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Techvi ew: CD-RO M  
Following in the wake of The 7th Guest comes 
Microcosm- the first real CD-ROM shoot 'em 
up. The tech-specs read like science fiction: 
44,000 frames of rendered 3D, a six-minute 
intro, over 478 megabytes of game . . .  See 
how the men at Psygnosis squeezed an entire 
human body onto one small silver disc 

Techvi ew: 
multimed ia 
l t  i s  universally 
acknowledged that 
Trip Hawkins is a 
smart guy. So smart, 
in fact, that EA were 
years late getting into 
the console market 

and nearly went broke 
because their boss, one 

Trip Hawkins, dismissed 
consoles as a passing fad ... 

And this is the guy who's 
selling 3DO? Edge asks: what 
the hell does Trip Hawkins 

think he's playing at? 



Testscre e n  
Skimming the cream from the 
top of the videogame milk, 
Edge rates 20 of the hottest 
new titles - including the latest 
versions of Street Fighter If 
(right) on SNES and PC Engine, 
plus the new, long-awaited 
Mega CD title Silpheed 

Futurevi ew 
What i s  the future of 
videogaming? What of 
CD-ROM, direct-cabling and 
virtual reality? Edge speaks 
to leading lights in industries 
of the imagination: visions of 
the future, from the men 
who are busy shaping it 

Prescree n 
Edge examines more than 
20 of the better games you'll 
be playing over the 
coming months, including 
Inferno (left), Jurassic Park, 
forgotten Castle and some 
ancient eight-bit game 
called Impossible Mission 

Competition 
There's only one thing better 
than owning state of the art 
gamesplaying technology ... and 
that's owning 
state of the art 
gamesplaying 
technology that 
didn't cost you a 
penny. There's a 
grand's worth of kit 
destined for one 
Edge reader. Do 
you feel lucky? 

ins i d ev i ew 1 
6 Th i ngs to come 

What does the future of videogaming hold? 
Edge quizzes some people who may just know 

8 News 
Up to the minute news reports, in depth, from 
across the entire world of videogaming 

22 Release d ates 

24 

A complete catalogue of all the hot new games 
to be released over the coming six months 

Charts 
The official multiformat ELSPA charts; and the 
very unofficial Edge lists 

26 Prescreen 
Check in  for 19  pages of sneakscans o f  the 
games that matter, includingJurassic Park 

There's a new player in town. So what? Edge 
asks some very awkward questions ... 

60 Su rround sound 
I n  stereo your mind can wallow; with Surround 
sound it risks drowning. Take swimming lessons 

66 Competiti on 
Win a £I ,000 Toshiba Surround TV, a SNES and 
Jaleco's King Arthur's World. No messing 

70 Ma ki ng Microcosm 
Psygnosis' Microcosm is the first CD shoot 'em 
up: discover exactly how it was made (and why) 

Edge rates the current batch of new releases 
including SF/I Turbo and Silpheed 

110 Letters 
Postcards to the Edge: directives, missives - and 
expletives most emphatically not deleted 

111 What do you want? 
Talk back to us. Tell us what works and what 
misses and we'll take your advice to heart 

113 Su bscri be 
it's no  good Edge being so  great if you can't get 
hold of it - subscribe and save grief 

114 Over the Edge 
Say goodbye to this issue and see what delights 
Edge 2 has in store for you next month 
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to come ••• 
Eve r yo n e  h a s  a n  o pi n i o n  of what t h e  

futu re ho l d s, b ut s o m e  peopl e a re 

c l os e r  to i t  th a n  oth e rs.  Edge s po ke 

to the vi s i o n a r i e s  

'I have an ambiguous attitude to 

videogames: they can be a good 

thing, but also very addictive -I 

myself was addicted -to SnakeBite 
on my Apple 11 about ten years ago . 

'I regard the addictive nature of 

virtual reality as a real danger. Of 

course it could be a shortsighted 

view: if we are plugged into the 

whole universe, why should we 

Unplug OUrSelves?' ArthurC. Clarke 

'lt's a new world. In about 

five years CD-ROM is 

going to absorb 

entertainment, education 

and information. There's a 

growing palate of what I 

call enabling 
technology. 
which allows the 

consumer to think of 

himself as the artist.' 

Peter Gabrlel 



Games aren't going to be played by the 

13 yearold shut away in his room; 

they're going to be 

connective, 
interactive. 

I foresee a day when you go to a 

movie theatre, there's about 300 

people there, and between you, you all 

play the movie. From your seats, you 

control what happens. The technology is here today ... 

Mark Lewis, president of Electronic Arts 

'Wi�hin a few years from 
now, we'll start to see cable 
and satellite 

direct 
broadcast 

games 
where you select from a menu of games and it'll 
constantly down load new parts of the game 
into your machine while you're playing. 

Jez San, M D  of Argonaut Software 

'I th i nk i ncredi b l y  

fu t u r ev i e w 

'Telephone and cable companies 

will lay the 

information 
super 

highway 
and it will be one of the greatest 

technological developments of 

the 20th century. But someone 

will still have to fill up the 

highway. It won't be a new 

entertainment form, but a more 

sophisticated version of what 

exists now.' 

George Lucas, movie director /prod ucer 

sophisticated 
virtual reality · 

is the future. Experiences th at s omehow tap i nto the 

m i nd and are c ontrol led b y  your th ou ghts, rather th an any 

h ardware, m u st c ome s omewhere down the l i ne .  

Nick Alexander, M D  o f  Sega Europe 
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Last-gas p  l a u nchtime for Commodore and Atari, page 8 . . . Sega get i nto Vi rtu a l  Real ity with 

W Ind u stries ,  page 14 . . .  Nintendo chop cart price s ,  page 16 . . . Fu l l  Motion Video and the 

H o l lywood con n ection , page 18 . . . Futu re Ente rta i n ment Show goe s  ticket o n ly, page 20 ... 

The very latest news from 
across the entire world 

of videogaming 

Make or break time 
Crisis-stricken old 

foes Commodore 

and Atari are 

making one final, 

last-ditch attempt 

to achieve status 

as CD-based 

hardware 

manufacturers. 

Traditionally the 

best of enemies, 

the two companies 

are committed to 

launches that will, 

by their own 

admission, be 

their making or 

their breaking. 

Edge assesses 

their chances of 

success 

for the old enemies 

Commodore's CD32 is basically an A1200 with CD drive. This machine - like Atari's 
impending 64bit Jaguar - has the power to make or break its producer. Commodore 
have thousands of the £300 machines in a warehouse ready to roll out across Britain 

i rst to market in th i s  last p u nch-up 
for the two agei n g  heavywe ight 
champions is C o m modore � who 

announced it wou l d  be ente r i n g  the cu rrent 
commercial  gorefest that is the E u ropean 
conso l e  market with the i r  3 2 bit, C D-d r i ve n  
A l 2 0 0-based C D32 games mach ine. 

The £300 mach i ne suppose d l y  arr ives i n  
the U I <  i n  early Septem be r ,  with C o m modore 
c l a i m i ng it wi l l  be ab l e  to 'sh i p '  4 0 0 , 0 0 0  of 

the C D  mac h i nes across Europe by the end 
of J an u ary '94.  

C o m modore unve i led the mach i ne at 
London ' s  S c ience M useum with a 
demonstration from tech n ical  vice p resident 
Lew Eggebrecht of the F u l l  M ot ion V ideo 
< F M V: see page 18) u n it. The C D32 was 
seen to be d i sp l aying a stu n n i n g  rendition of 
Seal ' s  dated l<i l l er  v ideo.  

Though the success of Commodore ' s  new-+ 



In c o ntext 
Commodore and Atari 
were both built by the 
same man: Polish 
concentration camp 
survivor Jack Tramiel. 

Commodore's first 
computer, launched in 
1976, was the PET 
(incidentally, a bad name 
to call a computer in 
France, where 'pet' has 
some link with farting). 

Early demand was so 
strong Commodore 
charged the full $795 
($795!)-and made the 
customer wait six 
months. (Things are 
different now. You don't 
have to pay in advance, 
though waiting is still 
fairly common.) 

On Friday, 13th 
January 1984 Jack 
Tramiel resigned from 
Commodore. In July he 
bought Atari from Warner 

-who effectively sold the 
company to him by 
loaning him the money to 
buy it. Then, in late July 
1984 Commodore bought 
a company. The name? 
Amiga Computer. 

The Home Computer 
Wars were about to 
begin ... 

(Edge recommends 
The Home Computer 
Wars: An Insider's 
Account Of Commodore 
And Jack Tramiel, by 
Michael S. Tomczyk, 
Compute! Books 1984, 
ISBN 0-942386-75-2. 
Irritating style, but 
invaluable information 
and anecdotes). 
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Commodore's UK MD David Pleasance 
at the press launch of the CD32, with 
new technology guru Chris Evans 

+- baby depends less on techn ical  i n novation 
than on sales, marketi n g  and c red i b i l ity, it 
was cautiously we l comed by the software 
c o m m u n ity, though p r i vate comment is less 
enthusiastic than the pub l i c  q u otes. 

D isappo i nt i n g l y  the p l astic cas ing  has 
not met with u n i versa l acc l a i m - although 
the contents are 
genera l l y  thought to be 
'the busi ness . '  

'We a r e  n o t  mak i n g  a s  much a s  we 
thought we wou l d , '  admitted one software 
su premo off the reco rd ; 'The Japs l ike to set 
tight marg i ns,  they l ike p rofit and so do we. 
T h is mac h i ne c o u l d  make a d ifference . '  

A l l  i n  a l l ,  t h e  C D3 2  looks a s  if it h a s  the 
g uts, the technology, the price and the 
software support to go up agai nst Mega C D  
and the S N E S i n  E u rope. What i t  doesn 't  
have,  however ,  is the 'ki l l er app' - the k i l ler  
appl icati o n  such as the Sonic or Starfox 

(sorry, Wing) - that g i ves people a reason to 
buy i nstead of mere l y  to d ream. 

M eanwhile , Atar i  
are 

comm itted to launch ing  the i r  make or break 
64bit R I S C-based 16-m i l l i on-co l o u r  palette 
J aguar conso l e  in America th is C h r istmas at 
a sensational  p r ice of j ust $ 2 0 0  ( £ 135). I n  
this country i t  wi l l  b e  rel eased, s o  i t  is 
p ro m ised, in A p r i l  '94 at a sti l l  stu n n i n g  
£ 1 9 9  with one g a m e  a n d  two keypads. B u t  
t h e n ,  no-one's bel ieved a w o r d  Atari has said 
for years u n l ess supported by the evi dence of 
the i r  own eyes. 

The core of the mach i ne is the 64bit 
processor ,  a c h i pset Atari designed 
themsel ves i n  this country at the i r  

'We hope 
to take 
sales 
from the 
consoles, 

Cambri dge-based 

'We're currently 
work i n g  o n  Sensible 

Soccer: it 's l ooking 
goo d , '  was the 
com ment from 
Renegade's Tom 
Watson. Mev Dine of 
First Samurai fame, 
was also show i n g  an 
i nterest. But b iggest of 
a l l ,  Ocean 's David 
Ward made sure the 
world knew Jurassic 

Park is g o i n g  to C D3 2  

not from our own 
flagship machine 
[Commodore's 

research fac i l ity ( us i ng 
the o l d  P e r i he l i o n  
transputer team). T h is 
c h i pset works in  
tandem with a D S  P 
( d i g ital s igna l  
processor) which 
enables the console to 
create fast texture 
maps and render and 
man i p u l ate 3 D  
p o l yg ons i n  rea l  time; a 
system better than a l l  
b u t  t h e  very newest 
Japanese c o i n-ops. A1200]' 

at the same t ime as every other format ( a  
b u n d l e  d e a l  is pend i n g  l i cence problems: 
C o m modore has n 't paid a penny for the 
Jurassic  l og o - Edge). W ith Ocean back i n g  
t h e  mach i ne there is n o  doubt that software 
support is substanti a l .  

C D 3 2  's success would b e  very we lcome to 
the U I< software i n d ustry, not so much 
because of the protect ion CD offers agai nst 
p i racy - a problem that dogged anyone 
support ing  the A m i ga - but because 
C o m modore ' s  attitude in terms of pay-d irt is 
far more amiable than either of the big 
Japanese p l ayers. 

Davld Pleasance, 

MD, Commodore UK 

Atari c l a i m  Jag uar 
has fou r  ti mes the process ing  power of the 
Mega D rive o r  S N E  S and is even more 
powerf u l  than the 3 2 bit 3 D O system .  

Atari g o  a s  far a s  boast ing  that the 
mach i ne is eas i l y  on a par with the 3 D  
e n g i nes i n  m i d range U n i x  workstations.  To 
th is end the C P U  ch i pset has been desi g ned 
to cope with the r i g o u rs of f u l l -motion v ideo 
compress ion and various state of the art 
v i deo effects. 

Jaguar was i n it ia l ly  deve l oped in tandem 
with a 3 2 bit games conso l e  codenamed 
P anther .  1 8  m onths ago, however ,  the 
J aguar project moved �o far ahead of its 

N ew s  

What is it? 
Started by Nolan 
Bushnell, it almost 
single-handedly invented 
the videogame and 
helped make a $3 
bill ion industry in the 
late 70s. lt sold millions 
of machines and 
carts and looked all set 
to take over the world . . .  

A CD32 edition of 
Pinball Fantasies 
has studiCHecorded 
Cl).quality music 
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N ew s  

it is ... 
Nolan Bushnell's 
company Atari. By 1 983, 
however, the industry 
had all but disappeared. 
Atari made six million 
ET carts ... and then 
bulldozed the lot into the 
desert. Cart prices 
plummeted and it lost 
$300 million in a year 

Commodore's technical vice president, Lew Eggebrecht (main picture) about to 
show off co32•s Full-Motion Video capabilltle�. Later on, Commodore were brave 
enough to let the press get their sweaty mitts on the shiny new co32 units (Inset) 

+- l i tt l e  brother in terms of both techn i cal 
capabi I it ies and com pletion dates that it was 
mothba l led and Atar i 's  e nt i re research effort 
conce ntrated o n  the b igger cat. 

In a bid to cash in o n  the burgeo n i n g  C D  
games market, Jag uar wi l l  have a C D- R O M  
peri pheral operat ing  a t  doub le  speed wh ich 
wi l l  enab l e  it to p l ay l<odak Photo-C Ds, 
C D+Gs and normal audio C Ds. Other d i g ital 

1 6bit e ight chan n e l  sou n d .  The speed of 
these processors wi 11 mean that the C P U  can 
get o n  with moving data aro u n d ,  w h i l e  the 
DS P receives data from the padd les and any 
peripherals con nected to the expansion port. 

The 64bit C P U  was created by Richard 
Miller, Atari 's head of research and the 
same man respons i b l e  for much of the 
groundbreak i ng c h i p  technology created i n  

the early '80s f o r  the peri pherals such as 
DAT u n its and modems 
can be connected to the 
conso l e  via a 3 2 bit 
expansion port. 

Perhaps most 
i ntr i g u i n g  of a l l  is this 
3 2 bit  port's abi l ity to 
receive data over the 
cab l e  and te lephone 
networks; a system 
which wi l l  enable users 
to down l oad the l atest 
games straight from 
software houses o r  
f r o m  spec i a l ised 
conso l e  games TV 

'Jaguar will 
revolutionise the 
state of home 
entertainment. lt 

S i n c l ai r S pectrum .  
This chipset uses a new 
0·5 m icron A S I C  
process, utilis ing  the 
smal lest sem iconductor 
c h i p  tec h n o l ogy 
available. T h is 
tech n o l ogy may be 
released as an add-on 
P C  card to h e l p  
m i n i m ise t h e  cost of 
deve lopment. The DS P 
is also an Atari 
deve l oped c h i p  and 
sho u l dn 't be c onfused 

networks - when it eventual ly  happens. 
Trad it ionally Atari products have been 

cr iti cised for being short o n  custom chi ps­
Jag uar i nc l udes a l m ost noth i n g  but custom 
b u i l t  processors. The u n i que l i nk i n g  of a 
64bit R I S C  c h i pset and a D S P  wil l  mean 
that Jag uar can create extremely fast 
g raph ics with zero s l owdown w h i l e  p l ay i n g  

is clearly 
the wave 
of the 
future' 

Sam Tramlel, 

President of Atari 

with the M otoro l a  DS P 
used in the Atari 's Fa lcon.  

T h is new c h i p  enab les separate sou rces 
to be processed s i m u ltaneousl y  to replicate 
real isti c  sound effects and h u man voices­
mak i n g  it ideal for its i ntended m u lt imedia 
app l icati ons. 

The decis ion to i n c l ude the 3 2 b it 
expansion port is part of a t ieup with g i ant-+ 

The financial 
status of 
Commodore 
Commodore has already 
lost $273·6 million this 
year; it has closed down 
five subsidiaries and in 
June it seemed on the 
verge of collapse. 

UK MD David Pleasance 
(third man to fill the role in 
a year) claimed the skyhigh 
losses were no cause for 
concern: 'It sounds 
strange, but this is the best 
news I've had for a long 
time,' he claimed. 

His thinking was that 
Commodore has 
restructured itself into a 
leaner outfit, more 
equipped to compete in the 
console and CD markets. It 
has written off old 
technology making room 
for the ascendance of the 
CD32. We shall see ... 

C DTV crashes 

Commodore's first foray 
into the CD market, CDTV, 
was a little less than a 
disaster. Commodore's 
erstwhile UK boss Kelly 
Sumner reflected on why 
CDTV failed: 

'We got the basics 
wrong. Wrong price [£699], 
wrong spec, no support. It 
came out with Workbench 
1·3 when .we were launch­
ing 2·0 so the operating 
system was out of date. It 
could have done with a bit 
more RAM and I think it 
should have come with a 
built-in 3·5 inch floppy 
disk drive. 

'On the software side I 
don't think we got the 
balance of titles right and I 
think there simply weren't 
enough of them'. 

But apart from that, it 
was a winner. 



)I\_ATARr 
The financial 
status of Atari 
Atari's last full year 
figures, for the year ending 
December 31st 1992, 
showed turnover halved to 
$127·3 million and a loss of 
$73·6 million. Like 
Commodore, the firm 
talked of writeoffs and 
restructure, but it's still 
losing money. 

For the quarter ending 
March 31st 1993, turnover 
was nearly a fifth of the 
total in the same period of 
1992 and it suffered losses 
of another $2 million. 

