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ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT 

n ome software releases transcend 

U the mere term ·videogame·. existing 

rather as institutions. cul ts, phenomena. 

Such titles deliver more than gameptay 

to their legions 01 obseSSive followers. 

They're more about experience. 
At the head 01 this elite table sits the 

Quake series, which changed the way we 

perceived videogaming upon Its inception 

three sIlon years ago. 

consciously Of not. Quake author Ion 

Carmack built a mooster in 1996. Its arrtval 

not only had a life-changing impact on the 

game-buying public but the development 

community. too: il codeshops aren't using 

their lANs for after-hours Qualce sessions, 

they're sifting through id's code in order to 

build games such as the sub·genre·dellnlng 

Half-Ufe or the controversy·courting Kingpin. 

Quake's towering new form has recently 

been publicly aired via a test version of 

Quake 11/: Arena. so it seemed pertinent to 

visit id's offices in Dallas this month Md 

attempt to get inside the heads of the most 

important coders. designers and artists 

working in PC games today (see p44). 

Elsewhere In the States. the 1999 

Electronics Entertainment Ellpo has played 

host to one 01 the most heated episodes In 

the running battles between Sega. SOnyand 

Nintendo. This month'S news section covers 

the manoeuvres and coonter-manoeuvres 

that provided the event's highlights, while 

an extensive El report begins on p52. 

Returning to the UK. puttmg this Issue 

together wasn't the smoothest of rides. 

Could tile ellistence of that blessed Quake Ill; 
Arena test have been one of the reasons 

behind thiS? No. Surely not. That can't be 

possible. It'S only a videogame. Isn't it1 
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EDGE V15ns D411 as TO MEET 

THE SUPERBODS TOIUNG ON 
A NEW BREED OF QUAKE 

40 
FRENCH DE\IEL.OPER TOKA IOW ARES TO 00 EASrWITH 
rrs AMBITIOUS ADYENTURE-TNJB) FIGHTWG ~ 

EDGE@E3 52 
THE WORLO'S BIGGEST GAME SHOW SAW THE BEST THAT SONY. NINTENOO 
ANO THE PC PLAYERS COULO OFFER. BUT ALL EYES WERE ON OREAMCAST 
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The latest news from the world of interact ive entertainment 

SEGA AFFIRMS INTERNET STRATEGY AS BT COMMITS 
Brit telecommunications giant helps clear up uncertainty regarding Dreamcast's online potential 

® 
Dreamcast 

r::II oIlowing Edge'sexclusrve 

.... revelaoon laSt month, sega 

Europe has officially confirmed that Its 

Dreamcast console wi ll be delivered 

bundled with a modem - despite oot 

c(l(1Y11itllng to it l)elng a S6K mcxIel ­

when it IaurJChes on September 23. 

More crucially, ho'n'eIIer, the company 

has establislled deals with teleoomms 

giant British Telecom and informatton 

technology services company ICL. 

BT wi ll be handling the CO()(dlnatlOO 

of the European OreamcaSl ne\WO(\:. 

COYefing areas SlICh as dlal-tlp' internet 

access and t)jlling selVlCeS. BY t:he 

console's rIolture, getting onIine has to be 

as hassle--free as possible, and with this 

in mind no access fee Will be necessary, 

Dreamcast users accessmg t:he Internet 

wi ll be charged at local-call rate. 

!CL, meai"l'M1ile, is currently designing 

and budd ing OI1 li ne DreamcaS! seMces, 

wt1ich will initially include email aoo 

Internet brOWSIng and be followed t1j' 

OI1 line gaming and ~ng faalrues. 

Having BT aoo !Cl 011 board is a 

majOr coup for Sega Europe, The entire 

connectivity issue was, unol only recently, 

still t:he topi(: of rnuc:h consternation to 

potential purchasers in t:he L»::. and t:he 

company's iru(latiYes will al~ fears that 

its long htstory of tutgIed laor1ches may 

not be aboot to be perperuated 

Apart from 5ega HiJIIJ! 2 and a 
nlXTtber of smallef-scale onIioe-<apabie 

games I(l deYeIopmem. hoWe'.'er, t:here 

There is little at present to suggest 
that Dreamcast owners will spend more 

time pIayi networ1<ed titles than ~ will traditional software 

is little at present to suggeSt that 

Dreamcast OYIOers will spend rrore time 

playing rlet'M:Irl<.ed hties than they will 

tradloonal software. Having delivered a 

~'re seroos about this' message, 

though,5ega Europe is in a strong 

posmon to lure support from onhne 

garrung's biggest devek;lpers - ~ not 

urnil well into next year 

launch title confusion 

Althoulh it will not I.unch with the Dreimcist, Sega Rally 2 will be the 
first tit e to lest the multiplayer infriStrudure that hiS sri full support 

Sega SUII refuses to be drawn on the ten 

titles that win accompany the machine at 

launch. but it has released details of t:he 

31 games that wi ll read1 UK s.hop shelves 

before Decent>er 25. Historically 

:;peaking. the line·up is perhaps t:he 

strongest ever witnessed fOf the pomt of 

• 

• 

launch and iMial period following any 

console's release in Europe, With star 

titles such as PO.Yer stone. SOUl calibur, 

14rtua Fighter 3tb and 1fick style among 

t:he mactune's early battery of games, 

Dreamcasl will clearly be capable of 

provid ing the type of cerebral-lite, 

mll-heavy gamep!ay that has made 

Yideogaming one of the most >XlPI.JIar 

forms of malOStream entertalmnent in 

the <90s. Looking beyond arcade-style 

entertalfYTlent. k's a rather different story, 

with few titles offering strategic ~an ings. 

Grven t:he nature of SlICh an actiorH1eavy 

catalogue, then, it may be no surprise to 

see Sega returning to the kind of visceral 

marketing tactics that worked so 

effectNety dunng the Mega Drive's 

heyijay.llIe company certa inly cannot 

afford to be allylh4ng less than ebullient. 

Drop in Japan 
Sega of Japan, meanwhile, is about to 

drop the Oreamcast's price from 0'29,10) 

(approx. £150) to 0'19,900 (approx. £lOO). 

The company cla ims to be pleased with a 

sell-through total of one mill ion at retail 

to date, but is eager to rna~e t:he machine 

a tligger success than the Mega DriVe 

was in its home territory It has also been 

suggested that Sega's proposed new 
pricep04nt neatly brings it in Iirle with the 

£199 and $199 tags in the UK and us. 
In other news from Sega of Japan, it 

transpires that the company is wofI:ing 

on software for both Nintenclo's Game 

Boy alld Bandai's WClOClerSwan, SOme 

pundits have expressed shoc~ at th is 

revelation, but in reality it is merely 

t:he action of a company kJoking to ~ 

explore new revenue awnues. 'l..':S 
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Nine of Segl's bluest DC titles fo r 1999, clockwise from top left: Cool Boarders DC, rhe House of the !nod 2, 
Metropolis Street Racer, Power Sto"", Red Dog. Sonk Adventure, Soul Colibur, Trick Styk, and VirtUIJ Fighter J Ib 

FIRST NEXT GEN SONY TITLE ARRIVES AT STATION 
Staunch Japanese sony supporter reveals software for 128bit superconsole - to scant acclaim 

m aviog long demonstrated an unf\agging commitment 10 

Sl:Ji:P.I. Japarlese publisher Artdlnk has released the first 

images frOOl What is set to be one of the first neXl-get"lefation 

PlayStauon releases in Japan 

Artdlnk delrvered AN, a run-of-the-mill Sim QIy-with-tr3ins 

@e,veryshort1yaftertheoriginaIPlayStation debuted in Japan, 

and the company is preparingA6, a seQlle l. wild! will closely 

follow the release of SOOy's next machirll:!_ 

Edge has yet 10 see A6 in aCllon, I:IUt carmOt ~p expressing 

no small amount of disappointment at the qlJ1lhty of these early 

shots. The potygoo count certainly wouldn't frighten a top..end 

pc, wh ile the draw distance is noth irlg to shout atxJut 

FOllowing sony's shoWing at E3 - duringwhkh it presented 

NEWS 

1999 DC TITLES 

I~t~~ 
_ •• 2 \IIIkIt ..... _- ....... ---- ­...... ... -- --M'l t» Q.IO 21000 ~ ...... , .... 
-,~ -.. 
""<XC ... -- ..... --, ... -- "" -- ... 
SOUl c.otIOOr Namco 

SPeed ~ lbSofl 

Supreme SiIoIotI'IIirl!: rgrames 

"'- "" Tric. SI;1e ~m 

UfFA Striker Ink>grame$ 

VimIa Fighter 3tb Sega 

Wild _Ill C'rrtJy Infogrames 

a rOUgh. surprismgly inefectual rea~ame version of one of the 

gloriOus prerendered sequences from Kooami's$ilent HiN - Sony 

might well regret allolWlgArtdink to issue imagery of this nature, 

especially with Nintendo breathing clo'Ml its necK (see p&) ~ 

and sega finally beginning to shape up. '1....5 The subject matter (Sim City muts a digitll t rlln set) Is irrelennL Whit'S crudal Is that 
these first true NCi PS glme Imlges fi ll to mltch the qUll ity promised by technology demos 
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NINTENDO PARTNERS UP FOR DOLPHIN DREAM 
Japanese tech giant Matsushita and US computing legend IBM to co-engineer I1e'N Nintendo console 

I 

r.n iItencIo chose EJ as the 

W platform l.por1 wtuch to f.rm 

up some of the specs for its next 

generation console. currentty dubbed 

OOIpIwl, wNdl it~daims 

it 'oWl IaIA1ch on 8 smJItaneoos 

workIwde basis 10 Ia!e 2CO:), 

AS exdusMlly fe-Jealed 10 E71, the 

mactune will use ova as Its pnmafY 

stQrage medioo1. DeIM!red by I1S new­

foln:I partner, PaI'\8:SOfIIC parent 

COI'l'lPOOY MatslNlita, foIIcM.mg the 

fonnallon of a deal WOI'th $1 00, the 

rustom DV!) format ~ oeing designed 

WI1t1 anti-pIracy measures - or 

'enhanced COIXIterfet pnxOCtlOll'. as 

NlIlIendO termS ~ - as a prJ:nafY 

concern. Kaw1g c~eo CD piracy 

worries as one of I1S reasons for 

CCIltU'I.Iing WIth a ~ 
software mediI.rn WIIIl tne N64 ;nj 

then seeing aD marner of effectrve 

CD-tlased piracy deVICeS flood !!le 

martetplace, this was & JT10Ye 

NI/'IIeI1do was forced \0 make. 

~ part of the potenbally 

reYOIutionary oeaI, Matsustuta is rI a 

posibon to use the DoIptun lec~noIogy 

in its CI'>\on-t:rarOeO ova systems 111 the 

future. wNdll'oOOld be 8 major srep 

forward for the set·top bI»r. dream.) 

NIIl!e!1OO'S other panrer for 

its DoIptun format ~ IBM. wtuch IS 

providing the CPU. curfl)!1!1y mt1Ml as 

GeI:kO. The processor, a !leYeiopment 

(f the PowerPC arcrrtectu"e oorrrnonIy 

used in Apple MaOntoSI1 COIfllUter 

$ySIems, has a ckXt:; speed of 4CCMHz 

and uses 0, 18,ff»CTOf1 copper ctup 

tectn:.oIogy. Whiie son.,. and Toshiba 

Il!Ne proposed mass prodlr.:tlon of 

0, l8-mlcron chips for the next­

generation PLayStatoo, at O's DolphIn 

bnefing, held jUst pnor 10 the show, 

NII1terdo of AmenCa company 

dIamnan HOWard UncoIn gleefully 

8'JOOed his rivals, remn:bng delegates 

that "Toshitla has I'leWf mass 

$tJiItegy durl'll! £3. saying: ·We're 

going to IXfltU'IlIE! to be very 

CIrcumspect in revea ling all of Dolphin's 

specs for a very SI'I1pie reason -Ihefe 

are ITlOIl! tedY'IOklgICaI surpnses \0 

cxrne.an:l we"d hre tokeepttlem 

)lIS! that • SUfj)fiSeS - for you, and 

especially for our competitors." 

~Iy is cha!ged, in pan. with 

gemng the NrItendo hype machne 

r<*1g once ITlOIl! at 8 tJme \\tIen the 

JaparleSe ~ is cIearI't not ~ 

to 00 stcMng e\Il'O pan of ~s hana: 

Lincoln had opened his address With, 

"VI'hde Nrnendo'S focus c:IeartV remarns 

fixed on the N64. 'M! t\appes11O beheYe 

It has many fTO'e years of ~ttabIe 

''We're going to be vefy drcumspect in revealing 
all of Dolphin's specs for a very simple reason­

there are more tedmok>gicaJ surprises to come. 
and we'd like to keep lI1em just that" .... """ ... 

PfOll\!ce(l" such Ur1lts. and tI\a1" ISM 

alreooy makes 0, 18·rr.crQn ch ips.' 

Element of surprise 
Cr\.ICIaII't Ninten;XI was not W' WIg to 

Show arry DolphIn tec:tn:.oklgy oemos. 
Demos are III extSteOCe. of course. bot 

ISM's JOhn lCelly ~ ITlOO:ed 001 

Nrnendo's pre.reIease IlAlIrCr!y 

Mlttsushitll EledIonics' 
prn ident Yokhl Morishiu Sf.ls 
his dui with Nin~ndo chief 
Hiroshi V,m'lI(hl. Mlttsushit,'s 
IIIst venture Into vid fOl.me 
hltrdwltre wn its doomed 
P.nu on;( 3DO (onsole (left) 

• 

. -. 

hfe: 111 a dear effort 10 ensure atlentOO 

was not oetIected ffom what It I'oOOId 

be ~ on the showfIoor of EJ 

f:nr.J ~ NrnIenOO are ~ 

~ rlltgameof corporare ~ 

FoIIoYru1g me furore v.fldlsurfOU'lOe(! 

the neXl~ PlayStaIIOrl'S 

~ III .Iapan, ~ was II'IeYItllbIe that 

Nrnter"I:Io wouIIl eie<:l1O use a I1gtI­

profile ewm suc:n as E3 tt.I ~ ItS 

status as theworkl's leadlfll! 

vrdeogame comoany to an alx:hence 
v.tlICh has, IlI9Ce1'1t years. been 

COIMIlCII"Igto( I'OI'Ila'ICE!CI by SOnv "We 

are absoklte!y cootiOent that DoIJtw!'s 
graphICS W' eQUal or e~ceed anyttwlg 

our friendS at son.,. can come up with 

for PlayStation 2.. said l.IflC:Ot1, ecn::.'Ig 

the starementS of Edl e'S NintendO 

l1$Ider QUXe<l rI ISSlIe 71. v.1ttt SOr'P/S 
EJ tedvloIogy demos lacking some of 

the allure they OI1ginally had in oIapan, 

delegates !:IeIeJeo LilaJIr1'S words. 

v.1ttt partners Ure MatSUShrta (the 

worId's Iaf&est cortSI..Inef eIewcncs 

I1'1afII.Jfacturer) &nO IBM. v.1lQ'd 

tlet against NlntendO 0C1N? 

NOA p, .. ldenl How' ,d l incoln: 
"We need to power Dolphin with 
It CPU th,rs Halnd to none~ 

DOLPHIN SPECS 

• 



E3 1999: HIGH ON SHOW, LOWER ON GO 
Sega enjoys sunshine in LA during 'NOrId's biggest ever videogame sf1ov.I 

This yur's El wn, 11 npeded, enormous. So e normous, in f.let, th.ll some .Itllendees h.ld difficulty nen findinl 
Sony's IU.lrded neJt-lene r.llion PI.lySI.llion demo pyr.lmid. They only needed 10 look for Ihe huvi na, b.lyinl crowds 

NEWS 

r:I he biggest eYef Electrorncs 

.. ErlteruWln'lent Expo ended on 

May 15, haWJgseen 0Yef 55,iXKlVlSltOl'S 

pass Ihr~ its doors - a 33 per cent 

increase 0Yef last year's anenclarlce. 

There were no enormous barrers or 
fanfares pr~ the existence 01 the 

demo pyramid. and, truth be told, the 

area had a ~ v.t1df of 'Blue Peter' 

prOOuctlDf1 values about it, COUld k be 

that Sony had got word of Nlntenoo's 

prOPOSed afl!1Ol.JOCefl1e just pOor to the 

stow and lashed something together in 

an effon to retain its IITlpewsl v.t\ateYef 

the case, the Lrit was contn.JaIIy 

SCtUtII'IIS(!(I t1I Y\SrIQrS - most eager to 

chance their am'I on the Gf demo. 

5ega did not have the - nt inflatables 
of Sony nor J: 'Pt1antom Menace'-themed 

area of Nintendo, so rt let its 

Those in search of ~ 01 SOI"ry's 

ne:o:t·generation Pia'yStatlOll were not 

disappomred: they totn:;I....nat they were 

lOOking for 10 the hall conraorung the t.g 

three torl5de mar1JfacMerS (Sony 

tlilgging !he central area), wnere a 

spangty ~, each SlOe rlOu$1Og a 
mOtlltor, continually ran the oemos first 

seen t1I mite only 10 Tokyo rl Mardl 

sega aiO not have the gaant 

rlflataOles 01 Sony nor the 'PhantI)'Tl 

g,lmes speak for themselves 

MenaCe'·themea area of Nlntendo, so 
~ let its Dfeamcast games speak for 

~ - sometI'IIng they were more 

capable of doing. ensuring that many 

about·rum rnanoE!I.MeS were made t:Ji 
those wtr),d alreaoy wntten 5ega off_ 

Nontf!r'lOO's ~ was solid. The PC 

scene was typiCally messy Clvefall, 1999'S 

E3 was a disalll):)ntlTlel1t. Read the ~ 

M repot! starting on 052. ~ 

SI. of Ihe besl from El (clockwise from lop left): Polyphony's GTl (PI.l15I.llion), C.pcom's Dino Crisis .Ind Resident 
E-,i/; Nemesis (PI.l15I.lIJon), R.lre's Perfect Do'" (N64), Nlmco's SOul ' ai/bur (DC), I nd InfOlr.lmes' Rolly Mosters (PC) 

• 

--" 

, 



NEWS 

SEGA WHEELS OUT FERRARI POWER 
YIJ suzuld's ambitious racing game takes centre stage at private show 

I 

hrrvri FlSJ's tt""'KrHn setup lesUIts in..m..t looks to be the 
most ,((unite "plic.tion of rul ,,(lnl eHI seen in the .rude 

P:'t 1 the reN COh"l-<lPS 00 display, FerrarI F3SS Challenge was 

I.!.I undoubtedly the most ~ at !he most recent sega 

PrIvate SI'OI( IIeICI on May S 1'1 Kamala (near !tie rum's.laJ)n!!se 

headQuarterS). AS v.1th all f)IeYI;IUS umeillngs rI. his productions. 

Y\I SUlUki attWded the eveot. tIUt !he presence of sega PIeskIent 

SIlOicniro Irimajiri serve<! 10 fuMer ur.de!1me l ne Importarl«! 01 

tIUS iMo'otawe three-screen COin-op. 

POwered by nee NaOmi boortIs, !he ef!llI'IaSI$ is...ery rn.dl 

OIl reaIi5m FerraTi F3SS is more of a racreg SITI tI'Ian a uadruonal 

arcaoe experience, wI'IIC:h parttv explains sega's ~ to seek 

lechnical input from Fefra~ itself. The live ClrcullS the game offers 

are recreatIOnS of re~ race tracXs and relate 8 sttnwlg level of 

oetaiI, WIth spectatOO sppeamg as actual D ITKXIeIs rather than 

the usual ba~ cl tm 20 texhXeS. AUdio IS I!OU<IIIV authentic. !he 

soeaI:ers surr~ !he pIayeIl:leBoYM1g forttI the notorIOUS t1lWI 

of 8 race-tuned Ferrar1 engine. 

SE<Ief~ difflaJlty IeYeIs ensure accessJbo4ty and a pmtout cletadq: 

~ line. ttme taken, engine RPM values BIll gear dIanges ca"! be 

collected trcm the sIcIe of the cabIne! after each 5eSSIOIl.. 

Edge will be 1lIlb"ig to Y\I SUZUkI about F3S5 next month 

Yu SUluki. Shokhiro Irim'jirl ,nd ruinl driver Knuo 
Shimilu bond onl FlSS (,bowe)_ The enlert.ininl Ring 
ChIt •• , wu, differently styled drivinll'm' (rilht) 

CUTIlNGS ADVERTISING NEW TARGET IN GAME STORM 

---NIfI<I<Ch -.:10 presjdeot HirO$hi 

_il--' tos~_ 

lOOn, _ et AmII1c:I IftSIIIenl 

~ t.IrIcoIn hili confirmed IIl8II>e 

Is ~ In fetn.v ... wtI reMain 

on the board 01 <hcIot1. ~. 

us concern Shifts from the content of games to the effect of violent ad images 

~ allout from the littIe!oo school SI'IOO\lngS has been, so far at least. m.Jted, The 

.... most concrete response has ooon the passlngof senator JOe [jebem\an's 1)11 

to irM!stlgate the mar1::eung of viOlent MedII! WIth regard to crmdren. liebennan Clams 

!hat ccmpanies are USing smIar taCbC$ to those ~ kills to SI'TIIXe. 

FeartuI rI. a baCklash. exhibitors at E3 \Wre careful 1"(1( to COJrt contrOVerSy. sega-s 

HouSi! of me DeaCl2 was rIOI eQUipped With liWltgln, and NinteodO pulled YIOeo footage 

01 Periocl DarK "BeCause of PrOject DOlphin, we had 10 blt'np something.' e~ned Cl 

sp:j:::esf)erson, ' &It we atso IXlIIed ~ out 01 respea for iMlat'S been ~ 00: 

., <n'IIt1er deYeIOpment. ~ uet.rten<W1t COOneI 08YICI Grossnan apologised to 

NinteodO 10' suggesting !hat it had ~ games for rTlllItafy tralni1g ~ 

Grossman ~ Cl witness Pr! !he Paducah SfIOOtingcase in wtuc:n varIOus rnedla 

compan~ inch.lding 18 games finns are being sued for SllXm. 

• 

Conctrn is II10winl owtr 
the effect 01 ,dwerts for 
I'm" such as Kingpin 

• 
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ATI BOXES CLEVER AS NETWORKS RAMP UP 
I' High-end games signify the beginning of the much~heralded set-top box revolution , . 

r.:I et-top ooxes took a stepdoser 

1:.1 to ~ gooWlg with the 

aMOUf'ICerI'Ien that Cntertlrl '5 

supefDikIog gMIe Red/R! RaCes" Is now 
aw!~ f« An'S set-TopWl)1(ler I 

reIerence !ed'lnOIogy. 

Compared to current seHop boxes. 
wtlich are 001'; equivalent to a Pl00 PC. 

the WOOdef I is a generatiorlal leap, 

IfIIrl'Ortlg the capabtjlties of a 350MHl 

PH with a :l) graphics card. 

"The reason we 6ecided to use 

RedIine RaCes" was !hat it's a successful 

game and we could get It ~ 111 

the !llTleSCa1e: explaiOed Mike Kin&. 

Criteflon's markenng direcror, "We are 

treating the set-top bo~ as a great 

POtential platform for games.· Crtterion 

has spectficalty modified its Reoderware 

30 ~ for sud\ emerging platforms. 

... the US tIle!e are already 7O'T1 

analogue ooxes 11 use. The IIllrOductIon 

01 0tgrtaI netwOrtS wiI Slbs~ 

open uP the ~ for garrlII"e. 

Dump )'Our consoles ;lnd Ih.t tJoubles.ome PC. ACCOl"di"1 to HI-lop 
ev,nlelisl$, .1I ,Imers will "eed is .. black box on lop 0 thei r TVs 

American service prt.Mder IC1V has 

aIreaay oegun ~Ing uP cornparues 

to provIOe content for its netwOrk. TO 

osle. publishers Gremlin, The Learn ing 

COmpanv. ACtiVIsion. Ilterplay and 

AcWim are 00 board. One of ICTVs key 

adVantages is the access speed 01 its 

cable netv«l!t. - 10Mb/sec. 

In a separate rTlO'.'e, MOtOrOla has renamed ItS 'Blad:tllrtr box. Stre<rnaster ~ 

'MU be DOe of the first unrts to sh ip With infamous 'I'M UIbs NOOn chlpset 

Closer to home, Euro ca~ company NTL WIll stJorttv be announcing two new 
cIeVeIooers,""'OO along Wlth Infogrames wll be prCMdlng games for its Game one 

CI\aOI'leI. The two omer UKdigital ser.1ces. Sky'sOpenTV and Cable and'Nireless' 

AOCeSS.1IaYe yet to release me. plans /of 30 garoog but OpenlY already 

I'IaS ¥I agreement Yilth HaSbro /of IItIes nducbl1g Battleships 

SENSIBLE BUY FOR CODE MASTERS 
.IOn Hare to head up new developments at Edge's buoyant publisher of '98 

O 
wo of the UK'S oldest softWare houses ~neo /ofees with the am10Uncement that 

COOemastefS is 10 buy ~bIe SOftware for an lII1disdosed sum. AS pan of the 

aeal Jon Hare. sensible's co-fOlJl'"der, wi~ lead a series of new CIeYeIopmentS for 

COOemasterS. The compatly' also gains the ~ CNer sensible's f>acI: catalogue M:I 

WlteIIectuaI property, ird.Jding franchises sud'I as SMSillIe soo::er and QnnI ~ 

'FOr 5ensibIe SOftware to cootIfIlJe ~ games true to ItS heritage. the cnIv 
I/qf was to lIoN ~ to be integrated rno 8 Iike-rTwIded ~,. Hare explained 

CCXJemaSIetS' year.()l1.~r ~ rati! is2S0 per cent and sales are predICted to 

reach ocrn I1US year A !'eN pubI~ partner 111 the States will be announced soort 

BOtn comparnes formed 111 1986 a~ recentI')' mere has been a marked 

difference in thei r respective performances. After earty SiJttess YIittl games for the 

C64 and Amiga , senSible StrLJggled to succeed Yilth Cl).ROM titleS. 

• 

~. 

There will be no more 
SU'l1 'Drugs'n'Rock'n' 
Roll for Ion 10ps' HII • 

NEWS 

CUITINGS 
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Uts will SIIop ~ In StQCenW, 

Son'( t1n ..-noonced. TIle prwrIeWy 

system wiI cost ... ound $20,000 and 

oper. te within a Urwc envIrOMll<1l - ... -MO;rosaft's SINC!y n... .. . pme 
~habeen ""-'- by 

'!Dnsini _ -. KOnImi. TIle 

___ &iant nINi!'lllS 1IlI opdcn 110 

I'oItIIII'I MiaoIIoft pmes /of ~ 

..nil MiaoIIoft pr. control of KOnImi 

titles /of PC. TIle COII1IIria * pen 
10 OOIIIborate on MW ~ 

~. PC .enion of MeUI Ge¥ 

Solid before \tie end of \tie 'J'NIl. 
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P.RESCREEN 
I 

EDGE PREMIERES INTERACTIVE ENTERTAINMENT' S FRESH EST FACES 

Cash for content 
Game developers collide wi th high finance 

O he V>OeogiIme industry is rN:1N ~g buSllleSS, 

something highhghted by news of EA'S 

lurr.over I)rea~ing the SI bn mart. The revelatoOl'l 
might have Deer! great for the loousuy'S Pl'Ollle. 
but itS effect 011 us armchair Investor.; COUld 
actually De lOOfe rnportant. They doIl'l care 
about tomDiIOIeS. ontv percen~ 

ThiS l.I'IVel ,ng of the Ir'IOUSUY 1$ SoIgIl,ficanl 
Few woukl (I'5P\Jte that EA kllOWS how 10 run a 
business - the aCQuis'tlOOs of westwood. Ongln 
and Bull/rog alone proved that More worrying 
for garners IS ttle susplOOl'l that the cIocbYork 
efficIenCy of its release scheOule (Trbenan sun 
exceple<f\ hlOes a hole WIlere game coment goes. 
The Ques~lon IS. does thiS matter any more? 

thiS was underlined by one E3 episode, FreSh 
from record-breaking reSUlts. Eides I)(Ifred U( 
jOUrnos horn VICWIflg Tomb Raider IV folloWIng an 
alleged hostility towards 11 precursor so. WIlO did 
get to see the game? Financ~1 analysts But can 
yoo blame EiOOs? MaintainIng Its share price IS at 
least as Important as keeping the speclahst Pless 
happy. More to the point, It worte(I, w,tn analysts 
exoted by 'news' of TomO RaKJef v. 

concern has bee!l sparkea by the French 
invaSion, meal'lW'hile. Fuelled by incredlOle share 

performance, Inlogrames and Ittus haVe gone on 
soenctlng sprees. And they have found many 01 the 
more creatlYl! ~loOers grossly undervalued. 
Gremlin has been ass.mllated all(! renamed, its 
release schedules merged into Infogrames' with 
OOVIOUS results ~ some titles have been released 
tOO ea~ other pushed ~ back. pern.aps the 
barometer of !tIlS deal will De the future of OMA. 
A Deacon of creatMty. four of Its recent Iltles haVe 
sunk HOW It fits Inlo the new corporate structure 
wdl be an acid test of Infogrames' Intentions 

MOre worrytJ1g.I'\OWeVef, is the case of 
Interplay, IIlto wtllch Virtual unknown TJt\JS has 
bought a contrOlhng stake. oesplte lacking any 
game pedigree, l1tUS demonstrates tile power of 
buSiness acumen. It haS already pa id OOt S35m 
for a contrOlhna stake III Interplay. MOI'e worrying 
are tfle rumours that 1\ w- move on VIIg n, too 
(Interplay already has I 44 per cent Stake III Virgin, 
after alQ. The Sltuallon beggars benef TWo higttly 
prestigious publishers COUld end up being 
contrOlle<ltly a company whose clallll to fame are 
the Superman and Blues Brothers Iil:ences. BUI 

that'S buSIness. When you play Wlth the Dog boys, 
people get wtl.Kkea And sadly rt alWays seems 
to be the dreamers who get their g1asses broken. 

~.J,. .. ,-
Tomb Raider 11/, Tiberian SUI! IInd Giants: litlu from, rllSpedively, fldos, Virlin Ind In'lIrpIIlY ­
thr .. (omplnies whon buslnuses 1111 now more donly tied 10 Ih. fln~,"dll secta' INn ever 

F355 Ch.llenge Resident Evil : "'lImllsls R&d 001 Brave Fire Fllhters 

(Coln-op) (PS) capeom (DC} sela (Coln-op) sela 

~lSt*r1IltS~ ~mav~a~.M unwc'~....:III& A $fT(lIe concept - PQrII 

lot '""'"' 10 Ill!' mall wiI!I CIop;om 1$. "'" tnt_·to:dorCDC ,...--_ SIiIlOS 10 ~ 1/Ie 
~ 10 PIA I sc:w> \IIles snown;rt U. tIus • the """" rO POt out 

mos1lU1henbc: CI)O'I-otI 01\ Ill!' 5efIe$' SlCII)Wle. !ani< ~ Ioob set W1IIaI fires - IIIC one wre 
IMf made .0.11 tI'I3! and tile ea" wll:sto the pma"S to rmuro some of thit 10 ."eet sM more diverSIfY 
oIfloIj I'lIfTII1IiCe'1Ot. 100- """'" ~ ~ .,.'."'" """ ~~..,.,. 
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PRE SCREI;N 

• 

PRESCREEN ALPHAS 
INDY RETURNS IN COSMETICALLY IMPROVED FORM WHILE THE E3 OVERSPIU SQUEEZES IN 

INDIANA lONES AND THE INFERNAL MACHINE fORMAT: PC PS DEVELOP R: LUCASAlU5 

AIm< the ext*)/ta1M! 'Star W¥$' game fiasco (see Testscr~, LuCaSNts sIloo.fd now settle (I(:N,!'I ana concentrate on v.nat has enough POIent>aj to turn 

out to tie the COtl*I'I! best \!\le of 1999. 11'5 distlnctIy difrefent Ifom IndV's prl!WllA forays lIIIO ~ in tnat .. 01 the actiOn now ~ pI«e 

agarnIleWne 30 tackdrDOS. rIOi1 repMOIfe 01 alliIrues has ~ ~own ~ ana on ad:Iruon to the usuat wablg.lU'llllllg.lI-"1J/1I. searchng 

and shooting. Ws adIIefrture sees the ar~ lecturl.'r ~e use of dffferent vthICIes. Slmltarities to the Tomo ~ senes hasn't ~ crl\i~! 

eyes, althOugh wcasArts IMIl IlO OOUD\lM:)fk nare to O'Sta1lCl! its bile from lara territory $$ miJdt as POSSIble before it S/'IIps towaras the en(! of the year 

• 

_. 

• 
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FEAR FACTOR 

MARIO GOLF 

PRE SCREEN 

fOIlM"T: PLA'ST.r.TlON O£VELOPER: gONOS alC;IToU INTU'AINME"T 

Fear FIN;!()( was one of EJ's more pleasant surprises. It sees yoo taOOg CotlUOI of ttlree mercenal1es attempting 
10 fll1d tile Qa/JgI11er of • Troad 1eaOe<, and 1I1C()I'pOr8te5 pr(!feoOefOO, a.nImste<l n.c~ ""th rea~me ~ 

1nII!lI!I1CeCI d\aracterS. USing deYef camerawort, K10n0s Ilas iIChieYe(I styItW,r ooematiC results. Col! of ItS neatef 

rouches IS the WtJt ~ d\aracter can mulWack. ~ IiMi off bottlllUllS at twO dofle<ent enerrues. 

FORMAT: NINUNDO 64 DEYElOPER: CAMELOT 

All Jlght. It'S 80fllM ~'s Mitroo'$ vet'SIOIl of golf. Surely tnars worttl thec~ng 0lII.1'Ij,ttI WIll, ~ experM!nr;ed K ill D, Edge IeeI$ jUstJlied Wl 

~ivefing more !.hO!li of this new OOghS.packe(l OIJIiflg for tile BrOOklyn ~umDef, Tlle usual CIulcl\ of NlrlreOOO Cllan.cters put On an 8PDe¥1It\Ce, 

tluI there 81e ~50 mo<e tradj"ona l ~ hlJITI/m torms to play as. From tile oevelopef of Namco's £Yef}iIlOO'(S Gelf. ttus should be a great little game . 

• 



PRE SCREE N 

• 

KOnamI's 8Il'oDittOuS N64 title 

cornbjIItog WSgntll)!W¥d aaion 

OOven\urf witI\ tradilJalal RPG 

elements was asallP(lltltu1g at El. 

~ tile S/'IOW'S 0Cl5I! IeYeIs 

are lar Irom oOeaI to acxuratety 

assess a pone of!h:5 tlatU"t. tluI 

lint ~ toOOI nonetheless. 

'MlIIe tile vile SIIOuICII'IOI: De ruled 
out at tIU stage. waml 'MII tlave 

I(lIfl'lOlement a more reru'le<l COfltrcM 
syStem 8Ild camera mar'laiement 
routine /of It IQ worl, Review $OOIl. 

BATTLEZONE 11 

... 16 G)(1C" 

VAMPIRE: THE MASQUERADE 
Ha\i1ng lCIluirOO Ifle Iiceoce IQ 'M1lte fIOIfs wccessfl.O V8I\'IIIII'e 
roIepl3ying ~ ACtMSIOIlI$ fIfH; set 10 puohsh toe flfst In • 

probiIIlIe senes baSeCI 00 the theme. The tratlSttlOl'110 !hi me<N11 of 
dlglt.lll entertammem ~ heralded a E lI(M!fm,I'e expeo;te(Iln toe 

1UI..nI TlWI erx tale SpIm many- ages.1Mf'ItUIIIy ~ mooem dlIi-

f DR"'''T : PC DEVELOPER: NIHILISTI C SO FTWARE 

fORM"T : PC O£VHOPER: PANOIMIC S1UDI0$ 

me ~ to toe l'I'II.IdI~eo onglnal pron1Ises a hosI of new features. 'MloIe troe acbOO strategy element 
remains, the Interface's user·fnendhness Ms been ~ 8Ild theAlI'IIIS Deen tlOOSte<l so tIlat LJrlIts fIfH; ream tnCI 

gain expe1'tenCe from temunatlng enernoes - ~efan units are able IQ strafe. select tile most apprO(lnate wealXll'l, 
search 10< arm'Il.r'Iitioo &no he31t1'1 PQWef.upS, or retreat should the op(l()SjUOO prove lortxxJifli. Release late SlJf'T1mer . 

• 



PRESCREEN 

-
TENCHU 11 fORM"" : PLAnTATION DEVElOPER: SONY MUSIC ENtERTAINMlNl 

~ 1IS,lather otfbo8m gamepIiy "~ srealtn conceptS SOTIIIIlme Wore MetM Gear Sold sneaked on IQ !till scene>. the ong.naI TettdrJ 
wts • SlIbSt8nlJ,}IIwt /of AClMSIOn. $0 ~'s IlQ surpnse that !till IXt*SI'er nas secured ~tem ClttlbsIWIII ~ from SOOy MuSIC EnterUllnrTlenlior 
!till seq~ . Expect new \YeilpO()5 anj larger pI3ying 1Ife3S aIong".,m me same dIch/I(l themes oI.-aent Japan IhiII. ran through the or.gml game. 

