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be w r o n g .  Bushnel l  fi rst c reated a 
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ca l led Computer Space, but it was too 
c o m p l ex for anyone who tr ied it, so he 
went for someth i n g  s i m p l e r. Pong was 
fo l l owed by BreakOut i n  1974. lt 
wasn't untill979 that the f i rst 
Space Invaders appeared in arcades .. 
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Sex and 
violence 
lt's just been 

announced that al l  video 
games will soon be 
subject to an age rating 
system l ike that used for 
fi lms or videos. With the 
media and pund its lurking 
to pounce on games with 
an excessively sexual or 
violent content, Edge 
asks: Is there anyth ing to 
be ashamed about? 

Cable gaming 

Cutting Edge 
Wil l  you be bitten by the Jaguar? An exclusive 
Edge report from the official US launch of Atari's 

al l-new 1 6-mi l l ion-colour, 64bit console shows 
that it has a tech-spec to beat all tech-specs, but 

can Atari real ly bring th is to market in  
early '94 for only $2001 

PLUS fu l l  detai ls of Ph i l ips' latest 
CD-i machine; and Nintendo's 

plans for a 64bit console of 
their own . . .  

What wi l l  happen when you hook u p  a games console of the mid-Nineties to a cable TV network? 
500 channels of sate l l ite broadcasting, movies on demand, home shopping, and above al l  the chance 
to play any game against anyone else on the network. Edge explores the future of videogaming 



Testscreen 
The whole videogaming world 
d isti l led to an essence of 
perfection. This month, Edge 
puts its finely tuned measuring 
instruments to work with 
assessments of T atsujin 2, 
Thunderhawk, Jurassic Park, 
Street Fighter 2 Turbo, T urrican 3, 
A/add in and Top Gear 2 

Prescreen 
Not only the games 
you are l ikely to be 
playing next month 
and the month after 
- also, unique Edge 
insight into the 
people, techniques 
and ideas that make 
the latest games; 
inc luding Beneath A 
Steel Sky (left) 

Future view 
CD-ROM is universal ly 
heralded as the 

medium of the future. Indeed, it 
has been heralded as the medium 
of the future for the past six 
years, half the l ife of the whole 
computer games industry as we 
know it. So what's the big deal ? 
How does it work, and what can 
we expect from it? Find out in 
th is in-depth Edge investigation 

ins ide v i e w 1 
6 News 

The Jaguar revealed - how good is it looking? 
And what are Nintendo doing to compete? 

22 Charts 
The usual and the unusual in a seamless blend -
details of what's hot and what's not worldwide 

Upcoming and incoming- Edge sends its 
investigative team out to track down new games 

44 Release dates 
You know what you want, you know where to 
get it. Here's when you can expect it to appear 

The floppy disk was already looking very ill, but 
now the cartridge too is on its last legs. Why? 

58 The history of CD-ROM 
The future of videogaming has actually been a 
physical reality since 1989. What do you know? 

Only top releases are considered for an Edge 
review. Even then, they might fail the test ... 

91 Competition 
Win a great big, brilliant new Phi lips CD-i player, 
a Digital Video cartridge, and seven great games. 

98 Subscribe 
There's a very good reason why you should 
subscribe to Edge. Learn what it is on p98 

100 Recommended reading 
Where you find out what the best of the rest of 
the videogame press will be doing next month 

102 Letters 
For the first time in full, the part of the magazine 
where the readers get a turn to do the talking 

106 Over the Edge 
The future is, after all, what we're concerned 
with here. So what's in the future for Edge? 
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New 64bit Jaguar from Atari, page 6 . . .  Nintendo signs up for Silicon Graphics deal for 

new home graphics workstations, page 11 ... Philips CD-i first with Digital Video cartridge, 

page 14 ... News from the JAMMA arcade show, page 16 . . . Full ECTS report, page 20 ... 

The very latest n ews from across the entire world of videogaming 

Atari springs Jaguar on 
The next round of 
the technology 
wars has started. 
Commodore's 
Amiga CD32 is 
already onsale, the 
300 has upped the 
stakes for speed 
and power and 
now Atari are 
going for broke 
with a 64bit, 
16 million colour 
console ... 

unsuspecting world 
F aster than a speed i n g  . . .  we l l, 

J aguar, Atar i  i ntrod uced hardware 

prototypes of its upcom i n g  super

conso le  and showed i n-progress software to 

a gather i n g  of the p ress on Aug ust 1 8th at 

its S u n nyvale, Ca l i fo r n i a  off ices.  The p ress 

conference that Edge attended was headed 

up  by Atar i  pres ident Sam Tramiel and 

forma l l y  th rew the gaunt let back i n  the face 

of T r i p  Hawk i n s  and h i s  300. 
I n  fact, the J aguar  p ress k i t  started off 

by quot ing  Hawk i n s '  own i ntroduct i on  of 

300: 'You have to prov ide a performance 

l eve l that puts the stake way out 

there . . .  then peop l e  don't bother 
to cha l l enge  it . '  Atari  ' s  p ress 

re l ease went o n  to say 

that the J aguar ' s  

specs -

wh ich  i n c l ude over 16 m i l l i o n  c o l o u rs and 

an imat ion  exceed i n g  850 m i l l i o n  p i x e l s  per 

second, compared to 300's repo rted 64  

m i l l i on - ' p uts the stake way out there . '  

And, no  surpr i ses here e ither, Atar i  a r e  keen 

to ' estab l i sh  J aguar  as the i n d u stry standard 

for i nteractive mu lt imed i a  performance . '  

Trip Hawkins o f  300 has h i s  own 

o p i n i o n  of th i s .  ' O u r  compet itors are j ust 

form i n g  the i r  a l l i ances and mak i n g  

announcements. 3 0 0  was a t  th i s  stage more 

than two years ago.  W e ' re d e l i g hted that 
they ' re tak i n g  our launch  so ser ious ly, and 

they th i n k  our coat-ta i l s  are the ones that 

w i l l  prov ide  the best r i de . '  

T h e re we re 
announcements that 

caught many reporte rs '  attent ion  p r i o r  to 

Ata r i ' s  p ress conference, and gave some 

c redence to the J aguar ' s  chances i n  

what many wou l d  ca l l  a c l ogged 

marketp lace.  On  J u l y  2 nd, Atar i  

c l aimed that i t  had s i g ned a 

$ 5 0 0  m i l l i o n  deal  

with I B M, i n  -+ 

Can Atari really produce their 
64blt Jaguar console for just 
$200 retail? And why have they 
stuck with cartridges? 

Hawki n s  
hawks 300 
Making the opening 

speech at the annual 
Sigraph computer 

graphics show in 
Anaheim, California, 

ten days before the 

launch of the Jaguar, Trip 

Hawkins of 300 sounded 

like he was already on the 
defensive. He pointed out 

that when radio was 
introduced to the US, in 
one year 35 per cent of 

furniture sold in the 
States was radios and 

that, if you translate the 

price from those days 
into modern terms, each 
radio cost the equivalent 

of $1,600. 
All the same, his 

system with its $700 

pricetag begins to look a 

little overpriced next to a 

Jaguar with CD-ROM at 

around $400 ... 



Anat omy of 
a p re d at o r  
So what's the Jaguar got 

inside it then? Read on . . . 

• 64bit RISC-based 
processing architecture 
• 106 Megabytes per 

second 64bit data path 

• 27 million instructions 

per second (MIPS) 
Graphics Processor with 

4Kbytes of zero wait
state internal SRAM 

• Programmable 
processor/sprite engine 

• 27 MIPS Digital Signal 
Processor (DSP) with 

8Kbytes of zero wait
state internal SRAM 

• High-speed Blitter 

GFX chip with hardware 

support for Z-buffering 
and Gouraud shading 

• Motorola M C68000 
CPU running at 13.3 MHz 

• 32-bit graphics giving 

16.7 million colours 

• Enhanced J PEG

assisted ROM 

compression for up to 

400Megabits of data per 

cartridge 

• 16 Megabits of fast 
page-mode DRAM 

• Optional double-speed 
CD-ROM drive 350Kisec 

• CinePak software video 
decompression 

• Com/Lynx 1/0 for 
networked games 

• Two (expandable to 
dozens) control ports, 
supporting digital and 

analog interfaces, as well 
as keyboards, lightguns 

and mice 

• J oypad with three fire 

buttons and 12-key 
keypad for game-specific 

overlays 

• High-speed serial port 
for modem, cable TV and 

network connections 

Sam Tramlel, President of Atarl Corporation, at the US press launch of the Jaguar, 
which was held at Atarl's spacious Sunnyvale, California headquarters (right) 

+-which  I B M  wou l d  man ufacture the J aguar  i n  

its C h a r l otte , N o rth Caro l i na ,  plant, tak i n g  

s o m e  we i g ht off Atar i  f o r  p r o d u c i n g  a n d  

mai ntai n i n g  qua l ity of t h e  product. 

Another statement i n  early J uly found 
Atar i  and the wor l d ' s  l argest med ia  and 

ente rta i n ment company, T i me Warner ,  

j o i n i n g  forces to offe r T i me Warner ' s  

extens ive v i deo l i b rary to Atar i  and 
th i rdparty deve l opers for use i n  J aguar  

products. I t ' s  

i nterest i ng  to note that 

T i me Warner is a l so 

one of the strateg i c  

partners i n  300 , 

offe r i n g  the l atte r f i rm  

s i m i l a r  access to its 

propert ies .  

with ro 1 1  out to the rest of the US start i ng  i n  

J an uary 1994 .  E xpectat ions  a r e  f o r  the 
system to be availab l e  nati onwide by the 

second quarter of 1994 .  

A d o u b l e-speed C D- R O M  d r i ve ,  wh ich  
l ooks d i stress i n g l y  l i ke a to i l et when on  top  

of the J aguar ,  wi l l  a l so be pr i ced at  about 

$ 2 0 0  and i ntroduced i n  ear ly  1994. It has a 

capacity of rou g h l y  7 0 0 M b  and a l so  p l ays 

aud io  and karaoke COs, C D+ G  d i scs and 

'The 
imagery 
just has 
to be 

l<odak P h oto COs. 

Add i n g  an opti ona l  

M P E G 2 ( M ot ion  

P i cture E x pe rt G ro u p )  

cartr idge wi l l  permit  

v iewing  of fu l l - l ength 

movies p l ayed from C D . 

So far, so good .  

'We've been 
wait i ng  for o u r  

' Betamax ' t o  emerge ,  

and now perhaps it i s , '  

Hawk ins  added , 

refer r i ng  to the 

tech n i cally supe r i o r  

v i d e o  recorder system 

that somehow fa i l ed to 

become the estab l i shed 

standard.  ' B ut 300 

seen to 
be believed. But 
wait until you see 
how you can 
interact with 
these images' 

But if any aspect of 
the hardware d i d  seem 

bad l y  des igned on 
exami nat ion  at the 

launch , it was J aguar ' s  

contro l pad .  Hav i ng  a 

1 2-key keypad is a 
g reat idea,  ce rta i n l y ,  

b u t  l i m it i ng  t h e  u s e  o f  

t h e  joypad itse l f  t o  

th ree ma in  buttons i s  

has what it takes  to be  

the VHS of the i nteractive market . '  

Jag uar  wi l l  
be i ntroduced to 

l i m ited areas- San F ranc isco and N ew York  

-beg i n n i n g  i n  October  at  a p r i ce of $ 2 0 0 ,  

Sam Tramlel 

President, Atari Corp. 
l ud i c rous .  W h at about 

games l i ke Street Fighter II that use s ix 

butto ns? O r  Smash TV-sty l e  d i rect iona l  f i re 

as on the S N E S ?  E ven 300 has two S N E S 

sty l e  t o p  buttons .  

Th is  n i g g l e  as ide ,  the spec sheet i s  
i m p ress ive : twice a s  powerfu l a s  300, 

So, you've got your Jaguar. And what do you 
get to play on it? Humans. Not a good start 

But then, it's not a bad little game really. 
And It'll certainly be fast. Bllmey, can't wait 

news m 

What is it? 
Designed by a 
Cambridge-based trio 
called Flare Technology 
back in 1989, and co
designed by a well known 
joystick firm, this console 
incorporated RISC-based 
technology and a 3.Sin 
disk drive and was due to 
cost around £200 ... 

C h i p s  d own 
i n  c h emical  
fact o ry 
exp l o s i o n  
On the 6th August the 
Sumitomo Chemicals 
p lant in Tokyo, Japan, 
exploded. Which wouldn't 

matter, except that it 

supp lies 60 percent of the 
epoxy resin used in RAM 

chips worldwide: Hitachi 
and Toshiba are expected 
to run out by October if a 

fresh supply isn't traced. 

And the world price for 

DRAM is now higher than 

ever. Something that 
many thought would 

affect 3DO's and Jaguar's 

launch prices. 
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it is ... 
The Konix console ... 
from Wales. 
Touted as the UK's 
answer to the emerging 
presence of the Japanese 
consoles, this powerful 
(at the time) but flawed 
concept machine failed 
to appear, leaving Konix 
with big debts. 

300 Ja pan 
h e l p s  
d eve l o p e rs 
The Japanese wing of the 

console-creating US firm 
is offering software 

developers a free library 

of 200 CD-ROM discs full 
of software tools and 

audio-visual data. 

The idea is to speed up 

the development process 

and lower the cost, so 
that more developers are 

willing to get involved, as 
well as to ensure that 

programming guidelines 

are fol lowed, thus 

ensuring quality. 

300 Japan also have an 

online support network 

and a tax-based 
information service. 

Bob Brodie, Atari's Director of Communications (left), and Juli Wade of Atari (right) 
holding the fashionably toilet-like CIHIOM drive on top of a Jaguar console 

+-accord ing  to Atar i .  

As Edge one reported ,  Atar i  u sed  its 

Cambr idge  fac i l ity to des ign  the c h i ps that 

powe r the system.  Two custom c h i ps ,  Tom 

and J erry ( Atari always had a f la i r  for  
nam i n g  ch ips)  contain four  of the f ive 

p rocessors i n  the Jaguar; a 68000 i s  a l so on  

board  for var ied  pu rposes. John Skrutch, 

Ata r i ' s  d i recto r of software deve l opment i n  

t h e  States ,  to l d  Edge that you c o u l d  take 

one of the J aguar ' s  

re l eases that Atar i  has i n  the works :  

Trevor McFur in Crescent Galaxy -

A 'shooter '  with an o r i g i n a l  t itle ,  th i s  one 

featu res s i m u ltaneous twop l ayer act ion  with 

some i m p ress ive 3D rendered ( but tacky
loo k i n g )  para l l ax scroll i n g  g raph i cs. There 

are n i ne leve l s  featur i ng  f ive d i fferent worlds 

and there ' s  def i n ite l y  some evidence of l ots 
of c o l o u rs in there.  U nl i ke . . .  

p rocesso rs, say the 

sound processor ,  and 

turn  it l oose for 

another task ,  such as 

g raph ics  calcu l at ions .  

The power  of the of 

the J aguar  i n  creat i ng  

software i s  

'We're delighted 
that they think 
our coat tails are 
the ones that 

Raiden- Yes, i t ' s  that 

o l d  vert ical l y  scro l l i ng  

c o i n-op that ' s  appeared 

on  the S uper N E S ( an 

appa l l i ng  convers i on ) ,  

Mega D r i ve ( p retty 

good ) ,  the PC E n g i ne 

( even bette r )  and on  
the P C  E n g i ne S u per  

CD RQM2 ( v i rtua l l y  

co i n-op perfect ) .  S o  
w h y  a r e  they bother i ng  

to port it to the 

J aguar? The words 

straws and cl utc h i n g  

i m med iately spr i ng  t o  
m i n d .  

i m med iate ly  apparent. 

Atar i  c l a i m s  the system 

is b u i l t  for spec ia l  

effects such as  

morph i n g ,  warp i n g ,  

texture mapp i n g ,  

transparency and 

m ult i p l e  l i g ht i ng  

sou rces. The same k ind  
of effects that 3DO i s  c la im ing  the i r  system 

can d o ,  in fact. 

Howeve r, it  
has t o  b e  sai d ,  

m u c h  o f  the software on  d i s p l ay at the 

launch  l o o ked p retty dodgy i n  the ear ly  

stages.  Here 's  the ope n i n g  s l ate of software 

will 
provide 
the best 
ride' 

Trip Hawklns, 

President, 3DO Company 

Cybermorph- I n  a rather s i m i lar  ve i n  to 

Starfox, you have to fly over the te rra in  and 

b l ast anyth i n g  that comes i nto your  path . 

Howeve r ,  J o h n  S krutch told Edge the 

d iffe rence between the two games i s  that 

Cybermorph takes the p l ane ' off the rails , '  

a l l ow ing  the p i l ot t o  fly anywhere ,  render i ng  -+ 

Vi d e o  CD 
sta n dard set 
Electronics megacorps 
Matsushita (Panasonic), 

Phi lips, Sony and JVC 
have agreed on a standard 

VideoCD logo which will 

appear on all products 

that use the new digital 

video system. This is the 

same idea as the CD logo 

we all became familiar 

with on hifi COs and is 

meant to reassure 

customers that they are 
buying a standard 
product that wil l work on 

their machines. 
The standard has only 

been known up to now as 

M PEG 1 full-motion video 

(FMV), and is set to 

appear in 300, 
Commodore's Amiga 
con, Phi lips' CD-i (see 

page 14) and Atari's 

Jaguar (see page 6). All  
these machines wil l 

probably carry the 

VideoCD logo eventual ly, 

though for most of them 

Video CD will come as a 

£200 add on to the 

standard system. 
Videos on CD have 

obvious appeal, but the 

technical problem is that 

when you try to put 50 

frames of video data on 

screen every second, the 

CD-ROM drives cannot 

shift data quickly enough. 

The M PEG 1 standard is a 
set of chips which 

compress the data on the 

CD and decompress it for 

the TV to display. Its use 
means that 74 minutes of 
video with stereo sound 

can fit on a normal 12cm 

(5-inch) CD. 

Now this looks more like it, doesn't it? 
Crescent Galaxy - an attractive shoot 'em up 

Raiden- apparently, the Jaguar version will 
be the closest conversion yet seen ••• 

Why then, is there a big brown ST-style panel 
on the right side of the screen? How strange 

8 



news 1 

Crescent Galaxy, one of the better-looking Jaguar games from this lni· 
tial batch, features side-on scrolling rendered parallax graphics 

300 o n l i ne 
fo r October 
Already, 317 developers 
have signed up to create 
software for 3DO, though 
only a handful is likely to 

be actually onsale on the 

projected launch date. 

'We expect at least 

eight titles to be available 

in October,' says 
Panasonic's Richard 

Lovisolo, 'with many 

more becoming available 

throughout the remainder 

of the year.' 

One title that will 

definitely be finished, 

however, is Crystal 

Dynamics' Crash and 

Burn, (see Edge One) 

which will be bundled 

with the Panasonic REAL 

3DO machine when it goes 

onsale. 'The first 

Panasonic multiplayers 

will be delivered to 
dealers in late September 

and will be available to 

consumers o.n October 

4th', Lovisolo promises. 

+- the landscape on the f l y .  The 3 D  update i s  

except iona l l y  smooth i n  th i s  t i t l e .  

Club Drive- A dr iv ing  game based around a 
21st Centu ry theme park where a l l  the cars 

are i ndestruct i b l e  and the te rra in  is 

uncomprom i s i n g l y  rough .  D i fferent leve l s  are 

represented by detai led 3D po lygon  

env i ron ments such as a futu r ist ic  c ity, a 

W i l d  West town and even a scaled-down toy 

car wor ld  where you race around your  l i v i n g  
r o o m  dodg i n g  furn iture .  

Checkered Flag 11 -A F o r m u l a  One rac i n g  

g a m e  a l so us i ng  3 D  p o l ygons .  T h i s  prom ises 

l ots of speed , and al l  of the cars,  b u i l d i n g s  

and roads a r e  rendered i n  t r u e  3 D  w i t h  l ots 

of opt ions ,  such as to custom ise your  car.  

Tiny Toon Adventures- N oth i n g  to do  with 

the Konami gam·e on  the S N ES and M ega 

D r ive (and  nowhere near as p retty e ithe r ) ,  

t h i s  featu res s o m e  s ide-on p l atfo rm act i on .  

Aliens vs  Predator- Br i ng i ng  together  two 
.of 2 0th Centu ry Fox ' s  mov ie  bad guys ,  th i s  

game's  g raph ics  were  demonstrated as  

ev idence  of the J aguar ' s  power .  The p l ayer 
nav igates through texture-mapped, scal i n g  

ha l lways i n  smooth 3 D  pe rspect ive .  

Kasumi Ninja- Wel l ,  they had to have an 

SFII c l one in here somewhere,  and in a 

desc r i pt i on  that smacks of exact l y  that, 

Atar i  c l a i m s  that war r i o rs can p i c k  from '91 

d i fferent mart ia l  arts movements ' .  
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Highest rated: Street Fighter 11 92% 

Lowest rated: Bart's Nightmare 35% 
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Highest rated: NHL Hockey 80% 

Lowest rated: Pinball for Windows 39% 
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Highest rated: Jurassic Park 89% 

Lowest rated: Arcus Odyssey 52% 
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Highest rated: Micro Machines 88% 

Lowest rated : Napoleonics 22% 

Tempest 2000- N eed we say any m ore? I n  

a rec reat ion  o f  t h e  w i re frame arcade game 
from a z i l l i o n  years bac k ,  the J aguar  vers i o n  

i s  ident ica l .  That i s ,  apart f r o m  a starf i e l d  

background  and another 5 0  leve l s .  

Evolution Dino Dudes- T h i ngs  are gett i ng  

desperate. T h i s  one i s  actu a l l y  M i rage ' s  

Humans ret it led and revamped.  At th i s  stage 

there seems I itt l e  ev idence of a l l  those extra 

c o l o u rs ,  despite Atar i  c l a i m s  of ' v i v i d  

c o l o u rs a n d  c reative u s e  of a n i m at ion  

faci I i t ies . '  

Th o u g h  Atar i  
announced a 

l ot of i nterest from th i rd party deve l o pers ,  it 

h e l d  off comment unt i l the m i d d l e  of 

Septe mber on exact l y  what I icences it had 

s i gned .  It's natu ral  for  there to be i nterest in 

the J aguar  from software deve l opers because 

of its low cost. No doubt ,  with the amount of -+ 

Multimedia 
' i t 's  l i ke amazing 
what multimedia w i l l  
m e a n  i t ' s  l i ke a new 
form of videogame and 
mus ic  and c i nema a l l  
ro l led i nto o n e  i t ' s  l i ke 
go ing to a movie with 
you r  wa lkman on and 
shout ing a l l  the way 
through the fi l m  yeah 
it ' l l  a l l  be on CD you 
j u st bung it in the d rive 
and i nteract with it 
yeah tota l ly cruc ia l . . .  ' 

Hey, more sexy Raiden shots. How does the 
Jaguar handle all those shades of brown? 

Tiny Toon Adlfentures has a few more colours 
though. Things are improving. A bit. 

You never know, this might as good as the 
Konaml games. But then again, lt might not 
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'We believe that we have 
taken a more substantial 
jump than 300 has in 
bringing a better and more 
affordable entertainment 
experience to the 
consumer market' 

Sam Tramlel, President, Atari Corporation 

+- t ime  it wi l l  take to c reate the new generat ion  

of games for 300 ,  C D- i  and the  PC ,  the  

J aguar  w i l l  p rov ide  another p l atfo rm for  

spread i n g  out deve l o p ment costs. 

Add it i ona l l y ,  the J aguar  deve l opment 

system is very i nexpensi ve: about $ 9 , 0 0 0  

com pared with t h e  3 D O 's $ 3 0 , 0 0 0 .  T h e  

deve l opment syste m cons ists o f  a n  Atar i  TT  

persona l  computer w i th  custom too l s ,  but  

Atar i  has  d ropped its l ong-t ime  ' Atar i -on l y '  

p o l i cy ,  so there's a P C-based deve l opment 

stat ion  ava i l ab l e  as we l l ,  and there is a l ot of 

deve l o pment us i n g  M ac-based too ls .  

Atar i  p lans to i ntroduce J aguar  i nto the 

U K next s p r i n g .  C o u l d  the cyn ics be r i g ht in 

say i n g  i t  wi l l  fo l l ow Lynx and Fa lcon  

on  the endangered spec i es l ist? Stay £ 
with Edge for m o re news . . .  

'Our competitors are just 
forming their alliances and 
making announcements. 
300 was at that stage more 
than two years ago. We're 
delighted they are taking 
ou r launch so seriously' 

Trip Hawklns, President and CEO, The 300 Company 

Cyberpeople 
gather in London 
The Cyberseed event taking place in London on October 8th and 9th is set 

to be a pretty strange affair. It's basically a festival of fun for all things 
cyberpunk based around audiovisual experiences, and will include 

state-of-the-art virtual reality systems, computer graphics, film special 

effects, electronic gaming systems, comics, robots, cyber-fashion, street 
art and computer art, and all kinds of other things. All in all, multimedia 

gone mad with lots of great music and visuals, plus loads of people 

wearing silly clothes. Get yourself down to to Bagley's Studio, York Way, 

King's Cross, London Nl on the dates above to take part. 



news 

Nintendo super-machine 

The Silicon Graphics 
lndy - lOOMHz R4000 
processor, 16Mb RAM, 
and on the road for only 
£4,350. A scaled-down 
SGI/Nintendo games 
machine is planned 

Y ou may not be that fam i l i ar with 

S i l i con  G raph ics  !ne ( S G] ), but you 

sure ly  know its  i mpact on  modern 

enterta i n ment. The h i g h-end computer and 

g raph ics  company has done spec i a l  effects 

for Terminator 2 and Jurassic Park, among 

its many mov ie  and T V  cred its. 

It  a l so recent l y  re l eased a R I S C -based 

desktop workstat ion  ca l l ed  I ndy that 

repo rted l y  can e m u l ate an App l e  M ac or a 

P C, as we l l  as featu r i n g  its own desktop 

env i ronment ca l l ed I n d i g o  M a g i c - a 

med ia- r i ch  po i nt-and-c l i c k  i nte rface dest i ned 
to enhance the deve l opment of home 

ente rta i n ment software. 

Now, i mag ine  for a m i n ute that th i s  k i n d  

o f  grap h i c  power was ava i l ab l e  i n  y o u r  

arcade o r  I i v i ng  r o o m  for games.  

for 1995? 
That was exact l y  what was announced at 

the j o i nt p ress conference between N i nte ndo 

and S i l i con  G raph ics that Edge atte nded i n  

San F ranc isco on  2 3 rd August. ' P roject 

Rea l ity', as N i ntendo i s  ca l l i ng  it, wi l l  resu l t  

i n  arcade products i n  1994 and a 
h ome-based mac h i ne in 1995 ( retai l i ng  at a 
suggested pr i ce of $ 2 5 0 ) .  

' T ogether, S i l i con  G raph ics  and 

N i nte ndo make a d ramatic step fo rward ', 

said James Clark, S G I ' s cha i rman .  

O n  the  face of th i ngs, N i nten d o ' s  move  i s  

typ i ca l l y, we l l , N i ntendo .  Its p rev ious  

annou ncements of j o i nt p rojects w i th  P h i  l i ps 

and Sony  were, in h i nds i ght, l i tt l e  more than 

bold p rom i ses that fa i l ed to bear fruit.  And 
with Saturn, 3 00 and J aguar  a l l  jost l i n g  for 

posit ion it was only a matter of t ime before 

the big ' N '  entered the race. 
B ut suppos ing  this set of p rom i ses does 

resu l t  i n  someth i n g .  What exact l y  wi l l  

S i l i con  G raph ics  prov ide for N i ntendo?  

M I P S  tec h n o l ogy, that ' s  what. 

M I P S  Tech n o l o g ies i s  a c h i p  des igner  

and man ufacturer  that was bought by S G I  
l ast year, and i t  w i  1 1  prov ide a vers i on  o f  its 

M u l t imed ia  E n g i n e  amount ing  to a 64-b it  

R I S C  m icroprocessor, grap h i cs eo-processor 

c h i p  and App l i cat i on  S pec if ic  I nteg rated 

C i rcu its ( A S! C s )  for spec i a l i sed aud i o, v i deo � 

Who is it? 
This person started out 
as a systems engineer 
and then realised he 
could make more money 
writing games. And not 
just any old tat, either. 
He's created some of the 
most engrossing and 
brilliantly designed 30 
games ever ... 

Juraulc Park's dinosaurs 
relied on Silicon Graphics 
hardware to bring them to 
life - now imagine these 
special effects on a 
Nintendo home system 
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A selection of shots from the Pterodactyl Fright ride - one of the 
Interactive slmulatlons on display at Sigraph '93. Three people could sit 
on top of giant plastic Pterodactyls in front of enormous screens 

it is ... 
Geoff Crammond, 
programmer of classics 
like Revs, The Sentinel, 
Stunt Car Racer and 
Microprose's superlative 
driving sim, Fl Grand 
Prix. Geoffs next secret 
project is being written 
for the PC and features 
more racing cars ... 

C abl e 
g oin g c razy 
The limitless uses for a 
digital system like a 
computer or games 

console tied in with a 

cab le TV network are 
causing a degree of panic 

in a wide range of US 

entertainment, 

technology and 
telecommunications 
firms. 

Bill Gates of Microsoft 

(who created the 
Windows operating 
system for the PC) 

recently expressed his 
amazement at 'the 

feeding frenzy or the gold 

rush' that is currently 

going on in these 

industries. 
Firms are afraid of 

missing out if they don't 

jump on the bandwagon 

now. Already, a system 
has been put on trial in 

the States which uses the 
M PEG video compression 
standard to offer viewers 
a choice of movies from a 

list of hundreds. 

See Edge's feature on 
page 70 for the latest on 
interactive network 
gaming. 

t- and graph ics .  Or ' Rea l ity I m mers ion  
Technology '  as both  parties are call i n g  i t .  

When q u i zzed by Edge about  the  

announcement,  Dave Corbin, d i rector of  

market i n g  for M I PS ,  commented ,  ' S GJ i s  a 

wor ld  leader in graph ics .  The  ab i l i ty to 

prov ide games that really are a step beyond ,  

S GJ i s  the  best place to make that  step .  The  

other  compan ies have to develop upwards, 

wh ile S GJ a l ready has th i s  technology on h i g h  

power computers a n d  j ust h a s  to evo lve that 

i nto a lower cost package. N i ntendo c l early 

has the stra ight man ufactu r i n g  capab i l ity for 

that k i nd of g raph ics  p roduct at that pr i ce . '  

B ut w ith  a c l ock  speed  i n  excess of 100  

M Hz and w i th  24b i t  colou r  super- h i g h  

reso l ut i on  i mages,  P roject Rea l ity sounds 

u n real i st ic  i n  the l i ght  of the $250 potent ia l  

p r i ce f i g u re N i ntendo has  ment ioned .  

After al l ,  the new S i l i con  G raph ics  I ndy 
workstat i on  <see p i ctu re ) ,  wh ich  de l i vers th is  

l evel of specs ,  costs i n  excess  of £ 4 , 0 0 0 .  

C o r b i n  notes, 'the arcade system wi l l  b e  a 

repackag i n g  of workstat ion  tech n ology in a 

cab i net. The home system wi l l  be s i m ilar 

it 'll have the same roots, but it alm ost 

ce rta i nly won't  be as powerfu l because of the 

lower pr i ce . '  

Howeve r, what 
hasn't  been 

revealed at th i s  stage i s  the path N i ntendo 
wi l l  take towards f ind ing  a su itab l e  means of 

data storage for the system .  The i neffi c iency 

of C D- R O M  i s  often leve l led  as one of the  
b i ggest factors that  has kept  N i ntendo out of  

the tec h n o l ogy race so far .  

Howard Lincoln, N i ntendo of Amer ica 's  

sen i o r  v ice  pres ident ,  enthuses o n  the m o re 

concrete detai Is of the new annou ncement. 

'N i ntendo's P roject Rea l ity d i s so l ves  the 

cu rrent l i m its of video play , caus i ng the 

world to challenge what its notion of a 
v i deogame can be.  O u r  work with S i l i con  

G raph ics  enab les  us  to actua l l y  sk ip  a 

generat ion  by d r i v i n g  stra ight through  to true 
64bit ,  3D v i deo enterta i n ment . '  

B ut you can 't d r ive stra ight through  to  
64b i t  when someone 's  a l ready beaten you  to  

it. I n  th i s  case , Atar i  who wil l be the f i rst 

company to de l iver  64b it  technology for the 

home user when its J aguar  system debuts th i s  

October i n  parts of t h e  U S .  

Silicon Graphics' extra power allows 
complex textures and shading to be 
rendered at very high resolutions 

And bits as ide ,  what about the i m pend i n g  

m i ght o f  3 DO ?  Trip Hawkins, pres ident and 

C E O  of 3 D O ,  has h i s  own o p i n i o n :  ' N i ntendo 

made the i r  bed and now they ' ll have to l i e  in 

it .  They have proven to be a g reat toy 

company but they are way out of posit ion to 

com pete in the new m u l t imed ia  market. 

· E ven if  they turn up  the heat on 

tech n olog y ' ,  he notes, ' N i ntendo i sn ' t  g o i n g  

t o  change i t s  l i cens i n g  p ract ices overn i ght.  

They are sti l l  the ev i l  monopol i st and we are 

the fa i r  new wave . '  

B ut 3 D O  is sti l l  ev idently n o t  qu ite fa i r  
enough  t o  p revent $4·50 be ing  i n stant ly  

w i ped off  i t s  share  p r i ce when the news of  

N i nte ndo ' s  P roject Rea l ity escaped . . .  

Two we eks . . 
before P roject Rea l1ty 

was announced , the 2 0th annua l  S i g raph 

C onference - a maj o r  exh ib i t i on  for advanced 

computer g raph ics - took p l ace i n  Anahe i m ,  

Cal i fo rn ia .  N atura l l y ,  Edge attended.  
The 2 8 , 0 0 0  people who also made it  to 

the show were a good i n d i cat i o n  of the 

cu rrent fasc i nat i o n  with computer grap h i cs .  

S i g raph stands for the 'spec ia l  i nte rest 

g roup  on  compute r g raph ics  and i nteractive 

tec h n i q u e s ' ,  and the theme of the 1993 

conference was  ' The Eye of Technology' , -+ 

The Labyrinth- a bizarre journey 
through space in control of Daedalus -
one of the exhibits from Slgraph '93 



Halllftllider Fll/lM (top) 
- an amazing real time 
virtual reality flight slm 
from Evans and 
Sutherland. And (above) 
VR computerised 
confessionals 

Nint end o in 
planes and 
hotels 
You must, surely, have 
seen a mention of the 

Nintendo Gateway system 
by now. It's a new system 
they've flogged to all the 

airline and hotel 

companies. It offers old 
SNES games, onscreen 
shopping and a choice of 

movie or music. 
And, according to the 

scenario sketched up by 
the press release, what a 

nice world it will bring. 

Follow our hero Dan as he 

tests it. 'Dan had heard 

enough from [his son] 
Cam about how cool the 

Nintendo game Pilot 
Wings was. Dan figured 
90 minutes of practice 

here in his seat would 

allow him to sit down 

when he got home, take 
control of his R Wing 
fighter on the livingroom 

screen, and impress his 

son with the fact that the 
old man wasn't over the 
hill yet.' Barf. 

+- prov i d i n g  attendees with the opportun ity to 

exper ience state-of-the-art advances in graph ics ,  

m u l t imed ia  and i nteractive work . . .  

The  conference opened with an add ress by  

James Cameron, d i rector of Aliens, The Abyss, 

and Terminator 2- a n d  a l so  eo-owner of 

D i g ital  D o m a i n ,  a fu l l-range spec ia l  effects 

h ouse that i n c l udes both compute r imag i n g  and 

trad it iona l  an i matron ics .  

D i g ital  Doma in  i s  cu rrent ly at  work on  a 

huge  Termi nato r 2 m u l t imed ia  attract i o n  for the 

U n iversa l  Stud ios  T o u r ,  as we l l  as the effects 

work for f i l ms l i ke Cameron ' s  new 

S chwarzenegger  comedy adventure ,  True Lies, 

and N e i l  J o rdan ' s  upcom i n g  f i l m ,  Interview with 

a Vampire. Cameron most l y  spoke of a new 

re l ati onsh i p  that must be estab l i shed between 

f i l m  d i rectors and spec ia l  effects. 
After the speech , in the th ree ma in  exh i b i t  

ha l l s  e x h i b itors demonstrated the i r  l atest 

products. It  seemed that a l most everyone had 

new m o r p h i n g  and spec ia l  effects software 
prog rams for S i l i con  G raph ics  workstat ions .  

Of part i c u l a r  i nterest to Edge were the  

v i rtua l  real ity e x h i b its produced by spec ia l  
effects software house Evans  and S uther land .  

Pte rodactyl F l i g ht and Hang-g l i der  F l i g ht 

were very i m p ressive and exc it ing  enough  to 

keep th ree thousand eager part i c i pants q u e u i n g  
for o v e r  forty-five m i n utes. The object? To l i e  i n  

a s l i n g  with y o u r  rear i n  t h e  a i r  a n d  y o u r  head i n  

a b o x ,  t o  exper ience a f ive- m i n ute sensat ion  of 

g l i d i n g  through  canyons and a towe r i n g  

metropo l i s .  W hat was it l i ke?  Let ' s  j ust s a y  the 
fo rty-five m i n ute wait was we l l  wo rth it .  

T h e  buzzwo rd 
for s i g raph •93 

was ' deskto p ' ,  and there were severa l  new 

p l atfo rms unve i led that a l l ow a s i n g l e  person to 

p roduce h i g h  quantity an i mati ons .  

In  one f i n i shed modu le ,  ca l l ed Labyrinth, by 

F red Truck  and E l ectr i c  Ban k ,  a part i c i pant 

c o u l d  nav igate an orn ithopter through  a 3D s l ice 
of a 4th d i mens iona l  man i fo ld  us ing a 

DataGiove and a head-mounted d i s p l ay .  

N ext year,  S i  g raph w i l l  i n c l ude a VRoom 
where new trends in v i rtua l  rea l i ty w i l l  be 

shown.  B ut you ' l l  have to make y o u r  way to 

F l o r i d a  for a l l  that - S i  g raph '94  wi l l  £ 
h i t  O r l ando in the l ast week of J u l y .  
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• Phi lips' CD-i first with 

14 

e Digital Video 
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The CD-I version of The 
7th Guest uses full FMV 
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Striker- a big SNES 
soccer game - on CD-I 

Phillps' stunning FMV 
version of Microcosm 

' 
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Inca, a mix of puzzles 
adventure and animation 
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The film-quality Voyeur, 
due for FMV treatment 

h i l i ps  is prepar i ng  for a b i g  autu mn  

push .  And i t ' s  a b i t  of a race 

aga inst t ime .  A l l  the man ufacturers 

wanted to be the f i rst to offe r a mach i ne  

w i th  fu l l -mot ion  v i deo capabil i t ies ,  but it 

l ooks l i ke the Phi l ips D V  cartr idge ,  due  out 

i n  October ,  wi l l  be the f i rst on  the mar ket. 

To prepare for th i s ,  a new, l ow-pr i ce P h i l i ps 

C D- i  mach i ne  has j ust gone onsa le .  

Philips CD-i is turning into a machine to watch. It 
plays standard audio CDs, interactive CD-i discs, 
and now, with its £150 Digital Video cartridge, it's 
the first to offer videogamers full-motion video 
capabilities. So is the Philips DV cart really the 
thing to resurrect the fortunes of CD-i? Edge talks 
to the Philips crew to find out 

At £ 4 0 0 ,  C D- i  210 is a s l eeker  vers i o n  of 

the 2 2 0 ,  although the interna l s  rema in  the 

same. The o l der  2 2 0  model i s  sti l l  ava i l ab l e  

a t  £ 5 0 0 ,  b u t  n o w  comes bundled e ither  with 

Compton's Interactive Encyclopedia o r  a 

games pack cons ist ing  of International 

Tennis Open, Palm Springs Open, 

Battleships, and Tetris. 

The F M V  cartr idge ,  due  for re l ease on  

October 2 n d ,  costs £150 ,  and g i ves any C D- i  

p l ayer the abi l ity to show D i g ital  V i deo COs 

C 0-i back on the map. 

'The new pr i ce refl ects our dete r m i nat ion  

to make C D- i  a true massmarket 

propos it i o n , '  said Simon Turner, d i rector of 

P h i l i ps I nteract ive M e d i a  Systems ( P I  M S ) .  

' W e  now have the r i g ht mach ine  at the r ight  

pr i ce ,  the r i g ht d i str ibut ion  and soon an 

i m p o rtant new featu re i n  D i g ital  V i deo .  

