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Enter the future of interactive entertainment P

ust as the PC is fast becoming
u the platform of choice for game

players wanting the state of art in
interactive entertainment, so the format is
gradually ushering in a new wave of unity
for the videogame industry. Rumours that
Sega is planning to incorporate 3Dfx
accelerator technology in its next console
come at the same time as Intel
announcing a coin-op platform also based
on the same hardware.

For once the disparate factions of the
videogame industry have a chance to
assimilate around a core of PC
technologies that should foster the
development of quality videogames. With
Sega’s next console sharing 3D hardware
with both PC accelerator cards and arcade
machines, there should be no excuse for a
fumbled Saturn 2 launch. Sega will be
counting on the PC market to carry it
forward just as much as its own internal
R&D — a wise move given its lacklustre
performance recently.

But while it seems assured that the
PC is the machine that will spearhead the
3D graphics revolution - enforced
obsolescence will mean technologies are
recycled faster than in the console market
— Sega's plans hint at the potential for the
PC to be reinvented as a games machine.
Intel and Microsoft are already hard at
work on ‘technologies that will turn
the faceless desktop box into a game-
playing dream. (And with a price tag to
match, no doubt.)

But with the speed of change in the
3D accelerator market, what do Sony and
Nintendo have up their sleeves? Will these
companies also set their next consoles on
a collision course with the PC? The
prospects are truly fascinating.

The Tuture is almost here...
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insideview -

Saturn 2 details emerge, revealing an alliance between Sega and
3Dfx; Pentium Il launches and meets its rival, K6, from AMD;
Microsoft and Intel prepare their push into the coin-op market

Blg In Jopsn

Edge looks at the thriving amateur manga scene, the Japanese
approach to saucy software, and a new coin-op from arcade
giant Sega which is about as unlike VF3 as could be imagined...

The Japanese approach to videogame advenising in the press
comes under scrutiny, as well asa new venture by Lara Cro

fistvisw

/]

Edge's regular look at the world of fgaming—related electronic
communications is overhauled, its first new-look format reveahr(\f
Nintendo’s modem plans and Twilight Lands, a new online RP

numesis

20

Simis presents PC owners with Space Station Simulator, while
IBM offers a UK-specific version of its World Book. In Books,
‘Halcyon Days' presents interviews with classic game designers

fAin Augisnce with...

[

After eschewing adventure-style influences and tackling a full-on
action game with the fabulous PC title Moto Racer, Gallic
developer Delphine is on a roll. Edge meets the men at the helm

Prescresn

78

Edge previews Psybadeck, G-Police and Co/on/v Wars from
Pysgnosis, plus Gex: Enter the Gecko and Nuclear Strike

18slscreen

1]

Nintendo proves once more that it produces %ames like no other
cor.npanywnh the h(ljghly anticipated Star Fox 64, while Square
delivers Tobal 2, and Bullfrog (finally) releases Dungeon Keeper

Relrovisw

L)

Edge looks back on the %ame which made 3D polygon graphics a
workable proposition on 16bit consoles, Star Fox, and examines
another emulator which allows coin-ops to be played on the PC

Gollary

Edge’s CGl section looks at diverse imagery from Psygnosis'
Colony Wars and Overboard, and T*HQ's Pax Imperia 2

In a new column Edﬁe focuses on the videogame development
scene, this month featuring a report from the Computer Game
Developer's Conference in Santa Clara, California

Arcedsvisw

Sega's Dynamite Baseball 97 joins Maximum Force and Marvel
Super Heroes vs Street Fighter in Edge’s coin-op round-up

Lstiors

skt Month

5115 Viva Hacien

L66L Aew aujzeSew Ioa=z



30 et S |

ﬂdﬂ

Y

THE LATEST NEWS FROM THE WORLD OF INTERACTIVE ENTERTAINMENT

Sega lines up silicon hotshot 3Dfx as a partner for its make-or-break successor to Saturn

tari Games’ San Francisco Ru.
chips in tandem. The Saturn 2

aturn 2 will happen by the end of
E 1998, and it will use PC 3D

technology, according to industry
insiders. Despite Sega’s best efforts, the
Internet gaming forums and chat groups are
teeming with speculation and leaked
information regarding the Saturn 2 project,
codenamed Black Belt. As more details slip
through the Net, a picture is beginning to
emerge of the proposed superconsole.
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Following the most recent spate of rumours,
Edge has been assured by several industry
isources that the system will indeed be based
on the 3Dfx Voodoo Graphics chipset and not,
as previously suspected, the rival PowerVR
system from VideoLogic.

Lockheed Martin, which has its own
Real3D chip, was ruled out early on, despite
providing the power behind both the Model 2
and Model 3 Sega arcade boards. This

apparent snub by Sega will no doubt cause the|
simulation company to take a close look at its

ext-generation silicon now under
development at 3Dfx’s Californian labs.
3Dfx is keeping the full specifications of i

The Voodoo Graphics

technology, currently
featured in PC cards,
may power Saturn 2




OMENTUM

WITH ATAR| GAMES AND TA[TO ALREADY ¢
v HHAY RIVALS /MAY FIND HAR

Ex Lockheed Martin employees have
speculated that the next Sega console
will have a similar spec to Model 2

[The PC connection via Microsoft dovetails
‘mcely with Sega’s own future plans for its Sega
PC range, and opens a useful development

Coin-op Mace: The Dark Age is a taste gateway between Saturn 2 and the lucrative
Ff the minimum power gamers can Pentium market.

xpect from Sega’s Saturn 2 console nSpace, which has recently completed
T PlayStation shooter Tiger Shark, has a unique
|perspective on Black Belt, as founder

W—membemﬁregmdﬁanmeawwere
; formerly w»thsega partner Lockheed Martj
\ They believe that theﬁ{rent specmf;\;yz2
“\_should yield a console as pawerful as’Sega’s
Madel 2 arcade board, but vdiyimiiar
concerns to Edge's other soupeeqver the
precise Tevel of Microsoft’ s;f{voivement
‘Good dev\elopers 9(gues Dyke, §MII cut
straight through‘t\h\ erating system to\get to
elcomed as a stabilising influence, thete will the metal as they it. As long as Microgoft
oubtless be many developers' who feel|that doesn't force its'0S on\the developers, it ‘\
Microsoft's involvement could ultnmatelym should be fJP@ 2. \
restrlct their coding sensibilities. A With/3Dfx positioned to sum:ﬂy graphics \ |
One industry source that Edge contacted technology, speculation now falls onthe cpu.\
xpressed those very concerns. ‘It will tt;ar}\ SQgé is believed to be in talks with both\kiltach\
pen development to a wider audience,| he ™\ /and Motorola to provide the driving force N
dmitted, ‘but the console world revolvqs / behind Black Belt. Hitachi, which provaded th
round making the hardware perform as well / twm SH-2 processors for Saturn, is hopin f
possmle Anything that gets between th}/ ZOOMHZ SH-4 chip will win out over the‘more |
programmer and the metal is a burden,/ expenSQ/e Motorola PowerPC 603@/ Both are /

\PMMITPED,“TO
D T 0 MATC‘H“' //

powerful )}fbs with the querPC (avdilable
with cIQCk speeds up to ZAOWZ a
ha\mg a slight edge over its co
tﬁe costly launch of the Satum howgver Sega

microcgde from the duitset. This would gvoid ~~ islikely to be looking fo vmgs whick could
ultimately rule the Power PC technology bqt

the befated thirdparty de\}éiegment witness g
oprSaturn, regarded by many as Whar_evertﬁe final specs, it does look as\.
Vf'eatorr for Saturn's awindiing: m’arket’snare—?‘ 'tﬁngrrsegaﬁ makmg al the Tight moves.” Ther

‘ | choice of 3Dfx gives it access to unrivalled 3D
[
|

Fome 700 000 of 3Dfx's share 3
Mierosoft is anothe/eornpany has been
\llnked w\th the 3Df}/pro ject since the ouftset
nd also figures i the floatation proposal With
DfX technol;aé%:gn the Black Belt board| the
irmis cer}éin to p'mvide the code librarigs via
iits Direct3D API. Whiléthe commitment pf the
world ﬁ/ most powerful 0S.company will pe

The Iass than- ep&humast:c welcome|that
greeted théD3D libraries last year may fprce
both Sega anqﬁlcrosoft to loosen up 07 the

develozgﬂ%coﬁ&tlons and to release

jperformance at low cost, a ready-made
development community already familiar with
the technology and a platform for expansion
into the ever-expanding PC market. Difficult
@architecture and poor thirdparty support,
|problems that have dogged the Saturn from
launch, are being addressed; but getting the
technology right is only half the battle, as Sony
|has proven so well. Without a world-class
imarketing push, an early Sega victory

will be far from assured when the

|

TThe CPU has not yet been finalised, but
ol e T achis SOOMI SIEs

L

news

Total Immersion, 3Dfx
Interactive’s developers
program, has had to close
its doors to any new
members following
overwhelming demand
for the service. Those

developers already
registered have access to
inside information on
3Ffx products and
partners, a
communication channel
with other members,
Software Development
Kits (SDKs) and a say in
future 3Dfx chip features.
There can be few PC
developers now that
aren't either currently
working, or considering
working, with Voodoo
Graphics technology.
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Arcade cabinet maker
Happ Controls has
developed Erototype PC

coin-ops (above), as
has rival companr
Hanaho. Both will play
major roles in the
future of arcade PCs

bcoﬂ'ish developer Inner
pdapts its PC game, Plan

=3 in behemoths of the PC industry

Intel and Microsoft have announced
full details of a joint initiative which

could revolutionise the arcade industry.