Despite all this, Atari 
claim to have $40 million 
(£27 million) available for 
the launch of the Jaguar. 
However, with both Sega 
and Nintendo competing 
for a share of the market, 
and both with similar 
marketing budgets, Atari 
have their work cut out. 

Falcon fails 

Atari's attempts to strike a 
blow in the technowars 
have been as dire as 
Commodore's, though 
they're slower to admit it. 

Last year the firm 
launched Falcon -the 
machine; it claimed, to 
wrestle power back from 
the console brigade and 
put computers back on the 
map. (Ironic, since Atari 
invented the videogame 
market-and then, through 
inept management, sent it 
back to oblivion during the 
the mid-80s.) 

It was going to get in all 
the major high street 
chains. So far it's made it 
into a miserable 12% of 
independent stores 
(source: CTW annual 
survey 1993 ). 

+- American m u l t imedia g roup T i me-Warner. 
Atari wi l l  have access to T i me-Warner's 
huge l i b rary of v i deo c l ips, ope n i ng the door 
to the i nc l us i o n  of f i l m  footage which can be 
shown in its o ri g i na l  state. The move is 
apparently a parry to Sony's forays i nto the 
v i deo game market. 

In order to avo i d  b r i n g i n g  the product to 
the market late ( as if), Atari have 
contracted huge Ju rassic P ark i n h abitant 
I B M  to manufacture the u n i ts in a deal 
which w i l l  net the the a i l i n g  US g i ant a 
reputed $5 0 0  m i l l i o n .  A lthough I B M 's 
d i rector of App l icati ons Sol uti o ns said,  'Th is  
is a wonderfu l opportunity to work with 
Atari  and the i r  new syste m , '  the real reason 
is that cheap Japanese PCs have crucif ied 
the i r  profits and I B M  is i n  big,  b ig  tro u b l e .  

E v e n  so,  it w i l l  take more t h a n  a deal 
with Atari to get the g iant out of the 
q u i cksand: the Wash i ngton Post poi nted out 
that $5 0 0  m i l l i o n ,  accord i n g  to an analyst 
at B rown Brothers i n  N Y ,  is ' not even two­
tenths of 1% of E I B M 'sJ revenue.  I 
d ismissed [the Atari deal] as tr iv ia l .' 

The B rit ish  
Jaguar package, 

supposedly reta i l i n g  at £199 ( b ut we' l l  
be l ieve it when w e  see itl, i ncludes o n e  game 
and two keypads. These ten key joypads were 
o r i g i na l ly  created for Falcon and l ook like a 
hybrid of the Mega Dr ive and S N ES 
varieties. B ut for a supposed m u lt imedia 
mach i ne ,  the f i rst l i neup of software for the 
Jag uar is suspic ious ly  games-oriented: t it les 
destined for the new M egaCarts i n c l ude 
Cybermorph, Aliens Vs Predator, Jaguar 
Formula One Racing p l us a pai r  of 
souped-up ancient Atari games, Battlezone 

2000 and Tempest 2000. A n d ,  of course , 
Jeff M i nter wi l l  produce an i nteractive shoot 
'em up with l l amas in it. 

As we g o  to press there are 2 5  Jaguars 
in the country, each with a devel opment 
tea m .  A l l the maj o r  software houses, with 
the excepti o n  of Electron i c  Arts (wou l d n 't 
s i g n  the n on-d isc l os u re agreement), Gametek 
( M D  is ex-Com modore boss Kelly Sumnerl 
and Psygnosis ( owned by Sony, in bed with 
C o mmodore l, recently attended a product 
br ief ing at the Ramad a  H otel near 
H eathrow. Daryll Still < Atari U l<'s 
M arket ing  M a nager) to l d  Edge that he was 
g o i n g  to 'advertise the shit  out of Jag uar' 
prior to and during its U I< launch wh ich 
takes p l ace early next year. 

Sega and N i ntendo (combi ned Ul< 
marketi ng budget: £ 3 0 ml m ust be 
q uaki n g  in the i r  boots . . .  

0 
.... 0 .So �N 
� � 

a.. 0 
en N 

"i: > Q) 
ca c+=i .... -� 10 
C.:<i:co 

£ 

N ew s  I 

..c 
+J 
c 16 i.�� � ._E 

-=:Q gJ, 

0 Highest rated: NHL Hockey '94 92% 
Lowest rated : Chester Cheetah 4 7% E 26&! (/) 
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Highest rated : Day Of The Tentacle 93% 
Lowest rated: Cogito 24% 
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Highest rated: Sunset Riders 87% 
Lowest rat�d : Player Manager 55% 

-
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0 
Highest rated : Soccer Kid/Blob 88% 
Lowest rated: Super Sports Challenge 39% 

EA e njoy fo u r play 

With multiplayer games gaining impetus 
on consoles everywhere, Electronic Arts 
are about to release their fourplayer 
adaptor for the Sega Mega Drive. 

The unit (which has no snappy title 
as yet) works only with EA's fourplayer 
games, such as the up and coming EA 
Soccer, General Chaos and the latest 
addition to their ice hockey series, NHL 
Hockey '94. 

The news broke too early for EA to 
decide on a price point or whether it 
will come bundled with a game. 

virtual real ity 
oh yeah i fancy some of 
that virtual real ity 
where you experience 
·things without going out 
oh yeah you could have 
a virtual real ity cup of 
tea and actua l ly see 
the virtual reality tea 
s losh ing about in the 
virtual reality cup it'd 
be amazing and they 
reckon soon you ' l l  be 
able to have virtual 
reality sex just by 
putting o n  these g iant 
goggles and strapping 
on this b ig pa i r  of 
p lastic pants th at sort 
of stimu late you it'd be 
great you won 't have to 
ever go out of the 
house u n less of cou rse 
you wanted someth i ng 
or your  pants got stuck 
b l i mey that 's  a thought 
i wonder if they 'd send 
out a virtual reality 
repairman or what? 
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Talk 
back 
'Tile Mega CD player is 

a Son1c player. a Donald 
and Micl,ey player. Witll 

an inexperienced 

gamesplayer. you cannot 

afford to present radical 

gameplay options.· 

lan Heatherington, 

co-MD of Psygnosis 

defending the simplistic 

gameplay of Microcosm 
and Dracuta (full Edge 

interview, page 79). 

'Tile original scenario 

l1ad to be approved by 

Spielberg ... One tiling 

Spielberg didn't want 

was another straigllt 

slloot ·em up or platform 

game.· 

Programmer Andy Miah 

on Jurassic Park. Of 

course, would Steven 

know the difference? 

(See Jurassic Park 
prescreen, page 40). 
·A Panasonic [3DO] 

player was running a car 

race game and tile 

demonstrator told me it 

was a ·working· player. I 
pressed tile d1sc EJect 

Button. Tile re wasn't 

even a d1sc 1n tile tray.· 

Journalist Barry Fox on 

3DO's dubious demo 

system (world exclusive 

300 feature, page 50). 

• 

• pirates of the airwaves? 

Sega would like you to believe that they've taken over your TV. Funny as it sounds, 
that's just what they'll be doing when the Sega Channel starts beaming games 
directly into your black box. lt's happening in the US and Europe won't be far behind 

ega's we i rd and w i red Mega C D  
ads have the p re m i se that Sega has 
taken over you r  TV, i nvaded you r  

l ife , become c o m m o n  cu lture currency, a n d  
n o t  j u st a reasonably successful conso l e  
manufacturer. Ridiculous. Or is it? 

Sega is l ooki n g  to move out from under 
the T V  and r ight i nto you r  hearts and m i nds 
with ventures that wi 11 be i m poss i b l e  to 
i g no re .  It i s  a l ready p l a n n i n g  to create what 
that P i rate TV ad was h i nt ing  at: a Sega 
Channe l .  The f i rm has l i nked u p  with Time 
Warner (the largest enterta i n ment company 
in the wo r l d )  and Tele-Communications 
Inc tTCil in the U S ,  and together the 
compan ies are launch ing  a new cable 
te lev is ion com pany to pum p  Sega games 

through a decoder box d i rectly i nto the T V  
on a speci a l  chan ne l .  

The project beg i ns i n  earnest i n  
September with tr ia l  runs i n  3 5 0 , 0 0 0  
households across 1 3  U S  c ities. The cost o f  
subscribing is  $10-$15 (£7-£10) a month, 
p l us $ 2 0  ( £ 3 0 )  for a l ead l i nk i n g  the G enesis 
cart s l ot and the cable T V  rece iver. 

U lt i mate ly,  S ega cou l d  have access to 20 
m i  11 ion cable T V  owners i n  the States- and 
E u rope may not be far beh i n d .  E u ropean 
product d i rector Barry Jafrato to l d  Edge, 
'The penetrat i o n  of cab l e  isn't  h igh enough 
i n  the U K, but you can do exact ly the same 
th i n g  us ing  sate l l ite tec h n o l ogy. 

' W e ' re a l ready talking to a n u mber of 
sate l l ite broadcasters, i n c l u d i n g  B Sky B ,  of -+ 

Pretend TV piracy, 

or have Sega 
really got the kit 

to turn the 

videogames world 

on its head? 

Virtual theme 

parks, a 24-hour 

Sega Channel, the 

32-bit Saturn 

console, a new 

multiplayer 

modem -this is 

the stuff that 

electric dreams are 

made of. Edge 

tunes in . . .  



'My friends over at Sega 
haven't found a market 
for CD at $299. [Mega 
CD] is dead in Japan, 
dying over here [the US] 
and suffering in Europe' 

N ew s  I 

'Right now, in this 
marketplace, Mega CD is 
an advanced machine. lt's 
a very big step ahead of 
the Mega Drive. But of 
course, it�s not the end of 
the story' 
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Peter Main, Marketing vice-president, Nintendo Of America Nick Alexander, Managing Director, Sega Europe 

Centre of 
attraction 

It's big (24,000 sq ft to 
be precise). It's down by 
the sea. And it's got all 
the hottest Sega arcade 
titles. What is it? Well, 
it's called Sega World and 
it's in Bournemouth. 

As well as all the 
latest Sega arcade titles 
( Virtua Racing and Title 

Fight), you can have a go 
at Sonic Strike (a scaled 
down ten-pin bowling 
alley), get your Sega 
goodies at the Sega Shop 
and even have a snack at 
the built-in Burger King. 

There'll be more and 
more of these centres 
popping up all over the 
country, and a similar, 
smaller Sega World 
games centre is already 
planned for Colindale in 
North London. 

+- course . There wo u l d  be a decoder box 
avai lab le  and the channel wo u l d  be 
access i b l e  to anyone that had a d ish.  

' I n  a s i m i lar sty le  to movie channels,  
there wo u l d  be 2 0  o r  3 0  back cata logue 
tit les avai I able but a lso one- or two-level 
prev iews of newer games . '  

T h e  E u ropean Sega C h a n n e l  wi 11  n o t  be 
in operation this year, but a m i d-1994 
launch is poss i b l e .  

Ab o ut the  . . 
same t1me we wi l l  see 

the benefits of Sega's recent l i nk with 
W I n d ustries, v i rtual rea l ity p i o neers. 
H eaded by the e n i g matic D r  Jon Waldern, 
W I n d ustries is the com pany beh i n d  the 

A computer image of the Driving Edge 
Zone, showing the position of Sega•s 
Vlrtua Racing and R-360 coin-ops 

coi n-ope rated v i rtual real ity systems at the 
T rocadero in P iccad i l ly .  

The W I!Sega project is be i n g  kept u nder 
wraps at the moment, but it wi 11 p robably 
fi rst take shape i n  the form of laser-disc 3 D  
cabi nets, i n it i a l l y  appear ing i n  S ega's new 
games centres. The E u ropean rol l -out for 
games centres featur ing  huge simulators and 
m i nd-b lowing VR is, acco rding to Jafrato, 
'as fast and as frequent as we can find the 
out-of-town sites' .  

T h is new style o f  arcade, called F am i ly 
E ntertainment Centres , are next on Sega's 
l ist of worl d-dom i nat ing  act iv ities. They are 
al ready huge ly  popu l ar in Japan and the f i rst 
E u ropean F E C  has j ust opened i n  
Bou rnemouth , cover ing  a f loor  space o f  over -+ 

And here's an R-360 at Sega World just 
waiting for you to go and shove all of 
your hard-earned money Into it 

Who is it? 
This person was born in 
Pasadena, California. At 
high school he created 
his own discipline, 
majoring in strategy and 
applied game theory. He 
designed games and 
knew he would start his 
own company; he even 
knew when - 1 982 
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� 2 0 , 000 square feet. 
On a g l obal sca le ,  Sega is a l ready a 

major p l ayer in the arcade market. It 
currently operates wel l  over 1 , 0 0 0  
A musement eentres worl dwide. B ut the 
F E Cs are a big step forward from those 
centres. Jafrato exp l a i n s :  'These are not 
p l aces for wayward youths. These are for the 
whole fam i l y ,  with cafes and shop p i n g ,  
th i ngs l i ke that. They ' re a lso h uge, des i g ned 
to feature mac h i nes l i ke the A S - 1  and R-360 
i n  the sort of space that they need. They' l l  be 
more l i ke o u r  own m i n i - D isney l ands. 

' B ut there won ' t  j u st be Sega mac h i nes , 
there' l l  be over 1 0 0  d i fferent machi nes with 
all the most popu lar  

this  expan s i o n ,  as Or Waldern exp la i ns; 
'We ' re l i cens ing  our operat i ng system to 
the m ,  and l i n k i n g  u p  al l the ir  hardware to 
make it run effective ly .  We' re a l so writ ing 
a l l the games to go o n  their  new p l atfo r m . '  

T h e  dea l between t h e  two compan ies is 
worth £3·2 m i l l i on over two years. The 
ear l i est man ifestations of Sega's v i rtual 
rea l ity k it  wi l l  be i n  its games centres, o r  as 
Waldern desc ri bes them, i n  L ocation Based 
E nterta i n ment ( L B E) centres. But work is 
a lso u nderway o n  games for the home. 

Waldern i s  uneq u i vocal o n  the future of 
the games scene general ly .  'Telev is ion  and 
video tec h n o l ogy wi l l  merge. M u lt imed i a  

itse lf  wi l l  merge i nto 

it is ... 
Trip Hawkins. The 
company he founded -
Electronic Arts - went 
on to become the biggest 
publisher of leisure 
software in the world. He 
then left EA to found the 
300 company, which has 
yet to sell a single unit, 
but is worth $300 million 

titles from other 
manufacturers, I i ke 
Street Fighter I! for 
i nstance. '  

T h e  centres wi 11 
also feature the new 
arcade vers ion  of 

'Soon everything 
will all be linked 
up on Networks -
except in the UK, 

that, in other words 
m u lt imedia wi l l  p rovide 
the i nherent tec h n o l ogy 
for home and 
interactive TV, 
interactive games. 
They ' l l  a l l  become one 
and the same th i n g .  
That' l l  a l l get l i n ked u p  
o n  N etworks, except i n  
t h e  U 1<, because we' re 
a l l  so backward here . '  

Released: S pr ing 1991 
On: S uper N i ntendo 
From: Capcom 

Sonic, cased either in 
its own custom cabi net 
or as a s l ot- i n  board for 
a standard cabi net. 

The Fam i l y  
E nterta i n ment Centres 
are just the tip of 
Sega's entertai nment 
i ceberg. Sega of Japan 
has been busy 

because 
we're so 
backward 
here . . .  ' 

Jon Waldern, 

chairman of W Industries 

headh unting executives in preparation for 
v i rtual rea l ity theme parks, the fi rst of which 
is due to open i n  Osaka at a cost of ¥ 3  
bi l l i o n  ( £ 19 m i l l i o n). S e g a  hope to have 5 0  
such theme parks in  Japan by 1997, and 

more in E u rope and the U S .  
V i rtual rea l ity wi l l  b e  p l ay i n g  a b ig  part 

i n  the future of these new centres. And the 
deal with W I n d ustries I ies at the heart of 

Style: Scro l l i ng  beat 'em up 
Source: Co in-op 
Players: One 
Features: Bosses, spec ia l  
moves, bonus stages 
Problems: L im ited,  too easy 

But how wi l l  a l l  th i s  
affect your humble  
Mega Dr ive ,  the  not-so­
humble  Sega V R 
per i p heral and the not­

very-h u m b l e-at-al l  3 2-bit Saturn conso le? 
The b i ggest i m pact wi l l  be o n  Sega itse lf.  

C onso les have been g rowi ng fast these last 
few years, but it can't last forever. Sega is 
establishing itself in other markets; it's all 

about eggs and baskets. As Jafrato 
concl udes, 'we ' re n ot j u st a console 
company, we' re a m u lt imedia le isure £ 
compan y ' .  And who's to argue? 

Next stop ... Saturn? 
Sega's next-generation machine, the 
Saturn, boasts a 32-bit RISC chip running 
at 27MHz, 24-bit graphics and, not 
surprisingly, a polygon generator. 

This chip can display and animate 
16,000 polygons per second -which 
doesn't sound so impressive in 
comparison to Virtua Racing's 180,000 

polygons per second. 
Interestingly, the Saturn graphics chip 

also includes an alpha channel for 
transparent colours and digital 
compositing -ideal for games containing 
video footage. 

Considering the amount of 
information needed to feed these data­
hungry processors, rumours of it being a 
CD-only machine had better be true. 

However, given the co.nsiderable 
slippage of the Mega CD, Sega's planned 
launch date of 1994 seems unlikely. 



PC Engine 
powers-up 

The PC Engine Duo and 
Duo-R are to get a huge 
boost in performance 
from a new RAM card 
being developed by N EC. 

16 megabits of DRAM 
will be included on a new 
system card which 
effectively increases the 
available RAM from a 
measly 2 megabits (256K) 
to a vast 18 megabits. 

The card will be 
released in December at 
¥12,800 (£82), with 
Hudson Soft converting 
SNK's Fatal Fury 2 

(above), World Heroes 2 

and Art Of Fighting to 
take advantage of the new 
large-memory format. 

Fatal Fury 2 will be out 
before the end of the year 
and all Hudson's games 
are expected to cost 
around ¥6,000 (£38). 
Current screenshots are 
looking better than the SF 
conversions, too • 

• 
• 
• 

.c Ut 
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Sega unveils The 
Edge connector 
Sega users in the US will soon be able 
to get a device that enables them to 
play games against their friends over 
the phone. lt's called The Edge (no 
relation), and it's the result of an 
agreement between Sega and US 
telecommunications giant, AT&T. 