Anyone p l a n n i n g  to buy a CD p l ayer th i s  

autu mn  wou l d  be a foo l  n ot to cons ider  

- effect ive l y  movies  on  
d i sc (or ,  m o re ofte n ,  

d i scs ) .  It also a l l ows 

gamers to p l ay new 

F M V  t it les  l i ke 7th 

Guest and a l so  boosts 

the C D- i ' s  memory to 

2·5 M b ,  a l l ow ing  non
F M V  t it les  of g reater 

'Anyone planning 
to buy a CD player 
this Autumn 
would be a fool 

buy ing  a C 0- i  p l ayer 
i n stead . '  

Strong words ,  but 

P h i l i ps are sti l l  

market ing  the un i t  as 

an a l l p u rpose mach i n e :  

not to 
comp lex ity. 

A demonstrat ion  of 

the l atest V i deo COs 

had Edge eat i ng  its 

words ( ' V H S has l itt l e  

to fear [ f rom V ideo 

cor- Edge u. C l ips  

of Top Gun and 

consider a 
CD-i 
player' 

C 0- i  products are 

esoter i c  at best and 

F M V  i s  a further out lay 
of £ 1 5 0 ,  so there are 

sti 1 1  p l enty of foo l s  who 

w i ll be qu ite happy with 
a £200 C 0 playe r.  

Howeve r ,  help with 

C 0 - i ' s  market presence 
i s  c o m i n g  i n  the shape Slmon T u  mer, 

Director, Philips IMS UK 

Apocalypse N ow were sharp and c o l o u rful 
with aud io  to match .  Perfect freeze frame 

and var iab l e  speed slowmotion are j u st a few 
of the i n -bu ilt opt ions .  

Backed by a £3 m i ll i o n  T V  ad campa i g n ,  

P h il i p s  hopes that th i s  n e w  act i v ity wi l l  put 

of Samsung and 
G oldstar-branded C D- i  u n its. They wil l  soon 

be on  sale i n  Korea, but p l ans for U K 

d i str ibut ion  are u n k n own.  

'We 'd  see them as 

competit i o n , '  C 0-i software 

market ing  manager 

FM V 
pass n otes  
M PEG stores image data 

by handling pixels as 

groups -like attribute 

squares- and assigning 
values that fully describe 

that group of pixels. Only 
key frames are stored in 
their entirety: successive 

frames are described 

simply by changes in the 

image between the key 

frame and later frames. 

M PEG 1 (Motion Picture 

Experts Group) standard 
decompression can cope 

with up to 2Mbit/second. 

M PEG 2 handles 
2-lOMbit/second, but 
requires double density 
disks and m uch higher 

quality lasers. 



Voyeur t o  
g et FM V 
One of the most 

outstanding games so far 

for the CD-i is Voyeur, a 

·kind of interactive thriller 

in which you have to 

destroy the election 

campaign of a nasty 

would-be US president. 

According to the 

producer of the game, 

David Riordan, Philips' 

next step is production of 

a full-motion video sequel 

to Voyeur. As he 

modestly told Edge; 'The 

sequel will amaze 

people ... it will be 

full-motion video, it will 

be a real movie this time.' 

It sounds good. But is 

it too good to be true? 

Time will tell ... 

The Phlllps DV cartridge 
gives the CD-I another 1Mb 
of Ram. (Inset) the CD-I's 
new Gravis-style keypad 

Tessa Moore adm its ,  'but it h e l ps the cause 

of C D- i ,  and of C D- i  software i n  genera l 

because P h i  l i ps is very much  i nvo l ved with 

market i ng  and d i str ibut ion  of software. A l ot 

of consumer  e l ectron i c s  market i ng  is about 

wait i ng  for your market to g row. ' 

With rea l i sat i o n  of the i m p o rtance of 

games to the success of the i r  mac h i n e ,  

P h i  l i ps '  a r e  a b o u t  to re l ease a who le  batch 
of new C D- i  games,  a new Touch P ad 

contro l l e r ,  and the i r  p u b l i s h i n g  arm has been 

reorgan i sed to concentrate on  games t it les .  

Tessa Moore aga in: ' I  th i n k  we say that 

enterta i n ment i s  the way fo rward ,  rather 

On CD extra care has to be taken with 
sound. Phlllps ACE has an Impressive 
studio, which is soundproofed to BBC 
broadcasting standards. They're hoping 
to Invest In equipment to turn lt Into a 
fully-ftedged 16-track digital recording 
studio, which would give them the 
capacity to add Dolby Surround 
soundtracks to their games. 

Audio engineer Gall Cooper compiles 
and edits music and sound effects and 
timecodes everything so that they can 
be synchronised to the visuals. 
Samples are stored on a Sony 7030 
DAT player and are mixed and 
edited using a DDA 5-series mixing 
desk with CuBase sequencer and 
Sound Tools digital editor 111nnlng on an 
Apple Macintosh Quadra network. 

than str ict ly  games.  A lthough we rea l i se that 

i f  we are g o i n g  to be seen as a games p l ayer 

then we rea l l y  have to bump up  o u r  games 

prod ucts. We 'd  be f i rst to adm i t  that some 

of the t it les  we put out weren 't  strong 

enough  to susta i n  C D- i  as a games p l ayer . '  

To red ress the ba lance ,  P h i l i p ' s  A C E 

( Advanced C D- i  E nterta i nment)  product ion  
fac i l ity i n  D o r k i n g  i s  respons ib l e  for  

convert i ng  f ive v i deogames to C D-i: 

Microcosm, 7th Guest and Striker are be ing  

recoded i n-house ,  wh i l e  Lemmings i s  be ing  

hand l ed by D M A ,  and G rem l i n  are  prod u c i n g  

a C D- i  ve rs ion  of Litil Divil. 

I n  l i ne with the i r  new stance on games 
sorry ,  enterta i n ment - P h i  l i ps now fu l l y  

cons ider  themse lves a s  deve l opers a n d  wi 1 1  
be sourc ing  new games  for C D- i  and other 

CD formats; P C  and Apple C D- R O M  and 

poss i b l y  M ega CD and Amiga C D32. 

Of course,  C D- i  games are o n l y  as good 

as the p l ayer .  'To be as h onest as poss i b l e ,  

C D- i  h a s  s o m e  prob l e m s , '  conf i rms Lance 

Mason, executive producer  at P h i  l i ps A C E .  

' I t ' s  not idea l  a s  a p l atfo rm for games: the 

processor speed [a custom 6 8 0 7 0  at 

1 5 . 5 M  HzJ c o u l d  be faste r and we 'd  a l l  be 

happ ier .  But  it hasn't been fu l l y  e x p l o red for 

games, so I ' d  l i ke to reserve j udgement unt i l 

we 've actu a l l y  tr ied a few th i n g s . '  

And C D- i  d o e s  have s o m e  maj o r  sav i n g  

g races: u n l i ke s o m e  othe r  C D-based 
mac h i nes ,  i t  now has fu l l y  funct i o n i n g  F M V  

( used t o  stu n n i n g  effect i n  Microcosm and 

The 7th Guest), 24-bit  graphics and 

the exce l l ent R u n- L i n k  7 .  Accord i n g  to 

Lance th i s  'wicked screen mode '  uses 

hardware g raph ics  compress i o n  to generate 

smooth h i gh-speed scro l l i n g ,  even with 

b itmap i mages. S hame no-one's used £ 
it  before ,  rea l l y  . . .  

news 

Where is it? 
lt's holds the largest 
gathering of videogame 
companies ever to 
assemble under one roof 
in the USA. And last 
summer The 300 
Company stole the show. 
Next January, the boys at 
Atari hope to do exactly 
the same ... 

CD - i 
pass n otes  
There are around 85 CD-i 

titles available in the UK 

and Philips expect this to 

increase to over 100 by 

the end of the year. 

Philips claim that 

International Tennis has 

sold around 5,000 units 

since its launch in 

August. And that's a very 

respectable figure. 

Philips claim to have 

sold 15-20,000 CD-i 

players in the UK over the 

last year. Philips' own 

projections place CD-i 

sales at 2-300,000 

worldwide by the end of 

'93; 600,000-1 million by 

the end of '94. 

With the approach of 

32bit and even 64bit 

multiplayers, Philips are 

tight-lipped about CD-i 2. 

However, they do go to 

lengths to explain that 

any further enhancements 

will be in the form of 

plug-in modules, so that 

even the oldest CD-i 

players won't become 

obsolete. 
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it is ... 
The Consumer 
Electronics Show in Las 
Vegas, Nevada, on 
January 6th-9th 1994. 
Atari are expected to 
use next January's 
premier show for all 
things electronic as a 
launch platform for their 
Jaguar 64bit console. 

Ridge Racet" fTom 
Namco is the most 

exciting example yet 
seen of the new era of 

texture-mapped 3D 
graphics, knocking 

spots off Sega's 
Vlrlua Racing 

dominate AMS '93 

All the big names in coin-operated arcade videogames were in attendance at the 31st 
Amusement Machine Show In Tokyo, Japan, showing off the machines we can expect 
to be playing next year. The next generation of 3D graphics dominated the Show 

very maj o r  p l ayer  i n  c o i n-operated 

v i deogames p roud l y  unve i l ed  the i r  

l atest b i d s  f o r  d o m i nat i on  o f  the 

wqr l dw ide  arcade scene at the 3 1 st 
Amusement M ac h i n e  S how l ast month .  

He ld  at  ' M akuhar i  M esse' i n  C h i ba c i ty 
on the outsk i rts of Tokyo ,  th i s  p re m i e r  event 

i s  sponsored by the J a panese Amusement 

M ach i n e  M an ufacturers '  Assoc i at i on  

( JAM M A> and attracts about  4 0 , 0 0 0  
v i s itors i n  th ree days. J A M  M A ' s  
members h i p  reads l i ke a who 's  who o f  

t h e  arcade i n d u stry, w i t h  top 

b rass from the l i kes of Namco,  

Capcom and Konami  a l l  p l ay i ng a 

maj o r  part in the 

Assoc iat i o n. But th is  

exc l us ive c l u b  is  
probably best known 

for i ntrod u c i n g  a 

wor ldwide  c o i n-op 

standard to connect 
mon itors with c i rc u i t  

boards.  A l t h o u g h  the 

second day of th i s  
year 's  show 

bus i ness was 
v i rtua l l y  w i ped 

out by a 

typhoon  that 

brought severe f l o o d i n g  to the who l e  reg i o n ,  

that b r i e f  h iccup d i d n 't worry t h e  p e o p l e  at 

Sega.  T h e i r  p r i de  and joy ,  Virtua Fighters 

and Dragonba/1 Virtual Reality, even 

managed to outsh i n e  Super Street Fighter !I 

and Fatal Fury Special. 

These heavywe i g ht seq ue l s  mere ly  

sported a few new characte rs and a 

superf i c i a l  face l i ft. Perhaps C apcom and 
S N K  wi l l  try to muster a few o r i g i na l  i deas 

next t i m e ,  too? 

Virtua Fighters, on  the othe r  hand,  

was a tanta l i s i n g  g l i mpse i nto the future of 

f i ght i ng  games e m p l o y i n g  the same 

Last month, all 
the top names in 
arcade machines 
gathered in Tokyo 
to show off the 
new machines we 
will be playing 
next year. 
30 graphics 
dominated the 
event, and of 
course Edge was 
there to sniff out 
full details of the 
latest coin-ops ... 

Quite obviously 
aimed at small kids, 
Polynet Warriors is 
Konami's entry into 
the fast-expanding 3D 
arena. This variation 
of Faceball 2000 is the 
kind of game you 
really hate to lose 



EA d itch  
N i nte n d o  
A shock announcement 

from Electronic Arts has 

stated that they are 

suspending the release of 

forthcoming Nintendo 

titles, claiming that 

publish ing for N i ntendo is 

not economically viable. 

EA blame the 

strength of the Yen in 

international exchanges 

and the high cost of 

manufacturing Nintendo 

cartridges, which is 

related to the licence fee 

Nintendo charge. 

Four EA games are 

finished and ready but 

will not go into full 

production, including the 

latest versions of John 

Madden, NBA Basketball 

and NHL Hockey. 

Cynics suggest, 

however, that the surprise 

announcement is part of a 

propaganda war after 

Nintendo's plans for 

Project Reality harmed 

300 share prices. 

Ca p c om R P G  
fo r arcad es  
Taking a bold move in 

traditionally very safe 

market, Capcom have 

announced the planned 

1994 release of a coin-op 

based on TS R's D&D 

fantasy roleplaying series. 

Dungeons and Dragons: 

Tower of Doom was 

absent from the J A M  MA 

show in August but 

Capcom revealed the 

fourplayer title a week 

earlier at the 26th annual 

G E N  CON Game Fair in 

the U S - a convention 

attended by 20,000 keen 

fantasy enthusiasts. 

The 134 meg game - a  

side-scrolling, highly 

detailed action RPG 

promises to be far better 

than Taito's aging RPG

styled coin-op Cadash. 

news 

Running on a separate screen on the Namco stand was a demonstration of the results of a deal between Namco and 
leading computer graphics house Evans and Sutherland. Four demos were shown- one from a driving simulator that 
that even put the incredible Ridge Racer to shame (top left); a 3D dungeon game (top right) with some spectacularly 
scary Images; a train ride travelling through detailed stations (above left) and a space flight over Mars (not shown) 

� ground-break i n g  CG compute r graph ics  
system as Virtua Racing. S u re ,  Larry the  

Lamb was more conv inc ing  than these 

excess ive ly  b l ocky po lygon i sed peo p l e ,  but 

the f l u i d  an i mat ion  and i m ag i native camera 

ang l es q u i c k l y  won the aud ience over.  Edge 

is h o p i n g  that there wi l l  be a Deluxe vers i on  

. comp lete w i th  datasu it.  

N amco managed to put Virtua Racing 

f i r m l y  in the shade with the re l ease of Ridge 

Racer. A custom-des ig ned rea l-t ime texture 

mapp i n g  and render i n g  system p u m ps out 

the most photorea l i st i c  i mage ever seen in 

the arcades.  You won 't  be l ieve your eyes ' 

Beh i n d  c l osed doors ,  Sega was a l ready 

p repar i n g  to leapfrog Ridge Racer with a 

Namco's Ridge Racer- 400 million 
floating point operations per second 

s i m  based on Indy  Car  rac i n g ,  but N amco 

cou ntered with a sneak g l i mpse of 

j o i nt-projects with Evans & S uther land 

uti l i s i n g  hardware norma l l y  reserved for 

N A S A  and m i l itary use. Yeah , ser ious  k i t .  

In a s imi lar  . 
ve m ,  Sega appears 

to have adapted the Activator  tec h n o l ogy for 

use i n  the arcades. This rad ica l  control  
metho d ,  where p l ayers d itch the joyst ick  in 

favour  of the i r  own body movements, i s  due  

to appear  for the M ega  D r ive any t ime now.  

Dragonba/1 Virtual Reality i s  the pe rfect 

l i cence to put th i s  k i nd of tec h n o l ogy to the 

test. E verybody l oved it .  Besu ited execut ives -+ 
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Of course, there was 
bound to be a beat 'em-up 
using Virtua Racing's 
'Model l' CG board 

'The new industrial 

revolution will usher in 

the multimedia age. We 

believe its introduction 

will be spearheaded by 

games and entertainment. 

This would herald the 

start of a phase in which 

our industry will wield an 

immense influence on 

other industries. We 

anticipate the full-fledged 

onset of the multimedia 

age around 1995' 

Hayao Nakayamma, 

President, 

Sega Enterprises 

Vfrtua Flgtrtei'S in action (top left and bottom right) clearly shows the limitations of using this 3D engine for this type of 
game - the characters Inevitably look very blocky. What you can't see, of course, is that the 3D scrolling, animation and 
movement are all silky-smooth and very realistic. Saga's Dragon Ball (top right) got attendees jumping and punching in 
response to the screen - very funny to watch. And Star Wars (bottom left) looked brilliant on Saga's Model l system 

� str i pped down to the i r  sh i rts and k ids  

screamed out as they  cop ied spec ia l  moves 

from the TV cartoon series and actua l l y  

j u m ped up  to avo id  obstac les  on  t h e  b i g  

screen i n  front of them. 

I t ' s  a strange fee l i ng  to see a v i deogame 

character m i m i c  your  punches,  k i cks and 

pauses for b reath .  No ord i nary workout can 

match a few m i n utes on  th i s  beat ' em up  for 

sheer fun and escap i sm .  A fusion of 

Dragonba/1 Virtual Reality and Virtua 

Fighters wou l d  be an outr ight w inner .  

What " s  next?  Virtua Sex? 

A S- 1 ,  Sega 's  f lagsh i p  mot ion  r ide ,  

cont in ued to pu l l  b i g  c rowds. Michael 

Jackson ' s  i ntroduct ion to Scramble 

Training he l ped to g rab the attent ion  of 

anyone wa l k i n g  by th i s  monster s i m u l ator .  

Howeve r ,  Edge was m o re i nte rested i n  the 

preview mon itor tucked away down the s ide .  
Megalopolice, comb i n i n g  e l ements of Blade 

Runner and the Death Star chase sequence i n  

Return o f  the Jedi, i s  t h e  second o f  the 

computer-gene rated ' r i de '  mach ines  to thr i l l  

A S-1 pu nters .  

Based on  the b l oc kbuste r mov ie ,  Star 

Wars is essent ia l l y  A S-1 on the cheap. 

Troub l e  i s ,  it j ust h i g h l i g hted the fact that 

advanced texture-mapp i n g  i s  sore ly  m i ss ing  
from the C G  board cu rrent ly i n  service.  

Anyhow, Sega may have gone overboard on  

the V R theme with the i ntroduct ion of  

Virtual Reality Fishing comp lete w ith  
l aserd i sc hookup  and rep l i ca  f ish i n g  rod.  

U n l i ke the rest of Sega 's  output,  Alien 3 
i sn ' t  state of the art by any stretch of the 
i m ag i nat i on .  G rab the T2 deck from 

W i l l iams B a l l y  M i dway, resty l e  its gun and 

red raw the v isuals .  Oh,  and get the 

Air Combat from 
· Namco uses their 
detailed polygon 
graphics system to 
astonishing effect 

Naturally, that damn machine was there again In its latest incarnation. 
Super StT&et Fighter 11 is previewed In full in Edge two, pages 40-41 

a l iens  d r i v i n g  around in batt letanks.  

Hey p resto - y o u ' ve got a bestse l l er .  £ 



Punters queue for the 
Famicom Show In 
Shosinkai, Tokyo, where 
Nlntendo announced 
details of the Project 
Reality SGI machine 

Japanese bet 
o n  300 
In the Japanese trade 

press recently there's been 

talk of Konami signing up 

for 300, alongside Namco 

and a whole horde of 

other interested parties. 

Konami are allegedly set 

to release software in time 

for Christmas '94, a period 

that the 300 company are 

predicting will enjoy great 

sales for 300. 

The plan is to not only 

sell through normal 

channels into the sofmaps 

- through an established 

distribution network - but 

also to sell software in the 

domestic appliances 

market held by Matsushita 

Electrics. If this holds 

true then surely other 

companies will follow 

Namco and try and chip in 

on the 300 bandwagon. 

Konami have not 

confirmed rumours and 

say the licence is being 

negotiated, reflecting the 

usual cautious approach. 

According to 30 0's Oiane 

Hunt, 'We have around 50 

Japanese licensees so far, 

but at this stage only 32 

have announced their 

licence contracts.' 

Other news has linked 

Namco with troubled 

Japanese film production 

company, Nikatsu, which 

suggests 'adult' software 

might be developed using 

the latter's film library. 

Famicom Spaceworld '93 
m s Sega took a lap  of g l ory at the 

3 1 st Amusement M ac h i n e  S h ow,  

N i ntendo  lau nched a broads ide 
aga i n st 3 D O  by announc ing its P roject 

Rea l ity v i deogames system ( see p ll ) .  

That apart, Famicom S pacewor l d  ' 9 3  

was a p retty l ow-key event. Swarms o f  

exc ited J apanese ch i l d re n ,  enjoy i n g  t h e  l ast 

days of the i r  summer  break,  poured i nto the 

Shosh i n ka i  e x h i b it i on  centre l o o k i n g  for 

Super Mario Kart 2 or more S uper FX  stuff. 
Capcom went Rockman crazy for the 

occas ion  with a S N ES vers i on  due in t ime 

for C h r i stmas to be q u i c k l y  fo l l owed by a 

soccer game.  M eanwh i l e ,  Rockman 6 and 

Rockman World 4 proved the o l d  N E  S and 

Game Boy can sti l l  cut it ,  wh i l e  new work on  

the S uper Famicom Aladdin was mak ing  it 

look l i ke a suref ire w inner .  Astro Go! Go! 

from M e l dac i s  an enterta i n i n g  space race 

F-Zero g i ven the Pop 'n Twinbee treatment 
push ing  M ode 7 to new l i m its. Rainbow Bell 

Adventure proved to be a cute p l atform romp 

featu r i n g  the we l l - l oved pa i r  of spacecraft. 

V i s itors to the l<onami  stand were 

more i nte rested in a c o m i ca l  act ion  game, 

Ganbare Goeman 2,  and Turtles Mutant 

Warriors which  is an SF I! c l one .  

N i ntendo prov ided the b iggest downer 
of the show. Sound Factory, the seque l  to 
Mario Paint, j ust offers a s i m p l e  Q *Bert 

game and two sad ' c reat i o n '  modu les 

star r i n g  a f ly  and 1 6  other types of i n sects. 

There are bette r ways to part with ¥ 9 8 0 0 ,  

espec i a l l y  a s  you  c a n  buy t h e  cart a n d  £ 
mouse separate l y  and save ¥ 1 0 0 0  . 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 

Sanyo show 300 

Sanyo's version of the 3DO concept looks 
slick, but will be Japanese-only at first 

D he i dea  of 3 0 0  is that i t  is a 

l i censab le  tech n o l ogy ,  not a 

parti c u l a r  mach i ne  and not 

restr icted to one man ufactu re r ,  though to 

date it's the Panaso n i c  R EA L  p l ayer that 

we've see n .  But Sanyo ,  too, are l i censees and 

have now revealed a prototype of the i r  
vers i on  o f  the 3 00 p l ayer .  

The  S anyo mode l  uses the 3 0 0 name 

large, rathe r  than the R E A L  brand ident ity 

Panaso n i c  is u s i n g ,  but carr ies  the same 
' i nte ract ive m u l t i p l ayer '  tag . It  i s  smal l e r ,  

w i t h  a Sega-sty l e ,  rather  t h a n  N i nte ndo- l i ke 

j oypad , but the l ayout of buttons  is i dent ica l .  

Amer ican te leco m m u n i cat i ons  g i ants 
AT&T have the i r  own 3 00 in p reparati o n ,  
wh i l e  Panaso n i c ' s  3 0 0  mac h i n e  i s  expected 

to be f i rst onsa l e ,  and cost $ 7 0 0  on  its U S  

launch  o n  October 4th , wh ich  wou l d  probab ly  
tran s l ate to as much  as £ 5 0 0  on  i ts  U K 

launch  in S p r i n g  ' 9 4 .  The theory,  h owever ,  i s  

B y  contrast, this I s  the Panasonic version 
set to go on sale In the States this month 

that th i s  pr ice wi l l  fa l l  stead i l y  over the 

fo l l owi ng two years to less than ha lf  the 

o r i g i na l  cost. 
I nteresti n g l y ,  Atar i  seem sure they can 

prod uce the J aguar  for o n l y  $ 2 0 0 ,  wh i l e  

N i nten d o ' s  S G I -based P roject Rea l ity 

mac h i n e ,  set to se l l  at $ 2 5 0 ,  is said by 

experts to be ' $ 5 0  more than anal ysts £ 
c l a i m  home users wi l l  bea r ' .  

. • • . • . . . . . . . • • • • • • . . . . . . . . • • • • . . . . . . . • . • • • • • . . . . . . . • • • • . • . . . . . . . • • • • . . . .  

news 

'If you see our new 

machine, all of you will 

understand what 

multimedia is all about. 

We don't believe in the 

idea of companies getting 

together to establish a 

new entertainment 

business. We need only 

one healthy, strong 

company as a leader' 

Hiroshi Yamauchi, 

President, Nintendo 

When is? 
lt's the day PC owners 
finally get what they've 
been waiting for. No 
business software, no 
utilities, no reviews of 
modems. Just the very 
best in-depth coverage 
on what matters in the 
growing world of PC 
entertainment . . .  
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lt is ... 
The onsale date of 
PC Gamer, a brand new 
PC games magazine 
hitting the shops on 
November I I th. This 
Christmas the PC games 
market is going to 
explode in the UK, and 
PC Gamer is poised to 
guide you through it . . .  

N i nt e n d o  
sets p ress 
Zelda ordeal  
The gaming press was 

surprised recently when 

word came down that 

Nintendo wanted to take 

them on a trip. The Big 'N'  

just hasn't been great in  

the past for media perks ... 

But this trip was a big 

departure from the norm. 

To introduce The Legend 

Of Zelda - Link's 

A wakening, for the Game 

Boy, Nintendo organised a 

coast-to-coast train trip: 

New York to Seattle. The 

idea was that the 

captive audience should 

play the game until 

someone finished it. 

Sadly, disaster struck. 

Extensive flooding altered 

the route (ie made it 

longer). A couple of 

softies bailed out in 

Chicago, but all the rest 

survived the full course. 

Eventually Zelda was 

finished by Jeff Harson 

Big N's own 13 yearold 

champ. Nice one, Jeff. 

The Business Design Centre In Islington played host to the games Industry for the 
second time this year, staging the European Computer Trade Show on Sept 5th-7th 

PCs lead the way 
at Eu ropean show 

It happens every six months. 
It's when a lot of videogames 
companies get together, 
show off all their best kit, 
pay people to walk round in 
silly costumes, and all go 
home three days later with a 
hangover. It's the ECTS. 
Didn't make it? Edge did ... 

D he Autumn E u ropean C o m puter 

T rade S how ( E C T S J - the game's  

i n d ustry ' s  b iannua l  trade bash 

took p l ace in ear l y  September .  It gave 

software deve l o pers  and p u b l i shers the 

chance to show off the i r  products to the 

press, mostly in the form of g l o r if ied demos.  

Overa l l  the show was encourag i n g ,  

espec i a l l y  f o r  P C  owners. A l most every 

software company seemed to be tak i n g  the 

format m o re ser ious ly  than ever.  Big D X 2 s  

p u m ped o u t  demos of h i g h-res games,  l i ke 

EA's  beaut i fu l  Forgotten Castle ( p revi ewed 
in Edge one ) - a game sti l l  very much  at the 

' l oo k  but don ' t  touch '  stage ( but no  less 
amaz i n g  for that l ,  and Ocean' s  g i ant 
Inferno (a l so  i n  Edge one ) .  

O n  the conso le  s i de ,  th i ngs  seemed to 

have s l i pped a l itt l e  beh i n d ,  with a 

depress i n g l y  wide range of p l atfo rm games 

sti l l  f i l l i n g  the gaps on  m ost compan ies '  

stands.  The fou r-p layer EA Soccer 

( Electronic Arts) proved to be a success, 

though - but the s ize  and qua l ity of the EA 

stand a l m ost g uaranteed that it wou l d  be.  

Both Ocean and Interplay a lso  h i t  the 

pu nters with good stands.  Ocean previewed 
its extreme ly  sexy- l o o k i n g  d u o ,  TFX and 

Inferno (with Inferno' s 3D p o l ygons  poss i b l y  

t h e  best of t h e  show) , i n  a f lashy m i l itary

sty led  contro l base , comp lete with patro l l i ng  

guard .  I nte r p l ay were l ess successfu l with 
the i r  Stonekeep - despite the effort that had 

obv ious ly  been p l oughed i nto mak ing  the 

stand l i ke a dark, brood i n g  dungeon .  The 

sheer size of the th i ng  made the m o n itor 

i ns ide  ( ru n n i n g  Stonekeep) look l i ke a 1 4 i n  

portab l e  s itt i ng i n  t h e  m i d d l e  o f  a dark 

room.  St i l l ,  i f  you got up  c l ose e n o u g h ,  the 

game l ooked s l i ck .  Damn s l i c k ,  i n  fact. 

Philips made an i mpress i on  with the i r  

D i g ital  V i deo ( M  P E G )  cartr idge ,  and 

chapter ised V i deoC D vers ions  of Top G u n  

a n d  other  stuff. T h e  Dutch boys were there i n  

force push i ng  t h e  redes igned C D- i  2 1 0 .  A n d  
t h e  F M V  vers ions  of The 7th Guest and 

Microcosm were worth a l o o k ,  even if  some 

of the o l de r  C D- i  software l o o ked a b it  sad . 

F i n a l l y ,  the real  h i g h l i ght of the show 

wasn 't a game at a l l ,  but a rare moment 

when a few we l l -pos it ioned peop le  saw the 
M a r i o  and Zool stro l l abouts fal l i ng  down a 

f l i ght of sta i rs.  N e ither was i n j u red ,  they j ust 

got up and headed back in the 

d i rect ion  of the crowds. 

What ded icat i o n ,  eh? £ 

Viacom g et 
i nto  E u r o p e  
You may have heard of 

Viacom - they're the 

entertainment and 

communications group 
that owns Roseanne and 

other big US shows and 

TV channels. 
The big news is they 

are expected to buy 
Paramount in the States 

which would make for 

another giant media 

company, only a few 

notches below the mighty 

Time Warner. 

But the issue here is 

games. And Viacom New 

Media, a division set up 

to develop and distribute 

software, has tied a deal 

with Mindscape to release 
PC CD-ROM software in 

Europe. 

Following its 

acquisition of adventure 

specialists lcom 

Simulations - the 

company responsible for 

games like Deja Vu and 

Shadowgate - Viacom will 

be releasing what's 

claimed to be the first 

truly interactive horror 

movie on CD-ROM. 

Oracu/a Unleashed 

contains 'more than 90 

minutes of video' 

and features 'multiple 

pathways' (the interactive 

bit perhaps?). 

Look out for a 

prescreen soon. 
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Vlacom New Media, out 
In November on PC CD 
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FES set to b last 
Thursday 11th-Sunday 14th 1993 

F E S  game s 
bo nanza 
Sega and N i ntendo will be 

showing off their  latest 

g o odies at the Future 

Entertainment Show, and 

Commodore have taken 

over their  own part of the 

Show - called the World 

of the Amiga. But it 

doesn't stop the re.  

For starters, there's 

The World's B iggest 

Games Arena, a kind of 

arcade featuring the 

latest game s from most 

of the top software 

publishers, where you will 

actually be able to get 

your hands on and play 

the unreleased titles.  

Leading software 

houses will also be 

showing the i r  wares on 

massive stands, with all 

the glitz and glamour that 

only a major public  show 

can offer. Electronic Arts 

are one of the bigge st 

names and they'll have 

one of the b iggest 

displays, but there's also 

many others, including 

the rarely seen Konami . 

,... . .c 
0 ·-

t 's  not too l ate to book your  seat for 

the r o l l e rcoaste r r ide  that i s  the 

F uture E nterta i n ment S h ow, the 

U l( ' s  equ iva lent of J apan ' s  J A M  MA and 

S u pe r  Famicom events ( p reced i n g  pages ) .  

F E  S has esta b l i shed itse l f  over the l ast 

coup l e  of years as the lead i n g  games event i n  

B r ita i n ,  a p l ace a t  wh ich  thousands o f  keen 

gamers get the chance to try out the l atest 

re l eases and part i c u l a r l y  the b i g-name t it les  

that wi l l  top the C h r i stmas charts. 

Led by Sega and N i ntendo themse l ves ,  
most of the top software p u b l ishers wi l l  be 

there, and th i s  year a spec ia l  sect ion  of the 

show i s  set aside as the W o r l d  of A m i ga ,  

with a l l  the C D32  c reat ions  on  d i s p l ay .  
The  organ i sers ,  F uture P u b l i sh i n g ,  

p u b l i shers o f  E d g e ,  have j ust arranged a 

spec i a l  £6 d i scount  rate for sch o o l  parties of 

15 or more - deta i l s  from the hot l i ne phone  

n u mber .  The  G ames M aster T V  show wi l l  be  

b roadcast l i ve from the S how o n  T h u rsday 

and free t i ckets to D i sney's A l ad d i n  are 

ava i l ab l e  to al l  who g o  o n  F r i day. B ut £ 
remember you  must book in advance ! 

FES bookings hotline 051-356 5085 

Thursday 11th: 10am-8pm ( l ate 

opening for GamesMaster Live 

broadcast sess ion)  

Friday 12th: 10am-5pm 

Saturday 13th: 9am-5pm 

Sunday 14th: 9am-5pm 

Tickets: Al l one price £6 .95;  fam i ly 

group (four  people with at least 

one adu lt) £24.95 

news m 

Date book 
October 
Spotl ight Amiga Show: October 1 7th , Novote l ,  
H a m mersm ith , London (081-885 5095) . Open 9 . 30-6 .00 
Tickets £1.50 i n d iv idua l  
Acorn World '93: Fri d ay 29th-Su n d ay October 31st, 
Wem b l ey, London (0223-254254) . Open 10.00-6 .00 Fri , 
Sat; 10.00-5 .00 S u n .  T ickets £5 i n d ivid u a l ,  £3 k ids ,  £15 
fam i ly - more expens ive on the door. 

November 
Future Entertainment Show: November Thursday 11th
Sunday 14th , Olym p i a ,  London (0225 44224) .  The 
w i ldest, b iggest and best videogame show in the U K. 
O pe n i ng t imes and t icket deta i l s  o ppos ite . 
Christmas I nternational Computer Show: November 
Frid ay 19th-Su n d ay 21st,  Wembley Exh i b it ion H a l l ,  (0222 

512128) . Open 10.00-6 .00,  Fri , Sat; 10.00-4.00,  S u n .  
Tickets £ 6  on t h e  door; £ 8  b y  advance booking. 
Supergames: November Wed nesday 24th-Su n d ay 28th , 
Porte de Versa i l le s ,  Paris (010 331-4200 3305) . 

VR User Show: Monday 29th November-T h u rsday 2nd 
December,  London Novotel (081-994 6477) . Tickets £7 
(free if you pre-regi ster) .  

December 
Computer Shopper Show Christmas '93:  Thursday 2nd
Sunday 5th December,  Grand H a l l ,  Olym p i a ,  London . 
(071-373 8141) . Tickets £7 adu lts , £5 k ids (cheaper 
when booked i n  advance ) .  Open 10.00-6 . 00 Thu rs-Sat; 
10.00-5 .00 S u n .  

January '94 
Consumer Electronics Show, Las Vegas: Thursday 6th
Sunday 9th J a n u a ry ,  The Show Centre , Las Vega s ,  
Ca l iforn i a  U SA orga n i sed b y  C o n s u m e r  Electronics G ro u p  
o f  Electronics I nd u stries Associ ati o n .  (0101 202-457 
8700) . Former trade-on ly  event i s  now open to p u b l i c .  
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Syndicate Am iga Striker S u pe r  N ES Jungle Strike M ega d rive Night Trap M ega C D  

Sailor Moon S u pe r  Fa m ic o m  (J a p a n )  Puyo Puyo M D  (J a p a n )  Day of the Tentacle 

PC C D- R O M  Day Of The Tentacle PC Crash ' N '  Burn (3DO) M ost Wanted . . .  

The very l atest c harts 
fro m ac ross the ent i re 
wo r l d  of v i deogam i n g  

Amiga 

1 Syndicate EA (£35) 
2 Project X Tea m  17 (£13) 
3 Gunship 2000 

M icroprose (£35) 
4 Dune 2 Virg in  (£31) 
5 Goal! Virgi n (£31) 
6 World Class Cricket 

Aud ioge n i c  (£30) 
7 Alien Breed: Special 

Edition 92 Team 17 (£11) 
8 Championship Manager 93 

Domark (£26) 
9 Sensible Soccer 92/93 

Renegade/M i ndscape (£26) 
10 Desert Strike 

E lectro n i c  Arts (£30) 

Organised chaos with the very excellent 
Syndicate, still riding top of the Amiga chart 

Syndicate holds the number one spot for yet 
another month, but Project X is c l imbing, 
and fast. Desert Strike pushes Flashback from 
the top ten, and the rest of the titles have 
just re-shuffled their positions. Fu l l  price 
games sti l l  dominate, though. 

Super N ES 

Elite's Striker 
kicks Starwing 
from the top 
slot. And it's 
good to see 
there's hardly a 
single duffer in 
there either 

10 WWF Royal Rumble 

UN (£60) 
9 Cybernator Konami  (£50) 
8 Desert Strike EA (£45) 
7 Super Star Wars 

JVC (£50) 
6 Tiny loons: Buster Busts 

Loose Kon a m i  (£50) 
5 Super Mario Kart 

N i ntendo (£40) 
4 Batman Returns 

Kon a m i  (£50) 
3 Alien 3 UN (£50) 
2 Starwing N i ntendo (£50) 
1 Striker El ite (£45) 

Mega Drive 

1 Jungle Strike EA (£45) 
2 Micro Machines 

Code Masters (£35) 
3 Cool Spot Virgin (£45) 
4 Flashback U S  Gold (£45) 
5 Bubsy Acco l ade (£40) 
6 PGA Tour Golf 2 EA (£40) 
7 Ecco Sega (£40) 
8 Tiny loons: Buster's 

Treasure Konami  (£40) 
9 Super Kick Off 

U S  Go ld  (£45) 
10 Moonwalker Sega (£20) 

Mega CD 

1 Night Trap 

Digita l P ictu res (£50) 
2 Final Fight Capcom (£45) 
3 Road Avenger 

Renovation (£40) 
4 Jaguar XJ220 

Core Des ign (£45) 
5 Sherlock Holmes 

Sega (£45) 
6 Time Gal Wo lfteam (£40) 
7 Robo Aleste Com p i l e  (£40) 
8 After Burner 3 Sega (£40) 
9 Prince Of Persia VC (£45) 
10 Biack Hole Assault 

Sega (£40) 

Night Trap's still No 1.  But Thunderhawk and 
Silpheed are sure to dislodge it soon • • •  

There doesn't seem to be that much 
movement in  the Mega-CD chart this 
month. The only real ly strong title is Final 
Fight, but it wi l l  soon be supported by both 
Silpheed and Thunderhawk. 

Electronic Arts top the Mega Drive chart with 
their classic shoot 'em up - Jungle Strike 



SFC (Japan) 

The Japanese are potty about SF 11. Almost as 
potty about it as they are about RPGs • • •  

Proving that the majority of Square Soft's 
games sell out on first the day of release, 
Seiken Densetsu 2 (Holy Sword Legend 2) -
the most eagerly-awaited Super Famicom 
game of the year in  Japan - has been qu ickly 
knocked off the number one spot by Sailor 
Moon - a crummy beat 'em up l icensed from 
the h it anime series. 

1 Sailor Moon Ange l  (¥9800) 
2 Seiken Densetsu 2 

Squ are Soft (¥9800) 
3 Mario and Wario N i ntendo 

(¥6800) 
4 Thoroughbred Racer H ect 

(¥9700) 
5 Super Mario Collection 

N i ntendo (¥9800) 
6 Super Power League 

H udson Soft (¥9500) 
7 SFII Turbo Capcom 

(¥9800) 
8 Super Horse Racing 

M D  (Japan) 
1 Puyo Puyo Sega (¥4800)  
2 J-League Sega (¥8800) 
3 Gunstar Heroes Sega 

(¥6800) 
4 Silpheed Game Arts 

(¥8800) 
5 Rocket Knight Adventures 

Kon a m i  (¥7800) 
6 Jurassic Park Sega 

(¥6800) 
7 Golden Axe Il l  Sega 

(¥6800) 
8 Marble Madness Tengen 

(¥6800) 
9 Ex Ranza Gau (¥6800) 
10 Fatal Fury Sega (¥8800) 

utterly wonderful film, that Jurasslc Park. 
Pity about the utterly tedious MD game 

PC CD-ROM 
1 Day Of The Tentacle 

l ' max (¥9700) U S  Gold (£46) 
9 Super Bomberman 2 The 7th Guest Vi rgi n (£70) 

H udson Soft (¥7800) 3 Dune Vi rgi n (£50) 
10 Prime Goal N amco 4 King's Quest 5 

(¥8500) Sierra O n l i ne (£50) 
.---------------' 5 Sherlock Holmes 3 

US Gold's DOTT, 
seems to have 
firmly lodged itself 
in  the number one 
position. And not 
even the 
frighteningly 
wonderfu l looking, 
not to mention 
expensive, 7th Guest 
can budge it. Eye Of 
The Beholder 3 
makes its debut at 
number 1 0. 