Intel has produced a hardware
specification for an easily adaptable PC- based
arcade machine, while Microsoft is committed
to providing the operating system and
evangelising the technology to softcos in an
effort to attract game development. To
complete the picture, arcade cabinet
designer’s Hanaho and Happ Controls have
signed up to build coin-op machines based

fto various ‘game developers, chip
manufacturers and arcade cabinet designers
in an attempt to both drum up support for the
arcade PC and try and arrive at a common
spec. Since then, Intel, 3Dfx, Happ and
Hanaho, have all jumped on board.

Intel’s concept for an Open Arcade
)Architecture (OAA) calls for at least a 233MHz
Pentium II, 32Mb of memory, a 3GB hard drive |
@and a Quantum 3D Obsidian graphics |
controller based around 3Dfx's Voodoo Logic
cchipset. This would then be built into a coin-op
cabinet and equipped with a COM port

ground the designs of bothrcompanies: gud———mterface(to fmk wittrthe cabinet’s controuers)

distrjbutor H.Betti Industries is-setto lntroduce
systems into arcades by te end of the year.
Furthermﬂre sever;;ﬂ ‘arcade titles which
employ the p(opdsed set-up have already
been announced,

As With everythmg PC-related, the precise
details béhind this mo\/e are complex.
MJCI’OS’Oft was approached two years agp by
the Amusement Machine Operators of |
America board to help design acheap |
PQ-based arcade solution. Coincideqtally,
Microsoft, through its then-arcade eVaqgeilst
Jlames Palondon, was already looking fon‘*
possvble routes of evolution for the PC, and
uggested using its own operating Systeh and
irectX series of APIs as part of the [
rchitecture. The company also began talklng

orkmgs was encouraged by Microsoft to
Crazy, for use in-arcade environments.

£omputer Game Developers Conference in

and a modemfer| network play. Games woyfd
runinan unmodlﬂedversmn of W/ndow,3/95
Perhaps one of the most importarit

‘aspects of the whole design i% theAfact that the

CD drive is easily accessible tg/tﬁe‘arcade
operatorwhich means tha/tm’/hen a tertain
game becomes unpopulaf, it can easil be
replaced by a néw titlé” Furthermore, the
networking capabitities open up dozens of [
possibilities - ip€luding Whole arcades based |
around multiplayer games Such as Quake, \ |
X-Wing s Tie Fighter and Duke Nukem.

Fgf/PC game developers, too, the benefits |
of, &n open arcade system are huge. It ¢euld

/,/fepresent awhole new market for games and |
/\_be used as a testing ground or showcase for -

'new titles. The idea already seems to be v

popular with devele{)ment teams - Intel /
revealed three fGrthcoming OAA gamesf"'
(Greystoke’s Canyon Runher, Home Rin Derby |
from Interactive Light, and ahas- ye( unnamed |
flight'sim from Mango Grits) at 1ast month’s |
|
Santa Clara, and Scottish€ompany Inher
Workings is currenw modifying its forthcommg
ight racer- Pfane Crazy, to be cornpatlble Wrth

It is important to point out, however, that |
neither Intel or Microsoft are actually
‘developing the Open Arcade Architecture —
they are merely suggesting it as a possibility to
farcade manufacturers and PC game
developers. Intel's aim is to sell its Pentium Il
chip to a new market, whereas Microsoft, of
course, is touting its operating system and
DirectX APIs. It will be down to companies like
Happ and Hanaho to develop machines based ‘
on Intel and Microsoft's specifications, and |
developers to produce suitable games Ei
= a typically open-ended PC set-up. |

Plane Crazy is a flight
racing game which
takes full advantage of
the DirectX5 software
development kit. It is
now being optimised
for Intel’s Open
Arcade Architecture

\ONE OF THE MOST IIVIPORTANT ASPECTS OF THIS DESIGN
THAT UNPOPULAR COIN-OPS CAN BE EAS|LY CHANGED



But chip manufacturer, AMD, already has a cheaper alternative ready to ship
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e unusual appearance of Pe|
ne cartridge

will require PC manufacturers

ich contains th

um Il is thanks to Intel’s new a
processor and L2 cache in one, and
o redesign their motherboards

PENTION i

C games enthusiasts searching|for

ever-faster machines will be exi

by the launch of the Pentium I#ntel’s

test ever processor chip.

The Pentium Il (known originghy by the

odename Klamath) is essentiafly the same as

he Pentium Pro processor Aut with the|MMX
nstruckion set. It comes/f a new cartridge-

tyle package (dubbed a Single Edge Comtact

artridge byIntel)Containing the.processor

THAT
L

ith a pricepoint of £1,600 excluding VAT.
There are question marks hanging over the
new processor, however,

Minor bugs have been discovered in the
loating-point system and, although these are
not thought to affect anything but the most
pbscure software, Intel is working to patch and
eliminate them. But perhaps the most
surprising aspect of the new chipset is that it
renders the Pentium Pro completely obsolete.
Once PC manufacturers start churning out
Pentium Il systems in any sort of volume, the
construction cost savings brought by the

edesienw

ormgPip pDerow

powerful Pentium Pro. /”
Intel is initially posi

proposethA
destined forgames PCs) )
whether they withturprout to be the fastest
games PCs that
endowed with spectacutar integer and \
floatmg-pot})t/ performance

tandard Pentium boxes. Although the amount
of 32bit Windows 95 games on the market is
eadily increasing, many popular games still

consideration bebirfd the new
ign: it has takefi the opportunity |
to introduce a n‘sw high<bandwidth bus
between the process$or and the L2 cache
claiming that the stantiard Pentium's bys is

about to reach the limit ofits bandwigth. This
claim Ipoks set to spark a furiQus war with rival
™
.

; not be siotted
traight into existing Pentium Pro

otherboards. Clock speeds at launch are
33MHz and 266MHz, with the 300MHz version
et to appear in the third quarter of 1997.

The new cartridge packaging, which
roduced pre-launch rumbles of discontent
mong PC manufacturers forced to redesign
heir motherboards and retool their assembly
ines, has produced one unexpected factor in
he Pentium II's favour: its design will allow
entium Il system prices to be lower than
nticipated. Gateway 2000, for example,

i -specified 233MHz Pll machine

N l NG
AMD, which W

the K6, which it sees as a Pentium Ii
competitor in ballpark performance terms, but
which fits into a standard MMX Pentium slot.
AMD reckons that when running Windows 95 -
as opposed to NT - apps, such as games, Ké
machines will operate faster than Pentium Pro
PCs and possibly even Pentium Iis, yet should
sport price tags more akin to MMX Pentium
machines. The lack of ancillary chips to
supplement the Ké has so far precluded
testing these claims, but the first K6 PCs
hould be rolling off production lines
ery soon indeed

Software pirates may face
stronger sentences after a
recent decision in Leeds
Crown Court.

A man who was
arrested after a raid on
his home by West
Yorkshire police revealed
gold CD-ROM
manufacturing equipment
and thousands of copies
of pirated software
pleaded guilty to offences
under the Copyright
Designs and Patent Act of
1988 and the Trade Mark
Act of 1994, and was
sentenced to 18 months
in prison. The sentence
was suspended for two
years after the court took
the defendant’s personal
circumstances into
account but informed him
that a further offence
would result in
immediate imprisonment.

The case is hoped to
bring about harsher
sentences in general
where such crimes
are concerned.

AMD'’s answer to
Pentium Il is the K6
chip, already touted as
a faster alternative

&
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he Nintendo publicity drive suffered

another setback last month when six

Rare employees left to form their own
studio — and develop for Sony. The team -
three programmers, two artists and a game
designer - are calling themselves Eighth
Wonder, and have already clinched a three-
title PlayStation publishing deal. Though not as
serious as the desertion of Square or Enix, it's
a psychological blow nonetheless and gives
the Sony camp a stick with which to beat
Nintendo at the E3 show in Atlanta.

Though NOA has already dismissed the

MWWWW — y,
ridieulous’, part of the team are-kriown ‘ \ha}(e Eighth Wonder has already signed a three-
been working on the fQMming ‘Dream’ \\ Sony lndldeﬁde\nt it can do something new

publishing deal with
with the PlayStation

ith so much happening in /
it does seem like a bad time u}eqt consoles. It's well desi iand has a
for a brai in. E‘Uga:spoke to Oliver ¢avies lot moré\qshow people t they% seen so
of Eightjt Wonder andquizzed him on the new far. We've only just started looking at itbut l
compghy, and the reasons behind the move: we're excited abeut jt$ potential. Plus, of
Edgeé: Who are Eighth Wonder, and what titles course, we have very impressed wit

did/you work on at Rare? N sony’s recent and its future plans.
Oliver Davies: We're composed bf\thr Edge: Doy, i layStation’s days
ispftware engineers (Oliver Norton, St are numbered, though? Won't ithe a bit of a |

Patrick and Jeff Stafford), two artists \ let down after the 64bit power of the.N64? \

Christopher Gage and Adrian Smith), al \
yself, a games designer. We worked of

any of the titles that Rare released in the last
hree years including Donkey Kong Country,
DKC2, Killer Instinct, Killer Instinct 2, Dorke
ng Land, Ken Griffey’s Winning Run and

0op¢ | don't believe the PlayStation’s days are |
umbered. In fact , I'm sure we're yet to sée.
anyone get the best from the hardware.
Technically, having looked at it, we're fair|
confident we can do a few things that.o else
has dong yet. However, we will befflacing the
irmly on gameplay, which | feel hag ‘

down, rather somettiing different. The
3 here advantages the-PlayStation has over the/N64

all of us to have more are in storage and hardware design.