Made up of a modem and a 
speaker phone, The Edge can also 
transmit voices so you can talk while 
you play. lt plugs into the game slot on 
the Sega, and then into the game 
cartridge and the phone socket. 

The Edge also has four slots on 
the front for memory cards so you can 
save gameplay. Electronic Arts, 
Tengen and Sega themselves are all 
planning to make their games 
'Edge-compatible'. 

The Edge will be available in the 
US by next summer at a retail price of 
between $100 and $150 (£65-£100). 
A U K launch is likely soon after. 
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= Hollywood enters the FMV arena i 

16 

Donald Sutherland hits the 
small screen in Virgin's 
Conspiracy on CD-ROM 

Voyeur on Philips CD-i - a Hitchcockian thriller, starring Robert Culp and Grace 
Zabriskie. Vaunted as the first Interactive movie, over 47,000 frames of M2 broadcast 
quality video were captured, representing 65 minutes of live-action footage 

With new standards for 

full-motion video and linear 

video COs, the dream of 

films on CD- and interactive 

movies- has just taken a 

step nearer. Before long you 

might be watching Jurassic 

Park 2 on your console . . .  

here' s  been a l ot o f  menti o n  o f  F M  V 
recently. F u l l -motion vi deo sounds 
l i ke hype to se l l  more mac h i nes, but 

it 's  i m p o rtant for two reasons: 

Virgin's CD-i version of The 
7th Guest will be the first 
game to use FMV 

Interactive 
hyperbole 
American companies Media 
Vision and Hyperbole 
Studios have joined forces 
to develop CD-ROM 
multimedia titles, and have 
announced Virtualcinema: 

'the synthesis of the film 
and the novel'. 

Game Over for N intendo 

The newer C D-based m u lt imed i a  
mac h i nes- C D- i ,  3 D O ,  C D3 2 ,  Jag uar and 
Sega's S aturn - a l l  have the abi I ity to 
d i s p l ay 24-bit i m ages i n  1 6·7 mi l l i on 
c o l o u rs,  and are thus capab le of show i n g  
fu l l -motion v i deo - effective ly  fi l ms on C D. 
M ost companies are opti ng for M P E G  
( M otion P i cture E x pert's G ro u p )  
decompressi o n ,  so a t  least they al l have 
some sort of standard between them. JV C ,  
M atsush ita, P h i l ips a n d  Sony have a lso 
dec ided on a standard l i near d i g ital format ,  
ca l led V i deo C D , so consu mers won't have t o  
go t h r o u g h  t h e  V H S/Betamax!Video 2 0 0 0  
w a r  agai n .  H opefu l l y ,  n o  matter what 
mac h i ne you own, you can buy any movie C D  
and i t  w i  1 1  p l ay through your system. 

Virtualcinema is a 
software engine, which 
combines closeups of live 
actors providing 360' 
perspectives of their 
environment, and access to 
the internal thoughts and 
memories of the characters. 

Game Over is compulsory 
reading for anyone that's 
played Nintendo - or any 
videogame for that matter 

Edge doesn't intend to review 

many books, but Game Over­
Nintendo's Battle To Dominate An 
Industry, by David Sheff (Hodder 

& Stoughton ISBN number 

0-340-59557-4) is a worthy 
exception. This 445-page 
hardback chronicles the rise and 

rise of Nintendo, from lowly 

playing card manufacturer to 

omniscient global corporation, all 

in minute - often painful - detail. · 
However, the birth of Nintendo 

is intimately linked with the 

conception of the videogame. So 
for £19.99 you'll learn everything 

there is to know about Nintendo 
and the entire videogame industry 

up to the present day (so watch 
out for 'Everything You Always 
Wanted To Know About Nintendo' 

features in other games 

magazines). Intriguing stuff. 

Edge rating: nine/10 

Second ly ,  with the advent of F M  V, the 
i n habitants of p l anet Ho l l ywood have a new 
toy to p l ay with. M any of the maj o r  stu d i os 
are bec o m i n g  actively i nvo lved with 
m u lt i media- movie tie- ins  real ly  are movie 
tie-i ns,  with extra footage being fi l med for 
i nc l us ion  i n  games. Sylvester Stallone has 
al ready been fi l med agai nst b l uescreen for 
V i rg i n's version of Dem o l iti o n  M a n ,  The 
Lawnmower M an 2 i s  being developed in 
conj u nction with the fi l m  and i ncorporates 
some of the computer generated V R footage, 
and Ocean have a majo r fi l m  l icence for '94 
where the i r  p rog rammers wi 11 practi c a l l y  be 
part of the p roduct i o n  team. 

For years game devel opers have been 
strugg l i ng to i ntroduce g reater real ism i nto � 

Hyperbole has signed the 
film industry's first 
'interactive performance 
agreement' through the 
Screen Actor's Guild, 
allowing 30 actors to 
perform for their first 
interactive title. 

In the game you have to 
learn who you are through 
interacting with other 
characters. The game has 
three layers: 30 exploration, 
social interaction and the 
study of the character's 
thoughts ad memories. 
Sounds ... interesting. 



Aladdin x2 
for Xmas 

You've probably heard 
about Aladdin's success in 
the States, it being second 
only to Jurassic Park in box 
office takings an' all that. 
But with the film being held 
over for a Christmas release 
in Europe (there are 
dinosaurs out there, you 
know) Capcom and Sega 
are gearing up their 
respective SNES and Mega 
Drive versions for a 
simultaneous seasonal 
release, worldwide. 

And the similarly 
lush-looking SNES 
version from Capcom 

And you can bet that 
there'll be a swordfight as 
to which company makes 
the most noise, and makes 
the best game of the film. 

In one corner we have 
Virgin's goldenboy 
programmer, Dave Perry, 
and a whole horde of Disney 
animators shaping the (it 
has to be said) stunning 
Mega Drive version. And in 
the other we have Capcom 
doing what they do best. 
How about it THQ? 

Phlllps' CD-I player (above) is the first machine to go the FMV route, using Phillps' 
own FMV upgrade cartridge (top left); the 1Mb MPEG cart simply slots In the back of 
the player (top right). First film available on CD? Frauds, starring Phil Collins 

+-their games, but have been he ld  bac k by data 
storage tec h n o l ogy. N ever m i n d  whether the 
hardware can handle m i l l i o n-co l o u r  
g raphics,  h i-fi s o u n d  a n d  h i g h-speed 
a n i mation - the data al one wou l d  take 
h u ndreds of f l oppies,  o r  cartridges the size 
of car batteries. 

B ut C D- R O M  is 
the answer to al l  that, 
with its huge ( 65 0 M b) 
storage capacity. 
I n deed, there's so 

abo rted or switched at the touch of a 
j oystick button .  

Unt i l  th i s  year, fu l l-motion v ideo,  and 
its prom i se of V H S-qual ity output has been a 
d ream. The sort of com puter hardware h ome 
users can afford isn't set u p  to han d l e  

'Game 
designers 
shouldn't 
be looking 
in the 

m i l l i o ns of c o l o u rs 
onsc reen at once, and 
C D-dri ves aren 't  set up 
to recover real-t i me 
v ideo c l ips from a C D. 

m uch space that, with 
state-of-the-art 
com press ion  
tec h n i q ues, it turns  o ut 
you can get up to 7 2  
m i n utes o f  vi deo 
footage on a s i n g l e  C D. 

A l l you need now 
is the hardware for 
gett ing  off the CD and 
into your computer . . .  

direction of Full 
Motion Video for 
all the answers' 

The latter i nvolves 
pu l l i n g  frames off the 
CD at the rate of 2 5  per 
second - the P A L  
refresh rate. N ot o n l y  
that, y o u  have to 
compress these frames 
massively to fit the 
cu rrent max i m u m  of 72 
m i n utes of full-motion 
v i deo o n  to a s i n g l e  
d isk .  The compress ion  

Stewart Bonn, Vice President of 
CD-ROM development at EA America 

C D-based games don't  
work l i ke normal games. Ord inar i ly ,  code i s  
cop ied off a d is k  and into t h e  mach i ne's 
R A M , where it 's  stored, man i p u l ated , and 
general ly messed around with. But R A M  
isn 't cheap - a n d  certa i n l y  n o t  the sort of 
R A M needed to cope with real-time v i deo 
c l i ps. So devel o pers get round this  by us ing  
the CD d r ive as  a 'p layer ' ,  where the v i deo 
c l i ps are effective ly  read strai g ht i nto the 
mach i ne's d is p l ay.  No delay ,  n o  i nteraction­
just l i ke watc h i n g  a v i deo. E x cept that you 
don't  have to wait whi le the tape rewinds to 
find the clip you want, and a c l i p  can be 

is hand led by the 
powerful M P E G  system (versi o n  1: M P E G 2  
i s  a l ready i n  the works). But i t  means that 
the i nd iv idua l  v ideo frames have to be 
decompressed on the f ly - in between screen 
refreshes- which is a hel l of a job for the 
hardware. But it's perfectly poss i b le.  It 
means that each video frame occupies a 
maximum of 61< on d i sc ,  wh ich l i m its the 
p l ayback qua l ity , but the manufacturers 
i nsist that it's sti l l  better than V H S ,  even if 
it's not as g ood as broadcast qua l ity. ( From 
what Edge has seen, V H S has I itt le  to fear.) 

Phi l i ps w i l l  be the fi rst to enter the 
F M V  arena later th is year when they 
i ntrod uce a p l ug- in  F M V  cartr idge for the i r  

N ew s  1 

Where is? 
Last year there were 
masses of people trying 
to get in, and the press 
reported skirmishes 
between frustrated 
punters who were 
queueing. Sega and 
Nintendo were under the 
same roof, along with 
Philips and Commodore 

Super NES 
gets ancient 
Capcom RPG 

Eye Of The Beholder 
on SNES. Not Breath 
Of Fire at all . . .  

Looking for a decent RPG 
for your SNES? Maybe one 
that's in English so you can 
understand it? Well, it's 
Capcom to the rescue. 

Remember that dreamy 
looking Breath Of Fire 

game they released in Japan 
last year? That really 
gorgeous-looking 12-meg 
one with superbly designed 
characters, a huge quest, 
and great sound? 

Well ... they're still not 
going to release it over 
here. Instead, the States 
and Europe are going to get 
Eye Of The Beholder- the 
old Dungeon Master clone 
that you could pick up for 
about a fiver on the Amiga. 
Cheers, Capcom .. .  
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it is ... 
Earls Court, site of the 
Future Entertainment 
Show - the biggest 
videogame event in the 
UK. The sequel takes 
place from I I th- 1 4th 
November, but has had 
to change its venue due 
to its size. This year? 
Grand hall, Olympia 

n 

The CD-i version of Microcosm uses the FMV unit to display stunning rendered 
sequences in 24-bit colour. For the full, exclusive story on Microcosm, see page 70 

+- ex ist i ng C D-i mac h i nes. Several F M  V games 
are to fo l l ow, combi n i n g  i nteractive gaming 
with  ' real- l ife' v ideo footage - one of the 
fi rst ( sched u l ed for th i s  autu m n )  wi l l  be The 

7th Guest, wh ich has al ready staggered P C  
reviewers with its v isuals .  W i  1 1  i t  stagger 
even more us ing f u l l -moti o n  v i deo? 

R u n n i n g  Phi l i ps a c l ose second wi l l  be 
C o m modore ,  with an F M V  add-on for the i r  
new C D 3 2  conso le .  T h e  Commodore u n it i s  
expected t o  sel l f o r  around £ 2 0 0 ,  the C D- i  
F M  V cartridge for a r o u n d  £150.  

Both the C o mmodore and P h i l ips F M V  
systems are based o n  the M P  E G 
compress ion  system .  Sega are a lso gett i ng 

i nto F M V  but are g o i n g  it a l one with 
American com pany S uperMac's  C i ne Pak 
system - the v ideo compression software 
used by Apple  and M i crosoft. C i ne P ak is 
p u re ly  software-based, but the i ntenti o n  is 
j u st the same: to market the Mega C D  as an 
F M V-capab l e  mach i ne. 

Treat i n g  F M V  
as a games 

orientated deve l opment i s  a m i stake: the 
i m p l ications are far wider.  T hose two g reat 
leviathans the fi l m  i nd ustry and the music  
i n d ustry are more than a l itt l e  i nterested . . .  

I n  J u ne th i s  year P h i  l i ps and 
Paramount P i ctu res s i g ned a deal which 
meant that f i l ms wou l d  appear on C D-i as 
we l l  as v i deo. And part of the deal was that 
P h i  l i ps wou l d  be e x p l o r i n g  the poss i b i l ity of 
i nteractive versi ons of fi l ms ,  too. 

At the same time, Phi l i ps annou nced 
13 new F M V  music tit les - you don't just get 
to I isten to an a l bum on C D , you get to 
watch it too. 

Phi l i ps are p ush i n g  the i r  C D- i  system 
for a l l  it's worth (and a bit more besides, to 
be honest ) .  T he i r  tech n o l ogy isn 't  
p i onee r i n g ;  the i r  market ing  is.  But even so, 
they're o n l y  pre-empting someth i n g  that was 
g o i n g  to happen anyway. The 1 2 c m  CD l ooks 
l i ke being the u n iversal storage med i u m  of 
tomorrow - it's happened i n  music, it 's  
happe n i n g  i n  games and it w i  11  short ly 
happen with fi l ms. 

And these three huge ind ustries are o n  
a co l i  is i o n  course. G ames deve l opers have 
spotted the appeal of h i g h-qual ity v i deo 
sequences, music pub I ishers are aware of the 
appeal of sound p l us v i s i o n ,  w h i l e  fi l m  
makers have spotted that the possi b i  I ity of 
'aud ience partic i pati o n '  in i nteractive fi l ms.  

F M V  wi l l  never be a substitute for 
gamep l ay,  but the evidence of pseudo- F M V  
tit les l i ke Night Trap suggest that i t  £ 
can certa i n l y  he ighten the experience. 

Sega opt for 
coin-op real ism 
Sega has signed a deal 
with US-based Martin 
Marietta Corporation to 
use its high-resolution 
simulation technology in 
the development of a new, 
as yet un-named, 
multiplayer arcade game. 

The phototexture 
technology is designed to 
produce continuous 
lifelike imagery drawn 
from photographs. It 
works by generating a 
visual database system to 
create photorealistic 3D 
moving models. Sega 
expects the system to 
produce new games as 
visually compelling as 
movies. And to make 
money as well, probably. 

Footnote: Nimbus, the UK's largest CD manufacturer, is sitting on a double-<lensity CD system which allows up to 2·5 hours of VH5-quality FMV on a single disk. The hold-up? Phi lips currently have a legal stranglehold on CD formats . . .  



Infli g ht 
d r i v i n g  
Sky-tired Japanese 
businessmen can now 
ease away the stresses of 
jetflight by getting all hot 
and bothered on Mega 
Drive games. 

Japanese airline JAL 
have struck a deal with 
Sega to install the Sega 
Mega Jet. The Game 
Gear-sized unit accepts 
standard Japanese Mega 
Drive carts and is linked 
to a small LCD screen 
which folds out of the 
seat arm, and also 
doubles as a standard TV. 

There are 24 Mega Jets 
on each flight ­
presumably stashed in 
first class - and there are 
four titles to choose from 
including Super Monaco 

GP 2 (good job you can 
take your own, then). 

Pioneer Laser Active 
becomes real ity 

Pioneer's LaserActive system. Plug-in modules enable it to play Mega Drive, Mega 
CD, PC Engine, PC Engine CD and LaserActlve games. Talk about videorgasms . . .  

i o neer ' s  j o i nt ventu re w i t h  N E C  a n d  
S e g a ,  to produce a m u lt i p l atform 
home entertai n ment system ,  has 

a l ready reached J apanese consumers.  
F i rst annou nced back i n  Feb ruary th i s  

year, LaserActive g o e s  o n  sale i n  Japan on 
Aug ust 2 0  (tomorrow, i f  you 've bought Edge 
on its day on rel ease) and is expected to 
reta i l  at a wal l et-tre m b l i n g  ¥89,800 ( £5 7 5 ) .  
And that doesn 't i n c l ude a n y  o f  t h e  hardware 
you ' l l  need to p l ay games. 

I n  many ways, P i oneer have offered 
Sega and N EC a viable route in the face of 
the l oo m i n g  power of 3 DO .  In it's fu l ly 
expanded form , the i r  LaserActive p l ayer can 
run Lase r D i scs, audio C Ds, C D+ G s ,  M ega 
Drive carts, Mega C Ds ,  P C  E ng i ne H u Cards, 
P C  E ng i ne C Ds ,  (and here ' s  where it gets 
interest i n g )  new S ega Mega LD games and 
new PC E ng i ne L D- R O M 2  games, too. And 
these new formats are be ing supported by 
N E C  and Sega to take advantage of the 
fu l l -m otion v ideo capab i l it ies of LaserActive. 

B ut,  and here's the snag, Laser Active 
needs add it ional  hardware to p l ay games. I n  
t h e  front of t h e  u n it there ' s  a s l ot where a 
choice of d i fferent modu les can be p l ugged 
in.  The f)rst one costs ¥ 3 9 , 0 0 0  ( £2 5 0 )  and 
a l l ows you to p l ay Mega D rive carts, Mega 
C Ds and, when they appear, M ega L D  games. 

The other module ,  for N E C  games, 
costs a more modest ¥ 2 0, 0 0 0  ( £ 1 2 8 )  and 
lets you p l ay H u C ard games, S uper 
C D- R O M 2  games and,  aga i n ,  when they 
appear, L D- R O M 2  games. 

The games modu l es conta i n  the S ega 
and N E C  c i rc u itry for ru n n i ng standard 
cartridge games and C D/ L D  games, wh i le the 
LaserActive ' s  own mod ified d r ive and l aser 

p i c k u p  handles all the d i fferent k i nds of 
video,  audio  and games d i scs. 

No doubt about it,  the LaserActive i s  a 
great i dea for the u ltra-rich game p l ayers who 
want to get the best of Sega and N E C  game 
systems,  without the hass le of separate u n its, 
cables and p l ugs.  

But P i oneer's hopes for the system are 
natura l ly l o o k i n g  beyond th i s  p r i m ary 
funct ion of p l ay i n g  ex isti ng games formats. 
So, with compan ies l i ke N E C ,  Sega, Taito 
and H udson Soft deve l op i n g  LaserActive 
compati b l e  Mega LD and L D- R O M 2  
software, w e  can ex pect t o  see Sega and 
N EC games using that dangerously 
un- i nteractive e l ement, fu l l -motion video, 
with the fi rst software expected i n  Octobe r. 