M i ndscape (£50) 
6 Ringworld Acco l ade (£40) 
7 Laura Bow 2 

Sierra O n l i ne (£45) 
8 Indiana Jones - Fate Of 

Atlantis U S  Gold  (£46) 
9 Eric The Unready 

Acco lade (£35) 
10 Eye Of The Beholder 3 

U S  Gold  (£40) 

N ew s  1 

PC 

H's the Tentacle again. PC owners obviously 
have a thing for weird octopus games . . •  

Not real ly the PC chart anymore, more 
l i ke the LucasArt chart, real ly. Sti l l ,  their 
top three placings were deservedly won. 

10 Flashback US Gold (£38) 
9 Premier Manager 

G rem l i n  G ra p h i cs (£30) 
8 Tornado 

D igital l ntergrat ion (£45) 
7 Sensible Soccer 92/93 

Renegade/ M i ndscape (£33) 
6 Populous Be Promised 

Lands Squad (£15) 
5 Fields Of Glory 

M icroprose (£45) 
4 Syndicate EA (£45) 
3 X-Wing: Imperial Pursuit 

US Gold  (£20) 
2 X·Wing U S  Gold (£46) 

U S  Gold (£43) 
1 Day Of The Tentacle 

Most Wanted 
Edge was swamped with 'most-wanted' 
l i sts. Crash 'N' Burn got the most votes, 
Virgin's Aladdin wasn't far behind, and 
Ocean's Inferno, Sega's Virtua Racing and 
Pygnosis' Microcosm were all in the 
runn ing. But If you don't agree with the l ist, 
let us know your most-wanted games . . .  

5 Microcosm C D-i , 

FM Towns Ma rty 

4 Virtua Racing M ega Drive 

3 Inferno A1200 , PC 

2 Aladdin M ega Drive , S N ES 

1 Crash 'N'  Burn 3DO 
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p r e s c r e e n 

M echwarriors 1 1  The C lans 

The Mechs all behave 
differently, some can fly 
while others just run 
fast. In fact the entire 
Battletech universe has 
been successfully 
squeezed onto the PC 

Fo rmat:  PC 

Pu b l i sher :  Activision 

Deve l o per :  In-house 

Release date : 01./01./94 

Size :  6 disks 

O rigi n :  US 

E 
n o r m o u s  e n g i nes  of 
destruct i o n ,  sta l k i n g  
t h e  l a n d  o n  a q uest of 
e x p l o rat i o n  and 
d evastat i o n - soa r i n g  
3 0  metres ta l l a n d  

m e n ac i n g l y  man-shaped , B att l e M ec h s  
are the u l t i m ate war m a c h i nes .  

The B att l e M ec h s  started the i r  
caree r i n  F A S A  B att l ete c h ' s  v i rt u a l  
rea l ity are n a s ,  and  w e r e  s o o n  adopted 
in a ser ies  of sc i -f i  b o o k s .  And one of 
these b o o k s ,  B att l etech : Way Of  T h e  
C l a n s ,  w a s  the s o u rce for  th i s  n e w  
P C -based g a m e .  

Acti v i s i o n  i s  the c o m pany 
resp o n s i b l e  for  b r i n g i n g  the B att l etech 
u n i ve rse to the PC scree n ,  and  so  far 
Mechwarriors !I l o o ks very p ro m i s i n g .  

B att l etech n o v i ce s ,  b u t  i t  g i ves the 
i nt r i cacy of g a m e p l ay vete ran gamers  
w i l l  apprec i ate.  

T h e re are two m odes of p l ay, 
' c o m bat m o d e '  or 'career m o de ' .  The  
f o r m e r  th rows y o u r  M ech st rai g ht i nto 
a batt l e  with  e ither  a c o m pute r i sed , or 
t h r o u g h  a m o d e m  l i n k ,  a h u m a n  
o p p o n e n t .  T h e  w i n ne r  i s  the o n e  t o  
s u rv i ve the batt l e .  The  o t h e r  opt i o n  
a l l ows y o u  to deve l o p  y o u r  M ec h  by 
tak i n g  o n  the r iva l  ' c l an s ' .  

U s i n g  fu l l y  r e n d e red 3 D  p o l y g o n  
g ra p h i c s  the g a m e  m o v e s  very 
s m o oth l y ,  and  y o u  rea l l y  d o  get the 
fee l i n g that y o u ' re in c o n t r o l  of a h u g e  
m ac h i ne .  A l t h o u g h  i t ' s  based o n  t h e  
vast l y  s u pe r i o r  V R arcade syste m ,  t h e  
p r o g r a m m e r s  h ave d o n e  a g reat j o b  i n  
t h i s  convers i o n ,  and  i t  e v e n  adds  s o m e  
d e pth that the o r i g i n a l  l ac k e d .  

Mechwarrior !I c o u l d  be t h e  
c l osest t h i n g  to h o m e  £ i nte ract i ve V R  to d ate . 

Activis ion 's 

Mechwarriors 11 
could be the 

c losest th i ng 

yet to home 

interactive VR. 

Edge explores 

You can ch ose from a se l ect i o n  of 
16 M ec h s - each with its own a b i l i t i e s .  
P i l ot i n g  the h u l k i n g  m a s s  of m e t a l  h a s  
been made s i m p l e  e n o u g h  for  

The Warhawk and Dire Wolf square off. They animate 
like ED 209 ('ten seconds to comply') out of Robocop 

Here a Mech called the Hellbringer stands in the way of your 
success. Multiplayer wars can also be carried out, bringing 
the experience of the VR arcade right into your home 

Here's the Executioner. 
Weighing some 95 tons he 
has a top speed of 65Kmh 
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p r e s c r e e n 

A news reporter sets up 
the story in Voyeur. Here 
we learn of Hawke's 
presidential campaign. 
Note the Philips TV 

The Hawkes discuss the 
evening's agenda, 
while Reed's 'personal' 
advisor listens in 

Ente r  the age of th e i nte ractive m ovi e - Voyeur 
i s  the fi rst of a n ew ge n e rati o n  of  ad u lt C D  

e nte rta i n m e nt. Edge gets beh i n d  the scenes  

Format:  CD-i 

Pu b l i sher :  Phil ips 

Deve l o per :  Phi l ips POV 

Rel ease d ate : 01/12/93 

Size:  1 CD 

O rigi n :  US 

V 
oyeur i s  be i n g  
p r o m oted a s  t h e  f i rst 
real i nte ract ive f i l m  
for  ad u l ts o n  the 
P h i l i p s  C D - i .  
Desc r i bed a s  a 

p o l i t i c a l  th r i l l e r ,  the game is R-rated 
(an 18 in the U 1< ) ,  and has a l ot m o re 
than p a l  i t i c s  to keep y o u  e n g rossed.  

Reed H awke - at the age of 6 1  - i s 
an e x-ast r o n aut a n d  head of the 
H awke I n d ust r i e s  e m p i re .  A true 
R e p u b l ican , h e  fee l s  that h i s  c o u ntry is  
l ac k i n g  the ste r n  p o l i t i c a l  l eadersh i p  i t  
needs ,  and  has a n n o u nced h i s  
can d i dacy f o r  pres i d e nt.  H e  i n v ites the 
rest of h is fam i l y  to H awke M an o r  to 

te l l  them of h i s  p l an s .  
H i s a d v i s o r s  i n s i st that i f  he i s  t o  

be p r e s i d e n t ,  any s ke l etons  i n  t h e  
c l oset w i l l  h ave to be h i d d e n  fo reve r .  
N o  m atte r what the p r i ce .  

Y o u  p l ay the p a r t  of an i s o l ated 
i n d i v i d u a l - you have no c o n nect i o n  
w i t h  H awke o r  h i s  fam i l y ,  b u t  y o u r  
apartment oversees t h e  b a c k  of H awke 
M an o r .  And y o u  are about  to witness  
the fam i l y  g athe r i n g .  Your tas k :  by 
asse m b l i n g su itab l e  ev idence,  y o u  have 
to e n s u re that H awke ' s  p res i d e n t i a l  
campai g n  f a i  I s .  

Y o u  have t h e  c h o i ce of th ree r o l es .  
Y o u  can , u s i n g  y o u r  v i d eo c a m e r a ,  s p y  
o n  H awke M an o r  a n d  r e c o r d  a l l t h e  
events that happe n ,  and  l ater g i ve t h i s  
taped i nformat i o n  to the p o l i c e .  Y o u r  
t a s k  i s  made eas i e r  by the fact that o n e  
of the fam i l y  has been menta l l y  
scarred b y  H awke a n d  i s  prepared to 
reve a l  a dark fam i l y  sec ret that w i l l  
r u i n  h i s  e l ect i o n  campa i g n .  

Y o u  a l s o  get t h e  o pt i o n  of 
sac r i f i c i n g  y o u rse l f  and sav i n g  that 

Your luxury apartment 
overlooking Hawke manor 
(left). H's getting close to 
bedtime (below) - so get 
the camera out in case 
something important 
happens over there . . .  

Mr Hawke, like several 
former US presidents, 
believes in very close 
working relationships 



And through the Square 
Window, here's Chloe . . .  

One of the 
fami ly has 
been 
mental ly 
scarred by 
Hawke 
and w i l l  
reveal a 
dark 
secret to 
ruin his 
election 
campaign 

Masa, demonstrating 
impressive will-power, 
practises his Kung Fu 
moves with Lara 

. . .  she's Hawke's daughter, and she's sure 
something fishy is going on. What a girl 

person by step p i n g i nto the story.  
The  th i rd opt i o n  i s  the m o st r i s k y :  

Y o u  h ave to p rove to t h e  p o l ice  that a 
m u rd e r  or c r i me has been c o m m i tted 
by H awke.  I f  you are s u ccessfu l ,  h i s  
b i d  f o r  pres idency  w i l l  e n d .  I f  y o u ' re 
not ,  H awke w i l l  e x p ose y o u  as a 
voye u r  a n d  yo u ' l l  e n d  up spend i n g  the 
rest of your days in  a padded ce l l .  

T o  cap i t  a l l  Voyeur has fo u r  
sce n a r i o s .  I n  eac h ,  a d i ffe rent fam i l y  
m e m b e r  w i l l  try t o  e x p ose H aw k e .  

Voyeur stars R o b e rt Cuip as R e e d  
H awke and  G race Zab r iskie  as h i s  
w i fe M a rgaret. T h e  s u p p o rt i n g  actors 
have a l l been i nv o l ve d  in f i l m s  o r  TV 
s h ows , and  the c reato rs worked r i g ht 
up to b u d get to get the r i g ht peo p l e  for  
the job.  C u l p ,  in  part i c u l ar ,  g i ves a 
c o m m a n d i n g  pe rfo rmance i n  h i s  r o l e  
as t h e  n asty pres i d e nt-to-be.  

G a u g i n g  from the screensh ots , 
y o u ' d  be fo rg i ve n  for  th i n k i n g  the 
ad u l t c o ntent was j u st a cheap way of 
s e l l i n g  the g a m e .  I t ' s  not - Voyeur 

does  conta i n  some s u g g est i ve scenes 
but  that ' s  a l l they are ,  s u g gest ive.  

The  ad d i t i o n  of scant i l y  c l ad actors  
o n l y  adds  to the rea l i s m  ( an d  the 
h u m o u r )  of the w h o l e  th i n g .  

The effe cts 
i n  t h e  game were 

ac h i eved u s i n g  a new d i g i ta l  
p r o d u ct i o n  tec h n i q ue .  The  actors 
pe rfo rmed agai nst b l uescree n ,  with 3 D  
c o m p uter g raph i c  sets, the i nf o r m at i o n  
w a s  t h e n  d i g it i sed o nto t h e  C D- i  d i s k .  

E d g e  s p o k e  to D a v i d  R i ordan , 
Voyeur' s p r o d u ce r ,  about  the p r oject.  

Edge H ow d i d  y o u  get so many g o o d  
actors i nv o l ved with  Voyeur? 

D R  'We d i d  a casti n g  c a l l to a l l the 
movie agents.  They got rea l l y  e x c i ted 
about th i s  i nteract ive stuff and  t h o u g h t  
i t  wou l d  be so meth i n g  the i r  c l i e nts 
s h o u l d  c o n s i d e r .  We got bette r peo p l e  
than w e  ant i c i pate d ,  espec i a l l y  with  
o n l y  a $ 7 5 0 , 0 0 0  b u d g et.  

' S o m e  were h e s i tant at f i rst, 
R o be rt C u l p  was one of those. H e  
d i d n 't k n ow q u ite what i t  meant and  
what it  was  a l l about .  B ut h e  f i n a l l y  
ag reed a n d  then  rea l l y  g o t  i nto it . ' 

p r e s c r e e n 1 

Jessica, Reed's sister, believes families 
should stay really close in times of need 

E d g e  H ow l o n g  d i d  the s h o ot i n g  take? 
DR 'We s h ot e i g ht scenes a day,  and  i t  
w a s  f i n i shed  i n  n i ne days . '  
E d g e  D o  y o u  see H o l l ywood gett i n g  
m o re i nv o l ved w i t h  software? 
DR 'Ye s ,  i t  makes sense for  pe o p l e  
d o i n g  feat u re f i l m s  o r  T V  to th i n k  
about  i nteract ive vers i o n s . ' 
E d g e  S o  who is Voyeur a i m e d  at? 
DR 'We wanted to make s o m eth i n g  for  
a l arger  a u d i ence  than j u st gamers .  
Voyeur i s  the f i rst step towa rds that. ' 

Voyeur is out  i n  the U S  i n  Octo b e r ,  
and  the U I <  i n  Dece m b e r .  If  i t  w o r k s  a s  
p r o m i sed , i t ' l l  be another  reason £ 
to start ta k i n g  C D- i  se r i o u s l y .  

Personnel 
Reed Hawke: Robert C u l p  

Margaret Hawke: Grace Zabriskie 

Jessica Hawke: Kat Sawyer 

Zack Hawke: M ichael  Corbett 

Chloe Hawke: Sherrie Rose 

Lara Hawke: Denise Loveday 

Masa: Bruce Locke 

Frank: Robert Fra n k  Telfer 

Chantal:  M u setta Vander 

Producer: David R iordan 

Producer: David Todd 

Reed's son, lack, is mad 
at his father. But is he 
mad enough for revenge? 

lack looks for a way to 
get back at his father. 
Sadly he seems to have 
been distracted. Could 
this be his father's 
doing? Time will tell . . .  
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I Beneath 
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A Steel S 

Inside the cyberworld of Beneath A Steel Sky. Robert Foster (left) has to collect a 
vital message from this computerised girl - it's not all work, work, work, y'know ••• 

Format:  PC/PC-CD ROM 

Amiga ASOOO 

Amiga A1200 1Mb 

Pu b l i sher :  Virgin 

Deve l o per :  Revolution 

Rel ease d ate : late October 

Size:  PC - 15 disks,  1 CD 

Amiga - 10 disks 

Origi n :  UK 

o l l ow i n g  t h e  s u r p r i se 
success of L ure Of The 

Temptress, Revo l ut i o n  
have spent t h e  l ast two 
years i n novat i n g  the i r  
new g raph i c  adve n t u r e ,  

Beneath A Steel Sky. 

It i nv o l ve s  a j o u rney of d i scovery 
for  o n e  R o b e rt F oste r .  S o l e  s u rv i v o r  of 
a h e l i c o pter c rash , the orphaned c h i l d  
i s  b r o u g h t  u p  the o u tcast i n h a b i tants 
of a desert reg i o n  c a l l e d  the gap 

( o utcasts they may be ,  but  they d ress 
we l l ) .  As an ad u l t ,  h e  i s  s o u g ht out  and 
captu red by sec u r i ty forces of nearby 
U n i o n  C ity , a n d  h i s  town s h i p  with  a l l  
i n h ab itants i s  destroye d .  

U po n  reac h i n g  the spraw l i n g 
metropo l i s ,  the sec u r ity craft goes  
hayw i re and  F oste r manages to s u rv i ve 
yet another  h e l i c o pter c rash , tak i n g  
refuge i n  t h e  s h a d ows . . .  

W h y  w a s  h e  capt u re d ?  W h y  d i d  
t h e y  ca l l h i m  Ove r m a n n ?  W h o  actu a l l y  
i s  h e ?  These a r e  j u st s o m e  of the 
q u e st i o n s  ra ised by the game,  and  
wh ich  the p l ayer  m u st answer  as he 

Many hours later, Foster finds himself 
on the base level of the city. This area 
is just for the most wealthy inhabitants 

BASS is the 

latest offering 

from 

Revolution's 

Virtual 

Theatre 

designers. lt 

took two 

years to 

develop, and 

Edge asks; 

does it have 

what it takes 

to be another 

Lure Of The 
Temptress? 



p r e s c r e e n i 
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Three shots of the underworld scene In Beneath A Steel Sky. The drawing on the left Is an original working sketch done by Dave Gibbons; the 
second is a colour screen prepared by graphic artist Les Pace, which was then scanned on Apple Mac and touched up to give the final image 

'Virtual 
Theatre is 
without 
doubt the 
best 
technology 
- it's 
better than 
Lucasfilm, 
it's better 
than 
anybody' 

Charles Cecll, 

MD of Revolution Software 

g u i des F oste r and  h i s  robot pa l  J oey 
down t h r o u g h  the i n c reas i n g l y  
prosperous  l eve l s  o f  t h e  c i ty .  

BA S S  conta i n s  7 5  m a i n  scree n s ,  
a l l  o f  w h i c h  were des i g ned  by Dave 
G i b b o n s - the art i st respo n s i b l e  for  
the stu n n i n g  W atc h m e n  g ra p h i c  nove l .  
H e  p repared l i ne d r aw i n g s  o f  the 
sce n e ry which were t h e n  pa i nted by 
Les Pac e ,  and scanned i nto an A p p l e  
M ac for  reto u c h i n g .  

Dave a l so d rew an i ntrod uctory 
c o m i c  book o u t l i n i n g  R o b e rt F oste r ' s  
bac k g r o u n d  and s u bseq uent  captu re.  
T h e  f ina l  i m age ,  s h ow i n g  the 
he l i c o pter h u rt l i n g  towards the c i ty ' s  
skyscrapers ,  i s  c o n t i n ued i n  a n  
a n i m ated i ntra  sequence i n  t h e  game.  

Revo l ut i o n  i s  
a s m a l l 

deve l opment  team based i n  H u l l .  
H ard l y  the S i l i c o n  V a l l ey o f  E u ro p e ,  
adm itted l y ,  but Revo l ut i o n ' s  M D  
C harles C e c i l  d i sagree s :  ' H u l l  h as a 
very we l l  respected u n i ve r s i ty i n  
c o m p uter s c i e n c e s ,  and a l s o  a c o u p l e  
of m i l e s  d o w n  t h e  road w e  h ave B r i t i s h  
Aerospace , w h o  are o n e  of the wo r l d  
l eaders i n  V i rt u a l  Rea l ity .  

' We are j o i n i ng forces to wr ite 
some art i f i c i a l  i n te l l i g e n c e  to put  i nto 
our games.  W h at we ' re p l a n n i n g  to d o  
i n  the future i s  put  i n  a rt i f i c i a l  
i nte l l i ge n ce whereby w e  s e t  the bas i c  
paramete rs and  t h e n  w e  l et the 

In the Bellevue area of the city, and Foster anxiously awaits surgery 
from mad Dr Burke. Here the good doctor mutilates a conscious patient 

c h a racte rs d e c i d e  what they' re g o i n g  
to d o  t h e m se l ves .  F u n d amenta l l y ,  
anyth i n g  c o u l d  happe n . '  

Beneath A Steel Sky c o n s i sts o f  s i x  
sect i o n s ,  each o f  w h i c h  conta i n s  m o re 
p u z z l e s  than the wh o l e  of L ure Of The 

Temptress. A n d  wh i l e  it has a j o key ,  
a l m ost Pyth o n e s q u e  fee l to i t ,  the p l ot 
i s  q u ite se r i o u s .  ' W e  spend a l o n g ,  l o n g  
t i m e ,  m a k i n g  s u re eve ryth i n g ' s  
l o g i ca l , '  C ec i l  e x p l a i n s .  ' A  l ot m o re 
w o r k  goes  i nto o u r  p u z z l e  c reat i o n  
t h a n  wou l d  g o  i nto L u casfi l m ' s .  

' W e  rea l l y  respect L u casfi l m ;  we 
th i n k  they' re very ,  ve ry g o o d .  B ut we 
a l so th i n k  that if y o u  wr ite a s l apst i c k  
g a m e ,  the p u z z l e s  d o n ' t req u i re a g reat 
deal of t h o u g ht .  You can j u m p  a r o u n d  
and rea l l y  put  te n u o u s  c o n nect i o n s  i n . '  

T h e  res u l t  o f  Revo l ut i o n ' s  l og i c a l  

Finally - you've made it  into the underworld control room. From here 
on you have power over the city's main underworld computers 

app roach to adventu res is the i r  V i rtua l  
T heatre e n g i n e ,  wh i c h  f i rst appeared 
in L 0 TT. V i rt u a l  T heatre gene rates a 
w o r l d  where each characte r y o u  meet 
e x i sts o ut s i d e  of the c u r rent l ocati o n  -
for  i n stance , y o u  can fo l l ow any 
c h a racter from one l ocat i o n  to 
another .  T h e  game also keeps trac k of 
a l l  the occ u r rences in d i ffe rent r o o m s  
and the changes  that t h e y  m i g ht cause 
to happen e l sewhe r e .  

C ec i l  i s  b u l l i s h  about V T ,  ' V i rt u a l  
T heatre i s  w ithout  any d o u bt the best 

Ill 
3 
.. 

110. 
"' 
N 

"' 
(0 

z 
0 
< 
(0 

3 
0" 
(0 

29 



Cl> 
D 

E 
Cl> 
> 
0 

z 

Cl> 
c 

N "' 
� .. 
E 

Ill � 

30 

p r e s c r e e n 

Scanned In 24bit colour on Apple Mac to give a 1,000x1,000 hlgil-res 
image, each screen looks stunning - here's the main city view 

'There's 
no reason 
why 
hundreds 
of people 
in 
California 
should 
know the 
future any 
better 
than ten 
people 
based in 
Yorkshire' 

Charles Cecll, 

MD of Revolution Software 

tech n o l o g y :  it is bette r than L u c asfi l m ;  
i t  i s  bette r than anybod y . '  

B ut e v e n  w i t h  the  i n n ovat i o n  o f  
V i rt u a l  Theatre , Beneath A Steel Sky 
sti l l  i s n ' t  a m i l l i o n  m i l e s  away from 
the stuff that was be i n g  d o n e  f i ve or  
s ix  years  ag o .  ' N o  i t ' s  n ot , '  C ec i l  
agrees.  ' W h at w e  have over o u r  
c o m pet i t i o n  i s  o u r  V i rt u a l  T h eatre 
wor l d ,  but  we are aware of the fact 
that t h i n g s  have n ' t rea l l y  changed  a l l  
that m u c h ,  a n d  w e  accept that tota l l y . '  

A C 0 - RQ M vers i o n  o f  BA S S  
i s  i n  t h e  w o r k s ,  wh i c h  w i l l  feat u re a n  
exte n d e d  i ntro a n d  a n i  m ated 
sequences .  T h e re ' l l  a l s o  be fu l l  speech 
t h r o u g h o ut as v o i ced by a han dfu l of  
R o y a l  S h akespeare C o m pany acto rs .  

Overa l l ,  C h a r l es C ec i l  v i ews 
C D- R O M  w ith  a cyn i c a l  eye : 'I th i n k  
i t ' s  g rotesq u e l y  u n d e r u t i l i sed , '  h e  
c l a i ms .  ' I  a l s o  th i n k  i t ' s  very 
m i s u n de rsto o d .  And n o body  k n ows 
what the r i g h t  answer i s :  S i e r r a  and  
L u casfi l m  have 300 peop l e  i n  the i r  
deve l o p m e n t  tea m s ;  but  there ' s  n o  
reason why h u n d reds  o f  peo p l e  i n  
C a l i fo r n i a  s h o u l d  have any bette r 
u n d e rstan d i n g of what the  future i s  

The main character, Robert Foster, swings for his life across a chasm 
between two buildings. Now, just kick In the window and he's safe 

than  ten pe o p l e  based i n  Y o r ksh i re . '  
H e ' s  a l s o  s i m i l ar l y  u n i m p ressed by 

fu l l - m o t i o n  v i d e o :  ' I ' m  very e x c ited by 
everybody th i n k i n g  that F M V  i s  the 
answe r ,  because I th i n k  they ' re tota l l y  
wro n g .  F M V  i s  l i ne a r ;  a n d  y o u ' re 
never g o i n g  to get p r o p e r  i nteract i o n .  

' I  th i n k  that by g o i n g  to F M V  
peo p l e  are m i s s i n g  the p o i nt tota l l y . '  

S o  with  BA S S  a l m o st i n  t h e  bag , 
what of the future? C ec i l  i nte n d s  to 
c o n t i n u e  refi n i n g the V i rt u a l  T heatre 
e n g i ne and a l s o  to e x p e r i ment  with  
art i f i c i a l  i nte l l i ge n c e .  B ut h e  is  
d u b i o u s  about  tak i n g  adventu res i nto 
3 0 :  ' I  d o n 't th i n k  that the  f i rstpe rson 
pe rspect ive i s  r i g ht .  I th i n k  y o u  can set  
atm os p h e re m u c h  better by l o o k i n g  at 
it from the th i rdperson  perspect i ve . '  

I n dee d ,  Revo l ut i o n  used t h e  t a l e nts 
of f i l m  stude nts and a n i mators to g i ve 
a c r i t i c a l  assessment of BA S S ' s  
g raph i c s .  A n d  y o u  can d o  the same 
when the game h its the s h o p s  £ towards the e n d  of October .  

Credits 
Designer/director: Charles Cec i l  

Author/musician: Dave C u m m i n s  

Programmer: Tony Warri ner 

Programmer: David Sykes 

Programmer: J ames Long 

Comic/scenic designer: 

Dave G i bbons 

Scenic artist: Les Pace 

Graphics/animation: 

Ste phen Oades 

Graphics/animation: 

Adam Tween 

G raphics; animation: 

Paul H u m p h reys 

Sound effects: Tony W i l l iams 

Producer: Dan M a rchant 

(Left) The Revolution 
crew: (top row from left); 
Steve Oades, Steve lnce, 
Dave Sykes, James Long; 
(Second row) Dave 
Gibbons, Adam Tween, 
Charles Cecil, Jeremy 
Sallls, Tony Warrlner; 
(bottom row from left) 
Paul Humphreys, Nolrln 
Casmody, Dave Cummlns 



p r e s c r e e n 1 

Revolution's Charles Cecil (left) and Beneath 
A Steel Sky's screen designer, Dave Gibbons 

rn ave G i b b o n s  got i nvo l ved with  the 
v i deogame b u s i ness in  a 
r o u n d a b o u t  way. Afte r the 

b r i l l i ant Watc h m e n  g raph i c  nove l 
appeare d ,  a m o v i e  was p r o posed 
a n d  Ocean S oftware p l an ned to 
make i t  i nto a v i deogame.  

T h e  O n e  magaz i ne d id  a p i ece on  
the  W atc h m e n  b o o k  and m o v i e ,  
s h owed the auth o r ,  A l an M oo r e ,  
the  d i recto r ,  T e r ry G i l l i a m ,  b u t  
d i d n ' t m e nt i o n  the g u y  w h o  d rew 
eve ry frame in the b o o k - Dave 
G i b b o n s .  

D ave c a l l e d  the magaz i ne a n d  
afte r m u c h  apo l og i s i n g  ( n ot t o  
m e nt i o n  a free A m i g a ) , he was 
i nt r o d u ced to many peop l e  in the 
i n d u stry ,  i n c l u d i n g C h a r l e s  C e c i l ,  
t h e n  w o r k i n g  with  Acti v i s i o n .  

' H e  was i nterested i n  u s i n g  m y  
s k i l l s for  a c o m p uter gam e , '  says 
Dave, 'and la and beh o l d ,  seve r a l  
y e a r s  l ate r ,  h e  c a l l ed m e  i n  to h e l p  
w i t h  t h e  d e s i g n  of a g a me . '  

The making of 
Beneath A Steel Sky 
Fans of 2000AD o r  the Watchmen comic wi l l  

recogn ise the scenic artwork i n  Beneath A Steel Sky 
straight away: the man behind  a l l  of it is  ace artist 

Dave Gibbons. Edge tal ked to h i m  about h is  work 

T h i s  m i g ht seem a d rast i c  
departure f r o m  the wo r l d  of s u p e r h e roes 

a n d  v i l l a i n s ,  but  Dave d i sagrees :  ' M any 
of the s k i l l s in  c o m i c  des i g n  are 
a p p l i c a b l e  to c o m p uter games and 

i nteract ive  software.  C o m i cs i n  
many ways are l i ke sto ryboard s ;  
c o m i c  b o o k  sto r i e s  te n d  to b e  
l i near  n a r rative i n  t h e  s a m e  way 

that a l ot of c o m puter games 
are . '  
S o ,  over  t h e  pe r i o d  o f  a year ,  

Dave d e s i g ned s o m e  7 5  scenes for  
BA S S. He'd  d i sc u s s  spec i f i c  
screens with  C ec i l  a n d  the i n - h o use 
d e s i g n e r s ,  take n otes a n d  d o  r o u g h  
s ketches t h e r e  a n d  t h e n .  

' If I w a s  rea l l y  c o o k i n g  I c o u l d ,  
a s  penc i l  d rawi n g s ,  maybe des i g n  

e i g ht screens i n  a d ay , '  Dave 
e n t h u ses .  ' A l t h o u g h ,  as in anyth i n g ,  

y o u  c o m e  across c e rta i n  screens 
where y o u  can spend two d ays j u st 

try i n g  to f i x  th e m .  A n d ,  as with  any 
l o n g -te r m  e n deavo u r ,  by the t ime y o u  

get to the e n d  of i t  y o u  
rea l i se that t h i n g s  ea r l i e r  o n  
c o u l d  be m a d e  bette r ,  so  y o u  
g o  back a n d  rev i se those . '  

As  we l l  a s  the 
scenery ,  Dave a lso d rew 
an e i g ht-page c o m i c  
str i p  that acts as the 
i nt r o d u ctory man u a l .  
T h i s  was so  successfu l 
that Revo l ut i o n  are 
p l an n i n g to 
i n c l ude _.:r,-: ( 
a n i m ated --- \ 
c o m i c st r i p 
sty l e  sequences  i n  the C D 
R O M  vers i o n .  T h i s  has 
fo u n d  fav o u r  with  at l east 
one perso n :  ' W e ' re e n d i n g  
u p  w i t h  t h i n g s  that h ave a 
l ot of the v i rtues  of 
m o v i e s ,  g a m e s ,  and of 
c o m i cs ' ,  Dave c l a i m s .  
' A n d  I wou l d  rather  s e e  a persona l  v i s i o n  o n  
screen t h a n  f i l m ed l i ve-act i o n .  I have a n  
i d e a  that w i t h  C D  tech n o l ogy there are 
g o i n g  to be a l ot of l i tt l e - k n ow n  actors  
p h otographed and appear i n g  o n  our  scree n s .  
I th i n k  i f  y o u  h ave a g raph i c  
art i st i nv o l ve d ,  y o u  get 
so meth i n g  even bette r than 
rea l ity. ' 

F o r  the tech n i ca l l y  , _ --� � 

m i nded , Dave w o r k s  o n  k'v 0 -: :• ·:·-· �t ' � 
B r i st o l  B oard , a spec i a l  �ih · "1;-'j� "'), 
type of card ; he · _ � ·· 9 - , :'j,p.;l, 
s ketc h es f i rst w i�h a �->·. ' · ---�- ;: ;Jt��� 
mechan 1 c a l  pen c 1 l ,  and ;"' · ;: . _ . ,_. y;;;t· 
then  i n ks i n  with  a d i p  ' .  · :  · : ·  - �  \7 
pen and a g o o d  q u a l ity 
wate rco l o u r  b r u s h . He _ _  ' •  
uses markers  for  l arge - · �-- • :' · i !  
areas,  a n d  a Rotr i n g  pen • •?'. : ; 
to do the l ette r i n g .  ··: ,,_ 

' T h e  beauty of c o m i c s  • -�\ 
i s  that a l l  the too l s  are :�. f�\· 
s i m p l e  and cheap.  A n d  as �- U 
th i n g s  deve l o p ,  t h i s  is _ ..., 
g o i n g  to be the j o y  of j;, c o m puter art as we l l .  -� 
i t ' s  g o i n g  to be very P�� 

Two of the original sketches from the Introductory manual for Beneath A Steel Sky. The cutout 
figures above are Foster (above left), a Gap dweller (above right), and a security trooper (right) 

easy and ve ry £ � 
cheap to d o . '  
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Dungeon Master 1 1 : Dungeon 
Master 11 has 

been ove r 

two years i n  

deve lopm ent. 

So why i s  th is  

th e most 

eage rly

awaited 

seq u e l  eve r?  

Edge we nt to 

Cal iforn ia  to 

fi n d  out 

'We made 
a decision 
to just 
forget 
about 
things like 
graphics 
and CDs • • •  

and focus 
on the key 
issues' 

Wayne Holder, President, FT L  

Sl<u l l keep 

Format: PC/Amiga 

Mega CD 

P u b l isher :  Interplay 

Deve l o per :  FTL 

Release date : Jan-Mar '94 

O rigi n :  US Cl i d de n  away i n  the 
h i l l s ,  j u st off the M i ra 
M esa freeway i n  S a n  
D i e g o ,  southern  
C a l i fo r n i a ,  i s  FTL 
G a m e s ,  a c o m pany 

that d e l i vers  s o m e  deep , deep games.  
Back in  1987 they g ave the l 6 b it 

m a r ket a m u c h -needed j u m pstart with  
two games for  the Ata r i  S T - Oids a n d  
Dungeon Master. A n d  for  the l ast two 
years they've been batt l i n g away with  
the l o n g -awa ited fo l l ow-up to Dungeon 

Master, Dungeon Master I!: 

Skullkeep, p re v i ewed in E d g e  o n e .  
E d g e  v i s ited S oftware H eave n t o  

s e e  the n e w  game i n  p r o g ress . . .  

Before entering the castle - your main objective - you have to find the 
secret entrance in the forest. In the fog. At night. Amidst scary trees . . .  

' W e ' d  a l ways had a proper seq u e l  to 
Dungeon Master in the p i pe l i n e , '  n otes 
Wayn e  H o ld e r ,  pres ident  of F T L ,  
' b ut w e  started worked p r o pe r l y  o n  the 
Skull keep p r oj ect about  two years ag o .  

' W e  made a d ec i s i o n  e a r l y  o n  t o  
j u st to forget about  t h i n g s  l i ke 
g ra p h i c s  and  C D s and  that stuff that 
everyone e l se is chas i n g ,  a n d  j u st focus  
o n  the key i ssues - the s i m u l at i o n  



Olds on the ST (top) 
was nL's other instant 
classic launched at the 
same time as Dungeon 
Master (above) in '88 

aspects , bas i ca l l y .  So we started 
e n g i ne e r i n g  Skull keep with a broad 
base in  m i n d - we d i d n 't want the 
game to be j u st for  the P C .  E ve ryone  
see m s  to be d o i n g  that . ' 

I t ' s  i nterest i n g  to n ote that 
Skullkeep is be i n g  d e s i g n e d  as the f i rst 
of th ree p r o d u cts.  The sec o n d  g a m e ,  
with  a wo r k i n g  t i t l e  of True Identity, i s  
a t  t h e  advanced prototype stage ,  wh i l e 
the th i rd g a m e ,  Secret of the Void, i s  
m o re c o n ceptua l  than a n yth i n g .  

' We ' re try i n g  t o  n ot s p e n d  so  m u c h  
t i m e p r od u c i n g  a sce n a r i o ,  but  focus  
o n  b u i l d i n g l i tt l e  ent it ies .  For  exam p l e  
i n  o u r  syste m i n  Skullkeep, a c reat u re 
is a wh o l e  c o l l e ct i o n  of d ata w h i c h  i s  
h a n d l e d  t h r o u g h  a s o rt of i nte l l i gent  
sc r i pt i n g  prog ram where they a l l  run 
the i r  own se l f-conta i ne d  l i tt l e  
p r o g rams ' ,  Wayne says.  

As  reported in Edge o n e ,  Skullkeep 

d i ffe rs from the m aj o r ity of R P G s  by 
i n c l u d i n g  a c o m p l e x  i nte l l i gence  
syste m for  the c h aracte rs a n d  m o n sters 
in the game. T o  i l l ust rate t h i s ,  th ree 
q u a rters of the d ata is game c o d e ,  a n d  
o n l y  a q u a rte r i s  g ra p h i c s .  T h e  m o re 
u s u a l  e q u at i o n  wou l d  be the reve rse.  

B u t  why has i t  taken th i s  l o n g  for  a 
seq u e l  to a r r i ve ?  Wayne e x p l a i n s ,  ' W e  
s p e n t  the best part of th ree years 
convert i n g  the games over onto the 
var i o u s  c o m p ute r f o r m ats , part i c u l ar l y  
i n  J apan , i n c l u d i n g  t h e  P C  9 8 0 1 ,  F M  
Towns a n d  S h arp  X 6 8 0 0 0 .  I ' m  afra i d  
I k n o w  m o re about  J apanese 
c o m p uters than I ' d  rea l l y  l i ke to . '  

A n d  c o n s o l es ?  ' T h e  S N E  S vers i o n  
was h a n d l e d  b y  J V C  i n  J apan , '  Wayne 
e x p l a i n s ,  ' i t  took  an ete r n ity to appear 
in  the S tates .  The  D S  P c h i p  in  the 
S u per  Fam i c o m  game became a p o i nt 
of c o ntent i o n .  As for  the P C  E n g i ne 
C D  vers i o n ,  that was tac k l e d  by P h i l i p  
M it c h e l l  i n  A u st ra l i a .  Q u ite how h e  
m a n a g e d  to get the game r u n n i n g  i n  

The setting of  Skullkeep differs from Dungeon Master and Chaos with 
its a mixture of traditional D&D fantasy and old-world technology 

p r e s c r e e n i 

nL's San Diego headquarters 
basking in the sinking Californian 
sunshine. A good place to work 

the 2 5 6 1< R A M  b u ffe r I ' l l  never k n ow. 
W e  tr ied to c o n v i nce J V C  in J apan 
that i t  c o u l d n 't be d o n e ,  but  th i s  guy 
d id  i t ,  a n d  i t  w o r k s  rea l l y  we l l .  I ' m  
s u re y o u  remember  how we c o u l d n ' t 
even get the o r i g i n a l  A m i g a  game i nto 
the mach i n e ' s  5 1 2 1< base m e m o ry - it  
needed a h a l f  meg u p g rade . '  

S i n ce the p rescreen i n  E d g e  o n e ,  
Skullkeep has b e e n  d e l ayed u nt i l the 
f i rst q u arte r of 1 9 9 4 .  So,  i t  looks l i ke 
J V C ' s M eg a  C D  vers i o n  m i g ht be f i rst. 

Stay in t o u c h  with E d g e  for  £ 
news on th i s  l o n g-awa ited t i t l e .  

Credits 
Producer: Wayne Holder  

Chief engineer: Doug Be l l  

G raphics: Andy J a ros 

Monster design: B i l l  Ke l ly 

G raphic tools: Ki rk Baker  

Dungeon design: B u rt  H u ntsi nger 

From the left: Doug Bell, 
Wayne Holder, Kirk Baker, 
Bill Kelly, Bert Huntsinger 
and Andy Jaros . . .  

Players of the original games will be able to delve straight into 
Skullkeep. And don't those weapons look better in 256 colours? 
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Uke Sllpheed, Chaos Contrors visuals were designed with 3D models 
and then rendered on Silicon Graphics hardware (PC C�ROM shot) 

An OG guard complete with 
heavy assault rifle, 
protective vest and 
targeting link • • •  

trol  
Format: CD-ijPC CD-ROM 

3DO/Mega CD 

Pu b l isher :  lnfogrames 

Deve l o per :  I n-house 

Release date : April '94 

/TBA/TBA/TBA 

Size :  1 CD 

Origi n :  France 

C 
haos Control - never 
heard of it? T h e n  
p repare y o u rse l f .  A 
beh i n d  the scenes 
showi n g  of th i s  game 
was at the recent 

E C T S .  A n d  o bservers were l eft r u b b i n g  
the i r  eyes i n  amazement.  

Chaos Control looks i n c red i b l y  
i m p ress ive ,  a n d  t h e  d e m o  i s  fu l l  of 
w i l d  'camera'  ang l e s  with fast and 
s m o oth swee p i n g  movements .  It's o n e  
game fu l l  of beaut ifu l g ra p h i c s  that 
rea l l y  d oes l o o k  exc it i n g .  