RORY McLEISH DES I G N 

LOCA TI ONS ' CHARACTERS ' V EHIC l ES 

• 

.0-" • 

Proof 01 Concept and lully textured, 
finished CG Models for Broadcasting, 
Advertising, Motion Pictures and the 
Games Industry. 
Models developed from sketches or 
written briefs. Fast. 

TH • FAX 

01423 507865 

WEBSITE 

www . mcle lsh-deslgn.com 

• 



PRE 5CREEN 

COmiI'l£ thiS autumn coortesy of 
(i(emI!JI. Ge/ddo WII offef PlayStatioo 

0WI'ltk the opporwnrty of ~ one 
of!QM' seleaable ctraracters wnt1 

...niCII to vanQO.JISh a senes of bad 

II¥ ill interactiYe 30 IH'MfonmentS. 

~ 8U goes OCCO<'dltlg Kl plan, this 

SI'IOuIo:l have fans of IegenCary 20 

$IOe-so;roIIiflg Deal 'em I.IP$ su::h as 
00UlJIt Dragrx1 foarrwIg at the 

mouth. Llb! Teano's ~ Gekido 

11150 offers weapons to complement 

the hanrHtrhand martllll arts action. 

HARRIER 2001 

TONY HAWK'S PRO SKATER 

~ 11\<1( iI's not ontv the 8ri.Wl16as ¥oO NaSeem H.Vneds of 1tMs woOd 
whO get to plaster tt.. imIIJe aI OYer ~ AmenCa's oremer 
stateboarder !as ~ hI$ name. aIor1g wnt1 • selection 01 his SlgNlL1f8 

rrlCM'S. to NeverSof!'s rew ac:tJOf1 SpOftS title. Few thOugh they !1ft. prevklus 

e.'Cilmples of !his genre have d isappointed, but thiS PlaYed imprl!SSivl!ty 81 £3 . 

.... '8 UMa£ • 

- ' 

FORMAT: HIHTEHDO 64 OEVELOPU : VIDEO SVSUM/ PAIADlCiM 

2001 made It$ seconCI £3 awearara SCW'I'Ie'M\at nearer IQ lIS end-Of·vear 
release date, GIven the HM'S archrtectl.we. _ f~ SIl"oI.A8tlon I'l the 

mct*I 01 PC extr~ 'MIUId be '" unreasonable exp!!CIIOO!I. SOl, 
tecrncaI COI'I'IPl'tence oYer 20 I'IISSIOfIS and SO weapons wII be ItI place. 

FORMAT: PLAYSTATlOH OfVEtoPEI : HEVI:ISO FT 



PRESCREEN 

MINI RACERS FOR MAT: NINUNOO U OEVHOPER: LOOKING GLASS STUDIOS 

AIlo\tlef new tlt:e aomid Nlfltendo'S E3 N64 oHeror1:8S.1.fI(1/ ~rs is 30 rlldio-<:or1trollOO ca, IICtIon for one to loo, players. W!1i le no! paorticvlar1y 

~utlo!'iart ~ ~ aspect should gM! this MICro MarlWleHt;.1e appeal Interestongty . ....nen rTIOIlIltIan one joypad IS piuggt!'(lln. !he 

track$ "'" De ~ 111 !!Other splitscreen or 111 tIl8tI _etv YIII a top.down perwecuve_ Eel" hopes tm CO\JId De 8 SUper SDrorlf for the '<;Ii'JS. 

AvidSO 
4 

days 

Avid 

, 



PRE SCREE N 

• , 
DEW PRISM 

""""-'A I 

E,Ir,5 atleged promose to treat ItS 

~~!ICQl.IIreo~' lIcencethe 
same Wltf as rt ooes the FifA 

tM'0PeftY fs hker,. to please ontv the 
mass r'l'\8<'(tI. E-..en iOe Al'I!rage 

SU1"er,. has hrs IrnIts, thougtl. iII'l(! 

wrtn more 1iIao1 eo:'IOU8fl Fl sames 
a\reaa1 ..... '-OIe. the prOSll8Ct 01 
aIIOOler tIOO or three a year ItOm 

me t'I\IjOf DUOIIS/1IIf CCUCI see !he 

genre rlllPldlV teacn san-aoon statU$. 

EA"s rna<ketIr"1&: musde will gM IhI5 
PC and PS rllCel" • CI\anCe, (II1'yho::7w. 

FORMAT: PLAV 5TATlOM DP .. ElOPER: 5 UAIUDrT 

F....,1<y name. IunI<y game. These ere !he tics! shots from squareSOft·s new action RPG. 'MlICI1 ",,11 be doooe< man the 
Jitesof 8riNeFeflcer~ tluI not as heavy asFM. P1ayers se>ect ootweeI1 twOCIlaractefs, Ru and Mint at 
!he oeg.rntng 01 me pme, ana !he SlOtyIine \I'riQids accordongIy /Y001I meet \.(I wtn the cnaracter)Ol.l OH)'I'! seIe<:t 
later 11 ycu QUesU. SquIre !'lIS anemoteCI to !IlCIuOe belieYabIe tllCllll utlf"es5O'lS 11 what looks like a I/f!fV prtll'f IItle 

T-,-,O"-,-P---,G",-,E~A"-,R-,--~R~A"-,L~L~Y,--~2~ ________ ~,~o.~~,,,,,,-,,,N.NUI'IDO " DEVElOPER: SAn.1E COI P 

The E3 oemo oIlhIS poom to-poiOI racer muSll'IaYe let! 'MItOrS ro KemCO's 

stand dIsappointe(!_ ArnOI"C several mmedl.ner,. ~ problems, ooa 
hanCllJrtg ana average viSualS were chef culprits. tluI gryen tI\8I!he tUe iSO't 

OIJe un~1 OCtotiel', the femaonI1g rT'IOIltIl5 may see srnero:l5 !)etng made_ 

• 

, 



PRE SCREEN 

,­ RED DOG 
Arkonaut Brin gs arcade-style shoot ing right down to earth with its Red Dog assault 

II's an Arconaul shool 
'em up so upect lasl­
movinc action and plenty 
01 pretty uplosions 

Format: Dreamc. st 

Publisher: Sega 

Developer: Argonalll 

Release: September 

o(,gin: UI( 

24 £DO£ 

vehicle. And while the singleplayer is cool enough, the multiplayer is really hot 

n n excited Jez San deSCribes the pitch as 

III ' Star Fox in a tank' , arld ConSlOerlng over 
fou r mill1Ol1 un its of tIlat franchise sold, onty a 

loo would haw! fai led to sjt up aOO ta ke notice 

01 Red DOg However, prkJr to its unveiling at E3. 
little inforr1at1Ol1 had leaked out about one 01 
the key Dreamcast Euro launch titles. 

set on an archetypal Mure world , the game 

puts you in control of the Red Dog assault 

veh icle, the term 'tank' being seen as something 
01 a misnomer considering the game"s arcade­

style leel. The Star FOX half of the brief IS 

defiortely in evidence: health aOO weapon power­

ups, ranging from mines to guided missi les, are 
scattered arouOO, and WIth waves of enemy 

robots, spiders, tanks and spacesh ips to be 

Quickly destroyed, the action is fast 

AS you would expect from Argor\iIut, the 

small developmef1l team is pushing the 
technology envelope as well. "We're maxing 

out the twdware with CUStom hand-coded 

3D rendering libraries: explains san -Wc're 

using hardware fearu res that have been litt le 
used so far on the other Dreamcasl games' 

• 

Red Dog also ma~es full use of the joypad 

Forward and bacKward ~m is controlled 

with the right and left triggers respectIVely, and 

although control is lnotially tricKy, It Quickty 

becomes intuitM!. The JOYStick is used to move 
the cross-hairs for the laser cannon, lired Wlth 

the A IxItton, wtlile special weapons OOO't 

requ<fe cross-hairs lor targeting and are 

launched W1th the B IxItton, HOWeVer, Red DOg 

isn't just about gung-ho shooHng, one innovative 

element is the acldltkln of a small, forward-facing 

forcefield The x button aCllvates the moveable 
shield, wtlicn can then be positiOned WIth the 
joystic~ to repel enemy fire 

Argooaut admits that there's sti ll w:>rk to be 

done on the slflgleplayer game, most notably on 

the lighting effects alld tile introduct1Ol1 of more 

enemies, but where Red Dog realty stlLnes IS with 

its mulllptayer mode. In the two arenas shown, 

lilts and aerial roadways provide a pfatform 
fee l, with the responsiveness olthe vehicles 

creating an addictIVe multlplayer exper1ence, 

something which is sadly lacking ffom 

many combat vehicle games. 

One of the key aspects 
of Red Dog is its use 
01 all lour Dreamcasl 
ports, The multiplayer 
mode will be addictive 

• 
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PRE SCAEEN 

,ONIMUSHA: DEMON WARRIOR 

• 

Resident Evil might be spawning numerous sequels, but Capcom remains 

fOfmal PI.,St.tlon 

Retease Ch rl ltmn (J. pan) 

Otlgln ' Japan 

co mmitted to new titles. Its latest take mixes magi c, katanas and evil ninjas 

Clpcom daims Ihll On;musho will bi! 
far mort .dion·bud Ihiln the Res 
Evil redpe of suspense Ind tension 

... apc:om MS never had It so gocld. NO! ontv 
a 1$ ResIdent &11,' NemeSIS pnmed /01 
P\aySllItIOO aflCl COde W'fOOica for Dreamcast. 

but the ongJl'lIIl Res M leam IS scaling up W'th 

the holly tIpped DIno crisis E\IefY(YIe has gone 
mad for the WOfId of survival horror. aut for the 

lat~1 var~tiOn on the theme, capoom h.as 
turned its Mck on me westem sceMriOs weh as 
RaCCOOI1 CIty lna1 tIave characterised the ser.es 
so far InStead,lt tIas sMted ItS attentlOl1 back 

11110 JapaneSe hlstofy.OfIimus/Ia, mearw18 
'demon _no(, IS set a Iew hundred years ago 
1'1 the 5engOku era. and htstonc::al veracity 'MlI 

featlKt'! I'IeavIIy 111 the storylne. The plo! follows 
the maotI.Cllaracrer, AI:ed'II sarri,ll'1OSlJ\:e, as he 
attefl1P!S 10 fIgtlt tIIS way 11'110 an enemy castle 
10 rescue hiS kidnapped cousm. 

At the Japanese launch pre"<ieW. O"lly.one 

levet was ava ilable and thiS demonstrated the 
rather muted tones of the perkx.1 scenery. The 

• 
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Qne of the additional fu tures to ,amepl., Is the Introduction of m;lpc. At 
Iht '''Inch, however, the only malit on display 'MU. fin! ltuck (ilbon) 

~ of the bacl>grounds was ~ supenor 
to Res EW 2, Ihougtl, as were the load tmes 
v.tIefl acce5SIllg different stageS II"Ip'T"Ie. AS 
0tlJmusha uses the same engtne tmt powered 

Res E\1112. it's therefore no great SlIrj)nSe !hat 
the contrOlS are Simitar as well. wth RI setttng a 
Ilghting star.ce. SQuare for running and the cross 
for action or Sword attaCk$. In add itiOn, pressrng 
triangle Wil l taunch special attlO:$ such as 
magic. The gameplay seems to mtx the stealthy 

IlIflja quahbeS hrghligtlted in TeoctJu with all the 
frghmg ITIOYeS expected from a sworo-oased 
game. capoom promases tmt the title wiI be far 

more actlOI"KIased r.;ornoared to the naiI-CItrni 
tenSIOI"I geoernted by the ReSM:1ent EW senes. 

IleYeIoper FtagstllP has an IITIC)reSSIYe 

pedrgree. loo. owned by OkamoIo-san, the 

producer of Street Fighter 11, the Otwnusha leam 
Includes IMlune-san. producer 01 &o-Hazard 2. 
While dllectof Ta~eochi-san also wor~ed on bOth 

the survival horror titles. 
The importance of the domestIC mar.:et was 

unde!11ned by the Iavi5hne5s of the !auncn 

emouncement. (MI 200 tradl\lonal ITIUSICIiIOS 

and the NeW Japan PhiIIarmonlc 0rcheSlr& 

rega ed jOUIlIo)\ISlS WIth the offioaI 0nImusha 

theme. Another carefully thought -out \Ie-I(I sees 
'IOJI"I!I ASIan personality Takeshi KaneslWO 

cameo as the face of Al::echI samanosuke. Half 
Chll1eSe and half JapaneSe. Kanesturo-san starS 
III numeroos TV dramas and act\IerlS. and was 
present at the iaunch to express hiS 
personal excitement about the proteet . 

T.kinC the c.m,rs NU: 
to the Sencoku period, 
hi5torital.ccur.cy 
is an import.nt part 
of Onimusha's plot 

_ 25 

, 



PRE SCREEN 

p­ KOUDELKA 
Fo'rget zo mbies, ninjas and dinosaurs - the latest iteration of 'survival horror ' sees players 

battling metaphysical evil with a psychic youn g gypsy somewhere near Aberystwyth 

Three characters will be playable, but these screenshots show the main protagonist - psychic IYPsy Koudelk. - as she 
explores the haunted monastery, Ingame video shows off the smoothness of the animations and high charadll!r detail 

Sacnoth has bu n busy 
creating the many 
bnutifully prerendered 
b'(kr:rounds, which 
should tank with the 
best of any Square RPC 

For ma l: Pl ayS' atlon 

publisher: SNK 

De~eloper: sacnoth 

Release: TBA 

O';&in: Ja pan 

rn roving that sulViva l horror is the ~il le r 

.. genre of the moment. even 2D beat 'em 
up specia li st SNK is moving into the nightmarish 

zone. The result is Koudel~a. ~Ioped t:t; 
sacooth, a square offshoot made up of staff who 

worked on sei~en Densersu 1 and 2, it ~ms 
certa in to enhance the PlayStauon's k:logevity. 

In a bizarre move for a Japanese developer, 

Koudellra s set In a haunted monastery 
~rIook i ng the cliffs 01 Aberystwyth in the year 
189ft In contrast to the ~rt gore of moSt 
survival horror titles, the game summons up a 
more eerie atmos.phere: th ink Silent /1111 meets 
Stephen King, The title \\Il 11 haY!! a heavy narratIVe 

structure, too, and, as such, sacnoth classes it as 
an RPG rather than an adliemure lI~e, 

While concrete plot deta i ~ are scarce, the 
I11()Il<Jstery ~I has a ctall: history, haVing been 
use<::l in the past as a place of execUtion, and the 
ghost of a murdered gi rl reskles there. The main 
protagonist is a young, psythic ypsy woman, 

Koudelka, while two other characters, James 
O'Flaherty la priest on a mission to rec~r a 
mysterious stolen rtem) and Eaward Plunkett 
are also p'ayable. O'F laheny's religioUs status, 
combirJed with the overa ll spooI:y atmosphere, 
reinforces the concept that the evil forces at 
work in KOtJdel~a are spiritual rather than 
physical, Blasphemous r~uals, old crypts and the 
souls of executed prisoners wil l feature strongly, 
as will scaly demons, skel(!tons, phantoms and 

• 
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eve!l spectra lly possesse<::l suitsof armour combat 

will not occur in real time, though. Rather It wi ll be 

in the Y!!in of classic RPGS such as Final Fantasy 

VII, Wlth magic dominattng the encounters. 
Graphically, as with the Bla-Hazard series, 

one of the game's moSt stri king points is its 
fantasllC prerendered bacl:grounds VIde<l 
footage of the ~-in·progress also revea ls 
the quality of the an imallon, with movement 
Iook.ing smooth, Characters will be highly 
detaJled, too. Important events wi ll be driven 
by the usual array of cut·scenes and the dialogue 
in these features convinc ing lip synch. 

With ReslOCof fYlL Nemesis, Onlmusha and 
Dine CflSIS all to come, PlayStation OWfIers are 
obviously in ne hurry to switch consoles. But 
the quesllon for SOOy flOW becomes, Wil l the 

next ·generation PlayStatlOrl launch with 
games rendered with th iS mUCh care? 

Combat is the classic out­
of-scene RPC-style a /0 
FFVII, with magic spells 
dominating encounters 



PRESCREEN 

RALLY CHAMPIONSHIP 
p-
I Road -lacing realism is the objecti ve as the race to burn virtual rubber hots 

For mal: PC 

Publisher: Euro pren 

oeveloper; Magnet ic Fields 

Release: Late ' 99 

• ,: Origin: UI( 

up on the Pc. But will Europress be able to take on and beat the leaders? 

D his, Europress woo ld like you to bel ieve. is 
not onty gOing to be the best ralty game of 

all time oot possibly the best driving game of all 
time, NO easy feat, as you'll no doubt agree After 
all, the competition is rather fierce: not onty 
does 1\ have to di$place Codemasters' expertty 
aC(:(lmpli shed calm MCRae RallyfrorTHhe lOP 

spot, but rt also has to nudge out newcomers 
V-Rally 2 and Rally Masters, among others. Md 
that's before you PIt it against Gran TUrismo, 
Grand Prix IJ, GP Legends and their illustrious kin, 

NeVertneless, Rally Championship hopes to 
achieVe thIS by providing the most rea listic 
recreation of thiS exclttng yet much overlooked 
sport, and wh ile Edge has so far been unable 
to properly test the game's dynamics, the 
graphics are certainty heading the right way, 
managing a Quasl-phO!orealistlc appearance, 
Real ism is a fine thing. of course, but some 
elements are UnOemably sac rificed to the god 
of gaming in order that playaoility IS ensured. 
This is someth ing Codemasters understands 
very well and hopefulty Magnetic Fields is 
keePIng it in mind when it comes to finalising 
game mechanics. But earty indicatklns suggest 

that the deV team is making al l the right 
moves. The game focuses on the official 
British Rally Champ onship. although you' ll 
also be able to try out the 42O-odd miles of 
lhe most grl.l€lIing roads the UK has to offer 
in the more powerfu l WRC cars (as dlNen by 

MCRae and CO). In addition, there's an arcade 
mode (as in sega Ral/y) with wh ich to I100e 

your overtaking sb lls, as we ll as the usual 
time tria l and multlplayer op\lOI1S, 

AS authentic ity plays such a map part in 
the proceedings, you cao expect animated 
(lrivers, WOfklng !.1ashboards, deformable 
bodywork.. working lights, extenSIve weather 
and partic~ effects (srt"IOO:e, sparks, mud 
and water spiaslles).And every car offICially 
entered into the championship is featured­
cornp~te With specific livery in ploce, naturally. 
Furthermore, every metre of the 36 sUlges 
available has al legedly been rec reated with 
assisUloce from exhaustNe video footage 

n's an audacious pmj€'CI and, gIVen Its current 
bul lish marketing campatgn, Europress had better 

oellver the goocls or be prepared to face a ~ 
severe critical onslaught 'L S 

You may not immediately 
reCOlnise the mode ls 
sportinlthe unfamiliar 
live ries, but the action is 
IS lood n with WRC tars 

Hopefully, the handlinl 
dynamics will ensure 
playability as well as 
supreme authenticity 

, 
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• 

,METAL GEAR SOLID: INTEGRAL 
Th! people's choice, Solid Snake, gets new replay va lue w ith a vi rtual reality 

training mission disc and the option to sneak and shoot in firstperson perspective 

one of th l most rt quested chan,n in MttQI GHr $GIld: InttfJrtll is Ult of 
Iht firstptrfOn mode for movin, Ind shoolin" bvt ste,fln ftmains crucial 

With lOO VR minions, 
nen Ihe mosl able 
player will hlvt thtir 
work cui out finish in , 
Ihis vtrslon of MSG 
in only len hours 

28 £OOt!' 

n:n Jtt1 the sua:ess of Metal Gear SCbd 
W rockebng Konamllnto second place M1 the 

league of JapaOeSe c\eYeIopefS, few have been 

surprised by a ~ of the franchise. JuSt 

as Square repackaged F.naI F¥IUI$y W as FM 
internatiOnal, so MeIIJl GeM SOlId.· Integral 

W lects features from the US 'MSiOn W'm some 
fan-requesteCI modiflCilOOflS. OStensibly a IhtI'd 

OOd-oo dISC of training SlageS bl.ndIed together 

W1tt1 a new vt'fSIOn of the 0IlgIIl3I two-disc game, 
rt's aimed firmly at the OOmeSbC mal1:et 'Mth 
mis in mll'lO, Konami haS drOPPed the prke from 
the usual ¥5,800 (f:l» to V4,990 (£26) 11 Japan 

to encourage elOStlllg owners to upgrade. In 

the rest of the world, where it is rurrerrtIV 

labouring LIIIOer the unwieldy title Metal Gear 
SOlid VR SpedaI Edition, the mlsslon disc 1'1111 

be released as a standaIone proouct. 
One of the more radical opoons provided 

for Japanese garners is the ability to VlII)' the 

dtfficulty~. NotorlouslV averse to seeing 
the ir character killed, the orlgmal game was 
equiV31ent to the European 'easy' setting. 
With Metal Ge8f SCMd: rlfegrai, hC/WeYer, fiIIe 
dtffirulty levelS are ava, able. from Very easy', 

in whictl ~rs swn 'Nith 8 SilenCed SocOm 

and lJI\Im'te<l 3(I1fl'IU1lItlO!1, to the radar·less 
'/'lard' and Very hard', in YttIch the field of 
VISion of the guards is doubled 

MOfe M1tereStJngiy, \!le acklitJonaI !Isc contains 

);)) new vinual reality train,ng miSSions-And 

finosi1ing Imegral unlocks the muctHlemanded 

• 

firstperson perspectMI. combined W1tt1 the 

ability to raodomise the posobon of gt.0rds and 

rtems, it provkles the level of replay some 
malcontents complalfled the originall&eXeQ 

AnOI:her ~ additl()lllS 

POCke1Sta\IOn co:npatblny. After de3r~ 
each Slage of the lralnong diSC. pIayeo's Wi ll 
receNe 0Ile of 48 different graoes that can 
be do\Itf1loaded on to \tie POA uno\. PlayerS 

can \tIerI exchiInge them in a similar ~ to 
Game BC7i Pocket MonSletS Another change 
~Itar to the home market alkJws garnefS 

10 have their COde<: conversatiOrls with 

English d.a1oglJe and Japanese SlItrutle$. as 
is the SlluatJOn In Japan witt1 most AmerIcan 
movie'S and [)V{)s. For !hi! JapaOOse, at least. 
the mosl rnovJe..li~e game /'\as Just got 

more cinematic. 

CO$lume ( ha nges allow 
Solid Sn.kt to tUI up and 
(amlO IS lames Bond 
(left), whilt m.ny 1",.ls 
providt tht ninja IS 

an .lIernatin playablt 
charadl!. Art stin"r 
missilu the besl way to 
tlke 01,11 a ,uard? (Abov.) 

Fo<malC PlaySral lon 

Publisher I(onaml 

O!'Yt!ioptr: In-lIoul. 

IIelease· 0 .. 1 nOw U.p. n) 

O.lgln , J. pan 

• 
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" 
DIABLO 11 

despite the continued showcasing of firstperson shooters and realtime strategy games, 
it 's arguably the revival of the roleplaying game that is most occupying PC gamers 

The dull dungeons of Dioblo haye glyen way to lour lully populated towns, 
each riddled with caYerns .nd crypts and flanked by wilderness areas 

Blizzard has stuck with 
non ' f.0ly graphics in 
Diob 0 /I, but they .re 
far richer and more 
atmospheric thin in 
the ongin"lame 

Form at: PC 

Publ isher: Havu 

Developerc alluard North 

Release: Aut~mn 
O, igin: us 

32 £DO£ 

O he stOfming SlICCess of Final F&maSY\l11 
and OCilflflil of Time on the consoles might 

not be responsJbIe for PC deVelopers' relleW€<l 
imerest in role\>laying &&mes, but it nas certainty 
softened up the publ ic. Whereas twO years ago 
convn itted gamers had to go on line fOf pseud(;. 

R~ like vltim& Online and Di&tJIo, the market 
is oow lappjng up rootsy utles like Fallour and 
Billdur's Gare, plus online SlICcessors SlICh as 

EverQueSI(see p84~ MOre titles iocluoe Origin's 
Ultima ASCension, Infogrames' SilVer and a 
revita li sed Oiablo!! 

Bl izzard's ~rlng dungeon romp was seen 
as dlatJolic in some quaners. Comparisons with 
Gaumlet flattered Dlablo's point·and-click combat 
system and RPG elementS were more apparent on 
the V1gilame- and hacker-frequented noticet:oards 
of the Battle,net community Nevert~ess. ~ sold 

nearly a million ~es - a huge number for any 
PC title, "The roleplaying genre nas so much to 
offer and there's so much further it can &0,' says 
Blizzard's Bill Roper, producer on the sequel, 
'~will grow in leaps and rounds, and we hope 

DiatJlo 11 wi ll be conSIdered pan of that evo/utl(l(1,' 

Roper claims the skin tree at the heart 01 Oiablo 

11 was In:.pi red by Blizzard's own Starcralt As 
characters &&''1 experiefl(;e, you distribute pcjms 
among a Ifee of stills UfllQlJe to eoch character 
Class (Amazon, pa ladin, SOrCeress, NeCromancer 
Of Barbarian), Higher ski lls are gained by achieVing 
a proflC;ency in the baSICS "The still tree wi ll allow 
players to really customise their characters: says 

' -

Dioblo 11 now pre·IOlIds areas ahead of the player, so the smoothly 
flowinlllclion is nenr jarred by the intrusion 01 the PC's CD drive 

Rope,- '1Wo sorceresses 01 an equivalent level 
may nave focused their points in completely 
different areas, and both would be benefbal to an 
adventunng party for dlfferem reasons: 

suggesting that starcraft lrNe!lted th is 
concept is at best flillIIe, but DiatJlo Ifs treatment 
is attractive, An elegalll g'aphical soIlItl(l(1 

replaces what is usually a mess of statistics and 
punctuation. U~ewise. instead of trawilng through 
equ,pmellllists, you Simply i0oi:: at what your 
character is wearing aoo wielding 

OIablo Ifs 20 erNirorrnents are far richer in 
atmOSPhere and deta il than the dank original, 

and moch 01 the &&me is now set outdoors. 
Everything is better, in fact . A client/server 
networt model should stifle the on llne cheating 
that crippled the onginal, whi le the game itse lf 
features mynad improvements suggested by 

Dmblo's huge on llne communoty, from a simple 
run ability to onhne clan rooms enabl ing all ies 
to swap equipment and tipS 

'We want people to play thiS game for months 
and sti ll not have explored every nuance it 
nas to offer: says Roper 

• 



PRE SCREEN 

ESPION-AGENTS ,-
, NEC's"internal development team has avoided 'grown-up' game genres 50 far. With this 

ambitious adventure, though, it seems to be attempting them all at the same time 

Vi5ualll' the title looks I little unpolished I1 the moment. but .t lust the 
gamtp ay provu more promising than previous in-house efforts from NEe 

RP(; tut boxes (ahoye) 
~nd espionage (right), 
A winning combinationl 

D t'S flOt wIloIty surprising t/lat NEe'S internal 
dev team was one of the first thlfdpartle5 

to get IflVI.)/Ved with Dreamcast development ­

the company ooes, after all, manufacture 
VideoLoglC's POwerVR chipset, whICh provides 
the processing grunt behind 5ega 's machine. 
What is surprising, though. is the company's 
medKx:le output so fa r Seventh cross, an A·life 
simulatkln. and SengoW-TUrb. a kids' game WIth 
distinctive visuals but little great gameplay. 

ESpIOO-agems could represent 11 turnaround 
in forturJeS. then. combimng elements of 
Impo$S!b/e Mission, Metal Gear SOlid Jnd 
commandos. Behind Enemy Unes, the game is 
set in the 21st century and requires you to lead a 
crac~ sql.lad 01 mercenary spies on a se lection of 

• 

missions for a series of shady 'cuStomers' 
Before each mission, you have to choose the 

four members of your learn moSt SUited to the 

particular tas!:. as everyooe has their own 
individual skills and strengths - a gameplay 
feature familia r to anyone who's ever played 
Dungeons & Dragons. The interesting part, 
however, is the game display, wh ich uses four 
windoWs - one for each character - so you can 
continually monitor the actions of the entire 
group. The main window represents the team 
member currently being C()(ItroUed, but you can 
switCh between them whenever you like, Whe!1 

you're not controlling them, the AI takes over. 
Throughout the game, the team gains 

exper~nce points and learns new skill s 
(computer hacking for instance). The story is also 
fi lled with surPfises and dOuble·crosses to up the 

sense of tension and keep players on their toes 
(the customers, for example, can often turn out 

to be eneiny agents - whoever the el1e!11Y is -
so you have to take on jobs carefu lly). Wh ile 
th is SCHJnds like an interesting enterPfise. the 
interface coul<lturn out to be rather contplex 
for an actkm game some gamers find it hard 
enough to control one player,let ~one 
monitor four simultaneously. 

~. , 
: ...• 
; ' ~-~ , " 

! 
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. . 
The lame (ombines 
exploration, mission 
ma na,emen! I nd ~ 
lair dose 01 fighting 
10 promising eRed 

fOf mat: Dreamcu t 

Publi sh".: NEe Home EI,c . 

ne. eloper: In·houle 

Release: September UapanJ 

Ori gin: lapan 
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PRE SC REE N 

, DYNAM ITE COP 2 
T~e original was an ST-V hit in '96, Now Sega's 'Die Hard'-inspired action adventure 

PI,y.rs c,n UH' ¥,ritty 
of b'cksround objects as 
wupons, IS in c..pcom's 
rKtnt hit. Polftr Stone 

As in tht 'Pie H."r 
films, the Iction bikes 
place In ont loution -
this time it's aboard 
, lutu!), truiSlr (top) 

Developer' AM2 

Ori gin, J. p.n 

is buffed up for the modern arcade and promises a pristine Dreamcast conversion 

The orlsin.1 Dynomin Cop was huwily InfluenCH by the film 'Pie ItIrcr. AtthouSh the Slquel to the same has distanced 
itHlf from the film, it rtblins the same mix of brukntck Idion, huwy wupon!)' Ind a btvvy of humorous touches 

Ii' ewIoped by AM' J\ '996, the 0figiIIal 
a.::. C¥JamIte COp ran 00 the old sattJm. 
powered STN areacle OOOfll, and perfonne(l 

unexpectedly well in tile west. where Seg<! 

managed to sewre a liCence and call II 'Die 
Hard' (the main character - sIloeless and gun 
happy - was atways meam 10 ape Brucewi llls 
anyway) While It's been a long I1me comang, 
the sequel sees 5ega retaining the basic 

tturdperson wancIemg beat 'em up J)'efT1ise. 
and atterT1'lMll to appeal to the martet 'Mlefe it 
hn bIggesf - the US (part 01 the team went across 
to the States and worke<I with game des/gJ1ers 
there). HOWeYer, AM2 tIas jettisoned the film 

coocep! thiS ume around, op!Jng to ~oduce an 
orIgi~ story, with fleW characters. IOStead 

SO now you get to Choose from three soldiers 
each with thClf own figtltlng styles: Bruno 
Di lllngef (uses tlOXIng af'l(l pro-wrestling), Jean 
AjOi (Chinese KemPOI and EOOy BfC1M'l (MLJay 
Thai and /000). The objectJve, essentially, is to 

storm a crutSe shiP caDed Bermucla and kill all 
the baddleS Btx)afll Pefhaps taking a few notes 
from C&pco'n's eJICeIIent. Pf:JNef Stone, the 

game makes great use 01 tts ifee.roafT1ll1g 30 
erlIIiromlents Pl'oYIOulg its d'laractefS Yiith 
a raft (Jf. ITlCJ'o'effieI' al'lIIMoons aoo spaual 
freeoom so they can light Irom just about any 
angle. In addition, each Character can also p+r;k 
up and th row almost any OOje(;t - be It a 
vending machine. cnalf, laDle, lish (from the 
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e&ptaiIf\'s tabie) or tOllel.lhe Pl'ospect of \WO 

fighters squaring up agaiflSl each other - DOe 

brandlS/Wlg a cod, the other an Armitage SIlankS 

Clstem -IS Strangely appealing. 
AS llSUallrl these affai rs, players can p+r;~ 

UP 'COIns' aloog the way; w lectlng fille wi ll 
ImPl'ow your Character's fighting ability tor a 
limited tll'!le penod lhere are also a few SQedaI 
ltemsv.tMch grye.,,:.u access to 'special power 
attacks', .....tlIIe the weapons roster IS pretty 

exteos.ve. Yiith machine gJ.J\S, rocket iaI..Inctlers 
iWIO crOSSbOwS all available for automated 

carnage. The versiOn on show at EJIooked close 
to its ModeI2,powered pilrefl! - gorxI ~ 

news for ac:bOn.11urJgry Dreamcast 0WI"II:!fS, 'l..5 

like tht orisinll, oe2 bouts some!r .. t 
backsround effects {above and top eftl' 
. nd sunS-ho cinematic moments (riSht 

• 
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Fl WORLD CHAMPIONSHIP , 
Khown fol' publishing several F1A-licensed Formula One titles over the last eight years, 

Video System tries its hand at conquering the Dreamcast Fl market. So far, so good ._ . 

AIIIhree of the t racks currenlly completed faithfully represenllheir 
real counterparts _ even down to Ihe colour of Ihe Irlckside ,rns 

Format: Oreamcu t 

publisher: Video System 

oeveloper: tn -hou", 

Re lease: Nove mber 

(lrigin: UK 

lm ell, Edge wouldn't be what It is without 

W at least a couple of FOrmula one-based 
games v.itllm its moothly pages, and as the 

N64'S F-l WOrld Grarxl Prix 1/ is revteWed on 

p89, taking a closer look at hoW its Dreamcast­

powered equivalent is doing seemed liKe the 

appropriate course of anion 

And th ings are looking rather tasty. Work 

only began last December, oot already three 

beautifully recreated tracks are complete, with 
fIVe ca rs (from five teams) able to race around 

them, each boasung a working set of dynarrucs 

Although the recent E3 demo attempted to 
brfdge tile gap betWeen SImulation afld arcade 

handling (with I,ll"\Successful results), the final 

verskln plans to inclVde both options 

to cater for either.>tde of the potential audience. 

At the moment, the dynamics swing towards 
the Simulation end of the spectrum (wittl 

emphasis on oversteering), meanong a 

The le¥el of detail uceeds ~nythin, previous Fl games have managed - from 
the team's specific sleering wheel (including logos) to ,nr-changing fingers 

substantial amount of driving teehniqtleS can 

be applied,lnstantly reducing lap ~mes 

"The graplllcs are some of the best yet 

swn adorn ing a Formula One game TIle 

HOCkenheim, SUWKa and SIr.rerstooe Circuits 
have been painstakingly reproduced and the 

subtle use of coloor results in a parbcu larly 

authentic look. - even the grass is the right 
shade of green, in accordance With the trac~'s 

geograpllical k>cauon. This attentkln to detai l 

is carried throughout the other aspects of the 
g<lme and, 01 course, across to the cars 

themselves, whK;h are faithfulty modelled 

on their real -li fe eqUIValents, With all the 

aerodynamiC accessones correctly in place. 
TIle last two versions Edge has played wou ld 

have benefited from more progressive. less 
sensit:ve. steering. Video System is flO doubt 

attempting to recreate the extreme directness 

01 an Fl car, oot a little more travel in tile 

analogue control would improve playatJihty. 

Currently, tIlere is also a slight lack of speed, and 

cars appear 10 hover sJlghtly above the track 
when using either of the chase-cam views. 

Neverthe less, it's early days yet, and Edge 

is conMent that Vfdeo System wi ll tweaK al l 

of these elements in time for the game's release 

at the end of the year. Dreamcast-owmng F1 

fans could we ll have something rather 

special to look forward to. 

-• • .. . 
~ ... .:.: ~:: , . , .. / 

-- ~:;--~ -
The handling is lar 
from finished, but its 
understeering nalure 
don make it easier 
10 admire the lovely 
smoke eifeds (top) 

• 
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Re .... : hA (eoIn-op) 

september (DC) 

OrIgin: F,.nce 

Coals to Newcastle is nothing compared to coln-ops to Tokyo. But that's precisely 
whare Parisian developer Toka Intends to take Its adventure-based beat 'em up 

T
he deYeIoper$ are I1I.JdcIIed 
!!found a bettered /OIler hsMc:t 
cabinet The gutS of theif game. 