Which, low and beh o l d ,  i s  3 D O ' s  
launch date. S o :  l ow-powered m u lt i p l atform 
games system with h i g h  qua l ity fu l l -motion 
video ( LaserActive) vs h i gh-powered s i n g l e  
format games system w i t h  low-q ual ity £ 
fu l l -motion v ideo ( 3 D 0 ) .  Any bets? 

The first dedicated LaserActive game is 
from Pioneer. This amazing science 
fiction shoot 'em up, features lovely 
rendered robots .. .  like this one 

N ew s  1 

When is? 
Hundreds of people are 
disappointed when, due 
to a lack of foresight, 
they fail to appear at a 
certain location on a 
certain day. The thing 
they were seeking has 
gone, never to return. 
Lives are ruined: the 
future an empty husk 

(Nintendo) 
c ut cart costs 
Nintendo have announced 
pricecuts on seven 
pre-Christmas titles, and a 
tempting new Super 
Nintendo bundle. 

With Nintendo's new 
pricing policy, seven new 
sub-£40 SNES games will 
hit the shelves in 
December, including 
Battletoads, Bubsy, 

Yoshi's Safari and Nigel 

Mansell's World 

Championship. 

Street Fighter 11 Turbo 

will also appear early 
November- and almost 
certainly cheaper than the 
original SFII which 
steamed in at a hefty £65. 

From October, the 
SNES will be sold in the 
Super Mario All-Stars 

pack, retailing for £130. 
The compilation cart 
(testscreen, page 86) 
provides four-game appeal 
with one-cart cost. 

Mega Drive and PC 
Engine owners would do 
well to swallow their pride 
and take up this bargain 
(shame that it's the slow, 
Cinemascope display 
PAL machine). 
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lt is . . .  
The onsale date of 
Edge 2. If you think the 
magazine is for you - and 
it's not for everyone ­
then it would be a wise 
move to get your ass 
down to a large 
newsagents and buy one. 
Alternatively, and more 
sensibly, turn to page 1 1 3 

B i g  i n  J apan 
N intendo i s  massive: 
Japan's second most 
profitable company and 
steady. Sega is smaller, 
failing to appear in the 
top 20, but growing 
massively -an amazing 
64% year on year. 

Despite not being even 
in the top 20 in terms of 
sales, Nintendo comes out 
as Japan's second most 
profitable company in 
1992-93, with pretax 
profits of ¥163.7 billion ­
roughly equivalent to 
£lbn, or £lm per 
employee. 

The only company 
more profitable is the 
huge Nippon Telegraph 
and Telephone Corp. 

Sega doesn't even 
make the top 20, which 
stops at ¥59bn (approx 
£1/3bn) -although it has 
shown 64% growth 
(compared to Nintendo's 
4.83%) year on year. 
Source: N ikkei Weekly, 
p21, 12/7/93 

Grand H a l l O lym pia  
Thursday 11th-Sunday 14th 1993 
As surely as there'll  be a 

J urassic Park 2, so there's to 

be a sequel to last year's 

rip-roaringly successful 

Future Entertainment Show. 

From Thursday 11th to 

Sunday 14th N ovember, 

Olympia wil l  again play host 

to the l ivel iest, l o udest 

videogame event in the U K  

National Computer Games Championship 
finals gets the bigscreen treatment 

h i s  year's show is be i n g  staged at 
O ly m p i a - wh ich is 4 0 %  bigger than 
last year ' s  venue, Earls C o u rt 2. 

This is just as wel l because there are g o i n g  
t o  be s o m e  maj o r  attractions.  W ith weeks 
left to g o  before the show, the I ist of 
e x h i bitors a l ready looks l i ke a 'wh o ' s  who' of 
the enterta i n ment i n d ustry. 

Some of the big names at the show 
i n c l ude Sega (who are set to launch the i r  
n e w  M ega C D 2 system ) ,  Nintendo (with 
SFII Turbo and Mario Collection) , 

Commodore (and the i r  amaz i n g  new C D3 2  
conso l e )  and Philips (the i r  C D-i system wi l l  
b e  the fi rst to i ncorporate F u l l - M otion 

V i deo ) .  These fo u r  are at the cutt ing  edge of 
today' s  cartr idge and CD tech n o l ogy. What 
they're deve l op i n g  this  year, you ' l l  be 
p l ay i n g  next year . . .  

Apart from the latest techn o logy and 
software, v is itors a l so stand to p i c k  u p  some 
real bargai ns. M any of the i n d ustry ' s  top 
hardware and pe r ipheral man ufacturers wi l l  
b e  there, together with some maj o r  mai l 
o rder sup pi iers. At last year' s  show you 
c o u l d n 't move for smug peo p l e  carry i ng 
brand new A60 0s/A l 2 0 0s under the i r  arms ­
what's  g o i n g  to be th is year' s  hot bargai n ?  

A t  least t e n  p e o p l e  w o n ' t  b e  i nterested i n  
n e w  hardware, though.  These wi l l  b e  t h e  ten 
reg ional  f ina l ists for this year's N ational  
C o m p uter G ames Championshi ps, organ i sed 
and run by Future Publishing. The f ina l i sts 
wi 11 a l ready have each p i c ked up three top 
v i deogame mac h i nes just by gett ing  th i s  far. 

The f ina ls  wi l l  be held at the show, and 
the w i n ner wi l l  be wal k i n g  off with a 
staggering £ 1 0 , 0 0 0  cash, w h i l e  the 
ru n ner-up receives a sti l l -enviable £ 4 , 0 0 0 .  

The competit ion i s  be i n g  run t h e  same 
way as last year, with reg ional  heats held at 
local V i r g i n  M egastores. This year, tho u g h ,  
two n e w  reg ions  have been added t o  b r i ng 
the total up to ten ,  and al l the press -+ 

Fai r  weat h e r  
SFII fan s  

July was the queue 
season again in Japan, 
with the bulk of the 
heavyweight Super 
Famicom releases finally 
being let loose on the 
eager Japanese public. 

Topping the bill was 
Street Fighter ll Turbo 

on July 10, followed by 
Super Mario Collection 

released on the 14th. 
Both games were 

highly anticipated by 
Japanese players, but 
shops were spared the 
enormous queues simply 
because of the 
notoriously wet weather 
Tokyo experiences at this 
time of year. 

Few braved the 
overnight camps that 
usually form outside the 
game shops the night 
before, in fear of getting 
soaked! This was echoed 
in the queue numbers 
with the two big SNES 
releases managing only 
queues of around 2,000 
people at the biggest 
game shop, Bit Camera in 
the Akihabara district of 
Tokyo, compared to the 
12,000 that waited for 
Dragon Quest V outside 
the same shop back in 
September last year. 

Still, things should 
have returned to 'normal' 
by now -on August 6 the 
most eagerly awaited 
Super Famicom game of 
the year was released -
Square Soft's fabulous­
looking simultaneous 
three-player RPG, Seiken 

Densetsu 2 ( Holy Sword 

Legend 2). 

A game worth getting 
wet for, apparently. 



EA l o o k  to  
CD fut u re 
Electronic Arts, the 
biggest leisure software 
publisher in the world, is 
abandoning the floppy 
disk market. 

The firm's president, 
Mark Lewis, told Edge 
that within two years he 
fully expects all his 
company's product to 
appear only on compact 
disc and cartridge. 

EA is the first firm to 
announce such a move, 
but they already have a 
reputation for leading 
where others soon follow. 

Mark Lewis, European 
President of EA said, 
'There are some PC 3·5" 
disk games in progress, 
but from now on any 
home computer 
development will be 
concentrated on CD.' 

As well as a belief that 
within two years 50% of 
all PCs will have CD 
drives, EA's move has 
also been prompted by 
more practical 
considerations. 'The sort 
of game we're producing 
on PC now needs 7-10 
high density floppy d isks 
- that's an expensive and 
volatile media. Switching 
to CD should bring down 
the cost of goods to us 
and, ultimately, the cost 
of PC games to the 
consumer.' 

The drama of the move 
is highlighted by the fact 
that EA has yet to launch 
a single PC CD-ROM 
game on its own label ... 

N ew s  
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t- coverage and pub I ic ity wi 11 be handled by 
local  newspape rs - so keep your eyes pee led.  
The Second F uture E ntertai n ment S how i s  
g o i n g  t o  be the event of 199 3 .  You want to 
k now about the future of v ideogames? Be 
there. 

B ut b eware . . .  
The F E S  i s  

t ic ket o n ly.  There won 't  be a n y  s a l e s  o n  the 
day, because last year we l l  over 5 0 , 0 0 0  
peo p l e  fl ocked to t h e  event, a n d  off ic ia ls  had 
to c l ose the doors because of the throngs of 
peo p l e  attempting to get i n .  

I f  y o u  want t o  atten d ,  y o u  m ust order 
your tic ket N OW ,  espec i a l l y  i f  you want to 
go on a specific day. The ticket hotline 

n u mber is: 051 356 5085. 
As an added i ncentive, Disney are g iv i n g  

away 2 0 , 0 0 0  preview t ic kets for the i r  new 
fi l m ,  A l ad d i n ,  to v is itors who book for 
Fr i day. So, book for F r i day and you see 
A l add i n  for noth i n g  < h ig h l y  recommended ­
Edgel .  A l s o ,  C hannel  4 ' s  GamesMaster 
programme w i l l  be broadcast i ng l ive £ 
from the show on T h u rsday. 

FES show times 
Thursday 11th: 10am-8pm ( late 

open ing for GamesMaster Live 
broadcast session) 

Friday 12th: 10am-5pm 
Saturday 13th: 9am-5pm 
Sunday 14th: 9am-5pm 
Tickets: Al l  one price £6.95; fami ly  

group (four people with at  least 
one adult) £24.95 

September 
ECTS Autumn: September Sunday 5th-Tuesday 7th , 
London Busi ness Design Centre, Is l i ngton.  Tickets free ­
busi ness vis itors only.  (081 742 2828) . 
Live '93: September Thu rsday 16th-Monday 20th , 
O lym pia ,  Kensi ngton.  (071 782 6894) . Open 9 .30-9 .30 
Thu rs ,  Fri ; 9 .30-7.30,  Sat, Sun ;  9 .30-5 .00 Monday. 
Tickets £7 i ndividual , £16 fam i ly. Cheap deals after 
4 .00pm on first four  days . 

October 
Acorn World '93: Friday 29th-Sunday October 31st, 
Wem bley, London (0223 254254) . Open 10 .00-6.00 Fri , 
Sat; 10.00-5 .00 S u n .  Tickets £5 ind ividual , £3 kids,  £15 
fam i ly - more expensive on the door. 

November 
Future Entertainment Show: November Thursday 11th­
Su nday 14th , Olympia ,  London (0225 44224) . The 
wi ldest, biggest and best videogame show in the U K. 
Ope n i ng ti mes and ticket deta i ls  opposite . 
Christmas International Computer Show: November 
Friday 19th-Sunday 21st, Wembley Exh ib ition H al 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 Wednesday 24th-Sunday 28th , 
Parte de Versai l les,  Paris (010 331 4200 3305) . 
VR User Show: Monday 29th November-Thursday 2nd 
December, London Novotel (081 994 6477) . Tickets £7 
(free if you pre-register) . 

December 
Computer Shopper Show Christmas '93: Thursday 2nd­
Sunday 5th December, Grand H al l ,  O lympia ,  London . 
(071 373 8141) . Tickets £7 adu lts , £5 kids (cheaper 
when booked in advance) .  Open 10 .00-6 .00 Thu rs-Sat; 
10 .00-5 .00 Sun.  
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M ario And Wa rio Galaxy Force 11  M ae l strom Dungeon Master 11  Sta r lord Solstice 1 1  Beneath 

A Stee l  S ky Thunderhawk PC Cocoroon Dracula Actra iser  1 1  Chuck Rock 11  G u n s h i p  Globdule 

Goof Troop Wolfpack Morta l Kom bat Winter Olympics H e l lfi re Yoshi's Safari Wonderdog . . .  

In Japan, Ys has been one of the most popular 
series of RPGs going. And the fourth 
installment will soon ready for the Super 
Famicom on cartridge, with Mega CD and PC 
Engine CD versions following closer to 
Christmas. Of course, the English text versions 
might take a little longer to arrive • • •  

Missing from our Jurassic Park prescreen (see 
page 39) was the Mega Drive version which is 
being coded in the States. Looking like 
Flashbaf?k with dinosaurs, it boasts a 16mbit 
cartridge and some very nicely animated 
lizards. And, of course, the legendary Mega 
CD version will be with us later in the year .. .  

Ed g e ' s  u niq ue m ultiformat 
release schedu le ,  covering the 
ent i re world of videogaming 

Date Game Title Type 

Super NES 
17 September 

27 Aug ust 

22 September 

24 Septembe r 

24 September 

24 September 

24 Septembe r 

L Septembe r 

01 October 

08 October 

08 October 

15 October 

15 October 

15 Octobe r 

29 October 

22 October 

Octobe r 

Fi nal Set spo rts 

Mario and Wario p uzzle 

Aug usta Maste rs 2 sports 

A rc us Spi rits action 

Darius Fo rce s hooter 

Solstice 1 1  adve nture 

Super Mario All Stars platform 

NFL Football spo rts 

Lost Vikings platform 

Mystic Quest RPG 

Nigel Mansell 's G P  racing 

Vegas Stakes simulation 

Battletoads combat 

Suzuka 8 Ho urs racing 

Act raise r 11 action 

Goof T roop actio n 

Macross Sc r. Valkyrie s hoote r 

Publisher 

Fo rum 

Ninte ndo 

T & E Soft 

Sa m my 

Taito 

EpicjSony 

Nintendo 

Konami 

Nintendo 

Nintendo 

Nl ntendo 

Ninte ndo 

Nlntendo 

Namco 

E nix 

Capcom 

Zamuse 

Country 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

U K  

Japan 

U K  

U K  

U K  

U K  

U K  

Japan 

Japan 

U K  

Japan 

- October Vs IV: RPG Tonkin House Japan 

October Rock 'n ' Roll Racing racing I nterplay U K  

October Clayfig hte r combat I nterplay U K  

09 November Street Fighter 11 Turbo combat Capcom U K  

19 November Yoshi's Safari S uper Scope Ninte ndo U K  

19 November Top Race r 2 racing Kemco Japan 

M November Might A nd Magic 11 RPG Elite U K  

November Sunset Ride rs action Ko nami U K  

November Zombies action Ko nami U K  

November Cool Spot platfo rm Vi rgin Japan 

November J-Leag ue Cup Soccer spo rts Jaleco Japan 

November Pro Baseball '94 spo rts EpicjSony Japan 

02 Decembe r Plok platform Nintendo U K  

Decembe r T MNT Tournament combat Ko nami U K  

Mega Drive /M·CD 
A ugust Golden Axe Ill combat Sega U K  

Aug ust Batman Returns ( C D )  action Sega U K  

L August Jurassic Park platform Sega Jap/UK 

10 September Gunstar Heroes 

14 Septembe r Two T ribes 

17 Septembe r Gauntlet 

NOTE: all release dates are subject to change 

action 

strategy 

actio n 

Sega 

Virgi n 

Te ngen 

Japan 

U K  

Japan 



§ Date Game Title Type Publisher Country 
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'8 Mega Drive/M·CD continued 
� ---------------------------------------------------------
� Se pte mber 

� 11 Se ptember 

':: 24 Se pte mber 

UJ 24 Se ptember 

24 Se pte mber 

Se pte mber 

Se pte mber 

Se ptember 

September 

- September 

Se pte mber 

September 

Se ptember 

Se ptember 

Se pte mber 

September 

September 

September 

Se ptember 

Se ptem ber 

15 October 

29 October 

October 

October 

October 

October 

October 

November 

November 

November 

Nove mber 

Nove mber 

Nove mber 

November 
November 

November 

November 

November 

Haunting 

NHL Hockey '94 

Super Baseball 2020 

NHL Hockey '94 

V ay 

Time Dominator 

Sonic CD ( M-CD) 

Treasure Land Adv 

Ultimate Soccer 

Rocket K night Adv 

Gunstar Heroes 

Chuck Rock 2 

F1 

Termi nator CD ( M-CD) 

Wonderdog 

Chuck Rock 2 ( M-CD) 

Heimdall 

Th underhawk 

Street Fighter 1 1  SCE 

F1 Circus C D  ( M-CD) 

James Pond 3 

Lethal E nforcers 

Col umns Ill 

Arislan ( MCD) 

Pe bble Beach 

Shining Force 1 1  
Dyna Brothers 2 

Battle Mania 

John Madde n '94 

Mutant L. Hockey 

Vi rtual Pinball 

EA Soccer 

Zombies 

Lethal Enforcers 
Lethal E nforcers ( C D) 

Castlevania 

Gunship 

Winter Olym pics 

action 

s po rts 

sports 

s ports 

RPG 

platform 

platform · 

platfor m 

sports 

platform 

action 

action 

racing 

platform 

platfor m 

platfor m 

RPG 

action 

combat 

raci ng 

platform 

light gun 

puzzle 

RPG 

s ports 

RPG 

puzzle 

action 

sports 

sports 

simulatio n 

s ports 

action 

light gun 
light gun 

platform 

shooter 

s po rts 

Electronic A rts U K  

Electronic A rts U K  

Electronic Arts U K  

Electronic Arts U K  

Sims 

Vie Tokai 

Sega 

Sega 

Sega 

Konami 

Sega 

JVC 

Do mark 

Virgin 

JVC 

JVC 

Core 

Japan 

Japan 

Japan 

Japan 

U K  

U K  

U K  

U K  

U K  

U K  

U K  

U K  

U K  

Core U K  

Capcom U K  

Nichi butsu Japan 

Electronic Arts U K  

Konami Japan 

Sega Japan 

Sega Japan 

Sega Japan 

Sega Japan 

CS K Japan 

Vie Tokai Japan 

Electro nic Arts U K  

Electro nic Arts U K  

Electronic Arts U K  

Electronic Arts U K  

Konami 

Konami 
Ko nami 

Ko nami 

US Gold 

US Gold 

U K  

UK 
U K  

U K  

U K  

U K  

PC Engine/Super CD-ROM2 ( H  = Hucant> 

A ug ust 

September 

October 

October 

October 

26 November 

Dece mber 

Dece mber 

Dece mber 

Dece mber 

December 

Undecided 

Undecided 

Undecided 

U ndecided 

- U ndecided 

U ndecided 

Undecided 

Undecided 

Undecided 

Neo Geo 

Champio nshi p Rally 

Magical 

Power League '93 (H) 

