,
via email

o you have any information
m regarding Sony's PlayStation 27
| 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).

1 have a new PC (spec: P2 MMX,
300MHz, 64Mb SDRAM, 6.4Gb HD,
Voodoo 2, AWE6G4 sound card,
17inch monitor) and | was
wondering if PlayStation 2 could be
more powerful. With Dreamcast
screenshots looking so much like
PC Voodoo 2 mock-ups, it's made

me think that the gulf may not be
that great.
Ronald Kattevilder,
via email

Internet recently, entitled ‘Is the
PlayStation defective?' | have been a
PlayStation owner since it was first
released in Japan (I was one of
those people that forked out the big
$3%s to be the first in their street to
own onel), and throughout my
PlayStation's life | have found it to
have suffered a lot of 'wear 'n’ tear’
- a lot more than any of my other
consoles (3D0, SNES, Nintendo 64
~ although, granted, the two
Nintendo consoles have far less
moving parts than the 3DO 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).

| 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
1o break down ster 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 recently...)

n 'm writing to you about an
article | saw posted on the

gamer’s perspective. And besides,
this would probably be the perfect
article as a comeback to all of those
people who write in saying things
along the lines of ‘Why are you
always kissing Sony’s arse?’

Chris Van Graas,

via email

After the problems Edge has
experienced with 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?

fter reading about Sega of

Europe's decisions regarding
the release of Dreamcast, | was
dismayed that there will be nearly 3
full year between the release in
Japan and here. | 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 snag
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-quality
games, with only wonderful games
by Rare underlying the machine's
quality. | 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 1 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 compatibility? What do
you think this is, an industry that
makes some kind of sense?
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