500/ Fightef, Bf8 spilling out of the back:. 
They've been I\ard at woo: all nigttt, all 
week. prepamg it for scrutrr,t N!)N the 

ftrst level Is complete and the only pieces 
miSsing are cut,scenes, some special 

effects and a final roosic track. The aJ/T8IlI 

score. which consists of Japanese sub­
Indle noise, IIoocIs the room as the coders 
take turns to tlY out the results of their 
labour. FOr In a few days, the arC*Je boaf'll 

'NIl traWl to the most IIartIcore pnes 
market In the world. French devco TOO is 

attem~ng something that few westem 
deYeIoper$ have done successfully. 
making an Wnpact In /ap<n!Se artades. 
And not juSt: In 8lrf old geM! entJef. SOUl 
FIgtrter targetS the heartland of the 

• 

-" 

IapBfleSe pmI1g ctm"TI.Inity - the beat 
'em up. BuI; if lit fr.;I: INs seems daft. there 

is reason In the madness. 
-we have alWays been sega tans and 

arcaoe fighting game fans,· explains 

tectncaI direCtOr c.rIo Pen:ontI. -we tlY 
to maD !!fcade games on c::orJ5des. Now, 
because of newllardv.tare, it's possible to 
mal(e something for coWKlp usa· 

After deYeIoJ*!g tIVee utIes for the 

PIayStatIon, Toka dedcIed it was tIn1e to 
move 00. A well-regarcied developer, just 
16 staff strong. it felt the PIayStatlon had 
been tectriCatt' pushed to Its imIt To 
accompIisti the ~pticaI detail Too 
desired, new games would haVe to be 

deVeloped for next~ coosoIes. 
With ttU In mind, pI<w"rins started In l.#I 
'98, >Mth wort on SOOI F!ghte(S :4) etIgIne 

corMl&I1Cing in september . 

11. was then that the catatvst for the 
Japanese con-op ~e entered into 
the equation. After years spent In the 

European games ifIdustrt most recently 

...mtJ1AIgIn and Eldos ~ LOUIe 

8Mtty and VkIcMtt fWJrMIY set up a 
COOlpany called PIggybact.1ts modus 
operandi is literally to piggybact: 
deIIeIopers. actk"Ig 1$ pt.tlIisher and also 

helping deYeIoper$ to spedfIcaI)y market: 
games for different terrttor\es. Piggyback 
Is the reason SOUl FiStIter is primarily 

aimed at the /ap<n!Se sector. 
-we dedcIed 10 de'o'eIop a game for 

the coIn--op maltet and cross over 10 

the console rncnet.. says Pa~. 

"Fortmatety, ....nen we were taIlcIng witI1 
some ~ COI"I1p<ries they liked the 
Idea. we were surprised, but If the game Is 
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As well IS exp<lnsive scenery, Toh's custom 1D engine C<ln deal with internal sections 
such <lS C<lves <lnd buildings equally well. Vibrant lighting effects complete the picture 

good, the game is good, even if it is 
coming from a European de\'eloper: 

The current SltuatJOO in Japan IS 

grim, though. Arcades are in decline; 

spending per person droppe;:j by 

approximately XI per cent during 1998 

The IndUStry'S response has been to hit 

tlaCl with more expenSIVe cabinets and 

speciali sed controllers e\'erything from 

the Sniper slm Silent scope to Gel Bi!SS 
and the 6emanr explosion. HOW can a 

fighting game housed in a standard 

three-bliuon Jamma cabinet expect to 

make an impact in thiS enVIronment? 

"In Japanese arcades the first floor 

IS tor tll(! Dig cabinet games: states 

Perconti. "But the secood floor is fu ll of 
fighting games The re are twO coin-op 

markets, really, so there are still plenty of 

opportunities for normal figtlt ing games· 

Horses for courses 
HOW big the opportunities are for a 

European 'normal fighting game' is 

another maner Despite suggestions that 

the French are, graphica lly at least. the 
Japanese of European gaming. developing 

for the Japanese market isn't simply a 

case o'i <ldding subtitles and redesigning 

CO\ler artwork There are specific reasons 
romb Raider didn't sel l In Japan. One was 

Eklos' reluctance to modily the Japanese 
verskln of the gaMe (Nipponese gamers 

WOUld've preferred Lara in a more manga­

esque style). COI'IVersely, Crash 3 has 

$OK! O\I€f a million copies because tll(! 

Japanese version was specifically tweaked. 

"The Japanese market prefers a lot 

01 bright coIOUfS, tljues and pinks, and 

cutesy animatl()l1S like bulterfl ies: 

explains Beatty. "Unless you live in Japan 
you can't imagrne what they want." 

AlluSlOl1S 10 Japanese lairytales and 

history were one element sugges\e{llor 

sou/ Fighter. But tll(! main change so far 

has tleiJn to tll(! skin colour of one of 

the characters, tll(! Warrior. 

After 'saving' (ie, killing) 0111 the souls on 01 level, it'J time to 
meet the bono level one sees 01 grillly but replete with club 

Despite suggestions that the French are, graphically at least, the 
Japanese of European gaming. developing for the Japanese mar1<et isn't 
simply a case of adding subtitles and redesigning cover artwor1< 

"In European games skin is brown· 

pinl::, whereas in Japan they expect 
something whictr is closer to brown­

yellow: Beany conunues. "~ 's something 

they notice strarght away" And while 

these are subtle changes, ToI:a is 

hoping that they will ea:;e sou/ Fighter's 

passage into the most competitive 

marketplace. The last round of talks held 

• 

with Japanese companies was very 

po5ltive, although you can sens.e that 

the thorougtlness With whiCh Japanese 

companies work IS sometimes frustrating 

for the team To them, lt's a completely 

different worK! OUt there. 
AS well as the VlSUiJ I as.pects, SWI 

Fighter'S gameplay is obviously inspired 

by a 10\fC of Japanese figtlllng games, too. 

£DG£' 4 1 .. 

, 
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Primarily designed lIS a coin-op title for Japanese arClldes, Soul Fighter has been subtly tweaked for its Asian market. Changes indude lightening skin 
tones and the introduction of (utesy butterfly .nd leaf 'nimations, The red snhorse flags were another change sucgested by the J'panese (.bove right) 

' 1 thinK this game is along the same 

lines as SpiteQut,' says perconti. 

Coincidentally, liKe Spikeours producer 

Toshih iro Nagoshi, whose previous 

project was Daytooa USA 2, before 

emllai1:ing OIl Soul Fighter, ToI:<l was 

Narrative devices 
Although the game's core is a 3D fantasy 

beat 'em up, it also introduces OOSlC RPG 

elements into the mLx.. Each of the 
~x levels is constructed as a large 

environment. albeit with a fairly linear 

It's diffirult to imagine a trickier task than developing a game 
for the Japanese coilHlp mar1<et and then parting it in 

ti .e tot the Euro Dreamcast launch in september 

::;"-:"-:'11::1: 
c:." CNIIIII ...... ........ .,...., 
... - .... st.I _ .... -.... _ .. -..... : ...... 
... .w.t ~., -.,'" ,,, .... 
bm .......... • ...... •.• . -cr- .... 

... 42 £DG£" 

best ~r.own for its two colourful, 

technically adept racing games, Buming 
Road and Explosive Racing 'Sp/KeOut is 

on the street and in 3D: Perconti remarks. 
'HOpefully we can be the first game in thiS 

Kind of unMlrse 10 add in fantasy as well: 

• 

'-

wal(through. There's even a plot of sons: 
the populauOIl of your Ilometown has 

been turned into animal 3V<nars, and the 

only wWf you can save them is to Kill the 

animal forms, which alloYr.; you 10 collect 

the human souls, hence the game's title. 

After defeating the final dragoll boss, 

these souls can be returned to their 

human forms 
The tluee·buttOll control setup ­

punch, kick and block - drives the figtmn&. 

while a power oor can be charged up to 

provide a variety of combos. Fluid 

character r1"IOVefnem is guaranteed thanks 
to J combination of lead artist Lyes 

Belaldouni's ten years of Judo and the 

expertise ofToI:<l's Ill-house motion­

captu re studio. In addition to the hand-to­

hand rTK.IVeS, each of the thrw characters, 

WarrIOr, MagK:~n and Metissc. has a 
dedicated weapon.lhere are 14 additional 

weapons which are progressrvely made 

available They're 0Il1y effective ror a 

limited period of time. txmever, to prevent 

, 
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As _11.1$" waterfall d 10 Ocori"G of Time, 
Tob m.ly .Iso introduce .. horse Into ttllt 
,ame. Motion (aptur. mlsM be tricky ... 

players tooling up and 5IffiP/V SWlpmg ItieIf 

W<f'I througf'l the gcrne. 
In a ~ twist. and one mirrored 

by fellow Parisian developer Quantic 

Dream'S Omitron, four of the weapons 

switch the playing perSPeCtJye 11110 

fifStpeI'SOI'l mode. It'S a meme 1Ila! runs 
!t1rougtl tile game, wfth each level being 

br~en doWn ~to sma ller combat 
sequences thanks to the extensrve use 
of cut-scenes. "SOrnetuneS it's good to 
StOl) the player, to show them sometIWIg 

and then ro.ave them come oack to play 
with a I'leW armament: suggests Percoml, 

In this WiJ'I. SOUJ Flgtlrer mures the 

smaller and '"tense 30 erMrOI'"ITleIlt 0/ 
beat 'em ups sud1 as P\::PIw.'f Srooeand 
Ehrgerz WIth more expklratory elements. 

--

Milln. ".I' 'em up '<lion with .. Vlriety of wnpons, Soul F'9"!« promises 
hectic: ,.mepl_, with .. mo.e uplo •• !o" style th," othel titles hi the l enr. 

COrTtIat should be ntenSe. the engIfIe 

rnatr1IaIIq a steacIy 6OIps, even 'Mth up to 
ten enemies 0I1SCreef1 . Currently runrung 
00 a P233 wittl a tweaked VOOOOO 2. Tota 
expectS the &\aI con-op iteration to use a 
P350 wfth !jther twIO-\'OOdoo 2 or a 
VOOdoo 3 DepenQ'ng on the success 
of Japanese negm.atKlflS, there is the 

possilj l,!y of a sega NaOmI J)OfL too. 

seal of """""'" 
SOOI FigfIrer I'I3s apparently gained offICial 
recognition - Piggyback claims it will be 
among the few EurCHleYelopea DC launch 
titles (despite no confll'TTl3llOO from sega) 

Otfferences between the games tor !he 

\WO plat10rms will be mal8Jnill, aIttIough 

the COIn-oo version Wi ll ObviouSly be more 

stratghtfolWarll and s!1g!lW IlarOef. the 

• 

arcade'$ goIOen tIlrre-rrwtutewQuals­

one-pIay rule Dell'18 closely 0DSefVed. 
It'S difficult to ItTIaglfle a trICkier task 

than ~ng a game for the Japanese 
COIn-op market and then poitWlg it ~ tme 
for the Euro Orearncasllaundl ln 

September. oesprte ttus, PIggy!)aCk and 

Toka seem remarkably optlmlStiC about 
the game's ct\aOCfS. There is IM'fI ta lk of 
deYeIopIng a sequel tor the game, hinting 
at tile next-generation PlayStabOn, 

_ "We!lSSl.lme the JapaneSe market 

IS the reference in terms of gatT\ln&." 

concllJdes Pa~ny, with Impett3b!e logic. 

"If you uy to fit imo !Ius maRet, tl'icn it Will 

fit ~" That rruch. at least. IS true. 
SOUl Fighter m Tokyo may be Smatra in 
NeW YOrk. If It C8ft make ~ there. It ~ 
can make It anywhere. 'l..:::::t 

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

PRE SCREEN 

As well as fl,Ming a 
barrlge of enemies, 
playe rs will haye to 
deal with a variety of 
diRerent traps and 
Ion,-ran,t ~npons. 
such as flamln, rocks 

- ., 
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The behaviour olll'lt bots 
hill betn m,jutical~ 
t nlinetreil. Finish. units 
will sel • new stand.rd 

WoifeflS/er" lD, id nos p;.,n~red """,rything from true 3D s~e 10 Interne! g.min~ 

Md the wdrst><: sl<ills 0/ In~1 d .... gn. Now O<Iake Ill: Are"" pro>mr_1O marry Ih~ MsI 

in 30 eng,"ee"n8 wilh Ih~ ultimate in dealh""'''hes. It Ih~ le! ~ ri8h~ id "offen 

joke thet n.o Of1e WlII f'Vt1 need 10 make .n.other duthm.Kh game, Not nen id, 

11'1 U"" motn,nll.'OO the oftk ... /He d~ted. (die .. hro>ng yet another rulity 

ched. The """1,Md p.minll. hi-tedt 01f«1 WIth tloaN<KtiI,ng troued wind<!oM 

.nd ~ orchods "- been squI"hed by the messy t.Kt 01 cum...,. ... bufban 

_rom 1I,.1tt "" ta the dc>or plate - numbe< 666 - me top I\oor 01 .n obsido.n wbe 
off me 1_..,. seems .n ideal ~ for id. but io\side It teels mote like. student 

union thin the wor\d'sl>esl P( glHl'lt~_ 

Since n.o one is In yet. M ... Donn. I4IIb .bout me 1.m0u5 ... mes who "-" 

paiHd through thes<! lOOmS. Joro Romero, the t\ilmboy.nl te.~ cinr,ntf who 

unbel,evably lirst l4Iught John ea,mM!< how 10 (ode - .nd who tried to teach Mi .. 

Oon~ 10 pi..,. Doom with. mou,," _ now burn,nl m ,lIron1 up the ,oad atop a 

skysc'aper It Ion Storm. Joy Wilbu, and M'ke Wilson, lesenda'Y 'bi" gu\", the m,mer 

now. HefI'Y K .... nlet-like fogure It [pic Games, the liner he.dinl up Gathering 0/ 

DeveIope~. Moo'" RN!, once id pr .... dem. now .110 at Epic:;and credited with the 

licomrnl out the Unrf!oI Pngi~, ~n.r.kGee.1eveI desIs_.nd the l>esl Quoke 

pIayef ne. to d,_. dwqUO! at id 

All ju5I 'her kilts' 10 the 1aIzer-lhln-lrie Miss Don .... whose ~ heir oIor>t 
deserws itS OWl! TV sn-_ She ,efu_ to be pftotog .. phed .nd futur ... in none 01 

the hundreds at photo5 .nd press dippings lhel CO¥t!f lhe office walls. Only co-owner 
IohtI GI<r'n;trct _ •• constont in the p;ctures. His ttlns/OfmabOn t.-om ...,. mop­

"",,ed leen to 'o'ISionary is simply me ...... red out by sJchtIy Ionte< "'" ...d prOgrtur¥e 

Wlrdrot>e 01 comp.rr"l' ,.me T-shim.nd the .pput.-.ce of;a PI"' of spectodM. 

Deathmatch with the media 
TocI..,.'.~,..re unlikely 10 take prKle 01 place. .her the tr'lic: ""' ......... 

do,en h .... ·tchooIludo; by two 0I1he" ttmchcoat-we.,,"I ~ the medo. ha. rtlr 

own deathmMdl on - .nd ."m" Itt in the lin<!! of fire. The word ea"" on is that id 

won'l comment for ~al rel",ns. It's Ilready ;awa.it,"I development. in a ilwsuit filed 

in kenlUCky, where it is lmong 15 comp.rrnoes beln, sued for $100 million (see En) 

More employees start 10 w~nder in. ;altl\oual> earlllKk won'l InM! unlil mudr 
later It lurns out ttr.at INf'I' 01 the IQm were fiddling WIth the le5/. llerWn 011"" 

._ Utltil4«l1n\. They hope 10 Id it on the Net ~ AmvinS" e...:tly the wrons 

bme, then. QUI host G<.,..." Orrine, an~ hide hot; SUt$S. The toundet 0/ the il-fated 

codesI>op TtiIobyte ..... joined id to help forte • _ 01 where "" 1"""" should "" 

But for now, he'. looking me. Quokelll.' _ - and the IhI 01 (dp.. 

Onme left the UK for';" rn<Ir"IIM on Amefia. n... WH _ 12 Y"'" azo. He's 

bet! known as the desrgner 0/ 7tIr Guest.nd lId! Hour, IN"" CO-ROM showcases. 

earmark Ills been I friend';nee the early '90s. "rd meet U9 WIth John It "uious 

• 

shOlNS," Oev,", M\,,_ "H, wn doinl Doom 

when I W," doin. 7th Gues,; Quoke when I 

W," do,nl 11th Hour. He teased Ihal h, W," 

caKh'''I up with me in real time." 

Ocv>ne !Iq,", the _';on wilh the 

bt:ant ntWI 01 the drr'. The le5/. IItfSion 

th" id WH worting on 10 frlnwlly last 

nicht is the MKintosh reluse. In f«t. ewn 

Liftu. users will Id ;a t.sto: cl An:no beIo<e 
id's ... tu,1I P( (Q(llblUtfl"'_ Curiosity ha. 

been prqued. tin John earmack finally ~ 

ItfIOIIlh at the Pi: and itS 10 d...,...,? I< I~ 

bnt P( '""'" pr"ll,.mmer goin. to beco"", 

the ",,"our 0/ Ihe Mac? 

But CarmM!< isn't here, and t>nides, the 

I'''''' is Nnnins 90 ~r Ceflt happily on 

Ot¥in<!!" PC. It Ioob stunnin .. l'Nenty-four' 

biI mMliacs Nn Ihrough wrvy, Of!''';'; 

COtTidor1lnd ;areM> suspended in space; 

power·ups spm ;and bob .nd the g, me 

tr.reIy clr~ , t.-,~ The cornbel4lnl'l ""'Ill 

;and ao;ad MCtI other, hoist eno<m0u5 _.pons inlO the ...... nd tum smootnIy to 

!he nct>t 10 let their i'Iu6J blown 011 by .n 
incomont rode!. A detoo:hed c.omrnenUlOf 

reportS ~ _ new tok" !he Iud. 

Quo.I:, III Arena Ioob 5Ioe • 

delthmMd!, """'" wf>en rou''' up agllnst 

!he bats. Comp.rrftd 10 HoIf·Ufe, it's IIe'Y old 
school. But since id fom broke the new.; in 

AUIUtllhat 0111 will ~ de~lhm.t<h only, the 
world IIH corne around to the idea that the 

All could present enough 01 a dlillenle 10 

make the ';nsl~ g'''''' inletnt"'l IOf 

!he modem-Iess. Ot¥ine is rno<e stndent. 

"ThIs or; • dll5sOt s.r~ "me." he wys. 

pornbnl out the ~ 01 
COfIIIf)fItICIn Iintpenon shooten. Ga",," 

lilt Urw"ftJ( Quo'" Of HoIf~ ... seen '" 

bene. bearUH you're wnstantly upIof'ng 

new ;arelS- But sud'l 8 ........ not only .acnfke 
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>pHd la< I,ophll; 1IeMoty. but ab<> !he Iinfl 

point. 01 fighting 

'liSuIlly you j ... t 10 from fOOm to room 

bIasIint; monsters ..no _ OHm to """'" 

whirr'. coming - desprte 011 !he noise ju.t 

OUtlide the doof: jokn 0e0.1M. "He.e. the 

'l1~kial intellige.>ce work> 11<1011 the whole 
erwiIonment" In othet wordi, you'le in the 

blue COfnO'r. the compute' is in Iht rtd ...... 
thett'. I ,odf:! ~uothe' sornewt>tte ,n the 

midd le, And ~ iln't 10'"' to wait lOt you to 

llellhete first. 

"One time I made an inwne boI,' .-aIs 

/oh" ca .... the "'a,no behind the . rtificial 

,ntellillence.·1 mlde him uhr" ap,noive 

and his llWOU,rte WNpon WH • chainww. 
10 he _ ran out 01 MTlmo. He jusI ran 

.round wildly. Vou'd be one.<Ikin. thfOUlh 

• eorridOt Md you'd heo ' h,m re'<' the 

cm.,nsaw behind you.' 

Th~wrth.~ 

and aJaues. he COIIId be l""II,omm,.,. 

fo,. bonk except fo, the lact thOl he'. 

weMlnS I r ..... il1and iI <mili.,. GI ... 

'l!IU~rty ....... onto !he Some H' 

'S9K\Itor' .Id wlIdIn !he bots find !he 

InteR ,oute. to the rodet IIunchers .nd 

qUId do""'le. rippi.,. ciol4l ria:ht OUt 01 tt.. 
maps. TORi ... ~ the- omnipotence is 

mud> 01 the cNIIenlle_ 

Field of vision 
For ,munce. the bots now loCI lCItOfdint 
to the !lame rules n Ihe pIartr In p<wious 

Ouch .. the bad rurs had a lieId oI .. sion 

of 1~ deg,ees vtfSU'I the pr.ye.'. 90 

degr_ SO theYd often..et you first. 

n..r-s,one. The bou now '-. concepl 
01 the whole envi'onment but t~ ",n't 

..et what is roinll on thlOllllh walls. Lib 

any humin Quote pIayef. bots ~ I;m. 

mote th.an the deathwnJI c.nh ,1'it!I them 

to encour;tjle them to kill. Thelf personality 

....... ilKIJ il5eK in how they do it 

How low will tIItJ let ~ he,lth Ot 

',"lOO run down befOte fll'lacin. ~ 
be<:o,"n the prio"ty7 Algorithms tradi"" 

off de",e 10< hnlth ".ins! current health 

........ _ I bot 011 the mowauon I 

l ow on ,Iamour bill h ooten on lap: the view fTom lofs office s 

dHthtr\Itch nHds. We( nearty ... "They don't '- a revense component right 

now: admItS c.nh, 

AI< pl/IVers P'oti ' t$$throuSh the " enu, they'll meel successively h"de, bots - 0< 

dr.Iract~ If the lame'$ St.d .. toriIl ·Runn,,·,. Man'lhe_ hn thtn'!. "The cI>o,acters 

If~'f bad 1"Yf." ..,.. I'auI ~ a detlJnet and ItJCWre ""'" curre.ttly- tonmetinl 

bios 'Of each 0( the artr .... ~ndish aealJOnS. ·In!her. own min<k, theY,. In good 

I"'f'. They we,e he,oes wh.' ...... ' they Cl_ from.' Softly J!>Oktn an.d sm,nl ,". 

room covered with hio own Aodney Manhews·otyt.'anl4lsy ","intin,,- Jaq....,.. 

introduus ... 10 !he RM1.. carma<k". new spt;r:.body an'mltion systtn'! dMde. each 

dr.Iracteo up into three ","rtlI - head. upper body and Iep. Each ",n move indMd ... 1Iy 

of the oth.,. 'eiU~inl in a pseudo-sk.lelalloolr. thar. effective and _"kien!. 

But it's the e.plOfIOtI in tile p,oragO<'lists' compl •• ity th.at h.a. ~ the .11 .. t. run 

_Id_ carma<k"s detision to locus on mulbpityer- puI$ the d\I,acte<1 in the ~ 

o..a you're l.m,I .. , with ........... "'" movements .re the only ~I(S in Ihe 

lame. But od's "",in d\lIacle. .rtiots, Paul Steed and Kennelh Scon. h,... mote thirn 

,....., to the cNlIf,nge. 

Some d\lf1CtelS .... , ........ laces. n... ""n,,,,,, from Quale""", Ooom ....... e 

GItntO app"lfancn. ilia ..... about roIeT<I from 'Boopt N!IhH'. mm ...... you 

""h a nailsunl ·E....-,one campLo .. o about ·sbtrn( chI'act~ .. ~ shoot~ 

10 I thouIht why not mike I _I ......... ch.aracte<r That'$ P ... I seeN polygon arM! 

em-_dinalte""", arI--n:>und job<." the ftiI of od <UfT\t «rOH H~. 

P ..... SIted is tI\eor Ferns BeuIer_ Hoe pumps oronlllund,,_ on 

• hull" le'! of ~ in Ihe crowded test comdoo.. He's ins.IneIy confodent. T"" had 

team< '" 10 'flrSts bef"..: Hy1 Steed . ..no's WO<I<ed 0<'1 Wfng Commonder J and 4 

Tm teIini you. the YRf_ do it here If the wlfto do it. There..., ~ and 

"'"" theft If'deoeIopef concemr ... e' - joust -.id_fl'" 
Steed loads up I test _ complm wrth • hutt woll-lenp mitrof 'ny ",,<let 

would die la< He firn up. t,me lIill on ..... teboard darns badII ips.nd vlOOU< 

ott...-bId-of·~ruI aeo"""'- Nut he sIIcrowo lIS his """&un dn/gn. 

com~ with ,!Her..,M- Wly '-. SIIi'II on. shoqun7 11'0 a iDle! TNt'.1he 

poont.' You ~ ieeI today-'. newsp.opers wouIdn't see Ihe funny ..de 

N6I dOOI !.It. kftI ...... Scon. ..no but 011 mr.><h 01 the leun pming K~. 

..non he jumped loom ton Storm to id jIIJt four months -So. n... ",.,u,e 'I1rst 10 

• 

-" 

PRE SCREEN 

The luminoU5 quH dllmll,e 
icon (top) et\IIblu you 10 
IlIflkt four 11_ 115 . udI 
destnKtiDft 011 oppoHnb. 
When fued wilh the 
dlJllndive blue Blow. 
Ihe n (lIbowe). it's wise 
10 but 11 hIIsty retrot 
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Anntfs new split-body IInimiltion system, whid. C._lick Is 'HPOn~bk lor erenin&. divides the chaflcters 
up into thr •• mdividully moy,'" plm (hud, upper body ilnd less). The n!5ulls set QIII:A .~rt from its peen 

As id st.lfers Irnly .dmlt. 
the compluity of QIII:A's 
architecture isn't explicitly 
' PPII,enl.1 fint (l lInet! . 
Irs all in the delilit.. 

'4iI 48 £DO£ 

lull Q( praise tor Sleed "!feeI ... l"iII1. bee..- my job ~ 10 rrnokt .1>e mocIeIs look 
rut. - Scott s.yS. "'MIen I ~ moo:IM "om p ..... !My wucty 100II.., pxllhM. my 
job is rollr not 10 l\1li\ Ihem- S<ott "" ~ t.>k ... him two 10 Ill,,",, oUy$ to fully '.tin' 

I model.nd ke<!'P up _h It.. prohfic Steed. His ch.,.ctcr Min., whKh he It,n 

p~"nts ,n III~ Uadluon.l·~· w..,., b'!ttl~ willl detail lh~ is a bIke< ~h. 

pocket ~e< (Scon Ilirmfti .. "PP'GKhing I,OOO,OOO"'~ on his own 

~,., UM) ...... Doom 10&<> on the b.odr. of hi< jKket. Ye! the empha5is is on 

"" .... !he l...w,n -.bIy battle-KMIK on- dM,KItiS...ed 10 look ... ,-tom; 

lhey aet bkMn ~ MId then put b.ck IOIflMr and ...... <>lA ~" Scon Wf5. 

"I,onrully. !l>e<e'J no...m thins; .. death '" cM ,I""'" 

Id'. olhe, .,1" ... ,e its ownefl Keo.1n ao..d Ind C.,mad<'. b'othe' Ad,iln. 

Lih IOhn - who $IiU haSon'1 o"...ed by lundlllm~ - the;, sucus. hn eil,ned them 

a cert.in p<~ ~ id"s incredibly t.osprc.1rIe aItJWde towar<kvisrlors (Ill lOIII 

COtII'1SI1O its 'diIIIcutr reputMion. and on tod~ 01 all ~) per+raps.....tes .... 
erlCOU"'''' inevi!a~. Afte, wandenng Into one 01 m. _n, toOm$ I", (I'tO! 5bds 

.nd rotrmou., Ed • • ma kn $mil ll-Ullk on Ihe imponance 01 ot:IItlabfes Wllh a qui .... 

unassuming W • .....t>e,ry $MIll ... , toe doesn'I Introduce hImself. ~t •• 1"'" , ...... lhe 

._ ~ .......... M ...... ak that: od pf.ns 10 move ofticeo IOW."" !he end 01 !he 

ye .. -wr.'ve I"M QftIboa,d w"" W'I<Ie ~ in the _ oftkn.· ...,. the 

"'Y'Ieriou. Krlin Cloud The cu"enl offr<n a'e .. cramped .. D<>om. Atd,rtectU'ilfly, 

id is opening up jus' like il. games. BUI ~'. h~fd 10 imag tn •• he le" u,e G! Ihe new 

pIKe being .. ,ich as thIS. NenguM t .... t li", spotIg<! ml,srles li ... !>ouIIM pIa<: .. -

the ....,""111$01 .... inter-offi<e .. ' that: bot$.n .......... the lors' mob .. wooed od 

with • ga ..... proposal. Jo/In C.,mlCII's antJq~ -..d coIIect>on ............ on the 

... lIs. The <om~"Y launched h .... by John.nd Ad".n Calmad and Ion ROOM'O 

on Ihe ~<k of . httle_known gil "", Qlled Commander KHn went on 10 chlnge 

the indLl$try with It, $I\I,_il.e busr ...... model, open ... nded IKhnolotY .... d 

unpat.1Iefed I'aphru ..... ines. Oo.ens, if no<: hund,eds, oow od t/>eif jobs.. S'uff Qn 

be mwed. but memories ....,"t 

What i. definll....,. IIOf on the .send. I. e.pan$ion. There .,e only 15 01' so sl.IlI "' 

Od, and it will probably .t~ lfurl "~. E.,A,thur ..... de'son conwlUln~ now CEO, Todd 

, 

' --

HolI .... hud heads up It.e company dly to 

~_ 'Our "''' .... 'Ie .. ~ low, since _.~ 

not !Mnl in • ustle: ~ 8JII_ "Fo<. 

ptOJ«t 10 be .... cc"'!ul "'" don', h_ to ~I 

• whole lot of "n,ts- Id'. exreilenl u..,k 

recotd mu". pubh",~.n b<lt P<"f lot the 

"aim to disttibute IU lame. Lio<emed 

d~ributor ~ '- p<Ott.bIy INde 

b.ck !he cool 01 _",i"1l Quc>~ .. 11, ~I lhe 

ben~li' ~ 8~ined trom .dding 'id Soflw~re' 

10," re/uSl: ~ule is inn.imable. This 

filii"""'" <IrOn, ~ '- no pubfosn... 

IookIf'!Jt 0Yft It$ ~ - rt """'PS up ". 

own mon"Y and ... Ik all lhe shOI$ ~ .nd 

Ih~!'s wh&1 kftps ~ so fo<.used . 

.",., tr~ IS no( Ios. on In, but !he 

<Om1Y"Y "' ..... umed iI,' Wf5 HoIIO'nshHd. 
on- "",,1!Wed ot/ b.ud MId _er !of a 
Ion, time. John Ormack used '0 wal. over 

Ih,e-e miles .hrough Ih~ snow.o gel 10 W<I,k 

No one hn _ l..-.shed ~ on 'Mm 

They owelted blood and 'e¥110 aet he,e-' 

Black box 
A do,en .id.."am .. ;ournali<l$lrom [UIOp" 

qudly ICIIO ,nps wrth """'" on Id'$ 
P"":I, ........... tompu!<'t$. UnIe do t:hey 

know t:hey'", bel". rKo<ded 10< postenty. 

AI some POlnl John Ormad: hH enlered 

the build ing. ~nd he's set up one G! Ihe 

machi ..... '0 ,ecooj lhe ",.",.....,.,IJ. uter 
!he game wdl be scrutJnised like a bIact 

bo.< 10< dU<'$ in !he qunl 10< p...-IecIion. 

Aftft ~ lew m'""'l .... Qva,t .. /1/ """'" 

pIIy5 ;V" like Qu<lke Most 01 all, lhe 

(I,elully designed "eNl$ seem p"ne<l lOf 

d .... hrn"<hes. As C/rrm...:i will say, The 

"lI'hics soon fade onto the b.><:qrwncl But 

tor • wh~ they'", bre~ Details like 

!he "',mmen". effecH oIl""""-ups .'e .. 
much a pan of tM look on Ihe huge culWd 

I,chn and ollanr< form$. The potlll 

IKhnology is .... nninl- walk up 10 one and 

5Omt! DII>e< hor.,. JYrt 01 the ........ rocks 

before y<>U like , mysTIC mirror )ump through 

and you',e 'igh' In Ihe"" Level deslgne, Tlm 

Williu gestu,n 'owllds. &en~",'adrent in 

!he 1Ioor. 'We ........ sloping ~ built DUI 01 

cur.es," he Wf5 wom ~. "No one '­
done tha, bef.- - although it's probably 

'00 ",b,'e 10' Inyone,o notice," 

Wtllits is. lou,-yea, _e. ln dot"'. b...:i 

10 !lamer" Iitnes. The other IeYeI de!.,...... 

' •• ndon J ........ '- been here 1tI1TIOSI .. 
long Th .. i, styln _ hk .. ~, pet$OI'IIhlln­

,'e very dill. rent. Will its. a bund le of ene'IN 



• 

l etllininllhe f.milia, !IOmbre tOM 
w.s.n . sMnd.ll conlld."tioft 

whoS<! chHrtulness is .nfIK1>Ous. pilI>! out 

h>s mOre comph~!e<I m,ps on ""poI' 
James, quod ,nd JOftIy opoken, wortc. 
inlu<I...fly, wo",nl WIIh a untfal ,rei .nd 

ch.lnnPllinl playen in thfOUlh ~riaI 

"P" .... 'My .... ps,~ 1oIMIIer, I,m.. and 

tt....Ie·s nolWttett 10 hide,' HIMS wh;spe.s. 
"Oeath, destruction • 

HOurs spent wrthtn the tnWOII5 01 !he 

I_aM .. ~ to issues like the reIwYe 

import.nce 01 comdots CM< bot. os­
rooms. 0< -...+.ethe< to des<gn ..ound rode! 

jumpo .... .....t .. m~ 'We wanted to push 

ourwtw. bKk tow .. ", Doom,· he eopWins. 

~ aIona Ihe wa.,with the 

'P'owIinJ Qua.l:e Ie¥eK _1Mt 1Nl. rm IlOl 

wyini it's. b.cI1hinc. but H the technoIocY 
let. _ ..tv.need, I dofI'\ ..... nt US 10 low 

"'8hl oIlhe de,thmatd!; He runs ..ound hfI; 

.~ Mt, .... tM lUmp ~ ,nd """'" 
'wttee'to hImself, ProNbIy Hr, bftt Quote 

pI..,.~. the ""gun 1$ J,mes' we.pon 01 

cl>oi<oo. "I dunno, " iust feels good: he Wyf.. 

'When Ihe'\' e.plode in The .ir and theft.re 

body p"rts Ilyinl .tOUrn! - it's like firfWO.h: 

What would lite ... ious ,nh-Ilmes 

activists dlmourin8 on CNN mab of thIS 

m.n] If I>e was still in Khool. he'd-.r 

blKk.oo be bullied. Insleld. hIS ,ffinlty 

WIth .... d"nes MIIkH h,m. sw ., one 01 

the best soItwlre complrun in the world. 

Cut to the chase 
John ca.-II suAs intO the room. 
dioco¥eN lhat he's e.<peaed 10 WoJS1e ~ 

minuteS wMinlfor !wO frendl joumos 

who'w sane for le Iog .• nd he', out ....... 

!Sw .... III OIISIrUCbOn 10 c.I him ..n.n they 

Ifd bd.. P.t1Iy. rou feel. he', I\efVOIa. 

Plt1Iy. he', Ibudr lost 100 IN".,. toours' 
~ locUy Mainly. it's IIwt hlvina Ci<mP; 

e.pLoin the intric:aties of 3D enllne des.,.. 

10 thIS 101 is like Vircu,.. WooH tillinl quoles 

on fem,nism 10 The Sun. It's mote Of less I 

wa>te of lime, "Id he'd 'otllll1 wnte less 

Itme. On«. IOhn O'mI(k lOIn locked in 

the office ""thout hot keys. !lithe, than 

phone I ·coliNgue. he took one of his 

swmds dOWf1 from the wall .nd hl(ked 

• t,aight th,oogh the front doof. 

The probIftn is tIw cann.d is briIiMIt lIS • ]0 (o6ef he is peetIess; as In 

Of.tOf. dnpne I tll1!dency to Iooe t.mHIf In tus words, he's compulsNe. He 

downlo.ods in front of.,.,.,. odti.,. out the ..,o.lile I C P<OI'1m. IIIlIOPIW'I eYII1Y 

possible question lile so......,. ,F{THEH rouwtes. 50metttMs he stumbles, 

app«lldli.,. I subject from Ittrft Of lour doreaJoM: "Thonp ... P'CWbt\' be """-.... 

,n Ie<m. of When" pt. to the point ~ --,one IS The nut mljOf chlnp In 

_.II.rch~edu'.t do!sIsn'" bo: ".nd then he's oil oudrnong In ten m,nutes wfty 

~ p.-ocessinl is the futu~ of ]0 uods W!thouI """' ... ID< bruth If tIm style 

mikes him iMt~. ~ also ~ -t If....cnpl1 01 the ~ tmpGHibt\' 

difficult. Edp ~ ~ his ~h ... Ifd 1_ wiItI his qinH. as the technology 

beII,nd them I"' ,....., harder ID explain. 

Of"lnld< is kHn 10 o:pIain """" he .. 1Is the 'ena~ dK;.ions' beh;.ld 

Quate II/:Arena. Goi"ll multiplwfe< hid !wO key- benefits. flnI. id could (1_' 
compel~ ... I.me I!Id an induslfy·beltina 30 en.ine in tesll111n \WO vurs -

someIhi ... c.m.ct bo:Iievft is no 1on1fel" pGHible with "nate~ --,,,,, 
npecilolly with just "1U!L 5«ond. ~ _this tfIIlM could be op(OmOMd for 
~ - the od,p;..u: I'.ph .... dIecb of Ht:rII-LAt I!Id _I,/rqtII-..Idn', bo: 

• coru.i6et-lIbon. 'n the If~ lrom ~ ID Doom I!Id 10 Quot .. ,!he neon 

•• _would <_out~ .... round 1210 15 " ............ second on the common 

machines.nd up 10 25 on the hillhest speu," Ormad """. "FiItHn fr ............ 