PC Cocoroo n 

Galaxy D. Gayvan 

Monster Maker 

Bomberman '94 (H) 

Fatal Fury 11 ( 18M CD) 

Ys IV 

Martial Champions 

Emerald Drago n 

Marble Madness (H) 

S u per Darius 1 1  
S .  Fantasy Zone 

Strider ( CD-RO M2) 

Galaxy Force 1 1  
Mega Tw i ns 

Hellfire (H) 

N. Warriors ( CD-ROM2) 

Gods 

Aug ust Samurai Showdow n 

- Se ptember Art Of Fighting 2 

NOTE: all release dates are subject to change 

racing 

sports 

action 

action 

action 

combat 

RPG 

combat 

puzzle 

shooter 

shooter 

platfor m 

shooter 

action 

shooter 

action 

action 

combat 

combat 

l ntec 

NEC Avenue 

H udson Soft 

Wave 

l ntec 

NEC Avenue 

H udson Soft 

H udson Soft 

H udson Soft 

Konami 

NEC Avenue 

Tengen 

NEC Avenue 

NEC Ave nue 

NEC Avenue 

NEC Ave nue 

NEC Avenue 

NEC Avenue 

NEC Avenue 

NEC Avenue 

SNK 

SNK 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

US/UK 

US/UK 

R e l e as e d ate s 

Date 

PC 

Game Title Type Publisher Country 

13 Se pte mber 

24 Se pte mber 

28 Se pte mber 

30 Se pte mber 

L Se pte mber 

Lord Of The Rings ( C D) RPG Interplay U K  

Electronic Arts U K  

Se ptember 

Se pte mber 

Se ptember 

Se ptember 

Se pte mber 

Se ptember 

Se ptember 

Se ptember 

Se pte mber 

01 October 

12 October 

15 October 

19 October 

22 October 

- October 

11 November 

19 Nove mber 

November 

November 

November 

November 

November 

November 

- November 

November 

November 

Amiga 

Privateer 

Lands Of Lore 

Star Trek 25th ( C D) 

Pirates ' Gold 

Fantasy Empires 

Dark Sun S .  Lands 

Air Combat Classics 

Wayne Gretsky 

Starlord 

Wolf Pack (CD) 

Shadowcaster 

Seal Team 

NH L '94 

Strike Comm. (CD) 

Pacific Strike 

Forgotten Castle 

Victory at Sea 

Labyrinth 

Sam and Max 

Dungeon Master 1 1  
T ur n  And Burn 

Rebel Assault (CD) 

Sto ne keep 

F14 Fleet Defe nder 

Subwar 2050 

Blood net 

Drago n's Fear 

Mo rtal Kombat 

Beneath a Steel Sky 

Kyrandia 2 

01 Se ptember Blob 

09 Se ptember Alien 3 

21 Se ptember Apocaly pse 

20 Se ptember Castles 1 1  
27 Se pte mber Star Trek : 25th 

30 Se pte mber Lord Of The Rings 1 1  
Se pte mber F117a 

Se pte mber Dogfight 

Se pte mber 

Se pte mber 

Se ptember 

Se ptember 

Se ptember 

Se ptember 

E October 

October 

October 

October 

October 

October 

October 

October 

- November 

November 

November 

Cannon Fodder 

Burnin' Rubber 

Micro Machines 

Cyber S pace 

Maelstro m 

O peratio n Hellfire 

Body Blows 2 

Creepers 

Theatre Of Death 

Prime Mover 

I n nocent U ntil Caught 

Combat Air Patrol 

Alien Breed 2 (A1200) 

Dracula 

Orbit us 2 

Globdule 

Second Samurai 

Magazines 
30 Se ptember 

28 Octo ber 

25 Nove mber 

23 December 

Edge 1 

Edge 2 

Edge 3 

Edge 4 

si mulation 

RPG 

adve nture 

simulation 

RPG 

RPG 

flight sims 

s ports 

combat 

simulation 

RPG 

sim ulation 

sports 

flight sim 

simulation 

RPG 

simulatio n 

adventure 

RPG 

flight sim 

action 

RPG 

flight sim 

simulation 

adve nture 

RPG 

combat 

adve nture 

RPG 

puzzle 

action 

shooter 

strategy 

adve nture 

RPG 

Virgi n U K  

I nterplay U K  

Microprose U K  

U S  Gold U K  

U S  Gold U K  

Lucas A rts U K  

Bethesda U K  

Microprose U K  

Novalogic U K  

Origin U K  

Electronic Arts U K  

Electronic Arts U K  

Origin U K  

Origin U K  

Electronic Arts U K  

Electronic Arts U K  

Electronic Arts U K  

Lucas Arts U K  

Interplay U K  

Electro nic A rts U K  

Lucas A rts U K  

I nter play U K  

Microprose U K  

Microprose U K  

Microprose U K  

Microprose U K  

Virgi n U K  

Virgi n U K  

Virgi n U K  

Core Design U K  

Virgi n U K  

Virgi n U K  

I nterplay U K  

I nterplay U K  

I nterplay U K  

flight sim Micro prose U K  

flight sim Micro prose U K  

'stratjactio n Virgin U K  

racing 

racing 

s imulation 

strategy 

simulation 

combat 

platfor m 

strategy 

simulation 

adve nture 

flight sim 

actio n 

action 

RPG 

platfor m 

action 

· multifor m at 

multiformat 

multiformat 

multifor m at 

Ocean U K  

Code Masters U K  

E nt. l nt .  U K  

E nt. l nt U K  

Psygnosis 

Team 17 

Psyg nosis 

Psygnosis 

Psyg nosis 

Psyg nosis 

Psygnosis 

Team 17 

Psygnosis 

Psyg nosis 

Psygnosis 

E nt. l nt 

Future 

Future 

Future 

Future 

U K  

U K  

U K  

U K  

U K  

U K  

U K  

U K  

U K  

U K  

U K  

U K  

U K  

U K  

U K  

U K  

23 
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Jungle Strike M ega D rive Night Trap M ega C D  Starwing S u pe r  N i ntendo Syndicate PC 

Day Of The Tentacle PC C D-ROM Syndicate PC Puyo Puyo M ega D rive (J apan)  Street 

Fighter 11 Turbo S u pe r  Fam icom (J a pa n )  Micro Machines M ega D rive Final Fight M ega C D  . . .  

The very latest charts 
from across the entire 
wor ld of videogam i ng 

ega r1v 
1. Jungle Strike 

Electronic Arts (£45) 

2. M icro Machines 

Code Masters (£35) 

3. Cool Spot 

Vi rgi n (£45) 

4. Flashback 

US Gold (£45) 

5. PGA Tour Golf 2 

Electronic Arts (£40) 

6. Ecco The Dolphin 

Sega (£40) 

7. Tiny loons: 

Buster's Treasure 

Kon a m i  (£40) 

8. Super Kick Off 
US G o l d  (£45) 

9. Sonic The 

Hedgehog 2 

Sega (£40) 

10. Fatal Fury 

Sega (£45 ) 

. 
N 

Mega Drive 

Jungle Strike: EA does 
sequel shuffle again 

Once EA finds a winning 
formula it never lets go 
does it? But who can 
blame them when Sega 
players keep picking up 
the sequels? 

The well impressive 
Jungle Strike hogs the 
number one slot (until 
N H L  '94 slides in for the 
tackle) and PGA 2 is 
still at number 5. 

Looks like MD fans 
are wising up: there's 
precious little trash in 
the top ten these days -
if only the same could 
be said about the Mega 
CD chart ...  
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Amiga 
Fullprice games (and 
they are very full price) 
dominate the top sloL 

However, the 
'significantly cheaper 
but still not budget' 
Team 17 continue to 
place highly, with their 
very polished and dead 
playable titles. 
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Utterly predictable, 
utterly brill: Syndicate 
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l. Syndicate .., Eteetrenie Arts (03§1·)·,-�W'm� 
2. Goal! , Virgin (.£31) 

3. GunSIIIp fOOO - Micropr()se (£35) 

4. 1»roJect J( - Team 17,. (£13) 

5. Championship �- 93 • 

Domark (£26) 

e. World Clap CJ'Icket .. , Audiogenic 

(.£30) 

7. Fl.....- - us. Gold (£.31) 

8. Alien ·Bried: $PHial Edltloll 92 • 

Team 17 (£11) 

9. Dune 2 - Virgin (£31) 

10. S.nsible 8occei situ · 

Renegade/Mil'ldscape '(.£26) 
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PC 
1. Syndicate -

Electron ic  Arts (£45) 

2. X·Wing: Imperial Pursuit -

U S  Gold (£20) 

3. Sensible Soccer 92/93 -

Renegade/Mi ndscape (£33) 

4. Populous a Promised Lands 

- H it Sq uad (£14) 

5. Fields Of Glory -

M icroprose (£45) 

6. X·Wing - U S  Gold (£46) 

7. Day Of The Tentacle -

U S  Gold (£43) 

8. Flashback - US Gold (£38) 

9. Terminator 2 - H it Squad (£10) 

10. The Simpsons - Hit Squad (£10) 

PC 
Day Of The Tentacle reigns 
supreme at the top of the 
CD-ROM charts, and also 
maintains a healthy 
position at number 7 

amongst the floppies. 
CD titles do seem to 

follow an unsettling trend: 
apparently you can't do 
much else on silver disk 
but adventures and murder 
mysteries . . •  

O n  floppy, it's sad to 

see Terminator 2 rearing 
it's ugly little head. At ten 
quid, it's still overpriced. 

Day Of The Tentacle -
sheer CD-ROM class 

1.  Day O f  The Tentacle 

U S  Gold ( £ 4 6 ) 
2 .  The 7th Guest 

V i r gin ( £ 7 0 )  
3 .  The Fate O f  Atlantis 

U S  Gold ( £ 4 6 ) 
4 .  Rin g world 

Accolade ( £ 4 0 )  
5 .  Eric The U nready 

Accolade ( £3 5 ) 
6 .  Kin g •s Quest V 

S ie r ra O n- L ine ( £ 5 0 )  
7 .  Laura B ow 2 

S ie r ra O n - L ine ( £ 4 5 )  
8.  Loom 

U S  Gold ( £ 4 6 )  
9 .  Sherl oc k H olmes 3 

M indscape ( £ 5 0 )  
10. M on key Island 

U S  Gold ( £ 4 6 )  

N ew s  

Ed g e  c harts 
Each month Edge will be 
presenting its own brand 
of charts, either compiled 
by the magazine or by you 

-the reader. 

Top five i ntro 
seq ue nces  
Some of the more 
impressive attract modes 
from Edge 1: 
1. Microcosm-Without 
doubt one of the longest 
intros on any game ever. 
2. Silpheed - So good, it 
should be shown at the 
local cinema. Battlestar 
Galactica in miniature. 
3. Lands Of Lore -
Glorious use of colours 
and great storyline. 
4. Inca-CD-i's best game 
to date has a great intro, 
full of digitised pies and 
moody Peruvian music. 
5. Jaggernath -Great 
robotic battle of the 
future, great animation, 
booming soundtrack. 

Ed g e  
classic five 
The following is  a list of 
classic titles that have 
been emulated but never 
bettered. So, in no 
particular order . .. 

1. R-Type -coin-op 
2. Paradroid -C64 
3. Street Fighter Turbo -

Super Nintendo 
4. Super Mario 3 - N ES 
5. The Sentinel-Amiga 

What? You disagree? Well 
in that case, send in your 
own personal fave five to: 
Classics, Edge, 30 
Monmouth Street, Bath, 
Avon BA1 2BW 

Edge readers' 
m ost-wanted 
And this is where you 
come in: we want you to 
send in a list of the five 
games you're most 
looking forward to seeing, 
regardless of format. 
Send your list to: 
Incoming, Edge, 30 
Monmouth Street, Bath, 
Avon, BA1 2BW. 
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A selection of screens 
from Dungeon Master 11 
on the PC and Amiga. 
Characters for selection 
have been cocooned in 
the Cryovault (PC shot 
second from top) 

Master 1 1 : 
The Legend Of Sku l l  keep 

Format: PC/ AmigajM-CD 

Publ isher: Interplay ( PC) 

Pu b l i sher: Unknown (Am) 

Pu b l i sher: JVC ( M-CD) 

Developer: FTL 
Release: NovjTBA/TBA 

Size :  3 Disks/TBA/1 CD 

Origi n :  US (all)  

he or ig i na l  Dungeon 

Master caused r i ot i ng  
i n  the  streets when  i t  
appeared on  the  S T  i n  
ear l y  '88  and  p robab ly  
had more i nf l uence on  

the  sales of  S Ts than  Atari  ever d i d .  
It  so l d  h u g e  numbers, out-foxed the 

p i rates and s i ng l e-handed l y  
revo l ut ion i sed t h e  ro lep lay ing  game 
genre .  S u re ,  i t 's  old hat today, but it  
was way ahead of its t ime.  

N obody expected that a seque l  
wou l d  take years to arr ive.  Four  years , 
to be p rec ise .  Dungeon Master I/ i s  
most ly  the  fru it of the  l ast two year's 
work ,  and it's good to see that the 
o r i g i na l  game's desig ners have created 
O M  I/, and not farmed the work off to 
hope less Y T S  under-ach ievers. But  has 
it been wo rth the wait? And wi l l  R P G 
fans '  soc ia l  sk i l l s p l u m met to new 
depths as they get hooked on  the next 
wave of Dungeon Master? 

Wel l ,  it 's  h i g h l y  l i ke ly .  What, at 
fi rst , l ooks l i ke a rehash of the or ig i na l  
game ,  w i th  the  same step-b l ock screen 
u pdate and a s i m i lar  i nterface,  
actua l l y  h i des an i m mense ly comp lex  
p iece of p rog ram m i n g .  What separates 
Dungeon Master I/ from the 
g raph ica l l y  state-of-the-art computer 
R PGs ( l i ke Forgotten Castle, see over )  
i s  the  l eve l  of comp l ex ity i n  the 
gamep l ay env iron ments.  

As a trade-off from the rather ·  
dated scro l l i n g ,  there 's  a very 
i nte l l i gent un i verse out there. The 

monsters i n  the or ig i na l  j ust honed in 
on you ,  but these open doors, push 
buttons ,  pu l l  l eve rs, and th i n k  and 
learn for themse lves. H it a certa in  type 
of monster and they ' l l  run away, heal 
the i r  wounds,  then get the i r  fr iends to 
gang up on  you .  They' l l  even p i ck  u p  
t h e  objects y o u  h u r l  a t  the m ,  and 
th row them bac k at you .  In fact the 
arti f ic ia l  i nte l l i gence is  so advanced 
that F T L  are hav i ng to downg rade it  
to make it  fai rer. After a l l ,  hav i ng half  
the creatu res from an enti re l eve l 
h u nt ing  you down j ust i sn ' t  much fun .  

But as you m i g ht have g uessed,  in  
O M  I/ g raph ics take a re lat ive back 
seat to gamep l ay ( a lthough the newer  
2 5 6  co lour  P C  g raph ics are better 
than the 32 c o l o u r  vers ions  here ) .  Th i s  
i s  why  you ' l l  be  see i ng  the  game  on  the 
Amiga and Sega CD as we l l  as the P C .  

For  a detai l ed l oo k  a t  the £ game check out the next Edge.  

lt's taken fou r  

years to arrive. 

And it's got 

such i ntel l igent 

monsters that 

even the 

developers are 

runn ing 

scared. lt's 

DM 11 - the big 

RPG sequel  

H e  may look stupid (left) but 
DM Ifs enemies are really smart. 
Here's where items are bought 
and sold (below, Mega CD shot) 

The PC's VGA graphics are still in preliminary form. What you can't 
see here are the lovely new 256-colour dungeons (Edge, next month) 
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p re s c re e n 

From the top: An utterly 
amazing stone wall that 
comes to life in front of 
you; a snail; an almost 
human-type thing; an 
insect; and lastly, some 
axe-wielding monsters. 
Each one has exactly 
120 frames of animation 

The depth-cued graphics are really 
outstanding. The interface with its 
weapons, keys etc, can be hidden 

Format:  PC 

Publ i sher: Electronic Arts 

Developer: Twin Dolphin 

Release date : 10/93 

S ize : 9 disks 

Origi n :  US m ow th i s  real ly  i s  
i mp ressive.  It  wowed 
the more d isce r n i n g  
o n l ooke rs a t  the 
Ch icago C E S  in J une ,  
and even  made the  best 

3 0 0  games l oo k  l i ke Atar i  ST stuff. 
Forgotten Castle i s  a PC showcase of 
spectac u l ar qua l ity. The Ferrari of 
fantasy ro l ep lay ing  games. 

True ,  there 's  certa i n l y  no  shortage 
of qua l ity f i rst-person perspect ive 
R P Gs  l i ke Dungeon Master, Eye Of 

Edge reckons 

Twi n  Dolph in 's 

Forgotten Castle 

could take the 

RPG action 

adventure i nto 

a new realm. 

Join the quest 

If you can imagine this detailed cityscape scaling and rotating 
smoothly around you, you're about one tenth of the way to grasping the 
graphic flair on display. Twin Dolphin are working wonders on the PC 

The Beho lder and th i s  month 's  L ands 

Of L ore, but the race is on to see who 
can prod uce the best- l oo k i ng , and 
most user-fr iend l y  adventure yet. 

And th is  game has a l ready qua l i f ied 
on the f i rst cou nt. For  its use of 2 5 6  
co lours ,  beauti fu l  depth-cue i ng and , 
for the fi rst t ime i n  th is  k i nd of game 
eng ine ,  its amaz i n g  3D v iews. You can 



The dungeons are equally 
well presented with 
detailed graphics and 
unrivalled angles of 
perspective. Skeletons 
wait for you in there, too 

p r e s c re e n 

There's a huge playing area to discover with an enormous range of environments 
(above). Check out the falling water that flows into the gutter (above right). lt's lovely 

wal k  through the v i l l age and then turn 
and l ook  i n  one of the windows for a 
rea l i st ic  3 D  i nter ior .  There 's  comp lete 
freedom of movement, u n l i ke The 7th 

Guest. And the sca l i ng g raphics l eave 
you b reath less. 