F o r  o nce t h e  m a i n  c h aracte r i s  
fe m a l e ,  and she  stars i n  a s h o o t  ' e m  u p  
i n  a s i m i l a r  ve i n  to S ilpheed. 

A l l  the g ra p h i cs were rendered o n  
S i l i c o n  G ra p h i c s  wor kstat i o n s ,  with 
the fu l l  c o l o u r  C D- i  vers i o n  u s i n g  

Chaos Control 
i s  a s hoot 'em 

up that's 

bou n d  to tu rn 

h eads.  D u e  

fi rst on  C D - i ,  

it' l l  a l s o  b e  

appeari ng on  

PC,  3 DO and 

M ega C D. 

Edge repo rts 

The beautifully rendered futuristic landing bay In Chaos Control, 
complete with armoured baggage carts, and those wheely step things 



p r e s c r e e n 

A cursory glance into 
the docking bay reveals 
some beautifully 
rendered ships 

Impressive scen ... tting stuff like this is expected to make Chaos 
Control more involving than the average space shoot 'em up . . .  

'We didn't 
want the 
same old 
3D Studio 
look - it's 
always the 
same. 
That's why 
we chose 
Silicon 
Graphics' 

Bruno Bonnel, 

chairman, lnfogrames 

i m ages at 3 0fps ,  fu l l -mot i o n  v i d e o  i n  
2 4 b i t  c o l o u r .  O f  c o u rse ,  for  the P C  
these w i  1 1  b e  cut down t O  2 5 6  c o l o u rs 
and  a frame rate of between l 6 -2 0fps,  
depen d i n g o n  the C D  d r i ve speed . '  

A l l  the g ra p h i c s  for  Chaos Contro l  

w e r e  s e t  out  by Fra n k  Drev o n ,  t h e  
i n- h o use art ist ,  who w o r k e d  out  i n  t h e  
States wfth the prog rammers  at 
I nfogrames '  U S  d i v i s i o n ,  ! • mot i o n .  

B runo B o n n e l ,  I nfogrames'  c h a i rman , 
spoke to Edge about the m a k i n g  of 
Chaos Control . . .  

Spectacular winding tunnel sections 
involve dodging fleets of robots (PC) 

The CD-f version Is by a long, long way the most stunning, and most 
complete version. The MPEG Digital Video cartridge does the trick . . .  

B B  ' W e ' ve d id  the game in  
co l l aborat i o n  with  a B r usse l s-based 
c o m p uter i m ag i n g  c o m pany ca l l ed 
L itt l e  B ig One.  F ra n k  D revon d id a l l 
the des i g n  work  and  made the mode l s ,  
wh i l e  t h e  peo p l e  a t  L B O  d i d  a l l the 
c a l c u l at i o n s .  The  g raph i cs took  2-4 
m o nths  to render  o n  two S i  I i con  
G raph i cs m ac h i nes . ' 
E d g e  W h at was the reason for  
c h o os i n g  S i l i c o n  G raph i cs? 
BB ' W e  d i d n 't want the same o ld  30 
Studio l o o k - it 's  a l ways the same.  
T h e  same l i g h t  effect, the same touch 
a n d  the same meta l l i c atm o s p h e re .  
That 's  w h y  w e  c h ose S i l i c o n  G raph i c s . '  
E d g e  The g a m e  l o o k s  g reat, but  wo u l d  
y o u  say i t ' s  a n  o r i g i n a l  c o ncept? 
BB ' W e ' re not c l a i m i n g it 's  o r i g i na l , 
but  we are c l a i m i n g that i t ' s  the 
u n i q u e  v i s i o n  of its artist F ran k .  

' H e ' s  effect i ve l y  showi n g  t h e  w o r l d  
t h e  i ns i d e  of h i s  m i n d ,  r i g h t  d o w n  t o  
the utte r l y  b i zarre f l y i n g - i n s i de-the
c o m p uter sect i o n s . '  

With g ra p h i c s  
p u l l e d  off 

the C D  ' o n  the f l y '  l i ke i n  Chaos 

Contro l - no-one  e x pects a h u g e l y  
i nteract ive g a m e ,  j u st a sty � i sh  s h o ot 
' e m  up with  g reat v i s u a l s .  

A n d  w i t h  g raph i c  v i s u a l  d es i g n  as 
st r o n g  as th i s ,  we ' re p repared to 
fo r g i ve the very s i m p l i st i c  shoot ' e m  
u p  gamep l ay - we l l  for  a l i tt l e  £ 
wh i l e ,  at l east. 

Credits 
Producer: Bru no Bonnel  

Graphic artist: Fran k  Drevon 

Programmers: I •  Motion 

SGI rendering: Little Big One 

Drevon's artwork is 
based on Japanese anime 
- things like Macross and 
Detonator Orgun 

Flying past the statue 
of Uberty is a spectacle 
you won't forget (PC) 

Jessica, one of the 
game's many stylishly 
created battlesuit-c:lad 
characters 
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The Zork saga 

conti n ues. But 

now it's got 

FMV graph ics 

and raytraced 

artwork. Edge 

takes a look 

Retu rn 
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All the m..cters In 
Retum To ZMff 
played by IICtora. They 
·- ftlmed aplnst 
blu- under the 
correct II.,.UIIC 
_...._ for the 
In wNcll they ......., In 
the ....... In tobll, over 
U hours of ftlm w .. 
8hot; -nd 80 minutes 
of tills .......,. In the 
1111111 ...... 

Format:  PC/PC-CD 

Mega CD ( planned) 

P u b l i sher :  Activision 

Deve l o per :  lnfocom 

Release d ate : 10/93 

Size :  12 Disks/CD-ROM 

O rigi n :  US 

he f i rst Z ork game 
appeared in  the ear l y  
e i g h t i e s  a s  a text-o n l y  
adve nture ,  a n d  a t  the 
t i m e i t  offe red an 
u n para l l e l ed b l e n d  of 

re l at i ve l y  so p h i st i cated p u z z l e s ,  a 
deta i l e d  gamewo r l d  and  a sense of 
h u m o u r .  Return to Zork is the l atest i n  
the s e r i e s ,  a n d  i s  be i n g  to uted - m a i n l y  
b y  p u b l i shers  Act i v i s i o n - a s  the 
c l osest a game has come yet to 
c i n e m a-q u a l ity p r o d u ct i o n .  

Centra l  to th i s  c l a i m  a r e  t h e  twe nty 
o r  so p r ofess i o n a l  actors  who p l ay 
characte rs i n  the g a m e .  They i n c l u d e  

The Old Mill (below) sits next to the river. 
There's nothing to discover outside, so 
go through the door to meet Boos Myller, 
the aptly-named (if misspelled) miller 

Inside the lighthouse is the keeper, 
a confused old fool who talks 
endlessly about nothing very useful 

Move the mouse pointer over the 
ll.....,..se end 1111 arrow appears. 
Click on lt to go to the ll.....,..se 

Jason H e rvey ( W ade from The 
W o n d e r  Years)  and  Sa m J o nes ( F l ash 
from F l ash  G o rd o n ) .  The actors were 
f i l m ed b l uescreen and then m atted i n  
over the 3 D  raytraced bac k g r o u n d s .  

I n  the C D - R O M  ve rs i o n ,  d u e  out  i n  
N ove m b e r ,  a l l t h e  cha racters a l s o  
m o v e  i n  fu l l -m ot i o n  v i deo and th e i r  
speec h ,  over l O O  m i n utes o f  i t ,  i s  fu l l y 
l i p-sy nced . The  1 2  d i s k  f l oppy vers i o n  
suffers a l i tt l e  i n  c o m p a r i s o n - there ' s  

Boos (below) i s  a n  old soak 
who tries to get you drunk. 
Go around the back of the 
mill (right) and you'll find a 
car and some keys 

Go around the back of the 
lighthouse and you'll find these 
vines and some planks of wood 

Chop the vines and use them to tie 
the planks together. Now you've 
got a raft to ride downstream 



p re s c re e n 1 

Some of the frames In the 
CD version took as long as 
eight hours to render 

The difference in quality of the graphics between the CD version (above) and the 12 
disk floppy version (right) is clear to -· The CD version also runs In full-motion video 

All the speech in CD 
Retum To Zorf( is fully 
lljHynced. And what lips! 

no fu l l -m o t i o n  v i d e o  v i d e o  and  the 
g rap h i cs are n ' t u p  the same h i g h  
standard a s  t h e  C D  vers i o n ,  b u t  a l l the 
speech and a l l  the gam e p l ay i s  there.  

The  story beh i n d  the game i s  q u ite 
u n u s u a l : y o u r  c h a racte r has won a 
fou rday h o l i d ay to the V a l l e y  of 
S parrows,  and y o u  are g i ven a camera,  
a tape rec o r d e r  and  a te l e o r b - a 
c rystal ba l l t h r o u g h  w h i c h  an o l d  
w i zard offe rs y o u  ad v i c e .  T h e re are 
over 180 l ocat i o n s  ove ra l l ,  with  
around 5 0  p u z z l e s  to be s o l ve d .  

C o n t r o l  of t h e  g a m e  i s  by m o u s e ,  
a l t h o u g h  not u s i n g  Monkey Island

sty l e  p u l l d own m e n u s  or a Dungeon 

Master-sty l e  c o n t r o l  pane l .  As the 
m o u se is m oved about the screen 
d i fferent icons p o p  up.  You can ca l l up 
banks of icons with c o m m a n d s  s u c h  as 
p ick up,  throw,  speak , p u l l ,  and  so o n .  

S ad l y ,  i t ' s  n o t  q u ite the 
' revo l ut i o nary i nte rfac e '  that 
Act i v i s i o n  p r o m i se s ,  and  i t ' s  certa i n l y  
nowhere near an i nte ract ive m o v i e .  

M u ch of the gamep l ay i s  fai r l y  
l i near a n d  there d o e s n ' t  seem to b e  a 

There's nothing much to do on this 
stretch of river. Just sail on and 
something Interesting will turn up 

Steer your raft towards the 
collapsed bridge and you'll be able 
to land. Now make for the town 

l ot of scope beyo n d  d o i n g  t h i n g s  the 
r i g h t  way (and m o v i n g  o n  to the next 
p u z z l e ) ,  d o i n g  them the wrong way 
( an d  dy i n g )  o r  s i tt i n g  sta r i n g  at y o u r  
s c r e e n  w i t h o u t  a c l u e what to d o  next.  

Acti v i s i o n  a l ready have a f o l l owup 
p l an n e d - another  o ld  I nfocom 
adve n t u r e ,  Planetfa/1 - which w i l l  use 
the same tech n i q ues as Return to Zork. 

A n d  everyone  is eag e r l y  awa i t i n g  
the M eg a  C D  vers i o n  of R TZ, st i l l  i n  
deve l o p ment and  not d u e  u nt i l £ 
m i d-J u n e  next year. 

Credits 
Production designer: Joe Aspe rin 

Director: Pete r Sprague 

Writer: M i c h e l l e  Em 

Photography: Glenn Wi nter 

Music: N athan Wang 

Music: Teri Mason 

Special effects: Wi l l i am Vol k  

Producer: Eddie Dombrower 

Executive producer: Dave Mangone 

Heading into the deserted town, 
there are four buildings to choose 
from. First on the left Is . . .  

The WHch ltllll l'lll
her unnecMNrily � 
wand above her lleM 

. . .  The Town 111111. Go IMide to 
meet the Mayor and bruu up on 
local history In the .-chlvM 
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Vi rtu a 

p r e s c r e e n 1 
The recent s h owing of Virtua Racing o n  

t h e  M ega D rive at t h e  JAM MA s h ow i n  

J apan , ra i sed  a few eyeb rows . . .  Co u l d  

Sega have the gam e  of the year?  
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ac 1 n  

The main viewpoints from 
the game. All four 
panning views will be 
incorporated Into the 
finished game, although 
how they'll be selected 
isn't clear at this stage 

Format:  Mega Drive 

Pu b l i s her :  Sega 

Deve l o per :  In-house 

Release date : TBA 

Size :  16 M bits 

O rigi n :  Japan 

S 
e g a  has a h i story of 
g reat d r i v i n g  g a m e s ,  
with Virtua Racing 

w i n n i n g  the hearts 
( a n d  c o i ns )  of p l ayers 
everywhere .  

A n d  at  the recent  A m usement M ac h i ne 
S h ow i n  J apan , E d g e  got the f i rst 
p u b l i c l o o k  at the M e ga D r i ve vers i o n .  

I n c l u d i n g t h e  m u c h-touted S e g a  
O S  P r u n n i n g  a t  a reputed 2 6 M  H z ,  M 0 
Virtua Racing is very i m p ress ive ,  and 

e m u l ates the c o i n-op far m o re c l ose l y  
t h a n  expected . T h e  g ra p h i c s  a r e  s o  
good , i n  fact , that t h e  O S  P i s  
becom i n g  s o u g h t  afte r by deve l o pers .  

After a l l ,  who wou l d  e x pect a $ 1 0 -
15 D S P  to d r i ve p o l yg o n s  th i s  deta i l e d  
a t  o v e r  1 5  frames per  sec o n d ?  

The cockpit view boasts a higher frame rate due t o  the slightly smaller 
road display. And, no, there's been nothing like it for sheer speed . . .  

lt's good to see the programmers have managed to get the wheels 
resembling wheels Instead of black squares, as they originally started 
out looking In Sega's early Vlrtua Racing development shots 

S e g a ' s  M od e l  1 board - the t h i n g  
that d r i ves t h e  c o i n - o p ' s  g ra p h i c s 
conta i n s  a V 6 0  p rocesso r ,  f ive O S  P s  
e a c h  d e l i ve r i n g  an i n cred i b l e  1 2 M f l o ps 
( f l o at i n g  p o i nt operat i o n s  per  sec o n d ) ,  
1 6 · 7  m i l l i o n  c o l o u rs ,  a 498x384 
reso l ut i o n ,  and s h i fts approx i m ate l y  
1 8 0 , 0 0 0  p o l yg o n s  per  seco n d .  

A n d  i t  never d r o p s  be l ow a 
j aw-d ro p p i n g l y  fast 3 0  frames £ 
per sec o n d .  E v e r .  

A JAMMA show attendee plays the Vlrtua 
Formula coin-op - VR's faster sequel 
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The game 

that's seen 

more vers ions 

and u pdates 

than Barry 

Norman has 

seen fi l m s  i s  

back yet aga in ,  

th is  time with 

fou r  a l l -new 

characters. 

Edge checks 

out the new 

moves . . .  

Four brancklew characters have been added along with their own special moves, the specials of the Oltlllnal 
contestants have been updated, and both background graphics and sound are Improved, but Sflpel'lacks speed 

Format:  Arcade 

P u b l i s her:  Capcom 

Developer:  I n-house 

Release date : October 

Size :  Not available 

O rigi n :  Japan 

es,  another u pdate of 
the most popu l ar 
arcade game of a l l  
t ime .  There are fou r  
new characters, each 
with h i s  o r  her  own 

background .  Cam my, the E n g l i sh  
representati ve, i s  sma l l  but very ag i l e :  
some desc r i be h e r  a s  the fema le  G u i l e ,  
b u t  w e  th i n k  s h e ' s  far better .  M oves 
i n c l ude the dead l y  ' C annon  S p i k e ' ,  a 
vert ica l  r i s i n g  attac k ,  and the ' S p i ra l  
A rrow' wh ich  i s  s i m i lar  to ,  but m o re 
pote nt than , Dha l s i m ' s  ' S pear Attac k ' .  
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lntrodudng. . . Thundtw Hawk from Mexico, Cammy representing England, Fel Long of Hong Kong and Dee Jay from the Island of Jamaica. 

Ken's 
' Dragon 
Pu nch ' 
wi l l  now 
scald his 
opponent, 
and Ryu 's 
fireball is 
bigger and 
faster . . .  

N ext i s  Thunder  H awk from M e x i c o ,  
one of t h e  most d i ff i c u l t  a n d  yet most 
sat i sfy i n g  characters to m aster .  
T- H awk wou l d  l ove to c l out you over 
the head with the 'Tomahawk B uste r '  
o r  d ive at  you with  h i s  ' C o ndor  D i ve ' .  
T h e  ' M e x i can Typhoon ' ,  h i s  other 
spec i a l  move , i s  very hard to execute. 

J amaica i s  the home of Dee J ay ,  a 
l arge , g r i n-wear ing  k i c k  boxer .  H i s 
spec ia l  m oves i n c l ude the ' A i r  S l asher '  
and a dead ly  ' M ac h i ne Gun U ppercut ' .  
H e ' s  fast b u t  l i m ited.  Last l y ,  Fe i  Long 
of H ong Kong i s  one bad mother  -
fast , stron g ,  ag i l e ,  and genera l l y  very 
tou g h .  H i s amaz i n g  ' S h i e n  Kyaku '  wi l l  
burn  m ost opponents,  and the ' Rekka 
Ken ' i s  a very  destructive punch .  

A l l  the  o l de r  characte rs have been 
g i ven  a face- I i ft ,  too , as have the 
bac k g rounds .  T he i r  m oves have a lso 
been p l ayed with : Ken ' s  ' D rag on 
Punch '  w i l l  now sca l d  h i s  opponents 
and Ryu ' s  fi reba l l  i s  b i gger  and faste r ,  
wh i l e  C h u n  L i  h a s  l ost her  ' S p i n n i n g  
B i rd K i c k ' ,  f o r  exam p l e .  

O n  top o f  a l l  that, there i s  a 
'Tou rnament Batt le  M ode '  for up to 
e i g ht p l ayers ,  and the tunes have a l l  
been beefed up somewhat, on  top of 
wh ich  it p lays in 'Q Sound ' .  

S ad l y ,  there has been a drop i n  
speed . I t ' s  a s  fast a s  Champion Edition · 

but not near l y  as fast as Turbo. S u re ,  
i t  l ooks  g reat a n d  p l ays better ,  £ 
but where is Street Fighter 3? 

One of the new kids on 
the block, the sizeable 
Thunder Hawk, takes a 
bit of a kicking at the 
hands of another new 
entrant, Fel Long. 

Spunky English lass 
Cammy (left) shows off 
her 'Spiral Arrow', a 
gravity-defying move 
similar to Dhalslm's 
'Spear Attack'. 
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Looks like fat boy 
E Honda's doing a spot 
of moonlighting. 
Above right - great 
backdrops, sure, but 
let's hope it plays well 

E lfman ia 
Format: Amiga 
Publ isher :  Renegade 
Deve loper:  Terramarque 
Release date : TBA 

Size: TBA 
Origi n :  Finland 

11 ver  w o n d e re d  what happened 
to that top C 6 4  p r o g r a m m e r  
Stavros Fasoulas? W e l l ,  i t  

appears h e ' s  now i nv o l ve d  with  a team 
of f i n n i s h  coders ,  Terramarq u e ,  who 
h ave been work i n g  hard creat i n g  the 
m o st tech n i ca l l y-o utsta n d i n g  act i o n  
g a m e  ever p r o d uced o n  t h e  A m i g a .  

A n d  apart from the o b v i o u s  S F  I! 

c o n nect i o n ,  o h ,  a n d  the s i l l y ,  s i l l y 
n a m e ,  Elfmania l o o k s  p retty g o o d ,  
w i t h  very s m o oth s p r ites and  exce l l e n t  
3 D  scro l l i n g .  £ I m p ress i ve stuff for  an A 5 0 0 .  · 

MegaRace 

On the Mega CD there's 
notably less colour and 
detail, but still more 
then in previous M-(:D 
releases. Not hard eh? 

Format: 3DO/PC-CD/Mega CD 
Publ isher :  M indscape 
Developer:  Cryo I nteractive 
Release d ate : 02/94 
Size: 1 CD 

Origi n :  France m fte r p rod u c i n g  I<G B, 

Conspiracy and Dune I and I! 

for V i rg i n ,  C ryo I nteract i ve 
the ta l e nted F r e n c h  deve l o p ment h o u se 
- are l e n d i n g  the i r  h a n d  to C D -on l y  
games .  O n e  of t h e  best i s  Mega Race, a 
futu r i st i c  rac i n g  game p u s h i n g  bac k 
the b o u n d ar i e s  of 3 D  r e n d e re d  
g raph i c s .  S et i n  the f u t u r e ,  the game i s  

Mega Man X 
Fo rmat: Super Nintendo 

P u b l i sher:  Capcom 
Deve loper:  I n-house 
Release d ate : December 

Size:  12 Mbits 
Origi n :  Japan 

apc o m ' s  e p o n y m o u s  hero was 
s h own off in f i n e  1 6 b i t  form at 
the recent S h o sh i n ka i  show i n  

J ap a n ,  a l o n g  with  Rockman 6 ,  the 
l atest vers i o n  for  the Sbit Fam i co m ,  
and  Rockman Soccer, a n e w  s i de-v i ew 
s p o rts game for  the S F C ,  featu r i n g  the 
d i m i n ut ive  cha racters from the s e r i e s .  

S o m e h ow,  t h o u g h ,  the S F C  vers i o n  
of Rockman X l o o ke d  b l an d ,  poss i b l y  
be i n g  overshad owed b y  t h e  w o n d e rfu l 
A laddin, a game be i n g  worked on by 
the top Capcom team beh i n d  £ Mickey 's Magica l Quest, i n  fact. 

based o n  a c o n cept ca l l ed V i rt u a l  
W o r l d  T V - i t  featu res head-to head 
d r i v i n g  c o m bat o n  a s e l e ct i o n  of 
v i rt u a l  racetrac ks .  

A c h o ice  of cars and  wea p o n s  are  
avai l a b l e ,  and  there are m o re than 30 
m i n utes of v i d e o  and  exce l l e nt 
d i g i t i sed a n i m at i o n s ,  p l u s 2 D  
m o rp h i n g  tec h n i q ues .  

E x pected f i rst for  the P C ,  
Mega Race, l i ke many new C D - R O M  
games uses g ra p h i c s  steamed off the 
C D  'on the f l y ' .  And even o n  the 
1 5 0 K p/s M eg a  C D ,  the g raph i cs are 
fai r l y  s m ooth . L o o k  out  for  a £ fu l l  report next m o n t h .  

One section sees Mega 
Man rolling along a mine 
railway (left). 
Underwater baddies 
pose a few problems 
for him too (above) 

MegaRace on 3DO uses 
32,000 colours and the 
frame rate - well, of 
course it's a lot faster. 
And (below left) more 
in-game graphics from 
the 300 version. just 
look at that stunning 
car you'll be driving . . .  



PRIVATEER (PC) 
Now Avai lable 

Recommended on an lntel 486TM DX2 PC 

FLIGHT SIM 5 (PC) 
Now Avai lable 

DA V OF THE TENTACLE 
(PC•CD ROM) 
Now Avai lable 

STARLORD (PC) 
October Release 

J U RASSIC PARK 
(SNES•G B•N ES•AG•PC) 

October Release 

ALIEN BREED (PC•AG) 
Now Available 

nOW Open at HMV 150 oxford street, Iondon 

know hmv • know games 
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J a mes Pond 3 Lost Vikings M a e l strom Dungeon Master 11 S u pe r  D a ri u s  1 1  Subwar 2050 
Beneath A Steel  S ky Robocop v Terminator Theatre Of Death TFX M i c rocosm Galaxy Force 1 1  
Ys I V  John Madden Goof Tro o p  Wolf Pack Fata l Fu ry 1 1  Man Enough Wi nte r O lym pics Hellfire . .  

Top Racer 2, the Japanese name for Top 
Gear 2 (testscreen, page 94), is pertlaps a 
'sequel too far' for developers, Gremlin. Its 
main innovation is the full-screen view for 
oneplayer mode (unlike above). But that 
Top Gear feel is sadly missing. As it stands 
it's in danger of fading into obscurity • . .  

Sonic CD at last. But is it  too late? By the 
time it's out, dedicated platformers will have 
already discovered the many charms of 
Saga's newie, Aladdin. Someone should warn 
that irritating little blue guy that he might be 
in for a real fight this time 

E d g e ' s  u n i q ue m u l t i fo rm at 
re l ease sc hed u l e ,  cove r i n g  the  

en t i re wo r l d  of v i d eogam i ng 

Date Game Title Type Publisher Country 

Super NES 
01 October Lost Vik ings platform N i ntendo UK 

08 October Mystic Quest RPG N i ntendo UK 

08 October N ige l Mansel l ' s  GP racing N l ntendo UK 

15 October Vegas Stakes s imu lation N intendo UK 

15 October Battletoads combat N l ntendo UK 

15 October Suzuka 8 Hours racing Namco Japan 

29 October Actraiser 1 1  action Enix Japan 

22 October Goof Troop action Capcom UK 

October Macross Valkyrie shooter Zamuse Japan 

L October Rock ' n '  Rol l  Racing racing I nterplay UK 

L October C layfghter combat I nterplay UK 

09 November Street Fighter 11 Turbo combat Capcom UK 

19 November Yosh i ' s  Safari Super Scope N intendo UK 

19 November Top Racer 2 racing Kemco Japan 
M November M ight And Magic 11 RPG El ite U K  

November Sunset Riders action Konami U K  

November Zombies action Konami U K  

November Ys IV RPG Tonkin House Japan 

November Cool Spot platform Virgin Japan 

November J-League Cup Soccer sports Jaleco Japan 

November Pro Basebal l  '94 sports Epic/Sony Japan 

L November Fi re Emblem RPG N intendo Japan 

November Super HQ racing Ta ito Japan 

November Aladd in  platform Capcom Japan 

12 November Solstice 1 1  platform Epic Japan 

02 December Plok platform N i ntendo U K  

December TMNT Tournament combat Konami U K  

Mega DrivejMega CD 

28 September SF 1 1  SCE combat Capcom Japan 

15 October James Pond 3 platform Electronic Arts U K  

15 October Columns I l l  puzzle Sega Japan 

29 October Lethal Enforcers (CD) l ight gun Konami Japan 

October Aris lan (M-CD) RPG Sega Japan 

October Pebble Beach sports Sega Japan 

October Sh in i ng Force 1 1  RPG Sega Japan 

October Dyna Brothers 2 puzzle CSK Japan 

- October Sonic (CD) action Sega UK 
October 

October 

SF 11 SCE 

F1 C i rcus CD 

combat 

rac ing 

NOTE: game release dates are spectacularly unrel iable 

Capcom Japan 

Nihon Bussan Japan 



§ Date Game Title Type 
.,; 
'il Mega DrivejMega CD continued 
" 

November Brett H u l l  Hockey sports 

action 

sports 

s imu lation 

sports 

action 

l ight gun 

l ight gun 

platform 

shooter 

sports 

action 

November Battle Mania 

November M utant L. Hockey 

November 

November 

November 

November 

November 

November 

November 

November 

November 

November 

November 

November 

November 

November 

November 

November 

November 

November 

November 

November 

V i rtual P inbal l  

EA Soccer 

Zombies 

Lethal Enforcers 

Lethal Enforcers (CD) 

Castlevania 

Gunship 

Winter Olympics 

Gauntlet 4 

Robocop v Terminator action 

Sonic Speed Bal l  action 

Young l ndy action 

Visionary 

Gods 

S i l pheed (M-CD) 

Spider Man (M-CD) 

Chuch Rock 2 (M-CD) 

John Madden ( M-CD) 

Dracu la  (M-CD) 

Man Enough ( M-CD) 

action 

action 

shooter 

action 

action 

sports 

adventure 

strategy 

Publisher 

Accolade 

Vie Tokai 

EA 

EA 

EA 

Konami 

Konami 

Konami 

Konami 

U S  Gold 

us Gold 

Sega 

Country 

U K  

Japan 

UK 

UK 

UK 

UK 

UK 

UK 

UK 

UK 

UK 

UK 

Sega U K  

Sega U K  

Sega U K  

Sega U K  

Accolade UK 

Game Arts U K  

Sega U K  

JVC U K  

Electronic Arts U K  

Sony U K  

Accolade UK 

PC Engine/Super CD-ROM2 '" = ""c""'' 

15 October 

- October 

29 October 

29 October 

26 November 

10 December 

12 December 

18 December 

22 December 

December 

December 

U ndecided 

U ndecided 

U ndecided 

Undecided 

Undecided 

U ndecided 

Power League '93 ( H )  

P C  Cocoroon 

Galaxy D .  Gayvan 

Dracu la  X 

Monster Maker 

sports 

action 

action 

pl atform 

Bomberman '94 ( H )  action 

Martial  Champions cornbat 

Fatal Fury 1 1  (18M CD) combat 

Ys iV RPG 

Super Darius 1 1  
Emerald Dragon 

Marble Madness ( H )  

Super Fantasy Zone 

Strider (CD-ROM') 

Galaxy Force 1 1  
Mega Twins 

Hel lfire ( H )  

shooter 

puzzle 

shooter 

platform 

shooter 

action 

shooter 

Undecided N. Warriors (CD-ROM') action 

U ndecided Gods action 

Neo Geo 

October Samurai  Showdown combat 

combat 

shooter 

action 

combat 

combat 

U ndecided Art Of Fighting 2 

U ndecided Top H unter 

U ndecided Magician Lord 2 

U ndecided Reactor 

U ndecided Fatal Fury Specia l  

PC 

01 October 

09 October 

14 October 

15 October 

19 October 

19 October 

22 October 

23 October 

- October 

Strike Comm. (CD) 

Xmas Lemmi ngs 

Shadow Caster 

fl ight s im 

strategy 

RPG 

I nnocent Until I Caught adventure 

Victory at Sea s imu lation 

Labyri nth adventure 

Turn And Burn fl ight s i  m 

Lands Of Lore RPG 

Sam and Max adventure 

H udson Soft 

Wave 

l ntec 

Konami  

NEC Avenue 

Hudson Soft 

Konami  

H udson Soft 

H udson Soft 

NEC Avenue 

NEC Avenue 

Tengen 

NEC Avenue 

NEC Avenue 

NEC Avenue 

NEC Avenue 

NEC Avenue 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

NEC Avenue Japan 

NEC Avenue Japan 

S N K  

S N K  

S N K  

Alpha 

SNK 

SNK 

UK 

U K/Jap 

U K/Jap 

U K/Jap 

U K/Jap 

U K/Jap 

Origin UK 

Psygnosis UK 

Origin UK 

Psygnosis UK 

Electronic Arts UK 

Electronic Arts UK 

Electronic Arts UK 

Virgin UK 

Lucas Arts U K  

r e l e a s e d a t e s 1 
Date Game Title 

PC continued 

October J u rassic Park 

October Rider Cup 

October TFX 

Speed Racer 

Xanth 

Spe l lcasting (CD) 

NHL '94 

Type 

action 

sports 

fl ight s im 

racing 

shooting 

RPG 

sports 

October 

October 

October 

October 

October 

October 

Microcosm (CD) action 

26 November 

November 

November 

November 

November 

November 

November 

November 

November 

November 

November 

November 

November 

01 December 

03 December 

03 December 

15 December 

17 December 

- December 

Amiga 

09 October 

15 October 

15 October 

22 October 

29 October 

October 

October 

October 

October 

E October 

October 

October 

October 

October 

October 

October 

October 

October 

October 

26 November 

- November 

L November 

10 December 

10 December 

10 December 

Lord Of The Rings (CD) RPG 

H i red Guns 

Rebel Assault (CD) 

F14 Fleet Defender 

Star Trek (CD) 

Subwar 2050 

Bloodnet 

Dragon's  Fear 

Mortal Kombat 

Beneath A Steel Sky 

Kyrandia 2 

Terminator 2 

U n .  Roughness 

Man Enough (CD) 

F14 Fleet Defender 

Pacific Strike 

U lt ima 8 

Dragons Fear 

Seawolf 

Lemmings Pack (CD) 

Xmas Lemmings 

Globdule 

Theatre Of Death 

Perihel ion 

Benefactor 

Burnin Rubber 

J u rassic Park 

Rider Cup 

S .  League Manager 

Body Blows 2 

Creepers 

Theatre Of Death 

Prime Mover 

Innocent Until Caught 

Combat Air Patrol 

A l ien Breed 2 (A1200) 

Dracu la  

Orbitus 2 

Apocalypse 

Second Samurai  

TFX 

Star Trek 

Denn is  

M icrocosm (CD-32) 

Puggsy 

action 

action 

fl ight s im 

adventure 

s imu lation 

adventure 

RPG 

combat 

adventure 

RPG 

action 

action 

strategy 

s imu lation 

action 

RPG 

RPG 

stategy 

strategy 

strategy 

action 

strategy 

action 

action 

racing 

action 

sports 

sports 

combat 

platform 

strategy 

s imu lation 

adventure 

fl ight s im 

action 

action 

RPG 

shooter 

action 

s imu lation 

adventure 

action 

action 

action 

Magazines 

07 October 

07 October 

14 October 

21 October 

21 October 

28 October 

11 November 

Superplay 

Sega Power 

Amiga Power 

TOTAL! 

M EGA 

Edge 3 

PC Gamer 

SNES 

SEGA 

Amiga 

N intendo 

Mega Drive 

multiformat 

PC 

Publisher 

Ocean 

Ocean 

Ocean 

Country 

U K  

U K  

U K  

Accolade UK 

Accolade UK 

Accolade UK 

Electronic Arts UK 

Psygnosis UK 

I Nterplay U K  

Psygnosis UK 

Lucas Arts U K  

Microprose U K  

l nterpla yUK 

M icroprose U K  

M icroprose U K  

Microprose U K  

Virgin UK 

Virgin UK 

Virgin UK 

Virgin UK 

Accolade UK 

Accolade UK 

Microprose U K  

Electronic Arts U K  

Origin UK 

M icroprose U K  

Electronic Arts U K  

Psygnos is  U K 

Psygnosis UK 

Psygnosis UK 

Psygnosis UK 

Psygnosi s U K 

Psygnosis UK 

Ocean UK 

Ocean U K  

Ocean UK 

Ocean UK 

Team 17 UK 

Psygnosis UK 

Psygnosis UK 

Psygnosi s U K 

Psygnosis UK 

Psygnosis UK 

Team 17 U K  

Psygnosis U K  

Psygnosis U K 

Virgin UK 

Ent. lnt UK 

Ocean UK 

I nterplay U K 

Ocean UK 

Psygnosis UK 

Psygnosis U K 

Future 

Future 

Future 

Future 

Future 

Future 

Future 

U K  

U K  

U K  

U K  

U K  

U K  

U K  
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The affordable power source in 
Today' s  user friendly software demands a 

lot of power. Power that Intel ' s  i486 DX2 
microproces sor can provide . 

Where a s  other s y s t e m s  s l o w  d o w n  running 3 D  and 

enhanced graphi c s ,  the Intel  i486 DX2 i s  able to 

© 1 993 Intel Corporation 

cope with ease.  B y  using Inte l ' s  late st speed doubling 

technology. 

Of course, it guarantees compatibility, as all of 

today's most popular softw are is designed to run on 

Intel microproces sors . It also generates enough power 



your PC to run today's games. 
to cope with the next generation of demanding software . 

Performance,  compatibil ity and room for the 

future - three powerful reasons to buy a PC with an 

Intel i486 DX2 inside. 

For more information , s imply post the coupon. 

To: Intel Corporation, Customer Support Centre, Pipers Way, Swindon, Wilts, 
SN3 lRJ. Please send me further information on Intel i486 DX2 processors. 

OX3 1 
Name ____________________________________________ _ 

Address. __________________________________________ _ 

Postcode'-----------------------------

Country ____________________________ __ 
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t e c h v i e w :  m u l t i m e d i a  1 
Everyone' s talking about CD-ROM . And every games 

system is going onto CD format. But no-one' s 

asking why CD games of fer little more than flashy 

intros and sounds, and why the interactivity they 

promised has yet to arrive. Edge reveals all m ompact disc is not the 
saviour of the videogame. 
The CD is a storage 
device - and not a 
particularly clever one at 
that. lt can hold 650 

megabytes of i nformation, but most disc 
drives can only read 1 50K a second. Even 
double-speed drives (300K a second} are 
no match for an average hard drive which 
transfers at about BOOK a second. 

You can't get information off disc fast 

you can do on CD that you can't do better 
on cartridge, to make a cartridge with the 
same amount of memory as a CD would 
cost rough ly $ 1 3 ,000. CDs are also 
portable - it's doubtful whether a 
5 ,200,000 megabit cart would f.it ins ide a 
CD case. So CD represents the only viable 
mass storage medium. 

Unfortunately, it's got off to a bad 
start. So far, CD games have been either 
cart games stored on disc (and you can 
store an awfu l lot of cart games on a CD), 

enough to feed today's 
data-hungry machines. When CD-ROM You can't instantly 

or games that fol low 
a boring point-cl ick 
structure. Like 

switch between sets of data: it takes time 
for the laser to move from one point on 
the disk to another. You can't write 

interactive encyclopedias, the game waits 
until prompted - you've cl icked on the 
right icon or performed a certain task 

information to a d isk 
and they're a lot less 
robust than 

really takes off, 
before loading in 
another graphic 
sequence. 

cartridges or even floppy disks. 
The truth i s  that you can do noth ing 

with a CD, except store i nformation. lt is 
dumb and bl ind 

This i s  a fact Mark Lewis, European 
president of Electronic Arts, concedes: 
'The first generation of CD product has 

and stupid. And, 
contrary to 
popular bel ief, a 

expect gameplay 
come and gone 
and it was called 
shovei'(Vare. 
Simple as that. As 

CD in itself does noth ing to increase the 
qual ity of the graphics. So why is the 
videogames 

a medium those shiny l ittle discs are 
thri l l i ng, but so far the products have fal len 

pretty far short 
industry p inn ing 
its hopes and 
dreams on CD, 

to take a nosedive 
of the potential.' 

But real ly, 

with talk  of multimedia, fu l l -motion video 
and i nteractive movies? 

Size is everyth ing with today's games 
technologies. Even though there's noth ing 

When it c o m e s  to  games, the  added attract i o n  of C D - R O M  
i s  ofte n m islead i n g .  O n  the o n e  h a n d  there's  t h e  p otential  
for  games to  be  huge and even i n c l u d e  spec ial  effects l ike 
fu l l -mot ion video.  But o n  the other,  the data can't be  
accessed qu ick enough to  provide  fast gamep lay - a fact 
borne out by the d earth of d i sap p o i nt ing  C D - R O M  games 
we've b.e e n  subjected to so far .  It  seems to  be  taki n g  an 
eternity for  game d e s i g ners to get to  grips with C D -R O M ,  
a n d  gett ing  t h e  game p lay to  match t h e  v isuals  i s  the 
prov ing  to be  a c o n stant u p h i l l  stru g g l e .  Here 's  a mixture 
of  the  relatively good,  and the (very,  very) bad C D -R O M  
offe r i n g s  across a l l  formats from t h e  recent past . . .  

after al l  the hype 
behind the CD format, the truth is that the 
industry has just not picked up the new 
customers it was hoping for. That doesn't 
mean that the format is flawed, just that 
consumers have been wise. And it's the 
names that got into the market first that 
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t e c h v i e w :  m u l t i m e d i a  

3 0 0  
s p e c i f icat i o n s  

M an ufactu re r :  Panasonic  
C P U :  32bit  RISC 12·5 MHz + coproc 

C o l o u rs :  16·7 mi l l ion ,  32,000 onscreen 
M e mory :  3Mb RAM 
Reso l ut i o n :  640 x 480 s imulated 
G raph ics  hardware : Twin Ce l l  Eng ines  
C D  data transfe r :  150K-300K/second 
S o u n d :  16b it D S P  44·1 K H z  
F M V :  M P E G l/2 option 
R e l ease : U S - October,  U K - Spring 

P r i c e :  $700 (£475) 

3 D O is the m ost p r o m i s i n g  p i ece of k i t  
i n  te r m s  of b o t h  specs and p otent i a l , 
but  the h i g h  p r i ce of the  Panaso n i c  
u n it w i l l  keep th i s  f i r m l y  i n  t h e  ear l y  
i n n ovato rs '  m a r ket f o r  t h e  f i rst s i x  
m o nt h s ,  u nt i  I S anyo a n d  A T  & T enter 
the m a r ket with  other  3 D O  syste m s .  I f  
3 D O succeeds i n  bec o m i n g  t h e  
standard i t ' s  h o p i n g  to b e ,  t h e  
u n r i va l l ed software s u p p o rt c o u l d  
d e l i v e r  some se r i o u s l y  g reat games.  
T h e  m ac h i ne to watc h .  

have aged quickest. Even the 
perennial ly bu l l i sh Sega is 

not denying the lack of 
gameplay in  some of the 
existing titles for the Mega 

CD system. 
Head of software development at Sega 

US, Tom Reuterdale, spoke to Edge 

about gameplay on the Mega CD. 