ifi the games that we certaingames, such as Finahantasy Vi, that

as the prime motivation for willjast never see the light of on the Né64
ecause of the physical limitations af
ridge cartridges. Also, we beljeve the basic

architectural layol the PlayStation is better
of for us th. Né64, because it appears tha
a ed by its
cchoice of storage medium. It's like building a programmers designed the PlayStation.
Ferrari that can only take one litre of petrol at Edge: What kind of games will you be making,
a time. Cartridges place limitations on the and how will they differ from the titles you
rjeveloper and, more importantly, lead to worked on at Rare?
raised prices for the consumer. Despite the OD: We're not placing any limits on the kind of
claims that cartridge was chosen because it games we wish to produce. We currently have
reduced loading times, | think that all but the a game in mind that we're working on, but |
most loyal of Nintendo stalwarts recognise ‘can‘t really say anything more at this stage. |
that it was a purely commercial decision. think our titles will differ considerably from
Edge: Apart from the obvious commercial those developed while at Rare — they’ll be
ladvantages of developing for the PlayStation, more diverse. Whether we have succeeded in
oldenEye 007 (above) Wwhat was it that drew you to the system? our aim will only really become E
nd Killer Instinct 2 oD: It seemed the most versatile ofthe | i
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The truth about Nintendo’s long-awaited storage peripheral emerges

L news NS
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intendo has revealed further technical
information about the N64's 64DD
storage device at a developer’s
onference in Seattle. The event, held in April,
ttracted around 200 N64 developers and
ncluded seminars on Né4 game development
s well as presentations by Alias, Multigen and
ichimen Graphics. US Né4 chairman Howard
incoln proceeded to promise that this is the
eginning of a new era of support for
hirdparty software companies.
As for hardware revelations, it looks as
hough the 64DD will present developers with

ncludes a built-in ROM with help
iles for game developers and
realtime clock.
If all the proposed
‘eatures make it into the
inal product, this could well
rove to be the most
ignificant new game
eripheral of the last
decade. Whatever the case,
Howard Lincoln is certainly
confident in the N64's
future: he recently

tart, the unit will read data a nd one
egabyte per second (eguivalent to a 6
D-ROM drive) and stiould include a fou
egabyte R upgrade - bringing the total
p to eight ytes (around twice that of
he 32bit ¢onsoles)\This will be invaluable for
he development of games which includg lots
f diffetent courses or world levels (ie racing
amgs, RPGs, etc) — these could be stored in
DRAM and loaded off in intervals when
equired.

As expected, each 64Mb disk alsorhas a
efinable amount of writeable space (pegking
t a ratio of 26Mb writeable to 38Mb readable),
0 large amounts of game data can be stored
rimported from the Internet. Again this is a
seful plus for developers, especially in the
lesign of ‘creator’-style games which requiré

e player to radically alter the game world

d the computer to store the subsequent
changes. RPGs and sports games,/Which
require masses of statistics tobe saved |n
memary, will also benefit, ptGs, the fact that
the writeable space cantie employed to
download new game-Characters and/or |evels
either fromthe Internet or from later mission
disks) should giye games a greater Iifespgn.

Also impOrtant.js the news that 64DD is a

burst access’ device'which means it sends
data tO the Né4 in high speed bursts rather
than streaming it like a CD-ROM. is

second batc
of games
due to be

wn off at E3
would.fully
demonstrate the chasm
between 32bit and 64bi
technology. He 0 recently been playing
down the signific of Eighth Wonder (see
page 10), ‘Thosé& guys leaving Rare was a non-
event bordering on the ridiculous,” he said
‘There ar€ always going to be ehtrepreneurs
goingout on their own.’

Meanwhile, the videogame war in

itain took a surprising twist on May 1 as
Nintendo reduced the price of UK Né4sto
£150. Although most retailers and gamers |
have weltemed the £100 redyetion with ope
arms, some consumers who had already pai
£250 for an N ere guick to complain,
forcing THE to set D a special ten-day hotline.
As for the reasonshehind the move/ a
Nintendo préss release claimed that ‘Jower
production costs as a result of increased
mantfacturing capabilities coupled with global
ales projections of 12millionAdnitsiin 1997/8'
enabled the price drop. HOwever, objective
industry pundits believe the reduction can.only
be read attempt to compete on equal ™

-motion Video or
streaming audio data, but this should not
present a problem: the Né4 is more than
capable of producing polygonal rendered intro
sequences to compete with the pseudo-
Hollywood film efforts witnessed in many PC
and 32bit console games.

As for the physical characteristics of the
system, 64DD disks are around the size of 3.5"
diskettes, but twice as thick. The machine slots
nto the expansion connector on the base of
the console and includes a tamper-proof
ocking bay drive door which only opens when

a legitimate disk is inserted. The hardware also!

dominating Europe. Indeed, if sales had been
So healthy, it is highly unlikely Nintendo would
have dropped the price by £100 merely two
months after the initial release.

Whatever the underlying reasons, the new
price point will no doubt make the Né4 an
attractive proposition to currently game-mad
onsumers. £150 certainly puts the machine in
he same ‘impulse buy’ bracket as its 32bit
ivals and with excellent games on the way,
intendo’s position at the front of the
ideogame pecking order is well

disks and hold 64 ’
of information
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REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY

estern videogame adverts are often
rather obvious affairs, relying on
screenshots and prerendered characters
rather than clever imagery to get the message
across. In Japan, however, game publishers
take a rather more surreal course — even with

their highest-profile releases.

A case in point is the recent campaign for
Star Fox 64. This is one of the most eagerly
awaited games of the past three years, and,
considering the strength of the visuals, it
would have been easy to show a couple of
shots and leave it to the reputation of the
original to sell the product. But no. The
adverts featured Japan's current top pop
starlet clutching a joystick while dozens of

WARGASM

DB ALTERNATIVE

dge has been watching the interplay between videogames and

music develop for over a year now, but was completely
unprepared for the latest incidence. Yes, Irish rock giants U2 have
commissioned Core Design to produce exclusive Lara Croft footage for
their latest world tour. Apparently the group are real fans of Tomb
Raider and personally asked if she could appear on stage with them.

The £75m ‘PopMart’ tour, which began in Las Vegas in April and will

reach Wembley stadium on August 22, features the all-action starlet

youths queue expectantly behind her —
presumably for a copy of the game. The idea
may well have been an attempt to make the
title look like a fashionable item, popular with
cute pop stars as well as gaming otaku, it
could also just have been titillation (Japanese
game mags are full of pictures of female pop
idols). Whatever the case, it's the use of a
strong image, unrelated to the game, rather
than a collection of screenshots, that makes
the ad stand out.

Weirdness in general is very popular with
Japanese game advertisers. When Psygnosis's
Destruction Derby premiered there, the ad
featured a photo of two men in small carts
racing each other in the hallway of a house.

More recently, Square Soft's ads for Front
Mission Alternative admittedly showed a few
screenshots but placed these under the
legend, ‘Wargasm'.

Even hardware is susceptible to surreal
advertising: a recent PlayStation campaign, for
example, featured a selection of characters in
various game-related costumes, surrounded
by strange paraphernalia. A far cry from ‘Do
not under estimate the power...’, etc.

While British publishers continue to roll
out bloody baths, disembowelled teddies and
bits of animals wrapped in newspaper, their
Japanese counterparts are amusing readers
with interesting and innovative ideas. Perhaps

there is something to be learned here...
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cavorting on a huge 7,000-square-foot video screen. At the end of one
song, she is even pictured walking into the distance with Bono. Poor girl.

And this is not even Lara's first flirtation with the music industry —
Eidos was planning to release a Lara Croft single a few months ago, but
the project fell through.

She shouldn't give up hope, though: as a young, beautiful but
ultimately two-dimensional woman with little basis in reality, a career as
97 the sixth Spice Girl beckons. Polygon Spice, perhaps. ..




EDGE SINGLES OUT THE WINNERS AND LOSERS IN
THE INTERMINABLE BATTLE FOR VIDEOGAME CRED

(game on)

Seattle’s The Other Side network gaming arcade houses linked
pods equipped with state-of-the-art PCs, headsets, surround
sound and a multiplayer X-Wing vs TIE Fighter. Currently the

most in-your-face videogame experience around.

Your Pentium 166 is already looking a bit sad and you're sick
of hi-res chug-o-vision. Bung in a 3Dfx card, boot up Moto
Racer and you'll never look back. Sega and Intel seem rather
impressed with the technology, too.

Konami's PAL version of ISS 64 is a top notch affair — virtually
indistinguishable from the NTSC original. Result.

Leeds Crown Court, for taking a tough line on software piracy
and sending an offender down for an 18-month stint in chokey.

SIDPLAY, a SID chip emulation package for the PC and Mac
(see page 97), shows game music designers just how much
more inventive the craft's exponents often were in the ‘80s.

Forthcoming games beginning with the word dark: Dark
Project, Dark Reign, Dark Earth, Dark Colony, Darklight Conflict,
Dark Vengeance, Darknet, Dark Sun, Dark Rift... the list goes
on. For God's sake, lighten up.

THE Games' ‘Get Into It slogan for the N64's press and TV ad
campaigns. Somehow, objects of desire lose their allure once
you're told to ‘get into it'.

US console RPG translation experts Working Designs has
decided to launch a videogames label called... Spaz. Doh.

NCL obviously doesn't care about its PAL conversions and
both Wave Race 64 and PilotWings 64 suffer from thick, ugly
borders and a noticeable drop off in speed. Nul point.

If Square Soft USA’s translation skills are anything to go by,
Final Fantasy VII's launch in the US on September 7 will let
encourage US gamers to ‘kick'some RPG butt'. Oh dear.

Sega sticking its head in the sand while the Internet buzzes
about Saturn 2. We know what you're up to. Or do we?