So  what ' s  it a l l about then? The 
story u nfo lds  l i ke this. Y o u ' re a pr i nce 
on an epic q uest search ing  for your 
father ,  the last true k ing of the l and of 
A l o n ia. Ev i l r u l es where j ustice once 
prevai led etc , etc, and you have to 
trave l to the c ity of H edburg to defeat 
the monsters and 'fo u l  Ruzak ian 
hordes' that have taken over  the town. 

There i s  a wealth of d i fferent 
env i ronments i nc l ud i ng  streets , 
cave rns,  c rypts, and creepy dungeons.  
Everyth i ng takes p l ace i n  rea l t ime ,  
too , and there 's  an ' i nv i s i b l e '  i nterface 
to he l p  out, without bogg i n g  down the 
screen i n  icons. You c l ick on the mouse 
and someth i ng d ies ,  basica l ly. 

O kay , there 's  l ots more to it than 
that but the fee l of the who l e  th i n g  is 
act ion-or ientated. It 's  des i g ned to 
appeal to a wide range of p l aye rs, and 
as such , m i g ht not meet the g rey 
matter-test i ng req u i rements of d iehard 
Dungeon Master and U ltima £ 
Underworld fans. 

lt made 
the best 
3DO 
games 
look like 
Atari ST 
stuff . . .  

Stonekeep has been 
created using a mixture of 
3D rendering and 
bluescreen cinematic 
techniques. People had to 
dress up and strap bones to 
their bodies, before being 
filmed against 

· bluescreen 

Stone keep 
m 

nd here 's  another 
g reat- l o o k i ng du ngeon 
game. 3D rendered 
g raph ics have been 
combi ned with 
d i g it i sed actors from 

b l uescreen c i nematography to create 
what looks  l i ke one of the best act ion 
R PGs yet. C heck out the ske l etons 
stra ight out of J ason And The 
Argonauts ,  and the acti on-based 
i nterface with you r  sword s l ashes as 
v is i b l e  as the character in front of you .  Stonekeep - i s  

th is  going to be 

the best action 

RPG ever? 

Edge explores 

Format:  PC 

Pu b l i sher:  Interplay 

Develope r: In-house 

Release date : 11/93 

Size :  9 disks 

Origi n :  US 

Even the inventor ies and other 
i nterfaces are kept out of v iew unt i l  
needed . A s  a P C-on l y  p rod uct th is  
obv ious ly  has the potenti a l ,  l i ke 
Forgotten Castle, to be very lavish 
v isua l l y .  As usual  though ,  it remains  
to be seen if  the game p l ay wi l l  £ 
be s i m i l ar l y  we l l  crafted.  

What about this dragon? 
A great example of what 
can be done in 
eyepopping 256 colours 
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p r e s c re e n 

'2 &•--

--

The road moves a lot 
faster and is smoother, 
thanks to improved 
programming techniques 
and a memory upgrade. 
Now solo players have the 
luxury of a whole screen 
to themselves 

Top Gear 2 wi l l  be more than just another sequel .  

lt looks l ike it cou ld become the essential racing 

game for the SN ES. Edge tracks it down 

ear 
Format:  SNES 

Publ isher: Kemco 

Deve loper: Gremlin 

Release date : 01/11/93 

Size :  8-meg cart 

Origi n :  UK 

ans of the o r i g i na l  Top 

Gear - known as Top 

Racer i n  J apan - wi l l  
b e  de l i ghted to hear 
that there 's  a seque l  on 
the way. U s i ng an 

e ight meg cart as opposed to the four 
of the or ig i na l , the seq ue l  boasts 
smoother,  m o re deta i led  g raph ics  and 
i mproved gamep lay. 

In Top Gear 2 you trave l through 
1 6  countr ies ,  sp l it i nto 64 c it ies ,  
treacherous weather condit ions,  rai n ,  
fog ,  a n d  snow. You  have the cho ice of 
any car,  any car you I i ke - as I ong as 
it 's  the red one .  The cars d i ffer · 

i nternal l y ,  with on ly  a <::ho ice of 
manual  or automatic 
transmiss ion  to beg i n  with , but 
as you p rog ress and earn l ots of 
money, you buy d ifferent eng i nes.  
Your car k i cks off with a weedy 
V6 eng ine ,  but if  you save u p  
you r  money y o u  c a n  s o o n  b e  the 
p roud owne r  of a Vl2 monster ­
capab l e  of speeds over 2 00mph .  

The screen layout i s  s i m i lar  to  its 
predecessor ,  show ing  your speed , a 
map,  and n itros. I nc identa l l y  th i s  t ime 
your car comes equ i pped with f ive 
n itros i nstead of th ree ; but the actual  

Two laps left, and 
currently In sixth place. 
Top Gear 2 should be 
retitled 'Roller Coaster': 
lt's chock full of really 
stomach-churning 
descents 

Let Her Rip!!, I think they 
mean swiftly depress the 
accelerator and utilise 
the immense horsepower 
situated under the bonnet 



p re s c re e n  

Using a wider road than its predecessor and improved graphics, Top Gear 2 could be the race game for the SNES. Use the rear lights of the other 
cars travelling through the night and fog stages, and make sure your car's tyres have been changed to wets before attempting the rain section 

Swerving 
through 
the fog, 
the other 
cars' 
rear 
l ights 
are your 
only 
guide 

p l ay area is  l arger, the road i s  wider ,  
with  larger sprites, a l l owing  you to see 
more of the actio n .  The p itstops have 
been taken out because they were 
thought to have s l owed down the 
o r i g i na l . I nstead you have to co l l ect 
fue l  without stopp ing  as you h u rt l e  
down the  track - no easy task .  

There are  po i nts i n  the  game where 
you ' re dr i v i ng  b l i nd up a h i l l  and a l l of 
a sudden your  car reaches the top and 
beg i ns its stomach-ch u rn i ng decent. 
The undu lat ing  h i l l s are very rea l i st ic  
and i m p rove on  the or i g i na l  no end .  
The var ious  weather cond it ions  affect 
the way the car performs - rai n and 
icy cond it ions  reduce tract ion ,  
obv ious l y  mak i ng dr i v i ng  at  2 00mph  a 
s l i ght ly  r i sky occupat i on .  

Swerv i ng through  the n i ght or  fog 
i s  also very d i fficu l t :  the other  cars' 
rear l i ghts are you r  on ly  g u ide to stay 
on the road , as your v i s i on is so bad ly  
i mpa i red .  The cars  u pdate smooth ly  
and conv inc ing ly - no judder ing  spr ites 
in th i s  game - and the overa l l package 

i s  h i g h l y  p o l ished.  
Two p l ayers can p l ay 

s i m u ltaneous ly  with the a id of the sp l it 
screen ,  but the major  d i fference 
centres around the onep layer mode.  
Top Gear used the same sp l it screen 
l ayout i n  onep layer mode, but i n  the 
seque l  you get a s i n g l e  screen .  Th i s  
g ives the  game much more of an  
arcade fee l .  

Top Gear 2 bas ica l ly  uses the same 
an i mat ion  routi ne as the o r i g i na l  
vers i o n ,  b ut the largest part of the 
cart 's  memory i s  used to hold tab l es 
'above' the game code. By do i ng  th is ,  
i nstead of conti n ua l l y  access i n g  the 
sou rce code, the game can l i ft data 
stra ight from the tab l e ,  thus speed i n g  
u p  t h e  major ity of ca lcu l at ions.  

Kemco have a lso used better 
comp ressi on  rout i nes and , accord i ng 
to one lead i n g  Top Gear 2 
prog ram mer ,  they a lso  d i scovered 
extra RAM that they d i d n 't k now 
ex i sted ,  which has a l l owed for better 
use of p l ayf ie l ds .  

W ithout doubt ,  the g raphics have 
been i m p roved ,  but they were never the 
game ' s  se l l i ng po i nt. What is 
i mp o rtant i s  the p layab i l ity ,  and the 
vers ion  we p l ayed seemed f i ne ,  if  a 
l itt l e  s l ugg i sh .  

Due for re lease i n  N ovember ,  
Top Gear 2 i s  a seque l  that has £ 
been we l l  worth the wait. 

Credits 
Programmer: Ritch ie Brannan 
Programmer: Ash l ey Bennett 
Main artist: M ick H i rst 
Horizons: Bern i 
Artwork: Paul Gregory 
Artwork: Syd Franklyn 
Artwork: Paul Green 
Music/SFX: Paul H i l ey 
Music: Patrick Phelan 
Programming: Matthew Donkin 
Track design: Tony Dawson 
Producer: Mark G lossop 
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p re s c re e n 

I mpossib le • • 

m i SSI O n : 

What does Impossible 
Mission the remix have 
in store for us? Looking 
at these shots the 
graphics have obviously 
been tidied up - and the 
animation's even better 

Remember this? The 
programmers have 
included the original C64 
classic. As you can see 
it's Identical - right 
down to the horrible 
colour scheme 

the Os 

Format: SNES/Mega Drive 

Pu b l i sher: Microprose 

Developer: In-house 

Re lease date : 11/93 

S ize : 8 Mbit cart 

Origi n :  UK 

mpossible Mission f i rst 
appeared on the 
Com modore 64 i n  
1 984.  M icroprose now 
plans to re lease ' The 

90s Remix' for M ega 
D r ive and S uper N E S .  

There are three characters ­
compared to j ust one i n  the or ig i na l ­
and each has its own attr i butes. The 
game is  spread across 18 
mu l ti-paral lax scro l l i ng l eve l s ,  and 
you r  object ive i s  to co l l ect p ieces of 
c i rcu itboard to get onto the next l eve l .  
There is  a var iety o f  su b-games with i n  
the computer term i na l s ,  rang i n g  from 
s i m p l e  Galaxian-type shooters to a new 
vers ion  of the o ld fave,  S imon. 

You get powe r-ups that g ive your  
chc..�acter the ab i l ity to morph i nto 
veh i c l es ,  and M ic rop rose has a lso 
added end of l eve l  bosses. B ut that 's  it .  
The rest i s  a l l  very,  very c l ose to the 
o r i g i na l . The p rog rammers have even 

• 

e I 
i n c l uded an option where you can p l ay 
the fu l l  o r i g i na l  vers ion - the e i ght-b it  
Impossible Mission has been converted 
p ixe l  for p i xe l :  a l l the g raph i cs ,  
an imat ion ,  speec h :  every deta i l  has 
been recreated perfect ly .  

Impossible Mission: The 90s Remix 

l ooks  rathe r  n ice ,  if  a b i t  unsurpr i s i ng .  
But  p resu m i ng it 's at  l east as  p l ayab le  
as  the  o l d  vers ion ,  M ic roprose cou l d  
we l l  have a h it on  the i r  hands. 

M i cro p ro se i s  
a company 

k nown for its s i m u l at ions  for PC and 
A m i ga - Impossible Mission marks the 
start of its new i nterest in conso l es .  
Paul H i b bard , pub l i sh i ng  d i rector,  
exp l a i ns :  'We never got i nto consoles 
on e i g ht-b it ,  as o u r  games j ust 
wou l d n 't work on them .  ( T oo r ight:  
N ES F-1 5  was d i re - Edge) .  N ow 
we ' re go ing  for qua l ity conso l e  
p roducts, rathe r  than j ust throwi ng out 
p l atfo rm games . '  

' G amep layers want a new 
exper ience - you can a lways br i ng  out 
the same o l d  p l atform game. We ' re 
try i ng  to g ive a new exper ience to the 
gamer with all the prod ucts we d o . '  

Impossible Mission: The 9 0 s  Remix 

- new exper ience or j ust sad o l d  £ 
conso le game? You  dec i de .  

M icroprose 

plans to launch 

new 'qual ity' 

console games. 

So why did 

they remix the 

old Impossible 

Mission? Edge 
i nvestigates 

�-f��� 
' I I 
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Hidden sub-games (top) 
lurk in the action. just do 
this puzzle to access the 
next level (bottom) 

(Left) Here's Felix Fly, the 
streetwise robot hunter, 
Ram, the renegade robot, 
and Tasha, super athlete -
all the characters from 
Impossible Mission 

Each level is set in a 
different scene, such as 
the city (above), and the 
sewers (left) 



p r e s c re e n i 

Starlord 
F- 1 4  Fleet De ender 

The graphics in F-14 Reef Defender are incredible - even the ingame cockpit view (below right) isn't your run-of-the-mill flight sim control panel. 
And the scene-setting shots (centre, above right, below left) are brilliantly vivid. Incidentally, the game contains 1,000 miles of 'real' coastline 

There's also 

the standard 

M icroprose 

PC offerings ­

F- 1 4  and 

Starlord. Edge 
takes to the 

skies 

Format: PC/Amiga 

Pub l isher: Microprose 

Developer: In-house 

Release date : 11/93 

Size :  TBA 

Origi n :  UK 

I]] 
escr i bed as ' Elite with 
k nobs o n ' ,  Starlord i s  a 
3 D  strategy game, 
where you r  goal i s  to 
b u i l d  up an emp i re and 
gai n  ' Star l ord ' status. 

There are hundreds of p l anets , and 
var ious paths to con nect them a l l ­
whether you can trave l these paths 

depends on you r  status - and the object 
of the game is to take over the stars. 
Gamep lay i s  b roken u p  by some 
i mp ressive 3 D  po lygon starf ighti ng  
scenes,  but the strategic e lement is  
s impl istic and genera l ly  d u l l .  

F-1 4  Fleet Defender i s  a seque l  to 
the popu lar  F-1 5  Strike Eagle, and was 
written by the same team that coded 
Strike Eagle. F-1 4 takes p l ace at sea, 
s i nce the F-14 i s  a carr ier-based jet. 
M iss ions  range from reconna issance to 
ai r-to-a i r  com bat and i ntercept ion .  The 
l evel  of deta i l  on  the g round is  h i gh ­
you get more than 1 , 0 0 0  m i l es of 
actual  coast l i n e  to f ly  ove r ,  a l l based on 
maps, and carefu l ly shaded. 

It  may be another f l i ght £ 
s i m ,  but it doesn 't  l ook  ha lf  bad . 

A Starlord commander stands at his bridge as a planet looms into view (far left). The other three scenes show off the game's 3D combat 
sequences, which use polygon graphics. However, it's doubtful that gameplay will match up to these spectacular graphics in the finished game 
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Format: Sega Mega CD 

Publ isher: Core Design 

Developer: Core Design 

Re lease date : 01/09/93 

Size :  1 CD 

Origi n :  UK 

hunderhawk i s  be ing  
touted as the  M ega 
C D ' s  sav iour. It  comes 
at a t ime when C D  
games are becom i ng 
a l l rather  pred ictab le .  

Wh i l e  you get  wonderfu l ,  
fu l l y-d ig it ised v ideo i mages with 
thump ing  rock soundtrac ks, p l ayab i l ity 
i s  genera l ly  non-ex istent. 

Thunderhawk was or i g i na l l y  an 
Amiga game using 3D po lygon 
g raphics :  the  M ega CD vers ion  i s  more 
spr ite-based and looks  noth i ng l i ke its 
Commodore counterpart. For a start, 
i t ' s  got 4 5 m i ns of C D  space - a 
co l ossal 405  megabytes in tota l .  W ith 
Thunderhawk, C ore have defi n ite ly  
tr ied someth i n g  d i fferent: they have 
c reated a CD game that l ooks and 
sounds good, and - at l ast - actua l l y  
p l ays rathe r  we l l  too. 

Start i ng with the presentat ion ­
often the o n l y  part wo rth tal k i n g  about 
where M ega 'C D  games are concerned 
- and you get a g reat i ntra:  you r  
he l i copter beg i ns b y  zoom i n g  over 
undu lat ing  fractal -sty l e  h i  l i s ,  u nti I i t  
targets a convoy of enemy trucks. You 
take them out one by one ,  and the 
th i rd truck i s  n udged off the road to 
exp l ode i n  a ba l l of f lame,  showe r i ng 

Thunderhawk's intro - 16-colour-screen 
action as your chopper introduces 
itself to a convoy of troo�laden trucks 

debr is  a l l  over the scree n .  A g reat 
m i l itary-type soundtrack accompanies 
the i ntra act ion ,  a l l j ust begg i ng  to be 
l i stened to in stereo. So, another g reat 
C D  i ntra, what about the game? 

Start ing  off with a wor l d  map,  you 
choose you r  req u i red m iss i on .  There ' s  
a neat b r ief ing seq uence, then  i t 's  off 
i nto battl e  you go .  

The i ngame g raphics l ook  g reat, 
and ,  u n l i ke some C D  he l i copter games, 
you are in tota l control  over where 
you r  chopper goes and what it does.  

The g raph ics are fast, f l u i d  and 
very convi nc i ng .  Thunderhawk i s  the 
fi rst game on M ega C D  to use the 
Sega equ i va lent of M ode 7 - re ly i ng  
on a ded icated g raphics c h i p  spec i a l l y  
des igned t o  contro l 3 D  scro l l i n g .  T h e  

lt may look l ike 

just another 

chopper-based 

shoot 'em up, 

but it's a lso the 

game that 

many say cou ld  

rescue the 

reputation of 

the Mega CD. 
Edge meets 

the saviour 

One stationary house versus one heavily-armed chopper with 
target-seeking missiles. Well . . .  the house was asking for it 



Ground detail is also 
handled by the 3D chip. 
Impressive stuff 

The polar ice pack - maybe you should 
have turned left at Milton Keynes . . .  

only drawbac k i s  the lac k  of co lour ­
the scenery is made up of j ust 1 6  
c o l o u rs ,  s o  i t  can l o o k  a b i t  drab. 

S o  it 's  graph ica l ly  good , but what 
about the gamep lay? Thunderhawk's 

easy to get to g r i ps with. You  f i rst 
carefu l ly target the enemy us i ng your  
radar, then se lect you r  armament: you 
have a cho ice of can nons ,  rockets and 
m i ssi l es. M i ss i l es are set for auto l ock­
on,  but the cannon and roc kets have to 
be ai med manual ly .  Then you j ust 
shoot the he l l  out of whatever you are 
target ing .  When a l l  the enemies have 
been destroyed ,  you head out of the 
combat area. And that's it. 

The act ion  is  bac ked u p  by 
i m press ive mus ic ,  but it's on CD so 
that's what yo u ' d  expect. F u l l y 
d i g it ised speech warns you of i ncom i ng 
enemy m iss i l es and te l l s you to ' get the 

hell out of there' when the go ing  gets 
tough .  A lthough sc ratchy and in some 
p l aces a b it  unc l ear,  the speech adds 
u rgency and atm osphere to the game. 