TR ' I  th ink that there may be some 
d isappointment with the first batch of CD 
games, but generally I don't th ink people's 
expectations were very real istic.' 
Edge Do you th ink the media attention 
may have actually counted against you ?  
TR 'When a new platform comes along, it 
gets a lot of press and there are a lot of 
rumours. People's expectations are driven 
by the wrong sort of influences.' 
Edge But why did the fi rst Mega CD 
releases fal l  so far short of the mark? 
TR 'Obviously in  the first round of titles 
developers are groping around a bit to try 
to understand the new technology, and the 
resu lt i s  games that don't push the 
hardware to its l im its. 

'But then most people are sti l l  trying 
to actually find its l im its.' 

Edge What about the low qual ity of many 
releases? 
TR ' I  think that on our Mega CD the best 
games are things l i ke Night Trap and Sewer 
Shark - these show how wel l  you can use 
�ideo sequences, but it is true to say there 
has been a wide variation in  qual ity.' 
Edge What does the future hold for 
CD-ROM games at Sega? 
TR Gameplay is the most important and 
elus ive element in any title, but I think it's 
dangerous to decry developers for 
concentrating too much on the graphics 
and intros. You have to pay close attention 
to detai ls l ike that because you have to 
show added value - CD games have to be 
an expanded experience. 

'In the future I th ink you' l l  see better 
advantage taken of video. Data access is the 
key issue, and we are working out the best 
way to lay out the information on the disc 
for h igh-speed retrieval. This makes things 
much smoother, a lot more seamless than 
those you're seeing at the moment. The 
Mega CD version of Jurassic Park wil l  be 
l ike that. I wouldn't say it's the first half of 
the second generation. Perhaps it's 
generation one-and-a-half. '  

C D-ROM's big plaus ib i l ity 
problem is its interactivity. Games on CD 
are more l i ke animations with pauses than 
genuine videogames. Once a graphic scene 
has been 'fi lmed' on CD there's l ittle else 
you can do with it. 

With a 3D polygon game, the 
programmer can map out a 3D world and 
let the player move where he l ikes. But on 
CD you have to create every s ingle view of 
every s ingle location: players can visit only 
those places that the camera (or artist, 
programmer) has been. 

As Virgin's new media manager Steve 
Clark explains, 'with CD titles you're 
deal ing with rendered graphics, and they 
can't be generated in  real-time so you're 
not free to roam the game.' 

Basically, as far as genuine, multi level 
interaction is concerned, video footage is a 
dead loss. it's incredibly l inear, and if you 
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try to i ntroduce d ifferent outcomes 
according to the decisions you make, you 
multiply the number of video cl ips you have 
to film and store exponential ly. Also, 
access ing data on CD is very, very slow 
and you need to load up data wel l  in  
advance to prevent mind-numbing five 
second delays between pressing a key and 
CD data appearing onscreen. 

With CD-ROM you just setup 
pre-rendered graphics and then guide the 
players down the paths you've created. 
This improves when you provide more 
paths and more options. But general ly this 
isn't happening. The reasons? Fi rstly CD 
hardware is too s low to access data fast 
enough. The second reason is purely � economic; as Steve Clark explains, 'You can .. 
provide more options, but that costs � 
money and the economic real ity is that J there aren't a huge number of CD '-------------------..., 
machines out there at the moment.' 

Few would disagree that the big break l ike to see is someth ing l ike the 3 DO 
that the CD-ROM format needs is the machine, but with MPEG bui lt- in and with a 
abi l ity to incorporate real-time rendered pricetag of under £300'. 
graphics. But we're not l ikely to see that Clark admits that to date Virgin hasn't 
unti l the end of the produced the 
decade. And the As far as genu·lne h ighest qual ity 
current l imitation on product for CD; 
what can happen in  'We're seeing a lot 
real-time is the reason ' interactive movies' of shovelware, and we've done a bit of that 
aren't as appeal ing as the big publ ishers ourselves - but we don't pretend it's 
would have anyth ing 
you b

B
e
u
l i
t
ev

1·t�s
· mu lti level interaction else.' 

Virgin were 
not the the 
format, it's the hardware that lets the 
games down. That's why the best example 

producers of the PC version of one of the 
few games that made a big splash on 

CD-ROM of CD products 
at the moment 
are being seen 
on h igh-power 

• d •d 
format - The 

IS concerne ' VI eo Seventh Guest. I n  
th is  game you 

move around a deserted mansion, solving 
puzzles as you go, and meeting ghostly 
animated figures. The graphics are without 

PCs and Apple Macs. But many th ink that 
this emphasis cou ld begin to sh ift to 
consoles over the next 2-3 years. 
According to 
virgin's footage • doubt 

IS a dead lOSS excel lent -
Steve Clark, 
this process wi l l  only start when 
programmers get someth ing 'a bit better 
than the Mega CD' to work on. 'What I 'd 

they were 
all rendered in  30 Studio on the PC, and 
the game consequently takes a heavy to l l  
on hardware - a min imum of a 486SX 

Am i g a  C D32 
s p e c i f i cat i o n s  
M an ufacturer :  Commodore 
C P U :  32bit 14M Hz 

C o l o u r s :  16·7 mi l l ion,  256 onscreen 

M em o r y :  2 M b  
Reso l ut i o n :  320 x 256 - 1,280 x 512 
G raph ics  hardware : AGA ch ipset 

C D  d ata transfe r :  150K-300K/second 
S o u n d :  Ste reo 4 channel  Bbit  

F M V :  M P E G 1  option 
R e l ease : Early Se pte mber 
P r ice : £299 

C o m m o d o r e ' s  f i rst rea l i st i c  atte mpt at 
tak i n g  on the conso l e  heavywe i g hts 
c o u l d  d o  we l l  in E u rope .  And for the 
c o m pet it ive p r i c e ,  i t  certa i n l y  p u l l s  
some decent p u nches with its 1 2 0 0 -
based A G A  c h i pset and  M P  E G 
u p g radab l e  m o t i o n  v i d e o  capab i l i t ies .  
C o m m od o re ' s  C D 3 2  c o u l d ,  and  
deserved l y  s h o u l d ,  g i ve the M eg a  CD a 
we l l -needed k i c k  up the bac k s i d e .  A n d  
l e t ' s  h o p e  i t  l u res b a c k  some of those 
desert i n g  A m i g a deve l opers ,  too .  
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t e c h v i e w :  m u l t i m e d i a  

M e g a  C D  
s p e c i f i cat i o n s  

M an ufact u re r :  Sega 
C P U :  68000 12·5 M H z  

C o l o u rs :  512, 6 4  onscreen 
M e m o ry :  768K RAM 

Reso l ut i o n :  320 x 200 
G raph ics :  80 sprites 
CD d ata transfe r :  lSOK/second 
S o u n d :  8 channel  P C M  

F M V :  C i n e Pak (soon)  
P r i c e :  £370 ( inc  M D )  

S e g a ' s  M eg a  D r i ve i s  j u st beg i n n i n g  
t o  show its pote n t i a l  b u t  suffe rs from 
a h igh  p r i ce tag and  some u n i n s p i r i n g  
software.  M ot i o n  v i d e o  i s  t h e  real  
b u g bear  ( j u st 1 6  c o l o u r s ) , but  th i s  
w i l l  be i m p roved to 1 2 8  w i t h  
C i ne P a k .  The  p r i ce S e g a  p a i d  f o r  
ente r i n g  the C D  race e a r l y  o n  i s  a l l  
too c l ea r - 1 6 b it tech n o l ogy j u st i s n ' t  
geared u p  to d o  anyth i n g  spec i a l  w i t h  
C D- R O M .  H oweve r ,  S e g a ' s  m a r ket 
p resence in E u rope can 't  be i g n o re d ,  
and  games are i m prov i n g  g rad u a l l y .  

25MHz PC with u ltra-fast 
graphics is requ ired, and 
that's pretty serious kit. 
But does the game 

actual ly do anyth ing ne,;.? 
Peter Molyneux, MD of Bul lfrog, is one 
of those who th ink not. ' lt's the classic 
example of a game bui lt around graphics. 
The whole thing is designed around a series 
of rendered graphics and you have to solve 
d ifferent puzzles to unravel the sequences. 
If the idea of CD is to attract new 
consumers with promises of movie-qual ity 
graphics, then The 7th Guest has 
undoubtedly done more harm than good -
you need an IQ of 360 to solve the puzzles, 
so most of the game is inaccessible to most 
people. Anyone that's new to games wi l l  
just have their suspicions confirmed that 
computer games are crap.' 

So why does The Seventh Guest 
ultimately fai l  to excite? Chiefly it's because 
CD-ROM cannot store enough alternative 
plotl ines or access the information qu ickly 
enough to seamlessly guide you from one 
scene to another. And once you've 
'experienced' a graphic sequence a few 
times you don't want to do it again. 

CDs may be vast, but - and it's a big 

but - CD data access is s low. Very slow. 
What's the use of 650 meg of space when 
you can't qu ickly break in  and access parts 
of it? The length of time taken to load a 
specific block of data from any drive 
consists of two parts - the time taken to 
find it, and the time taken to transfer it. I n  
both respects, CD-ROMs are dismal ly, 
pitifu l ly, appal l ingly slow. 

Fi rstly, there's the seek times. 
CD-ROMs store data in a s ingle track, a 
sp iral starting at the centre of the disc and 
ending at the edge. There's a lot more stuff 
to search through and it's in a format 
which takes ages to search. Then there's 
the data transfer times. CD-ROM drives 
were born out of existing CD technology, 
which involves read ing data off the d iscs at 
a specific rate (the CDs are rotated faster 
as the heads near the centre, so that the 
information transfer rate remains 
constant). This translates to I SOK of data 
per second on a CD-ROM drive. And that 
real ly is pitifu l .  

You can get a double-speed drive, and 
the eagerly-awaited 3DO machine wil l  also 
run at double-speed. Even so, 300K per 
second is sti l l  weak, especial ly since those 

C D - R O M r e l i ab i l ity 
Many c la ims  were made about the  
re l iab i l ity of aud io  C O s  when  they f i rst 
came out, that you cou ld  d r i l l  ho l es  in 
them,  use them as beer  mats and so  o n .  
T h e s e  h a v e  a l l  been  p r o v e d  w i ld l y  
opt im ist ic .  Aud io  C D  p layers  often  c o ntain 
addit ional  c i rcu itry which can fudge  over  
damaged sect i ons  of the  C D ,  but  on l y  by 
guess ing at the  miss ing informat i o n .  
C o m p uters a r e  much  more  demand ing  t h a n  
the  human e a r .  For  a com puter ,  every 
s ing le b it ( l itera l ly)  of  i nformat ion  has to  
b e  j u st so  o r  i t ' l l  throw a f i t .  So  wh i l e  C O s  
a r e  a t o u g h  and re l iab le  m e d i u m ,  t h e y  a r e  a 
l o n g  way f rom b e i n g  i ndestruct i b l e .  And 
because even  the  s l i g htest spec l< of dust 
can destroy data (each b i t  of data is stored 
o n  an  area n o  more  than a tho usandth of a 
m i l l imetre across) ,  C D - R O M s  need  some 
fancy  error-chec ld n g  syste ms  to  l<eep  
th i ngs  runn i ng  smooth ly .  Th i s  can typ ica l ly  
tal<e up  120 M b  of the  d i s l< .  

Re l i ab i l ity i n  use ,  c o m pared to  f loppy or  
hard  dr ives ,  i s  hard  to  j u d g e  at the  m o m e nt 
because s imp ly  not  e n o u g h  peop l e  have 
them o r  have used them for  long e n o u g h  
for  any maj or  p rob l ems  to  show u p .  
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ju icy cinematic-qual ity graph ics we're al l  
looking forward to could take several 
seconds to pul l  off disc. 

To put this in  perspective, 
conventional hard drives typically have 
access times in the order of 1 6  mi l l iseconds 
(500 times faster than a CD-ROM) and 
data transfer rates of BOOK/second (six 
times faster than CD-ROM). CD-ROMs 
are not l i ke big hard d isks. You scarcely 
notice your hard drive working, it's largely 
transparent. A CD-ROM is  l ike stepping 
back to the stone age. 

To make matters worse CD-based 
consoles are up against traditionally cart
based machines. A cart-based mach ine is a 
lot cheaper to make and a lot cheaper to 
buy. And because cart data is stored on 
ROM, it is found and retrieved with 
b l ind ing speed. Access time is typically less 
than I 00 nanoseconds (a tenth of a 
mi l l ionth of a second) and data i s  
transferred so fast it's not worth thinking 
about - several megabytes per second. We 
can expect to see CD drives get faster and 
faster - there's 

� .. 
� 

t o. L-----------------------------------� 
multitask, finding and loading data a l l  the 
time. But you've got to send them off to 
look for it long before you th ink you're 

going to need 
even talk  of a 
quadruple
speed CD 

CD is dumb and bl ind :�!;rammers 

player - but it's hard to imagine them 
coming dose even to the basic hard drive 
with the 

on CD need 
to be better than they've ever been before. 
For example, when you die in Psygnosis' 

Microcosm, a 
technology 
around today. d t •d•  •t d 

message that 
an s u PI ' I oes comes up saying 

This means 
that program designers must be very 
clever. They have to d istract you with nice 
graphics whi le they frantical ly drag data off 

'Approaching 
Critical Mass'. This is just an orange screen 
with big letters flash ing and a sound i n  the 
background: it only takes up a few K, so it's 

the d isc. They 
have to 

held i n  the 
mach ine all nothing to increase 

anticipate the time. 
everything you do, loading tons of data well Whenever you die, it bungs it up on the 
in  advance, because by the time you've screen whi le it restarts the whole system 
made your  mind up, it's too late. and tel l s  the CD to forget what it's doing 
This is at the 
seriously bad the quality of graphics moment, go 
news for back and 
gameplay, 
because the further you get from l inear 
gameplay on a CD title, the tougher it i s  to 
program. Dedicated CD players can 

find where 
the particular death fi lm is and start playing 
that. And that can take anyth ing between a 
fraction .of a second to a mind-numbing 

P C  C D - R O M 
s p e c i f i cat i o n s  
M an ufacturer :  Vari ous  
C P U :  P C :  8 M H z - 66 M H z  

C o l o u r s :  16·7 mi l l ion ,  256 onscreen 
M e m o ry :  1Mb - 16M b  
Reso l ut i o n :  320 x 200 - 1,024 x 768 
G rap h i cs :  Various  modes 

C D  d ata transfe r :  150K-300k/second 
S o u n d :  depends o n  board fitted 
F M V :  unassisted 
P r i c e :  CD drive £150 - £500 

A fast PC with a C D  R O M  d r ive ,  wh i l e  
a n  e x p e n s i ve setu p ,  c u r re n t l y  offe rs a 
powerfu l gamesp l ay i n g  p l atfo rm w h i c h  
i s  start i n g  to d e l iver  s o m e  rea l l y  
i m p re s s i ve software.  T h e  sheer  s i ze of 
many e x i st i n g  PC games 0 0 ,  1 5 ,  2 0  
d i s k s )  i s  a p r o b l e m  eas i l y  c u red b y  the 
C D - R O M  format ,  and for the 
fo reseeab l e  future P C - C D w i l l  re m a i n  a 
we l l  s u p p o rted p l atfo r m  with h i g h e n d  
m ac h i nes r u n n i n g  software g o o d  
e n o u g h  to k e e p  u p  with d e d i c ated C D  
syste m s  l i ke 3 D O .  
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t e c h v i e w :  m u l t i m e d i a  

C D - i  
s p e c i f i cat i o n s  

M an ufacturer:  Phi  l ips 

C P U :  68070 15·5 M H z  

C o l ours :  U p to  16·7 m i l l i o n  onscreen 

Memory buffer :  1.5 M b  

Reso l ut i on :  384 x 280 - 768 x 560 

G raph ics :  various modes 

CD data transfer :  170Kisecond 

S o u n d :  A D  PCM 8 channels 

F M V :  M P EGl option 

Price: £400 

P h i  l i p ' s  home enterta i n ment system 
u s i n g  the re l at ive l y  i m p ress ive but 
dated C D- i  tec h n o l ogy has,  ever s i nce 
launch , had prob lems with a h i g h  
pr i ce ,  p o o r  market i n g ,  and 
part i c u l ar l y ,  a lack of decent games.  
H owever ,  P h i l i ps have j u st l au nched a 
s u b-£40 0  redes ig ned mac h i ne with 
exce l lent  d i g ital  v i deo qua l ity (with a 
£ 1 5 0  M P E G  cart) and some good 
games are com i n g ,  too.  J ust what ' s  
needed to save C D- i  f rom the 
tec h n o l ogy scrapheap , in fact. 

three or fou r  seconds. 
Any programmer who 

can produce a smooth, 
fast-moving, seamless 

game within  l imitations 

l ike that is  a real hero. 
The real question is, are the graphics 

in a game worth sacrificing the gameplay 
for? Once again it's Bul lfrog's Peter 
Molyneux who thinks not. He spoke to 
Edge about where the current crop of 
CD-ROM games is going wrong. 

PM 'Some programmers seem to think 
that if a game looks good, it wi l l  se l l .  They 
think, 'Well ,  we've spent two years putting 
these graphics together, what do we want 
to bother about gameplay for?' - that's the 
feel ing I get from most of what I 've seen. 

' I  would be hard pressed to name a 
s ingle decent CD game. I wouldn't say that 
the fi rst batch of CD games have been 
disappointing. I 'd say they've been shite, 
absolute crap. That's certainly true of Mega 
CD games, CD-i games and most PC CD 
games. The best selection of a bad bunch 
are games for the FM Towns, but that's 
only because it's been out longer and 

they've thrown loads of money at it.' 

Edge So is there no hope left for the 
CD-ROM? 
PM ' I  think that in  future the storage space 
has got to be used for more than just 
graphics and sound. lt's got to store more 
data, more variants - things that give the 
game more depth rather than just a 
prettier surface. That's what we've tried to 
do with the CD version of Syndicate (due in  

November) and a couple of  CD specific 
games called Theme Park and Creation.' 

One of CD-ROM's abiding virtues is 
that thanks to the fact it was pioneered by 
the music industry, it is a cheap format. 
The d rives have to be a bit more 
complicated than standard audio d rives, but 
you can now get a PC CD-ROM drive for 
£200 or less, and the Mega CD is only 
£270. More than that, though, the disks 
themselves are cheap. They cost the 
industry around SOp each. 

The only medium that's cheaper is 
floppy disks (around 25p). Carts cost the 
publ ishers anywhere from £5 to £ 1 2, 
depending on the size of the game and the 
machine it runs on. Bearing in  mind the 



vast storage capacity of a CD, the medium 
itself, in  pence per megabyte, is lud icrously 
cheap. Around O.OSp per megabyte, to be 
precise - which makes it one ten
thousandth the cost of ROM chips. 

But how much of this cost saving wi l l  
be passed on to games buyers? Wel l ,  don't 
hold your  breath for a free games bonanza 
on CD. Remember that games al ready cost 
too much. According to the publ ishers, 
they cost just enough. Wel l ,  they would say 
that, wouldn't they? They claim they have 
to recoup the costs of developing the 
software and those of producing and 
d istributing the game. 

Software development costs are not 
necessarily any h igher for a SNES game 
than an Amiga game, say, but whi le the 
floppy disk the Amiga game comes on costs 
the publ ishers about SOp, the cart that the 
SNES game comes on can cost £ I  0. 

So if the cost of the medium comes 
down - as it would if a game was publ ished 
on CD (about SOp a throw today) - we 
could surely expect to see cheaper games, 
cou ldn't we? lf you 
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t e c h v i e w :  
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Anyway, don't be surprised if CD 

releases start costing more, not less. 
Publ ishers wi l l  judge their prices from the 

mood of the 
bel ieve that, you' l l  
bel ieve anyth ing. 
First of all, there's 

That's the easy 
marketplace - they 
will charge what 
they can get. And 

the question of development costs. A 
publ isher may well argue (probably qu ite 
rightly) that the 

the argument that you're getting 650Mb of 
game instead of I Mb is pretty powerfu l .  

On the other 
programming 
effort involved in 
producing a 

route with CD-ROM hand, CD 
developers l ike 
Ph i l ips are aiming 

650Mb CD blockbuster is much greater 
than that in producing a I Mb cart game. 
Bear in  mind,  though, that the main value of 
the CD format is 

to break into ( indeed, create) a new 
market with systems l ike CD-i .  And you 
don't do that with h igh prices. In fact, many 

of the current 
that it can store 
better graph ics 

- no more game, CD-i titles are 
£30 or less. it's a 

and sound, and more of them. In fact, 
fundamental gameplay and depth is l ikely to 
get worse, not better. 

s imi lar story on the PC. Massmarket titles 
are typically around £40 - no more than 
comparable software suppl ied on floppies. 

But with CD CD-ROM's real 
strength i s  its abi l ity 
to store fi lm-qual ity 
sequences. And it's 

just more gloss software, it may be 
harder than ever to 
judge value. After al l ,  

not much good at anyth ing else. So on CD 
we're going to  see  a lot of  vaguely 
i nteractive 'films', and not much else. 

a big Amiga game may need two or even 
three disks. A big SNES game may need a 
2Mb cart. These things can be measured -

m u l t i m e d i a  

F M  Tow n s  M a rty 
s p e c i f i cat i o n s 
M an ufactu re r :  Fujitsu 

C P U :  32bit 16M H z  

C o l o u r s :  32,768 - 256 onscreen 

M e m o ry buffe r :  2Mb RAM 

Reso l ut i o n :  352 x 232 

G rap h i cs :  Sprite e n g i n e :  1,024 sprites 

CD d ata transfe r :  150K/second 

S o u n d :  6 channel  F M ,  8 channel  PCM 

F M V :  u nassisted 

P r ice : around £500 (Japan) 

The F M  Towns ser ies  have o n l y  ever 
been re l eased in J apan and  th i s  c o n s o l e  
vers i o n  i s  based a r o u n d  a l ow-e nd 
Towns c o m p l ete with a c o n s o l e  sty l e 
pad . The  1 5 0 K/sec C D  d r i ve l i m its t h e  
s p e e d  of the m ac h i ne when com pared 
to m o st of the new CD mach i ne s ,  but 
for  trad i t i o n a l  2 D s p r ite h a n d l i n g  the 
M arty c a n ' t  be beate n ,  desp ite the 
s m a l l w i n d ows the games u s u a l l y  run 
in .  It i s  l i ke l y  to be overtaken by newer 
3 2 b i t  tech n o l ogy for  games ,  and  sad l y  
i t  h a s  l i tt l e  future outs i d e  J apan .  
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t e c h v i e w :  m u l t i m e d i a  

P C- E n g i n e  
C D-RO M2 
s p e c i f i cat i o n s  
M an ufactu re r :  N E C  

C P U :  Z80 7·16 M H z  

C o l ou r s :  512 palatte, 5 1 2  onscreen 

M e m o ry b uffe r :  256K RAM 

Reso l ut i o n :  320 x 224 

G raph i c s :  64 hardware sprites 

CD d ata transfe r :  150Kisecond 

S o u n d :  Stereo 6 channels  P C M  

F M V :  unassisted 

P r i c e :  £250 - £300 ( i m port) 

D ated i t  may be ,  but  the S u per  
C D - R O M 2 system for  the P C  E n g i n e 
sti l l  manages to o u t r u n  the M eg a  C D  
with  its h i g h l y  p l ayab l e  arcade act i o n  
games .  B u t ,  wh i l e i t ' s  c e rta i n l y  beate n 
the  M eg a  C D  i n  J apan , the T u r b o  D u o  
st i l l  l ag s  way beh i n d  S e g a  a n d  
N i nte n d o  i n  the U S ,  a n d  a U K o r  
E u ropean re l ease see m s  l e s s  l i ke l y  b y  
t h e  d a y .  T h e  fo rth c o m i n g  1 6  meg 
arcade card sh o u l d  keep the syste m 
g o i n g ,  but  new 3 2 b i t  C D - R O M  games 
w i l l  s o o n  l eave the system stan d i n g .  

., � 
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but although big new 
releases l ike Virgin's The 

7th Guest and Psygnosis's 
Microcosm actually had to 

be compressed to fit onto 
CD, others - especially hastily-converted 
existing titles - aren't l ikely to. And there's 
no way that you can check how much of 
the CD's 650Mb of space has been used. 

This whole business of value wi l l  be a 
tricky one to judge. Which costs most to 
produce - cartoon backgrounds and sprites 
created from scratch on a computer, or 
real video footage and audio? 

C D-ROM has its l imitations, but 
the advantages of the raw format sti l l  seem 
overwhelming - it's a cheap, robust 
medium with massive capacity, which is 
also practically unpiratable. But CD-ROM's 
principal advantage - its immense storage 
capacity - could also be its downfall .  This 
capacity i s  al ready redefin ing the games you 
play. U ltimately, it wi l l  qu ite probably 
change them for good. And you won't 
necessarily l i ke it. 

A CD-ROM lets you store massive 
graphics, animation and sound files. So 

massive in fact that it's not really practical 
to load them into RAM to do things with 
them. it's not real ly necessary, either, since 
they can be 'p layed' d irectly from the CD. 

And that's the key word. 'Played'. A 
CD-ROM drive isn't real ly a drive at al l .  it's 
just a player control led by the host 
computer. A decent game - l ike a 3D  
s imu lator in a real 3 D  computer world 
produces an infin ite variety of resu lts, al l  
depending on the user's input. A CD can 
only offer a handfu l of possible outcomes -
and those wi l l  have been predetermined by 
the artist, fi lm-maker, the graphics 
workstation and/or the programmer. 

And that's not the way it m ight be 
with CD-ROM. That's the way it al ready is. 

In the short to medium term, we can 
expect software publ ishers to produce 
games with u ltra-high-qual ity sound, 
d igitised real- l ife graphics and even moving 
d igitised footage (as in  the Mega CD's Night 
Trap). But with boring and l inear gameplay. 
That's the easy route for publ ishers. No 
more game, just more gloss. 

By contrast, the best conventional 
computer games invent the world from 
one second to the next as they go along. A 
s imulator which handles 3D objects in a 3D  
world lets you go  where you l ike, explore 
what you l ike. Wil l  CD games ever offer 
this level of interactivity? Probably not: you 
can't possibly fi lm and then store every 
possible viewpoint, every possible angle on 
even the smallest 3D world. The only way 
to create a real 3D world is for the 
hardware and software to work it out as 
they go along. Let's hope CD-ROM in the 
future doesn't just offer programmers the 
easier, but far more shal low, alternative. 

Compare the visual ly lush but utterly 
vacuous Dragon's Lair with any old p latform 
game - Tazmania, for example. Tazmania is 
what you might cal l a half decent computer 
game, whi le Dragon's Lair is l ittle more than 
an animation with pauses. When CD-ROM 
real ly takes off, expect gameplay to take a 
nosedive. Sad but true. 

The potential is breathtaking. The 
real ity may be breathtaking for a £ very d ifferent reason. 
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A powerful laser is used to record 
the data on a metal master disc 
coated with photoresistant plastic 

C D - R O M p ro c e ss 
Data transfer 
The f i rst task i n  mak ing  a C D- R O M  i s  to 
get your data to the d i sc man ufactu rers. 
T h i s  m ight sound easy , but you 've got 
6 5 0 M b  of data and you can't  use f loppy 
d i s ks .  N i mbus I nformat ion  Systems,  the 
U K's p r i n c i pa l  C D- R O M  man ufacturer 
suggests e ither magneto-opt ica l  d isks ,  
n i ne-track tape (the o ld  ha lf- inch standard 
used by mai nframes the wo r l d  ove r ) ,  or 
• E xabyte ' ,  a data mach i ne  format that 
uses h i g h g rade 8mm video tapes - one of 
these tapes can h o l d  1·2 G i gabytes ,  d o u b l e  
C D- R O M  capacity. 

Formatting 
C D- R O M s  have to be formatted ,  j u st l i ke 
any other  d i s k  d r i ve .  The most popu lar  
standard i s  ISO  9660 .  A l l  P C-based 
C D- R O M s  these days use th i s  format. Once 
formatted ,  th i s  data i s  now an ' i mag e ' .  

Simulation 
M an ufactu rers can s i m u l ate an i m age .  
What th i s  means i s  that they can run  th i s  
formatted C D- R O M  data from a hard 
d r ive ,  as i f  it was a f i n i shed C D- R O M .  
P retty essent ia l  stuff i f  you want t o  make 
sure it  actu a l l y  works.  A usefu l a lternat ive 
is a proofi ng serv ice ,  where you ' re 
supp l ied with a samp l e  C D  for test i n g .  

Pre-mastering 
A C D- R O M  i s  more than j ust a c o l l ect i o n  
of f i l e s  s l ung  o n t o  a d i sc .  Before t h e  d i sc 
can be mastered it needs headers, 
synchron isat i on  bytes ,  error correct i on  
and error  detect ion  codes.  But  l uck i l y  a l l  
th i s  goes  on  beh ind  the scenes. 

M astering 
T h i s  takes p l ace us i ng  a maste r i n g  l athe.  
A powerfu l l aser exposes the f i n i shed 
i mage onto a master d isc .  T h i s  is 
deve l oped , p l ated and used to produce a 
press stamper made out of p u re n i c k e l .  
The who le  process h a s  to be carr ied out 
with the utmost prec i s i o n  i n  an u l tra-c lean 
env i ron ment. A s i n g l e  part i c l e  of house 
dust wou l d  wi pe out many K of data. 

Replication 
T h i s  n i c k e l  stamper is attached to 
i nject ion-mo u l d i ng mac h i nery,  and the 
d i scs are pressed j u st l i ke v i n y l  L Ps .  After 
the d i scs have been m o u l ded they are 
meta l l ised (to reflect the l aser )  and then 
l acquered,  to protect the meta l l i sed l ayer.  

CD·RO • 
• 

the fa 
All the other data form ats will have something to 

fear when CD-ROM grows up .  Edge investigates 

The &tampers used to press discs are constructed out of very, very pure nickel. Just one grain of 
house dust would corrupt many kilobytes of data at this stage In the production of a CD-ROM 

i l l  the CD-ROM 
revolution spell the death 
of every other format? At 

the moment that's not 
l ikely, because 
CD-ROM d rives are (a) 

read-on ly, (b) too slow. 
Affordable read/write d rives may 

arrive, but the manufacture of CDs is a 
very final physical process. it's more l ikely 

that advances wil l  be made in hybrid 
magneto-optical d rives. But CD's speed 
problem might not be so easy. Double
speed CD d rives al ready exist, and 
quadruple-speed models are under 
development. But even a. quadruple-speed 
d rive will have a seek time of a quarter of a 
second or more. While magneto-optical 
drives may replace conventional hard 
d rives, they won't be any better - j ust 
bigger. But because you can carry magneto
optical discs around, floppies wil l  be dead. 

Does CD-ROM also spell the death of 

the video? lt could happen. Deals are being 
struck, technology is being developed, 
compression techniques being perfected . . .  
you sti l l  won't be able to squeeze a whole 
film on a single CD, but swapping discs half 
way through a film is no great hardship. 
And the potential is terrific. A cheap, 
robust, portable medium that can also 
handle hifi audio, text, diagrams, and sti l ls .  
All interactive. All accessed in an instant. In  

five years your VCR could be in the b in .  
But is CD-ROM also going to mean 

the death of decent games? it's a potentially 
great format, but it has serious l imitations. 
For games to get better we need both 
more storage and more power. CD-ROM 
gives us the storage - but to create games 

of the standard we're used to, we need the 
hardware to match: lots more power, 
much more RAM, faster processors, and 
much better graphics chips. Computer 

entertainment relies on machines £ 
that can handle data, not just play it. 



C D  sta n d ard s 
W h i l e  one C o m pact D i sc may l o o k  j u st l i ke any other,  its 
s h i n y  s u rface h i des a m u lt itude of s i ns .  For there ,  l u rk i n g  
i n  t h e  p its o f  i t s  meta l l i sed , p l ast ic  su rface i s  the 
d readed ' standard ' to make sure that your  
d i sc i s  anyt h i n g  but that . . .  
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P C  & A M I G A  S O FTWA R E 
FOR A FULL LISTI NG PLEASE PHONE 0279 600204 A N D  ASK FOR A FREE COLO U R  CATALOG U E  

20.49 PC V 

1 5.49 AM 

PC GAMES 
C = CGA (Colour Graphics 

Adaptor), E = EGA (Enhanced 
Graphics Adaptor), V = VGA 
(Video Graphics Array). M = 

Mono, HO = High Density Disks, 
DUAL = Both 3.5" and 5.25" 
disks included in the pack. 

688 ATTACK SUB E/V/286 . . . . . . . . . . . . . . . . . .  1 1 .49 
A· TRAIN CONSTRUCTION SET E/V/2861 2.49 
A-TRAIN E/V/286 . • • • • . • • • . • • • . . • • • . . • • • . • • • . • •  26.49 
A.T.A.C. V/286 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.49 
A320 AIR-BUS V256C/286 . . . . . . . . . . . . . . . . . .  27.49 
A320 AIRBUS (USA VERSION) V256C/286 
27.49 
ACES OF THE PACIFIC V256C/SVI386 27.49 
ACES OVER EUROPE V256CISV/386 . . .  28.49 
AIR BUCKS E/V/286 . . . . . . . . . . . . . . . . . . . . . . . .  1 8.49 
AIR FORCE COMMANDER V/286 . . . . . . . . .  21 .49 
ALIEN 3 V/286 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  21 .49 
ALIEN BREED V256CJ286 • . . • . • . • • • . • • • • . • .  20.49 
ALONE IN THE DARK 2 V/38612MB . . . . . .  31 .49 
ALONE IN THE DARK HID V256C/386 28.49 
AMERICAN GLADIATORS E/V/286 . . . . . .  20.99 
ARCHER MACLEAN'S POOL V/25fJ . . .  23.99 
AV8B HARRIER ASSAULT V/38612MB 25.49 
B 1 7  FlYING FORTRESS V256C/286 . . .  1 7.49 
BATMAN RETURNS V/286 . . . . . . . . . . . . . . . . . .  20.99 
BATTLE ISLE 93 V/286 . . . . . . . . . . . . . . . . . . . . .  1 8.49 
BATTLE ISLE HID EN/286 . . . . . . . . . . . . . . . . . .  16.99 
BATTLEHAWKS 1942 C/EN . . . . . . . . . . . . . . .  1 1 .49 
BENEATH THE STEEL SKY V/386 . . . . . .  23.99 
BETRAYAL AT KRONDOR V256CISV/386 ... 28.49 
BLADE OF DESTINY V/286 . . . . . . . . . . . . . . .  26.49 
BODY BLOWS V256C/286 . . . . . . . . . . . . . . . . . .  20.49 
CAR & DRIVER V256CI386 . . . . . . . . . . . . . . .  25.99 
CASTLES 2 EN/286 . . . . . . . . . . . . . . . . . . . . . . . . . . .  23.49 
CHAMPIONSHIP MANAGER 93194 C/EN/386 20.49 
CHAMPIONSHIP MANAGER C/EN/286 1 1 .49 
CHESS MANIAC 5 BILLION AND 1 
V256C/286 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  28.49 
CIVILISATION V/286 . . . . . . . . . . . . . . . . . . . . . . . .  27.49 
DARKLANDS V256C/386 . . . . . . . . . . . . . . . . . .  28.49 
DAUGHTER OF THE SERPENTS V256CI28626.49 
DAVID LEADBETTER'S (MICROPROSE) 
30 GOLF V256C/38612MB . . . . . . . . . . . . . . . . .  , 1 6.99 
DAY OF THE TENTICLE V25fJC/286 . . .  28.49 
DUNE 2 - BATTLE FOR 
ARRAKIS V256C/286 . . . . . . . . . . . . . . . . . . . . . . . .  23.99 
ELITE CIE/286 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 2.49 

1 1 .49 PC 
12 .49 A M  1 MEG 

20.49 PC CIEN 26.49 PC EN DUAL 

1 7.99 A M  1 MEG 1 4.49 AM 
EYE OF THE BEHOLDER (SSI) EN/286 22.49 
EYE OF THE BEHOLDER 2 V256C/286 25.49 
EYE OF THE BEHOLDER 3 V25fJC/386 25.49 
F1 (OOMARK) V/286 . . . . . . . . . . . . . . . . . . . . . . . .  21 .49 
F15 STRIKE EAGLE 2 C/EN/286 . . . . . . . . .  1 4.49 
F15 STRIKE EAGLE 3 V256C/38612MB 17.49 
F16 FALCON V 3.0 V/28611 MBIDOS 5 ... 21 .49 
F19 STEALTH FIGHTER M/C/EN/286 . . .  1 3.49 
FABLES & FIENDS · 
KYRANDIA 2 V256C/286 . . . . . . . . . . . . . . . . . .  23.99 
FFANTASTIC WORLDS 
(REALMS, PIRATES, POPULOUS, 
WONDERLAND) EN/256 . . . . . . . . . . . . . . . . . .  26.49 
FIELDS OF GLORY V25fJC/38612MB . . .  28.49 
FLASHBACK V256C/286 . . . .  25.49 
FLIGHT SIM TOOL KIT V/386 . . . . . . . . . . . .  32.49 
FLIGHT SIMULATOR 5 SVI38612MB .. 31 .49 
FORMULA 1 GRAND PRIX V/286 . . . . . . . .  20.49 
GOAL V/286 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  23.99 
GRAHAM GOOCH WORLD 
CLASS CRICKET V/286 .... . ... 22.49 
GUNSHIP 2000 V/286 . . . . . . . . . . . . . . . . . . . . . . . .  23.49 
HISTORYLINE 1 9 1 4· 1 8  V/286 . . . . . . . . . . . .  25.99 
ISHAR 2 • LEGIONS OF CHAOS V256C/286 20.49 
KASPAROV'S GAMBIT Vl386 . . . . . . . . . . . .  28.99 
LANDS OF LORE V256C/386 . . . . . . . . . . . .  23.99 
LASER SQUAD (ENHANCED) V/286 . . .  21 .49 
LEGEND (WORLD OF LEGEND) .�_ ..  :15".49 -
LEGENDS OF VALOUR V. 256"COL . . . . . .  25.99 
LEMMINGS C/ENI286'"{0UAL) . . . . . . . . . . . .  1 4.49 
LEMMINGS DATA DISK · OH NO! 
CIEN/286 (DUAL) . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 0.99 
LEMMINGS 2 V/286 . . . . . . . . . . . . . . . . . . . . . . . . . .  25.49 
LINKS 386 PRO V/386. . . . . . . . . . . . . . . . . .  30.49 
LOTUS 3 · THE FINAL CHALLENGE 
V256C/286 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  21 .49 
MAXIMUM OVERKill V/386/4MB . . . . . .  30.49 
MORTAL KOMBAT V/286 . . . . . . . . . . . . . . . . . .  23.99 
PATRICIAN V256C/286 . . . . . . . . . . . . . . . . . . . . .  22.49 
PINBALL DREAMS V/286 . . . . . . . . . . . . . . .  26.49 
PIRATES GOLD V256CI386 . . . . . . . . . . . . . . .  28.49 
POOL V/286 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  23.99 
PREMIER MANAGER 2 V/286 . . . . . . .  1 9.49 
PREMIER MANAGER V/286 . . . . . . . . . . . . . .  1 4.49 
PRINCE OF PERSIA 2 V256C/286 . . . . . .  26.49 
PRINCE OF PERSIA C/EN/286 . . . . . . . . . . .  1 0.49 
PRIVATEER (SAP) V256C/386/4MB ... 1 5.49 
PRIVATEER V256C/38614MB . . . . . . . . . . . .  32.49 
RAILROAD TYCOON DELUX V/SV/386 25.99 
RAILROAD TYCOON EN/286 . . . . . . . . . . . .  1 1 .49 
RALLY V/386 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  23.49 
REACH FOR THE SKIES V . . . . . . . . . . . . . . .  24.49 
REO BARON HID V256CI286 . . . . . . . . . . . . . . .  27.49 
SECRET OF MONKEY ISLAND 2 V/286 25.49 
SECRET OF MONKEY ISLAND EN/286 1 3  ·q 
SENSIBLE SOCCER EN/286 . . . . . . . . . . . .  22.49 
SEVEN CITIES OF GOLD V/386 . . . . . . . . .  26.49 
SHADOW CASTER V256CI386/2MB . . .  28.99 

SHADOW OF THE COMET V256C/286 28.99 
SHADOW SORCERER EN (QUAL) . . . . . .  6.49 
SHAOOWLANDS V/286 . . . . . . . . . . . . . . . . . . . . .  1 0.99 
SHUTTLE EN/286 . . . . . . . . . . . . . . . . . . . . . . . . . . .  20.49 
SILENT SERVICE 2 EN256C/286 . . . . . . . . .  1 3.99 
SIM ANT (DUAL) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  24.49 
SIM CITY DELUXE 
(SIM CITY, FUTURE CITIES & 
TERRAIN EDITOR) EN/286 . . . . . . . . . . . . . . .  23.49 
S!M LIFE EN/286 . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  27.49 
SIMON THE SORCERER V256C/386 . . .  26.49 
SLEEPWALKER EN/286 . . . . . . . . . . . . . . . . . .  23.49 
SPACE CRUSADE EN/286 . . . . . . . . . . . . . . .  1 4.49 
SPACE HULK V/386 . . . . . . . . . . . . . . . . . . . . . . .  28.49 
SPACE LEGENDS 
(WING COMMANDER, METRAVELLER, 
ELITE PLUS) V/286 . . . . . . . . . . . . . . . . . . . . . . . . . . .  24.49 
SPACE QUEST 5 V256C/286 . . . . . . . . . . . . . . .  25.49 
SPEAR OF DESTINY (WOLFSTEIN 3D) 
V256CI286 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  25.49 
STAR CONTROL 2 EN/286 . . . . . . . . . . . . . . .  25.49 
STAR TREK (SPEECH) - 25TH 
ANNIVERSARY V256C/386 . . . . . . . . . . . . . .  25.49 
STAR TREK · 25TH ANNIVERSARY 
EN256C/286 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  24.49 
STAR TREK 2 - JUDGEMENT RITES 
V256C/386 . . . . . . . . . . . .  . .  . .  . .  . . . . . . . . . . . .  2ti.49 STARLORD V/386 . . . . . . .  , . . . .  28.99 
STONE KEEP V256C/386 . . . . . . . . . . . . . . . . . .  29.49 
STRIKE COMMANDER DATA DISK 
V256C/38614MB . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 5.49 
STRIKE COMMANDER SPEECH 
ACCESSORY V256C/38614MB . . . . . . . . . . . .  1 4.49 
STRIKE COMMANDER V256C/38614MB32.49 
STRONGHOLD V/386 . . . . . . . . . . . . . . . . . . . . . . . .  23.99 
STUNT ISLAND V256C/386 . . . . . . . . . . . . . . .  29.49 
SUB WARS V/386 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  28.99 
SYNDICATE V256C/386/4MB . . . . . . . . . . . .  29.49 
ULTIMA 7 EN/286 . . . . . . . . . . . . . . . . . . . . . . . . . . .  26.49 
ULTIMA 7 PART 2 · THE SERPENT ISLE 

V256C/386/4MB . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.49 
ULTIMA UNDERWORLD 2 V 256 COL 
V256C/38614MB . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  26.49 
ULTIMA UNDERWORLD V 256 COL 
V256C/386/4MB . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  26.49 
WING COMMANDER 2 + SPEECH 
ACCESSORY PACK V/38612MB . . . . . . . . .  26.49 
WING COMMANDER 2 DATA DISKS 1 +2 
V138612MB . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  18.99 
WING COMMANDER ACADEMY 
V256C/38612MB . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  23.99 
X-WING DATA DISK (IMPERIAL PURSUIT) 
V256C/386 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 5.49 
X·WING V256C/286 . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 
ZOOL V/286 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  17 .49 

FOR A FULL LISTIN G  PLEASE CALL 
0279 600204 

M EGADRIVE 2 DEALS MEGADRIVE GAMES 
A LAD DIN . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  39.99 

M EGADRIVE 2 WITH SONIC 2 
& TWO SEGA JOYPADS - G E N U I N E  U K  
VERSION. SAVE £17 . . . . . . . . . . . . . . . . . . . . .  1 1 2.99 

MEGADRIVE 2 AS ABOVE 

C O M PLETE WITH SONY 1 4 " FST KVM1 400 

COLO U R  TV/MO N ITOR AND SCART LEAD. 