(game over)

out there -

N o round-up of game
tory would be

complete without reference to
Andrew Braybrook. In the
mid-'80s to early-'90s he was
responsible for a string of C64
and Amiga hits like the hugely
innovative Paradroid, the
inspirational 8bit shoot ‘'em up
Uridium and the accurate
computer conversions of
Rainbow Islands — all notable
for supremely addictive

gameplay and unusual visuals. Yet unlike other programming

alumni like Geoff Crammond or Archer McClean, his career has

been dogged by poor judgement and unbelievably bad luck.

All looked optimistic back in 1983 when his partnership with

fellow programmer Steve Turner b ;

of Graftgold. However, the tea

never achieved the emi

Argonaut or the Bitmaps

he ‘but t

sim), but
d platforms

signing Graftgold, leaving promn
um Il and ha
problems or in elopment limbo. Gr

help, nor did pr
publisher, Hewson Consultants.

‘There's a whole list of publishers we p y brought
down personally,” he jokes, ‘but it was er in those days.
Now so many people are involved in the release of a game tha
good designs are often wrecked in the p 4

‘The whole industry is based on advances rather than
royalties, which further ties your hands — but finally I'm happy
with what we're doing and who we're working with... and it's
still better than a real job.’

Moto Racer
Turok: Dinosaur H (N64, NTSC import)
i 3D visuals ever seen, a

Castlevania

Star Fox 64

Windjammers
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Twilight Lands

-On, which bills itself as ‘the leading
E online entertainment channel’ for the

Internet, may just have found the
killer app it's been looking for. Bought in from
Ice Online, whose previous efforts include the
multiplayer Tank Warrior, Twilight Lands is a
3D, first-person RPG in the tradition of EA's
16bit classic, The Bard's Tale, only with
hundreds of simultaneous users.

The game features a more advanced 3D

engine than Studio 3DO's Meridian 59, with
rooms on top of rooms, and six degrees of

netview

movement, allowing characters to look up and
down and jump. At the moment, character
classes are limited to the standard warrior/
cleric/sorceror beloved of pencil-and-paper
roleplayers, and there are presently only 100
‘rooms’ to discover, though Ice promises
forests, mountains and deserts to follow.

Unlike many online games, however,
Twilight makes good use of the Net's unique
attributes, allowing groups to set up clans,
own buildings, chat, and even employ one
another as mercenaries or assassins.

Ice Online’s Twilight Lands presents a
first-person view of a detailed 3D world

The Twilight Worlds software is free to Entertainment Online members, and membership costs just £5.99 a
month. For more details both on the game and subscribing to the service, visit http://www.e-on.com

Modem confirmed for 64DD

iroshi Yamauchi has at last confirmed that the N64's 64DD device will be modem
m compatible. He recently told Asia Week: '[64DD] will allow users to replace the original

characters in games with new ones via modem and later by satellite communication.
This is why we chose to use cartridges instead of CD-ROM which can't be written over.’

This writeability would make the 64DD superior to Saturn’s Netlink in terms of web browsing.
Sega's device has no cache so each time a page is referred to, it has to be reloaded into RAM.
The 64DD could cache pages onto its writable areas making it quicker to access previously
viewed sites. However, while it is confirmed that 64DD will work with a modem, it is unclear
whether the modem will be included with the 64DD or released later. Question marks also
hang over the speed of the modem (Netlink is 28.8k — anything less would surely be unwise),

and the nature of online gaming the system will support (peer-to-peer or true Internet).

l The 64DD storage device is due out in Japan by Christmas. Nintendo can be found at www.nintendo.com

Zelda 64 could be one of the first games to
I { take advantage of 64DD’s modem connection

DirectPlay away

reviously, to make a title compatible with modem, serial, Local
Area Network and Internet play, programmers had to write

different code to address each of the communication protocols

involved (TCP/IP, IPX, etc). As part of its new DirectX 5.0 SDK, however,
Microsoft has announced a solution designed to help developers create
online games without having to go through this timewasting procedure.

DirectPlay forms a bridge between the developer and the various
types of networks, effectively making the idiosyncrasies of each different
communications link transparent. In this way, developers don't have to
worry about addressing the individual nuances of those protocols
(which can take weeks of coding) — they just write to DirectPlay and it
does the rest. Additionally, DirectPlay has an open semvice provider
architecture allowing custom protocols to be plugged in under
directplay, like ATM, ADSL, etc. The new API also simplifies online
gaming sites’ lobby services (ie where players meet to play games, see
high scores, join tournaments, etc), so things are made easier for the
user at home as well as the developer. Microsoft is keen to point out,
however, that DirectPlay cannot solve the problems of latency and
bandwidth inherent on the various networks — ‘At best it can supply

More information about the DirectX 5.0 software development kit, including
DirectPlay, can be found at Microsoft's own website at www.microsoft.com

accurate performance characteristics to the application and let it decide
the best strategy for messaging,’ says program manager Ajay Jindal.

According to Microsoft, DirectPlay, currently available in Beta form,
has already been adopted by a number of developers including Sega
(Sega Rally), EA (NBA Live 97) and Activision (A-10 Cuba).

Plus, several online gaming providers — including Mpath, America
Online’s ImagiNation Network and the Microsoft Intemet Gaming Zone,
Inc — are supporting the intiative.

Monster Truck Madness is one of Microsoft’s own fitles currently
being used to test DirectX 5.0 and components like DirectPlay

®
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Space Station Simulator

pace nut PC owners may well have come
across Maris before, perhaps via its mind-

I blowing (and mind-blowingly difficult to get
to grips with) virtual reality astronomy program
Redshift 2. That title let users travel through time and
explore the night sky from different parts of the world,
hitch rides on the comet Hale Bopp as it passed the
Earth and so on, and it was mathematically rigorous
enough to satisfy even professional astronomers.

Space Station Simulator, the company’s latest
CD-ROM, is just as impressive in technical terms, and
its subject matter has even wider appeal: it covers
the International Space Station, a complex dedicated
purely to research, which hasn't even been built yet.

Don't fret, though - this is not some crappy
pictures-and-text educational multimedia effort. SSS
lets you assemble your own space station (using the
various multi-national components of the ISS) in Lego-
like fashion, then float gracefully through it. The
finished representation is so realistic that it is being
used to familiarise the astronauts who will populate
the real thing.

It also lets you indulge in a spot of space-walking,
connect to the Internet for an update on the real (as
opposed to virtual) project’'s progress, explore the
projected launch sequence of its various
components, and glean all sorts of information about
what life for its inhabitants will be like suspended in
space. It's a brilliant guide to a complex and
specialised subject.

Ultimately, Space Station Simulator's appeal may
wane before that of, say, X-Wing vs Tie Fighter, but it
makes most of the other multimedia CD-ROMSs look
like so much orbiting space junk. And it's one of the
few items of software in existence which actually
makes use of an MMX Pentium PC. Although SSS will
run on a non-MMX PC, it does rather chug along,

E; e

A meeting point for media capitalising on
the digital entertainment revolution

s the stuff of science fiction becomes reality, Maris brings astronomical
m dreams to the PC with a stunning VR exploration of a space station yet to be

built. This month'’s electronic devices are true celebrations of the new Space
Age, With a pocket-sized device you can use for e-mail and databases on the move.
Meanwhile, digital-audio revolutionaries like Skint, Distance and Platipus offer
discerning listeners the most modern soundtracks around E

GD-ROM £

which rather hampers the experience.

Space Station Simulator is a great way of
exercising those childhood dreams about becoming
an astronaut, without having to brave space sickness
or becoming super-fit, joining the US airforce and
hoping for the best.

LAUNCH SITE INFORMATION

Launch

Ariane Launch Pad No.3

Brassic beats part two

Skint records

kint Records has more than come up with
B the goods in this, the second part of its
‘Brassic Beats’ compilation. With some of the
label’s finest artists behind the wheel, every track
on this album exhudes quality and originality in
its own right. From the fantastic big bass beats of
Fatboy Slim and Hardknox (‘Michael Jackson’ and
‘Coz | Can’) to the ingeniously put together
scratch and hip-hop of Cut la Roc & Bassbin
Twins (‘Post Punk Progression & 2 Turn tables’
and ‘a crate of skint'). This album is a quality fix
for anyone with classic breakbeat or hip-hop
addiction. Buy it

Mango/lIsland

Scratch and the Upsetters

Super Ape

m sk any proponent of electronic music
about Lee Perry and they'll tell you he's a
quintessential influence. Along with many Black
Ark cohorts, he was making brilliant ambient dub
while the likes of The Orb and Underworld were
following their mothers around Sainsbury’s. To
acknowledge this respect, Island has re-released
a few classic Perry-produced albums including
this one from 1976. It is testament to Perry’s
creativity that the big beats, rumbling bass
sounds and distorted rhythmns which fill ‘Super
Ape’ were created without a modern sampler in
sight. Inspirational
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* G-Whale watches *£50£150

 Available now

G-Whale watches, Casio, tel: 0181 4509131

G-Shock/G-Whale

asio will introduce only 1,000
of these Whale versions of
the chunky and stylish
G-Shock and Baby-G watches to the
UK market, but they will be well worth
tracking down.

When the watches’ backlights are
turned on, the G-Shock version displays
an imprint of a whale breaking out of
water, while the Baby-G model shows
one of six random whale animations.

Both offer the facility to store
personal details, including your name,
address, phone number and even
blood type.

The watches were commissioned
to celebrate the éth International
Dolphin and Whale Conference, and a
portion of the sales price will be
donated to the conference.