!«ond is fine for ~ limes. You .. n make Ittinst as porious as you Wln~ 

bKauw the ~ wiR only pons throush onc ... People pWfed MySI. which is real!, 

just like.~. IJ.ut in muhi~, IOf the fir5l hour you .. re tbout the .,.phics 
.nd aft ... tlwtt 11 hardly matters at ... " 

So Ormad<'. OIl1l1118ine is optunised 10 d._ relltrvety SImple enwontnents 

ftfY .... ickly. Intll1esbngly, the 11118'"'" doH supporl mole .r~ labonous 

techruques. .nd C ... "ad wys this __ ~ ... only '"'" !how 11$ ~r ..n.n 
the first ~ lic~ (.I)I"ne 10 II\IIiet ~ SoItwIre III "rudr -'<.'''1 on 

I Q<M~" III-powe""d product. and Electronic Am iI bdlO'Yed to haw! secured the 

"'I' .... IOf its upo:OtninI .... ",... Bond ti!Ie.. 'What _ .... JOt ... nearly """mal 
medtod of taki"l adv~ of lO hafdware KCM.wn., but.1so rerna'nint; 

KIIeabIo! for Iutu~ ~attom." as""'" CIrmack. "When people brina out ceornetrf 
KCelerMon., _.~ P111O ..... I .... ifiunt booa: 

He becomes wisibIy ~ wf>en wee ab him KoouI the MI( test. "A test is 

for our benefit, !he demo is for !he ........ benefit!"' he impIom.. 'The lest is 10 help 

us imP«""'" our product. it's not 1ryInt 10 sell!he.-. I know people _~ tab ~ 
lib tI\M. but that's "- it is. We're 1<""110 reIene!he test on the __ lifted 

$ySIen'I first. 11"'1 the most 'iIItonII.IocQl....., 10 sepl<Me our p.-obIems from $ySIen'I 

problems: What Ormad< teIuses to bo: <1<_ on. " the 1_ 10 IoIIow Quclke 1/1 

Arena E.rlier in the day. I>oIIenshead JOt parbcularly ... ~ ..n.n doscus1<"I the 

p"'Wility of Doom 1000. And vrt it's p<Kty deaf that Cirmack would tar rather 10 

What do these tech no·jotkeys drive It work? 

""""' orgonornocs on<I~ .......... d._ .... ....., fI'd; -. lJI.a_ 
1HrIS' -....... ..... c!r<Dr .. p<ftIr funcDaNj .. ac:acIo!tul The....,.,..., ha ....... on ..... 
....,.,.,..._ EMtI~ ........... hat."""'c«a- ...... urn-ddn ..... 

abded w<rId d...- cIe.eIopment. 
_ .... eoch rdwd.ooI ............ _~ One •• sIow~. tNOIher. 

.... ..... """ ..... ....,.,..., c.. ~. """" d pI«;e ""'" __ ., ..... S2(I(l.((IO SGI Orwn o;.,soem 
__ ~ ......... ~ d Ouctl<' CturdJorC ..... "- d Ouctl<" 1oI:.e...or. "0 
......... G ................ ~ 

o.y., day. progr ........... John Cash .... __ ~ --'- on duII1 ........... III ........... 
4C00tHl. pIuo <bI ~ Pro< for _ 0'U'lCtI0n& ,.,. John c.rn.dr; -.:heo -. 

'-_lwo'I_m~ ..... ~Vt_104Ic. n.e_Iho .... 
PC!., .........-.s -...... 01 JD SII.dO Mo:>< 

r.sl poxeww'S .... ree:Ied ., t.ondIe ~ cocIe. .... 10 Sq1Jf!111ht Ieytj _ .-.0 

• ~ ...... _ od'.1Jkt ono d~. Doom .... 0I0:>0r. "'Ill' sam ~ iI$ 

..... JDbK.ime """" ........ ~ 011 __ ........... CuM!<!...-Iaces.., ~ 

......... ,_ !lion t.s- ...... 0 ..... m.0CIrn ItIOIIIM! 1'-' in ...... A. oomp<essed ~ 

386 "'Ill' ~ 4K; Doom on • -..., 90 ~ 601C. Ql.de on • ~ AIp/'oI \f<K 

' ''''; Ouctl<' H on ., 5G1 Ongn ~ _ 2.5Mb; .... SGt Ongn ~ 0uc>I:0 • ~ !oMh 
~ on c..m.d..,....., die. reI, .......... 01 ~ atYkI soar opon Tket ... oIso 

t.IIk of SWIIct.ng ~t to MICI ~ ..... ~ 00 cper'1nI sy>Iem M. the rnusI¥d . 

• 
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.... _ ..... .. 

... Mi"- ...... .... ................... ........ _ ... ... 
1Iec:I) ........ ..... 

The future 0 0: 

dHper ,nto the .... ~ at 1D dIan concem himoeH witI\\IIe myriad triviII issues 

laised by. modem ~.-.Id -0 tIOf' --.......-. '-__ 
~ tMy- pt; c..'Iftad weIue --.. 11 the _ 100 much 10 tum od inIo • 

3D-...._ shop. So ~ ~ is SU«ftIIuI. ..... push 10 contIrIue \lie ___ . 

~ hive ~ people ,.;u, diIfeMnt opiniont.. he .,;!mOl1 , loot 11 lIlY ,oto • 
~,pII'l ....... people (101 to ..... ...". ~ -"--,101: 01 ~ 

prne 6ftocns .. _lilt -. Thfy' .. boIh ItqIIIIy vIIid buI ............. 

«>nlr.cll(looy in 19Pf')IdI' 

Whedwr Of ROIl QuoH Ill: ANn<! is. hi!,'" CClmpln'(I CUffenlIrJlK!OfY 

chimeo 'MIll 11 ....... •• __ 011 depIotuN Hot u.I id .. no Jonteo er-., 
mionIrf..,ne dnops, but liIMI rTWIimIIist.ehides kw itJ qinH. SIlII. id wiI 
hive aotHn Ouo*e J/ ..... QlIIA out by \lie time Romero his ffiled to r.nisII Ooit_ 
( ..... he --. Ills d>e ~hooM 01 id'1_ tecMoIotY). PemIps!he _ J;es 

with Oe¥int. No OM" it. but rou un'! ~ ..... tbII he's ~ 10 id IOfiI .... 

ppleflby~ 

0e¥irM hlsl"IIIfShIIed .... ..".~, ..... he _ ~ -ch 10-' 

plO<e"'", ..,;rh • ft .. d>II. ~ hir.:f ......... 1OId .... 10 dc-si&n .... lied pme.' 

"" uys. .,.",.,. tuIIsed !hey .. 011 • "......a. ..,;rh QtHrQ 11/ _ 11 Iht lOp. WI>fle 

do "fOIl I<' ffom 1hete1_ poIypInJr o.spq _. deude in Iht induRry, 

omr..'. Iow. a/ pmn ......... onua. His -.isioowy, ......weIy muItipIIyer .­

~ I¥orlart died • dNIh when Tht I.-..inC ~ 100II _ 8f0derbun0d. 

.mf "" must be nthi", to ,eI. prne 0Ul s....ty o..irIe (Ill find. WIy 011 \lie 

pyt,mod ..... out a/ the dnen? Of courv, the dInttr is th.M c.m-l won11oozo his 

poIyaons. "Yuh. it's In int .. -. baIInce:..ys omne in his soft bropt. "My job 

trIIo! is·dfsitner...er SCIpeIOat'- The k,.,. ideJ wiU be OM !hit If>peIh 10 Cloud.nd 

!he CIrmIcb,. while ~ tht compiny -,. from QuoH Jhtre isn't..,. cn.na. 
01 id ROIl doonc f"nq>enon Ittion ..-.. but thIN ... _ directJons.. -rh4t biant 
probIIm 'oIII'IIh !he ...,..e is tbII M !&qUIP people wid'o -..pons th.M "- no eII«t on 
___ rot. ShooI1ht ... 'oIII'IIh, rocQIlftd it ..... 1 ........... SMIoc 

The Holy GrIll of theoretical physics is the Grand Unifying Theory 

erwitorIrnents hive 10 1<': DevirM! Idck. ~ 

hive 10 ""'" d>e "";ronmtnt pili 01 d>e 
....... WhII iramtJ him .. bCIts. IIw 

ebt>t ..... tICMS a/ nttulf, .... c ........ th.M 

rnmes _the -'d whtn diRneu fllb. 

.... ~a/"'-

Tt,. bN '- 10 .miI o.IfIs .. to ";.,, 

id Softw_ one a/ IIw most "'Ii"h'" 
rItveIopen in the -.Id. Otherwne. the 

pIIce is , duIh hp . .... 1runcIIes bid 

t-..ds 1M.;.pon III """,,,s IPPIft<IIIy 

\lie only tu; in lUls. The ~ .buses 

his monopoly by WICdw>c $itcoms on I 
po<tIbIe TV wedpd ~ !he ".... 
.wed _ • at to.twy. Btfore parroc 10 

... "'l'Of1, he pilus thtH ~ on hiI 

eel phone. fiddIn ..,;rh hiI ~, bHhes 

IIw TV • do"" tiomes, lOck ,.,.., drop. 

MthouI ~i", Sj)efd - ·,ff,'1iH.· he 
npIJins - ..... -. MdIy on .rod oH the 

""-'r 10 ..od , ttlllic jIon Clustd by I 
speedi .... c_ ny,,,, -r from the cops. 

-rhty1I belt him COOd. - "" wrs 'MIll , 

aigIe. "", tne. knee in "'" bid r'HI hlrd ' 

In.~-, ' ~kids ... dNd. 
'IidN,I_ .. in N dod. The drwer 

MiIdoe on .... IIdIo. SIon'n ........... 
~ _ in IM "-'n. 
___ rumtIIe ~ __ 

.......... attod.(l I~at...........,... ~!hebol-. at 
sub-Itomoc po<lIdes, 1'0V!Iy, ~..-.d ~ physoosts.e 

-ctw-c. --.h" -'- b ., .q.,. ""'-' tor ~ 
......... Sorc>Ie~a~ pmbIomr; oppNI la 

.......... _.~........:I""" ........ ClrmadI " 

PfCIPOIII\8 M """ lnIying tI>eG-y to.on out !he ~t"" 
..........-at!he_>IWt '" _grapha! ~ Bo.o; 
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E3 The biggest videogame expo of all time has come and 

gone. Edge reports from the greatest show on earth 



hmk of LOS AngeleS, and II'I'IageS of HOllywood gUtz and tanned 8eYefty H,ns torSOS come to mncl. m reallrt ~. much 01 ttus pocket 01 Amenca IS a ~table SCUll 

piMrawllllg vMII tJegenerates and ne'er·ocHwlls agal~ a bacl:droo of gflll1e anCI hall-reahsed amortJOn. The Last El before the millennium, ttlef1, proviOed some ~ 
10 LA viSitorS seelung stralgtltforwarO pleasures sllCh as YIOeOgamulg - even I1 that meant occaSlOllaI suffocation from the Ul1patatable gltu: so tx!IOYed ofti'ade stJows. 

Of !he Claimed 1,90001' so new titleS on shoW, precIoUs few stoked the fires of auendees 10 the POInt WIl(!re cries 01 'revolutiOn' could be heard. on t~e whole, In fact, IIlls 

~ar's event represente(l more of an evolutiOn than It did rewrlllflg of any rules. If you looted hard enoogn. however, It was PQSSif>le to ptcX. OOt some genuine gems among the 

\nany fale jQ'MlIS fasl\ll)1ed OUt of paste. Refreshingly, a fair number of these StOCKI proud on sega's SPfawhng stand, ...mtch accourns for the extenOeCl coYerage afforOed ~ 
to Dreamcast pnes" tIllS sectlOI'I. N.menooand sony $Ii'llPt)' have 10 tal:!! secoo:I ana third PlOCeS respectively m Edge's PICk of this year's E3 console crop. '1.5 

• SEGAIF1C.':J 

• sr.owgoer. "'tf, .... _ .• _11 .... to 

sep's .... lIh of.....,_ ~Umcaol""'" 

• Tile NM"--. .... , ....... ,0In&IY_ 
lllhouJIt old hoto IUCIO .. fOrrls .... __ 

It'S already been saki elsewhere IIlIS Issue, but ~'s worth relleraMI! s.ega's presence at El was the !Unci of OOOSt the company needed 

merely fOUf IT'IO'1ttls belore the 'MlSlelO launch of its promlsmg 128bitlormatA triumphant event lot a company in the balanCe, then 

5ega~'UIC::C:U I ~ 

• If ""ytl1lnl wilt .ell DfI&mCO$\ ,nlo I ... !IS. 

~', $1>0'" I""'". El Il0<l",,,,,,, 'O!II' ''''''''" 
• Sql" Dl'lImuO. 1;&fIIlIU" ml'/ 111<11-' 

ob_I, but .. _Inll _,0 w .. 1 In lUll llIeet 
• $"..,m ........ one al SftH Ifl1<o,.,., El 
TWO .. 1t.M""I<lI.m~ SK'Io<1IIt~ ","n, <Old 

Nlntendo may have presented ,ts games on monrtOfS !hat did tlOIllatter the resoIuoon Its current console IS capable 01 

geoefiIllllg. but the ~ had enougt1 creatIVIty II'lthe bag -1l'lO$t/y courtesy 01 UIC codeshop Raffi - 10 hOld ItS own. 

• TIlt cotrI!*IY'l __ «WIYIc, ........ 
__ . ~ lba ...... _ .. tht writ 

• H,n,onoo',_, Owl: __ .... ..... 

If_ ..... ""'-....,_ ...... _, 
• TIlt _ 01 Ninton<lo·. i¥Iflt ""'!uled 
diSOll'/ Ofll w" MrdIy 0fI1tIWrII 01. _t 

. PC@E3 Of all tne formats at E3. ~ was the PC. uRSUrprlsmgty". whICh offered uP the most drJerse ICV9! 01 new titles. v.-t.ch IS not \0 SiS'/ thal COO'(ltJIe! 

garl'lefS had the cream 01 the crop - there was as 1T'IJCh,If no! more. repugrIarlt sludge to tra'M through in thIS sectOf as there was arryHhere else . 

• ~·._.~tht_oI 
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• TIlt "",', toaHt ~ _Itd 0</1 
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• t!KIf"""" ArIS',_ """ ""t __ 
" ' ..... OII"ln oIIocb"l'Y IIwt on _.1Ion • ,lit burponona: Info&r ...... _ htllelQ 

",",eh tilt Kilt 01 ~. m"ctW"""IM _lion 

With probably the most underwhe~lng stand at the sI'ioY.: Sooy offered updates 01 previously tested fofmu lae - um j<Jmmer Lammy. 
crash Ras/IIng. Spyro 2. a re-i!ngmeefed Gran TUnSmo - but could,n resist a rattler bw·~ey presentatIOn 0/ Its playStallon 2 tect1no1ogy 

• A >@f'/', '" 'I>O,f,om£l: 'MIMI,,!:)ItPSl 
G, ... IlifIsm<> HmO Itft '0'"1Iy LJIIIU_ 
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SEGA BEGINS TO WE DREAM 

<OIl 54 £DOE' 

• 
hose seef::lflg 10 krock sega's reW/rl to the massmarket fray were sorely d saPldnted after El While ~ wasn't quite a 

case of 'tong LNe Oreamcast'. the console's assault was -.,gorous enough 10 make IM'I'1 the most sceptical 0/:lSE!IW( 

realtgn their scope. 11 nothing erse, the persistent optJrrusm of arTi sega staff proved rema~ IflfectlOUS. one of the strongest 

weStern·launc!1 SOftware hne-ups a conSOle has ever been blessed wlth helped foster a sense of welJ.tlelng. 100. 

With Strong SPOrtS htles ... the form of 5ega's own NtIA (!(I(l NfL licenses, Srl(I the impressr.oety lunatic RWdy 2 Rumble 

BOXIng t-<:.n MIOW3y (Which scored hlgll/y with many ~s anendlng E3), us Iaste5 were well catered for. HOwever, those 

seeking richer Havoured gamep(ay v.wld have beeflllI·served were It not!Of sega EurOPe ana ~ promismg collection 
of 1 S'pallY titles. Every 00g has Its day El was defnlte!y DreamcaSt's. 

• 

- " 



READY 2 RUMBLE BOXING 
• 

eatJng up memories of Nintendo's PtIndI 0Ut!1 senes. Mictway's 0CIe to cartOOn-style(! 

JlU8llism was it huge hrt WIth all who joined the queues at E3 to SM'IPIe it FeatLIIII'Ig 

ao outrageoos gathering of oootencIers. frem overwetttTt baldies to afro-bearlnS SklMy 

while guys - all CII'll/Tlilted WIth SUItable characteriSation - the game ~s it surprisingly 
skli!1l11 approach for successful ptay. certalllly. compare(! to "'iOwav'S otI1er. more peoestrlan 

otfe!~ 'lfYdro rI'1I.Jnder, Mortal Kambin Gdd and NFL BlItZ lCW), Re«ty 2 RI/IJ'ltII!e's ~ 
QualJty is an the more remarkable. ItS EUfO release before Christmas pn:mlses much. 'L.5 

STYLE 
• PublisM,- Acclaim . Developer: Criterion Studios 

• 

ometh,ng of it favourite witll Edge, aoo OOtjUSt because ~ premiered within tIlese 

pages. Criterion's hoYertJoard rocer has the makJngs Of a class~ T11e characterisatiOn 

aoo anlfnatKln system (wtuch comb4nes troo ill()(lal and phvsics-baseO methOOs) are sutlHme; 
the traCkS are inspired, littered 'Mm opportunities to perform stuntS; and the game's SIfUCIUfe 

MS DCe!1 sl(lllfuHy lifted from Nlmendo and Rare's hits. Even 111 tile UI1OP!lmiSecI·PC· 

pao;1 form it JOUr~ as to E3. me;: Style ensured several chIllS hit tile Iloof 

• 

Reody 1 Rumble's not quite the simple 
pho._e you might asSIJIm' ilia be -
tACtics haw to be employed IS mud! as 
reIIe~es. But rest n.sured, it's.n. hoot 

Sptoed, ilkill and the opportunity la show 
off might be gameplay staples, but 
~omb;ned with a stunning animation 
system Trick Sryle has I winning formula 

, 



,..---,DREAMC AST 

(~ 

• ?"DII'M"~' 
• oeveloper: Metropolis o;glt.lllIC, 

"""*'Ped"m. U5 1>t .~1e­

krx>wn ",,!fit Metropolio 

Dt8~oI ~ Atmoda ~ • """'~ 
m",ipIoyer ntle lorgc1od . 1 

promomg !he onIine "'!'OWl,.,. c;l 

Dr~t n..8''''''·'~ 
" ....... ~..;t"ots~ 
irrrned",. oppeoI """ nt th.l1 the 
E3~~w=~ 

~t.y"""".n~ 
fltdlo:d ... ~ RPG. 
Nmodd. quaIiae> 'N'l' on.'y 
beco<rIe de"r _ ~ play 

. MElRCPCUS 

STREET RACER 

• pu~ i'M" 5<tga 

• De>eloi>e" 6Izo"" creation, 

~"",,",(_ En)~ed 

.~--..", 
n foIIa.wlg !he dopoNure oIleod 
code! Mall _"", prior to Ill< 
,....,... Sadly, &l.lo .. (r~ ~ 

didn', ....... ,..,.. to p.!TcII togc\he< • 
«>lid demo 01 it> hoo1y ~ ..... 

me¥WIg m.t rn¥<Y punU\' ~ 
-.dered -O\'.,..~ Oil>( through 
• lap <;"go E~ 'N'l' br __ 

. ~!O~ots"-"e.tsein!he 

""'''' of quoIity ~ quan"'Y. 

COMMANDER 
• Publ isher: sega _ Developer: ,"0 CllcM 

hile deVeloper NO ClicM may once have part-<reated the PC CIaSSlCAJon€ if1lhe Dark 

(under ttle gUise of Adellne), its latest offspring is of a rather dlfferem mould. AS. its 

rnlme implIeS, Toy Commander places yoo in charge of an army of children 's playthings, 

such JS tanKS, planes and tru CKS. These must be used to complete a number of missions, 

battled 0IJt in supersc<lled home settings, much like Codemasters' Micro Machines series 

(albe't in full 3D) If nothing else, Toy Commander boaste;:;l one of E3's more origirnll 

game conceptS, although general competition in that Quarter was shambolic 

ECCO 1HE DOLPHIN 
• Publisher: Sega • Developer: Appaloo~a Interactive 

aving quietly disappeared from 5ega Europe's currem release schedule,Appaloosa's 

new Ecro tI~e was nonetheless ruMIflg as a rea~rme oemo at the show. AIIhough 

suffering from a faltering framerate. the rollmg demo's eponymous aquatic hero was 
beau~fulty ammated. The scenery and action that was wtttun the 'fog' limit was moderately 

detailed, leaVIng Edge gasping for a chance to actlJalty e)(penencl! the game. BeSt of ~ 

all, 5ega has reVl'!a led that alJdro ace Tim FoIlln has been enllS\e;:;l to SCQ(€ the music. ~ 

• 

While not wholly original, 'The Borrowers' 
concept is used he,e to good effect. 
Controlling a variety 01 toy vehicles, you 
embark on. ~,i~ of tactical missions 

Although Sega" aquatic friend h~rdly m.de 
a splash, it cen.inly (lused .Iew ripples. 
Once up to speed. it may aid Oreamcas"s 
eXpilnsion into n<'W market "'gmen'" 



• 

Acmlm's hi-fH N64 spans 
titlH haft Ionl indiuted tM 
Itnrt'S next-Itn pot~ntial. 
SeBJ'S BJm~ (Ind Acclaim's 
own 10nMominl QBe 2000 
for Drtl mClStj show-; till" 
proB'H s now being made. 
h~ S~la's fyrop~~n 
footb.11 title to impress 

• HAAD(;()lE t£AT 
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NFL 2CXX) 
_ PuCllsher; Sega _ Developef: Visual conceplI 

t's juSt I I ~e watching teli!'<isioo" was the cry that 1Umtl4e<l forth from the lips of 
COlIIlt.eSS ool<:l<Of;ers as sega's Key Amefican launcn title played, Okay, so the 

dam may not De entIrely true. Dut the crucl3l US foott)a(j rNf\::et shOutI be we!I sated by 

the hi-res actIOn on offer III NFl2fXX) (sui a wortms title), v.1'IICn reiterates the des!ral)lhty 

of IuCratr.oe game licences for sega's new console. StatrStlCS-NiSe. the armdlalr pros shcUd 
be well s.atJSfie<I, WIth over 1,50:) motIOn-capt\J19O arllmatlOll$ created WIth the 

aSSIstanCe 01 16 real-I le players to gorxe themsetveson. 

NBA 2CXX) 
_ Publlsl\&r' sq. _ oe.oeloper· Visual ConcePII 

lightly leSS impreSSIVe than IfSAmeflCaO football stablemate, 5ega's basketba ll 

game WBA 2fXX) bemg another WOO::IOg utle) nonethe1ess ran at a steady 60 frames 

pe!' secono and presented an equally vast I1lIITIber oIlTIObOI'I-c<lPtured movementS. h1l1ne 

woth tIlel. tontempor.mes. the Dreamcast sportS titleS come fully lOaded With ~ry 

concelValliEl opoon magmabie. from G.IStOInSable p&ayers to NBA-coached AI. 

COIl'IIIl8 nM season: wtuaf dnJg aouse scandals 

• 

DREAM CAST 

SportS-c/llI' US gam ers will doubtlH$IIOXk 
to the prolife ration of DrumClil sims 

G>G£ S7 .. 

, 



• FIGHTING FORCE 2 
• publisher: TBA . !l<lveloper: Core Design 

ore 's ~astty imprCJ\led PlayStation title Fighting FOrCe 2 (related to its preoecessor in 

little more ItIan name) is also in development for Dreamcast. Edge was treated to a 

behind-closed-ooors vieWing of tile title, whfch Ic!oks li~ety to leave the ul"rdeMtlelming Blue 

Stinger (se€ E71) floundering in Its wake. These shots come from the Playstation incarnation. 

wtllch plays something like an irKlustria l Tomb Raider WItt1 (Very') heallY weaponry Solper 

rlfies being somewhatde rigueur at the moment. one has been inclucled. altllougtl 

It'S no match for GoIden£ye's. All told, though. FF2 is shaping up impressivety. 

Co,e's unconfirmed Dreamcasl version 01 
Fighting force 2 is ~n improvement 0Vi'1 
the-;e already impress;"" PlaySt.tion shots, 
with 6Ofps, new textures and new models 

8: SECOND OFFENCE 
• Publisher: Act ivisiOll . Developer: In-house 

dIVision's first DreamcaSI title is to be Vigilame 8: S€(;OO(J Offence, the folkJw-up 

to its popular retro-styled car·combat series. When the original made the joorney 

from console to computer, Storyllf'le fel l by the wayside, and ACtivision appears Keen to 

follow th is trend Secood Offence maKes no apologies fQ( balls-out action laKing 

precedence over depth, AJthough no paradigms are being set, the gameplay benefits .12 
immensely from the steady 6Of!)s update afforOed t:f; sega's hardware. ~ 

Multiplayer gaming will be ~ trucial ~'pect 
of th~ title, a. will more r~al isti<: Ken ~ry. 
much of which will be tot~11y destructible 

• 



PLAYS rr SAFE 

t was 81'lOther Strong shoWIng for the KYOto-tlased VK!eogames giant th is year - perhaps one of the best ever, In fact. 
ASIde from the hardWare announcemeot (see NewSI. Rare's P/Jf1eCt Darl:,Jet FO«:e GemIni and Dootey Kong 64 stole 

most of the attention for Nlntendo, contested only by a substantial corner dedICated ID LUcasAI1S' fpisocJe ooe R8Cef 

(see D88), 'II'Nch ~ 8 good use 01 the powerful licence. was not the frstrate game most US &ttffidees seemed intern 
on proclalr'lWlg. A~ from the many Game BOy ana ~·related prCOJCtS. there were scwne prOlnSWlg titles. RJ(Jge 

RfJCef 64 O!aSled by impres5r.oe!y ~ry few minutes ()(I the stand's gaaflt screen, while anyooe after Res Evil 2 was reQuired 
10 viSIt Capconrs txxnh. TtIe Nlntcndo sportS range, lmrOCloced at laSt years 8, even Offered basketball arK.! baseball In ~ 
the form of Kobe BIyant In NBA Coonside2 an::! Ken Gnffey Jr'S SJugfest,l'hllcll reflected Nlnten<1O'S sound ~th, LS 

• 
£DGt!" S9 .. 



NINTENDO 

The Far Sisht_apon (top) 
allows you to tilrget and 
shOO' ~n~mi" throuih wall •. 
~Ir not, me multipl.ye. 
Mj)ects haven't ~ igllOff!"d 

<Ill 60 UMI. · 

PERFECT DARK 
_ publl$ntr: ~are _ Developer' In·Mouse 

hown III more LJ1relTlrttlng SUfrouodrngs (deslgnecI t:I{ members 01 the PO ream) th¥L 

laSt year's Incoosprcuous bIack·clOthed mini ooema booth. Perlecr D8r~ was easily 

one of the most ~ products at the stoow. and arguably headed Nlntendo's el(lensive 

N64llrl1HLP both 111 termS oIqoaLty and promrse. 
MOCh has changed since Edge laSt ptayed the game OIler a year ago. NatUrally. the 

graphics.1I3Ye furttlef ImprO'o'ed. Stylish cut·scenes &bOund (an alleged influence of ZekJa); 

enemres now corrmunrca'.e w,tI'I eacn other; new weapc:ns were ShowCaSe(! (inCIuO,ng a 
thermal·based gun wtHdL allowS you to shoot througn walls at <lI"WJe hW:lIng or aooot,ng a 

snipjng posrtion - 111 essence. It'S Similar to somethmg seen in 5enwarrzeoegger action flICk 

'EIaser1; pro,ect,]e ~ features; ITIISSIDI"I struCtUre IS In place; and ExpanSiOIl Pak sr..rppon 
Is assured Most of lhe currenl an mauon is St il i taken from GOidenEye. but already the 25 

per cent that is new Illustrates the ream'S COIllIT\llll1E!Ol. to I"l"IO\Ie signifICantly on from ilS 

previous N64 0UIII'I8. But the most surpnsrng ar1l"l(ll.J'1CellS the game"s compat,1)r1 ty 

WIth the Game Boy Camera allowing you to map your (or your fr~l face on to a 

featureless head for multip~ laughs. The camera attadles Via the N64'S GB pa~ and 

oetarls sucn as t\a,r colour and style. as well as lace aoo txqr shape. wil all be select8bIe 

In the final vers.ioo. It'S a famastlc feature. and ironically somethrng former SCEI CEO 

Teruhisa Tokunal:a talked about after the NGPS alVlOL.lf1Cement 

Other rrcM:'Itres W"rckX!e maJOr addltlOOS to the multrplayer mode. v.tuch. If1 addLtIOn to the 

game'S main levels. also includes favourrte arenas from GoIdenEye MOfe Interest,ngly still. IS 

the possrl)r ,ty 01 playing as part 01 a team O( say. 'grey" aliens facrrg SOL ciara(),-ne agentS. 

YOu can InStruct ",'OUr team members alllflY Mle. althOugh theSe are sufficrent!y onte-tl.gent 

10 go alJOOt their oosmess. k:.ooklng DUI for eactl ottler and progress.mg through the level 

01 the,r own accorn An extenSlOl'l 01 thIS IS the Iourl)l8yef mode wtuch Rare IS hoPu1g wiU 

aflow anottler lour Cl'U-controlled ert'JtlllS 10 JOUl the game for an eIghI.PIayer ZSIOL"I 

Even Whef1 surrounde\l by fellow enthuslast,C Perfcc! oarl:"ers In the atlSl.Jrdly ~sy 

aunosphere 01 El. StarOng uP Wlth a Dagful of press packs doong lIS beSt to bend your legs. 

Rare's amtl<tKltls title rnanage-s 10 prOIIe uttef!y caPtl'V<llLfl&- wn.:n. gM'Il me ardUOUS teSurtg 

COO(!itionS. can only De good news. 
A year on Since ItS first Uf\YeIIrtg. the PQteI1tral fOt somettuflg rellolu!lOfI2Lry rema,ns. aoo 

Edge UToatrent!y awa~s me game's planned DeCember release, wIlidl. accordlflg to J""C? 
a team member, IS curre!1tly IooI:lng perfectly attalnatlle. '"L5 

• 

.' 

EIudin8 more ~r~ in In n demo 
m.n most fifStperwn -"ooIefS maN~ to 
indude in an ~ntire 8,me, PO loo,", ~tto 
rMke,s bi8 an impact on thi. popular 
8enr~ H its prf!"deceuor did two ~." Igo 



JET FORCE GEMINI 
• Publisher: Ninlendo . Deve loper: Ra re 

he playatlle demo unveIling most of lFG's ~apons was certainty evolutlOllary, despite 

being spedfiC<!lty deSigned for the show, arid hence not a trlle repfesematioo of the 

final game. Still, the superb visuals, lighting effects (onty bettered by DK64) and old-school 

gameplayvalues were confirmed, even if most people failed to see the references to paS! 

classIcs as well as the plethora of mini-games 800 varIOUS mu~iplayer options (Sl.ICh JS 

twoplayer cooperative, CPU -controlled advi!rsaries, capture·the·flag scenarios arld 

hover racing, for example) that should enhance the finished can come August 

DONKEY KONG 64 
• Publisher: NimendO . Devel""",: R"re 

ramislng many innovative gameplay touches and extensive use of the game's 

five characters In order to complete the aoven\llre. OK64 shoufd certainty impress 

Banjo-Kazooie devotees. But both PO and JFG excite more than Rare's Latest progeny. 

TO be fair, technically DI(64 shines, with some worJderfulllghtlng and adven:urous le~tures. 

However, the pnce of all th is gloss is the obligatory use of the Expansion Pa~, which 

NOA plans to bulld le with the game on November 22, reta,l lng at just urJder SSO 

• 

. -.~. ~-

NI NTENDO 

Proving th at wmetimes old ideas are the 
bes~ JFG's relro·in'i!'i, ed game play proves 
el(\.eme ly sal isfying. Shooling Ilie n ani-like 
beings has never been q~il e a5 enjoyable 

The re a.e SOme genuinely wmic moments 
in DK64, bUI until Edge can sil down 10' I 
more in-de plh look at Ra.e's lalesl project. 
il would appear mo.e II home w~h kids 

£DG£ 61 ... 
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WORLD DRNER CHAMPIONSHIP 
• PubliSher: Midway . oeveloper: BOSS Gam e SWd lO$ 

• 
,om the maker of the l i~eable Top Gear Rally. WOrld DriverCllampionship looI;ed very 

promismg. AS an aspIrllg drrver. you most progress on to more powerful madunery 
based on GT versions of real cars.. 111 total, :»odd vetucIe'S and many more tracks all! 
cIamed to make the flll8l...efSlOO. currently. Boss Stut\Ios' atterTllll at GIan 1lInsmo may 
look !he part, DUI the cars carry too rTIlId1 rmmentum r1tO COfI1ef$ ana fall to respond like 

the tn)I! raang rnactlIoes they purport to be. oreferrng to (MlI'S:UleI' like lames. n's 
unlikely that ttus prOblem \MU be soM.!d III nme lot ns imrTwlent US re\ease. 

EXCITEBIKE 64 
hoY.'n only asa roiling Demo. this 6400 upaate of the ClaSSIC NES game displayed 

more potentl81lt1ao KemCO'S Hyper fhke and EA's SUpercross 2fXX) put together. The 
graptucs ar(! arum9t1On rOlllIOeS are mpressrve, a C()I'IllIeJc OUt autI'le!1tiC set of dynamics 

is dearty evident. and ~ occurs III stadun-base<I traCks as ~II as in ITlOl.l1taIllCUS and 
dusty oesert~red !err<W! ArCade actx:Jn IS guaraoteed • ...mtl massive jurl1ls fearuring in 

an tracts shoM'I at El In aoortJon. a track editor 1$ promsea, as IS Of"Ie*to-foufpia',<e( ~ 

SIIlUtaneous nchng. The btJe IS ClneIl!Iy looIangatao ena~-~r US release. '1..5 

• 

SlIdfy, most US developers s.e~m unable to 
prOj>4!rfy recrelte car dynamia in 'Icing 
games. rO)bbinB products 01 their pot~ntill 
by turning them into som~thin8 unpl.yable 

One of the pluwnt surprises inhabiting 
Nintencio's substantial stand, if ~ plays 15 
well IS it promises to, &cirebike 64 might 
just turn out to ~ an entertaining ride 

• 



PC GAMES: BUSlNESS~ USUAL 

• 
f an IIlfimte number of mookeys Started CIeSlgnlng games on an IOfllllte numbef of WOfkstations. it's dMItUIt to belieVe 

that they'd come up W'th the amount of firStperson·viewe<j actlOll games evKlem at EJ Whell! a year ago the ftlalttme 

Strategy game was the dooesI'lo!ls' genre of choice, 1999 faces a mess of Qllake·a1 Ikes. NOw that HaIHife has cxploro(l and 

proved tile potential of what was once percetved to be such an unmrtlgate<! oo-brainer of a game style, ana the IICe!lsJng of 3D 

engine technology has become common~ace rather than out of the O«l inary. the floodgates haVe opened: the LA GOnYe!ltion 

Centre was awash with the th ings, each desperately clloglng to Its awn little spin on What has gone before. Cutting a swathe 

through tllem was not an easy last. but it was a reward ing one nevertheless, for beyond the pipe-cloggage lay a raft of ~ 

titles wIlose developers are explOring the freeoom ttle PC msrket affords, not SIITIJ)Iy explortlog its expectatlOns L....::::J 
• 
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FORlRESS 2 
• Publisher Sie rra . Oi!veloper: valve 

alYe was one of tOe few braVe erough to show real earty code at E3 Pfeseot in 00 more 
than a technical form. TF2 (!el1lOllstrau~(1 the exciting future for multiplayer g<lming 

BasW OIl a system of cooperatiVe team play, the valve programmers demonstrated that 

speech irpu! delIVered by a team leader could be perfectty lip-synched on to characters in 

the game wh ile at the same tl/Tle overlaying environmental effects dictated by the player's 

current >XlSiIlOfl within a level. Data transfer .ales and the Viability of Imemet-ooly 

games has much to prove, but few others were able 10 show such ambitioo 

MESSIAH 
• Publi.her: Inter~ly . DeVeloper Shiny EntertaInment 

ueked away on Interplay's mcdest stand, Messiah 1(l()O; thiS year's award for ITIOSl­

improved game While still 1101 perfectly slick, the Sh,ny.oeveloped thirdperson 

adventure Ioolced lar more impressive than It had 00 previous OUIlIlgS, and was clearty far 

more than a technology demoostratton, 

The game premise is similar to InfografTll)s' Omlkron, where p~rs possess characters 

they meet in the game and use the ir body as a vehicle to move t!1rough the levels. The angel 

that represents the gamers troo character IS a typical Shiny invention - eccentJlC and OUt of 

place In its en~irOl1ment. creating both a strooger bond with the player and de/initrve ~ 

branding for the game, ThiS is stil l far from finished, t>ut de~n i:ety back on course. '1....:::J 

• 

You wont (uning·~g~ gameplay and 
graphical excesses? If you didn't .Ire.dy 
know, V~lve is th~ PC codeshop to watch .. 