SAVE £43 O N  R R P  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 295.99 

M EGA C D  2 WITH ROAD AVE N G E R  
G E N U I N E  U K  VERSION. (REQUIRES MEGADRIVE 1 O R  2 )  
SAVE £20 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 229.99 

M EGADRIVE 2 AS ABOVE PLUS MEGA C D  2 AS 

A B OVE. G E N U I N E  UK VERSIONS. SAVE £45 . . • . • • . • • . . •  335.99 

M EGADRIVE 2 AS ABOVE PLUS MEGA C D  2 AS 

ABOVE (GENUINE U K  VERSIONS) C O M PLETE WITH 

SONY 1 4 " FST KVM1 400 COLO U R  TV/MO N ITOR 

A N D  SCART LEAD. S A V E  £70 ON R R P  . . . . . . . . . . . . . . .  5 1 8.99 

S U P E R  N ES DEALS 
S U P E R  N ES WITH STARWING & O N E  NINTENDO 

JOYPAD - GENUINE U K  VERSION. SAVE £17 . . . . • . • . . . • . 1 1 2.99 

S U P E R  NES WITH MARIO ALL STARS & ON E  

NINTENDO JOYPAD - GENUINE UK VERSION. SAVE £17  . • •  1 1 2.99 

ALEX KIDO IN ENCHANTED CASTLE . . .  1 7.49 
ALIEN 3 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 
ANOTHER WORLD . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 
ARCH RIVALS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 
ASTERIX - THE GREAT RESCUE . . . . . . . . .  39.99 
B.O.B. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
BARDS ARCADE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.49 
BILL WALSH COLLEGE (US) FOOTBALL 
(EA FOUR PLAYER GAME) . . . . . . . . . . . . . . . . . .  35.99 
BONANZA BROTHERS . . . . . . . . . . . . . . . . . . . . . . . .  1 7.49 
BUBSY BOBCAT . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 
BULLS VS BLAZERS . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 
CHUCK ROCK 2: SON OF CHUCK . . . . . . . . .  35.99 
COOL SPOT . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.49 
CORPORATION . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 
DAVIS CUP TENNIS . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
DESERT STRIKE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 
DONALD DUCK - OUACKSHOT . . . . . . . . . . . .  30.49 
DOUBLE CLUTCH . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  31 .49 
DOUBLE DRAGON . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  20.99 
DRAGON'S FURY . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 
EA SPORTS SOCCER 
(EA FOUR PLAYER GAME) . . . . . . . . . . . . . . . . .  36.49 
ECCO (DOLPHIN) . . . . . . . . . . . . . . . . .  30.49 
EUROPEAN CLUB FOOTBALL . . . . . . . . . . . .  30.49 
F15 STRIKE EAGLE 2 . . . . . . . . . . . .  35.49 
FANTASTIC DIZZY . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  31 .49 
FATAL FURY . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
FATAL LABYRINTH . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 7.49 
FLASHBACK . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
FLINTSTONES . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  31 .49 
FORMULA ONE RACING . . . . . . . . . . . . . . . . . . . . .  39.99 
GAUNTLET 4 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.49 
GENERAL CHAOS 
(EA FOUR PAYER GAME) . . . . . . . . . . . . . . . . . .  35.99 
GHOULS N GHOSTS . . . . . . . . . . . . . . . . . . . . . . . . . .  20.49 
GLOBAL GLADIATORS (MC KIDS) . . . . . .  35.99 
GOLDEN AXE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  17 .49 
GRANDSLAM TENNIS . . . . . . . . . . . . . . . . . . . . . . . .  31 .49 

S U P E R  N ES GAMES 
ADDAMS FAMILY . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  37.49 
ADOAMS FAMILY 2 • PUGSLEY'S 
SCAVENGER HUNT . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.49 
ADVENTURES OF DR. FRANKEN .. 39.99 
AGURI SUZUKI F1 RACING . . . . . . . . . . . . . . . . .  37.49 
ALIEN 3 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  43.99 
AMAZING TENNIS (DAVID CRANE) . . . . . .  39.99 
ANOTHER WORLD . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  37.49 
ASTERIX . . . . . . . . . . . . . . . . . . . . . . .  . .  . . . . . . . . . . . .  39.99 
AXELAY . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  37.49 
B.O.B. . . . . . . . . . . . . . . . . . . .  . .  . . . . . .  39.99 

S U P E R  N E S  WITH AS ABOVE WITH STARWING g:�t."c�������oPoii.iiiiMiii : : : : : : : :;�::: 
OR MARIO ALL STARS (GENUINE UK VERSIONS) g���·J��f.\'�� .. ATTLEMAN

·
'
·
·c.� . : . :l�::: 

C O M P LETE WITH SONY 1 4" FST KVM 1 400 BUBSY BOBCAT . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  33.49 

COLO U R  TV/M O N ITOR A N D  SCART LEAD. g����:1��uiii· : : : : : : : : : : : : : : : : : : : : : : : : : :;� :: 
SAVE £43 ON R R P  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 295.99 �����s.:.���.:. : : : : : : : : : : : : : : : : : : : : : : : : : : : : : : ::��:� 

OTH ER  DEALS AVAILABLE PLEASE CALL FIRST SAMURAI . . . . . . . . . . . . . . . . . . . . . .  43.99 
L--------------------_. GOOF TROOP . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  41 .99 

22.49 PC VIE 

1 3.49 A M  

AMIGA GAM ES FABLES & FIENDS - LEGEND OF 
KYRANDIA (N012) (1 MEG) . . . . . . . . . . . . . .  23.99 

Games marked NOP will  not 
work on A500 Plus, A600 or 

A1 200. Games marked N 0 1 2  
w i l l  not work on t h e  A1 200. 

FIRST SAMURAI + MEGA LO 
MANIA (N01 2) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 3.99 
FLASHBACK (1  MEG) . . . . . . . . . . . . . . . . . . . . .  20.99 
FOOTBALLER OF THE YEAR 2 (N012) 8.49 
FORMULA 1 GRAND PRIX . . . . . . . . . . . . . . .  1 5.49 
GOAL . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  20.49 
GRAHAM GOOCH DATA DISK . . . . . . . . .  1 3.99 
GRAHAM GOOCH WORLD 

A· TRAIN (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . . . . .  22.99 CLASS CRICKET (1  MEG) . . . . . . . . . . . . . . .  1 8.49 
GRAHAM TAYLOR'S SOCCER A-TRAIN CONSTRUCTION SET (1 MEG)1 2.49 

A320 AIRBUS (USA VERSION) (1 MEG)22.49 
ADDAMS FAMILY (1 MEG) . . . . . . . . . . . . . . . . . .  9.99 

MANAGER (1 MEG) . . . . . . . . . . . . . . . . . . . . . . .  1 1 .49 
GUNSHIP 2000 (1 MEG) . . . . . . . . . . . . . . . . . . . .  22.99 

ALIEN BREED (SPECIAL EDITION) HISTORYLINE 1 9 1 4- 1 8  (1 MEG) . . . . . . . . .  22.99 
(1  MEG) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  9.49 INDIANA JONES 2 ACTION 

(FATE OF ATLANTIS) . . . . . . . . . . . . . . . . . . . . . . .  17.99 ALIEN BREED 2( 1 MEG) . . . . . . . . . . . . . . . . . .  1 7.49 INDIANA JONES ADVENTURE . . . . . . . . .  1 1 .49 ALIEN BREED 2 (A 1 200 VERSION) . . .  1 8.99 INDIANA JONES FATE OF ATLANTIS ASSASSIN (1 MEG) . . . . . . . . . . .  1 2.49 ADVENTURE (1 MEG) . . . . . . . . . . . . . . . . . . . . .  24.49 ASSASSIN RE MIX . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  9.99 INDY JONES (ACTION) . . . . . . . . . . . . . . . . . . . . .  6.99 B17 FLYING FORTRESS (1  MEG) . . . . . .  23.49 INNOCENT (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . .  22.99 BATTLE OF BRITAIN . . . . . . . . . . . . . . . . . . . . . . .  1 1 .49 IISHAR 2 · LEGIONS OF CHAOS (1 MEG)1 8.49 
ISHAR 2 · LEGIONS OF CHAOS BILL'S TOMATO GAME . . . . . . . . . . . . . . . . . . . .  1 7.49 

BODY BLOWS (1 MEG) . . . . . . . . . . . . . . . . . . . .  16.99 (A1200 VERSION) . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 8.99 BODY BLOWS (A1200 VERSION) . . . . . .  1 9.49 
BODY BLOWS GALACTIC (1  MEG) ... 17 .49 IT CAME FROM THE DESERT PLUS ANT 
BODY BLOWS GALACTIC (A1200 VERSION)1 8.99 
CAMPAIGN 2 (1  MEG) . . . . . . . . . . . . . . . . . . . . .  22.99 

HEADS DATA DISK (1 MEG) . . . . . . . . . . . .  1 3.49 j3��s�fJ>���i <'�;;��?�����::: : ��::-CHAMPIONSHIP MANAGER (1 MEG) 1 2.49 
CHAMPIONSHIP MANAGER 93 UPDATE JURASSIC PARK (A1200 VERSION) . . .  1 9.49 

K240 (UTOPIA 2) (1 MEG) . . . . . . . . . . . . . . . . . .  1 8.49 DISK (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  9.49 

t����gJ�����g�������\ : : : : : : : : :��::� CHAMPIONSHIP MANAGER 93194 (1 MEG)1 7.99 
CHAOS ENGINE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 7  .49 LEMMINGS 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 4.49 CHAOS ENGINE (A 1 200 VERSION) . . .  18.49 LEMMINGS DATA DISK · OH N0! . . . . . . . . .  8.99 CHUCK ROCK 2(1 MEG) . . . . . . . . . . . . . . . . . .  1 0.49 LINKS · THE CHALLENGE OF GOLF CIVILISATION (1 MEG) . . . . . . . . . . . . . . . . . . . . .  23.49 (1  MEG) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 2.99 CIVILISATION (A1200 VERSION) . . . . . .  25.99 LORD OF THE RINGS . . . . . . . . . . . . . . . . . . . . .  1 7.49 COMBAT AIR PATROL . . . . . . . . . . . . . . . . . .  20.49 LORD OF THE RINGS 2 • DESERT STRIKE (1 MEG) . . . . . . . . . . . . . . . . . .  19.49 TWO TOWERS (1  MEG) . . . . . . . . . . . . . . . . . . . .  20.49 DOG FIGHT (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . .  22.99 LOST VIKINGS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 DONK (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 8.49 LOTUS 3 • THE FINAL DOODLEBUG . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 4.49 CHALLENGE (1 MEG) (N012) . . . . . . . . . . .  1 0.49 DRACULA (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . . . . .  20.49 MICRO MACHINES . . . . . . . . . . . . . . . . . . . . . . . . . .  16.99 DUNE 2 - BATTLE FOR 
ARRAKIS(1 MEG) . . . . . . . . . . . . . . . . . . . . . . . . . . .  20.49 MtCROPROSE 3D GOLF (1 MEG) . . . . .  1 2.99 

MORTAL KOMBAT (1 MEG) . . . . . . . . . . . . . .  20.99 DUNGEON MASTER & CHAOS 
STRIKES BACK (1 MEG) . . . . . . . . . . . . . . . . . .  1 3.99 PATRICIAN (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . .  20.49 

PERFECT GENERAL . . . . . . . . . . . . . . . . . . . . . . . .  22.99 ELITE . . . . . . . . . . . . . . . . . . . .  . . . . . . . . . . . . . . . . . . . .  1 2.49 PERFECT GENERAL DATA DISK . . . . . .  1 4.49 ELITE 2 (FRONTIER) . . . . . . . . . . . . . . . . . . . . . . . .  22.49 PINBALL DREAMS ((1 MEG) . . . . . . . . . . . .  1 3.49 EYE OF THE BEHOLDER (SS!) (1 MEG)20.49 PINBALL FANTASIES . .  1 8.49 EYE OF THE BEHOLDER 2 (1  MEG) ... 24.49 PIRATES (NOP) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 0.49 F1 (DOMARK) (1 MEG) . . . . . . . . . . . . . . . . . . . . .  17.99 PREMIER MANAGER (1  MEG) . . . . . . . . . . .  10.49 F1 1 7A SEAL TH FIGHTER 2.0 (1 MEG) 22.99 PREMIER MANAGER 2 (1 MEG) . . . . . . . .  1 6.49 F15 STRIKE EAGLE 2 (1 MEG) . . . . . . . . .  1 2.49 PREMIERE (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . .  1 2.49 F17 CHALLENGE . . . . . . . . . . . . . . . . . . . . . . . . . . .  10.49 PRINCE OF PERSIA (1  MEG) . . . . . . . . . . . . . .  7.99 F19 STEALTH FIGHTER (NOP) . . . .  . .  1 1 .49 RAILROAD TYCOON (1  MEG) . . . . . . . . . . .  14.49 

GUNSTAR HEROES . . . . . . . . . . . . . . . . . . . . .  35.99 
GYNOUG . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  17.49 
HARDBALL 3 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 
HAUNTING . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.49 
HOME ALONE 2 . . . . . . . . . . . . . . . . . . . . . . . .  36.49 
HOOK . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  31 .49 
INDIANA JONES 3 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  31 .99 
JAMES POND 3 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
JOHN MADDEN AND EA ICE HOCKEY 31 .49 
JUNGLE STRIKE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
JURASSIC PARK . . . . . . . . . . . . . . . . . . . . . . . . .  39.99 
LEMMINGS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  20.99 
LETHAL ENFORCERS (WITH LIGHT GUN) 54.99 
LHX ATTACK CHOPPER . . . . . . . . . . . . . . . . . . . . .  30.49 
LOTUS TURBO CHALLENGE . . . . . . . . . . . . . . .  30.49 
MEGA GAMES 1 
(WORLD CUP IT ALIA '90, COLUMNS, 
SUPER HANG ON) . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.99 
MEGA-LO-MANIA . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
MICKEY AND DONALD . . . . . . .  30.49 
MICRO MACHINES . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  28.49 
MIG 29 FIGHTER PILOT . . . . . . . . . . . . . . . . . . . . .  31 .99 
MORTAL KOMBAT . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  42.49 
MUHAMMAD All BOXING . . . . . . . . . . . . . . . . . .  35.99 
MUTANT LEAGUE FOOTBALL . . . . . . . . . . . .  30.49 
NHL HOCKEY '94 (EA FOUR PLAYER GAME) 36.49 
NHL ICE HOCKEY . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  28.49 
NHL ICE HOCKEY '93 . . . . . . . . . . . . . . . . . . . . . . . .  22.49 
OTTIFANT . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.49 
PGA GOLF 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 
PITFIGHTER . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  31 .99 
POPULOUS 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
RANGER·X . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
REVENGE OF SHINOBI. . .  . . . . . . . . . . . . . . . . . .  17.49 
ROAD RASH 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 
ROBOCOD (JAMES POND 2) . . . . . . . . . . . . . . .  30.49 
ROBOCOP VS TERMINATOR . . . . . . . . . . . . . . .  36.49 
ROCKET KNIGHT ADVENTURES . . . . . . . . .  35.49 
RUGBY 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  31 .49 
SHADOW OF THE BEAST 2 . . . . . . . . . . . . . . . . . .  30.49 
SHINING FORCE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  39.99 

INCREDIBLE CRASH OUMMIES . . . . . . . . . . . .  43.99 
JIMMY CONNORS' PRO TENNIS TOUR 37.99 
JOHN MADDEN '93 . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.49 
JURASSIC PARK . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  44.99 
KEVIN KEEGAN PLAYER MANAGER . . .  43.99 
KING ARTHUR'S WORLD . . . . . . . . . . . . . . . . . . .  37.49 
KRUSTY'S FUN HOUSE . . . . . . . . . . . . . . . . . . . . .  37.49 
LAGOON . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  51 .99 
LEMMINGS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  41 .49 
LOST VIKINGS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  33.49 
MARIO All STARS . . . . . . . . . . . . . . . . . . . . . . . . . . .  41 .49 
MARIO PAINT WITH MOUSE . . . . . . . . . . . . . . .  49.99 
MECHWARRIOR . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  43.99 
MEGALOMANIA . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  43.99 
MICKEY'S MAGICAL QUEST . . . . . . . . . . . . . . .  49.99 
MORTAL KOMBAT . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  49.99 
MYSTIC QUEST . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  33.49 
NBA ALL STAR CHALLENGE . . . . . . . . . . . . . . .  43.99 
NFL QUARTER BACK CLUB . . . . . . . . . . . . . . .  51 .99 
NHLPA '93 ICE HOCKEY . . . . . . . . . . . . . . . . . . . . .  35.49 
NIGEL MANSELL'S WORLD 
CHAMPIONSHIP . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  33.49 
PEBBLE BEACH GOLF . . . . . . . . . . . . . . . . . . . . . .  .41 .49 
PGA TOUR GOLF . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  39.99 

SHINOBI 3 (RETURN OF THE NINJA MASTER)35.99 
SNAKE RATTLE AND ROLL . . . . . . . . . . . . . . .  36.49 
SONIC 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 
SONIC SPINBAll . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  39.99 
SPEEDBALL 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 9.99 
STREETFIGHTER 2 • 
CHAMPIONSHIP EDITION . . . . . .  47.99 
STREETS OF RAGE . . . . . . . . . . . . . . . . . . . . . . . . . . .  22.49 
STREETS OF RAGE 2 . . . . . . . . . . . . . . . . . . . . . . .  35.49 
STRIDER . . . . . . . . . . . . . . . . . . .  . .  . . . . . . . . . . . . . . . .  9.99 
SUMMER CHALLENGE . . . . . . . . . . . . . . . . . . . . . . .  30.49 
SUNSET RIDERS . . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 
SUPER BASEBAll 2020 . .  . . . . . .  36.49 
SUPER HANG ON . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  17 .49 
SUPER KICK OFF . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.49 
SUPER OFF ROAD RACER . . . . . . . . . . . . . . . . .  20.49 
SWORD OF VERMILLION . . . . . . . . . . . . . . . . . . . .  27 .49 
TAZMANIA . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.49 
TECHNO CLASH . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
TECMO CUP SOCCER . . . . . . . . . . . . . . . . . . . . . . . .  31 .49 
TEENAGE MUTANT HERO TURTLES . . .  35.49 
TEENAGE MUTANT HERO TURTLES -
TOURNAMENT FIGHTERS . . . . . . . . . . . . . . . . .  41 .99 
TERMINATOR . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  27.49 
TERMINATOR 2 
(MENACER LIGHT GUN GAME) . . . . . . . . . . .  30.49 
TESTDRIVE 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  21 .49 
THUNDERFORCE 4 . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 
TINY TOONS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 
TOE JAM AND EARL . . . . . . . . . . . . . . . . . . . . . . . . . .  20.49 
ULTIMATE SOCCER . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
V MAN . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.49 
VISIONARY (WAS BODY COUNT) . . . . . . . .  36.49 
WIMBLEDON TENNIS . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
WINTER GAMES . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  18,49 
WINTER OlYMPICS . . . . . . . . . . . . . . . . . . . . . . . . . . .  39.99 
WORLD CLASS LEADERBOARD . . . . . . . . .  30.49 
WORLD CUP IT ALIA 90 . . . . . . . .  1 7.49 
WRESTLE WAR . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  16.49 
WWF WRESTLEMANIA. . . . . . . .  22.49 
X·MEN . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.49 

PILOT WINGS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.99 
PLOK . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  33.99 
POP 'N' TWIN BEE . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  .40.49 
PRINCE OF PERSIA . . . . . . . . . . . . . . . . . . . . . . . . . . .  41 .49 
PUSH OVER . . . . . . . . . . .  .. . .  . . . . .  35.49 
REN AND STIMPY . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  39.99 
ROAD RUNNER (LOONEY TUNES) . . . . .  .41 .49 
SIM CITY . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.99 
STARWING . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  40.49 
STREETFIGHTER 2 . . . . . . . . . . . . . . . . . . . . . . . . . .  55.49 
STREETFIGHTER TURBO . . . . . . . . . . . . . . . . . .  49.99 
STRIKER . . . . . . . . . . . .  . . . . . . . . . . . . . . .  40.49 
SUNSET RIDERS .42.49. 
SUPER ALESTE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  37.49 
SUPER CASTLEVANIA 4 . . . . . . . . . . . . . . . . . . . .  37.49 
SUPER GHOULS AND GHOSTS . . . . . . . . . . .  32.99 
SUPER GOAL . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  37.49 
SUPER JAMES POND . . . . . . . . . . . . . . . . . . . . . . . .  34.99 
SUPER KICK OFF . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
SUPER MARIO KART . . . . . . . . . . . . . . . . . . . . . . . .  32.99 
SUPER MARIO WORLD . . . . . . . . . . . . . . . . . . . .  37.49 
SUPER OFF ROAD RACER . . . . . . . . . . . . . . . . .  37.49 
SUPER PARODIOUS . . . . . . . . . . . . . . . . . . . . . . . . . .  41 .49 
SUPER PROBOTECTOR . . . . . . . . . . . . . . . . . . . . .  37.49 

22.99 AM 1 MEG 

RAINBOW COLLECTION 
(BUBBLE BOBBLE, RAINBOW ISLANDS, 
NEW ZEALAND STORY) {NOP) . . . . . . . . . . . .  9.99 
RALLY(1 MEG) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  20.49 
REACH FOR THE SKIES . . . . . . . . . . . . . . . . . .  20.49 
SECRET OF MONKEY ISLAND 2( 1 MEG)24.49 
SENSIBLE SOCCER ("92193 SEASON) 1 3.49 
SHADOWORLDS (N012) . . . . . . . . . . . . . . . . . . . . .  8.99 
SHOOT·'EM·UP CONSTRUCTION KIT 
(N01 2) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  8.99 
SIMON THE SORCERER ( A1200 VERSION) 25.49 
SOCCER KID . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  18.99 
SOCCER KID (A 1200 VERSION) . . . . . . . . .  19.49 
STAR TREK - 25TH ANNIVERSARY 
(A1200 VERSION) . . . . . . . . . . . . . . . . . . . . . . . . . . .  22.49 
STREETFIGHTER 2 . . . . . . . . .  . . . . . . . . . . . .  18.99 
STUNT CAR RACER (N012) . . . . . . . . . . . . . . .  7.99 
SUPER CARS (N01 2) . . . . . . . . . . . . . . . . . . . . . . . .  7.49 
SUPER CARS 2 (NOP) . . . . . . . . . . . . . . . . . . . . . . .  9.49 
SUPER CAULDRON . . . . . . . . . . . . . . . . . . . . . . . .  1 7.99 
SUPER FROG (1 MEG) . . . . . . . . . . . . . . . . . . . . .  16.99 
SUPER HANG ON . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  7.99 
SUPER HERO . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 9.99 
SUPER LEAGUE MANAGER (1 MEG) 1 8.49 
SUPER SPACE 1NVADERS . . . . . . . . . . . . . . . . . .  9.49 
SUPERSKI 2 (N012) . . . . . . . . . . . . . . . . . . . . . . . . . . .  8.99 
SWITCHBLADE 2 (N012) . . . . . . . . . . . . . . . . . .  9.49 
SW IV (NOP) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  8.99 
SYNDICATE (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . .  22.49 
TERMINATOR 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  20.99 
TFX (A1200 VERSION) . . . . . . . . . . . . . . . . . . . . .  22.99 
THE ADVENTURES 
(SUPREMACY, HUNTER, 
CORPORATION) (N01 2) . . . . . . . . . . . . . . . . . .  1 4.49 
THE BLUE & THE GREY (1 MEG) . . . . . .  1 8.99 
THE LOST TREASURES OF INFOCOM 1 
(20 CLASSIC INFOCOM TEXT 

ADVENTURES) (N01 2) . . . . . . . . . . . . . . . . . . . . .  20.99 
THE SETTLERS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  23.49 
THEATRE OF DEATH . . . . . . . . . . . . . . . . . . . . . . .  20.49 
THUNDERHAWK . .  . . . . . . . . . . . . . . . . . . . . . . . . . .  1 0.99 
TITUS THE FOX . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  9.49 
TORNADO (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . . . .  21 .49 
TRANSARCTICA . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 8.49 
TURRICAN . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  7.99 
TURRICAN 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  7.99 
ULTIMA 5 (N012) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  9.49 
UTOPIA + DATA DISK . . . . . . . . . . . . . . . . . . . . .  1 1 .99 
VROOM (N012) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 3.49 
WALKER . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 
WAR IN THE GULF . . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 
WING COMMANDER 1 (1 MEG) . . . . . . . . .  10.49 
WIZ N LIZ . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  20.49 
ZOOL(1 MEG) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  10.49 
ZOOL (A1200 VERSION) . . . . . . . . . . . . . . . . . .  1 8.49 
ZOOL 2 (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  16.99 

FOR A FULL LISTING PLEASE PHONE 
0279 600204 

YOUNG INDY · INSmUMENTS OF CHAOS . . .  35.99 
ZERO WING . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 7.49 
ZOMBIES . .. . . . . . . . . . . . . . . . . . .  32.99 
ZOOL . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.49 

MEGA CD GAMES 
BATMAN RETURNS . . . . . . . . . . . . . . . . . . . . . . . . . . .  39.99 
BLACK HOLE ASSAULT . . . . . . . . . . . . . . . . . . . . .  29.49 
CHUCK ROCK . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.49 
CHUCK ROCK 2:  SON OF CHUCK . . . . . . . . .  36.49 
COBRA COMMAND . . . . . . . . . . . . . . . . . . . . . . . . . . .  33.49 
ORACULA . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.49 
DUNE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.49 
ECCO THE DOLPHIN . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.49 
FINAL FIGHT . .  : . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.49 
HOOK . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.49 
JAGUAR XJ220 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.49 
LETHAL ENFORCERS . . . . . . . . . . . . . . . . . . . . . . . .  43.49 
LETHAL ENFORCERS (WITH LIGHT GUN) 45.99 
MUSIC VIDEO : INXS . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
MUSIC VIDEO : KRtSS KROSS . . . . . . . . . . . .  36.49 
NIGHT TRAP (2 COS) RATED 1 5  
YEARS O R  OVER . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  39.49 
PRINCE OF PERSIA . . . . . . . . . . . . . . . . . . . . . . . . . . .  34.49 
ROAD AVENGER . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.49 
ROBO ALESTE ... . . . . . . . . . . . . . .  32.49 
SEGA CLASSICS 
(GOLDEN AXE, REVENGE OF SHINOBI, 
STREETS OF RAGE, SUPER MONACO G.P. 
AND COLUMNS) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  33.49 
SEWER SHARK . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  43.49 
SHERLOCK HOLMES . . . . . . . . . . . . . . . . . . . . . . . .  36.49 
SHERLOCK HOLMES 2 . . . . . . . . . . . . . . . . . . . . . . . .  36.49 
SILPHEED . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  39.99 
SONIC CO . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.49 
SPtOERMAN VS. KINGPIN . . . . . . . . . . . . . . . . . .  36.49 
TERMINATOR . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.49 
THUNDERHAWK . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.49 
TIME GAL . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.49 
WOLF CHILD . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.49 
WONDER DOG . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.49 

SUPER PUTTY . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  40.99 
SUPER R· TYPE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.99 
SUPER SMASH TV . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  37.49 
SUPER SOCCER . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.99 
SUPER STAR WARS . . . . . . . . . . . . . . . . . . . . . . . . . .  41 .49 
SUPER STRIKE EAGLE . . . . . . . . . . . . . . . . . . . .  42.49 
SUPER SWIV . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  39.49 
SUPER TENNIS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.99 
SUPER WWF WRESTLEMANIA . . . . . . . . . . . .  40.49 
TERMINATOR 2 · THE ARCADE GAME 43.99 
TINY TOON ADVENTURES - BUSTER BUSTS 
LOOSE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  40.49 
TRODDLERS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  34.99 
UL TRAMAN . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  28.49 
UN SQUADRON . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  41 .49 
VEGAS STAKES . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  33.49 
WARPSPEED . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  34.49 
WORLD LEAGUE BASKETBALL . . . . . . . . .  32.99 
WWF ROYAL RUMBLE . . . . . . . . . . . . . . . . . . . . . . . .  53.99 
YOSHI'S SAFARI (SCOPE 6 GAME) . . . . . .  34.49 
ZELDA 3 · LINK TO THE PAST . . . . . . . . . . . .  32.99 
ZOMBIES . . . . . . . . . . . . . . . . .  42.49 



AMIGA DEALS + CD-32 PC EXTRAS 
COMMODORE AMIGA A1 200 

LEMMINGS PACK 
COMMODORE AMIGA 

C D-32 CONSOLE 
S O U N D  B LASTER V . 2  S O U N D  BOARD 
FOR PC . . . . • • . • . . . . • . . . . . . . . . . . . . . . . . . . . . . . . . .  89.99 
WITH INBUILT ANALOGUE ( 1 5  PIN) JOYSTICK PORT, MIDI 
INTERFACE AND CD AUDIO INPUT SOCKETS. COMPLETE 
WITH SOFTWARE BUNDLE INCLUDING WAVE STUDIO, 
TALKING SCHEDULER, JUKEBOX, ORGAN, TALKING PARROT, 
LEMMINGS AND INDIANOPOLIS 500 GAMES. 1 YEAR 
WARRANTY. FREE SPEAKERS 

IJ!!!/li'd j/ '� ) . "" j 
•• If 

- 285.99 
SOU ND SENSE SOU ND BOARD 

FOR PC . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 99.99 
COMPATIBLE WITH SOUNDBLASTER V.2 AND ADLIB CARDS. 
COMPLETE WITH HIGH QUALITY SPEAKERS, BUll T IN MIDI 
INTERFACE AND CD AUDIO SOCKETS. FREE ZOOL, AVBB 
HARRIER A.SSAUL T AND INDIANA JONES GAMES. 1 YEAR 
WARRANTY. 

WITH DELUXE PAINT 3 AND LEMMINGS. 

CD BASED CONSOLE WITH 
AMIGA A 1 200 POWER, 256,000 
COLOURS FROM 16 MI LLION. 

COMPLETE WITH OSCAR AND 
DIGGERS CD GAMES, 2 MEG 

SOUND B LASTER PRO PLUS SOUND 

MOUSE, B U I LT-IN TV MODULATOR,  BOARD FOR PC . . . . . . . . . . . . . . . . . . . . . . . .  1 59.99 

2 MEG RAM EXPANDABLE TO 10 MEG,  
32 BIT 68020 1 4  MHz PROCESSOR, 

AGA G RAPHICS CHI PSET, 
RAM AND 1 1  BUTION JOYPAD. 

CAN PLAY AUDIO CD'S AND 

CD+G DISCS. 
PC 111 

1 YEAR IN-HOME SERVICE WARRANTY •o,mcKS � 

MODEL KVM 1 400WITH REMOTE CONTROL 

FREE SCART LEAD 
(STATE S N E S ,  M EGADRIVE, A M I G A  or ST) 

AVAI LAB LE IN WHITE AT NO EXTRA COST 

FOR FASTEXT O PTION P LEASE ADD £50 

m 00'�- · "  � WARRIOR S PC 
ANALOGUE 

CH FLIGHT STICK JOYSTICK (15 PIN ) 
ANALOGUE 1 2.99 
JOYSTICK 

(15 PIN) 35.99 

SUNCOM G FORCE 
YOKE FOR IBM PC 

( 1 5  PIN). 

194.99 

SONY TV/MONITOR ENABLES MONITOR QUALITY 
PICTU RE FROM AMIGA, SUPER NES, ST OR MEGADRIVE 
VIA SCART CONNECTION. ALSO SUITS ALL CONSOLES 
VIA NORMAL RF INPUT. INCLUDES REAR SCART/EURO. 
60 CHANNEL TUNING. BLACK TRINITRON SCREEN, TWO 

POSITION TILT DESIGN FOR CHOICE OF ANGLE. 

RESPONSIVE 
ANALOGUE 

CONTROL STICK 
SUITABLE FOR USE 

WITH DRIVING 
GAMES AND 

FLIGHT SI MS. 

INCLUDES LOOP AERIAL. SUPERB QUALITY. 44.99 

AMIGA & ST JOYSTIC KS 
KONIX SPEED KING 

WITH AUTOFIRE 
(OIGITAL)(15 PIN) 

1 2.99 

SUNCOM 
ANALOGUE EXTRA 
JOYSTICK FOR IBM 

PC ( 1 5  PIN) 
1 9.99 

DRAGON MOUSE 
WITH DRIVER 
SOFTWARE. 

1 4.99 

CH EETAH BUG 
JOYSTICK (AMIGA 

FORMAT GOLD) 
1 3.99 

FREEWHEEL 
STEERING WHEEL 

(DIGITAL) FOR AMIGA 
(WORKS AS A 

JOYSTICK OR WITH 
FOOTPEDAL) SUITS 

MOST DRIVING 
GAMES 

25.99 

GRAVIS JOYSTICK 
FOR AMIGA WITH 

FOAM PADDED GRIP, 
ADJUSTABLE HANDLE 

TENSION AND 
PROGRAMMABLE 

FIRE BUTTONS 
23.49 

� [1] 
PRO 5000 JOYSTICK 

1 2.99 OUICKJOY TOP STAR 

OUICKJOY QJ1 
JOYSTICK 

(MICROSWITCHED) 
7.99 

JOYSTICK 
1 9.99 

OUICKSHOT 1 55 
AVIATOR 1 JOYSTICK 

23.99 

SPEED KING 
ANALOGUE JOYSTICK 

FOR AMIGA (FOR 
PROPORTIONAL 

CONTROL ON 
SUITABLE 

SOFTWARE) 
1 2.99 

ALFA MEGAMOUSE 1 
FOR AMIGA OR ATARI 
ST. AWARD WINNING 

DESIGN. BEST FOR 
DESIGN/ART 
PACKAGES 

1 4.99 

AMIGA 280 DPI. 
1 2.49 

ZYDEC TRACKBALL 
22.99 

MOUSE MATS 
JUNGLE SCENE 
DOLPHIN SCENE 

5.99 EACH 

MOUSE MAT (PLAIN) 
4.99 

We only supply official U K  products. Official 
suppliers of all leading brands. We sell games and 

peripherals all at amazing prices for Megadrive, 
Masler Syslem, Game Gear, Super NES, 

Gameboy, NES, lynx,  Amiga,  Atari ST, PC,  CD 
ROM and Apple Mac.  And we sel l  T -shirts and 

c·uddly toys! 
Special Reserve Club Shop at The Maltings, 

Sawbridgeworth, Herts. Open to 7pm Weekdays 
and to Spm Saturdays. 

MORE J OYSTICKS AND MICE 
AVAILABLE PLEASE PHONE 

FOR DETAILS 
0279 600204 

PRINTERS 
CITIZEN 1 20D+ 9-PIN MONO 

PRINTER . . . . . . . . . . . . . . . . . .  1 24.99 
60 COLUMN I 1 44 CPS/25NLQ, 2NLQ/1 DRAFT 
FONT, 2 YEAR WARRANTY 
FREE PRINTER LEAD 

CITIZEN SWIFT 90C 9-PIN 

COLOUR PRINTER . . .  1 64.99 
9 PIN, 80 COLUMN 240CPS/54NLO 6NLQ 
FONTS, 2 YEAR WARRANTY 
FREE PRINTER LEAD 

CITIZEN 200 24-PIN COLOUR 

PRINTER . . . . . . . . . . . . . . . . . .  21 6.99 
WITH COLOUR KIT, 24 PIN,  80 COLUMN 
21 6CPS/72LQ6 LQ/1 DRAFT FONT, AUTO SET 
FACILITY, INPUT DATA BUFFER, AUTO 
PAPER LOADING, ENVELOPE PRINTING, 2 
YEAR WARRANTY 
FREE PRINTER LEAD 

CITIZEN 240C 24-PIN 

COLOUR PRINTER . . .  259.99 
WITH COLOUR KIT, 24 PIN, 80 COLUMN, 
240CPS/80LO 9 L0/1 DRAFT FONT, 2 YEAR 
WARRANTY 
FREE PRINTER LEAD 

CANON BJ-1 0SX BUBBLE 

JET PRINTER . . . . . . . . . . . .  21 5.99 
64 NOZZLE, 80 COLUMN, 1 1 0LQ CPS 2LQJ3 
DRAFT FONT, 1 YEAR WARRANTY 
FREE PRINTER LEAD 

3� Redelw€ � can �  all. tlt.u .. can 'lf6V? 
@ READ "NRG" Regular Club Magazine 

@] CHOOSE from our Huge Selection 
3 BUY at Best Possible Prices 
� SAVE with our Special Deals 

� SAVE more with our XS Coupons 

� WIN £60,000 worth of prizes FREE 

JOIN now from just £4.00 
We only supply members but you can order as you join 

There's no obligation to buy and you can be any age. 
Just send in  the form below or phone Sales on 0279 600204. 