These are watches are for the /
conscience, then, as well as the wrist. 4

PCM-1, Sharp, tel: 0345 125387

Mobhile Communicator

okia's 9000 (a cross between a
m handheld PC and a mobile

phone) never quite lived up to
expectations for two reasons: it retailed
at a cool £1,500, and its excessive bulk
rendered it unattractive as a mobile.

Although its price has not been
announced, Sharp’s PMC-1 will at least
address the 9000's other problem. It's a
PDA/mobile which is actually the shape
of a mobile, but features a touch-
sensitive screen rather than the usual
keypad for dialling.

Although it can't be used to surf the
Web (an ideal which has proved
impractical with such devices), users
can send and receive e-mails, create
tables and text files, and manage a
database of appointments and
addresses. Just what you need - no
more, no less. Destined to become a
dead trendy item of gadgetry.

£661L aunf aujzeSew Ioaz
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World Book Multimedia:
UK International Edition

ery little has changed since the very first
interactive encyclopedias began to pop up

five years ago, as a response to the huge
storage capacity of CD-ROM. The number of entries,
animations, pictures and sound clips has generally
increased, but often there is little to distinguish
between different products. Perhaps this is why IBM
has put so much effort into finding new angles to
enliven the British version of its best-selling 1997
World Book encyclopedia.

After a couple of hours’ study, it is clear World
Book can be split in two: things it does brilliantly, and
slight disappointments. In the former category come
the detailed, authoritative entries, the number of
pictures and illustrations (8,000, plus 750 maps, 134
videos and 44 animations) and an Internet link-up
which provides access to around 1,200 websites.

World Book is geared very much toward students
and does everything it can to accommodate them.
The information is designed specifically with the

National Curriculum in mind, for example, and adds
‘highlight’ and ‘sticky note” options so pupils can
customise info for future reference. ‘Time Frame' is
another winner, allowing the user to enter a date and
receive all the info relevant to it, making the cause
and effect of historical events easier to understand.
For those who are just curious, there’s even a ‘just
looking’ screen which displays a random collection of
articles and pictures from which to choose. The whole
thing is beautifully presented and intuitive to use.

As for disappointments, the inclusion of virtual
reality sections which allow the player to explore
places like Stonehenge and the Eiffel Tower sounds
intriguing, until you realise they are only a few photos
joined together (perhaps a fully explorable, texture-
mapped polygon model would have been too much to
ask). There are no interactive games, as there are in
Microsoft's Encarta, which would have added another
element to the package .

Overall, World Book UK provides a stylish
reference product designed specifically for British
users. It wouldn't be completely accurate to say
World Book makes learning fun, but it certainly makes
many steps in the right direction.

*PC

*£50 (available now)

Marijuana

Distance

nder the unnassuming surface of this

double-CD compilation is a chillout album
of real class. CD1 (Highway) kicks off with Sun
Electric's beautifully haunting ‘Quaila’ before
progressing through a combination of classic

Platipus Records

Highway and Landscape

various

mellow trance such as Rabbit in the Moon'’s ‘Out
of Body Experience’ and SLAM's ‘Emotive’, and
onto newer quality excusions such as ‘Ultra
Violet' from International People’s Gang. With a
second CD (Landscapes) offering an even
mellower, but still cheese-free, vibe, it's the
perfect aural accompaniment to ease in those
long Sunday mornings.

Turtle Crossing

Terra Firma

' Music E|

s one of the world's leading trance labels,
m Platipus rarely disappoints. Terra Ferma
(essentially respected trance duo Union Jack
minus label boss Simon Berry) takes a
dancefloor-friendly approach in contast to the
“avin' it, tripped-out territory that most artists in
this scene occupy. As such, ‘Turtle Crossing’
meanders between never-ending Sasha-style
epics (‘Lunar Sunrise’) and genuine quality club
trancers (‘Floating’). Apart from an occasional
bout of Robert Miles-style fluffiness, this is
progressive and, in places, infectious. Worth

e e ! 6}
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' Hitachi Widescreen TV
it |

laying Mega Drive games on a
14-inch portable was fine -
the resolution wasn't really up
to being blown all over 28 inches of
screen. That isn't the case with today’s
consoles, so why not invest in the best
if you're to invest in a Tv? Hitachi’s
new range of widescreens includes
this NTSC-compatible 32-inch monster
with Dolby Pro Logic decoding, output
for five channels plus an output for an
external AV amp.

The set features Hitachi’s 3DS
surround system which is supposed to
replicate a full AV set-up’s five-speaker
sound with two speakers. Surprisingly,
it gives a distinct feeling that sound is
coming from behind you.

And when DVD gets its UK launch
later this year, you'll be ready to view
your favourite movies on widescreen.

*

fter so famously taking Japan

Virtual Pet
by storm, the Tamagotchi

m ('loveable egg’, literally

translated) phenomenon is poised to
hit western shores.

For those who've somehow
missed the blanket media coverage of
the fad in recent months, some
explanation of Bandai's novel toy will
be necessary: when you buy a
Tamagotchi, the block LCD display
shows a small egg. An hour after you
hit the button on the back it ‘hatches’
and turns into a small blob bouncing
around the screen. It's now your
responsibility to feed, nurture and
clean up after your ‘pet’ so it grows
into a strong, healthy creature. About
a month later, the thing croaks, and
you start all over again.

Mad, but cheaper than a cat...

Al S W2 r. ,‘J

Viva Hacienda

Digital Literacy

=== est known for his bestseller ‘The

‘ | Internet Navigator’, Paul Glister here
presents a profoundly confusing
and disappointing book.

The title suggests a look at the new
forms of literacy which we will have to
develop as the Web becomes a more
important part of our lives. What the author
actually does, however, is combine long
ramblings about many Internet-related
subjects with personal anecdotes, often
losing sight of the central theme of the work
- the importance of understanding the mass
of data which bombards the Web user.

Of course, it is very fashionable right now
to write a personal account of online
experiences and how they have shaped the
author’s life away from the keyboard, but
Glister just doesn't carry this off as effectively
as, say, John Seabrook in ‘Deeper’ (E45). )

People do need advice on how to use .
search engines and make sense out of the
information that they present, but ‘Digital
Literacy’ isn't that book. The irony of this
meditation on Web confusion is that Gilster
wandered away from the initial idea for the

gtal

Koelay| [epsip

Iterac

PAUL GILSTER

Halycon Days

f Edge’s two-part feature on classic
“ videogame emulation (concluding

on page 58) has whetted your
appetite for nostalgia, then ‘Halcyon Days’, a
collection of interviews with some of the
legends of the gaming world, is certainly
worth a look.

Here, the likes of Jeff Minter present their
own account of the games they have worked
on, and provide a snapshot of what the
industry was like before the PlayStation was
even a twinkle in Sony's eye.

Many of the interviewees have gone on
to gain fame in the modern gaming industry,
of course, but their early careers offer a
fascinating look at videogaming when it was
a new frontier. These individuals laid the
foundations for the programmers of today,
leaving a legacy of work that is unfortunately
often forgotten as technology has changed
and evolved.

The interviews are only available in HTML
format on floppy disk, so you will need a Web
browser to view the PC and Mac-compatible
files. If Dadgum ever publishes the interviews
in book form, though, a copy deserves to find
its way onto every gamer’s bookshelf.

Interutews with
o vigea
computer game

t's hard to believe, but that beacon of
“ Northern nightlife, the Hacienda, has
been going for 15 years now —which is all the
excuse Deconstruction needed to come up
with this huge collection, a genre-bridging trip
through such dancefloor delights as Phuture’s
legendary ‘Slam’, Alison Limerick's ‘Where Love
Lives’ and L'il Louis’ ‘French Kiss'. It's yet
another homage to the classics, then, but one
that's rescued by the club’s adventurousness.
Young MC, New Order and Deee-Lite squeeze
in alongside regular techno and house legends.
No Happy Mondays, but otherwise ideal.

Deconstruction

= |
mﬁ
A
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entley Rhythm Ace’s debut album

starts off fairly low key with a melodic
and relaxed feel, but this is soon turned on its
head with the storming near-classic ‘Why is a
Frog Too...?". This is followed by some
experimental beats and rhythms in the aptly
named titles ‘Mind That Gap’ and ‘Run on the
Spot'. ‘Bentley’s Gonna Sort You Out!’ is the
warm, mellow number you'll play repeatedly
this summer, while tracks nine and 11 are as
groundbreaking as their respective titles are
lengthy and descriptive. A wise buy for those
who crave a new cool.

Skint

Bentley Rhythm Ace

BRA
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development outfit Delphine recently proved that it co
hand to the racing game genre with the thrilling PC title
Edge recently visited the team blazing a trail across the g

After years of producing ambitious, movie-inspired gameév:




ituated in the heart of Paris,
. Delphine Software International has

consistently delivered quality titles
earning them recognition as one of France's
premier developers.

Games such as Cruise for a Corpse,
Flashback and Fade to Black all excelled in
terms of technology and visual
accomplishment, revolutionising the graphic
adventure genre. However, with the release of
Moto Racer, Delphine has entered new
territory. For a company firmly established in
action adventure games, an arcade-style
motorbike racer represents a totally different
avenue to pursue. Odder still is the fact that
the idea for Moto Racer should emerge out of
Dragon Blade, a sword-wielding action RPG
game. Edge braved the Channel Tunnel to
chat to Delphine’s key members — project
manager Philippe Chastel, project
coordinator and technical producer Thierry
Gaerthner, and art directors Thierry Perreau
and Denis Mercier — responsible for all of
the company’s major titles, about the French
approach, Conrad, and their future projects,
Dragon Blade and Moto Racer 2.

Edge: Given Delphine's rich heritage of
adventure games, how on earth did Moto
Racer ever happen?