Earlier oUl ings for Sh iny's mu(h·vaunt~d 
Obe'project have prov~d di""ppoinling. 
but th~ di.tinctivt Messiah shon~ at El 

• 
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Thefe's noIhina here to 
I'iphi(.olly Hlound, but, fike 
the ancient Alle, Ego, The 
S;ms rely5 on depth, nOI 
.. ""I e~an(t. to f~'Y I 
difle.ent plrfing uperience 

Bitmlp images lead Itle wiY 
in whot (ould easily be one 
of the Pes most inlfisuing 
Ktion ItPGs realised 10 d4te 

SIMS 
• Publl shel: Electronic Arts . Oevelope. ; WiI wrillnt 

im City creatoI' WII WnghfS new game was one of the feW at the show 10 wade too far 

Into genwne~ inflOYalrve waters. T1Ie SIm:S IS a person-based Strategy game where 
eve!)'(IaV objectiVes sud1 as \NOli:, love and marriage am your Objectives as you guide 

your fIWem-day little ~ pefSO'1 tIV(l.Jgh variouS ~bIe sooaI mir'lefiekIS. 
SCnPled elements will ~ature. !)ut lIS aIIll to encompass hl.man behaVIour IS a WOfId aw<Ji 

from SIm OIy's urban pIarnng, If 115 amomoo IS realised, It cook! be one 01 !he first ~ 
'emotrYe' games.lhe cyr'IIC3I may /!£ready De wflmg Iloff asa gloflfied Tamagotdl 'L5 

NOX 
• publ,5/Ier Ue<:trORlC ArtS . 0eYeI0per: wtnWOOCl $1U<lios 

he legacy 01 Gaunt1et liVes 00, It seems, and westwood's NOX is ItS latest modem-cay 
exponent. Art ISOI'fIetnC ICtJOf1 RPG. the &a1nl' uses an admirable bne-()l·~t system 

wtllch doses level enwonments r1 on players and alloYis the fll!eOom 01 the 0YefheaCI 
peJspect~ to be COIJ~ WIth firstperwn set-piece Ievej design. As well as a variety 01 

monsrers to 0YefC0ITle. magtC soetls are reQUired to oefeat more powerful enermes. DeSJgned 

pnmanly WI\t1 rrolt'pjayer games 11 mn:t.1'IOpefuIIy westwood won't waste the ~ 

~ngleplayer opportUMICS so clearly alreaoy available come its release thiS autumn. "1...5 
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lonl.se<¥inll.mers mrr d'_IN,alle!s 
between N"K and the dassit foetyInk 
AdVl!nture. If ~ d,aws SClme of the right 
influences, this c"!lld be<:l1ITle I cult ~ss.ic 



It may h;we lost staff left, 
right and centre in re(ent 
time. , but it ..... ms that 
Bullfrog has retained a sense 
of style and unde rstanding 
of gameplav mechanics to 
e nSUre ~ success into 2000 

Just a very conservative 
example of the kind of race­

.p'ep.ued machines you can 
Mpect from Oigita l lllusions' 
highly promising rallv 
simulator coming in October 

PARK WORlD 
• publis her: Elect ron ic ArtS . Developer: Bullfrog 

I~ hile ttle showfioor is nevel the best place to assess a new management game. the re 
I!.!l was something iJiXlut Tf1eme Park world that stood oot immediately The game tmdges 

the gap between abstract management of your pari(. and the experience 01 actually taking 

part on the ground The ability to move from the OV€Mew to firstperson is not stl ictly new, 
but the efled hJS never been so well realised JS it is here. If Bu llfrog C<ln ensure that the 

system tlrings tangibkJ gameplay benefits to the gamer - and the game promIses 

much - one of the last remaIning bastlOfls of 20 presentation may be aiXlut to fa I 

RALlY MASTERS 
• Publi sher: Grem l,n . Developer: Digi talHluslons 

t doesn't happen very often. but one of the beSt th ings about seeIng games early In 

the ir development cycle is the pOtentralty enriching situation of bumping into them a 

little further down the road toward s completion, and witnessing some majOr improvement 
This is exactly whal happened 10 Edge when it dropped by Greml in's booth to have a 

fool; al Sweden 's most promising rally game. The handlIng is now fantastiC, easi ly 

matching Co/in MCRae Rally for playabil lty. lool:: out for this one, lally tans. 

• 

, 



SONY SHIFTS INTO LON GEAR 

f mere IS SUCfI a thing as a safe market ... the ~ world. tt'M!I1 surely It DeIOr1gs 10 the reatms of S&t.4 - that's 
sequels an<! merd\arld'Slng.lhrs sectOr was no more viSltlie at E3 tI'Ian on SOny's stand, whICtI proferred foIlow-~ and 

fta'k,ly licensed t itleS by the SfIl'OIOad. Perhaps the best illuSt ratiOn of SOrly's apparent oeperl(lern::e on tr~·arl(l·tested 

conceptS was the appearance of Lara Croft In at least three guises (real·l lfe!Tl()()el, large PlaStICky fIgUre. anC! gigantIC 

nflatableJ. desctte the fact that no new TomO RiJIcJef" title was OIl shoW to me masses. The SIgh: 01 sony employees - wearing 
company-brcIn()e(I shirts - IU'lIng up at sega's Stand in an effort 10 sample oreamcast wares, mei3l'l"MUle, said jUs( as much 

about the PlayStaUOO's preselXe at E3.The pyramidal PlayStatiOn 2 demo stand drew COI1'Stant attentkln. but apart from ~ 
afoosmg the drOOklg fIocX1 of ""SI~ng ptIlIiStu1eS. it was no! enough to glY!! SOny's E3 pr~ a shOwStoppmg 11ft '1...5 

• 
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.-DINO CRISIS 
• publisner c apcom _ Developer: In -hou$e 

a~' was the generaloploion at LA regarding Cap<:om's 

latest 'survival horro( effort. The E3 version was more 

impressive than the 0Il€ Edge ;as! viewed behind closed 

cloors at the Tokyo Game ShoW, and played convir1(:lngty. 

Achil!Ving le~ls of tension I~st evident in Si/MI Hill, Dioo CriJis i5 
more cinematic than Konami's game - but could ~ equally brief 

• RESIDENT EVIL NEMESIS 
• Publisher: c apcom . Develope,: In-house 

til l set in the Infamous RacOOIlC ity. but with new characters 
and monster types, capcom's third EVIl treads aWkWard ly 

fam ilJar territory. The game was sti ll capable of draWIng Dig 

crowds at E3, thoogh. Imetvlew and report next month. 

Some ene mies appn, rather more 'fre-sh' than others, and they 
diwlay more environmenta l awarene-ss than those 01 past Evils .. 

'-' 

• GRAN nJRlSMO 2 
• Publ isher: sn . Peveloper: Polyphon~ Olgilal ln (_ 

s one Of the first litles to be poonced upoo by EUro joUrnos. 

WQ(d qUicKly got aroond coocerning a 'd isappointing' GU. 

Having played the admittedly limited demo for some time. 

however, Edge remains undeterred regarding its potential 

With only Ofle Ifa(k and, mere h~ndtul 01 urs in its El debut 
form, CTiaile.:! to blow n vi'litors away - .tlust not at lirst sight 

• FINAL FANTA5Y VlII 
_ publisher: squaresolt _ DevelOper: In-house 

he game's delayed release onty made s.howgoers more 

hungry to grab a ta ste of It in imelligmle, western form. 

N>art from this obvious cash cow, however, there was little 
of note Irom SqLJareSOft, wh ich disappointed us fans. 

The spells still look as glorious as they did in the Japane-se original , 
Fo r rabid RPG lans, Ihe Septe mber re lease seems a long way off 

• Pu~lj.h""- P'YlI"".i • 

• oevelopef-ln-Mo!J'" 

pan kom I\ow1g the "wnt 
~T-'Short> .. E3, 
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Use I~e cas~, locas 
r.:t is<lppoimed that n€itl1er of the 'Star wars 
a!I EPIsode 000' games failed to fu lty do Justice 
to their potentlal-Ileavy sou rce material? Perhaps. 
SUrprised? Hardly 

After all. wtlen was tne last M le ~ _ i>e€ rlC€ 

emerged as anYlh,ng SI)i)CIal, (M(I rlO, as good as 
AittlMS VS Pre<iaror and X-WrngAl!iance are. they're not 

direct film translations so they don 't coun!.IMission 

ImpossJIJIe7 Er, not qu<te. You'll need to gO furthef i),lC~ 
than thllt Thars "gMt. GOIdefIEye And before that? 

~, grve UP - ",00..'11 tle there all day 

That games licensed from fllOVIeS are generally ~ 
waste of a cheap programming effort IS flOthlng new, 

of cou rse Trad itionally, games bu'l\ around 
TIflseltO' .... ,.s OOmaln have left much to be aes.red, 001 
on OCcaSlOflS some ha\li! redefined the standard 
Remember Cllffllarrgcr aoo TI!e Last ACOO/'l Hero on 

the SNE$> Both were remartable in thalthey 

managed 10 be sjgn.flCantly WOfse than the folms they 

attempted w portray - aoo that has 10 be regarded as 
some kloo of achle\li!mem 

Firungly (and rather conve nienttyl. every other 

htle reviewed th is month scores l1 igher than either 

lUCaSArts game. Nevertretess. the dlSlllus.on caused 

I7V thIS i~'S film locences (especially The Phantom 
Menace; Raa!f remaIns a fa" •• f rather sUlled, 

experience) was qUlc~' brus/leQ urlder the carpet 

by the unexpected revelal lon of th re-e of thIS month's 

othe r new t ll les 

Crysta l DynamICS' SOUl Heaver had long \.hoWn 
potential, of course - someth,ng that was thanklulty 

corroborated onty a few minutes a1t€f re"oew cooe 
started SPInn ing in the office Playstatoon'S co drive. 

BUI HirkJen ana D.lrtgerous is a gem that has srl€a~lty 

come 001 of 00 man's land . delivering the ktrn! of 
tension an<! degree of invoivement that moSt 

developers onty read about . Albe11 on a rathe r doflerent 

leve l, lAoClown ~neS$ - wIlOse open city structu re 

made Merropo!oS srre-er Racer'S predetermIned foutes 

feel more than a II1Ue restr ict ive lVhen Edge revIsited 

Btzarre crea~ons' game at E3 - is another wa.g\1t­

OU\-of·now!lere delight 

m a marl:et where WitS, spreadslleets, bottoot 

tInes and maSSM! ma,\:eung budgets continue to 
take precedence CHer creativrty at many softeos,lt's 

difficult to imagtne the Mure of ffiOVIt'-tlCensed 
games belflg anytl1mg other lhan tlIeak - for the 

consumer, al teasl_ 

St.I!. the de\li!loDe<s of such titles can sleep 

soundl'y at ",gIlt - or at least those empk>yed by 

lUcaSArlS can, for both The Ptumlom Menace and 

Racerwor\( at least as eUect~1y as the rl"iO'>'le 

Fortunlltely, reill surprises like Hidden .md Drmgerous (left) and Midtown Madness (centre), 
more than redress the sad imbalance caused by exploitltive, film -li censed mediocrity (right) 

Videog ames on the Edge 
Th is month'S stress relievers 

. , 

,."... .. .. 
, -, 

Quake lit test 
(PC/ Mac) Activlslon 

' Grer..oo iallflChe,. MJSI 

fin<! me grenlloc launcher 

~ C>n, regenerate, f<x 
(;Od' , ",,~e. Regenerate. 

J'O<J ba'ta,a TtleYre nere. 

/l.a333a!l83r8h, t OO late 

• 

.. 
.... .. -

Perfect Dark 
(N6.) Ra re 

TIlere was no q..,estw 

almt it trus was Ed,~'s 

roost played game of E3. 

if only beCause it load so 

m",h to live up 10. And it 

M fllled mafl\l promiS>'"-

Homewor1d Tetr1s OX 

(PC) Havas (GB) Nintendo 

A review llerSOOM has yet A ",sit to the owner Of 

10 mate, .. ' S>', but Ed,e the rerm licerlCe for a 

ha, ooen f iercely refining forthComi ng Iea:ur. 

its S!)aCe--\)/lse<J comOOt brougtl! Ihi' cm of the 

strategieS thanl:s to an CUpbOard. Ha, any 1Ul. -up 

onI ine-oo/y bela disc. game been ttvs &O(l"t~ ' 

TE STS C REEN 
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TEST SCREEN 

SOUl R[AV[R 

Obj'cts SIKh III spetrs t nd tOKhts un be picked up tnd u~d III wl!lpons 
tCtlnst the 20 or so monsters. ComHt is quick. intuit'" Ind u;t~m'ly bruhl 

.. ~t1Ough E3 more or less 
Iir.I revealed an Inc:lustry bereft of 
creauve expenmentatJOrl, there are a 
few deVelopers taking risks OUt there. 
Crystal Dynamics, for el(.ilmple, could 
easily IIave gooe inro Gex overdrive Dy 

now, creating nomng Du! multiple 
sequelS to the 'hilarious' platform 
romp, But no. now the studio has 
succumbed to the dark SIde. 
resurrecllng a shadowy 1996 title 

The ,otllic tombs, CllVed stone wtlls Ind shtdowy IIchwIYS mike 
In Impolln, btckdrop to tile c"nl, tddin, to tII, '''le . tmosph,r. 

IThere are also seven spells and the eponymous Soul Reaver 
sword to collect, providing a powerful arsenal with which 

to confront the game's many, beautifully realised monsters ~ 

78 £DGtE' 

anc:llurnlng It on ~ head, Or rather­
in keeping wr.t1 the oar1o: atmOsphere 
of the game - ripped I1 limb from limp 
and caSt it Into tile pil of hell. SOUl 

Re~r Is the interesting anc:l 
compelling result. 

Interesung and compell ing. 
perhaps, bul not bleS5eO with the 
trghtest at storyhnes. Razlel is a 
vampire, once the key henchman to 
lord of the undead, Kaln. After an 

• 

-" 

argumem involving a pair Of WIngs, 
Ral;ell$ cast Into the Lake of the 

Dead by hiS jealous and pa ranoio 
master, aoo there he langUishes for a 
tllOUSaild ~rli. He'S finally rescued 
by The Elcler, a son 01 pagan goo wI'IO 
enliStS the fallen antl·hero In a quest 
to tOllPIe Kaln The action then ta~es 
place In NOsgOth, a tmgdom savage<! 
by Kaln's mitlennlum-Iong rule of 
oarkness wh ich Is on the bnnk of 

apoca lyptiC collapse. It'S like every 
stralght·to-VIDeo '~Iralser' wannabe 
rolled in:o one. 

Beneath the overly comple_ 
Storyline is a game which ta~es gothic 
themes and concepts aoo expenly 
weaves mem intO a frumliar genre: the 

30 arcacle 8OVenture. Like Lara Croft 
and the dozens of thirdpelson heroes 
that have followed her. Flazlel can run, 

JlIITIP. dimD, SWIfTl aoo battle Wttt1 his 

foe - anything to get him thrOUgh ttle 

vaSt com ple_ environment. He also 
has ponies to wor1o: through (another 
familiar staple at the arcade 
aoventtlfe lA:! Levers,locks, dials aoo 
traps all have to be contenOed WIth, 

• 
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The epit I.ndsc.pe (top) is 
complemented by small-seal. 
effects. such u burninllombies 

and me CJeSjgnefS have been ruthless 
It umes, olten placing PteCe5 of a 
coounclrum rooms apan to keep the 

player's lateral thinking challenged -
there's a great sectlOfl near the 

begInning where a series of huge 
Stone I)!OCI:$ nave 10 be dragged 
thrO!lgh a multiJeveI dungeon 10 OPen 
a series of gates. Players unable to 
manlpolate obJE!cts in their miods 
while picturll18 several rooms at 
once need not apply. 

Even more interestmg is the!oJet 

mat Ranel cannot die. When hiS 

eoergy runs out. or when he chantS 

the relevant spel" he samp/y transfers 
from tile materJalrealm 10 the 

spectral realm - a sort of sI'ladoWV. 
warped copy 01 reahty. ~ar from being 

a punlsnmem. this transference 
between the rea lms is an essential 
aspect 01 tile game, often gMng the 
player access to prevIOUsly 

liIlreachable platforms and rooms. 
11115 IS a bnlVl'. complex and inspired 
PIeCe of ~gn. not only Visually 
StllMll'Ig (the rooms IWISt and distort 

as you transfer 11110 the ghost world ­

a great etfect), !)ut also ripe Wl!h 
gameplay poSSl~hlles. YOu're forced 
to th,r.t on different levels througtlout 
SOUl Reaver, alWays considering each 
room as twO rooms, the answer to a 

pUZZle POSSibly exist,ng In (!other 
AlSO impressive IS the carefully 

layerea progresslOll of the lead 
character. To begin Wlth he can't sv.im 

or dlmb.bul ...menever he defeats an 
end-of'leveIlxlss he galRS a new 
ablllt)', gMng access to new areas. 
There are alSO seven spellS and the 
ePOl'l)'lTlOUs SOUl Reaver sword to 
collect. providing a powerful MseNlI 

wolh whidllO COIlfrom the game's 
many, beautifully realised monsters. 
Armed combat, incidentally, is also 
possible, Spears and torches can be 
~ckeo up thrOUghout the game and 
thrUSt or thrown at Mddies In a 
simple. intUitive combat system, 

AS/or the game environment 
Itself, Crystal Oynarrucs has 
COrtSllucted a rugtttmansh, gothic 
world of epic (and I'lOfI-linear) 
proportions. Huge citadels carved IntO 
sheer rock faces, mammoth c~urnns 
spiralling Into Infinite space aboVe 
you, hldeoos monsters shuffling In tile 
Sl'ladOWS, tattered flags hanging from 

• 

Rniel cuts IIn imposinl fieu'. 
with mulled fllCllInd llItterld 
dothinl. An Ulldud superhtro 

castle balconies - they're all crisply 
defined, intricately detailed and 
hugelyevocativt!. In the larger areas 
there can be a problem with intrusIVe 
logging, making it dlfflWlt to get your 
bearings, but that's the prICe you pay 
!of VlSU8I opJlence 00 the P\ayStaIIOO, 

arid ~ it's a price worth paying. 
There are other oawnskles. The 

gameplay, essentially based 00 

puzzle·soIving and accurate jumping, 
isn't really far refTlO'lJed from other 
arcade adventure fare (Raziel can 
glide, though, whiCh is a nice effect 
OOrrowed from MDKJ. The save 
system is also flawed, sometimes 
forCing you to replay large 5eCtiOOS 

of the game to gel to new areas. 
HOwever, If you want a darkef, more 
tiendtsh-eltemauve to Tomb Raider et 

ai, WIth some new gameplay slants 
and breathtaking Visuals, SOUl 
Reaver will hit the spot 

fiUhl DUI nf leg 

TEST SCREEN 

FOrmat: PI. ySI. llon/pc 

P\lblls/ler: Eldol 

DI'Ielope1: crystlll oyn.mlu 

Price: u s 

Release: out now 

End-of·le'Hl b.ddiu 
lire suiUbly imposins. 
IInd butinl them 
isn't simply 11 as, of 
uploitinlll welIknen -
you need to employ 
punle-solYinlskills 
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TE STSCREEN 

HIHDfN ANO OANGfROUS 

Thut's . divtrH r.ngt of wupon'T on offtr, from stun guns .nd b,looQI 
to mort subll •• ids like Germ.n uniforms. You can enn 1001 enemy Wrplts 

r.:. Ince ttle crowllIng glories of 
a HaIf·Vfe, a palpaDle air of 
resignation has settled OYer 30 PC 

gaming as ob$el'V1!rs acmowte<lged 
Ihal there was slim chance of any 
game reaclJlng Similar peaks again 
In !he near future. Sut nuN IrUSlOl'l 
SOftwofks, a httle·known Czech 

COCIlng sho9. has penetrilted the 

gloom wlm HIOden and DatlgerOus, 
a title that rolls DaCk garrung Iroouers 
W1t1llts astute sense 01 realism. stYle, 
ambtence arod mastelY 01 
psychOlOgical wwense. 

It'S the game that DeIUJ kYce, 
Special 005 and Raln/.low SIX SOIJght 

10 be It'S a game distil led from 

!if" , 'WI' , 

,.~ 

1'~ 
• 

" ,," 
You can generally make ule of .nything you can lee in the ,ame. 
S .. rchlilhts, motorbikes, tanks, jeeps .nd bo.ts . rt.1I .v.tl. blt 

so ...... ' 

bin .nd 'Ill Cln distort visibility to tht point whtre every Ihldowy filult 
h comts . potenti.1 N.zi. Th. tension . nd . dvtnture is gut ·wrenchin l 

memorIeS of'The OnlY OOzen'. 'Where 
Eagles Dare' arod 'ltle Guns Of 
NaVarooe' From boefing, to InsertlOl'l 
DeI1Irod enemy Imes. to controlling 
your four SQuad members In beautiful 
vet oeadly ooerallonal theatres. H&D 

oozes periOd (!etail arld drama Rarely 
MS a game so $klllfully har.d led the 
willing suspension of disbelief. 

Central to H&D's success is the 
freeoorn afforded by the control 
Sy$tefTI ~'S noedibly verS(!lIie. and It 
needS to be as the pl1Iy!!r eaas hiS 
commanoo Ql,lalte! tIlrough ITlISStOOS 

wruclJ may involve demolishing a vital 
bridge. Impersonating German officers 
to access secret oases, Of e)(lracting a 
oefecting rOCket SCIentist from the 
most heavily gu8lded bunker comple~ 
In the FatheOand, 

Each trOOPE!f can be controlled in 
Ihe forst· or mndpersoo. and has been 
thOrOUghly trained III the dlSClpltnes 

of croodllng, spnnung, side"rol~ng, 

belly·crawllng arod even creepmg. 
YOU'lllnsuncltvely approach every 
SItl.laUon W1th caution and stealth: 
tile first miSSion SWiftly teaches 
novices tM! H&D is no big gun day 
Inp, YOu'll soon be stOllttng the route 
ahead W1th a pOint man. ma~ing 
manmum use Of terrain and bringing 
each SOidlE!r into poslIIon to coYer 
tnelr comraoes, or to draw a bead 00 
tile haPleSS German guard caught In 
the sniper scope. 

ACcess to first· and tIllrdpersoo 
perSOOCtIW!S enables you to perfect 
POSlllOIlS, using the thifl1person to 
acCurate ly wedge a trooper between 



DOu lder ano tree. then switching to 
the firstperson to make SlJre he has 
a clear title of slgnt. What's !TlO(e, you 
can conuol your troops collectr.<ely 
InStant sauad actIOnS ti~e 'follow' or 
'advance' can be accessed V\CI 

keyooard SI'IOrtCuts, or you can plan 
more etatx>rate manoewres on the 
map screen. usmg a Simple 
'd\atk!loard' system of waypOlflts ana 
icons, you can freeze me game at any 
nme ano Quickly orcheSlfate a 
seQuence of moves. for example, you 
can synchronise watches and order a 
trooper to ptant defrloj tIOIl Charges 
00 the target. w,ule another 
sunultaneously e~ecutes a Oummy 
run and the rest pour coveflng fire 
into the German positions. Cracking 
synchromsed control of foor Ingame 
Characters is a grand achleVefT1e/l! 
and adds imITIeasurnb!y to the 
credibility of H&D as tt:e firSt C(M'fI 

team game mat really delivers. 

The graphics engine is equally 
impressiVe. Each level is a sweeping 
VlMI taOieau,laVlshly detailed 
according to the theme of tne SUI 
diYefse campaigns.. Exteflor and 
imeoor locationS such as V2 Iod::et 
sites, subterranean submarine docu 
and the snowfields Of Norway are al l 

Hiddetl oml OGngeroUJ If frH of IhI! .-.t.lrdH AI thllt mllrm Rginbow Six, which 
muns ,011 Ul n order YOllr men IIround knowInl HI.t HIe, Ul n defend the mselVfll 

TEST SCREEN 

Format: pc 

Publisher: Tl k. 2 Interactive 

Develope,.. 

Ill usion SoftwOrt.5 

Price HO 

Release: Out now 

!cracking synchronised control of four ingame characters 
is a grand achievement and adds immeasurably to the credibility 

of H&D as the first covert team game that really delivers ~ 

handled equally smoothly and, 
crUCl8ly, enoow ead1 campaign 'Mtn a 
dlSU/lCtIVe feel tnal prevents the game 
from becoming repeutlVl!. 

Similarly, eve!)' miSSIon has a true 
sense of OCC8SlOI1. one moment you 
may be sla loming through a tleet of 
Panzers In a I\aIHract. the ne~t you 
nught be nlght·fighung against a 
backdrop of nares and tracer fire. 

It'S a conslant stream of e~clllng 
and varied gameplay tl\at's further 
enhanced by Illusioo's command of 
psychologtcal tension. A limIted pool 

of manPOWer for each campallVl and 
the omlSSlOll of a lTUCI-mlSSlOll save­
game facility alltomatrcally forces the 

player 10 care for hiS troops. Suddemy 
it'S a wrench to lose a man 

• 

There are Innumerable graPhical 
fIouflsheS tl\at help to establish the 

atmOSl)l'oefe of every scene, like the 
italian levels whele the intermInable 
rain and log distort VISIbilIty and ra,se 
the sense of clanger as every shadow 
becomes a potential Nazi 

There are gll\ches, though Certain 
aSDl'CtS of the control system are 
clumsy. ana there are OCca5lOl'lal 
graptllcal aoomal~s, OOt HIOden and 
DangefOtJS ~ such a sweeping success 
that 1\ dWarfs any CritiCism. It's 
Challeoglng. deep, acutely atmospheric 
anc an Intense adventure. PC 
ganlll18 tnumphs. 

!ill 111111 ' 

line Dut al Ien 

The mllltipl.yer 
option en.llbles lip 
to fOllt pl.yen 10 
tllke 11 commllndo 
nch and attempt Iny 
mission In the I,me 

CDQ£ 81 
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TE STSCREEN 

STAR WARS: HISOO[ 1 JH[ PHANTOM M[NAC[ 

M.ny leyels see the two ledi filhti nl tolelher. You un (ontrol only on lt .1 
I limit .nd hne no choiUl oYer when pIll' Iwitches to .nother ch.r.mr 

Up close, ch".mH' 
vh ulls suffer; Obi·W.n 
looks more like Cloud 
trom Finol "'nros, VII 
Ihln EWln McGrelor. 
Cut·uenes un use IhI 
In,lme Inline (.bove) 

82 £DO£ 

... s the game Of the most eagerly 
tAl awa,led (al1(lllyped) movie in 

cinema history, Tile Pf'lantom Menace 
always had a klt to live up to. Thai 11 

hasn't fu lfilled such high expeclatlons 
is perhaps ulldefstandable, but 
tne real worry .s that LucaSAr\S IS 
content 10 klckstan the 'Episode 
OfIe· series With sucn a dlsllnctly 
average Yi<Ieogame 

un l l~e Episode I Racer (see pga), 

which chooses to focus on juSt one 
of the fi lm's action sequences, me 
Pfli.lntom Meoace allows the ~ayer 10 
palllopate in tne ~lIre Story of the 
film. From tile operI""II-crawl text 10 
the climacuc final oattle and 
obligatory ce1eDratlon, the game's 
events mlrrOf loose 01 its ce iufoid 
counterpart exactly. Taking such an 
unforgiving. wartS·aOO·all aDllloach 10 
the content is not wotOOUt its 

problems. In exder to best reprodoce 
the comOal. exploration and dialogue 
sequences Of IIle film. Big Ape has 
opted to blend three Inherentty 
different game genrM. Part frantic 
ShOOter, part puzzle game and part 

• 
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DUI 10 Ihe .wkw.,d contlol melhod, b.ttles $uch IS thue Ire hl rd 
10 win. In lid, retrell is often the besl solulion it you wlnt to survive 

pontt·and--click adventure, Tile 
Pflanrom MenaCe u1wnately lalls to 
satisfy in any camp. The comoat isn't 
complex enough 10 be Il"M)Mng. tile 
puzzles are often too illogical to be 

satisfying. and the dialogue trees are 
tOO shalkJw for all but lhe most 
amateur adventurers. 

The action is generally VIeWed 
Irom an elevated thudperson 
pefSPeC1Ive. WIth the camera's 
poSltlOO constantly shlltlng to beSt 
present events. wag ing oallle witi1 the 

hor6es 01 Banle DrOtds therefexe 
elicits a more dIStant VIeW, while 
engaging In conversation With NPCS 
produces a dramaticaHy different full 
close·up. It'S a System thai, for the 
moSt part, works wel l. Yel the game Is 
lumbered Wlti1 sucn a frustratingly 
clunlo:y control system thal large·scale 
melees and even sample eXDlOratlOfl 
can be rendered problematIC. The lac)( 

of a Strafe ~ey in favoul of a feeble 
sfOeWays roll, for instance, means 
that (Ieflectlng laser fire WIth your 



The underw.lter city is perhaps the 
mon dluppointin, part of Ihe ,.Ime 

Ilgtltsable IS actually a more effective 

defellSM! actIOn than anemptlflg to 

evade It. JUmpmg. too. is something 
Of an arlrloyance: often, the Jedj 
characters are able to eap higher 
than partS Of scenery and bulkhng5, 
but are Inexplicably prevented from 

gaining access to the roofs by 
invtslble barriers. Sloppy programming 
and bad level !lesign are the cu lpnts. 

In order to achieve a sense of 
free·fIOwIng narratIVe, play SWItches 
between four Of the film's ~ey 
characters as the levels are 
completed The Jedl krughts ObI·wan 
KenobIand QuI-Gon llnn, the young 

Queen, and the Han SOIo-h~e captain 
pan&ka all become available as the 
game Plogresses, and each offers 
Subtly !l illerent variations on combat 
A single FOrce power (Force PUSh, as 

Blttle links, th.lnklully, cannot 
'SIt' throulh .I w.l1I of flowers 

TEST SCREEN 

Format, PC 

Publi.her: LUU . ... rtl 

Price: £ .. 0 

Release, Out now 

Enle • .1 building .Ind the rool di5.lppt.rs 10 rewtll its contents th.lnks 10.1 smoolhly blended Iransp.rency 
eHed (lop), While nol essenli.ll, sub·quests pundu.lling Ihe m.lin .Iims willrew .. d you with' useful objects 

lHaving to live up to a lot, The Phantom Menace is probably 
best enjoyed as a rich information resource for fans 

of the film rather than a classic gaming experience ~ 

seen In the film), somersault jumps. 
and hghtsabres are UOlQue to tile Jedt 
while the Queen and Panaka lend 10 
rely on traditional (if not very 'Star 
wars'·style weapons) blasters, Hash 
grenades and miSSi le launchers. 

Playing tne 12 medlum·sized 
levels, wltIl their fundamenta l miSSion 
objectoves (push buttons, shool 

levers. PfOtect Olller characters), tile 
overwhelming feeling you get fron 
The Pflanrom Menace IS that It was 
CleYeJOpeO Wlth SOny's maChine 11'1 

m'rI(! ramer than me PC. Ev@fythlllg 
about It, from the merely average 
Visuals, to the clumsily lITIp!emented 
Invenlory screen, streams 'console' 

In lact. The P/lantom Menace is 
prObaOIy !>eSt enjoyed as a riCh 

• 

---

Informa!JOl1 resource for fans of the 
film senes, rather than a ClaSSIC 

gaming expenence, BY h'ttlng the 
shelves !>efore the moVIe opens In 
the UK, playing 11 is the easlt!Sl way 
to get a grip on the plot structure, 

Characters and locations that 1'<111 
soon be mabng 11 IntO cinema iegel1(l 

After the sophisllcatlon of ledf 
~mgl!t and X-WingAJ/lance, both of 
wl'lICh demonstrated just how well the 

'Star wars' unrverse can be tranSlalE!O 
to the PC. It'SIlTlpOSSlbJe IlOl to be 

!l'5appolnted Wlth The Phantom 
Menace. A golden opoortUI'llt'r', ~ 

tragically missed 'L.5 

five out 01 ten 

- " 
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TEST SCREeN 

Format. PC 

Publisher' 

Electronics BOutique 

Developer: 919 Studio" 

Verant Interaetlve 

PTice: £35 IpluS montnly I UIlI) 

Relea.e: Ou t now 

EnrQuest offers five 
views - firslperson, 
lop-down, above . nd 
~hilld, plus two f,ee 
Ume(lS .. All e.lern.1 
u mern un be loomed 
Ind mow d .. oulld 

While toufh.t the start. the menu .lId 
inwnlory screens - ill true RPG I.shion 
- .. e icon-b.sed . nd simple to use 

m esplte me maSSIVe populanlV 

• 01 firstperSDll shoot 'em upS on 
the Internet. feW attempts have been 

made 10 create truly online games 

that take lull advantage of the 

possIbilItIes of player interaction 

And those that have - most notably 

ulllma on/me and Meridian S9 - suffer 

numerous flaws. NOw. however, SOny .. 

owned 989 StLlchos and cleYeloper 

\/erant InteractIVe h.ave raIsed !he bar 

a notd1 With EverQuest 

UlI! Ult,ma On/rne and Merich.3n 
59, EVerQuest IS a roIepIaylng game­

pertIaDS the gamIng style mat ~t 

reIKhly IeOOs I~f to onlme play. and 
Ceftlllnly ooe of me most establIShed 

(text-based mullluser dungeons 

predate the Internet!. Unli~e U/fIma 

OnIH'te,1t5 world IS presented in 
gloflous 30 And I,mlll«! Meridian 59, 

lhe technology used IS right up to 

dale - a 30 card is essentJal -
resu~ing In great Visuals, even by 

comparison to many of today's 
firStperson blasters 

EverQtJest is set In the fantasy 
v.orld of Norath, populated with 

numerous stap~s of the genre plus 

'-

Th. 10 u rd,boosted Yisu.ls rnlly impress - ,IS you equip your cll''''de( 
with .upons .nd Irmour, his Ippt'flnu (hlnles in II0rious 10 detail 

some unIQue new cOl1ceplS. Tlle reSU lt 

is a game work! that moSI RPG fans 
Will find easy to gel to grips With, OOt 

sllll offers a sense 01 mystery 

A1tflOu&h based on the standard 
'dass and~' format (an RP(; 

standarO !!Ye!' SInce DtJngeOns & 

lXagonsJ. thIS IS comomeo WIth a 
more mooem skIn CIe'IeIoj:ment 

1!IlgIne. YOUr race, cLass andleYel 

oeterrrune what skIlls your charactef 

can use. Dut they increase Oy use and 
practICe. SkIll 'caps' cased 011 your 

class and 1e¥elllml1 the IT\3lOmum 
rating If1 each sk,1I v.t111e 00th a 
warnor and 8 ClerIC may tIave tile 1 H 

Blunt wealXN'lS skill, the Warnor can 
Increase it to a higher r8t1ns 

unlr~e the vast majOrity of RPGs, 
both OI1hne aoo off, Itlere are no 

'killer' classes in EverQuest NOt 0I1~ 
does th,s emphasIse cooperatlV'E! play, 

tlUt only If you choose to actiVale 

player ki ller StatuS for your Character 

can you anaCk or be altacked, and 

men only Oy other player kil ler 

charaCters. That's great news for those 

Who've been permanently scarred Oy 
bad e)(periences in Ultima (Nllrne 

one cfltlcal fact 01 EverQuest is 
that it can be very tough at the start, 

when even a meas./y rat can 1011 you. 

even after you've gained a few levels, 

the game rE!'fT\ams very unforgiving. 
The system emphasIses combat very 
heaVIly - althotlgh there are many 

questS to complete. the rewards are 
normally meagre - v.t1Kt1 can become 

a ~ttle repetltrve. 11 reqUlles a lot 01 
lIme and doolcallOl1to OOik! a docent 

cha!"ilCler. v.t11Ch easily translates IntO 
huge phone bills if you're 1101 careful 

NOnethetess, EVerQueSI IS the 

Dest onhne roleplaYlI"I1 game yet, and 
offers months of enjoyment wtlile 

POInung the way towards 
ffiIIltlplayer gamIng's futu re 

(ighl OUI al Ien 

• 
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MIDTOWN MADNfSS 

Format: PC 

Publisl>er- Microsoft 

Developer "n,,1 Studio, 

Price: US 

Relea.e_ OUI now 

The <:onlrol system 
ewes you complete 
freedom 01 the dty, 
Ihus en.bline you to 
Iry oul nifty shortcuts 
in order 10 nve time. 
This un I .. d 10 IOmt 
".nli<: drivine (.bove) 

Midtown Madness offen • wide v.riety 01 un, wilt! more hidden vehides 
kcomln, .v.il.ble throu,h the ,.me. You nen Cttto h..ndle. bie·ri, (left) 

r:'I ne of the great joys of 

.:. VIdeogaming IS pidang up an 

unherak:led piece of software from 
somewhere near the bad of the 

pUblicity parade and alscoveri ng tha! 