As a member of Special Reserve you' l l  receive regular issues of 
N A G  magazine.  N A G  is our 48 page colour club magazine sent bi
monthly only to Special Reserve members.  NAG contains:  

1 .  The best selection of games, peripherals and hardware for al l  
popular formats. We are official Sega, N intendo and Sony stockists. 
2 .  Reviews i n  colour and latest i nformation on new products 
3.  Charts and Release Schedule,  to help you choose and plan 
4.  The best prices. Just one purchase will save you your joining fee 
5.  Hundreds of Special Offers. Top games at prices you won't believe 
6. XS Super Savers. Money-off coupons worth over £ 1 80 a year 
7. £60,000 worth of prizes per year i n  our F R E E-to-enter B I G  
T A R G E T  COMPETITIONS. That's £! 0,000 worth i n  every issue o l  
N R G ,  exclusive to members. 

That's why over 160,000 people have iolnecl Special 
Reserve, the biggest games club In the World! 

0:279 6002 0 4  
9am to 8pm Weekdays, 9am to 5pm Saturday, l Oam to Spm Sunday 

1 0am to 5pm Bank Holidays. Order/Confirmalion!Receipt sent for every order. 

THERE IS NO SURCHARGE ON TELEPHONED ORDERS. 

You can also Fax your .order to u s  on: 0279 726842 

We pride ourselves on our after-sales seNice. ( 1 8  customer service lines) 
Inevitably some games listed may not yet be available. Please phone sales on 

0279 600204 to check availability before ordering. In  the event of delay we issue 
refunds on request at any time prior to despatch. We reserve the right to change 

prices without prior notification. E .&  O.E.  

Registered Office & Club Shop:  lnler·Mediates ltd, 2 South Block, The Mallings, 
Sawbridgeworth, Herts. CM21 9PG. 

All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to U K  mainland addresses. 

MEMBERSHIP FEES 6 MONTHS ONE YEAI TWO YEllS 
TIIAL ANNUAL WITH FlEE 

MEMBERSHIP MEMBERSHIP HAID BINDER 
UK MEMBERS 4.00 7.00 14.00 
OVERSEAS EC MEMBERS b.OO 10.00 20.00 
OVERSIAS WORLD MEMBERS 7.00 12.00 24.00 

i - -WE ONLY SuPPlv
-

MEMaERS BuT YoU CAN ORDER AS YoU JOiN.- - ,  
I 

NO SURCHARGES ON TELEPHONED ORDERS 

I 
(PLEASE P R I NT IN BLOCK CAPITALS) DOWN 

: Name•-------------------------------------
1 : Address __________________________________ _ 

I 1---------------------------------------
1 
: _____________________ Poslcode -------------
: Phone Machine ______________ __ 

I 1 Enter membership number (if applicable) or 
I NEW MEMBERSHIP FEE !ANNUAL UK 7 00) 
I 

! :' : 
: ALL PRICES INCLUDE UK POSTAGE & VAT Ll £ ____ _, 
: Cheque/P.O./Acce5s/Mastercard/SwitchNisa (Switch Issue No __ ) 

i I I I I I I I I I I I I I I I I I I I I I 
I Card 
: expiry date _______ Signature, ____________________ __ 

: cheques payable 1o: SPECIAL RESERVE 
: P.O. BOX 847, HARLOW, Cl\ll21  9PH 
1 Overseas Orders Surcharge (EC or  World}: Software orders 
1 please add £2,00 per item. Non-software items please add 
I 25%. Hardware items supplied to UK mainland only. 

L _ _ _ _  <:v���a= <:!'�e_:s_ m_u�t-"= f!.B!d_b! :_r��t-=�� _ _ _  _ 











T h e  1984 Vi d e o  
Re c o rd i n g s  Act 
Exempted Works 
'As specified in section 2(1)  of the Act, a 
video work is an exempted work if, as 
taken as a whole -
(a) it is designed to inform, educate or 
instruct; or 
(b) it is concerned with sport, religion or 
music; or 
(c) it is a videogame. 

This  exempted status is forfeited 
under section 2 (2),  however, if the video 
work to a significant extent depicts :  
(a) human sexual activity o r  acts o f  force 
or narrative associated with such activity. 
(b) mutilation or torture of, or other acts 
of gross violence towards, humans or 
animals. 
(c) human genital organs or human 
urinary or excretory functions. 
Or if it i s  designed to stimulate or 
encourage anything within paragraph (a) 
to a significant extent or within paragraph 
(b) to any extent. 

The decis ion about whether or not a video 
work is an exempted work rests with the 
supplier, and neither the B B F C  nor the 
Home Office has the power to rule 
authoritatively on this question, which is 
ultimately a matter for the courts .. .'  
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t e c h v i e w': c o n n e ct i v i ty 

I m agi ne  becom i ng part  of a n at i o na l  games and  med i a  
com m u n icat i ons  network j u st by switc h i ng on  you r  TV. Sounds  
u n l i ke ly? l t ' s  a l ready happe n i ng .  Edge makes contact 



t e c h v i e w :  c o n n e ct i v i ty 1 

he dream of a network of 
games and entertainment 
services is noth ing new. 
But in  the next twelve 
months you' l l  see that 
dream start to become 

real ity. Further in  the future there's even 
the possib i l ity of d irect broadcast games, 
where new parts of a videogame are 
continual ly downloaded from satel l ite or 
cable whi le you're playing, and where you 
interact with other players on a national, or 
i nternational network. 

Both Sega and The 300 Company are 
plann ing to get a network for their 
machines up  and runn ing in  1 994, and the 
Sega Channel has just started l imited 
broadcasting via cable in  the US. 

Another games network, cal led St 
Giga, i s  also planned by N intendo out i n  

Japan. The service, which wi l l  be  on l i ne  in  
Apr i l  1 994, wi l l  be cal led s imply the 
'Message Information Broadcast Service 
System' and wi l l  give users access to an 
i nformation and music channel. There wi l l  
also be a 'Game Battle Service' where users 
can play tournaments via satel l ite with 
other Super Famicom owners. The first 
tournaments planned for St Giga are Super 
Mario Kart, Dragon Quest and Final Fantasy. 

But significantly, Nintendo's original 
plans for supplying new videogames via 
satel l ite have been scrapped, apparently 
due to technical and legal constraints. 

But another Famicom-based system 
has been in l imited use in Japan s ince 1 989, 
offering electronic banking, share trading, 
teleshopping, a ir l ine reservations, postal 
services, a fitness routine and even 
horserace betting. As Nintendo's US 
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t e c h v i e w :  c o n n e ct i v i ty 

T h e  N i nte n d o  St G i g a  n etwo r l< 

Japanese 
sate l l ite 

broad cast 

(NintendO) 
The Nintendo system needs a specially 
developed St Giga decoder and adaptor and 
an RS tuner. Using a special St Giga cart, 
and an adaptor which slots into the Super 
Famicom, you log onto the service to receive 
information and play in games tournaments 

Te levis i o n  

H o me 
sate l l ite 

Super  
Fam i c o m  

spokesman Don 

Varyu says, 
There are more 
than I 1 2  mi l l ion 
N intendo game 
machines 
worldwide, and 
less than a thi rd of 
those are Game 
Boys. There's 
about 80 mi l l ion 

machines capable of porting to a network.' 
But the competition for the interactive 

home entertainment market is stead ily 
hotting up. Whi le Nintendo's plans for 
world domination, and particu larly for a US 
network, have so far fai led to material ise, 
Sega is al ready del ivering games to the 
home through cable TV. it's sti l l  on a smal l 
scale, but Sega has big plans for the system. 

The Sega Channel is the product of an 
al l iance with Telecommunications lnc (TCI) 
and Time Warner, and it 's currently being 
testmarketed in 350,000 households across 
1 3  US cities. Sega plans to go nationwide 
early next year. If it's successfu l ,  it's certain 
to quickly make its way over to the UK. 

But Sega is al ready facing its biggest 
potential rival - the 3DO machine, with 
which Trip Hawkins plans to create a 
new standard for home multimedia 
systems. And 3DO has the backing of, 
among others, the US telecommunications 
giant AT&T. Hawkins' plan is to l ink a grid 
of 3DO mach ines over the AT&T network 
as a way of del ivering games di rectly into 
the home. He's also signed up Time 
Warner, the second largest cable operator 
in the US - and also the same company 
backing the Sega Channel. 

it's hard to say at th is stage which 
system wi l l  take off and become the home 
multimedia standard - 3DO are keen to 
point out how their tie- in with AT&T gives 
them access to industry standards for video 
compression and signal processing, but 
then, Sega's system is al ready rol l ing. The 
basic 3DO machine is due in the US in 
October, and a network version is 
promised for 1 994. The UK launch of the 
basic system wi l l  be next Spring. 

According to Sega UK's Andrew 

Wright, subscribers to the Sega Channel 
wi l l  j ust preview the selection of games 
available, and then download the one they 
want to play di rectly into their Mega Drive. 

The cost of subscribing to the channel 
wi l l  be around £6-£ I 0 a month. Subscribers 
wi l l  also have to pay for a special lead that 
plugs into the Mega Drive cartridge slot 
and l inks it to the cable TV receiver, 
costing around £35.  

I n itially subscribers wi l l  be offered a 
choice of 20 games which wil l  be rotated 
every month. Just l ike in TV movie 
channels, there wi l l  be a multiple selection 
of games rather than a whole l ibrary of 
titles avai lable al l  the time. Subscribers wi l l  
s imply use their control lers to p ick a game 
from the menu and then h it the 'Send' icon. 
But un l ike cartridges you w'on't be up and 
playing instantly: the downloading process 
wi l l  take a couple of minutes. 

The Sega channel wi l l  also offer demo 
levels from unreleased games so you can 
get a flavour of them before they hit the 
shops, and teletext-style pages offering 
news, tips and letters. 

The UK cable TV companies are 
itching to get the ir hands on the Sega 
Channel. but Sega itself is not so sure. 
Compared with the US, where almost 80% 
of households have access to cable TV, the 



UK cable industry is tiny. Only 454,000 
homes in  the UK watch cable TV, out of a 
total of 2.2m households that have been 
passed by the cable TV l ines. 

'That is a very smal l proportion,' says 
Sega's European managing d irector Nick 

Alexander. ' lt makes us wonder whether 
it 's viable for a massmarket company l ike 
Sega to use cable.' 

But given that· Sega is committed to a 
European launch for the Sega Channel if it 
succeeds in the States, what other options 
are there? The N intendo route - via 
sate l l ite - is the next obvious course. A 
deal putting Sega TV onto Sky's Astra 
satel l ite could give it access to I OOm homes 
across Europe in one stroke. But, as 
Nintendo has d iscovered, there are big 
disadvantages with satel l ite technology. 

'We've looked at this and it seems 
that the time it takes to download games 
off air is a major problem,' says Alexander. 
Apparently it takes about about half an 
hour, and the more exposed nature of 
sate l l ite broadcasting - a bird landing on 
your Sky dish could corrupt a down load for 
instance - also creates problems. 

Another option for l i nking up the 
network is via the phonelines. People have 
been us ing these l ines for years to get 
access to news and entertainment services 
via modems. But there's more to it than 
that - Sega users in  the US can now buy 
modems that al low them to play games 
against their friends over the phone. 

Baton's Teleplay system is al ready on 
sale and comes with Terran Wars - an 
Asteroids-style shoot 'em up. The unit wi l l  
be sold in  the UK later th is year. 

There's also a s imi lar addon cal led 
Edge - the result of an agreement between 
Sega and AT& T. Made up of a modem and 
a speaker phone, Edge al lows competitive 
play and also lets you talk whi le you play. 
It' l l  be available in  the US next summer and 
wi l l  cost between $ 1 00 and $ 1 50. UK 
launch is l ikely soon after. 

But for garners in the UK, an 
important breakthrough was recently 
announced by BT - the biggest UK phone 
company - when it gave detai ls of its 
so-cal led Project ICE, which cou ld give 
videogame firms access to 26m households 
in the UK over the phonel ines. ICE stands 
for I nformation Communications and 
Entertainment, and is basically BT's 
response to the growing threat of cable 
TV. lt offers film, home shopping and 
games as wel l  as basic telephone services. 

Both Sega and N intendo have 
apparently had talks with BT, but there are 
sti l l  problems that must be solved before 
ICE goes l ive - the most glaring of which is 

t e c h v i e w :  c o n n e ct i v i ty i 

that the law as it stands forbids BT from 
broadcasting any entertainment services 
over its phonel ines. BT admits this is 'a 
grey area' but it ins ists that the one-to-one 
nature of ICE - ie you ind ividual ly select 
the game or video - means that it is not 
'broadcasting'. The cable TV companies, 
who have a lot to lose, are adamant that it 
is, and are cal l i ng on BT's regulatory 
watchdog to ban the project. 

The dispute should be sorted out by 
the end of the year, but one thing is 
certain: in  1 994 some of us wi l l  be feeding 
our 3DO, Mega Drive and SNES systems 
with broadcast signals rather than carts. 
Sonic and Mario with ICE, anyone? 

The problems o f  playing games 
through a domestic phone are obvious 
enough - nobody else in  the house can 
make or receive phone cal ls  whi le you're 
connected. Enter a technology called 

'There's about 
80 m i l l ion 
Ni ntendo 
machi nes 
worldwide 
capable of 
porting to a 
network' 

Don Varyu, Nintendo US 

Se g a  C ha n n e l  cab l e  g am e s  syste m 

P C  

C e ntral Fac i l it ies  

P u b l i c  

N etwo rk 

Cable t o  p e o p le 's  h o m e s  

�. - � - - --- --

O pti o nal  P C  

M o d u lat o r  

=====::::====:==:::=== Sega's cable system, already being 
TM testmarketed in 350,000 households 

in the US, gives people the option of 
downloading upto 50 new games per 
month. In the test phase, the pro
gramming is being delivered via 
headend PCs, rather than by satellite, 
and a 6MHz channel is being used. 

I I 
i£ SI 

Sega 

G e nes is  =iliiii=iii=ii=iiiiiii Alternatives are still being studied 
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T h e  IV D S  i nte ract i ve TV n etwo r l< 

� � 
N at i o na l  

C o nte nt 

P r ov i d e rs 

� � 
N at i o nal  

Serv i c e  

Prov id e rs 

Loca l  

Serv ice  

P r ov i d e rs 

Informat i o n  

Serv ice  

• Distribution Control 
• Network Management 
• Billing System 
• Interactive Processing 
• Encoding 

H o m e  

Trad i t i o n a l  

CATV 

� � 

H e a d e n d  

• Digital Switching 
• Video Servers 
• Insertion 
• Encryption 
• Signal Quality 

• Smart Converter 
• Smart Appliance 
• Navigation Guides 
• Selection Tools 

This Is the basic design of the system for the Interactive 
VIdeo and Data Services (IVDS) satellite service. The first 
thing to come out on this system In the US will be TV 
Answer, the first fully Interactive TV system. IVDS uses a 
network of transmitter-and receiver radio cells to convert 
Information. 1t also gives the option for both local and 
national information sources; from news services to films 

I nteractive Video 
and Data Services 
(IVDS). Pioneered 
by the Interactive 
Network in  
California, IVDS 
uses a network of 
transmitter
receiver s ites or 
'cel ls' , l i ke 
Cel lphone and 

Vodafone mobile phone networks. These 
pickup the radio signals from special TV 
remote control lers equipped with their 
own aerial. it 's  al l  l i nked by satel l ite to a 
computer mainframe, and each cel l shares a 
I MHz s l ice of radio spectrum recently put 
aside by US regu lators for the newly 
emerging IVDS industry. 

An IVDS network called TV Answer is  
due to start i n  the States before the end of 
the year. Its primary use wil l  be in  

interactive televis ion, but interactive 
videogaming wil l  be the next development. 
When TV Answer starts, viewers wi l l  be 
able to respond to TV game shows, shop, 
bank or explore other services us ing a 
$700 home transmitter/receiver or 
'Personal TV Unit' about the s ize of a VCR, 
made by computer giant Hewlett-Packard. 
Each subscriber wi l l  be given a unique P IN 
number, and fixed information such as 
address, phone number and credit card 
number wil l  be stored in the system. 

But there is an even s impler way of 
making TV feel interactive, even if in  the 
strict sense of the word it isn't. Known as 
'video-on-demand', it works by 
broadcasting so many channels that the 
same information can be repeated at 
regu lar i ntervals. So if you select a game 
from a menu, for instance, your computer 
might tel l  you that it wi l l  down load in  20 
minutes, and how much it wil l  cost. 

Another possibi l ity with this  type of 
interactive TV is for a movie to be 
customised according to what you say you 
want to happen, a feature promised for 
future movie disks on the CD-i system. 
Instead of switching tracks, the computer 
would weave this  apparent magic s imply by 
switching between paral lel stories 
broadcast at the same time. 

This i s  the secret of so much of this 
interactivity, whether for TV, movies or 
videogames, i s  that it rel ies on having a 
large number of s imultaneous channels. 
When you have hundreds of channels, 
almost anyth ing i s  possible. But creating so 
many channels depends upon the next big 
thing i n  TV - digital broadcasting. Un l ike 
today's analogue broadcasts, d igital 
programmes can be compressed. This 
currently al lows up to ten channels of TV 
to be broadcast in the space normally 
occupied by one - and this  figure seems 
l i kely to increase. 

it's all thanks to M PEG2, the broadcast 
version of the digital compression 
techn ique that allows ful l -motion video to 
be played back from CD-i d isks, and from 
the impending 3 DO games system. MPEG 
stands for the international techn ical 
think-tank 'Motion Picture Experts Group' 
(pronounced 'em-peg'). 

The first publ ic d igital ly-compressed 
TV system wil l  be launched by Hughes 
Communications i n  the US. Called 
DirecTv, it promises to deliver some I SO 
channels of TV from just two high-power 
Hughes HS-60 I sate l l ites, reaching the 
home via 1 8-inch dishes and $700 
receivers. The first satel l ite is due to be 
launched from French Guyana on an Ariane 
rocket in  December. DirecTv wi l l  i n itially 



repeat pay-per-view movies every 30 
minutes, so that subscribers can choose 
their own start time. 

The broadcast division of Sony wil l 
supply al l  the d igital tape playback 
equipment for the DirecTv system, based · 

at its massive 50,000 sq ft broadcasting 
centre currently under construction at 
Castle Rock, Colorado. Capacity on this 
scale i s  confidently expected to nurture a 
flurry of US games channels, al lowing 
gamesters to buy and upgrade games via 
Di recTv, without having to queue at a 
checkout ti l l  ever again. 

So that's the way it's going to go. 
Interactive TV wil l  spawn a mi l l ion 
interactive shopping, movie watching and 
gaming experiences, and it's a l l  just round 
the corner. The only question left to be 
answered is which i nteractive TV system 
wi l l  become the standard for the future. 

A good clue to this can be found if 
you look at who's heading the l i st of 
interactive TV backers at the moment. And 
some of the real ly big names are starting to 
put their s ignatures down on the 
interactive TV slate. Microsoft chairman 
Bil l  Gates has made it plain how involved 
his company plans to become in  interactive 
television. And as he's the man behind the 
operating system of almost every PC in the 
world, not to mention the fact that he's the 
richest man in the US, people tend to take 
what he says seriously. 

Microsoft al ready has an agreement 
with global chipmaker lntel and General 
Instrument corp to collaborate on a 
machine that could be used for twoway 
interactive television transmissions. And 
there are even more bigname partnerships 
from Microsoft to come. 

The company recently held toplevel 
discussions with Time Warner and 
Telecommunications lnc about setting up 
an i nteractive TV system. No deal has been 
finalised, but when it is, you can guarantee 
it wi l l  make big waves in  the industry. 

But when i s  a l l  th is l i kely to 
happen over here? SES, the Luxembourg• 
based owners of the Astra sate l l ites which 
beam Sky and other programmes across 
Europe, has promised that it wi l l  be at the 
front of d igital ly-compressed multichannel 
TV. The first of its d igital satel l ites is 
planned to enter service in  1 995. 

And Renegade, publ isher of games by 
the Bitmap Brothers, have recently s igned a 
deal to convert its titles into interactive TV 
games. Triton Interactive Televis ion, the''. 

t e c h v i e w :  c o n n e c t i v i ty 

other partner, have developed an interface 
enabl ing players to phone in and control a 
game us ing the phone's keypad. The 
breakthrough here is continuous 
recognition of tone signals, giving, so it is 
c la imed, the same level of response as 
console versions. Fi rst game to get the 
touchtone treatment: Magic Pockets. Other 
Renegade titles such as the bri l l iant Sensible 
Soccer and the not bad Chaos Engine should 
also appear on the new medium. 

Meanwhi le the BBC and ITV hope to 
start 's imulcasting' programmes in d igital 
format alongside normal TV from about 
the same time. Thanks partly to the 
scrapping of the proposed fifth TV channel 
earl ier this year, there wi l l  in itially be 
enough room for four or five digital 
channels. But at least 70 d igital channels 
wi l l  become avai lable when al l  of the 
existing analogue transmissions cease in  
perhaps I S  or 20 years time. 

Whatever happens, television wil l 
never again be just the passive £ experience we know today. 

Interactive TV 
wi l l  spawn a 
mill ion 
interactive 
shopping, 
movie 
watching and 
gaming 

• 
experiences 

R e n e g ad e 's i nte ract i ve TV g a m e s  

Renegade's okay-ish Chaos Engine is 
another one that's lined up to get the 
Triton Interactive TV-touch. 
Remember this one? We reckon it's a 
pretty suitable game for playing over 
the phonelines. It'll still have that 
unusual viewpoint, where you look 
down at a weird 45 degree angle 

Magic Pockets will be the first game 
to get the interactive TV treatment. 
Under the new partnership between 
Triton Interactive Television and 
Bitmap Brothers' publisher Renegade, 
Magic Pockets will come out in a new 
version that can be played via a 
standard telephone keypad. 
Continuous recognition of tone 
signals allows fast response, at least 
comparable to other versions of the 
game, or so the developers claim . . .  

Sensible Soccer, which is shortly to 
appear on the Super Nlntendo, is the 
Amiga's all-time killer app. lt could 
really be the one to get people 
moving towards the Trlton games 
concept, but it all depends on the 
level of interactivity that you get over 
the phonelines. Trlton Interactive 
Television promise you'll get loads. 
But from some of the sad phone 
keypad stuff we've seen so far, we'd 
advise you to try before you buy 
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t e s t s c r e e n 

atsuj i n  
Format: FM Towns 

M arty 

Publisher: Ving 

Developer: I n-house 

Price: £90 

(Jap i m port) 

Size: 1 CD 

Tatsujtn 2 has some of the most impressive 
explosions you've ever seen (above), and the 
twoplayer mode (right) makes the alien
blasting action just that bit more intense 

I] uj its u ' s  Marty has some of the most 
i m press ive technica l  specifications of 
any CD system out at the moment. 

And a lthough it 's h ighly u n l i kely that th is great 
machine wi l l  ever enjoy mass European 
d istri butio n ,  global i nterest i n  the Marty is 
growing, and fast. Boasting a 16 · 7  m i l l ion 
colour palette , 32bit CPU with the potenti a l  for 
1 ,024 hardware sprites - it 's easy to see why. 

With all this power to p lay with , the only 
th ing l i m it ing Marty developers is  imaginat ion.  
Psygnos is 's  Microcosm, but for the sha l low -+ 



Leve l one  
T h e  key t o  s u ccess i n  Tatsujin 2 i s  
t o  get powered-up a s  q u i c k l y  as 
poss i b l e .  As with  m o st games of t h i s  
sty l e ,  t h e  m o ment y o u  d i e ,  y o u  l ose 
a l l  weap o n s ,  so c o n ce ntrat i o n  is 
essent i a l  - yo u  can ' t  afford to re l a x .  
T h e  f i rst l ev e l  j u st whets y o u r  
appet ite for  what I i e s  ahead . T h e  
e n e m y  a r e  n o t  a l l  that i nte l l i g e n t  
a n d  a r e  eas i l y  p i c ked-off. 

One of the first tough sections of the game (above), and you've 
only just started. The explosions are superb (above right) and 
even the first big boss is no pushover (below right) 

This gets our vote for 'smart bomb of the year' award (above). 
The action quickly builds up (above right), and the level two boss 
comes at you in many forms, each one harder to kill (below right) 

t- gameplay, demonstrated what could be done 
with Fuj itsu 's  machine and showed plenty of 
i ngenu ity, particu larly i n  its image 
com pression techniques.  The programmers at 
Ving may not have matched the sheer qua l ity 
of Microcosm's velvet smooth graphics,  but 
they've produced a game that's fantastical ly 
p layable ,  v isual ly stunn ing and sonical ly 
outstand ing. Even so,  Tatsujin 2 is  sti l l  
recogn isably just a s imple vertica l ly scro l l ing 
shoot 'em up. 

But al l  is  not lost.  Tatsujin 2, or Truxton 2 

as it's known over here ,  is in fact a very great 
game.  At fi rst it 's d ifficu lt to p inpo int what 
makes it so bri l l i ant. The levels don't change 
drastica l ly ,  neither do the guard ians ,  and the 
shoot 'em up vertical format is  not exactly the 
latest in  gam i ng technology - so what is it 
about the Marty vers ion of Tatsujin 2 that 
keeps the p layer enthra l led? 

Wel l ,  it could be the great arcade qua l ity 
graphics,  the l i kes of which have never before 
graced any home system,  it could be the 
fantastic explosions you get when the larger � 

t e s t s c r e e n i 

Leve l two 
T h i s  i s  where the  act i o n  starts to hot  
u p .  The enemy sudde n l y  becomes 
m o re i nte l l i gent,  and i n stead of j u st 
d i v i n g  stra i g ht i nto y o u r  barrage of 
b u l l ets,  they swerve to avo i d  them.  
They have a l so  come far  bette r 
e q u i pped , and before too l o n g  you 
fi n d  you rse l f  try i n g  to outrun h o rdes 
of h o m i n g  m i ss i les .  There are a l so 
some rather l arge space stat i o ns that 
need cutt i n g  down to s i ze•  
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Leve l three 
T h e  bac k g r o u n d s  are i ncred i b l y  
detai led  a n d  fu l l  of v i brant c o l o u rs ,  
b u t  leve l  th ree g i ves y o u  n o  chance t o  
app rec i ate the m .  T h e  m o ment the 
l eve l  starts ,  your craft begi ns 
speed i n g  a long a futu r i st i c  h i g hway, 
and you h ave to p i c k  off a c o l lect i o n  
of a l i e n  veh i c l es whose s o l e  p u rpose 
i s  to make your c o n t i n u e d  e x i stence 
as d i ff i c u l t  as poss i b l e .  

Leve l fo ur  
Thought  you ' d  seen i t  a l l i n  l eve l 
th ree? T h i n k  aga i n .  Leve l fo u r  k i c ks 
off with l arge,  and i n c red i b l y  d i ff i c u l t  
to destroy, a l i e n  c raft. S h i ps that 
wo u l d  n o r m a l l y  make up the e n d  of a 
l eve l on l esser shoot ' e m  u p s ,  appear 
very early o n  and j u st keep on 
com i n g .  N ow i s  the t i me to use those 
amaz i n g l y  destruct i ve smart bombs.  

Your craft suddenly starts speeding up the screen (above) 
destroy the ground installations with your homing weapons 
(above right). To kill the boss, you must blast at his eye (right) 

These rather diminutive aliens cause all sorts of 
trouble. But don't let their size fool you, they attack 
in formation and there's plenty of 'em to kill (above). 
The flying box with the skull on it is actually friendly, 
you just have to blast it to get extra weapons and 
ammo (above right). The end of level boss (right) may 
look a little bit tame, but he's just warming up. Soon 
the screen will be full of lead, all aimed at you 

FM Towns Marty 

Tatsujin 2 is a brilliant game, 
and together with Psygnosls's 
attractive Microcosm and the 
eagerly awaited Genocide 2, it 
shows that the Marty is setting 
the way for CD systems. Dther 
games out include Galaxy 
Force 2, one of the first Marty 
releases and a conversion of a 
poor Saga coin-op, and the 
arcade perfect Splatter House, 
now available in Japan 

The ingame screens in Microcosm 
show the graphic potential of the 
Marty - shame about the gameplay 

+- enemies d ie  - it could even be the immense 
fee l i ng of contro l you get when your sh ip  is  fu l ly 
powered-u p .  But no.  There 's  one ingredient 
present in Tatsujin 2 that seems to be lacking 
in a lot of software today, and that is ,  very 
s im ply, p layab i l ity. And for th is it 's as damn 
near perfect as it can be. 

As was the case with last month 's  
Gradius 11 - and any  classic title come to  that -
time erodes very l ittle .  Tatsujin 2 is as great 
now as it ever was , and this vers ion is by far 
the best around.  Based closely on the origina l , 
bri l l iant Toaplan coin-op ,  it features fast 
moving sprites without even a h i nt of 
s lowdown , tough bosses and jaw-d roppi ngly 
good explos ions.  All the elements in  Tatsujin 2 
blend to form a bri l l iant title .  You also get the 
option for two p layers to s imu ltaneously take 
on the enemy, and even with two sh ips ,  
there ' s  no s lowdown . i t ' s  i mpressive stuff. 

The only s l ight letdown is the i nfin ite 
conti nues,  but it 's a tough game,  and you do 
need them to make any rea l  progress. Now if 
only Psygnosis and Ving could jo in  
forces , then . . .  we l l ,  maybe not. 

Edge rati ng: 

£ 
Eight/ 10 

Galaxy Force 2 was one of the first 
Marty releases - it's a conversion of 
the fairly weak Saga coin-op 

The brilliant Genocide 2 vaguely 
resembles Cybemator on the SNES 
- it's due out in Japan soon . . .  



CRYING FREEMAN 
Chapter One: 

Portrait Of A Killer - the first in a 
hard-hitting 6 part series. Set in 

contemporary Tokyo, this is a 
ruthless tale of sex, drugs and Mafia 

violence -as Crying Freeman, the 
professional 

FREE SKIN TATTOO 
TRANSFER! 

Limited Edition 

ANGAnificent! 
TWO NEW RELEASES AT ONLY £8.99�:� 

Chapter One: The Demon City - the first in ' 

a 4 part series. The time is 1908. Tokyo1s 

rapid growth is out of control. The 
architect1s rebuilding programme must not 

risk rousing the city1s fabled guardian 

spirit -The Masakado. Yet, lurking in the 

urban underbelly is an evil satanic 

megalomaniac Kato, who schemes to 
manipulate that spirit. H he succeeds, then 

Tokyo is truly a DOOMm MEGALOPOLIS! AVAILABLE AT VIRGIN, HMV, 
WH SMRll, OUR PRICE, VIRGIN GAMES, 

JOHN MENZIES, GAME LID, MURE ZONE, 
WOOI.WORilt, FORBIDDEN PLANET, AND ALL 

GOOD VIDEO AND COMIC SHOPS. 
A Division of Manga Entertainmenl Limited. 

An Island International Company 

mt . 
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I Th u nderhawl< 
Format: Mega C D  

Publisher: Core Design 

Developer: I n-house 

Price: £45 

Size: 1 C D  

Release UK: 01/09/93 

82 

With the radar down, and that tank heading in 
your direction, it's all looking rather ominous 

ome people c la im that Thunderhawk 
is the fi rst game to show the rea l  
potenti a l  of  the  Mega CD.  Now that 's 

a big c la im.  And Thunderhawk, however you 
dress it up, is  just another chopper s i  m .  

Sti l l ,  it 's chock fu l l  o f  great presentation 
screens,  from the stirr ing i ntro through to the 
better an imated scenes - l i ke the bit where 
your chopper takes off, or the bit in the 
projector room where the m ission is  exp la i ned . 

V isual ly, Core ' s  Thunderhawk is a very 

Looking back at your own helicopter pad, and the 
South American mission Is about to begin 

appea l i ng prod uct. And yes ,  the game proper 
is  a big improvement over· much of the trash 
that Mega CD owners have had to endure so 
far - but is  its beauty sti l l  only skin deep? 

There are a variety of missions - ten in 
total - and eactJ is  sp l it i nto a number of 
sect ions.  The m issions are al l  s im i larly 
structured : ie  seek out a destroy a variety of 
enemies - the only rea l  d ifference is  the 
p laces i n  which the devastation takes place. 

The graphics convey a good fee l i ng of 
speed , and you get a choice of three 
weapons: cannons, rockets and miss i les.  
Us ing your  onboard radar,  targeti ng and 
gunn ing down the enemy is  simple. Al most too -+ 



t e s t s c r e e n 1 

Select any of the ten missions you like. A 
sampled voice will explain the mission in detail 

In the projector room, more detail is given to you 
about the mission, visually as well as verbally 

M i ss ion  breakdown 
T hose Thunderhawk m iss ions i n  fu l l :  

1 Arms Running < S o uth America)  fly 
i n  l ow and destroy a smal l terror ist 
arms p l ant:  E l i m i nate te rror ists. 
2 Stealth Down < S o uth America) a 
stealth bomber has crashed i n  the 
j u n g l e .  P revent enemy captu re. 
3 Canal Crisis ( Panama Canal ) W i pe 
out host i l e  s h i p p i n g  and a l l ow 
merchant fleet to resume trade. 
4 Recapture Town < Central 
America) guerr i l l as have captured a 
c iv i l ian town. Destroy enemy base and 
I iberate the town. 
5 Bio Research ( A l aska) a research 
stat ion  needs i nvest igat i n g .  H osti l e  
forces a r e  suspected to b e  i n  t h e  area. 
6 Convoy ( Easte rn E u rope) a 
medical  convoy needs a strongarm 
escort to get i nto a besieged town. 
7 Liberation ( M i d d l e  E ast) ass i st 
fr iend ly  forces recapture terr itory and 
suppress enemy. 
8 Oi l  Dispute ( M i d d l e  E ast) Defend 
an o i l  r i g  agai nst incoming enemy. 
9 Chemical Warfare (S E Asia) 
Destroy chem i ca l  weapon fac i l it ies to 
halt an i nvas i o n  of neutral terr itory. 
10 Piracy <S C h i na Seas) Take out 
enemy s h i ps ,  and defen d  fr iend ly  
vesse l s .  

- � . - · ---- -- --
The Alaskan level is quite tricky. Radio contact is down and 
the chopper's danger sign is flashing (above left). Homing 
missiles have to be used sparingly and accurately - save 
them for a real target, like this enemy base (above) 

f- s imp le .  Because the radar  is very accurate 
not a bad th i ng in itself - you can fly each 
miss ion a l most tota l ly ignoring the main p lay 
area ,  and th is  is certa in ly  a bad th i ng. 

You have total freedom of movement 
with i n  a large perimeter and once your  
m iss ion  is  complete you just head out  of  the 
perimeter back to base and the next miss ion .  

Relying on a dedicated graphics ch ip ,  the 
sca l i ng effects are very i mpressive ,  as i s  the 
leve l of deta i l ,  and it can only be the s ign of 
th i ngs to come for the Mega CD .  

Overa l l  Thunderhawk plays wel l  enough - i f  
a l ittle s imp l ist ical ly - but  i t ' s  i ron ic  that one  
of  the  best Mega CD products sti l l  doesn't  
fu l ly use the mach ine 's  potent ia l .  

Th ings are moving i n  the right d i rection for 
the Mega CD,  but don 't expect Thunderhawk 
to keep you entranced for weeks - it won 't.  

S i l l ,  if Core can add substance to these 
visuals for the i r  next Mega CD product,  £ 
we cou ld be in for a rea l  treat. 

Edge rati ng: Seven/ 1 0  

The radar (left) shows 
many incoming missiles. 
The enemy use the rocky 
desert scenery to their 
advantage, appearing at 
the last possible 
moment, guns blazing 
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I J urass ic Pari< 
Format: S N ES 

Publisher: Ocean 

Developer: I n-house 

Price: £55 

Size: 8 meg cart 

Release UK: Out now 

84 

pie lberg 's  Jurassic Park h it  the big 
screen on a wave of hype this 
Summer. And many people bel ieve the 

big screen is  where these preh istoric beasts 
should have stayed.  

Software deve lopers norm a l ly adopt a safe 
a pproach when converting an action movie ,  so 
fi l m  tie-ins tend to be stra ight p latform-based 
shoot 'em ups. But Ocean 's  Jurassic Park is 
an exception to this ru le .  And compared to the 
d i re Mega Drive vers ion ,  which was coded i n
house at Sega , Ocean 's  game isn 't too bad . 

Many people thought Jurassic Park would 
be a rushed and u nfi n i shed project, but  happ i ly  
the SNES version has managed to come out 
with a few surprises . The game does have its 
moments - l i ke the way the music changes to 
suit the act ion,  and the way that the most 
dangerous an ima ls  in the park hide beh ind the 
trees and pounce on you before you can get 
you r  grenades out. 

The exterior scro l l i ng is  smooth , the sound 
is  exce l lent and the i nterna l  3D sections of the 
game are su itably dark and brood i ng. Sadly, 

Full of vibrant colours, the outside bit of Jurasslc 
Park looks great. Here, dedicated paleontologist 
Alan Grant pauses to electrocute a 12 foot 'raptor 

the main  problem with Jurassic Park is that 
overa l l  there is  a d ist inct lack of excitement. 

To begin with a lot of t ime is  spent 
a im lessly wandering around and avo id ing the 
d inosaurs - very l ittle  help i s  given i n  which 
d i rection you should be go i ng and exactly what 
you should be doi ng. Eventua l ly you ' l l  bump 
i nto an i nformation post where your  fi rst rea l  
m ission is  exp la i ned - get to  a hut  and turn on  
the park 's  power us ing the generator. 

Great. Now where 's  the hut? After much 
roaming and d ino carnage ,  menta l ly noting 
every path , you eventua l ly fi nd it. Here the view 
changes i nto 3D perspective . But aga in  a large -+ 

Inside the visitors' centre (below) another raptor 
makes for you. Sadly, this one seems to have 
taken the full impact of your missile launcher 



� portion of t ime is spent search ing, th is t ime 
for the generator. 

Overa l l  the action is inconsistent and the 
game leaves an i m pression of uncerta i nty - it 
doesn 't qu ite know which way to go . There ' s  
no t i m e  l i m it given t o  complete the tasks , and 
as a resu lt there ' s  no rea l  u rgency. You ' re 
given too much freedom,  and the outcome of 
th is  is that you ' l l  fi nd yourself just wandering 
around in a haphazard sort of way. 

Nevertheless, given the qua l ity of most fi l m  
tie-i ns ,  Jurassic Park i s  o n e  o f  the better 
l icences. With s l ightly i m proved game £ 
des ign it cou ld have been the best. 

Edge rat ing: Six/ 10  

Many puzzles have to be overcome to gain access 
to later sections (below) - you wish to cross the 
river, but how do you make a pontoon bridge? 

The visitors' centre is easy enough to find (below 
left), but first get to the utility shed to switch on 
the power, this is slightly harder (below right) 

Once found, the 
night goggles 
allow you access 
to out-of-bounds 
dark interior 
sections (right) 

o._!-): 
' � 
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Ignoring the sign, Dr Grant gets a shock (top) 
and a dino pays the price (middle). Find the ID 
cards (bottom left) and the posts (bottom right) 

After much probing, the generator room has at 
last been found (above). Now you simply turn 
the generator back on. Unless the raptor 
waiting around the corner stops you (left) 

Sega•s own Mega Drive version is 
inferior to Ocean's. H's less demanding 
and just uses the same old triecH!fiCI. 
tested platform format (stretch, yawn) 

t e s t s c r e e n 

O uts ide  
The park 's  most dangerous species 
have broken l o ose and are now free to 
roam. The ve l o c i raptors pose your  
g reatest th reat: they m ove i n c red i b l y  
fast a n d  a r e  very hard t o  stop.  The 
T -rex a lso  makes an appearance - but 
o n l y  l ater in the game. S u rvival  i s  o n l y  
made poss i b l e  through t h e  assortment 
of weapons laying around. B ut 
weapons are n 't the o n l y  th ings  that 
can found i n  the par k :  i m p o rtant 
items such as ID cards can be found 
o n  the roof-tops of certa i n  b u i l d i ngs ,  
wh ich are then l ater used to access the 
park's  computers. Vary i n g  between 
the i ndoor  and outdoor  sect ions  is a 
n ot j u st another g i m m i c k  i n  Jurassic 

Park: th is  t ime it 's  essent i a l .  