Philippe Chastel: After Fade to Black we
started researching Dragon Blade [a 3D
adventure game). It's an ambitious and
important project and when it started to fall
behind schedule the opportunity for an
intermittent game arose from fooling around
with its collision detection program. This was
how Moto Racer got started. The original ideas
we had weren't working for a racing game so
at the end of last year we decided to dissolve
Moto Racer into what would be more of an
arcade game which would give better results,

particularly in terms of speed as 3D cards
were appearing on the scene. This was new to
us and the Windows 95 version was also a
first as was the idea of developing it in C++.
As a result, we were forced to stop work on
Dragon Blade for a few months in order to get
the whole team working on Moto Racer to get
it out on time.
Edge: Would you agree that one of your
earliest games, Another World, really started
the movie-style adventure genre?
TP: Well, Cruise for a Corpse already had the
basics of a cinematic approach that Another
World took further.
PC: Yes, but it wasn't made by the same
people. Another World was developed by Eric
Chahi independently from Delphine so one
can't say that the cinematic genre started with
Another World or Cruise for a Corpse. The
research that went into both games resulted
from finding ways of reducing the size of
adventure games because these were getting
too big for floppy discs that were used at the

nd will wor
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The 23-strong Delphine set-up. ‘We're a smalf'team, with limited means;*says Gaerthner, ‘but
we've always agreed on producing less games and to try and make those as good as possible’

time. This is when we started to work with
polygons — in Cruise for a Corpse the main
character was made out of polygons in 2D as
was the case with Another World, which also
had polygon backgrounds.

Edge: Flashback continued the movie genre
and the Conrad character became fairly well
known. How did he come about?

Thierry Perreau: He was originally called
Michael, not Conrad. I think it was the
attraction of doing a science fiction game that
persuaded Paul [Cuisset] to do it.

TG: Wasn't it supposed to be based on the
movie, ‘The Godfather?

TP: That's right, it was. The original plot was a
futuristic adaptation of ‘The Godfather'.

erred qualitz over quantity. Most pe
until they are satisfiec

Delphine’s stunning D3D champion, Moto Racer

DM: We wanted to incorporate the Godfather
character into a space adventure and
eventually it became a space adventure
without the Godfather at all. In fact, | don't
know if the idea of transposing the Mafia
elements into a galactic system with other
smugglers appealed to the studio. This was
why Conrad was originally called Michael, after
Michael Corleone.

Edge: What about the character animation

in Flashback?

PC: We'd thought of using rotoscoping as in
cartoons and someone had a camera with
which we filmed one of us walking across the
room just as an experiment. We used Deluxe
Paint and within a week we got pretty

L66L dunr aujzeSew 30a3




« convincing results. At the time, rotoscoping

ine June 1997

was very promising, then of course motion
capture technology arrived which we could
afford due to the success of Flashback,
allowing us to do Fade to Black.

Edge: How do you view the game now?

TP: | still play it now and again. Maybe it could
have done with a bit more playability. It's also
a bit complicated; some of the moves are a bit
complex to execute, but otherwise | think it still
holds its own — in visual terms as well as
having an interesting plot.

DM: There are certain games which age very
well and which work well regardless of the
technical capabilities of the machine.

TP: Mario, for example, will never age. It's the
sort of game that one always enjoys coming
back to now and again and | think this is the
case with Flashback.

Edge: You mentioned playability — what else
would you have done differently?

PC: | think what Flashback was really lacking
was a third dimension, as well as scrolling,
which was criticised at the time. We'd really
concentrated on the animation, which we'd
perfected, and the amount of memory it took
up meant there was not much room left for
the backgrounds. It was also a technical
problem. However, using 2D meant there
were no orientation problems. When
experimenting with 3D, one of our biggest
problems was how to allow a player to adapt
to a 3D environment as easily as 2D. So it
might have been difficult to implement 3D at
the time. But Flashback and Fade to Black are
games which rely heavily on the strength of
their design and plot — they're not simple

Thien‘uﬂhner

3D, one of our biggest problemn
a 3D environment as easily as

arcade games that one forgets within five
minutes of having played them. They have
something that holds the player and makes
them want to see what's next.

Edge: How difficult was the move to 3D with
Fade to Black? What are the specific game
design problems associated with such a move?
PC: Well, just before Fade to Black, Doomn
came out, but we were so used to seeing a
character that the first-person perspective
bothered us. We liked to see the character’s
reactions — the movement involved when he
pulls his gun out or looks left or right, for
example. Maybe this is what makes our games
more difficult to master in terms of playability.
This is actually what we have been criticised
for in the past — that we're trying to get too
close to films, we use too many close-ups. As
a result, the adaptation time required for the
game is longer than that for Doom. Also, the
camera gave us many problems. We didn't
want it to go into the walls, whereas in some
games, developers don't seem worried about
this. But it's something that really annoyed us,
so we spent a lot of time dealing with it as
well as the character animation. Those were
our main problems.

TG: Also, before switching to 3D, we'd

contemplated doing Flashback 2 in 2D. At first
by adopting the same side view as in the
original game, then a top-down view as in
Gauntlet, and also some pseudo-3D sections,
before actually deciding to go for full 3D.
Edge: Graphical finesse is something often
associated with French game development.
Do you see Delphine as quintessentially
'French’ in its style and approach?

TC: We don't feel any different in the way we
develop our games from the Americans or
other European developers. Of course, other
countries perceive our games as very particular
in style but we are not aware of this as it's
difficult to see it objectively.

PC: Actually, it's very paradoxical because we
live in a culture with all the latest Hollywood
blockbusters, and everything that deals with
sci-fi — we love it. You won't see any of our
games based on Jean de Florette, for example.
But maybe because we're French, seen from
the outside our games carry distinguishable
traits. However, this is not something we go
out of our way to achieve — there’s no
intention of prejudice.

TG: We just want to make games.

DM: However, it's true that when you look at
French game production in general, there are
occasions when more emphasis is placed on
graphics rather than playability.

Edge: What do you think are the major
differences between French, European,
Japanese and American games?

TP: In terms of playability the Japanese are
gods, they manage to do amazing things.
Super Mario 64, for example, is above
everything else.

PC: That's true of all Nintendo games.

TP: Nintendo are usually very strong on
playability and they manage to combine it with
a strong graphical environment — at least in
the case of Mario. In the US, things are
different. They have good ideas but these are
sometimes let down by the production side.
Generally, with European stuff one feels there
is something extra, an attention to detail, but
it's true that playability is sometimes lacking,
something the Japanese have complete
mastery over.

DM: With Donkey Kong Country, for example,
Rare created a game that is totally universal.
Yes, there is Nintendo behind it, but as you
play it you forget the publisher — the game is
playable, with many qualities. | think a great
game goes beyond questions of nationality;
the player concentrates on the game, enjoys i,
and is engrossed in the plot. | don't think we
can generalise — there are several developers
that are able to produce masterpieces.

Edge: The ‘cinematique’ techniques
employed in your products help with the plot
formation of the games. How important is it to
give titles that movie feel?

TP: When you want to tell a story, you must
have cinematic scenes, these are important.




What we have in Fade to Black are
prerendered scenes. The next step is to have
these scenes happening in realtime. This is
interesting because prerendered scenes are
totally visually different and therefore extract
the player from the game. It would be
interesting to keep the same visual aspect all
the way through the game, incorporating these
scenes as an integral part of the game.

Edge: Surely developers must be getting
close, graphically, to creating the cinematic
sequences in realtime?

TG: Yes, in fact it's already done in some
arcade games or something like Final Fantasy
VIl on the PlayStation which has scenes that
are predefined but rendered in realtime so
that the flow of the game is not interrupted.
TP: In Mario 64, for example, there are no
cinematic sequences but every now and then
the action stops and Mario indulges in
conversation and it's fluid — there's no break
up of the game, it forms part of it.

DM: The difficulty comes from the fact that it
must remain a videogame. The cinematic

aspect must be assimilated into the game
without disrupting the gameplay so that the
whole thing remains interactive. It must add to
the game rather than take it over.

Edge: Do you think that the odd qualities of
your games limit their commercial success?
TG: It's possible. We try to have an
international approach when it comes to all
our games. We know that in certain countries
our games have been criticised for being too
complex, which was the case with the PC
version of Fade to Black. This is one of the
reasons why we simplified the control system
for the PlayStation version. We are aware of
past criticism and try to create a product that
will serve the biggest possible audience. This is
what we tried to do with Moto Racer — to
have an arcade game that would be very easy
to play as well as having extras such as the
ability to pull wheelies, but the concept
remained as simple as possible.

PC: | don't think we have a ‘Delphine look'.
We didn't set out to make a game that would
be orientated towards a Japanese, American or
European market. There was no market
research carried out to make sure the game
would work everywhere. We just liked the idea
and so went ahead and did it. Maybe this is
what constitutes the ‘French touch’ that we
mentioned earlier, but we do it because we
like it — we're not trying to copy something.
This has probably been Delphine’s strength in
the past but with Moto Racer we've leamed
that there are other things as well as the
importance of the user interface, particularly
for an arcade game. We're now placing more
emphasis on playability so that the gameplay
is easily assimilated by the player.

Edge: Do you believe that doing fewer titles is
the key to success?

TG: We've always preferred quality over

by accident. we had a
pe and we thought the

quantity. | think most of the people at
Delphine are perfectionists and will work until
they are satisfied with the results. This of
course takes longer than just leaving a game at
a merely satisfactory level. This is why our
production rate is lower than other publishers,
but we're also a small team with limited
means. Nevertheless, we've always agreed on
producing less games and to try and make
those as good as possible.