!IOtfve got an entenalnment riot OIl 

your hands. Mid/own Madness Is juSt 

such a case. with its aashing mix of 

exuberance, chaos and arcaae rac ing 

nous providing the perfect ant idote to 

the PC platform's ponderous 

obseSSlOl'l with StatS and complexity 

The CeIltral premise - take pan in 

a succession of illegal street races 
through one of America's largest 

conurbauons (Chicago. m this casel. 

dock thed:points and unloc~ hidden 

cars and courses - IS hardly new_ 
But m acknowte!lgll"!& the llIong 

cenalnt>eS, MH1rown goes a step 
further, bbel"aoog the game suucture 

hen the police join in Ihe 'fun' 
by .. mmlnl CIfS oH Ihe road 

so you feell,~e you h.M! complete 

freedom whJle you're SImultaneously 

engaged by the care/ulty sequellCed 

ChaHenge-s on offer 

The ~ey to thiS Is the City itself. It'S 

a Oynamlc system that self·regu lates, 

Independent of the race. There's no 

law, for example, stating you must 

take the checkpoints In the given 
oraer If you can caM! a smarter route 

through baC~ Streets, glass·fronted 
mails and the left-hand slOe of the 

freeway, ttlen Ml(lrown's not about 

10 Stand In your way Often ~'s wortl1 
tailing the more aaventurous CPtI 

cars, which ale more than hapey to 
e)(pellment Wlltl thelf routes. 

OUflng any glVt'fl race you'" 

have to SlalOm ttuough traffIc IIIms, 

carefree Pedestrians (WhO always 
juSt escape}, Cleam·trap crossroaos, 
box·lIttered alleyways, leafy parks, 

Ilomoctd3I polICe and belllgerem caD 

drive~, wtl<fll happily have an 

acCideflt try\r1g to tin you AddltlONl 

aunospllere IS Irnttue<I by the realism 

of the setting, amply conveyed by the 

graphics engine. weaVing 00wn tile 
highway IS as alsllnCt from recl(less 
speeding In a pedestrian plaza as 

replaying it all again in an art iculated 

blg·rig Is Olstinct from careenng 

arouoo in a ForO MUStang GT. 

The frenzied .mon prowes 
, .. Iuilousi., IDry, while Ihe 
fI.wed AI is disappoinlinl 

i-1OWeVel, Midtown's most 

enduring achievement is its physics 

engine. NeWtOlllan interference can 

tie managed with 11 sllOer comrol, 

but MH1rown IS essentially governed 

by the cod physics of HoIIywood_ This 
often has absolutely httanous 
consequences as cars mount eadt 
other at the least excuse, skate 

on \WO wheels, ane! generally 

collaborate In the most hysterical 

and WI/'lCEHoouang pile-ups that 

have ever been seen OIl the PC. 
It really only remains for Edge 

to actnowIe(Ige the criminal oollssioo 

01 an actiOll-replay facility and the 

failure 01 the game to translate into 

muluplay, before ufKing compUlsory 

M,dtown Madness for PC 
gamers of any persuaslOn_ 

!ighl QUI Ol len 
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TEST SCREEN 

STAR WARS' HISOOf 1 RACfR 
/ 

Formate Nlntendo U 

(also publ ished for 

PC by", ctivision) 

publisher: Nln tendo 

Oil_eloper: LUCISArts 

price : £50 

Release; Out now 

The variety and dui!" 
of tht tricks .¥.ilab t 
is excellent. and in later 
levels collapsin~ as 
wtll as dtstrudlble, 
scenery is common 

aa £DG£" 

A turbo can be employed IIntil the engines overheat. requiring a cooling-down 
period, D.mage can be repaired during the race, although some velocity is lost 

1"1 ou'd expect a 101 of developers 
.. currently wor~lng on futurisl ic 
racers wou ld dream of acquiring the 
'EpIsode One' licence to subsequently 
slap al l over their respectIve projects, 
safe in the knowledge that the 
slightest association with the 'Star 
Wars' franchise shou ld ensure thal 
sales figures augment tenfold. At 
leaSt. YOU neBd only look at me 
current performance of Rogue 

Squadron on the N64 for proof, and 
wh ile it's a momentarily diverting 
title, It falls some WJY short of recent 
classics SUCh asZelda 

Thanl:ful ly for garners, thIS 
'Ep isode One' ,sponsored racIng event 
is several places funher up the grid 
than the mediOCrity of previous 'Star 
Wars' ,themed N64 offe ri ngs. In other 
words, the licence isn 't being 
explOited - at leas!. nOt as shamefully 
as it has been in the past. Even when 
you pee~ beneath its 'EpIsode one', 

tinged polygonal cloak, this stI li rubs 
shoulders WIth a lot of racmg games 
currently around - futu ri stic or 
contemporary, Although it's certainly 

not one of the best. 
Six racers are Init ial ly available, 

but as you progress through the four 
tournaments on offer (the first three 
olfenng seW!n tracks, the last bearing 

• 
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lour), beaten compet.tors achieve 
selectable status. Nintendo may claim 
(Ner 20 courses, but these amount 
to va ri ations of the first seW!n, 
However, most of the later tfac~s 
Include enougtl alternale sections 
to make them fee l appealingly 

dIfferent, and as theIr length 
mcreases, so tOO does the chal lenge 

In between races, money can be 
spent on upgrading and replacmg 
damage{j parts of your podracer in 
order to boost acceleration, top 
speed, handl ing, and braking abIlity, 
among other elements. The amount of 
earned cash not only depends on your 
position as you cross the fi niSh line, 
but also on how confident you fe lt 
before the race A 'fa ir' settmg sees 
money distnbute{j evenly among the 
top,fin ish ing quartet (in the early 
races only the first four go through 
to the ne~t heat); 'ski lled' sees a 
disproportIonate amount being 
awarded to the first' placed pod: whI le 
'winner ta~es al l' does exactly what 
it says on the s.creen, 

Graphica lly, the game is often 
ImpressIve. Some of the later courses 
are cluttered with polygonal decor ­
build ings aM other arChitectural 
structures being the mam culprits ­
yet the proceedmgs continue to move 

Don't get too excited - there 
are no weapons in this game 

along with surpnsmg speed (cenainly 
in the 'bumper' view - one of four 
avaI lable). The lramerate isn 't SI lkily 
smooth, but it remains perfectly 
playab le. and can be improved by 

bypassing the Expansion pak, 
although you're then runnmg 
the game at a lower res setting 
Fogging and build -up are also evident, 
but again their presence is not 
overwhelming, Forget the twoplayer 
option, though - it's unplayable other 
than on the most barren of courses. 

Episode I Racer is hard ly 
spectacular, but It is an accessible, 
enjoyable and challengIng game which 
should keep fans ot gravlty,defying 
rac ing satiSfied, and JlOt simply 
because of its prestigiOUS licence. 
But with in th,s genre, F,Zero x 
St ill reIgns supreffi{!. 

Six ~U! of Un 
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TESTSCREeN 

f-l WORlD GRAND PRIX 11 
('~------------------------------------------

Un of the bpansion Plk results 
in more lextures and eJtended 
re plays. Framerale isn't aff~d 

1ft ()(J'W! Pfobal)ly had enougn 01 

.. ForrntJla One garres by now. 
bul not only ~ ttlls the seQUel 10 one 
of the finer el<.amples around (see 

E63). ifs on a system that can llardtv 
cI,um to have an IIOundant mark~ 

snare In thiS SlID-genre. Furthermore. 
It comes from a pUblisher whOse 
relationship with Ihe FOrmula one 
AssoaatlOO dates back to SHES days, 
so ItS eXistence IS alleast more 

Just ifiable than most. 
Casual observf!rs may miSS tile 

subtle alterabOl\S to this yeat's 
edltlOl'lbased on Ihe 1998 season. 
the cars are narrower. tyres now sport 
grooves, and a lew of the drivers start 

It's all in the detail - brlke disCI 
,Iow after eJtenslve applicatIon 

the season Clad In sh ny new team 
overalls. Natufally. there are Changes 

alfectJllg the game's heart. Tne 
graphics have been improve<!, With 
better textures deplctmg the 22 cars' 
new Ilvenes, as well as more accurate 
trac~e 6et811. The challenge mode, 

wtuch sees you re·enact specific 
Instances from the season ma~es a 
W!I)" welcome return, With uPdatec1 
scenarIOS to tCSt your analOgue 
drMng skill lt1e tutorial moae IS new 
and helps newcomers by provi{jing 
them With rating strategIeS for each 

of the 16 CirCUitS. 
More ImOOrtarntv, the haJ1(lI,ng 

feelS lightly ~a~cd aOO more 
acceSSIble (at Deg nner leveQ !I1an Its 
predecessor Smllartv, the drNer aKls 
seem less reslllCltve than before, but 
the real fun Stil l doesn'l realtv start 
Until you're reBOy to SWItch tI1em off. 
WhICfl ISn't to say that F,1 WOfIC1 GP 11 

has been transformed ,ntO a masses· 
loving arca<le expellence -It Stil l 
dema~ds perseverance and a fall 

amount of dediCatlOll - built b8S 
be«lme a little more welcoming. StiR, 
steeling rema,ns fa irtv IWltChy and 

• 
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C()(Jld prove frustranng for anyone 
unlarrul\ilr Wllh last year's game, 

PQSSlOIV the most cruttal 
revJSlon hes in the title's At Fellow 

competitors lOCk up Ihl'!ll brakes, spin 
or crash OUt. and engmes tlIOw Wl!t1 
authentIC regulanty. comPlele Wlttl 
new smoke effects. It may nOI sound 
li~e much, but the resu lting sense of 
invotvement cannot be overlooO:ed, 
pamcul,uly as 100 mallV raclJlg games 
nowadays fall to p'ovtOe JUSI that 

Essentia lly, "·1 world GP // retains 
and refines Its predeceSSOl"s qualrtleS 
While adding new elements mat only 
enhance lhe already hlghtv compe!em 
expellence HOwever, whi le the rewlt 
1$ unden,atlIy supeoor to last year's 
effort. the Yel)" nature of the sport It 
6epiclS also prevents II from belllg 
dist inctly different from It, hence the 
Slightly lower mark, Mhougt1 it's 
d,fficult to recommend to owners of 

the origtr\tll, if you missed 001 firs! 
l ime around then this IS easitv 
!I1e N64'S c1efimuve FI \1tle, 

hun &ul Rt In 

Form.1: Nlntln<to u 

J>ubli"""'- IIldlO systl m 

Develope" PlrldlEm 

Price HO 

Rltlease July 2 

Novelties include blown 
engines (toPi and tyre 
smoke from ocked 
brakes (untre), The 
competent !Woptayer 
option mikes another 
appearance (abovI) 

_ 89 
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TESTSCREEN 

OMfGA BOOST 

FOrm.t: PI.ySI. l lon 

Publls,...,., SC EI 

Developer, 

Polypllony 0 1111. 1 I n~. 

PTlce n .'oo (no) 

Releas •. Out now Vlp. nl; 
July 2l (UK) 

Build lip enouch powe .. 
.nd on. bllHon press 
unlenhu the ViP'1 
8o0st I"inst helpless 
enemy foreu (. bov.) 

Points Ire _.lded'Of time taken, 
1((UrlC')' Ind proportion destroyed 

n or a developer I10fmally 
.. assooated w.th CflWrg trtles 

(MOI1)f TOOn GP and Gran rtmsmo 
among them), omega BoosI 
represents something of a drastIC 
departure. n does haW more In 

common Wltfilts predecessors than 
may IJe Initially apparent, howeVer, n's 
a sklllfully programmec title. and 

therefore tethnrcally proflCienl 

throYMg arOlWld tonS of faoulouS POlY. 
base<! mooels to a plethOra of Stirring 

IIIsuaI effects. while marntaming an 
impfeSSNeIy constant high Ifameflte 

It's also well designed, With good use 
of coklur and aesthetiCally pleaSing 

menus from front to back. 
n remains a typically J<lpanese 

game, UlOUgh. Not because of the 
obVIoUs fact that It 0epK:1S human 
warrklrs In mecha SUits fighting 

agamst a variety of other rnecharused 

weaoonry, I)Ut r<r\her in its stnrcture, 

which encourages replayatJr llty if all 

of the game's many ema features 

are to become acce5$IOie. 

Its essence lies firmly rooted In 
the shoot 'em up titles of yesteryear, 

and sees you faCing waves of 

meenanlsed enemies determined to 

put an end loyour SOhtary planet· 

savrng missron. EXcept that unliKe 
previous similarly themed blasters, 

• 
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Orn~" 8Qosrs ,rlphies . re Ibsolutely ml(llifiunt throughout. Its 
developer has surp.ssed Itself with. m.chllle nuny flve yurs old 

o-nega Boost's relentless actlOll 

occurs entirely In 3D This could have 

been disastrouS, Dut POlyphQl1y haS 

Implemented some crucial touches, 
Including an auto-turn functlOtl which 
rapidly moves your character around 

to f&Ce thll next enemv, thus 

oYercomrng any disorientation (whICh 

IS more likely to happen in firstperson, 

rather than the thlrdperson view!, 

Whi le flying arOUnd, vou haV'E! 
three weapons at your disposal The 

trad'tIOnal medra·lanlavoume. the 
VlJlcan rifle, is a grven, flut /()( groups 
of enemies, the homong miSSi les are a 

more effiCient bet - these lock on to 

targetS In AIterlXImerlParJP!( Dr.igOon 

las/1jon The th,rd trick up your 

angular metal sleeVe Is the Viper 
SOOSt. which sees your character 

transform Into a demented space-age 

batteflng ram, complete with soangty 

blue light trai l. Ttl ls has 10 be one 01 

the most satiSfying (and ludrcrousiy 

powerf1.rQ special weapons ever 
de'lised 'or a ShOOt 'em up. 

Omega BOOSt Is a shortlrved 

experience, however, and desp.te the 

SUbStantral amount of extra gaming 

material, thiS factor ultimately 
prevents it from scoring any Ilrgtrer. 

Altef gewng to grrps With your 
mecha warrior In the training ~tron, 

competent gamers should IJe 8bte to 

complete the campaign mooe In a 
few hours. Yel openmg up Mry 
addltronal level (designed as a series 

of lun chal lenges, mini -game style) 

takes considerably longer 

A VISUally arresting. solidly 

p~yable title With rypkally neh 

Japanese deta, I, Omega BOOSI 

wm please shool 'em up fans. 

Seven aut D! ten 
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d e v I o p 

HyperMatter 2.0: Softbodies gain realism 
~ his rs the Holy Grail of physK:i! lfy bdsed anirrulton systems," says Tim 

... Cr~ ig, MD of One Pict\J re Ltd. ArK! he should know. For ten years, One 

I'IctuJe WdS hon ing the HyperMartef plug-in fOf 30 Studio M(]J( unlIl it becarl"le 

the second most-popuidr pl ug-in for the irldustry-standard ani mation p30:ag<.'_ 

But what vaig is ,edlly exoted about is the latest version, HyperMarter 20. "Most 

people are <!Ware of HyperMcrtter: (raig agrees. "'MMt they don't know is that 

_ Iism comes In many shapeS I IId 

sizes, so the foam monster f&lls 

exactly as " foam monstet sIIookllall 

WorkStation 

rt is d realtime system now." 

This state of affairs is unl ikely to 

coo~nue for long. however. Sony Ms 

already agreed for One Picture to 

be<:ome a midd leware developer for 

the next-generatioo PlayStlbon and <t 

seems cellain that HyperMotter 2.0 

win become a rofe techn~ogy for 

many games developers. 

"We r~ into Sony's fleW' middleware 

strategy: explains technical director 

Jlck C;rusley_ "We ~ a complete, 

we1I-documente<l, optimised SDI< 

which y6<.J can translate into a game 

and forget abo<.lt" 

And, as demonstrated to Edge, the 

eoo results afe impressive. The current 

demo utilises a 4,()()O.poIygon. softbody 

~ of ROIlolId Reagan's head, of all 

things. Running at around 24 frames pef 

secood. the head Cdn be pulled into 

extreme shapes and then released. The 

level of eIasbaty and damping applied 

then affect5 Its mobon iI5 rt oscillates 

videogame creation under the microscope 

l. .~ 4 I .- 1 ' . 

~, -", ,- " " • • 
"" 

/ ...,. -, 
'""'" , "-

~ -
The HjtpM1Mtter 2." _n_tIIe demo ShOwS the 30 Mot" plug~n'. re.altlme capacities. 

Ronnie Reagan'. face hasn't been so mud! fun to play with sif\ce 'splttlnlllNlp' etIded 

bad< around its origiMlshape. But ooe of the more powerful aspeas is subtler 

Leave lhe head Sialic and simply reduce the dampon& and the hea-d sk:wly sinks 

down under its own weight 

Another delTKl shows a fOilm-rubber monster being dropped AlthcwJgh the 

impact looks as rt it has been scripted - a shod<w~ tr.wels up the monster's 

body, th,ow;ng Its anns upwards -It's just a result of soIv1ng the phys.K:a1 

equatoons for a property modelled shape that has been dropped. This 

development shoukl make the Irte of animat0!'5 much easter, while incre<!Slng 

the rea l<srn of ingame charaders. "There are so many software dynamical 

systeJTl5 th<It don't look real, · argues Oaig. "But in HyperMatter it actua lty does." 

The reason for this is that unlike other apprtl<Idles which use linear spring.;. 

HyperMatrer's ilCCuracy and stability results from solving the complete 

Nevvtooian coobnuum equaIIOnS. 

"You can put your charad~ through HyperMarter and get realism for free: 

says Oaig. Once ag<Iln. the gap between the ,,"tU.'lI aM real world has grown 

doser. It's rv:1N up to developer.; to m;jke games that can make use of these 

new !echnoIogies. whidl afford so much potential. 

Tt. Rrogan head demo (00 re dowrJooded ~"544K Zip file ar www./in­

matt .... <kmon.m.ul!/htmVHypeMatrer/downIaad/ILdemoJ>eodftp £ 

r::I urrentfy being !outed as 'one of the UK's most b<i ll iant 3D Ma>- anllllalO!'5' - at teas! by his own company, Computer Artwor'<s - Karl Wickens is the ~a-d artist 
.:iI 00 the genetic,-,Ity modified !a(!icai thi rd peJ500 shooter, EiIDIvu. HI5 m;jIJl claIm to fame.Ilowever, 15 !ha! he holds the office TelrlS record: 843 lines in 45 minutes 

• 
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The tnals of a start up developer: part 11 

After co-foundin, Lionhtad Studios with Peter Molyneux, Olmls Hus.bis set up his own development house, Elixir Studios. 
In this .xclusive diary. h. chronicles the Irials and tribulations of racing yourlalent and managing a team, with handbags 

"One 01 the ~ ~ IJn'f 

devdoper tac.s IS thII 01 how ITI¥lV 

aomeo 10 mob n:I ....... '" .... 

II>em. The ptCbIom, '" ever, !in ... 1ho! need 10 biI.Jnor 

mone\II'y -.d aeotNe conso<Io<-. 

~ sovoed "- Iio:>I p<.t>Ii!;tq ~ ....-.v 
dM!Iopers pU: as """'I' game> as possible no produaIon. 

The tNSOnlor this os fIoanciaI ~. N.1Itly staae I 
pubIisheI "'"'I <Io!o:t. to <&l1O'X g.ome. M ~ refr 