One worry i ng  po i nt - we comp l eted 
f ive operat ions ( out of a tota l of ten ) 
in an hour .  It was a p rev iew copy so 

Oh dear. lt would appear that your bullet-avoiding skills are a little 
lacking. Radar, map and cigarette lighter are all out of commission 

p r e s c re e n 

As your cannon fire splashes harmlessly in the water, the enemy 
vessel sneaks away to hide offscreen. Tricky blighter, Johnny warship 

changes are st i 1 1  to be 
made ; the f ina l  vers ion  may 
be g ut-wrench i ng l y  d i ff i cu l t  
to  comp lete , but  the 
p rev iew ve rs ion was a bit of 
a pushover. 

The game was i n  
des ign  fo r seven months 
and is  o n l y  now near ing  
comp let ion .  Edge asked 

Direct hit - engine systems down ... 
looks like you're skiing home 

Thunderhawk prog rammer Mark 
Avory why it has taken so l o ng for 
anyth i ng decent to come out on Sega's 
M ega CD system.  
Mark 'To  beg i n  with ,  the  J apanese 
were push i ng to get C D  games out onto 
the streets whatever the cost, that ' s  
why a l ot of games were j ust g l o r if ied 
demos.  N ow the M ega C D  is in th is  
country we can take our  t ime 
deve l op i ng  software for it. 
Thunderhawk doesn 't even use a l l of 
its capab i l it ies - for exam p l e ,  we o n l y  
have 1 6  co lours onscreen .  O u r  next 
p roject wi l l  certa i n l y  use 64 co lours ,  
and wi l l  be much ,  m uch faste r . ' 

Thunderhawk is a new b reed of 
M ega C D  game - it 's  f l ashy and 
p l ayab le .  And C ore are sett ing  a 
standard that others wi 1 1  now have to 
fo l l ow. It 's  not a perfect game - far 
from it - but it's defi n ite ly  a 
step in the r ight d i recti on .  

Credits 
Programmer: Mark Avory 
Graphic artist: J ason Gee 
Producer: Jeremy Sm ith 

£ 

Project coordinator: Adrian Sm ith 
Music: Martin lveson 
Music: Anthony Wheeldon 
Assistant Designer: Tray Horton 
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p re s c re e n 

T. F.X . 

Inferno's hall of 
fame: starting 
with (top) your 
commander, 
moving on to bad 
guys in varying 
stages of 
putrefaction - the 
more wrinkled and 
old they are, the 
more senior. The 
ugliest is emperor 
- no prizes for 
guessing which 
one he is 

Format:  PC/A1200 

Pu b l i sher:  Ocean 

Developer:  DID 

Release date : 01/12/93 

S ize : 1 CD/7-8 disks 

O rigi n :  UK 

nferno, D I D ' s  new 3 D  
space adventure,  
started off as a seque l  
to Epic, but  has s i nce 
deve l oped i nto 'a  game 
in its own r ight ' .  Then 

D I D  wou l d  say that - Epic was a game 
famed for not l i v i n g  u p  to its hype. It  
l ooked okay, but was too easy to 
comp lete and gave the i mpress i o n  of 
be i ng u nf i n i shed , even though it was 
kept back months in deve l opment. 

TFX and Inferno are the latest 3 D  
games from the partnership of 

Ocean and Digital I mage Design. 
And, after last year's overhyped Epic, 
both companies have a lot to prove. 

Edge goes on reconnaisance 

M any thought that D I D ' s  
partner Ocean h a d  rushed them i nto 
re leas i ng  it before it was ready. W ith 
Inferno, D I D c l a ims it 's a l l d i fferent. 

As M D  M artin  Kenwright, 
exp la ins ,  'W ith Epic there were so 
many th i ngs  we wanted to do, but we 
j ust ran out of t i me . '  

By contrast, Inferno a n d  TFX have 
been g i ven a l l the t i me they need. And 
Inferno i s  c la i med to be a l l  that Epic 

shou ld  have bee n ,  but f ina l ly  wasn 't. 
The story l i ne i s  s i m i lar :  It 's  set 90 

years on  from Epic, and you are a top 
p i l ot torn between the good and ev i l  
s ides o f  the p lanet - the al iens  learn of 
your abi  I ities and try to turn you 
aga i nst your own peop le .  

You  are  g i ven  a comic  to estab l i sh 
the characters and set u p  the scenar io .  
Accord i n g  to Inferno's  creator ,  Shaun 
H ollywo o d ,  th i s  was des i gned to add 
another l eve l  of be l  i evab i I i ty to the 

A retinal scan is used 
to confirm that you're 
who you say you are. 
The red lines are veins 
in your eye. Federation 
Security seem to be 
getting mighty tough 
these days 



Some of the original 
design sketches for 
Inferno (above), as 
penned by Shaun 
Hollywood, the game's 
creator. He also created 
a complete storyboard 
with comic strip and 
character designs 

' I  wasn't 
trying to 
create a 
fi lm-like 
game ­
it just 
turned 
out that 
way ·=aun Hollywood -

Digital Image Design 

Time for a change - this 
is the cell the bad guys 
use to hideously mutate 
your mind and body if 
you get caught at any 
stage in the game 

Inferno uses filled 3D polygons to create 
the inflight scenes. Here, a hulking great 
vessel strays into your line of fire, just 
asking to blasted into oblivion 

un i ve rse in the game. D I D  used Shaun 
Phi l l ips - the art ist on  the J udge 
D redd month l y - as the g raph ic  artist. 

'The main idea of the game is  to 
g ive the p l ayer the i l l us ion  of depth 
and authenti c ity on a l arge scale ' ,  says 
D I D ' s  Shaun H o l lywood.  In the who l e  
game there a r e  seven p l anets a n d  th ree 
moons - and you have total freedom to 
go whe rever  you want in the u n i ve rse . 
There are 1 3 0  m iss ions in tota l .  

A s  S haun exp la ins ;  ' There has been 
a l ot of ta l k  about some games be i ng 
i nteractive movies,  but they ' re 
genera l ly  rubb ish .  I wasn 't  try ing  to 
create a fi I m-1  i ke game with Inferno ­

it j ust turned out that way . '  
Inferno has very sharp 3 D  g raph ics 

and m i nd-b l owi ng music.  F l y i ng 
through wor lds and across space 
you ' re p resented with very smooth 3 D  
i mages. A l l  the out-of-game g raph ics 
were done i n  3 0  Studio on the P C ,  but 
D I D  used its own 3D eng i ne for 
i ngame sequences. And wh i le music for 
most games is j ust an afterthought,  
Inferno's  soundtrack was a l l part of 
the or ig i na l  idea. 

D I D  f i rst tr ied to get i n  mai nstream 
bands to record the mus ic ,  but found 
them too u n re l iab le .  So  Ocean 's  music 
man , Barry Leitc h ,  ca l led i n  the goth 
outfit, Al ien Sex Fie n d .  

It  may  seem a strange cho ice ,  but 
the F iends ( as they ' re known to the i r  
fr iends)  are o n e  o f  Barry ' s  favou r ite 
bands. He exp la i ns ,  'We were try i ng  to 
c reate a f i l m  soundtrac k ,  but not make 
it orchestra l .  Sex F iend thought they 'd  
be good  at  f i lm  mus i c . ' D I D f l ew the 
F iends i n  from Cal iforn ia - it took five 

p r e s c re e n  

weeks to record a l l the mus ic .  
W h i le the  F iends come cheaper 

than m ost mai nstream bands, it was 
sti l l  an expens ive p roject. And the l evel  
of resou rces that were avai lab l e  for the 
game seems to be a b it of an issue at 
D I D - in sp ite of the b ig-name bac k i ng 
from Ocean . Accord ing  to S haun ,  
' W ith Inferno, we wanted to  prove that 
you don 't need i nf i n ite ly  deep poc kets 
to p roduce games to compete with the 
b i g  U S  compan ies . ' 

M art i n  l<enwr ight is more d i rect: 
'The games i ndustry cou ld  be 20 t i mes 
ahead of where it i s  now, i f  it wasn 't  
for market ing  and f i nanc ia l  d i rectors 
say i ng we don't want to spend another 
do l lar .  It 's  a rea l shame. '  

The oth e r  b i g  game i n  
p l aytest ing a t  D I D  i s  Tactical Fighter 

eXperiment. It 's  more than a strai ght 
f l i ght s i m :  D I D  have e m u l ated 
mu l ti m i l l i on  do l l ar f l i ght s imu lators. 
At the heart of the game is  D I D's own 
3D eng i ne; TFX uses the fou rth 

Offering a variety of 
viewpoints, Inferno creates a 
truly cinematic feel. Your 
craft (left) skims the surface 
of one of the game's many 
planets, while the inflight 
view (above) features red 
lightsource shading to show 
the altitude of your craft -
the higher you go, the redder 
it gets - so simple, but so 
very effective 
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The subtle art of peace 
keeping: If a country con­
sistently fails to comply 
with your UN resolutions, 
try the direct approach 

' lt's all 
totally 
military­
based. 
We've 
kept it 
really 
pure.'  

Martin Kenwrlght - MD, 

Digital Image Design 

Firing off an air-to-air 
missile. Not at anything 
in particular, really. Just 
because you love that 
wooosh noise as it flies 
away from you 

Choosing your weapon systems - you got 
6,500kg of potential bombload, which you 
have to fill with missiles for each op 

generat ion  of 3 D  eng i ne and ,  
accord i n g  t o  M arti n ,  i t ' s  even 
attracti n g  i nterest from the m i l itary. 

But 3 D  g raph i cs ,  however 
wonderfu l ,  don 't make a good game. 
The s i m u l at ion  i n  TFX i s  a lso very , 
very i m press ive. As M arti n  exp l ai ns ,  
' It 's  a l l  tota l ly  m i l itary-based .  We 
have n 't tried to create any fancy 
g i m m icks - we 've kept it rea l ly pure .  
But we 've a lso tr ied  to comb i ne the 
best e lements of arcade-sty l e  act ion  
with rea l i st ic  s i m u l at ion . '  

W hen  you p l ay TFX, the  f i rst th i ng 
that h its you is the detai l of the 
landscape. The game uses fu l l  
o rd i nance su rvey maps and f i l es ­
thousands of square k i l ometres were 
coded i nto the game. In total over 
seven m i l l i on  square k i l ometres - over 
%5 of the l andmass of the wor ld -
appears onscreen ,  with the h i l l s ,  roads 
and mounta i ns a l l  in the r ight p l aces. 

The l eve l of detai l doesn 't stop 
there,  as D I D  used top aeronaut ica l  
eng i neers to des ign  the inf l i ght 
g raph i cs .  As M arti n  exp lai ns ,  
' Everyth i ng now is  spec i a l i st ,  i t ' s  l i ke 
f i l m  p roduct ion - peop le  for g raphics ,  
peo p l e  for sound ,  fu l l -t ime coders:  
soon game c red its wi l l  ro l l  off l i ke i n  a 
Lucasfi I m mov ie . '  

TFX and  Inferno are both near ing  
comp let ion .  And based on what 
Edge has al ready seen of the m ,  P C  
owners wi 1 1  soon have a coup le  more 
good reasons to l ook  down the i r  £ 
noses at conso l e  owners. 

Passing over a small coastal town, you 
pause briefly to admire the view, the way 
the lights on the bridge twinkle in the 
brooding night sky • . .  before arming your 
targeting computer and blowing the crap 
out of it. The startling use of colour really 
sets TFX apart form the flight sim crowd 

TFX coming in to land - the UN logo is a 
natty bit of texture mapping by DID's 
fourth generation 3D graphics engine 

The tradeoff with speed and 
power is, of course, fuel 
consumption. Here you're 
about to pull in at the 
airborne equivalent of an 
Esso station. Just don't turn 
your engine off this time 

Hauling arsenal, you head 
skywards - on a peace 
keeping mission, no doubt 

The dark side of DID: (left to right) Shaun Hollywood, (centre top) Colin 
Bell, (below centre) Russell Payne, and MD Martin Kenwright 

Credits 
Inferno design: Shaun Hol lywood 
Programming: Russel l  Payne 
Programming: Col i n  Bel l  
Programming: David Dixon 
Programming: Jamie Cansdale 
Programming: Nevi l P lura 
3D design: Paul Hol lywood 
3D design: Andy Bates 
Graphics: Rob B a l l  
Sounds: Barry Leitch 
Sounds: Al ien Sex Fiend 
TFX concept: M a rti n Kenwright 
Main code: Col i n  Bel l  
Flight model: Rod Ken nedy 
3D design: lan Boardman 
3D design: Andy Gahan 
Graphics: Donna Chi ppendale 
3D rendering: Steve Wah id 
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A pint of latex, a dozen 
servo motors and a 
pinch of silicon. Boil for 
three minutes and •••  

PC and Amiga versions of Jurassic Park boast 3D interior sections in which you play a 
deadly game of hide and seek with the vicious velociraptors 

jurassic Park i s  backed by a m i l l ion 

dol lar l icence, a new, h igh-speed 3 D  
graphics engine, and enough hype to 

floor a stegosaurus. Edge checks up 

on the evolution of  a monster 

Format: PC/Amiga 

P u b l i sher: Ocean 

Deve loper: In-house 

Release dat-e : 01/10/93 

S ize : 6-7 disks/4-5 disks 

Origi n :  UK 

t shou ld  come as no 
surpr i se to f ind  Ocean 
respons ib l e  for tu rn i ng  
J u rass ic  Park i nto a 
compute r game. But 
wh i l e  the M ancun ian 

g iant - some m i g ht apt ly  say d i nosaur 
- is except iona l  at p i c k i ng up l i cences, 
l ate l y  i t 's  had l ess success turn i n g  its 
i nte l l ectua l p roperties i nto anyth i n g  
other  than form u l aic p l atform shoot 
'em ups ( L ethal Weapon, Cool World). 

Jurassic Park i s  reputed ly  the f i rst 
m i l l i on  d o l lar  l i cence;  and wh i le the 
d i sti nct ive red and b l ac k  toga wi l l  no 
doubt se l l  u n its, i f  the game i sn 't u p  to 
scratch Ocean ' s  reputat ion cou ld go 
the same way as the g reat I i zards. 

The story l i ne  i sn 't p rom i s i ng .  You 
p l ay d i nosaur expe rt A l an G rant and 
are tasked with negot iat ing  the park ' s  
many hazards. You  have to access the 
i s l and ' s  com puter system ,  switch 

Steven Spielberg's epic 
dinosaur movie has 
broken all opening 
boxoffice records, with 
US takings of over $100m 
in just 9 days - that's 21•7 
million ticket sales. The 
movie opened with 434 
prints across the UK and 
Ireland and took 
£4,875,137 in its first 
weekend, beating Batman 
Returns by over £2m 

T·rex: a monster of 
rubber and metal and 
cables. Steven's come 
a long way since Jaws 

39 



<IJ 
.0 
0 +-' 
(.) 

0 

<IJ 
c 

N 
Cll 
'QI) 
ea 

E 
Ill 
C5 
� 
Ill 

40 

p r e s c re e n  

With a raptor heading straight for you, there's little option but to hide 
your RSPCA badge and let him have it with both barrels 

Meals on wheels: T-rex 
likes these crunchy 
things with the yummy 
soft centres 

e l ectr ic fences on and off, co l l ect 
var ious  items and save the k ids - al l 
p retty standard stuff. H oweve r the 
game has been i n  deve l opment for the 
last 18 months, so th i s  i s  no rush job .  
And rather than base the game on the 
s l am-bang movie , Ocean have gone 
back to M ichael C r ichton ' s  nove l .  

' A l l the vers ions are based on the 
boo k , '  exp la i ns Ocean 's  newly­
appoi nted P R  manager ,  Simon Altey. 
' S p i e l be rg had to get the act ion  of the 
book i nto two hours and show l ots of 
d i nosaurs. We had to create a game 
that wou l d  g ive as m uch enjoyment as 
poss i b l e ,  for as l ong as poss i b l e .  

' We have the  scene  i n  the 
pterodacty l avi ary and the tr ice ratops 
stampede that wasn 't  in the f i l m . '  

Of course , at more than a m i l l i on  
d o l l ars a m i n ute for  the  com puter 
generated effects, you can see why 
S p i e l berg maybe sk i pped a few 
chapters a l ong the way. 

For J u rass i c  Park to have 
anyth ing  l i ke the i mpact of the movie ,  
the comp uter game had to be d i fferent, 
as programmer Andy M iah attests: 
'The  or i g i na l  scenar io  had to be 
approved by S p i e l berg , and he had to 
see the game occas iona l ly  i n  
deve l opment. One th ing  S p i e l be rg 
d idn ' t  want was another stra ight shoot 
'em u p  or  p l atfo rm game . '  

W h i c h  is  o d d ,  because that 's  pretty 
much what Jurassic Park amounts to. 
There 's  a 60-40 sp l it of exter ior  
adventure-strategy m i xed with  i nter ior  
30 sections;  but  it 's a l l  l i nked together 
by d i nosaurs and the i r  i mmed iate 
ext inct ion us ing a variety of heavy 
duty weaponry.  

The real advances have been 

made with the Amiga and P C  vers ions.  
A spec ia l  30 eng i ne was deve l oped on 
the P C  to gene rate the f l u i d ,  f i l led 
vector g raph ics  and p rovide tota l 
freedom of m ovement. M uted co lours 
have been used to c reate a dark and 
eerie backdrop ,  and crank u p  the 
tens ion  ready for your f i rst encounter 
with the dead ly  ve loc i raptors: the 
fastest, most dangerous d i nosaurs i n  
the enti re park.  Each raptor spr ite 
conta ins  60  frames of an i mat ion to 
i m part u ltra-rea l i st ic  movement and 
he ighten the tensi on .  

These i nter ior  3 0  sect ions are 
very A l i en-esque :  armed with moti on  
scan ner and the i nevitab le  b i g  gun ,  you 
end up sta l k i ng  d ifferent bu i l d i ngs  i n  a 
ki 1 1 -o r-be-k i  l i ed scenar io .  E ach 
l ocat ion  i s  spread over several f l oors 
a l l owing you to c l i mb sta i rs and look  
down as  the d readed raptors scurry 
past beneath - an i nnovat ive touch.  