PC: Having said that, we still have to make a
living and we're not in a position where we
can do something like Flashback every couple
of years that would allow us to continue with
other developments comfortably. This is why
we're managing two developments
simultaneously in order to reduce the financial
risk. That does not mean that the
development time is shorter. The games will
take just as long as previous efforts, but at the
end of the day there will be two products on
the shelves. In any case, you can't ask us to
produce a game simply for money-making
reasons because we only develop a game if

Thierry Perreau

we like its concept.

Edge: Is this Delphine’s underlying
philosophy?

PC: Yes, but of course this causes problems
with the commercial side of the company.
They'll want the game out as quickly as
possible and we'll only release it when we're
happy with it. However, they're aware of our
passion for games and if we haven't got a
particular level finished it's because we don't
think it's ready yet and they trust our
judgement — there's no real pressure from
them to get the game out.

Edge: You mentioned Hollywood movie
blockbusters and science fiction. What are your
other influences?

PC: At the time of Flashback we were really
into [French-born comic-book artist] Moebius.
TP: We really liked the stuff he was doing and
in fact we got him to do the artwork for the US
Fade to Black PC box.

Edge: Where did the inspiration for Moto
Racer come from — Manx TT, perhaps?

TG: Not at all. It was very much something

that happened by accident. It was while we
were working on the early collision detection
tools for Dragon Blade and Microsoft's
software, because the game relies totally on
DirectX. Paul Cuisset had started work on the
collision detection system and was also
playing around with it to see how the game
would work in a network set up. He had a
simple model with cubes moving over an
undulating landscape. We thought they looked
like motorbikes and that was when we first
had the idea to base a game around that. After
many redesigns, we arrived at the version we
have today. The initial concept was totally
different from any other bike game so there
was no inspiration or influence from another
company's work. As we went along it
eventually changed into something more
dlassical in concept simply because our initial
ideas didn't really work for a race game.

PC: It is totally classical in terms of the game
itself but it is totally original in its conception.
This is where we can see Delphine evolving in
the right direction. We have kept our originality
in design and animation and we've leared
about the user interface and the classic
elements of a racing game. It seems to work
well and we hope it will benefit the user.
Edge: The replays in particular are very much
like those seen in Namco and Sega racing
games, though, aren't they?

TG: Of course, we are all fans of arcade racers
such as Rage Racer from Namco and the titles
from Sega. We've all played them passionately,
but we were not inspired by them for the
replays. Once you place cameras along a
circuit and film a vehicle travelling along it you
end up with very similar results.

DM: In fact, the first game to do this was Indy
500 on the PC which allowed you to replay
races from several angles, even before that it

>
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audience

Denis Mercier

<« was done in the arcades with Daytona or

Virtua Racing.
PC: It was always our intention to get good
camera views. This follows on from Fade to
Black where we worked hard to get the
camera right, which of course helped us when
it came to Moto Racer. For Moto Racer 2
there are even more cameras.

The thing that's great about 3D is that
you can put cameras where you wouldn't be
able to if you were doing a film. The potential

is there to make games more powerful than
movies. It's a new thing that | think game
developers are beginning to realise and
master. I'm convinced we'll get to the stage
where players will be appointed to be in
charge of the camera placement as things
become more complex.

Edge: What is your favourite arcade racer?
TG: Rave Racer, in a hydraulic cabinet, linked
to other machines. In Paris we only have a
fourplayer version but | know that in London
there is an eightplayer version. In link mode
the competition is relentless — you never know
who is going to win until the very end because
the situation changes constantly. At one stage
we even had a scoring system like in Formula
One, but this created too much tension,
particularly for those who were bad losers, so
we had to stop it.

TP: Konami's Racing Jam looks fantastic, |
can't wait to play it. G7i Club is also very, very
good — you really feel as though you're in a
real town.

Edge: How do you see the PlayStation version
of Moto Racer turning out?

TG: It won't have a link mode. Instead we've
included a vertical or horizontal split-screen
option for two players. We'll also concentrate
on lighting effects that we didn't have for the
PC version. There will also be two extra
tracks, and the whole front-end has been
totally reworked.

Edge: How will Moto Racer 2 differ from the
first game?

PC: It will be more realistic in terms of

} .................................................................. |

graphics. There is only one way to really do
this so we're going out on location to get
realistic light readings so as to integrate them
into the game. The lighting, shadows and use
of colour will all be more ambitious.

TG: In Moto Racer we worked on Windows
95 and with 3D cards for the first time. As a
result, we didn't use this combination to its full
potential. So for Moto Racer 2 we have the
time to extract all we can and add all the
effects that 3D cards allow to end up with a
visually more realistic game as well as a
technical improvement because we will be
able to fully exploit the technology.

PC: Furthermore, we're also working on
character animation such as getting up,
running back to the bike and lifting it up

after falling.

Edge: Will it use the same lap concept or are
you considering stage-based gameplay?

PC: We thought about this and decided we
don't want to change direction. We quite like
the concept of circuits and championships so |
think we'll stick with closed tracks. But we
might have the road splitting, offering the
player short cuts which will be harder to
negotiate but worth the effort if done properly.
Edge: The 3D cards obviously offer new
possibilities. Which do you think is the best?
TG: It's difficult to say because we work with

|l get to the stage where players
amera placement as things becor

several of the manufacturers so we might
upset one by choosing one of their
competitors. We think the 3Dfx is the
strongest, although it suffers from certain
constraints that can cause problems. But in
terms of pure performance, | think it's got to
be the one.

Edge: What details can you reveal about your
next project, Dragon Blade?

DM: It's a game set in a medieval universe
with all the clichés associated with RPGs such
as experience and damage points — but these
will be invisible to the player. Our aim is to
produce a RPG that is accessible to all, to get
non-RPG players to undertake the quest. It's a
project we've wanted to do for a long time
which was held up because of the PlayStation
version of Fade to Black and Moto Racer, but
that we now continue with the benefit of

hindsight and experience from Moto Racer
when dealing with exterior environments, for
example. We'll integrate all of that into this
new concept which will support network play,
allowing several characters to participate in the
quest such as wizards, warriors, priests, and
elves — all of the typical characters of legend,
each with their own strengths and
weaknesses. But the emphasis will be placed
on action and combat scenes with strategic
management elements so that characters are
used to their best advantage.

Edge: Is the 3D engine an evolution from
Moto Racer?

DM: We always try to improve the engine with
each successive game. Again, this is the case
here, with specific technical advancements in
terms of lighting and better visuals allowing us
to do a 3D game with vast interior and exterior
settings, all in realtime.

Edge: Will you be developing for the N64?
PC: At the moment we have nothing planned,
we're just working on PC and PlayStation, but
we're not against the idea of getting an internal
or external team to convert one of our titles for
the Nintendo 64.

As far as cartridges are concerned, | think
it's a shame such a machine does not use
CDs, particularly as from a development point
of view it would be easier for us as we

wouldn't have to deal with memory size
restrictions. However, it's more dynamic, the
result is instantaneous, but the price of the
software is higher because of the format.
Edge: Finally, will we see Conrad again,
perhaps in some new clothes?

TP: [Laughs] If there's another Conrad game,
he will be able to change his clothes.

TG: At the moment nothing is definite, and if
Conrad does reappear it won't be before
1999 or even 2000. Moto Racer 2 and
Dragon Blade will be 1998 releases so we
wouldn't be able to undertake a new project
until then.

PC: However, Conrad remains a strong
element in the Delphine line-up and we have
the possibility to do a sequel within the sci-fi
environment that we adore — he's not E
dead, after all...
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0 doubt fed up with the publicity garnered by its

rivals, both those with their own ‘better than

Quake' engines and those licensing the
technology, id has released the first shots of Quake 2.
Though the firm remains tight-lipped as to the game's plot,
setting and level designs, it's already obvious that the
sequel to the best-selling PC game will represent a
significant leap over its previous incarnation.

By the time Quake 2 is finished, the entry-level PC will

be a 200MHz Pentium, almost certainly equipped with a
3Dfx card or similar. The Texas-based id has been focusing
in recent years on technology rather than specific game
concepts, favouring OpenGL over Microsoft's D3D API, and

pioneering multiplayer solutions, and it can be counted on
to push the PC to its limits. From the screenshots most
recently released, a number of improvements are already
evident. Realtime shadows and dynamic lighting effects,
which were originally dropped from Quake, will feature this
time around, as will transparent water, a feature that
would have significantly enhanced the original game,
particularly in the superb deathmatch mode. The monsters,
too, that were criticised for being too basic (or even ‘too
brown’) in Quake, are a generational leap forward,
constructed from many more polygons for a greater variety
of creatures, and fully animated instead of key-framed, for
more convincing movement.