a\ thev ~ ;os ~ only sour<:e 01 income, ns can 

~~~ 8l'haw1@anumbe<oI 

g.In'leI on ~ ~ !hen, yfA1re deioIv 
te<b:Jrc IhG mt. ~ o-Icper , ....... rJ Iw J ~ 

SKood, they'w SOl \0 n.w.. the .. ettJtUOe. .... th ~ 

and ~ I_the ~ between ~and 

lIbIUde .... ~ ~ IhM 01. reorc Ut nllS ~. 

.............. a aood ~ QIl aet !he rrosIOUI oI .. .-rage 

Ut (Ih ~ .. IIIS 1nl: _. 8e'IeIIon).. 

I""" '*'- wiI ~ '"~ ~ 01 the 

qu.W:y 01 IllS Qr (such • 0-1 Coukhird .. !he ~). 

There .~ few !hones I dislike fTIOfe Nn ~ ~ 

....toch maybe~orr.a!l<:oI"",,~~ 

10 lM=rpooI Fel 

To mok motte<s -" howOe<, the SfJ'ooII.-.. opprMdl 

_ ~ people Mh I ' ... 01 sbIs rather 1hao 

tabn& ~ rve b.n:IlhM '-' people Irtm • ""11" 

oI~~r...~~'MIh1hrs. 

c..;.,. OUI new ¥1ISt comes from I CJJ<1X booI; 

~ '-'I ~ workdlcr DC Cana 

(bJIoonllDbo). ~oIl11S ~.wI'MlIt 

ISquIIe ~ ¥Id IhG sUI t.... been ~ 

10 US .. aetIIrC ~ if\IOQo'l He', ccrtariy SOl 

!he ___ attJ\lJde ... wel 'MIen fik.d 10 de5aile ho'nseIf. 

ne S6Id. "m sood « flghbng n:I "-~ 01 'Mln'lO!I1 

~ me illound,' ~ ""'""" me mink we_e 

ngh! to !M;e hon on; an e:rt r~t imag""oon is """ 

of !hi! V_ I rrosI VIIue in .., or1ISI. .. " !he ~ 10 

\qtI hearIiIy • ~ 

No mi\IeI' how dose I tun is, ~ wI ~ be 

'With a small team you can keep a flat hierarchy, which is great for morale, people aren't 
so hung up on job roles and are more willing to roll their sleeves up to get things done" 

~ ~. ¥t¥ ~ _tt.r'-1Iv1!O! pne'I 

on pnxIuctIon. n... o:iea " 1I-..t ~ jOJ kM one, !he ~ 

two";l ~!he ~"'I up 

There ft problems ""'" !his. ~ 'M>en I 

«11'1*'1' gmws pa5I ~ ~ S&U', lOo' rMlI.'d IIT'IOfe 

IoIrnII ~ ""W Yo\Ih • smIIw.n jO.I un 

1'«p.1IiI t.er.chr,...t.ir;h is gn:.c to< fTIOIaIe. ~ 

Iten~ so Iult up on job .... ..d ft mote ........ 10 

roII1her ~ up 10 gd ItW1g. done. One a/the ~ 

flit pIer;ed me most ~ __ the .. a/the enore 

COfT4*'Y heIpong 1he <JIfa manoger to stuft envelopes "".-
.o.nod>er p!obIem " tho: ,;pee<I '" grOMh. 10 put ttvee 

prtI!KtS o.to ptOdur;mn lOo'l p<obabiy need la find 40 to 

60 ~ .. I very .toM peOOd '" _, '!tlII un do thos. bu: 

I! I ponce. ~ """ that jO.I fKJ\1111he np peqlIt 11 

jIISI a.w Ihe most ~ Itq .,.ou1- do. ~ 

pnes III ~ no[ a]Ob, and as sud'I .,wre alien 

holed up ..... 1he .....,., peqlIt to< ... dI.,s I .-... fa 

~ up 10 16inn. d.!y,........ames under ~ 

~ a:ncIi!IonJ. 10 do 1hI!i ~.,ou need I 

1IgI1~ -... 1ftIer.t>iy ~ aI peqlIt..no ~ on 

SO well that that theV~ ~ WOIk>n& tor eICh o1her 

~menltw"~OI1he~·FincIintI4(l1O 

60 ~ al1he ~ Cdlibo; ..d !hen "..,......,. !hem 

.-.IQ loO.d1. ~ is eo:IIemeIy oiftio;uk - more SO I .,w re 

~ to do Iona .toM o;p.>Cf' aI __ ..... ~ef 10 I'IlW 

8'~ IfId orpvaIIy. 

O"'~IIIO Wp!hr •• iIleal201O 2S ~ 

to< fie ~ fI.fure. w.e're IIlrc on people • \he ,. 

aI olbooI one ~ 0Ihe0- mordt w.,,'re slillloobna for rnr:we 

bu: r(\.very h¥d M:kog!he nghr: ~ The '-' tor m.s: 
is 1I-..t we're IooU1iI for "'" thong< on ~ -., 

~ f'orsr. ~, they h.M: 10 be very t.*<1!«i 

• 

~ Tempe!$~ ~ UP.""""'" 
11'$ nQIhong mote men I ~ aI twndbags I! ~ 

ResoM"8I1_" QIle aI tho: Mrde< job-; I do and r,., 
fco.ni m.t..:ldintl t..ornr:... ~ ~_ This 

pI'Oa$S t-.s been ~ ~.t>iy by the ~ 

01. ,Mher II5IdI.i pri oIIioe r..t>as whitt1. for ~ 

* was~ on ~ A-...l wa 11........, 

greet1ed br" of!ice..oMdt ay d. ~ n... !a'8f!I-

d. m.s: cry IlIhen toroed 10 c.ry Ihe hsd>ag. .u-w 
eIejaody ICIOSS hos 01 he shooJder for !he retl..-der 01 

'CI>e dIy. This ne'o'ef fIiII, to ~ the rmod 

On the so.b!ed aI ~ I! onesdt I <hxrId teI j'OU 

about [)yr'IIrro EIoor. our ~ team. whidl t-.s .-wIy 

bee!1 seen '1II1CItIf' tile Mondov nighlloumarfIffit at 

SpoWfieIds MaR.e!. ill London. CM ~d after !WO ~ 

_ f:UIoed so.. IosI sa. sccred one, ~ 22. As j'OU 

unor'l'lip'll.fal~cI~whD_~""" 

IIo'ffiI!5>m~""'~""""'hl_lbonet 

pill 10 iWIIow. II'S been .. euIe<lI. ~ ~ I'\oe 

no doubIlhaIlI rIiIIere--. _ ..... 1he ne! '-w ~ et 

dM!IopmenI....e·re p"C ., be up agaon<I L v.IrvJnt IS !he 

easy P¥' -~ "'" do that 11' • ..hen the d'4'S are 

down ~ '" a turn I'l'J ~ 01 f.>iI. ~ l'l'J orYt reaItr 
__ -M'IM people .re mtde cl in ~. ~ _ on thos 

a>nIlOJIN we f:UIoed our .......-.Ill g;o:T'I<' IW Monr:IIy nog/"( 

- I rH ded>y ...... Ihe ....... attRaasm alloIow 

S1n.IBilIM "MID NIl! AI n... I'Ieo: "*' ~ ' -1 '" the 

""Ii"Y Poerneo-l ~,.... a5de bot .... own -.-.on aI 

liJcI,I ~ WIefl. cr::me'i ~ ., .. ....e rnoy no[ be 

8r~ bu1 whD ~ we rnoy -. ~ n'O<kIJbIe 

~ one 1Wr'. AI cllIhd> ,."....js me '" 

....-Iq IhM v..ce Lr:mbri, ~ «*11 et the 

c-n &y ~ on<:1!~. "'Mnrq ...... ·1 

~bu1~"8towini$.· £ 
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IT.TI. ~ to ~ firs! Ir6tamem "'!he Vartd ~ 

W AL.«:I2 ~diao:y (),oer tile ne>lfew rrcoths 

we.1O ~ \'DU IIle I_M'" creams !lie ~ 

la '"'" of !he ""'" <lrpIII g«nn "'!he Lost!i.e \'US. 

R.!Ihe! "., a:ncem"""B ......,. on !he dM!Iopo'1eI11 

~~ _.~aoing ID •• peS belwd1hebz. 

red o.rc.ns g/ Rr;Jclsc. c..r.e. m .mw you jus! ""* I 
po.t.isIler I-.s 10 so .......... la bmg ........ game ne cru 
on IIOIhe ""If\et. ~., ~ dtl"os ~ IJni 

$011 01.",..,""""'" fanIaooooI \'DU mogh tw.oe abruI P""' 

~-ifsllilll'f~ 

rll5l aI eI. • .....,.Q abo::oft !he ongnaI game. HIttJnS \tie 

~ 5~eeI .. Ov;stm"s '97, CliI ...... ~ I;Ip-<:Iown 

~ game seI 00IS>de ~ ~ ~ ~ pItjoer t-.d 

Ihe freedom 10 ~...,...ne.e. oN: ~ <:¥ rod pteUy mud! 

'" ~ l4'.-.cI '- Large ernoo.r'CS cl fun. Tt,. ~ we<e 

........ IOO-~IIIIf$~~~odIer 

II*! 1MfS.oo people ft P'3.t>ou11her <W( business. 

Md I( ~ 1he COU'Se 01 -,ru diy, you Iwppento:IIO break 

tt...1aw. !he police ...:Ud be on 'f<NI b.>d. .. . second. 

~ III!nded 10 !he ~ m iniur'e<l rod '!he fn 

6ep6rtmen! woUd come and p<JI ouIlnf CIIS or ~ 

IOU mey Mve seI on life. ~ """ kind 01 cool. 

Ill.( """"" do \'DU creat<! • .....,eI for I game 5I:e GJiII J ~ 

waoJd be to eKy to do it body -1he ...... iI'Q.Qy \Iwf,oes 

on &..aMses. E-.1he fI'IOR ~ 8""tS '-~ 

Iller ~ pu;nped .,... ITIDSI "'....t..a. _ 10 I\OIIwl& 

~1NnI'-Sftol ~ and, ~yaI ... ~ • .­

hMdo. ......" UO 01 ..,.,.-,e', """ _. we "- I 

_~ -I canp.t.. ~ b ....... GTA pne1hl! 

we compIelId ~ Mter we firoMed th! fwst pme. 

'Iou see. ~ !he fir;r gome ..... .., ~",e .. itsoeI!. 

Wyo../re ~I ~ type d game-

.. GMH' 94 
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Over the toming months, Bri. n Billow, PR manager at RCKkstar Games, will be rtcounting the 
tricks and I"umas of prooudng a sequel to one 01 the most successful games in recen t years .. 

fOOlbal, fa ~ - \'DU know "'" ~ I'I'OIb, \'OU 

\:now !he RP; at m. some. \'DU u.:... how IilI pIayer5 ohouid 

""""" ond how Ihe boil VlouId MOd. 'Iou an wed -.:I!i • 

I<noooonJOOl • .,.,... ... <:Ioro3 ~.......ey .-. ~ 
\'DU mey notlo::>ow ~ .,.,., __ 10 end up. """ I:now how 

you_I la M. I:u~an bel kII "'~_ 
1'ttW __ ~GtrnI rMJIAIa>, ~_ a 

kII '" ideM, 0l<IC"J'IS.-.d ~ NI_ ~ ~~ fc 

f'IIO ~ I!M"'. 11'0< __ mosdy <:bMI1O IIITII! ~ 0/ 

mu"'(toe~ __ USO'lIItoCIWe~~_ 

BeIng""""""'" Barr'ieS pros, we ~'t IUSI 0J<S0e ~ ¥Id 

ttwow (toe ""'* kII-,. No. we kepi: them .. ant>cipIJbotl 

So. the O:a __ 10 use !he 0fIi"'0lI1jIItT\e ~ IS. 

~ -<.ho.I!IS" W (U ...... ~.-.::I ...... ~ 

IIIIhodI biti ~ bj !he best.-.cL • posst.Ie. find (U....n, 

they !led them. • _ add get d'IS ~ down. _ 

add deodo GOdly ...... _ --.:110 p.C .. Gru 

01 CCIne. ...... !he ...t.te--hoI Alone '" P<ft CIUICIn __ 

burnng brightly at QM.\ .c Rod<star Gimes in ~ Yott other 

probImls _ roi\.ins theO- he.ids. 

The ~, 01 GP. means ItIaI hopes are hollh lot lho 

wqueI. G/)1 re.odIed runber O/III! Itd his SO far !pen! 

.IIrnoR 80 wms in lho top 20 CIiO likes lho depIh Md 

~ ",m. orpIOiltd eopands '-""'" ... -.y-r 

The orpIOillM'" ~ ..-cl • Iq! urdetgrouncI 

"*-'i-AfiIotcftyk¥ol, *""" ..... ~. 

<iNbefately kepi: ~ aid 01 ebsttlCl from the garTIO'_ E-vone 

........... "" geme !Qo:Qge """" they .." to ere"", a poeot' 01 

'*" b iI g.IITIe Noboctr 5«fI'IS 10 1I"ri..-.g !he ns 01 

_1OOdeOI. ~~ thM ktIe biI~And 

~ IIIIhodI lies • bill at~: The new fi'n 11 wt .. 

_York.lI"s~.~~ 

~ Ion! 0I1Iw1& ethe< - d'IS ~ ha!. • P"lI* 

~ WIth RI.IISIifII, I'abJu end KnsI-nes. , re;I ci«<Iot. at 

dI.1ses, ~ V- end SIISI!me'I- Cool 

The fImrs his 10 be completed in tme b E3 - ed\Ing 

arod&l. And Houseo's sufIenna:"!Wo 01 Ill)' v ...... t.ave<1~ 

srown up. The NVPO are Ilefe .. fc:<a! all..- >OIT>eono! 

~ '11"8 f9II, Md Teny ~ RocksI.'. 

~.-cv, ...oo's ~'11IIre KrIIIno .. the .. ) 

lies ~ hid "" nose bun>; open WIth • lake beseb.1I bit" 

BId. III toe RIocbI.w oI6ces 1hen!'s no !me 10 re.... "(»e 

rJ the "..,. prdIIem!. we "'-: odnm _, "is how !he 

geme is ~ .. <iIIWen CIlUnIneS - by Ihe press Md by 

lho WIIOl!I riIInJI bo..-ch. we don',-.I !he 8""'" 10 be 

bomed, but we don', _ 10 haY. 10 CUI 0/ ~ ft ,. ... 

po5sib1e: To II"1II end, !he _ VorI-. oIf ... "'" up • ""*' 
con~ ~\!IIM$ from N«V Take 2 ~ .-.rod 

the """'d are 0I"Mted. oIontI wtk Co&n MadloriaId Md iJM' 

""'- from {!MA. For .IIrnoR ~ tos 11 theO- fW'$I 

d>n::Jto 10 see the new geme ~ ~ 

k, ~ IoIds the geme.-.:l Vcws everybody the 

'The challenge of creating the sequel will be to move the game 
forward. improving the gameplay. depth and freedom within the 

game. while remaining true to the original vision, The alternative 
is to sellout - do some new levels and grab as much cash as you can" 

~ their OWI"I Websdes (7:l et the pe.iJk) 0edicIJ!ed 10 the 

IJiII'"Me ...:I SUrted GP.'s IIt!rf OM! new5gt014) • • ftg.ma 

• ,..cI-cheft_ n.s is kind rJ .. I.I'IUSUII _ b-. 

IIIJ"'e. Gomes toe cIte'I popJ.- - cn.1OttS '-~ CifI 

be~ popJ.- -t:..t,-~ hId_ 5etn iIl.d'>. 

~ ~ P4'1S theCTA ft The~oI 

~ the scqJO!I'" be 10 tfIOIoOe the pme tc:.vad" 

If'r"IPIOOIng Ihe~".-.:I ~ WIh'Ilho 

IIiJme, ""* ~ true 10 ~ CIn!r"'II..soot\ The 

iIIIema!iw! is 10 ..... (U - do some new ~ IfId "., .. 

mud! cash ;so; you con bdote jOU 1A1he pne woe dNd. 

$am Houser. ~ rJ IIod:sIII (ende.eOJ!M> 

procb;eI 01 bath CTA ord GW) 11 responslIie CM!f" b­

Gru .-hing the moRe! -Itd ~«IS fXld IS • 

possibly at> be. He has 1;1 de;II 'MIh !he ~ 1hiI1he 

...... ~bathin~IfId .. ""~ 

RIght nDWM', a m!. bt.!Iy. Roctsw dooded IO~ I 

~ mcMe, ...net. """"-'<I5how "" .. !he -' bits 

whoch ..... .......ruoIv end up in 1he pme. ~ did ........ 

aid ~ thong • """'"" "''I'M"' "F b the 1lnfOIII ....... " 
say. 1'IouseI. ~.not the ~ in ~ end...tote. 

new enve ........ 'MIh Jbclut 120 ~ OIl """'" eI 

orce, you an see people M"II;I gm. The ~ are .. 

OIl the ~ I'OPP"IIIO 1he VcpI b • dam> .. -""8 

b-. tu, --. III • -. 8f!Iq ..-..ggoed. CIf JU'l ~aIY 

Nr..-c1ll;U'd~1 shap~ { ...... "SI ~ 

pan 01 OWl> The 0»dJ IfId "-"oyI. are """""" WIth ars; 

iInIc& IiO ~ IIdldes an be ~ • croc:e. Afrt:t 

~.w>d .Iew ~ bombs ...:Ilappr!g' 00I.IJIIr 01 

dam> rfIOCeIlt ~ ~ • Tuer, the oops SUrt 10 

appe.Y, fobNed by SWAT !elmS, mer.. IIItIaI the """,111's 

dMI ~ II"1II11 ~ jus, ¥IOIIIer ~ 

The ~ 01 the mee\108 ClI'...-s .. the I"X"'!' hots 1hiI 

~",-,ord~-~~1oo:.oIisiI>on 

ord~ we __ lO~ 1hiICIiO i$"~ 

we __ 10 StI\I ~ from the USUIII ~ boo ClI'...-s 

IfId ~ III\IjeS. _ suns. up: 'We __ 10 

bmf: • t. 01 ..... ...o.sry sensliIity 10 the g.>mes I'niJftel 

l1tri. people ft ~ b- • t. 01 style. GTA2 is pnslO 

be jU<t 115 OIV'ICN-. ~ IS CIn!r"'II...:I JU'l1S mud! fo..-. 

.. the origfIlllI'S gong 10 ~ "-'8e-~ ...00 

~""'be~' £ 

, 
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an audience with ", 

THE BITMAP BROTHERS 
(-

THE FOREFATHERS OF VIDEOGAMING COOL, THE BITMAP PARTNERSHIP 

SEEMED TO HAVE THE MIDAS TOUCH. HALLOWED BY GAMERS AND REVERED 

BY THE INDUSTRY, THEIR IMAGE HAS ENDURED. BUT WHERE ARE THEY NOW? 

F 
~ development teams M...e CUltivdted 

ther irMge as mud1 as The BItmap 
Bt0\he<5, dOO still Iev-oe< M...e hdd as 

much t.lient to go with the poslUMg. From the 
SlgMtu", met.-.k ~ ~ S""" to ~ 
g'"p/1Ic:s. to ~ ~ us.. 01 r~al soundtracks 

in g.lme5 (Bomb The Bass's reworl:.ed John 
Carpentef's 'Assault 00 Precinct 13' mlJSlC foI 

Xenon 2), everythl!lg aboot the 6itmaps 'MlS 

dislinctive. Sti~ bel krl(1lM1 ICM" the Xenon shoot 

'em ups aoo the SpeedboN Mure sports 5eries. 
rt seemed the Bitm<lps could alw<l'j'S be relied on 
to ~ivef fast. NgI1Iy playable arcade games 

B<lt oot r~. A couple of ~s than steltar 
tJtJes (MrJgIC Pod:ets, The Chaos Engine), an 
u~essful move into seIf-poblish ing via the 

Renegilde klbet 3r>d the unr:lerwt>elnW1g reception 

01 Zmree vears "80 al1 5el\led to do~ the fIrIm3p5" 

IlNre. B<lt ths ve"r will see the release 01 not one 
but Iw:;) new Bitrrup ~ tJtJes - both sequels 

- 'iO Ed.e took the 0Jl!>0rtuniIy to VISII "" W"PPII18 

HQ to catch up WIIh MD Mike Montaomery. 

MM: We«. 11hirIk we didn~ really expaoo because 
we believe in a smal group of ~ I'oOIbng on a 
top product rather th.m (haw1g more peopIe1 
working on 'iOffie!twIg I:hat \.\QI.IIdn't be top--OOI;I<. 
Edge: Is It s till possible for . sm. 11 telm to 
(lute stuff that's up the.e wfIII the best now? 

MM: Yeah. I wouldn't say !hat we were a 5I"MlI 

team - y,.'e've: go! roughly 15 ~ I'oOIbng 101 

US """", 50 that's 001 red:1y smaH - but we are on(y 
deYeIop4ng one prodoct at a time. We d;d wart 
on more !h,-,n one product 31 one time bad: in 

the Amiga days, but we le/! that the problem 
with that waS thal one product suffered. We 

Md one really good product and one uh. 001 
qufte--ro-good product. 
Edge: Ho ..... do)'01.l ~fine The BitnMp 

B~rs now, compa.ed lo)'01.lr heyd.,,? 

MM: ~ I don', think we've gone past OU< 

~. I don'l think we've left the neyday - I th<nk 
we'", still here. I think The Bmnap ~ are stin 
a very ~ development compony.The 
problem ~ d you're 001 prodoong a game every 

"I think 111e Bibnap Brothers are still a very hi~~;t~ 
111e problem is, if you're not producing a game~ 
that you're actualry there. But we're wolking on 

Edge: What happened to the Bitm.p 

BrothelS? Have you lost it7 
Mike Monlgomery: los1 what? [lAughs] 

Edl'l: You'V<! been ""''Y quiet for the Lut five 

years - there's been just one or two tilIH . 

Wh.It's happened? 

MM: l'mIIt's hIIppened fOl tI"II" last fiwo vears? 
1 th"'" you need to unde-rst1!OO !h,-,t ...ne,-, a 
dev'eIopment house stays smaQ as v.'e M...e - and 
the deYek:>pment cycle t.lkes longer - you don't 

tend 10 get 50 many products out as we used to 

Edge: Is NI down 10 technology ch.nlins.­
because yOtJ _.e so prolific when you 

started ouO 

MM: Yeah, we wer~ prolific, but Ms when we 
were working WIth smaller teams and smaller 
budgets on formats that were sunpler 10 develop 
101. I mean. the difference between deve:Ioping 

an Amiga game and developing • PC g.lme now, 
well, the ~ cycle IS probably two, 

three or four bme5 as klrge. 

Edge: So ho ..... come you didn' t u~nd when 
everybody else upanded, loing from the 

Amig. to the PIa~tation I nd PO 

' -+ 

y@ar, ~ tend to forget: th..t you're <lCIUally 
~. B<lt we're....oooog on <tuff all the time. 
Edge: But you're not producing s tuff for 

~e I.wst consoles. which IIlai n lo ..... ers 
your profile. 

MM: Yeah. maybe n doe\, lower the profile. We 

decided 3 few years ago. when we were 
~ng Z. that we W<IlJkj concentrate on the 
PC ma~ at the lime, Qu ~e honestly, we didn't 

ImOnkthe 
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problem witS !hat we ~ onto n dt the point when 

the PC W~ d'oog"'8 qurle d'iImilOCoJIy. Z was 

0flS0I'IiIt,t a trtIe that _ goong to ~ out on 

IIowi disl<5. then al 01 a sudden CD·ROM 

became bog and so we had to put """" onto Z, 

like cut-scenes. ~ lMI'. what ~ 
_ doong to fII the CD up and grw tt a t.gher 

perteNed ~. And. 01 course, keepog up 

\M!h ~ makes the development cycle 

"",,-
[dp: !kit the ~pm_1 cycle now is 

somfth'''Ilike two .,., ... for ; lime. .nd 

In ttm time the ......... iterMktn of PCs 

MS cto. ... ed. You .. "SI be tonSUIntly 

wti", your tail .. 

MM: I don't ~ Ms~. There's 001 such 

a bog a JUIT"4IltS goons from IIowi to CD-ROM 
Okay, thele', OVD coming AA but I don'l thcnk 

tha(s 80'"8 to be rNIIy th.Jt bog in the PC ma~ 
JUS! yet ~ Im'n ch.J1Iengo.os on the PC at the 

moment Me]O bO<Irds. All 01 a sudden ~'Ie on 

It>!! !Md ~allon 01 PC Gilrds <md lhey'w. i!II 
sane on differ~t directions. Or.ce again !his 

~ap<Oblem, 

Off limits 
Ed,. : When you s tarted oul you did 

SpHdbtJlland XelJOll. which nI.lty wer, 

"ry ' .... ne •• mes bUI weNl! the best of 
u..i. P""I - you wenl <IS f., .s you collld 
with them. Why Ifen't you Ooi"l ttm with 
th. PC _ tiokint: on the fi~ shooter 

pn .. or the ftllttilll' wnrcy pn ... ~ 
MM! Wet. WI!'n! ukJog on the ~ 'iIr~ 

serve IMth ~ ~ ltI. 1 GoIl~ I9Iy 
Io1Ik abOlJ: 12 ~_ I tIri what a 101: aI people 

cbI't ~ IS N _W actuaIy been ~ 

tu own 3D ~ b abcr.a ftu~ ~ 
itS.-.:h ard ~ ~ the Ime we 
were doong 4 so IhM 'IIhen we came 10 do 

the SpeedboI2 ~ U5II18 the technology NI 
people exp«t from al'\aySlatoJn pme. So. It's on 

a 3D enwooment but becmne rt's su::t.. good 
game. and reeIIy liked by~, we're $tIOJng to 
pafllCuLM c.arne<a angles very!.llllOlar to the Anvga 

vefSOl. The moslll'fll)O(tanllh<ng.. I belieYe, in 0"'1 

producr that's on deveIopmeoI, IS the ga~. 
Therefore, what WO!!'re 1l'1V'8 to «I'1oeve IS to 

prOdu(e $pftdboII2 on the P\aySlaIlOn with ~ 
rnudl JM;abdi!y ~ the ongu...,l ri rIOI more. 
Sp«d>oI2 IS only 90 seconds a soOt. tr's IoW and 

Iunous, WIth a fNfy ~ Wl\ei1ace - you c.tn " 

deMon the ~ and gel p!SSf!d and come bKk and 
lIS JM; agaonst yw: mates. 
(dIP: wtw .bout III th. cha ..... tt..t ...... 
hlppeneclto sports siml In the patt '­
JUtS - IspecllIlUCh 11 IBOtion (.Iplu .. 

Ind multipll (.1_.,7 

MM: The IIwoa IS, Ihs IS • ~ SJIOI1S geme.. 
.15l1~ IoocbaI" .15l1't rvtPt. c 15l1'1 bastetbiI."s 
• ~ NI: we .o:u.IIy rMflIed -Ne in --r 
few I'1Ms 11'1 .. 11\01: oIloc:J11*1lj1'Tlf!5 are goeItIn8 

--r 9- hy're MnosIIJ)rog to ~ the 

SkylV cower .. We're IW IJ)rog to do a reaIy -..... 
to come out on floopy disks, then CD-ROM 

=-f:~.~::~ into it, like cut-scenes, because that's-M1at 
up and gwe it a higher perceived value" 

SOI'r1f!IIling in 3D we ~ iI1l engine t!w ~ 0MbIe 
and had a hMdsWlon the ~~. 
Ed,e: And il that whll you're usinl on n? 
MM: ILmrghs] rm sorry, did you S8I n? I don't 

recall tr.e 1'\¥T"oe1 [~CT ~'t want the 

~to~ik~n~a\t1115 

earty~]. 

Edp: WIr( lIe you loinl back to .... t 

you' .... ~ bcf_ wilt> both n Ind 

the forthcomi ... Speed1HJ/121oo1 

MM: Sp«cfd 2100, IMI's an ~ one. 
lhoJI'l .o:u.IIy beII'Ig ~ 11'1 «l<lIIle office 

IlImIde LoncIon I>r a ~ of guys ..no'we done 
~ $lull b8x1!. 111 be onrerts8ng for me 
beuoM - go:ong bKk " ...nat I sar:I erief o1bouI 
not ...antJng to develop two products at ~ ~ -

we're <bog ~ exIl'mo1IIy ah!-o.Jgh rt's ....-.::I by 

The SItmap ~ TllI!re's ~ of this, 'ctl, 
we're a bot behnd on Ihs 00f' so _1_!he!;e 

resour<:es to thts,' becau<.e Ms...toefe games 
~er and v«re the deo.oeIopment ~ ta~ 
longer. Nod people don'llRe wor'<ing like m..t 
They ~ to see something through to the ~ 

and no! gel shifte<:lll<l)Und 

Ed.,: 50 how han lone lbout ,oinl back 
10 this len-yt!II-old idea? Whit have you 

brou,ht 10 Itl 

MM: I thonk...nat we"! trying to ..dneve is to ~ 

-' 

Ed,e: Bul won't thl,IH!l.nCl '.pad wh,1 
Iheyn bHn conditionad 10 by th, m.ny 

FIFAI of this wolld7 

MM: That's an intereStJI1g quesoon. I don'l r~'" 

know. I tt-ri. 11'1 a differtnl market 

The 64bit question 
Edit: ThI .. .,. OM peK,,,," YOU' , ..... 1, 

awn now. ilthallMYI"I .L_I ,bit I"n .. 
in terms of limplkity' _ whkh Is """ 

MC .. "ri" I Hd thi .... But you'll now 
0.111 ... wiIt> ...... "'at wtth Ublt Ind Illblt 
cOll$Ola ..... ttM pelCeptIon of .... 11 

¥ideasllnl iIhould bI has chanpd from 
whin SpHdboJI , Ind 2 (.If!IoI out. How 60 

'fOIl think thal win thal .fftct SpHcIbcJl/ 

2100's IlKeption? 

MM: ThIs CCUd be III II'I~ poonl AI d • 

!iUOden you see the reo.waI d Frogg«. You see 
th.t AcIMsoon'I$'PfOduong .iew 0Iher [SO'TIiIr\ 
lilies on the PlayStallOn and 1$ doon& --r wel 
Edit: But III Its ,_mu dolnl" _1I . s 

the Hflff-Uf .. IMIhI Quoh ... nd Ihl 

Commond. CcmqultSl 

MM: ee.ng a development house l1li'1 olD abouI 

doong fits~ shooteB. tt's MOl. 

'let's take a Oookl efl8""oe IIOd make G g.me 
using !ha( I thri. IN! we entO'!' ~ ~ 
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that 'M!! want to ~ ~nd 'M!! Ihink. by doing !hat, 

people ~I ",,,.,1 to ~ ~ as wel 

(die: So is anybody elu deyelopinllame. 
!twot you wllnl to playl WMt do you like 

thoors OUllheNl now? 

MM: v.t."t <k> lih, personaIy? v.tIat ~m I playing? 
ZeIdo on ~ Game Boy,~. ~ is reaIy 

iI'IfunMwlg. And also. I know 1hi'i " ~n oldish 1Ide, 

but Final fon«Jsy lot/. II'~ ~ "",t,o ""'" game. ~ 
gr~ are rYv good in II II's that typical, cuteSy 

Japanese storyInco ~ " q.JIle ontere5IIn& 

MM: Oh. eo,oe,yooe Ms ptObIems getbng ~ 

pubtiher. [liIusns] I tIri (s goe\tIn8 YefoI. YefoI 
difficulllof • odepe Kierll developers 10 find good 
ptbIishe!s. The problem 'M\tl po.bIishefs is that 
they're goe\tIn8 smaIer ., numbef iIIld bIgge' ., 

SlZI!. And they're also tyo'l8 \!lernseIYes WlIO. ....nm 
5hallsay.IlOI~~ 
ldl'" And !twol coniOlkMtlon of pow<I' you'Ye 
described, you don' t thlllk it's . sood thllll 

for the .ames illdustry? 
MM: 11'1 I ddficUI en! 10 _. In some 

''Nowadays, we're getting closer to pop stars. There are 
development houses and pop group§ - they're selling to the 
and in some cases, games outsell pop records" 

(dl": They're both .... " simple .ames. 
MM: They are and they're not rm ~ing WIth 
ZeIdo bYt that c:ooId t><" because rYe k15l {he 

"StrucIIOn book. FinoI FQfllasy, y91. It's simp\I! 

but you go!! qurte 1I"MlIved. 
(dill: They don't lum 10 be "'mllolOlkll 

IlmllS. You Hem to be alaillsl lIew 
IlKhllolon 10' the $ake of it in Yideoll .... I . 

Is Ihlt ",ht? 

MM: No, I !honk you '- to use ~ tedInoIogy 
th.lI's there. but to a CffI.W! ettent 'M\<n do kids 

spend ~D It'ft bn'Ie watchirlz.re ho<ne? Old 
artoons. They could be WiI\Ctw'!g \ho:o rr(In! 

modem cartoons 'M\tl COfT"9UIeI graphn bo.rt 
they Sf!Ml k\ get rr(In! out 01 \ho:o old artoons. 

Yes, technokIgy doe;. ma~ ~ cifierera. SUI 

even 1hen. Ilhri. that II:r \ho:o "'"fOIIIY 01 people 
....00 entO'r' a ~. It's ~ gameplay rather d'IoltI 
~ technOOgy that rNtt makes ~ ~ 10 

be tar. ~ Ihefe are more ~ rr(In! games 
CIJITWIf! OUI 'M\tlihe \edInoIogy, that do cont.ffi 

~ ~ v.ndI, me ye.lr.; ago. pmbabIy 
V4Sr1'1 !hi! case. 

Brotherly love 
Edle: Yell years alo you we.e settinl trends 

th.t _"one . Iu hoos sillce pick~ up on. 

You we.e usinl pop musicialls for a 
iOundtrlck. you we.e Ihe firsl 'celebrity' 

pros.lmmers with. hilh profile, inte.elted 

In tllklnl to the m~ia. thai sums 10 hay" I 

beelll temp"te for I>ow tIH! lames indust" 
hoos de .... loptd illlhe lasl len yurs. How do 

'(Ou fulabout thall 

MM: Ilhri. il's I ~ rnmpIimeot Alihe \lffle 
_ deOded to do 'iOme 0I1Ile5e things. _ 

looked ~ Ihe I1Wwy and thought th.J1 ff1I,)S\ 

of thest people were working in bedroorm and 

garages and were spotty_ ~ _'re gt'\tIIl8 

closer ID pop star.;. There ¥e parallols between 

deveIopmenf houses .-I pop IJI"'-PS -they're 

seIin8 to \ho:o SoJme people - ard ., S/JI1'lIe cases. 
games ~ pop remrd5. 

Edle: Do you think '(Ou'Ye kept you. fans1 

MM: OI!'finrIftt. And...tlat rm ~ II:r WIlt! 
5p«dboI2100 is to bmg in a new~of fans 

that il/e of I younge< ~ a gene<aIlOO .,.,::ungef 

tholI1 ff1I,)S\ of our fans Me at \ho:o morroent 
Edle: ~ooki"lal the publishlnl slde of 

thllllS, as you'Ye str(ed d ..... lopinl olle 

prodlklal a tirTM. MS tllal mlde it ha.der 

10 5mkl publlshlnl duls1 
MM: I don't ru!y know_ How CIln I coml"'~ that 

10 somem~S when rve onIv ~ songle 
prodocls for me klSl \W!) year.;? 

[die: 8ul you'ye had no problems leltilll 

I publish.? • 

"--

fespedS. no. I don', tIlI'1~ rt os. but ., some respeas 
I do. The problem os. ~t 1$ contlllWly 
~ to nse in COSl as f\<!!W t«hnoIogy comes out. 
and d !he pvbItsh<!!rs were too smaI they v.IOUk1n', 
be able to afford !he ~ costs they've 
go! to pay out 
EdCi': Alld you' .... h.d to rlSlru(lu •• The 

BilmlP Brolhrs to col'" with the manlilll 

situllionl 
MM: We hIYe rtStNCtured th<!! comp.lfI'y. but 

II:r differenl retSOnS. My two ~ Eric 
MoltIhew! ¥Id SIeve Keti. deOded th.Jt they 
__ led 10 COO"ICeIltffle on games and flOC 

fNl\agement. We found that IS \ho:o ~m SOl 
bogger. more and more of our time WM spent 
dow'8~tholI1 ",what __ er~ 

good at - deYeIopong ~ 
K was a ~ deosIon that I 'IIII;dd take ~ 

Ihe COIT1*lY and 'IhII Enc iIIld Stew YoOUId work 
b me and Ihe<efore reIiew! them from all \ho:o 
~ pres:suR!$ and fNnoII pressures 

!het RO >MdI them. 
(d .. : ThIt iOllllds Ilk' th4 Petit. Mo/ytMux 

principle. Gettilll_'y f.om .... lII1ement. 

lettilll bKt< 10 .... ki"ll.mes .. 
MM: YNh. v.t.en you~ go! talents ike my ex­

partners, «'s a r91 ..... aste 1I'IYOMn8 them., too 
much mIIMgement They're YefoI aeawe and 

should be doW1g 0'MIYe thlllgs. 

Edle: w, •• they lIot tempted to CO off on 

their own alld do lndiYidual projects? 

MM: No, flOC at all. The WCII'o:;ng relatlonshop 1$ 

probably belief flOW than what rt was. ~, 
'M!!'re PfObab'I' a lot closer together thIIn 'M!!.-e 

three \'NB ago. They're doing ....nm they -U to 

do iIIld what they entOY dow'8 iIIld r m gt'\tIIl8 

the shiI. ILaushsl No, don', quote me on that 
Don', get me wrens. rm erlfI7f"'8 ~ IS wet rm 
still ~ ID get ., I few days • wee!< 
progr¥<YfWl8. theJuWllI's gt'\tIIl8 h¥der ¥Id ~ 
harder. But I also entO'r' fInWI8 ti'w.,.s. 'l.5 

• 
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CHOICE CUTS FROM THE VIDEOCAMINC VAULT 

STARWARS 
As i Phaotom Menace' merchandise reaches the point of rnYLatiQnJ.d&tlQoks back at Cl fQrg~y...nplQitative ~ 
.9liP-in-off material from the early~s which evoked the f~~Qi:Star wars' 50 much more than aoV-1illy_plastic figurine 

126 GMM' 

IT.TI heneYer!he tlpIC of 1avotne con-op eYe!' comes 

W up III di5cus:5a1 be\wee11T1¥>'f 01 today's Ie.xMg 

g.m>e ~ -'Ill"! 1983I<<l00' gr~ shoo! 

'em up extr""~ Sltr lo'b$. ~ crops lIP-

Ct\.or;;.,Iy. however, I:hrs IS not swnpIy 'St.!r W~ movie 

~Ig'" ~Iking; the s- stOOd tal in lis (JMI rig!u as ~n 
ex;Jrnpje oIommersive &COOt'I gIImll1g.1t5 coIou,ed,iul3D 

world w~ more (:(lI"MIXing th¥I thIc d pr=rn 

BortJeI<Jne. whIe 11$ sourw:IIt«t. I * rendbon of John 

'Mbns' oog.nal ~ WIth ~ ~ 

5.'1~ <llf'lIrJbo.Md -.i$ bo.oIdin8 ...tIat was, for Ill; 

IIr'ne, !he dose5t !Iq W) 'ben(I1hee' omagNbIe. 

5ta Kb"s IMJ '- atempCed 11 ~ ~~ 

*'" c:J 115 ~ IT\III!I\II, bul1h5was III fact ~a111S 

5!r~ Br not spreICins 1he mow!'s oI7.oous ~ 

~j"l the !)uth Stir (top left). Yoo. knew thtt the KtiofI 'Ill" 
..... to ':m'n hottInt up. SUN ~ ~ trench seq __ (.oow.) 
- preaded surface Jkjms (centre "girt) on a.teIIeveJI - fonMd the 
foal point the ,.m l (_n it it WilS 10 prove diuppolntin&fy e.sy) 

Ma nu fac tu r er: AUTI 1 983 oeve loper: Coln-op 

• 



EDGE VIEW 
The videogame world never stands still. riding the b r~g wave of advancing technology. In this regular column 
EdR-B.Y.1Lth..Un.cibtst~ress in Rer§.Rectiv!UXi!h..a Jook at yesteryear's headlines: five y~gQ this month 

Panl50nlcs Real Interactive 
Multiplayer: the first ileration 
of Trip Hawkins' 300 dream 

O n one of ooty two "',l<Inces w!W;h 

5ilW ~n industry figure appeanng 
on rt. <;OVer (~othe< bemg issue 43), 
the July '94 Edge soughtlo disccM:r 
where the ex-EA wpremo was pt..rming to 

\ilk., rns 300 SlilMilrd r.ext, foIIc>Mog Its 

le'.is-thincoovirring perlormal"lCe to dille. 
An opII1I<ln1!ted IIlteMew revealed th.Jt a 
5OOCeS5OI WaS akeildy in the ....."m, aod 
th.lt Trip H.:!W<i", ~ that 'in .,0000 

five 1"'M'i from now, a standalone CD 
5y51em wi~ be ~ much more powerlu l 
th.J1l • PC 10< playing games. It I"oin be 
SO i""""",~ that the Klea of playing 
games 00 a PC - well, nobody would 
care aboot doing th<tl any more: Hmm 

A p<es5 releas.e /mm Ninteodo's 

K)<'to HQ w<lS eI1<J<Jgh to gel Edle's 

reporters I'oOI'ked up into a two-p.lge 

lathe< <:Nef a 32!>it SlXCe55O< to the SNES. 

Known as Prqect Rea lity, the mactulle's 
first ~ tiles win be versions of Merroid, 
F-Zero and Ze/da, ilCOOIding to the story. 

In other r>eWS, Sega Europe'. Mike 
Bm&an dec\",,,, his commllr'rlent to 

ad<kJn \edmology in the form of Mars 
(e.oentua lly kri<:mn d5 32:<). 'I Col,,'! \.dy 
you'M gel an arc.><le perfect COIl\IeIWn 

[of VNrua Roa>r]: ne says. 'but it'll ~ 
(eft/nnly be gettulg there.' Su'e. ~ 

t ...... , .... 

'Doctor 
Hauzer 

L · ,;t . 

.-'--
• 

, =-':-';:';;:~'.:-"''":'' -_ .... 

i[ C~~;~~~~e 
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Nintendo: 32b1t 
5 machine for '95 

One of the firsl lapanese 300 titles (top It ft), Ni ntendo reveals pl. n5 
for a new 3lbit· based form.t (top ri,hl). lu San (above left) speaks 
about Argon.ut'5 BRender technolon. left Mlnter .nd I ,ood friend 

Ol d t h ey really say tha t? Old Ed,. real l y say tha t? Testscreens (and ratlns;s) 

We're f.uIy comfortable that 00' r.ext gener~tK:>n "",et". re From. Vitwpo<nt reply; 'If jOO want a mag Ms oiucal ar>d SOS (SNES; 7/ 10), F\xif/C Strike (PC; 8/10), Super Io'Mg 

-Mn bIc:M' !nything those guys dre doing out 01 the ",aterr - ;mpartla\ jOO can't compIatn MIen it tells the truth about a Commander (300; 7/10), ~ Symph'y (MCD; 4/10), 

Trip H.wkJns, talking about never·to-be--5een consoil.', M2 rrnch"", jOO Mpperl to o:wm: Tall< about what goes around The 7rh G"'-'SI (CO;; 5/10),l'Mdjammets (Neo Geo; 5110) 

PIXEL PERFECT 
lli.rt..gamer has occasional moments of sRarkling excitement. be it the f irsUimtip.sedbaIJ booted UR. or comRletin&......-. 
Sabrewu/f. HereJ!rogr~mmer Glenn CorP.'es of l ost Toys remembers a 'p~msimulation' and his utter devotion to it 

O k:>ved SpindizIylfom the fif51 time I saw a saeenshoI in an Almtr<l<l CPC miIg. Iwmetric 

gaornes n.xI. of course, been done ~'" but they were afways monochrome Spectrum 

ports. Spmd'lZY used w gIoooos colours at a masSNe 320000 resolution. 

The gilme itself was """"""'"'.! ptr1td simulation - ddrnJ\tedly ~ simiMtion 01 a sP;Ming 

top in a world thal consi<:ed of JUSt sIopes.lifIs, tr~nes. switd>e5 ~rod jumps, but a perfect 

~mul.Jtion nonetheless. Yoo n.xI ooly 110 seconds (f(Y some reason a Spindizzy secorod was 

three 5eCCIOds long) 10 pid:;. up 384 gems ptaced a,ound 400 Ievels_ LtJdily, yoo were <!Warded 

len 'seconds' to< each gem jOO pICked UP. gNing jOO aroorod three nouf510 finiYl it. sometIung 

I ilCtually ~I down and did after many weeI<s of prilCtice. The game n.xI to be finIShed '" one 

!lO, too, be<;..uo;e there Wlls fl() save game fe.Jture. I w~s still 'IefY into the game severall"'af5 

"'I",. Ils can be setfl d jOO k::d<. ~1 the g'aphics and i$ometri<; engine of PoptJIous too dosety . . 

I rn;.'1y met the author Paul Shirley "'st year and loId mm rd finIShed the game. He ~ 
accused me of cheating. I S'MJ<e that I Mdn't and he told me I was a sad bastard: 1.5 

• 

---

Though a punle lame In some 
respects. Spindiuy w.s as much a 
M<lrble Af(Jdness done as anythin, 
else. Carpes' CPC version has the 
slight edge over the (6" port (above) 
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( out there) CONSUMER TECH 

b dgrtaI camera rrny be a m.weIous lO'I' ID brog 

about <bM11he kx..lI, but ~ trut!l islh.ll no rrntter 

!'ON c.ooi ~ IooI<s, there is J'I() W"'f iI "'" ~ 

Mh good oId-f~ 35rrm f<;t sheer "",lily. Or 

so ~ ~ IW ~ l4' uMI Fuji Iiu\ched 

1IS2,~~"-

Diddief than ~ 00M~ dInn.mve t::.uMes. 
tne lrly Ml(-2700p.ldo:5 r. l.BOO<l.~ 

s/loo.1holt U5e the 5iIffie 3:2 ..,;peel: ,aro lIS 35rrm 

!*n. The resoJrs. ....ne,., pmted 00 M photo 

p<IPe<. <>re ,~&UJd. l:bMng l4' to A4 size 

....;th h.:trdv M"I bss n ~Iity, Anldler boo..ts il.1he 

f.x:t that Fuji ha. ~ ID ~ its 23-meg<tpi<e1 

rrurvellWh ~ ~ batteries, ...nidI 

means lhlt """" the ~ l(]) and rost 01 

fbsIrog Ii&frts Ms a~ the camera, there's no 

need 10 fork aut for """" battenes - ;..st sq.JeeZt' 

"""" juce birl rno the del ones ~, 
The MX 2700~ crly stntc.orning is the I¥j;: 01 

qTJCaI room, a SIlCIlfi::e made to keep the ~" 

Ilny, but even thilt doesn't deI:r<lCt from the f<l<lltlill 

001iI someone trurdes out a 1tv~ 

~. there is fln.."!tr a ~ camera tM CoYl 

g;...., 35rrrn ~ a r\J'\ 10< theO" mt;>'IO."f 

Arcam Alpha 10 Digital TUner 
• ~£8Xl. ccnact 01223 203203 

~ ~ tnes to rei you 1h.x radio is a kog 01 the poW. be SU<e to 

g...e them a sIap: ~'s ~ 10 ~ I0io T<Jnef n..s puled 

the cNd ..weIe:I6 kicb'tg and ~ rno the ne><[ cemuy and i< 

~ to the paR cI..mcs beO-tg able 10 Irni<e teOOus ~ 

5IXM' beIe 7.oe B.>I5OO"ld beilrolk 

TI"OI.~t.lII~~been~bt~mrlIyFM 

COJI 01 the ~ and e<Tbrilg DigItal AuOO ~, ~ ~ a 
bree:e to se\ l4': merefy press me ~ butu::01 and b and ~ 

the ~ 10 ...... me! <11 ~ stalDIS and neatIy.Jct them onto 

• 

"-' 

, 

order, The se! ..ro fe.mJres so:. preset buttoos that *'" you to fild yr:n 

f~ """"'''' wilh one totxh. 
VIhiIo. the ~'s .....,.aI ~ 15/1" rno.rll to wnte home abouI­

vhd1 doesn't 1-4> to ,.s.fv the ~ poce tag - lIS soo..o:l ~Iity 

" ~ ~. YclJ1 be surpnsed ~ hr::J.... crilW!' normal FM sounds 

<lOCI" ...,... ears M..e been !rea!ed 10 DI\B. The aystdI dedr illdo 

ffiabIes you to hear the ~ detai, from the prodxer sOOflIing 

~ to the DJ po::b:lg hos nose. Its justa shame th.n ill £800, the 

5t!t will surety ClIlIy beo:::me a rn.JSI.~ for senous rm ~ 

• 



• -
(' MotoroIa 9500 satetlite series 

IIJIobiIe Phone 
• '[1,995 _ o::rta::t(fiOO 555555 

ere of 1he fOYS of II~ <WtU1d fts 110" globe IS 

IN! o!S you Wdge ~!he Ar1-oaaln ~ you 

I:,nor,.v!here IS no ~ I'» rn.rn !41 MS you., <1ISk 

~ you're --.g a deiIn poW cl =>:s. Unless, d 

w.r5e, you'\Ie go: ye« ~ on Moton:lIII's new 
SateIiIe pI"Ione v.tdl me<lI1S 1hat <.ne <XlI'I1e<led 

,,81's R:Iun ~ ~ you C¥\be 
~ ~ you _ on earth. WeI, lhal's 

\Ile~ oJIiML 10 8"'a ~ you need to 

be SOIU*'d ~~Ihe phcneCMIeasi,­

find <:ne d!he many ~ ~ sprrr4j 

MWld., ort:.\. rod, ~ ~ buiII-t4' 
__ CMl-,.I:b:k1he sw'OIJI. MId be ~ 

1h$ pretty darm hugt' hniIet Ms sriartt ~ 
dI¥ges ~ \Wh a ooe-mirue c.!II $e!tng you 

bad<. aboo..I: £1 .30, Ihts isn't a gadgeI for ~ ~5 

possible ID pUg n a GSM I'r'ICd.oIe to SW(Ch 

bet.wen sateIi!f> and ~ m::bie 5ef\oaS, tu 
tness you \:now !hat yoJre tr~ ~ 

1Nl hasn't I songIe phone....cw. ~ d mIes 
MId yaII ~ need D keep ., IOUCh. ~·s 

no port twdng O\e two grand to' ns 1TOI5M!r. 

Palm V 

A few re.n bott you .....:;Ud ~ Iw-d • hard 10 

be5eYe 1haI1he p"m ~ COlId e.oer be ~ 

rod. roe.ed. 1he """ MO ~ d 1he PD\ IWIf1 
made mu::I'I ~ ~ !he PIIIm V Ms 

dIqed" 1Nl ~ " ~ <h.ri:y, FJf!V o::asre 
fleV~a~~bMhed~ 

pIf5IIC on ItS oh-so4m Om WIll a-*h 

-ms \es$1IWl half MlI'Idl, 1he .-1T(IdeI 

boasts ., LCD 1Nt ....., be cMIy ..ewed from ¥PI 

aogIe and ~ a bac:l<it# ~ you " keep 

wr:wkins 11 ptdl bI.ri:r-o= 

~ linked \0 yo<I" PC by sIam:Twlg the PD\ 
ontJ ItS dodcrlg cr_ /lOO ~ !he HaSo,nc 

tum. !he Palm Vs ~ 01 mem:wy can cqle 

WIIh """ 6,000 ~ 1,500 merros. 200 

email.1.5OOb<loistsandfio.o!yer.:v..cril of 

appoIlU11eI 015. ~ rbrnoJocn is hnIe:I by 

eh! ~ 11'1 aHaeeIl ~ 01 gemg 

you head arOI6ld !he GtilffitJ ~ 

~~....n:nabY!;youto~ 

-re on soeeo. oJl>eiI: in • ~ rTWf'Ier ItIaI; 

tale a Iit1Ie tn1e to Ie.;vn b cOO • cid~ !he 

best h.ls defnttoiy JUS!: IP betta 

• 
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(out there) REPORTAGE 

• 

seeing the sigI1ts in LA 
us: nw, Elearorw:f ~ &po 15 aI atxu ~ d au5e, tu ed-ilctws do r.x ~ w;III:n to be COI'IIeI'I: 'MIh lTIeII! ~ demos cl 

their loot ..... ,.~ pred.oas. No. ~ -..e up allT\IIIVlef d ~ !JA't from 'NI: ~ ~ \he 5Iab cl '-d ~ klllJllemg Iri::IrvI/JIeS 
~ I oot WlIwI toe ((lI"fues d ~acI!f C05IImeS. And ~ ~ are !he p.nes (l:o: N(s .n:t-e 5101'/). SOme ~ Irom hs \'9, 'ffll __ _ 

A rICher tire<I. ~ SorO<: _ joined by .. ~ IibabIy dekIded PiIc-Mln in the 'look at me. rm MIe' depIrtmenI bu; bod1 ~ ~ by the a.oddIiesl: Pibc:hu 
rou1 --. __ Nintendo aka used inspirlliooaly CUSIOmised WI 8Hdes, v.tW:h nipped arooncI ~ los ~ to fI.>1M poOmCCt ..n..t ;,; t-nmins its ~ game frand-ist 

0aYid ~ and ..... Iman turned up M &le:&' EJ pa!Ty (leD dcJsety). but the 1hq _ 10 

ricicuIousIy o..ersubsaibed !hat many fecH.Ip, WOJI6.be ~ .... ~ 011 <'- ..... ) 

In tenns 01 cieoorlllins su.nds with mrff 
ktuIIIIy worth ~ to look "'- few 
~ amo:' dose to Nintendo, 
which had a ....mtr 01 '1'hantDm 

~ rlwllCttrS on display 10 

iICCOOTIpaI1'( fpistith I Rocw. Suri'!. 

the dlarktef'S themset.ti might be 

tedium incarnate in the mcIYie, but the 

rnocIeIing det.JiI M El Wft ~ 

• 
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Fo.:'sPlonetoftheJ\PeS hired 
hands were staggeringly 

authentic (but ~ you'd 
expect them to be il"IIer foor 

hours of ~ make-up 
-n morning)" Sega"s o,.f)"lb 

char~ were, er, rather ~ 

corMncing. whi!!. EA:s huge 

DIJngeon Keeper 11 geezer (lar 
left) was one 01 E3's shockers 

As usual, geeI<s waited p~tIy to 

~ their pictures taken with the girls 
dr~ped U>Ief v~rious stands, ~~gh 

~ few seemed lTIOfe interested in 

meeting §IJfTIe old ~ 0< other 

(~bove)" Lm Welle<, meal"M'hile. was 

on hand as the new '",ar l.ar~ Croft. 

Edp's lensman go! a coup!!. of 
different angles for resNrm's sal<!! 
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~treedge 
US: ~oo.ioo.l!q,.,,,,,,,,,-, 

Ill< p<t>i<;otIoo ~ (prltd "",y 
• ......,.Monoca~~ 
E<!p' • ...,..._"'lAbU) ... , 

.m-d.."..,.,oI""'~ 

lOO'"' ~ ng!t rat<; nor ~ •• 
~O/~~ 
dedi<.IIIed.,~~ .~ 

b~,No,WU~nlac;l:.~ 

WO$=~_"'''''' 
glIfmalocorTTllU'"Oly(~-'" 
.... , '~ Day la Gay ~, _ qJe<f_ 

And the wilner is. .. 
UK: B.rl., VO, you hod 11-.. ~ 

"' .... ,.,. of ...... \\deologic IM) 

......... COfds turled,..., '" Ib;ti 

~ "-l'I' ........ "' an;j """' 

ldso_IM)~~1* 

.ru... n.._, oI"""",~.,2. 

on:I""'><iZeI"'be~"""'-r 
"' ........... smon eon.r., 0>esI0<, 
"""",,"~ n St_rodw., 

Sh.It-oru> n ~ HMI. rrp,., 
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(out there) RE PORTAGE 

SligI1ted Shenmue still simmering 

Japan: AIthoogi\ as a project. Shermue'$ progr= r..s been diffirultto assess (~~ (ll.( 11 a generat,-
5Imng "PJlM'.nce at the ~ Cdme S/lc:M( but ~ ~ it at E3 were <isttrdIy ~. Seg.J 

is ~ rrar.eflt\Jm on its rnud>-dn1icipilted ~ "' Jap.n The~, latest p!OO'lCIIx::mI coo::epI 

WitS Shermue F«est, held cUing \he Netw::rl ~ 2 [);glIal Jsmd ~ in ......r.:f1 Sega awed a 

~ ~ erMronment. mOQng I><nk5 of Wleo .-.aeens wi1h tn=, ITIISI and pdI1tIrIgS of the g.yne's 

c:mracters. Yu SUztAci was also on ~ to e:<pIain ros ,.;s;on. 

vaoous challengeswere 5et ~ fctthe pOOk, ird.dinga Fret Tone eve!l1, I'ohictl ~ de.Wlga 

stage of 50 opp<:K'IeI1t'; "1ItWl1WO mn.nes. oM tt-. Qo..rl Tme ~ The first cA these r.igtWgilted a 

~ WIth 'itM!I1 enemies in a ~ the ...a>nd an I!I"<DIJlter wi1h a dnri. th.n also eocIed ., a ~ 

and the ~ a traioong e-.en\ in ...nd1 ~ 15 taugh! a Iish-kid< ~ from a breakdancer caIed Tom. 

Ere..nere" the fo<e? the Sherrnue stq:> was lxJigIngwi1h game merchandise, ~ T-4Wts aod 

the Shenrnue OrchesI.ra ..tx.m. even though the first game <iIc 15/1'\ released un1iI A1Jgu515. Bu\ It's de.Y 

!ha! Seg.J ~ """d to le!: the game ., "'"f rrae. SmaI v.<JOCIer th.n the entire AM2 <.iep.¥tmen! rns 

been ~ to ~ t fnshed 00 tm.. ~ days and courting 

PUtting a face to a IIOice 

Japan: ~~far!!i(aod 

that's mum of the~) hJ.,oe f~ 

been able to purdl.lse reIuIilr ~ the size ct 
matcIlba>.es for some ~ rI(}N, but a te.nure 

m:re emmg INn mere ~ n..s 
recen!tr' been ~ t". i<lp<tne5e eiecIJt>-ri 
giolnt TLJku. W&1 the~. ~ gadgeI. 
d.tt>ed I..l Pt>chee. user5 ~ II!ke photos (of a 

• 

(J.IiIity srnIar b tNt of NrneriOO', ~ Bot 
CYnera).I'd...oo tr..m to!tft ~ 

~ fnend< ooce the 1nl has been 

~Io .~~p'looe, 

No prce Ms ~ been ~ but as 

am ~ 9.rllas NTT, are gettJ'tg n on 

d1I'! act, d1I'! mar'<etrlg SI1s n Japao1 r1"O.S beIiew 

that the rrnrkeI for La f«hee ~ re.ldy 'i:l e>+hIe-

DataStream 
~oI~n.l!S 

~....t.osai<l~locIkd~ 

ogef~M...~or 

rI!I1IIng"sa"": -
t.I.ni>or 01 o.ri!$!<lId n .iop<I1l'1' 
Nnterili., 1998 10 becoo1e the 

boggesl ~ dlwioper: 7m 

turber 01 \XVIS sold n.iop<l1 by 
~ n 1998: 6.Sm 

No.rrbe< oIl.nts!<lld " ~ 
by~nl 998 Llm 
Arn<lIx'II t rrsstoboi::l ... _ 

tfond, oo:ro-dr@to the ~ Itrl 
T......s' Uo-l 00m 

N'I1a.r.Jo's ~Oper/ll:n;l 
I"Q&s tor .........",. 'fI'11I .....q 
Mardo R SI.J .... 

s.::..,.~~. 

~po;htor 1998:$1.1 .... 
Seg.iI'sloosesfor 1998 n~ 

Percerl ~ 01 &b 
"""' 1995,mamg«n.I.NesI­
j!fOI'>ing~~n 

theUK: l9M7'!'o 

Arn<lIx'II" I~-ddbod~ 
t.s moIher'. (ffloiI: awd 011 orb 

0I.0I0r\ "" ee..r $l.1 .. 
Colt rJ ~ dJth.Il.rl..-~ 

MihJ(, miId"Oo!t "' ~ l'I' 
Ihe~he~:noom 

~ oIthehnt>e!d ~ 
"'"""bv~'sc.me1!o7i 

~:­
ROM~oI~&I2N64 

~:~u..",..... 

~0I1OI.lI~ 
~ Idd n U(.....d 1rMld: 19'JIo 

~oIoo~ 
games sold ., ~ 19'!Io 

~0I1OI.lI~ 
games S<il ., fr<na': 1"' 
Arn<lIx'II EA ~ 10 Sj>e<Id 
~IO~ ali:flrub 

'hrrl\ise SIOm 

NuT«r 01 """'~4bJn 
~ MleIIhat Sor'f cbms 
IObe~~on: lO 

~~n~ 
~~" 1 996: 1 .l'11o 
twb:r 01 ~ 01 Do-hy 

ru,g64~~' 
wII .... ., n.Ir;:t""~rJ 
!he !O"""" ree-: 1.5m • 



Monster mish-mash 
p -
I Japan: CJe<Jled wnh keepng the N64 afloat rlltS rorr", temtory, as 

weI as easI1g ..... "'" 01 Game Boy, Nntendo has m.rl! to 1hank it. 

FUkernon f...ba5e for Cue • Wong ~ ~ III the 1999 