Remember this scene from the film? 
Dr Grant runs straight into a bunch 
of those little scampering dinos 

Ins ide  
The game changes mass ive ly  i n  sty le  
and mood when you enter a b u i l d i ng .  
T h i s  t ime t h e  act ion  i s  shown i n  a 
fi rstpe rson 3 D  perspect ive - wh ich 
bears m o re than j u st a pass i n g  
rese m b l ance to Wolfenstein on t h e  P C  
- o n l y  i t ' s  n o t  a s  smooth. I ns ide the 
park b u i l d i ngs the ' raptors l u rk i n  
wait f o r  you - but they' re not as 
dangerous as they were outs ide ,  and 
weapons are read i l y  avai lab le  so 
d i spatch i ng them is  much eas ier .  
Some b u i l d i ngs ,  such as the v i s itors'  
centre , have m o re· than one floor .  L i fts 
enab l e  access to the other floors ,  and 
some floors req u i re you to use the 
n i ght gogg les which are fo und  in the 
outs i de sect i o n .  S omewhere . . .  
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I Street Fig hter 11 
Format: Mega Drive 

Publisher: Capcom 

Developer: I n-house 

Price: £60 

Size: 24 M b its 

Release UK: October 

86 

S pec ia l  C hamp ion  Ed it ion  

In Turbo mode, or Hyper Fighting as it's known 
in this version, Zangief is a very challenging 
character. As he demonstrates here . . .  

D he arrival of Street Fighter 11 Turbo on 
the Super Famicom back in  J u ly was 
effectively another big 'ner  ner, ya boo 

sucks' from N i ntendo to Sega . 
By the t ime it came out, N i ntendo had 

a l ready had the fi rst game for over a year. And 
the sequel that honed the magic formu la  to 
virtua l  perfection was probably just a l ittle too 
much for the i r  ma in  rival to stomach.  

So,  by means of compensat ion,  and to 
show that they' re just as big pals with Sega 
(ahem) as they are with the big ' N ' ,  Capcom 
promised them someth ing rea l ly  spec ia l  - The 
Special Champion Edition. 

But after two bri l l i ant SNES versions and 
an out-of-the-blue and equa l ly i mpressive PC 
Engine game , Mega Drive owners were 
counting h ighly on a good vers ion to keep up .  
And as luck wou ld  have it (phew e h ,  Sega?) ,  
they've got it .  

This is India, complete with (take our word for it) 
irritating elephant noises In the background 

SF 11 on the Mega Drive is just as p layable 
(mumbled compla ints about Sega ' s  six button 
joypad aside) and just as fast as SF 11 Turbo 

on the SNES.  
I n  The Special Champion Edition, you ' l l  find 

the Champion Edition, Hyper Fighting ( Turbo) 
and there ' s  even a neat option for setting up  
group battles or tournaments . 

But, on a different s lant,  though , they' re 
hardly ' specia l '  enough to convince the 
d ie-hard SF 11 fan that it was worth waiting 18 
months for ( resisting the temptation to get a 
SNES and SF 11, that is ) .  

And some m ight be d isappo inted 
(unreal istica l ly of course) that the graph ics fai l  
t o  match Turbo' s on the SNES. However, what 
it lacks in colours and smooth shading is  
made up  for by the s ize of  both the characters 
and the screen itself. They ' re s l ightly ta l ler 
although it's a great shame that th is  w i l l  go 
large ly unnoticed on the squashed Pal screen 
of the UK Mega Drive . As wel l  as the 17% 
speed loss, too . O h ,  and the sound effects are 
a bit d isappo inting - even the Engi ne's 
crummy sound ch ip  coped better than th is .  

Nevertheless Special Champion Edition i s  -+ 



Although the Mega Drive's g,aphlcs are pretty 
good, note how they do look washed out In places 

� obviously sti l l  a pretty great game,  and it 's 
certa in ly  i n  a class of its own on the good 
old Mega Drive .  

B u t  some wou ld  s a y  that t h e  appeal of 
the game has a l ready been tai nted by the 
arrival of the Turbo on the SNES (adm ittedly 
so far only on i m port),  which arguably fee ls  
better s imply because of  the design of 
N i ntendo's  smart joypads. 

And remembering that the majority of 
Sega Mega Drive owners wi l l  have to buy 
two new pads to get the most out of th is 
vers ion ,  N i ntendo's  Turbo starts to seem a 
very good option i ndeed . 

Special Championship Edition is a 
bri l l i ant convers ion ,  undeni ably, but sadly 
it 's not quite as 'spec ia l '  as the long £ 
delay suggested it wou ld  be. 

Edge rating: Eight/ 10 

nme for evasive action - Dhalsim's yoga fire 
hurls towards Sagat's shorts. And Balrog's turn 
punch count (above) can be heard in Turbo mode 

From the top: Blanka has a new vertical roll in Turbo 
mode (here's the normal one). Middle: More 
parallax than the Engine version but otherwise very 
similar. Above: Ken 'Shoryukens' Honda 

t e s t s c r e e n 1 
C hamp ion  E d it ion  
The same a s  the co i n-op,  a l l owing you 
to se lect the four boss characters,  and 
i n c l u d i n g  the Champion Edition ru les 
and moves.  But the book let doesn 't  
e x p l a i n  them.  H ow h e l pfu l  for novices. 

Hyper  F i g ht i n g  
T h i s  i s  genu ine  street fight ing  
pe rfect i o n .  It g i ves the new m oves 
the hardest of wh ich < Dh a l s i m ' s  
te leport)  i s  eas ier  o n  t h e  Mega Dr ive 's  
j oypad than on the SN ES.  You a lso 
get d i fferent c o l ours and ten speeds 
( as in Turbo o n  the S N E S l .  T h i s  
m o d e  reaches b reathtak ing  pace 
you ' l l  never go back to Champion 

Edition once you ' re add i cted. 

Group  Batt l e  
Sti l l  o n l y  one-on-one act i o n ,  but with 
the add it ion of e ither one o r  twop l ayer 
g ro u p  batt les where sets of p l ayers are 
p itched aga inst each other.  There ' s  a 
cho ice of match p l ay - up to s i x  
d i fferent p a i r s  fac i n g  each other round 
after round ,  and an e l i m i nati o n  mode,  
where pai rs of characters face it off 
with the l oser gett i n g  knocked out 
each t ime.  
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I Turr ican 3 
Format: Amiga 

Publisher: Renegade 

Developer: Factor 5 

Price: £26 

Size: 1 d isk  

Release: October 

Things start off in true Turrican style ( le  just the same as they always did), but there's no mountain this 
time. lt's a big shame that the graphics aren't as impressive as those in the excellent Turrican 11 

88 

Tha in-th.sky section (left) at the beginning of the third level is all a matter of timing, but 
lt's not as tough as it should have been. And the next bit (right) isn't very tricky, either 

Tha H R Giger-inspired graphics of Level four are the best in the game - and there's full colour 
multi-directional parallax scrolling at 50 framesjsec. Here, Turrican swings from his arm thing 

ome people l i ke the Turrican games a 
lot. They l i ke the technical  wizardry and 
attention to deta i l ;  the variety i n  the 

graph ics and music .  But many find them 
ted ious and unfocused . 

The one thing about Turrican you can count 
on is  that no m atter how many versions 
appear, it' l l  a lways be more or less the same 
game .  Run, Jump,  shoot, co l lect icon . . .  and 
shoot aga i n .  And Turrican 3 is  l ittle d ifferent. 

Com i ng on a s ingle d isk ,  it has 15 leve ls ,  
mu lti-layered para l l ax scro l l i ng, and over twenty 
d ifferent tunes - Turrican 3 is certa i n ly a 
masterpiece of compress ion .  But it 's not qu ite 
the game it c la ims to be. 

For a start, the gameplay has su pposed ly 
been improved with a B ion ic Commandos-style 
extending arm - someth ing that, if done wel l ,  
can improve th i ngs n o  end . But i t  hasn't  been 
done wel l  at a l l .  The extension of the gadget is 
tricky enough , but the re lease mechanism is 
horrib le ,  so instead of Spiderma�style platform 
to p latform swinging, more often than not, 
you ' l l  just be dangl i ng around l i ke a pendu lum.  

The  biggest problem T3 has  i n  store for 
Turrican fans is that there 's  no i mprovement. I n  
fact, t h e  second Turrican, created b y  Holger 
Schmitt and Manfred Trenz, sti l l  looks and 
fee ls  even a bit s l icker than this, and it was 
tougher, too .  And Chris Hiilsbeck's music ,  
arguably Turrican's strongest feature , here fa i l s  
t o  match T2' s  bri l l i ant range . 

Of course , there are moments that rea l ly 
make you wonder how they managed to get 
away with so much on a standard Amiga. And 
the gameplay's certai n ly more focused than 
before ,  feel ing more l i ke Super Turrican on the 
SNES than the previous games. 

Sti l l  it wil l  best appeal to the kind of p layer 
who cares just as much about the frame rate 
as the qua l ity of. the action .  £ But that 's  Turrican for you .  

Edge rat i ng: Six/ 10 





Recru itment 
/' ANSWERS  

R E C R U I T 1vi E N T  
Specialist Consultants to the Computer Leisure Industry 

Working on behalf of leading Leisure Software Industry games 
publishers we are constantly looking the following : 

.. S O F T WA R E  D E V E L O P M E N T  
M A N A G E R S  

.. P R O D U C E R S  

.... P R O G RA M M E R S  

.... G R A P H I C  A R T I S T S  
Graduate trainees to experienced games programmers and 

artists, across all formats, always needed. 

Please apply in writing with full CV 
or call for a confidential chat 

Answers Ltd, 

./ 

Anderson House, 5 0  Bridge Street, Northampton NN l lPA 
Tel:  0604 6 0 3 2 4 9  Fax: 0604 3 6 9 6 1  

HAND MADE SOFTWARE 
are producing great games for Seg� Nintendo, Atari, PC, and 3Du 
machines.We have contracts for ROM 
and CD titles including major l icences. 

To help us grow further, we need 
additional practitioners of the game 
programming arts 1 ,  and also more 
phosphor painters2 and pixel movers3•  

Successful candidates wUI be rewarded 
with higher income, and whilst creating 
exciting new titles in our Manchester 
offices, will enjoy a friendly and 
supportive working environment. 

To join us in our ongoing quest for fun 
and fortune, all you need to do is to 
show us that you are keen, capable, and 
have had your work published on ROM 
or CD. 
To arrange an interview, call � ]im Gregory on 06 1 728 2282 . 
I Programmers HAND(%� 2Artists MADE 3 ' $� LTD Ammators SOFTWARE 
1 1 1  Chor1ey Road Swinton Manchester M 2 7  2AA 

Menace,  B l ood Money , Lem m i n g s ,  Lem m i n g s  2 
Wa I ke r ,  H i red Guns  

DMA Design  is the name beh ind these great products. We 
are now looking for new names to jo in the team beh ind DMA. 

Our first priority is Gameplay Your  fi rst pr ior ity is a n  act ive i n terest i n  

computer and video games, a degree i n  a re lated fie ld  wou ld  be he l pfu l -

and if you have relevant nee then a l l  the better. 

I n return  for you r  enthus iasm and comm itment we can offer i n terest ing work on 

16 and 32 b i t  p latforms ( PC 3 00, Mac, S N ES, MOL exce l lent  development 

fac i l i t ies, a com pet i t ive sa la ry and a re locat ion to beaut i fu l Scot land .  

Send your CV, includi a paragraph on how you t h i n k  you can he lp  add to 

DM/\s success, to me, S imon L i tt le  at DMA Des ign ,  D iscovery House, Dundee 

Technology Park, Dundee ! 0 2  l TY 

A rt ists and Game Des igners shou ld  i n c l ude as many exa m p les of the i r  work 

(D isk, Video or  Paper) as poss ib le .  

Now i s your cha ce to he l p  redef i ne  t he  sta nd a rds  i n  v i deo games !  
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t e s t s c r e e n 

AI ad d • 

1 n  
Format: Mega Drive 

Publisher: Sega 

Developer: Virgi n 

Price: £45 

Size: 16 meg 

Release UK: October 

D n the h ighly com petitive and 
overcrowded world of pl atform games , 
Mega Drive owners are spoi lt for 

choice . Any new re lease has to be pretty damn 
good to stand out of the crowd - it must 
l itera l ly pounce from the screen ,  seize you by 
the throat and deny you a i r .  

V i rgi n ' s  Aladdin does just that. Entrancing 
you with its an i mations,  del ighti ng you with its 
humour and charm ing the pants off you with 
its great p layab i l ity. 

The an imation is  astounding, and the whole 
thing moves so smooth ly and so fast that it 's 
easy to see where al l  those megs went. The 
leve ls are wel l  thought out and each stage 
exercises your  joypad ski l l s  to the fu l l .  

A/add in i s  s o  fu l l  o f  great touches and 
deta i l ,  i t 's amazing the cartridge doesn 't 
burst. Little touches l i ke the way when you 
leave Aladd i n  a lone for a while he starts 
juggl i ng apples,  or the way the camel spits 
when you land on h is  back - a l l  these give the 
game a very po l ished and comical fee l .  

Apples can b e  found lying around which 
can be used as a sort of fru ity grenade, and 
your  sword can also be used to s l ice your  way 
through the ten leve ls .  The action is fast and 
there are plenty of obstacles to overcome -

the eas iest of which are Jafar 's guards.  Sword 
fights end very qu ickly, but there are so many 
of them that th is  does n 't seriously detract 
from the gameplay. · 

Ta lk ing of gameplay, there ' s  noth i ng worse 
than a game that looks fantastic but is about 
as much fun to p lay with as a bag of mud.  
Fear  not ,  Aladdin i s  bri l l i antly p layable ;  you 
have total contro l over what your character 
does, and the d ifficu lty curve is set just right. 
I n  fact everyth ing in it is  just perfect. 

Wel l ,  a l most perfect. The sound could have 
been better - but that 's  a m inor qu ibb le .  

Anyway, at  last the Mega Drive has 
a new pl atform k ing.  Move over sp iky 
b lue one,  Aladdin's in town. £ 
Edge rati ng: Eight/ 10 

A n  ambush attempt (below), Aladdin is 
distracted while another guard closes in 

Visually one of the most impressive levels, Aladdin finds himself locked in the Sultan's dungeon. Each 
level introduces some new play element, here steps In the walls appear and disappear at random 



t e s t s c r e e n 1 
Your journey Is packed with many dangers. 
The 'Agrabah Rooftops' (below) can only be 
negotiated using the ancient Indian rope trick 

Aladdin's l eve l s  
The adventure beg ins  i n  the Agrabah 
Market. H ere many sword fights take 
p lace and the p layer is  i ntroduced to 
th�."gracefu l art of app le  throwing.  

Using al l  your skills 
you have to outrun 
large balls of flames 
in the Escape section 
(above). Your life Is 
made easier if you 
use your magical 
flying rug (right) 

Aladdln enters the Cave of Wonders. He has to 
jump on the water to escape the flying bats 

The edventure Is 
reaching Its climax. 
The Sultan's palace 
(left) Is the 
penultimate level. 
Tile final battle takes 
place In Jafar's 
palace (above) 

The Desert is the next dest inat ion .  
There are many usefu l items h i dden 
beh ind  huge rock formations and Y.our  
ath letic ab i l it ies are cal led upon as 
you l eap gap ing  chasms. 

The Sultan's Dungeon i s  your 
next port of cal l .  S ke letons are the 
main enemy, but you ' l l  also have to 
learn to overcome the moving 
p latforms i n  order to proceed to the 
next bit - the Cave of Wonders. 

Tricky leve l th i s ,  bats fly around 
and genera l l y  cause a nu i sance , wh i l e  
there are even more moving p latforms 
to negotiate . 

If you ' re successfu l here you ' l l  
have to make The Escape .  This  i s  a 
fast-moving leve l ,  with l arge hot 
bou l ders chas ing you across the 
screen .  Be fast or be crushed. 

After making a successfu l escape 
put your feet up and and enjoy a Rug 
Ride.  J ust s imp ly  avo id the rocks. 

Your journey is  near ly complete. 
N ow A ladd i n  gets transported Inside 
A Lamp and has to fight his way out 
so as he can make it to the Sultan's 
Palace i n  time. Take on the S u ltan 's  
guards across more p latform acti on 
then take on the S u ltan h i mse lf. 

Last ly ,  Jafar awaits you i n  h i s  
palace. Th is  t ime  i t ' s  not  a scro l l i ng  
leve l , just a p la i n  fight to  the  death 
with the ev i l  Jafar. 

\ 

T h e  man b e h i n d  Aladdin certa i n ly hel ped to shape Aladdin. To create 
the game ' s  stu nn ing an i mation and to fi n ish it 
i n  time for an Autumn re lease meant using 
10.15 Disney an imators who were i n  constant 
col laboration with V i rgi n .  What they d idn 't 
know about games an imation was more than 
made u p  for by the i r  origi na l  ideas. 

David Perry - the man rumoured to 
have picked up a cool $250,000 for 
his programming work on Aladdln 

uccess i s  written a l l  over David Perry, 

the 25 yearold programmer of Aladdin 

who left the UK to work for V irgin 
Games i n  lrvine, Cal iforn i a  a l most two years 
ago . Dave ' s  first game for V i rgin was the sol id  
Global Gladiators, fo l l owed by Cool Spot, the 
u n iversa l ly  applauded platformer. More 
recently, it 's been rumoured that he was paid 
a hefty $250,000 to program both Aladdin and 
Jungle Book. That 's  why he can afford to drive 
a $40,000 sports car, and l ive in a 
pool-equ i pped apartment by the coast. One 
thing's for sure, the former Probe employee 
hasn't  had it so good . 

D isney's i nvolvement with V i rgin a lso 

it 's very easy for designers to fal l  i nto a set 
procedure when doing a game l i ke th is ,  and 
it 's surpris ing - particu larly when you see the 
game - just how l ittle  time the project was 
a l located.  Inc lud ing raw programming and 
development t ime,  Aladdin was completed in 

. around three months .  V irgin ' s  next D isney 
game is The Jungle Book, th is t ime on both 
Mega Drive and SNES.  And so far it 's £ 
looking equal ly  pol ished , too . 
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t e s t s c r e e n  

To p ear 
Format: S N ES 

Publisher: Kemco 

Developer: G rem l i n  

Price: £45 

Size: 8 meg 

Release UK: October 

Top Gear 2 improves on most of the original's raw bits. In one player mode (above left) you 
now have the luxury of a full screen - giving the game a more arcade look. The twoplayer 
option (above right) still uses the old tried-and-tested split screen formula, though 

Fog presents your biggest problem, 
(below) especially at 168kmh . . .  

'2 -

J 

D he seq uel - the most l ucrative and 
erratic of genres.  An innovative 
market ing idea that spawned some of 

the best videogames ever - Street Fighter 11, 
Mario 3, Kick-Off 2, to name but a few. 

But survival in the land of conti nuation isn 't 
easy. Software development is  moving at a 
hectic pace , and for a sequel to survive the 
constant advance of technology, it must be 
spec ia l ,  very specia l .  

Top Gear 2 fo l lows t h e  wel l  worn path of 
the ' nearly' brigade.  Super Formation Soccer 
2, Populous 2, and Final Fight 2 a l l  fa l l  i nto 
th is bracket. A l l  fo l l owed great origi na l  games, 
but the sequels d id  noth ing rad ica l ly new to 
excite the p layer. 

it 's i ron ic because i n  Top Gear 2 everyth i ng 
has been i m proved . The look, the sound , the 
d ifficu lty and the options all i m prove on the 
origi na l  vers ion .  But then , the origi na l  vers ion 
never rea l ly  uti l i sed the fu l l  capabi l it ies of the 
SNES - it looked a bit raw and it sounded 
even worse. Sti l l  it defin itely had that vital 
i ngred ient - playab i l ity. 

Top Gear 2 uses the hardware much better, 
but i n  spite of al l  the serious i m provements 
Greml i n  has made, p layab i l ity hasn 't rea l ly  

2 

Travelling through the 16 countries you meet all 
sorts of hazards - the most obvious being the 
weather (above). Ice, rain, fog and snow all play a 
big part In slowing your progress 

moved forward at a l l .  The car doesn't  respond 
particu larly we l l  to your commands. And 
cornering is no longer a ski l l ,  it's a chore. 

This type of game has been around for 
a l most a decade now - Pitstop 2 on the C64 
was one of the fi rst. S ince then it has been 
copied and im itated to death . And Top Gear 2 
is the game that stayed on for the funera l .  

S o ,  just another seque l .  it 's noth ing new. 
lt won 't take the world by storm . Things £ 
have moved on from th is ,  sure ly? 

Edge rati ng: Six/ 10 
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11 dge three is onsale Thursday 28th October. 

To make sure ofyour copy, fill in the 
reservation coupon below and hand it (or a 

photocopy) to you r  newsagent, who wil l  then keep an 
issue of Edge for you each month. 

Alternatively, fi l l  in  coupon number two on the 
next page (or a photocopy), put it in an envelope with 

the necessary payment, and send it to: Edge, Future 
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v i ew p o i n t  
Edge l etters , 30 M o n mo uth Street , Bath , Avo n ,  BA1 2 BW 

What ' s  you r  opinion? Write a n d  tel l  u s :  1 

The brilliant Jagganath: Engines of Destruction intro sequence, but the 
game's been axed. See letter from its designer, Jonathan Lee Howard 

was delighted to see that 
the 3DS showreel of 
jagganath: Engines of 

Destruction made it into the 'Top 
Five lntro Sequences' chart of 
Edge one. 

As the game's designer, I 
naturally feel very paternal 
towards it and was happy to pass 
on Edge's comments to Angus, 
Jagganath's animator, and Paul, 
the musician. 

What you may not know is 
that jagganath has been written 
off. lt, Microprose Manchester, 
Microprose Leeds and many jobs 
were all victims of a corporate 
reorganisation whose logic 
remains opaque to all but 
Spectrum Holobyte. 

Best of luck with future issues 
of Edge. 

Jonathan Lee Howard, 
Cheshire 

We're sorry to hear about 
Microprose's redundancies and 
it's a great shame that a game 
that seemed to have so much 
potential has been axed. Sadly, 
the UK end of the operation 
seems to have suffered for the 
excesses of the US end. 

In the UK, we have the 
world's strongest concentration 
of gamesmaking talent, but it's 
small teams who are the most 
creative. In the US, they tend 
towards teams of thirty of forty 
working on one single project. 
Can that be justified? 

Do they really get £ better results? 

ongratulations on the 
fi rst Edge - it was 
stunning. Towards the 

end you invited readers' views 

'What did I 
th ink? Liked it a 
lot. I was real ly 
impressed that 
your  3 DO article 
was not an 
exercise in arse 
l icking, no, you 
pointed out the 
problems the 
3 00 Company 
are having with 
the development 
systems etc, and 
the timescale of 
the launch.  
Liked that.' 

Anthony Jackson, 
Lancashi re 

'Out of 3 00, 
Jaguar and 
CD32, help me 
choose the right 
system.' 

P Ball, 
Croydon 

on CD. As I see it, we are on the 
brink of the greatest 
advancement in 'our' industry. 

I cannot recall such 
enthusiasm, caution, 
disappointment and general 
ignorance all rolled into one ever 
before. 

Come on software 
publishers, it seems as though 
you are blaming us - the 
consumers - for the. apparent 
flop of CD technology. Take a 
step back and then reconsider. 
Ever since the dawn of the 
potential of CD gaming we have 
been promised cheaper, better 
quality products. But so far, 
where are they? 

it's not that good games are 
no longer being produced. 
Rather, the software giants are 
running scared from a sign saying 
'Vacancies - CD band wagon, 
space still available'. If floppy 
disks are piratable, STOP 
PRODUCI N G  THEM ! and invest 
in CD technology and CD games 
before you are left behind . . .  

James G rant, Somerset 

lt's not just floppy disks that 
are an endangered species, 
remember. Software developers 
want to see the end of 



cartridges, because they are too 
expensive and take too long to 
make, plus they have a history of 
tyrannical control on the part of 
the hardware licensers, Sega and 
Nintendo, who publishers feel 
take too big a cut. 

CD-based systems wil l  be 
'open' to licence-free 
development. and so, though the 
hardware wil l  cost us 
more, we won't have to 
pay so much for games. £ 
D f 3 DO succeeds in 

becoming the industry 
standard for CD-based 

games, it can only be a bad thing. 
If it were to happen that al l  new 
machines were 3DO compatible, 
nobody would ever try anything 
new, which ultimately would 
slow down progress in games 
technology. 

Peter North, Barnes 

Not going to happen. As you 
can already see, 3DO faces 
severe competition before it 
starts, from Jaguar, Amiga con 
and possibly the Nintendo/SGI 
' Project Reality' - if it actually 
exists. Price is the big factor -
Jaguar delivers a 3DO-standard 
spec for $200 rather than $700, 
while Commodore are quite 
convinced that no-one can 
do a CD-based console 
cheaper than theirs. £ 

eople are saying that the 
M ega CD is doomed, but 
they seem to forget that 

the first ground-breaking games 
for the M ega Drive, such as Sonic, 
did not appear until a year or 
more after its release. 

As for CD games not being 
any different from normal games 
- all I can say is, have you been in 
an arcade recently? All the 
machines are SF 11 clones, so 
there's hardly much originality 
going on there, either. 

Paul Clifton, Swindon 

The Mega CD is beginning to 
look like a patch-together of 
different technologies. When you 
consider that a Mega Drive/CD 
combination costs £370 in 
Dixons and for that you get a 
machine with relative display and 
speed limitations in comparison 
to the cheaper Amiga con, you 
have to admit the competition is 
hotting up. 

But Sega have a big market 
presence, and better Mega CD 
stuff is now just starting £ to appear. Who knows? 

ongratulations on 
producing such an 
excellent magazine! This 

sort of publication has been a 
long time coming, with the 
newsagents' shelves crammed full 
of magazines which seem to be 
written by children for children. 

Stephen Brealey, Beeston 

Steve jarratt is actual ly only 
thirteen years old. He just £ 
looks ancient. Hur Hur. 

D have to admit I was quite 
impressed with Edge 
one - after all, how many 

magazines tel l  you what fonts 
they use? 

I like the way you give us al l  
the technical data for 
forthcoming releases as opposed 
to the game plots. You also 
cover the frame rate of games, 
an aspect which, although 
counted by many as a 
trainspotter's hobby, is in fact a 
very important aspect of any 
leisure title, simply because it 
shows how smooth, fast and 
playable the game is going to be. 

Fifty frames per second (aka 
50fps or 50Hz) is incredibly fast 
and smooth - play a game with 
this frame rate and you're in for 
a great time. However, you need 
a very fast 68030 (as used in the 
Sega coin-ops) or '040 (as used 
in the Amiga 4000) to make 
games which contain a high l evel 
of detail run at 50fps. 

I 'm not talking about platform 
games, here - most of these run 
at 50fps anyway - but 3D vector 
games, which are infinitely more 
realistic. 20fps is good but not 
mind-blowing (see Starwing), 
while 30fps is impressive for a 
high-detail simulation (see Virtua 
Racing). Anything around I Ofps is 
quite unplayable, but once you're 
over the 40fps barrier, expect 
jaws to drop all round. 

Nathan White, Walsall 

Much rubbish is talked about 
frame rates. Okay, they can be 
important, and the ideal rate for 
UK players is 50Hz - because 
that's the refresh rate of a PAL 
monitor (TV is half as much). 

But bear this in mind - the 
classic Disney movies had 
animation running at just 24fps 
and the vast majority of cartoon 
animation that's carried out 
today, whether for TV or the 
movies, runs at half that - just 1 2  
frames a second. 

it's all a question of £ horses for courses. 

'Edge simply 
takes the piss out 
of its 
competitors, it's 
that good . . .  ' 

Lars janssen, 
East Sussex 

'The price is 
justified by the 
sheer amount of 
information 
found in  your  
magazine and I 
hope you wi l l  be 
able to keep this 
qual ity for many 
years to come.' 

Kin Wai Kam, 
Manchester 

Give yourselves a 
big slap on the 
back for the 
production of an 
excel lent adu lt 
journal .  The 
presentation is 
eye-catching and 
has a real qual ity 
feel .  Good to see 
you haven't 
bogged down 
Edge with h ints 
and tips. 
Videogaming 
publ ishing comes 
of age. 

Richard De Si lva 

v i ew p o i n t 1 
D he question of whether 

or not the Amiga con 
is a success definitely 

hinges not on the machine itself, 
but on the support of the 
software houses and the strength 
of their games. 

I quickly got myself an 
A 1 200 at the beginning of the 
year because of what it could 
potential ly offer in gaming terms, 
yet eight months or so later I 'm 
sti l l  waiting for some 1 200-
exclusive games, not just 1 200-
adapted versions of existing 
titles. My point is that if the 
con is to succeed, it depends 
on establishing a strong software 
base immediately and offering a 
stunning game as part of a 
Commodore package. 

This is something the A 1 200 
never had, and still doesn't have. 

Martin Wel lbelove, 
Attleborough 

Indeed, but is that not true for 
al l  new systems? it's a truism 
nowadays that the success of a 
new piece of hardware depends 
entirely on the quality of the 
software released for it, and al l  
the manufacturers protest that 
their machines wil l have not only 
quality games but also a wide 
range of titles. 

Commodore claim that 90 
titles wil l  be ready for the con 
by Christmas, but in fact many of 
these are old CDTV discs which 
are not worth considering. That 
leaves around 30 up-to-date 
titles which Edge would expect 
to see actually onsale. 

When you look at the 
potential quality of these, there 
are a number that promise to 
mix excel lent graphics with 
excel lent gameplay, but there is a 
heavy bias in the direction of 
platform games with the likes of 
Putty 2 and James Pond 3. 

Three games are finished as 
Edge goes to press on 
September 1 4th, and these are 
Pinball Fantasies, james Pond 2 -
Robocod and Diggers. The latter is 
the game which wil l  be bundled 
with the con, though the first 
machines which went onsale in 
Rumbelows stores on September 
5th included no discs to play on 
the machine - making it a £ rather expensive doorstop! 

T oo much technology 
could cause a downfall in 
hardware demand, I 

believe. Companies like Sega and 
Nintendo are pushing themselves 
too hard on producing the most 
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mindbending machines, but what 
I am worried about is that newer 
machines like 3DO and the 
forthcoming Jaguar will eventually 
ruin the market. 

There will be no ehthusiasm 
when we see a new game even 
though it has a great intra, great 
graphics and great sound, 
because the consumer of the 
future will have seen it all before 
- 'Been there, done that!' 

Slow down, rest easy and let 
games catch up a little with the 
ever-changing face of the 
machines. As they say in the Sega 
ads, welcome to the next level! 

Kin Wai Kam, Manchester 

Point one is that machines will 
always be ahead of the games 
and it always takes an age for 
developers to make the best use 
of the technology. Amiga games 
were reaching their peak in 1 992 
five full years after the release of 
the A500 - now they have to do 
it all again with the new AGA 
chip standard. 

Point two is that real 
advances in games design and 
technology - genuine milestones 
- don't happen very often. You'd 
have to start with the early 
coin-ops of 1 98 1 -2, then the first 
home computer classics like Revs 
and Elite in 1 984-5. After that, 
you're limited to a few major 
advances such as the point-and
click control of Dungeon Master 
and the texture-mapped 3D in 
Ultima Underworld. 

The latest technology has 
the potential to bring further, 
major advances in playing 
environments, and playing styles, 
but it could still be some £ way off happening. 

Okay H's a 3DO player - but Is H 
an American or a European 
model? See question below 

ill an American 3DO 
machine work on a 
British TV or is it worth 

waiting for the British release? 
Also, will the titles be the same 
on both sides of the Atlantic? 

Robert Anthany, Tamworth 

F i rst off, Edge correspondents 
please note that there is now a 
separate section to deal with 
your questions about gaming 
hardware and software - Q&A -
and it's over there on the right. 
Please address all your questions 
there from now on. 

Right, on with the question. 
Indeed, an American NTSC 3DO 
will not work with a British PAL 
TV and so a conversion will 
definitely be necessary. 

But no doubt someone will 
do an unofficial job on an 
imported machine. 

3DO have not said what 
plans they have for a PAL 
version, but it should be easy 
enough for them to include a 
PAL conversion feature inside 
the machine with no serious 
detrimental effect on the 
picture quality. £ 

Darryl Still, Atarl UK's 
marketing manager, with a 
few words of caution (below) 

Y ou ';ant opinions? You 
got em. 
The magazine looks 

great, well-designed, good 
quality, nice layout, adult 
journalism (mostly). The 
computer mag grows up! 

BUT I find myself worrying 
that you have immediately 
adopted the same fawning 
attitude to the new boys as many 
other sectors of the industry. I 
hoped you would start with a 
clear vision, but ... 

Some examples? Bloody 'eck. 
You have forced me to defend 
Commodore! 

Your articles on ourselves 
(Atari) and Commodore 
displayed a commendable balance 
against each other, but compared 
to your 3DO coverage?? 

Have you asked yourself why 
you can list such a mixed bag of 
history for these two companies? 

'After reading 
3 0  pages of 
techview my 
own 'Direct 
Memory Access 
Engine' was 
proving to be a 

few megabytes 
short of 
requirement .. ! 
Danny Somers, 
Wetherby 

'The reviews 
section seems a 
bit pointless, as 
most people wi l l  
buy a magazine 
that deals with 
their own 
machine for 
games reviews.' 

Ross Davidson, 

Southampton 

'Concentrate on 
the future, 
inside 
information, and 
so on. Anyone 
can review 
games . . .  ' 

Dave Thyer, 
Bristol 

'Continue to 
focus heavily on 
the CD 
hardware as this 
is where the 
market is going.' 

N i k  Sm ith, 
Hornchurch 

Simply because we have been 
there, done it and invented the 
T-Shirt. 3DO do not have a 
history (some even question if 
they have a product!) ,  so they 
cannot be reviled for their 
failures (yet), but to keep a 
balance, neither can they be 
applauded for any successes. 

Atari VCS to ST, or in 
Commodore's case C64 to 
Amiga, prove both companies 
have a considerable track record 
in the massmarket and therefore 
are better placed to do so again! 
The benefits of experience are 
essential, and we are confident -
warts and all - that Atari is the 
most likely company to make 
Jaguar roar. 

I would also like to take 
umbrage with your mention of 
the Falcon. This cannot be 
compared with CDTV. Falcon is 
not a lowcost massmarket 
computer, it is a specialist 
application-based home 
computer retailing at over £500. 
In point of fact, the only system 
available when the CTW 
research was done was a £ I  ,000 
hard disk system so 1 2% is 
excellent! 

Please note that Falcon is 
being stocked in over 80% of 
independent UK music stores! 
Some 'failure' eh? We are 
delighted with Falcon's 
performance so far and believe 
this machine has a big future. 

So, to sum up, Edge shows 
potential, but, like 3DO and any 
other new kid on the block, 
respect for the elders of the 
tribe is essential if  you are not to 
get your ear clipped from time 
to time. Talk to us, we are past 
present and future in one happy 
package! !  

Darryl Sti l l  
Marketing Manager, 

Atari U K  

If Edge has been guilty of 
applauding 3DO to the 
detriment of established 
companies like Atari and 
Commodore, why have we 
received letters telling us not to 
be so negative about it? 

The 3DO feature in Edge 
one was a far call from the 
sycophantic approach videogame 
magazines usually adopt, and 
unearthed just as much dirt 
about the company's hype and 
promotion of 3DO as anything 
else. If  Trip Hawkins fails to find 
a market for his 3DO machine 
you won't see any red 
faces around here. £ 



q u est i o nt i m e  i 

D o  yo u h ave a q uesti o n ,  tec h n i ca l  o r  otherwise , about v ideogames o r  
ga mes h a rdwa re? I f  so , get i n  tou c h , Edge h a s  a l l  the a nswe rs . . .  

[!] You seem to have got 
excellent quality pictures 
of the PC Engine games 

in Edge one. How have you 
managed this, because on mine 
the screen display always looks 
murky and dull? 

Robert Smith, Cardiff rJ What you need is a 
Colour Booster. This is 
a SCART cable with 

built-in picture-enhancing 
circuitry, which you should be 
able to get from anywhere that 
sells imported PC Engine gear. lt 
costs £ I  5-£25. The problem is 
that the Engine is not designed 
for an RGB display signal, and 
no-one has yet found a way of 
converting it internally. [!] What's M PEG and how 

does it function? 
Hurray M iddleton 

The PC Engine Colour Booster 
(top) gives a clear display, as 
shown in this shot from PC-E 
Street Fighter 11 CE (above) rJ M PEG stands for the 

Motion Picture Expert 
G roup. This is a 

research body set up by all the 
major electronics firms to devise 
a standard for digital video. 

The problem with digital 
video, where each frame of video 
is stored as data, is that it needs 
fifty frames to be supplied to the 
TV every second and a CD can 
not supply data quickly enough. 
The answer is to compress the 

data and use chips to 
decompress it before it is 
displayed. The compression 
technique involves storing just 
the changes from one frame to 
the next, rather than the whole 
of every frame. 

The M PEG I standard is a set 
of chips which does this 
compression and decompression, 
and the chipset can be bought by 
any manufacturer that wishes to 
use it. M PEG I will be known as 
VideoCD when it goes on sale. 
The chips were finished in April 
this year and are expected to go 
onsale first as addons for Amiga 
con and Phi lips CD-i. Similar 
addons will also be available for 
any CD audio player that has the 
right kind of output. 

· [!] In Edge one you said 
that it will be possible to 
actually watch films from 

a Phi lips CD-i machine using the 
FMV upgrade cartridge, but 
standard CDs can only hold 
about 70 minutes of film. Would 
you have to purchase two CDs 
to watch one film, and would this 
make it more expensive? 

David Magni, Farnborough rJ Yes, films will come on 
two CDs sold as a pack. 
We don't have a definite 

price yet, but the best guesses 
reckon about the price of a 
double CD album, £ 1 6  or so. 
Philips Interactive Media have 
already agreed the release of a 
total of SO films by Christmas, 
but of course these will also run 
on any M PEG ! -equipped CD 
machine. 

[!] I understand that if I 
converted my UK Super 
N ES to 60Hz, it would 

run at full speed with no borders, 
reproducing the same quality 
display as a SCART system. Is 
that right? In other words, can a 
PAL system be converted so that 
it can reproduce a SCART 
system? If  I used my UK SNES 
with a Philips CM88 3 3 1 1  monitor, 
will the graphics be in the same 
league as a SCART machine on a 
SCART TV? 

Ken Ng, Tooting rJ You're mixing up two 
different things. First of 
all, NTSC is the 

American and Japanese TV 
system, (60 frames per second), 
while PAL is the European 
system, running at a slower SO 
frames per second. The idea of 
converting your SNES is that it 
speeds it up and takes out a 
slightly botched-up system of 
conversion to PAL, but it really 
doesn't make a big difference. 

SCART is just a standard TV 
connector. The main advantage 
of a SCART connector is that it 
can supply an RGB signal, 
composed of separate red, green 
and blue information. Other 
connector use a composite 
signal, which mixes up the red, 
green and blue and so gives 
slightly less quality. 

A monitor will always give a 
better picture than a TV, because 
monitors have a higher screen 
resolution and a faster £ refresh rate (50Hz). 

Q and A 
M ost garners ,  at o n e  t i m e  o r  

a n o t h e r ,  h a v e  c o m e  across  a 

t e c h n i c a l  p r o b l e m  that they 

can't  s o l v e ,  o r  a p r e s s i n g  q u e ry 

with  n o - o n e  to answer it .  T h i s  

i s  where  E d g e  c o m e s  i n  . . .  

S i m p l y  j o t  y o u r  p r o b l e m  

d o w n  a n d  s e n d  it t o :  Q&A, 

E d g e ,  30 M o n m o uth Street , 

Bath,  A v o n  S A l  28W.  
Alternat i v e l y ,  l a x  us o n  0225 
446019, o r e-mai l  u s  via 

as t o  re r@c ix.c o mp u I in l< . c  o . u l< .  

E d g e  wi l l  d o  a l l  it can  t o  

p r o v i d e  a s o l u t i o n  i n  t h e  next  

issue o f  t h e  magaz i ne . 

Sorry ,  we can't  answer 

q ue r i e s  o v e r  t h e  phone a n d  

p e r s o n a l  r e p l i e s  a r e  n o t  

p o s s i b l e  - e v e n  i f y o u  d o  

e n c l os e d  a n  sae.  

Ill 
3 .. 

,.. 
Ol 
N 

:::> 
CD 

z 
0 
< 
CD 

3 
cr 
CD 

105 








	Cover
	Edge View
	Inside View
	News
	Charts
	Prescreen
	Mechwarriors II
	Voyeur
	Beneath A Steel Sky
	Dungeon Master II: Skullkeep
	Chaos Control
	Return To Zork
	Virtua Racing
	Super Street Fighter II
	Elfmania
	Mega Man X
	Mega Race

	Release dates
	CD-ROM
	The history of CD-ROM
	Sex and Violence
	Cable Gaming
	Testscreen
	Tatsujin 2 (Marty..8)
	Thunderhawk (MCD..7)
	Jurassic Park (SNES..6)
	Street Fighter II Special Champion Edition (MD..8)
	Turrican 3 (Amiga..6)
	Aladdin (MD..8)
	Top Gear 2 (SNES..6)

	Competition
	Subscribe
	Recommended reading
	Letters
	Over the Edge