The real challenge for id, however, won't be a technical
one (all the special effects promised for the sequel will be
de rigueur by the time the game is complete), but a
creative one. Though Quake was untouchable as a
multiplayer experience, it was sadly lacking in oneplayer
mode, particularly when compared to its forebears, Doom
and Doom II. John Romero, who recently left id to form
development company lon Storm, has said that all of id’s
pioneering titles are effectively technology demos, and for

First shots of Quake 2:it's already obvious that the Quake engine has
advanced considerably. Textures are far more detailed, as are creature
models. This time around, id promises dynamic lighting, realtime shadows
and transparent water (which should improve the deathmatch mode),
and greater variety in the game's scenery. Some of the rooms (below)
are breathtakingly huge, and the mood, as ever, is pure dystopia
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Top Gear Rally from Boss Game Studios is one of the next wave of contenders for the title of supreme N64 racer, which is noticeably lacking — and
therefore badly needed — from Nintendo's current range of N64 products. The finished title will offer impressively realistic-looking weather conditions

the real meat, gamers should wait for the sequel. If that's concentrates on off-road racing antics, offering six tracks,

true, then Quake 2 could well fulfill its promise as one of the nine customisable vehicles with two hidden cars, the usual

most eagerly awaited games of the year. If not, then the three modes of play — tournament, arcade, and practice —

Internet, at least, won't know what's hit it come Christmas. and variable weather. The latter is remarkably impressive
Compared to other platforms, the Nintendo 64 has yet in its realism as Boss has made good use of the Né4's

to possess an adequate racing title, but things may be lighting effects — particularly the reflections off the cars’

about to change with four new driving games destined to sleek bodywork - as well as including a high level of detail.

appear on the 64bit console. Top Gear Rally follows on The finished version will include a split-screen mode

from the successful Top Gear series for the SNES; as its allowing two players to brave rain, snow and fog in order

name suggests, the Boss Game Studios’ game to race along the customary bridges and tunnels. However, »
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Lamborghini 64 (above), from Titus. These early shots show an impressive car model and fashionable lens flare
effects, but little else. Much of the scenery remains to be textured, though the light-sourcing and effects can clearly
be seen, casting shadow, throwing one side of the car into darkness and recreating the half-light of dusk. No
opponents have yet been shown, but Titus claims that players can expect a choice of another three supercars
when it's released towards the end of the summer, as well as a wide variety of tracks and, of course, an analogue
control option. Titus will no doubt be hoping that Lamborghini 64 will justify its Dream Team membership

The PC gets yet another flight sim, this time from MicroProse. Falcon 4.0

is at least remarkable for its scenery detail and engine, which should
draw to the horizon without the need for excessive fogging effects _65»
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SF Rush is a promising and much
needed title for the Nintendo 64

ine June 1997

Micronet's EOS marks a retumn for the
company after a prolonged absence
from the gaming scene. The developer
has tried to differentiate its title from
previous shoot 'em ups by including
obstacles for the player to avoid, giving
the sense of 3D. Visually, the game
boasts extravagant lighting effects
combined with a high polygon count

Arguably the best features of Imagineer's forthcoming N64 title, Multi-Racing Championship, are its superb car physics model and handling routines. Drive
onto gravel, and the the car skids, the rear-wheel drive pulling the back of the vehicle into a slide. Analogue pad and Jolt Pack support add to the realism

<« the game will not restrict players to the track, allowing
them instead to leave the road and explore the
environment should they wish to do so.

Lamborghini 64 from Titus, meanwhile, is a tarmac
racing-only affair, featuring the Italian supercars hurtling
along wide, US-style roads. Five racing modes will be
offered and in addition to the Lamborghini Diablo featured
in these shots, a further three cars are promised. At this
stage there is very little texturing in evidence and the
environment looks barren, something the developers will
hopefully attend to before the game's release.

Imagineer's Multi-Racing Championship continues
the racing theme, adopting a rally-cross approach by
incorporating tarmac and dirt sections into the same
circuit. Its graphics are currently looking impressive, with a
pleasing level of attention to detail (brake lights, dust,
headlights, etc), while the circuits offer different routes to
negotiate and hidden shortcuts for the player to discover
will also be present. In the version Edge played the
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handling was great, with a completely different driving style
needed to be adopted when moving from one surface to
another (the Jolting Pack rumbling effectively when
travelling over rough terrain).

Atari’s San Francisco Rush is also due to make an
appearance on Nintendo’s machine. The game is being
converted from what was one of the first coin-ops to
incorporate the Voodoo Graphics chipset technology.
Although it's doubtful that the Né4 version will be able to
match the arcade version'’s visuals, the game is currently
looking early but should still incorporate the best elements
of San Francisco’s steep, narrow streets resulting in huge
jumps as the player hammers around the detailed and
exciting racing environment looking for shortcuts in order
to catch up with other competitors.

On the PC, MicroProse is continuing its combat flight
simulations with Falcon 4.0. The multiplayer game takes
place over the Korean peninsula with the player taking on
the role of an F-16 jet fighter in a series of photorealistic,

SHIELD
EMERGY

According to Sony’s marketing
team, Crash Bandicoot 2 should
differ substantially from the original.
Levels will be less linear and the
paths wider, although still slightly
restrictive (left). Rather predictably,
the platform game will again
feature Crash’s nemesis, the evil

Dr Neo Cortex (far left)
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Acclaim’s PC strategy sim, Constructor
(above), T*HQ's Pax Imperia (top)

Blade, from Rebel Act Studio in Spain, already holds a commendable level
of graphical detail, ensuring a realistic-looking environment. During fights,
players will be able to separate opponents’ limbs from their bodies (above)

texture-mapped settings. MicroProse believes the graphics,
combined with detailed models of F-16 avionics and
weapons, could result in the most realistic flight sim to date.
After a long absence, Micronet is back with a 3D shoot
‘em up for the PlayStation. In EOS, the player controls a
robot in order to defend his country from its violent
neighbour. Although EOS resembles Ray Storm in the view
it adopts, it will allow the player to slalom between objects.
With a high polygon count and some impressive lighting
effects, EOS currently looks like a promising July release.
Work is already well under way on Crash Bandicoot 2
(working title), Sony's follow up to last year's successful
platform game featuring the orange marsupial. Early details
suggest that gameplay has changed from a simple linear

obstacle course into levels offering different paths to
pursue. The story picks up where the original left off, with
Crash again having to face Dr Neo Cortex. New moves will
be available and, of course, different enemies will have to
be fought. The game is expected to support Sony’s analogue
pad in order to exploit Crash’s new-found 3D freedom.
Rebel Act Studio’s PC title Blade, offering a fantasy
world of polygon characters able to perform a variety of
moves, is looking promising. Combat with any of the
game's many weapons results in wounds and mutilations
making it possible to hack opponents to bits, a particularly
effective feature if using the eightplayer network play. The
3D world employs realtime lighting and shading effects.

Tantalus is responsible for the PC
conversion of Manx TT, which will
feature the now obligatory 3D card
support. It has been pre-empted
somewhat, however, by the already
excellent Moto Racer

>

Virtual Hiryuken from Culture Brain boasts highly detailed fighters and a 60fps frame rate on the PlayStation. The company originally produced lacklustre SNES titles such as Golden Fighter
although if the recent demo Edge witnessed was anything to go by, it must have polished up its act. Whether the PlayStation really needs another beat ‘em up is another thing altogether

€
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Flying Nightmares 2, from Simis, will
take advantage of the PowerVR chipset

ine June 1997
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Psygnosis is working on a number of accelerated PC 3D titles at the moment, including this World War 2 flight sim. It's untitied as yet, but marks
something of a departure for the company, more commonly associated with shoot 'em ups and racing titles than sims. Expect plenty of action

By the time Prey, from 3D Realms, finally hits the
streets, Quake 2 may be almost upon us. The game, which
features technology and maps which look alarmingly
similar to id's masterpiece, was due for release some six
months ago, but now looks unlikely to arrive this side of
Christmas. The wait may prove worth it, however, if the
team can deliver on their latest promises. Prey, it is
claimed, will run in hi-res 16bit colour and boast many of
the features mooted for Quake 2, such as realtime
shadows and transparencies, but the most significant
development is its art. Instead of presenting PC gamers

with yet another grey/brown maze game, 3D Realms looks
to be drawing on its experiences with Duke Nukem 3D, and
creating a colour-saturated world that reflects the alien
origins of the environments. The plot is rather original, too,
with the player cast into a map to do battle with three alien
races, the key being survival.

The sequel to last year's surprise hit Tomb Raider must
surely be. The follow up again features Lara Croft but this
time most of the action takes place outdoors - Venice and
the Great Wall of China are but two examples. Rather than
releasing a substandard follow up, Core is making sure
Tomb Raider 2 improves on the original; Lara will be able
to crawl and climb ropes, her opponents’ Al will be more
advanced, graphics will be more elaborate, with more
puzzles and more varied locations. A hot tip for
biggest selling game at Christmas, then. E

Prey is already six months late, but could just be worth the wait. Though
initially just another Quake clone, the recent graphical overhaul has left it
with a distinctive, colourful look that could lift it above the Unreal/Quake
2/Dark Project pack when it's eventually released in the autumn



After the quality of
Konami's ISS Pro on the
PlayStation, Taito may find it
hard to keep up with its 3D
soccer title, Super Football
Champ, though the arcade
original at least offered an
enjoyable kickabout

Konami's Racing Jam, which uses the
company's Cobra arcade board, continues
to amaze with its near-photorealistic texture
mapping and the true-to-life handling of its
equally real cars. The night section (left and
top right) is particularly impressive. Sega's
own fabulous effort, Scud Race, could well
have a rather close race on its hands

Rockman X4 for the
PlayStation looks like a return
to form for both creator,
Capcom, and the series. So
far, 32bit versions have
disappointed but visually, at
least, this appears fabulous

prescreens

Having surprised everyone last year with the legendary Tomb
Raider, Core's designers must have thought long and hard
about how to follow their hit with a worthy successor so as
not to turn what is arguably 1997's most eagerly awaited title
into the year's biggest disappointment. Initial impressions
suggest they have taken the (few) criticisms aimed at their
first effort and managed to improve most areas of the game
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In-house titles Psybadek (top left), Colony Wars (left) and Overboard (above) provide a diverse
range of gaming styles and prove there’s much more to Psygnosis than simply flashy racing games

0515

While many look to Japan for leading 32bit console games,
the creator of Wipeout is going great guns in proving that a wealth

of quality software continues to be born on UK soil...

Ithough Namco and Sega have
m been widely credited with ushering
in the 32bit age through the likes

of Tekken, Ridge Racer and Virtua Fighter,
Liverpool-based Psygnosis played a large
par