~~~~...........-ud""'~~lIlthe_: 

Prrlet ~ Slo<f!.m 2,I'ohdl MI be reeased in b\e, Md Prrlet 

Monsters Gold and !iMf. Fans spent their time allhe fesIiv<li bro.Ysng 

1hrI:>u&!l a ......roe d tIYmed Me.1S. EntItled Fbh'rnon Snq:>, ~ 

SIlJd<.m R:Jim<xl f'rJ;d iI<ld ~ b.mGmen~ Ile\lfIJ 
NintenOO 8<"""' gri5 dernonstr<1ted !he titles, wnh Game Boy title 

PHd proMg a p;!rtiokr f~ 0Iher ~ nch:led the 

I.f1Yeiing 01. ~ ~ C<lI .n:I a Fbd:eI MonsW ~ 

....w:.. ~ 10 deal wnh ¥tf ~ted a.ockty toys). 

~ the ftterroo ~ or>ce kx*e<:llike beng a fush in the pan, 

Ihos .....nt ilJstrated its !r;onsrtOn from w/I: to 1TIiIP"~ IT"ICI'MI'IeOt 

'MIen the little te<TOl'S weren'llistening intently to one 01 Ninlendo's present.Jtioos. they were fighting each ~ or ~ purd\ase$ 

Namoo plays arty dodger 

Japan: Desprte MW>g been 0'1 tesI in select Ioc..1xJns for • ~ v.hIe 

now, Namro refuses to """"'" saeerrshots cA its latest ~ 01 the 
cash OCJH that i< kfun. ~ early repo1s _ 10 b!. ~ ~ the 

best thing obou! TeIrken Tag 7i:xrnommt ... rot its ~ (Namro 

has ~.~. 1f'J1b:~. r=lltog rl a f~1Ired ti1Ie), but 

lIS ~ art.o.o:1<. 50 Ie(~ '- a \:x:tlll so:TlO': oItMt nste..d.lc7.ooeIy, 

Slug trails ttMtards Pocket 

T'Ml d harOcon. gaming" H.gendarytitles in braoo 'l"'nlcing new. sbitfonmt: MeloI Slug (\etIgroup) and Samurai Spirits (right group) 

Japan: WUeIhe fooni!I sIlU does mI M... the ~!iUppOO 

~ by lIS rNaIs from Nrnendo oYJd Barda!, SNK'~ No.o Gee f\rl.e! 

does ~ it; 0Ml bIg-m:ne frand1rsoel, and Ihree 01 the most f;rrous 

¥Id ~ ac.darned are finaIy set to nW.e the ~ to the ~ 

ccbJf h.-.rd>eId \J"lt Fat<i Fi.xy. m: Cmtoa and So-nt.m' 5pfrits will 

• 

--

be thel'M:l most ~ of the tro, but It'sMetd SLgtNt (M1'! 

~ lIS w"'! no Edp ', ct1ice quicIdy eoougIl. 

'MliIe 0'1 the Neo Gee ~ topic, ~ woUd appear that 00 em:w 

crept into the~ ~ ~ pmted in El l . ~ iltl 

~ 00 the system', perlwmnce in a 1e.J1L>"e here soon 

Net spaINI'\S Vi'tuaI Sd100I 
u.p.n: ......... IIad:ng..,.rn ""'" PC> 

... <llrnI5 ""<:I>"ld b«I kl """"* 
lJI"WlI .. . .....",.. ~ la .... 

~~~- ..... 
~~, /ro l klprt>o'O'" 
port . _clhsh __ """ 

~. "'-"~"'*>e 

P""-~ fie .... not be """" 
~-w>o. ... ~ 
~"Im:'4'''8,(XX.lpko,oer> ... 
\m!.N'ldt..._al .... _1Wol, 

~"V1 ~.w.rt5, .... -.. 

... ~~~SdW, ., 

_)<lU..!ed.~"'~ ... 
a-.l" '" kl ..-"y ~WuI 
dasses. 1n """'~t, ""_ 
KDrwn", ~. Mem::nJ'. t>Jo: "'" 

.-.. ........ gM!S . """"~t.... 

m<J5I ~ todJe< "' .... "-
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,­
Alhamcast? 

U I(; Fresh from ~ out 

£ \2 mIIoo (see £72) f'n 

~~deai 
Wch Ar5oen.JI, Seg.1's rTIilf'<eMg 
~~Ia~ 

premiere cj [}.Md Crooerberg's 
fWn 'eXi5tenl., the ~ 

~ '" ~ th!y go! vaUe la 
roooey with !he r.n's Il'\iIIe Ieitd. 
JOOe l4oI( ~ poo;ng. 5P""~ 
dt!a::<ated box n tw.i M10ng 

the 0Iher ceIeb5 ~ JoOO 'Nice' 

Tlxmson, <i 1t... Fast Shcm', ....m 
goI to ~ """ SI!ga Rdy 2. Ar.d 
the5e ~re ... ~ MrOOxe 
garners. No, rea"'. they are. 
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(out there) REPORTAGE 

T1ippingfantastic 
U I(: 'Yoo've a;rnea bng~. t..by' seems to be an ~ 

greetng h the ~ ~er..tm cl this ~ daci:. Bad in 

1996, Organk Aft ~ .." rMrtf rnnds to the wikI '"""""" d 

3D ~ ~ ~ I'om! on to 5ip4le into the....alds 01 

fashion and rrusic, as weI as ~ a mu!IlIlxie of neo-­

~ d.ffi1g ~ Md ilwas at runningdl the 

~ ~of a mere 486. 

II's stin psyd>edeIic, but now it's op!im~ for Pentium III itS well 

~ !'iOI'/ ge!tI1g arr:ood to ~ the origin.lI, Computer 

ArfIo.oO:s has a!so starred .....:rl. on a born fide seq.JeI e>:peaed re>:! 

yel1I. But Org:nc M DeMe shoUd keep ok! ted1nohoppies happy 

ootiI then Clp!ITIised for I'e!ltk.m 11 ~ i: has aI the beIs and I'oIlistIes 

;«id e:<pe<:t ~ fa 30 .n::eIef<ltion and CW"eaX, 

ffi'.'irr.nmen!.ll11'\aPP""'& ~ ~ and f<lCe ~ Fcr 

a.erage Joes, the two "...,.., ~ iI/e mJ<e otMou5, ~: 

metaIc sui.x:e5 and the ~ 01 ~_ "SofIne5s is h5 years 
big Ihing." acrording 10 produce< ~rt. Atkinson. And with 5e1fug:i 

fllrlgllg from 5tlff 1O~. 1twlg5 <l<e r;riy 0keIy to ge{ rn:J!e ~ 

Reality bites back 

UI(; ~ 'Mfug those anduted stories 

~ 5d>oo'? ~rters <i the -.,.my throug!l an 

~ ~ ~ \<lU goI bo-ed and 

qudly ended wiIh .~ I VIde '4' and ~ w<£, aI 

~ dream'_ Wet, the big ~ d Ihe rro..e 

~ certairiy ch 50Mfdy foIo..-.oing 

Crooenberg's '~re __ on a ~ or not? ango;t cl. 

'eY&enZ' canes !he HoIyMx:xj ~ cl. 

""1i!v coofusaI. Md SlI'pI'isingt,t. despile the 

fact that Kl!.n.J ~ SIar!, 'The Ma\riI( is !he 

f¥ ~ d!he l'M). Sore, II's ~ and 

!he M<ing SIlnks, bo.J1 It's a poished speaade. 

Tlri oI1l1l1ll'llT\e fiTl made .." 01 the best bits 

d '&!man', ~', ',>Jice in W:lrderIand' 

• 

---

and The A Team' oire<red by JoOO 'M:>o, and 

j'OU're getIrIg dale. 

Se!. in a ....:::.1d COO'ltfOIe<j by ~ 

....nere ho.J:'nans ~ in a WtwI re.Jky ver.;ioo ci 

1999, illoI::w.; a baod cJ freedom fIght~ as 

they IIy to de5l:roy the M.1tro<, the COIT"4"J!e< tNt 

rum; the ~ Pto!: <:M!f - 1eI the il<Jion 

~ Mhougtl the fim', dgItiII effeo:l5 ~ 

g....-.ed CII\ICS' ~ the I6lI $1<115 cA this 

shcIN <Ire the ~ choreogr"l*oed V>Te 

stLrlt5. n..e ate !<et is rn;re obw;.us. In 

the words of the gre>3llOMe <.We ~ 
"Gln5.lreofg..ons." wm~ the ~ of 
beWlg sm.vt...oen <bOO is 50 rruh frn1 

,.,., Matrix' is on general release in the UK, 
and the "Matrix' shades, as worn by Keanu, 
are apparently flying off the shelves. Honest 

Straight to video 

UK:~~~d~ 

..". dwadori .... j<U h1g Id '" 
b tn.,*",~~. 

~ bshinden ha ~ qAo 

mode . ... tItIe...,;,y rJ ~ "" 
Inn F.J-~;rl.ocate; d 

iI5~odion~ 

be .... ~,....,tn._dtn. 

fosltwo Id.mes cl B<nie Nem. The 

p:;. ~ .. 1'wnsy .. '/00 """'" ~ 
wB1h:""-rlMy~ ~ 

<Ut>~h:_~ 

"".~_dlhe 

~Ch!os.c.u. nm 
~orv;j""*,,,~ 

........ ~>at'/,~~h:~ 

d --. port> t> h: old 1Jay doy> cl 
&xriIo rJ ~ f'b>o!s. No..IIlM',. _ 

l"" roJd moke. ~ ""'" <U oX 
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(out there) MEDIA 

BASEMENT JAXX 
Remedy 
IX" 
~ClUtoltne_oI 

~~~W:;.; 

"Mlg pnxi 1M dor<:e II>J5ic "'" 
~ eIoonfy boIh ~ and ~ 
tt... bek Froo11he enbe< ........ 01 big 
t:horti"Ig 'Rf!d Alert' kl !he rtrytim 01 
atn'lOSpheri<: tl.neS1*e 'lamWe: 
'CM "on ob..m trIM n:d:s lee!. groi"I 
and blon SuI (, tt-c '>""'ID' at the 
Msi<: ~ !Mt moke!; iI 
v.al R'n'B f\b<; .oo.Jders 'MIi1 
ft¥nen::o ....- m ,.n-page 

beats, '"'"" ..tw:t> "sp'ri:Ied the 
~!lkueol~­
.....:I thors aI n the fr.;I: trod. 
s..rm... IS oIIrialy to-

SUPER FURRY ANIMALS 
Guerilla 
(Creation) 
TImM->g ~ ... Ihe WIll and 
,.,..,.-,g v.NI ~ has '*-'rs t:een 
!he Fmi!>s' ~ """"' 'eu..t.' 
""""'" r; tisliooM> gIiIars, ')<lIi1 

~dIId ~ ~""'" Boot 
harm::ries "'" as ~ as """" 
- C'o'eI'I n>:<e so ..he<1 tne bards 
(aft 01 doll """ ~ ....,..". 

!heir WifllO the m """" iI: I*r>. 
ttn.ostI ilmt.1te5 iIo:.e • Iitde bosI.Yd 
H.Ippij. Ih.l(, no! ""'V oI!m. 

FRIDGE 
,PH 
(Go!Beat) 

w.m three ......... in /ewos" """" 
Ff'klge has <.mI'tmed ir'i repWtm 
as the ~ rJ 1he """'" WIII>cu! 

• """"" Best tagged as ~ 
~ <b1't le! itpul\OO cif 
11"00; rrl1 me. 01 ct\.m ~ n-,.;u. 
fdce mekxJes and k:q>ed IeiIrMik. 

For 'EPH' " FrI<lge's mosI ~ 
a*<:bon thris 10 the ~ 
010 .wo and the tis!'t ~ th/Jt 
timo:s iI out ... ...-der 42 ~ 

~Ir.rl·~:n~ 

" • f.lRasIK ~ 01 tne Wi'tf 

mIIImenIaI mM """'" It!; """ 
~., y<» ~ n.. p.lIh kl 

'--'-

OVD: A Bug'S life 
(8u~na Vishl/Disney) U5 (£12) 
Perhaps frttrogIy. Ih last month's smiarty tI'IerMd }\;Ut, this is rurrenlly ody available as a 
Region I ~ meanir'@you're...-.likety to fnd ~ ... you IcoI OlD Sl.ppie<. 

Oamlg 10 be the Fr.;l droo .;;gw,rtr~ CM) (reo;u/mgn ITWwnaII= oI~). 
'A Bogs life' is ascobJriU and beatAiftI on ~ 01 this ~ pq:Uao-ro.-mat lIS 
Edgl has seen Yoo coo..ll ~thal:the faaal.rinalloo in Dre.rn\I/orI:s' effon is~ 
anything 'A Bog's LL!e' can mse.'. You o::ooJd even IlSi5t some 01 the lex1lri"lg .. the Iormer" 
rmre~, BuI ~ ..., me.n; can )W d<lm net to be ~ to deIemW>e....ftdl 01 the 
MO has been R;6Jg ~rc:u>d ,., the M ~ spMoog. d ~, 

Ev.n wiIIl Disney's IIbsooJ dt!ciso:l to no! nci.o:Ie an arm'IOIphic transler (1lle>IlOing 
~ oIlMdescreen set; h."lve 10 ~ e>;l<Yld the ~ 10 III the fr¥T1e, hence kWg 
resd.rt01J,1he ~ level is ~ ~N.le.stthe spImid cotJy Digital mO:Msn~ 
been <Ne!blked \\hidl is ~ than can be SIJid d !he ~ Iitde additic:naI rn.xenaI 
av3iIaOIe - 'Mtt c(!ered a foc more ~ p.ld<ilge. True. <l5 a !)?icat,r Disney oIIemg. 
\he ~ tale i5 'es am INn !hat rJ 'Nm'. Sut !hat OOe<;n't """'" it ""'f 'es ~ 

• 

Tl-IE WEfRD AND Tl-IE WONDERFUL 
EIectrOty i5 the e<lerW1 rJ the nW1d, ao:or.jng to the ~ 
~ rJ the L'ked age. ~ McI.JJ>.ln 5m<!I ~, 
then. !hat c;t:>efspace i5 so ~ ~ It'~ the p0::e...t.ere 
......,.", ~ become eo:ntrne r9ty. Foc from toer.g 
the ~ I.lC9ia il"IIIgined by -tv pa...".., it's a 
~ ~!TOlI meshed -MIh d ~ groo..nd le< 
the fringes rJ society: ~ from h-fOCl ~ 
to 00 Jtm1 bon"b ~ hocdcore p:::mogr~ and 
~ MI6 <;pOOb. But, <l5 these two <.ifI=rrt Ixd:o; 

~ !~.jng atmosphere Ms ~ Ihe ~ 
Ircrn the very t>egmO-tg. 

Eri ~ ~ i5!he more ~rJ!he 
~ A ~ rJ 'on.Jg>:: and mystri;m rl the ~ rJ 
~', the cemr<i the5.i5 i5 !hat the ...tde corl5IIUd 

0r0Ml as ~ 11 ~ by /Iif:1Is rJ fao::y. Thos 
tiring i5 ncxtW>g new, thoJgh. SocioIr::lg1SIs rJ sciero: r...oe 
rng rmdo. the <istio::tm beM.>m the o;tlte>d rJ cisro.oeJy 
(....NI ~ and !he juslIIicaIIon rJ <isro.oefy (....NI 

yoo 'i4f h.lwened). Grwt sdenn5Is Ircrn I53iIc NewIt:rl to 
Rid....-d ~ r...oe beieo...d ~ tmg.. (lnoo: 

I1"If.':fI"ber rJ the RayaI Society SI) thris filOl'le'; e:ist 
iMlere o..vis' bad:: 5U>'e5 i5 by 0eM-tg "to the tn. rJ 

!he Intemet 1r1d cisoMmg ....rnt • SbiYlge ~ rJ cOd 
hippies and me<ry pr;rl;ster.; aaed as its ~ o..vis 
~rrnny~1r1d""" fe,o, ""'<l5W""8"as 

the techoopagan ntu.JI ~ le< the Iao.ntI rJVRMI, it's 
deoc!hat the log<; beOOd the ~ i5 ~ l\..ostai 

.., <Xf1trilSI, -"... C~ is OCl aut<hJgrJJft:al 
~ rJ 1to5e -tv ~ and a reminder that peq* COCl 
get <l51o'it ., ~ <l5 !hey COCl ., re<i ife. s.d:. ., 
1984, krla. or Beoc, as ~ lIi<.noMl, Mdto_ OCl 

~ 5Iogoc1 le< OCl CM"W1e fnv1a<i seM::e. He M1'1 

tOOk rnxh rJ !he ~ nsle.1d Wd\'r'l8 rlto 0Iher """'" 
Befure rng !he baoed mocIem was rl use ~ r.:....-s a 
rOgilt as Beoc pI;lyed C>.lI ~ on ShtxJe5, or>e rJ !:he 
~ UK MUDs. ~ wasn't lfii ptn,e biIo; ~ Ihe 

£60:) ~ ~ ~ on the 000nnJt that his f~ 
beg¥! to vqry ab:;ur to\. new gadget 

By that stage.Ilc:wever, Bow was ..xlided to this ntw 

""'Jfid and the loose <:t:J<TYT'UVly that Md ~: 
~....no tr....,jed o.rder ~ 5ldl as lilh, u.r.a. 
calypso 1r1d Morg/ln Ihe ~ Fil\' V.w.-d &t Ihe Net was 
r"'Pdi t>e<::ormg l.IIefU ., CAhe.- Wil\"i>. too. As poct rJ his 
I'otri:. -MIh AIrn5Iy, Sear also r..Iped set ~ ~ 

for the ~ and ~ rJ the BhopaI ~ <iwsl:e.-. 
And yel1he.-e re'l'o;lIrI\ ~ de<.W tr<lgW; <!bout The 
C~ ~ 'MltIeI\ 'mpires oonfidence rl the 
WilY the ~ COClImg people toge1her, v.nJe ill the 5<VTle 

tme~itsisWtng t~ 

Bear was Iudy. BcCh his ~, heaII!1 and bao:* 
~ ~ the ~ 01 15 ~ 0I5Oftir>g­
just Thos is a modem rll:)Iaity!ale, seMng notice !hat 

there has ~ been a ~ ., the ~ .n:I !hat 
rKX .. spints ,ye friend!y. 

£DQ£' 135 

• 



VIEWPOINT 
EXP(lESSYOU ' :..:;R~S='=lf~I~N=E=D=C=E_-_WR.:c:rr='~1O~' ="m~'=R=S=, '=.DGE, 30 MONMOUTH STREET. BATH, BA 1 2BW (email: ~"'end.co.uk) --+--- -

O
n your article 'Parental 

Advisory; Explicit Content' 

[En] yOt! addressed a question that 

is possibly the most impolUnllo 

this industry: are _ warping 

mild,en's minds71t un only be 

an5Wt!red by looking at the past. at 

ourselYes. Anyone alive today "'5, 
at some point, befll part of a 
warped generation - the flappers 01 

the '2os, the beats of the '50s, and 

the punks of the '80s all knew the 

lack of trust held by their pitlents' 

peer§. My mother tried to stop me 

read ill8 2000AD due to its 'hofrifK 

content' ; my lather banned me Irom 

getting Spike Milligan's rnlvels due 

to their rath!!! sordid mlture. He is 

not naturally 50 prudi~ about 

anything. but where children are 

conceme4 his view 15 w!ry 

traditionil!' Of COt.lfSe, a matter of 

....-11$ later I bought a OQYel by 

Df!Sade, blissfully unawarl! of its 

content. Books don't carry an age 

limil l still/ead comics. I still love 

Spike Milligan - ~II my ffYOurite 

things have been l~belled evil ~nd 

corrupt. ham roleplaying games 10 

punk music, ~nd from Fat Freddy's 

cat 10 mewing piCl\lres. And, yes, I 

IIm ~ little twisted, but in .a perfectly 

helllltly and IlOfmlll way. 

It is not about shielding our 

children from these imllges. it's 

llbout showing them the difference 

betwffn right IInd wrong. Our 

perceptions of what is right and 

what is ~ng ale 11 combination of 

gut feeling Bnd parentlll influence. 

When the parental influence is 

absent, the ~ best thing takes its 

piKe, be it granny or television. I 

thought IIWS HO\oYIing Mad Murdoch; 

let's hope the children look to ulla 

rather than Duke Nukem. 

; But that's ootto say I hate these 

games. I love them, probably too 
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much for my own good. I believe it 

may be lime to stop limiting our 

young. Restricting their choices will 

only lead them to make blind 

judgmftlts. Maybe it's lime_let 

ou~lves evolve, not just 

technologically but u 11 culture. 

Bob Brown. 

gllme that mllkes you p.ay £75 or 

so for the required 150 credits to 

achieve it). Ilrust arcade managers 

are very plellsed with these token 

gobbl~ but thefg be repl~ced 

5OOf"1 enough. 

My point is this: you can bring 

these games (first two on DC. third 

on N64 or PS) into your home to 

'When parental influence is absent, 
the next best thing takes its place, be it granny or televisioo. 

I thought I was HO'NIing Mad Murdoch; let's hope the 
children look to Lara rather than Duke Nukern' 

[j 0 debale IlIe life of the 

Dfeamcast in relationship with 

the NGPS (topially) is absurd - and 

htfe's why. say you go into ~n 

arcade IInd play. game -let's tllke 

~oIthe Dead 2. Unless you 

have the eyes of Oint Ea'SI'NOOd and 

11 lriggef action as happy a1 11 privale 

investigator drinking wfliskey while 

high on speed, you will spend El O. 

You play Soul Cc/ibur with 11 friend 

and between you the miKhine eats 

another {5· 1 O. God forbid you 

w.ant I level 99 charadef on 

Gcunriet Legends (there is some 

imperceptible quality about the 

• 

play with friends at any houl of Ihe 

day lor a moderale price. 

For the expense of one of those 

sleely cappucdoo milkers Ihat 

IIdorn designer kitchens, you too 

can play a conversion which.1I but 

lhe really rather pedantic 

connoisseurs find very comparable 

10 tile original. 

So you buy your DC. 'Oh. nor 

you e~daim. 'My irwestment is 

useless in a yeal or so's time: 

'Okay: some defend, 'but you'll still 

have you. dassics that you'll play 

long after .. ' 'But how about new 

gllmes7 SOf\w.are support7f And 

guess what, you're right­

developmftlt has moved on to the 

next incarnation of consoles. Your 

DC may lIa~e lasted you 8 year-and­

a..nalf before being superseded by 

the NGPS or whatnot - and you 

may h~ spent £3 a day paying for 

the plt.)sore (many people spend 

more than that on a pad of cigs). 

Other scenario: DC still dOH well 

but NGPS h.as loads of games you 

wanL Bite the bullet and buy the 

second console as well. Maybe the 

cost 01 upgrading lor £200 is an 

issue of concem to the ll-~a,-oId 

scrllping his pennies logethtf, but I 

imagine a large number 01 Edle's 

rt.)dership are older, and I am 

sufprised by this attitude. 

But this p!obab/y isn'l the issue ­

Itllink it's Ihe mistaken ~iew many 

take when buying a console. You're 

not buying bonds, it's not an 

investment. You buy the right to 

participate in 11 period of IIn industry 

going at an uostoppably fut pace in 

techniulterms (most PC buye-rs 

realise this from the start). It's like 

buying a slice of pie - it looks grea~ 

lastes good, but will be gorte. You 

do get something - entertainment 

and memories (who willlorgel the 

original Super Morio Brosl) - but 

this pie keeps getting better and 

you have to buy more if you want to 

keep eating. Personally, I love it 

We live in a great time for 

computer gaming - let's embrace 

and support it. not t»d<tf 8t the 

inevitable leething problems in the 

birth of Ihe next entertainment ela. 

My u.ke-home message is: buy a 

DC ne- and 'IIIOffy about the next 

generation when it's bom. And if 

you must justily the e~pense, call it 

interim spending well made. 

Leo Coulson, 

~ia email 
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O fourwl the 'Painting by 

Numbers' article [En] ~ 

interesting. but thought Jez San's 

comnwnts r~afdjng Japan~ 

publishers ('final Font~ X will jusl 

be Final Fantasy IX with more 

polYBons. Haven't these guys got 

any imitginationl") weft rather aHS. 

A la(k of imagination is not 

something SquareSoft can be 

act\l~ of regarding the FF ~ 

FFVfI, v.t.ile nol o:actly lading in 

the polygon depamnenl, ~~ on a 

powerful narrative fatt!ef ~n 

unnectsSfrily hshy visuals to 

capture the game(s attention. 
Indeed, refelring to your 'Parent 

Advisor{ article, I was one 01 those 

players moved to tears upon Aeris' 

unelq)«ted demise. This sort of 

emotional response is evoked by 

5tOfy telling. not polygon shifting. 

I don't think SquareSoft is likely to 

s.&c:rifKe nalloltiYe for technical 

e.(!lIenc! in future relea!ie5, as 

SUggHted by San. His comments 

would be better directed at othl!f 

!iOftcos who definitely arl! guilty of 

a I;w;k of imagination. 

This m"y seem like an over­

ruction 10 wI\at is basically one 

quole out of six pages. but in an 

age when framefates aBd poIysIsec 

~re everything. Squ~re m~Slerfully 

demonstr~led lhal narrative ~nd 

emolion~1 content can be more 

powerful than tKhnical excellence. 

Steve Robin~on, 

viii emilil 

P.S. I disagree with Oliver Pawley's 

comments rega.ding flat-shaded 

polys. MOYing _;ry ham mono, 

vec!or-bawd gr~phic; was alwoTp 

a bad idea in my opinion. 

m ot evfly g~me has to be 

W an epic. ~s stated in the 

Pr6CrHn column 01 Ell . 

I think size is ~ vastly ovenated 

quality in vicleog~mes. Also, I'd like 

to think that if big ~nd epic games 

were the exceptions and not the 

rules. the videogame industry would 

be a healthier one. 

Smaller games would mean a 

shorte!" development time and the 

possibility of less expensive titles. 

The high price of new relea!ieS 

encourages softw~re piracy and 

SOfI'IeWhat ududes videogames 

Irom mainstream consumption. 

Producing games would be a ~s 

risky bu$iness and therefore we 
could expect more eXpe1imenlal 

and original game concepb. 

Another, perhaps even more 

important. upect th~1 Edle 

touched upon is the simple lact thlt 

most people have a limited amount 

of spare time left for playing 

Yideogames. Many people with little 

Of no nperil!nce of videogames 

want to be able to ~sionally pick 

up a game for a short period of 

entertainment. But most games 

cannOI really be played this way-

play~bility. (But even if it is. that's 

aU right if the game is acoordingty 

cheap.) Often size is just a means 

to OIIercome bad design: to il'Klease 

the cha!lenge, developers put in 

more, toughe!" enemies - and yet 

another level. Large game worlds 

often demand a lot 01 work on the 

graphical "'presentation during 

development If some 01 this work 

could instead be done to increase 

the complexity of a smaller game 

world, we could have less linear 

games with lastability despite their 

small size. 

[Y2 ou seemed 10 deal a little 

.. unfaifty with OIiver Pawley's 

lener in En, if not mMed his 

salient poinll\5 we enter the next 

era of gaming. and hardware 

technology becomes less of a 

limiting fitClQl in terms 01 game 

design and appearance, the 

medium is about to come 01 age. 

The transilional phase we are 

"think SIZe IS a vastly overrated quality In 

videogames. Also. I'd like to think that if big and epic 

games_e the exceptions and notthe 
rules, the videogame industry 'WOUld be a healthier one' 

titles like Zeldo and Tomb Raider 11 

would take several years to 

complete! 1\5 anything but an 

inel(j)erienced gameplaye., I have 

not completed those games. I think 

that they're good, but not good 

enough to invest the time ne<:essary 

to complete them. 

A small game, in the sense of 

something with a small gameworld 

or something that un be completed 

in a short space of time, is not 

necessarily a game short on 

entering is one Irom technology·led 

game to entertainment art. Finally 

the medium will be able to say 

something constructive and deliver 

challenging questions to garners as 

an undertone to the pl;ry. Pawley 

seems to have been asserting that 

styte rathe!- than reiJlism is going 

to become the new vi!i.Ual frontier 

once thi! technological challenge 

of p.oducing that realism has been 

sufficiently met. This concept plays 

no small part in such a revolution 

(although I will avoid the iswe of 

the lI!SU.gence of the flat..wded 

polygon). The process of 

transforming games from toys into 

an art lorm has already begun, and 

the possibilities far exceed those 01 

its celluloid counterp~rt. Cinema 

itsell took time to develop Irom a 

technological curiosity inlO a 

common language of e1prHsion 

and no doubt the road to be 

travelled by games is just as 

arduous. There will still be games as 

pure entertainment, just as there 

are action movies lor the less 

visceral among us. and it is these 

Ihat will mOSI likely appear lirst. II 

we don't shun these early (and no 

doubl poor) attempts, then e~citing 

times lie ahead for the industry, 

consumer and aitiG alike. 

Ben Consh-. 

vi.etNil 

i echnology-led game 10 

entertainment art' - an interesting 

wily of presenting the cycle. You 

missed out 'proven lormulae' as 

you concluded it, though. 

O
n response 10 Od;ry Pir8's 

comments in E71 , you don't 

have 10 wait (for othef people to 

happily work lor you). M;rybe you 

could buy you. games hom I 

Japanese shop. It shouldn 't take 

more than a lew days to arriv1!. Of 

course, you'll have to pay someone 

to ship the game - just like the 

publishe •• Maybe you could become 

a prolessional NTSC-ta-PAL 

convertel' - it's so easy and 

rewarding: you buy the rights to the 

game and oorwert it OYef1light, then 

distribute it Oh, and why should 

you wait lor the PS2 to be released7 

You can steal one lrom Sony's labs. 

Po' 
via t mlll 

.oQC'137 
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ISSU E 74 

The wor1d's most prestigious 
car manufacturer. The 
best racing game 
producer ever. 
Together. 

OVERTHE EDGE 

The result? Ferrari F355 Challenge. Next month Edge talks to 
Sega's Yu Suzuki about his Naomi-powered coup de grtice. 

ISSUE SEVENTY-FOUR 
ON SALE JULY 13 
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