L i kewise, p rogrammer David 
Chiles out l i ned some of the g raph i ca l  

Inside 
A s  y o u  wander around 
t he park, you'll come 
across storage facilities 
and power sub-stations 
(opposite). Here t he 
game changes fro m 
overhead scroller to first­
person perspective 3 D. 
You have to you explore 
the di mly-lit corridors and 
rooms, w hile avoiding t he 
raptors w ho have taken 
up residence t herei n.  T he 
PC and A miga feature 
clever raptors - t hey 
fo llow you around, learn 
your move ment patterns 
and wait in hiding. With 
atmospheric visuals and 
a s uitably eerie 
so undtrac k these 3 D  
sections s ho uld be t he 
highlight of Jurassic Park. 

The 3D environment 
includes rooms and doors 

On the 
SNES 
Ocean's S uper Ni ntendo 

. game is being coded i n  
the States, and looks li ke 
it will be t he last v.ersio n 
to be completed. lt 
has t he same struct ure 
as t he comp uter games, 
but is more of an arcade 
s hoot 'em up . The 3 D  
sections (opposite) 
i nclude both raptors and 
also the brightly-coloured 
spitters. However, t hey 
have less i ntelligence 
than t he PC and Amiga 
creatures and si mply wait 
in rooms for you to find 
them, rather than follow 
you around. 



The incredible expanding 
raptors. In reality, 

velociraptors were only 
three or four feet tall. For 
the movie they increased 

to about six feet, and in 
the game they tower 
above your player at 

around 12 feet. Some 
people should have their 

artistic licence revoked 

Of course, in amongst all that strategic planning, puzzle solving and 
adventuring, there's still a fair amount of gratuitous dino-violence 

Outside 
The outdoor sections of 
Jurassic Park follow t he 
player 's c haracte r as he 
t rave rse s t he p ark. The 
scenery moves smoothly i n  
eight directions, a feature 
achieved using hardware 
scrolling - somet hing of a 
tec hnical feat on the PC and 
Amiga. The p ark cont ains 
lots of t hings to collect, 
places to go and p uzzle s to 
solve . The computer 
versions require a lot more 
strategy t han t he arcade­
oriented SNES version.  Most 
of the larger dinosaurs also 
have artificial i ntelligence, so 
t h at t hey rec ognise sounds 
and t rac k t he m  down. If you 
run around blasting at any­
t hi ng that moves, y ou 'l l  soon 
fi nd yourself with a large 
audience - certainly in size if 
not in numbe rs. 

techn iques that we re deve l oped for the 
exter io r  sect ions :  'The most i m portant 
th i n g  we 've ach i eved i s  the hardware 
sc ro l l i n g ,  which i s  very d i fficu l t  to do 
co rrect ly  on  the PC and Am iga ;  i t 's  
been done before, but not successfu l ly. 

' We 've used a trebl e-buffered 
edge scro l l :  there 's  a megabyte of 
buffer,  sp l it i nto th ree areas, each 
b igger  than the screen s ize .  W h i l e  you 
d i sp lay one ,  you ' l l  be writ i ng  to 
another ;  the th i rd buffer has noth i n g  
drawn t o  i t  except t h e  background -
everyth i ng beh i n d  the sprites - and the 
data for the edge of the screen i s  con­
stantly u pdated to a l l th ree buffers. 

' It ' s  comp lex  because th i ngs get 
out of sync after a wh i le ,  so you have 
to keep resynchron i s i ng - rough ly  once 
for every screen ' s  worth of scro l l i ng .  

' It took th ree weeks to get  it  u p  
a n d  r u n n i n g ,  b u t  there was a specific 
bug that was a rea l pain to get r id  of. 
U nfortunate l y  it 's  the o n l y  way to get 
a decent arcade game on the P C ,  
there 's  no  other way o f  d o i ng it :  P C  
screen memory is  a joke ! '  

T H X-ap prove d c i nemas _ 
l i ke the E m p i re ,  Le icester Square ­
show off the f i l m 's superb soundtrac k 
and effects; and the game tr ies hard to 
fo l l ow in its overs ize footpri nts. Andy 

p re s c r e e n 

Make too much noise and the artificially intelligent T-rex will home in on 
the ruckus with predictably grisly consequences ...  

M iah demonstrated the game's i ntra 
mus ic :  an atmospher ic ,  su ltry p iece 
that sets the mood perfect ly  as the a l l ­
too-fam i l iar J u rass ic  l ogo  appears. 

' We m i m i c ked the movie 's  mus ic ,  
but it 's  not sam p l ed , '  says Andy. 
' H oweve r,  we did manage to sam p l e  
t h e  T-rex 's  scream stra ight i nto the 
game, and most of the an ima ls  have 
been d ig it ised from the movie .  There's  
5 0 1< j ust for the sounds. '  

The i ngame mus ic  is  equa l l y  
i m pressive,  rap i d l y  a l ter i ng  t o  su i t  the 
onscreen act ion - a feature which is 
becom i n g  i ncreas i ng l y  i mportant i n  
new software. 

S o ,  as l ong as a l l the e lements of 
the game ge I together ,  it I ooks I i ke 
Ocean can l ook  forward to October 
l st ,  which is J u rass ic - and 
j udgement - day for the game. 

Credits 
Amiga exteriors: Andy M iah 

£ 
Amiga 3D interiors: Rob Wa l ker 
PC exteriors: David Chi les 
PC 3D interiors: Les Long 
3D support: Man Sang Ho 
Exterior sprites: B i l l  H arbison 
Exterior sprites: Ray Coffey 
Animation player: Ph i l  Trelford 
Ext backgrounds: Col i n  Rushby 
Ext backgrounds: Jack Wikeley 
Ext backgrounds: Matthew Wood 
lnt backgrounds: J u l i a n  Holtom 
lnt backgrounds: W Lancash i re 
3D raptors: Craig Wh ittle 
3D raptors: Martin McDonald 
3D raptors: Dawn Drake 
Music: Dean Evans 
3D rendering: Steve Wah id 

You can 
climb 
stairs 
and look 
down as 
dreaded 
raptors 
scurry 
past 
beneath 

T-rex takes a closer 
look at lunch - he's not 
bothered about eating 
things off the floor 
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Ris 

'Got a light mate?' 
Graphics from Rise Of The 
Robots are beautifully 
rendered. These 
are the 3D images being 
used in the PC and Amiga 
versions. Let's hope it all 
looks this good, eh? 

Rise of the Robots plays l ike an SF 11 clone, but 

looks very, very d ifferent. With graph ics l ike 

these, who needs gameplay? Edge i nvestigates 

Fo rmat: PC {CD)/Amiga 

Pu b l i sher :  Mirage 

Deve l oper :  I nstinct Design 

Re lease date : 01/12/93 

Size :  1 CD/TBA 

O rigi n :  UK 

t was o n l y  a matter of 
t ime before game 
des igners started us ing  
rea l  3D effects - I i ke 
3D morph ing - as seen 
in f i l m s  l i ke 

Termi nator 2 .  Rise Of The Robots, the 
f i rst game from M i rage ' s  new team of 
i n-house deve l opers,  Instinct Desig n ,  
does j ust that ,  a n d  manages t o  look  a 
b it  spec i a l ,  too_. 

O ne-on-one beat ' em u ps don 't 
usua l ly  re ly  on 3 D  mode l l i ng  software 
and h i gh-qua l ity ray-traced g raphic 
i mages. I n  Rise Of The Robots each 
body part is  mode l l ed i ndependent ly 

from b l uepr ints, and then l i n ked to l et 
the robots an imate conv i nc i ng ly .  The 
an i mat ion i s  stu n n i ng ly rea l i st ic and 
smooth on the P C  vers i on ,  with 
s i m i lar l y  i m p ressive resu l ts prom ised 
from the Amiga vers ion .  

The game a l l evo l ves around 
M etropo l i s 4 ,  a futur ist ic c ity , and the 
E lectrocorp bu i l d i ng where m i l itary 
and i ndustr ia l  robots are 
manufactu red . A l l  hu man staff have 
been rep l aced by a super- i nte l l i gent 
robot - the ' S u perv isor ' - programmed 
to manage the comp lex .  But an ego 
v i rus infects the S u pervisor,  sen d i ng 
h i m  haywi re and power mad. S o ,  the 
company sends in a Cyborg to sort h i m  
out. H e  faces f ive robot adversar ies as 
we l l  as the S u perv isor ,  each one with 
its own arti f ic ia l  i nte l l i gence. 

If  e x - B itmap B rother Sean 
Gr iffiths, who heads the I nsti nct 
Des ign  team , can match these stu n n i n g  
v isua ls  with varied a n d  excit i ng  
game p l ay,  th i s  cou ld  be an very £ 
i nterest ing  prod uct. 

An ego 
virus 
infects 
the 
robot, 
sending 
him 
haywire 
and 
power 
mad 

Some of the robots (left) 
look more like insects 
than anything else 

Not only are the graphics 
well rendered (below), 
they're also superbly 
designed and implemented 



Leg 
Edge takes 

an early look 

at new 

add itions to 

Konami's 

ever-popular 

vampire 

series, 

Castlevania 

The PC Engine game 
contains some really 
gruesome creatures as 
end-of·level bosses 

p r e s c re e n 

d of racula X 
Castlevmia: 00 

Fo rmat:  PC-E CD/MD 

Pu b l i sher :  Konami 

Deve l o per :  In-house 

Rel ease date : TBA 

Size :  Super CD/8Mbit 

O rigi n :  Japan 

oss ib l y  l<onam i ' s  most 
pop u l ar ser ies to date 
is Castlevania, or the 
Legend Of Dracula as 
it's known in J apan,  
and the i r  com mitment 

to m u lt i p l e  formats cont i n ues with the 
lau nch of new vers ions  of Castlevania 

for the PC E ng i ne C D ,  Mega D r ive ,  
a n d  S u per  N E S .  

The t it le  o f  the E n g i ne vers ion  i s  
cur ious ly  b lessed with a n  ' X ' ,  rather 
l i ke Capco m ' s  new Mega Man X game. 
To the u ntrained eye at l east, it l ooks 

. l i ke it 's based on the fi rst Castlevania 

game on the N E S .  B ut it 's i nf in ite ly  
better. I n  fact, if  it matches the  qua l ity 
of l<onam i 's other E n g i n e  re l eases, it 
shou ld  be another essent ia l  pu rchase. 

Together with the M ega Dr ive 
vers i on ,  Vampire l<iller, or 

Castlevania: Bloodlines as 
it ' l l  be known over here , and 
the rumoured Castlevania V 

for the S N E S ,  these games 
amount to noth i ng  l ess than 
a fu l l y-f l edged vam p i re 
assau lt  from l<onam i .  

As l<onam i prepare to 
q u it the E u ropean home 
computer market, i t ' s  
i nterest ing  to note that they ' re sti l l  
comm itted to the J apanese market, 
prod uc ing games for S harp 's  X68000 .  
And g uess what the  latest l<onami 
game i s  to appear on the X68000?  
The Legend Of Dracula. Seems l i ke 
l<onam i rea l ly  l i ke to get the i r  £ 
teeth i nto the Castlevania ser ies.  

The familiar weapons from the other 
versions of Castlevania, such as the 
whip and chains, remain for you to 
use in Legend of Dracula X 

1nes 
The Mega Drive version 
of Castlevania might not 
look too colourful in 
these early screenshots, 
but if it's as 
atmospheric as the 
SNES game it'll be 
worth the wait 

Simon (or is it 
Christopher?) can swing 
from his chain and kick 
the baddies mid-swing. 
Useful for scattering 
the bones of skeletons 

These 
games 
amount 
to a 
ful ly­
fledged 
vampire 
assault 
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p r e s c re e n 

Landstal ker 

Zelda fans will be 
pleased to learn that 
combat is as simple as 
a slash of a sword. 
That's because it's an 
action RPG, you see 

Adol, star of Ys, in his 
home town, Esteria 
(above right) 

Hero Adol (above) has 
to brave the elements 
to save his land. Again 

Format: Mega Drive 
Publ isher: Sega 
Developer: Climax Entertainment 
Release date : Oct ( UK) 
Size : 16 Mbit + BB 
Origi n :  UK 

S ega's 16 meg answer to Zelda 

was extreme ly  we l l  rece ived i n  
J apan when i t  was re leased 

short ly  before C h ri stmas last year. I n  
fact, i t  outso l d  every other M ega Dr ive 
game,  with its i sometric v iewpo i nt 
p rov i ng  espec ia l l y  popu l ar with 
ro l e-p lay i ng game fans over there . 

L andstalker is by C l i max 
E ntertai nment, one of Sega J apan's 
affi  I iate deve l opment teams, and takes 
a more act i on-or ientated approach .  
The game scro l l s  through a wide 
variety of d i fferent env i ronments 
i nc l ud i ng v i l l ages, cast les ,  swamps,  
churches,  caves and waterfal l s .  And 
the q uest and the i nteract ion  are way 
beyond most R PG stuff on the M D .  
T h e  l o ng-awaited E n g l i sh  text vers ion  
wi l l  be  here for the  next i ssue of £ 
Edge.  Look out for the rev iew. 

YS IV 
Format: PC-E CD/SFC/MD-CD 
Publ isher: Various 
Deve loper: Falcom 
Release date : OctjDec TBA 
Size : CD/Cart (unknown)/CD 
Origi n :  Japan 

e rhaps the best PC E n g i ne 
R P  G ever was Ys Books I and 
Il fo r CD R O M .  S i nce then 

we 've had an i nfe r io r  seq ue l  Ys Ill, but 
now Ys IV i s  com i ng .  The f i rst vers i o n ,  
The Dawn Of Ys wi 1 1  appear on  S u p  er  
CD for the  PC-E i n  October,  then on  
S u per  Famicom and  M ega C D . O n  the 
E ng i ne it ' l l  be cal l ed Ys I V: The Dawn 

Of Ys, on the S uper Famicom,  Ys I V: 
Mask Of The Sun. E x pect news £ 
of E ng l ish text vers ions  soo n .  

There are al l  kinds 
of things to do in 
Landstalker. lt's a 
hectic game. This, 
however, is one of 
Ryle's less taxing 
moments though 

See this perspective? it's the 'Diamond-shaped Dimension System 
520', according to eo-designers Sonic Team and Climax Entertainment 

Mario & Wario 
Format: Super Famicom 
Publ isher:  Nintendo 
Deve loper: In-house 
Release date : August 27 (Japan) 
Size :  8 Mbit 
Origi n :  Japan 

B part from Mario Paint, 

N i ntendo have done I itt l e  to 
support the i r  S u per  Famicom 

mouse per iphera l .  Mario and Wario i s  
about to change that. It  puts you i n  
control  o f  a creatu re that has t o  he l p  
M ar io  through the l eve l s .  W h y  does h e  
need you r  h e l p ?  ' Cos h i s  v i s ion  has 
been obscu red by Yosh i eggs th rown by 
Wario .  It l ooks fu n ,  but at its p r ice 
it 's  u n l i ke l y  to have the we ight £ 
of Super Mario Collection. 

Eek! Mario's got a Yoshi 
egg on his head (left). 
The fairy character 
rushes to the rescue 

Move the blocks to make a 
path for Mario to escape. lt 
looks like Rodland. And 
Lemmings 



an early development 
shot from Virtua Racing 
(above). And (right) 
here's what a few more 
month's work has 
produced 

Vi rtua Racing 
Format: Mega Drive 
Publ isher: Sega 
Developer: In-house 
Release date : TBA 
Size: 16 Mbit + BB 
Origi n :  Japan 

V irtua Racing, the convers ion  of 
the state of the art rac ing  
game ,  uses a D S  P c h i p  to 

i mprove the M ega  D r ive's  numbe r  
cru nch i ng a n d  po lygon generat ing .  
There '  1 1  even  be battery backup  for  
keep ing  your  best t i mes. 

I f  the frame rates hold up, th i s  
cou ld  be a game worth wait ing  for. 
Sti l l ,  bear i ng  i n  m i nd what the M ega  
D r ive 's  po lygon hand l i ng ab i l i t ies are 
l i ke ,  it ' l l  have to be an i m press i ve ch i p  
t o  keep screens t h i s  detai l ed £ m oving  at a suff i c ient rate. 

New Scene 
Edge takes an 
early I ook at the 
best Japanese 
games in the 
p i pe l i ne  

Twinbee and Winbee are 
back in ... Action Twinbee. 
Looks cute 

m fter the superb ly deta i l ed but 
shal low vert ica l  scro l l e r ,  Pop 

'n Twinbee, l<onami  have 
taken the characters and put them i n  
A ction Twinbee, a (yawn ) p l atform 
game with s i m i l ar it ies to Sonic. 

And the seque l  to Legend Of The 

Mystical Ninja, or Ganbare G oemon 2 
by i ts J apanese name, is start ing  to 
shape up too. Both wi l l  be shown at 
Famicom S pace Wor ld  '93  in Tokyo 
th i s  m onth . Oh, and even fu rther away 
is Tiny Toons 2 for the S N E S .  

O n e  o f  the many shoot ' e m  u p s  to 
have appeared on the C D  R O M  system 
for the PC E ng i ne was N C S 's 
Macross, a game based on the popu lar 

p re s c re e n 

Wo rl d H e roes 
Format: Super Nintendo 
Pu b l i sher: Sunsoft 
Developer: In-house 
Release date : Oct ( UK) 
Size: 16 Mbit 
Origi n :  Japan 

S unsoft 's  16 meg convers ion  of 
the N eo Geo beat 'em u p  has 
co l o u rfu l g raph ics and smooth 

an i mat ion ,  but after the frenetic 
game p l ay of S F  I! Turbo, its most 
notab l e  feature is its s l ugg i sh pace. 
The bac kdrops are smart enough ,  and 
the spr ites are faithfu l to the arcade,  
but the l ac k  of speed l ets it down 
bad ly.  The or i g i na l  was never a match 
for SF I! anyway. 

It 's  u n l i ke l y  that th i s  wi l l  exc ite 
peo p l e  much ,  a lthough you know £ what beat ' em up fans are l i ke .  

an ime ser ies  i n  J apan,  and the co i n-op 
of the same name. The new game 
that's to appear on the S u per 
Famicom i s  a vers ion  ca l l ed Macross 

Scramble Valkyrie, poss i b l y  l i nked to 
the new co i n-op that su rfaced in J apan 
recent ly .  Zam use are hand l i ng it and 
so far the g raph ics l oo k  rea l l y  g reat. 

N ew games for the N eo Geo are 
s l ow at the moment, with the 2 0 0  meg 
R P G  Chrystalis, and Magician L ord 2 
be i ng she lved in favou r  of beat ' em 
u ps.  The l atest i s  Samurai Showdown, 

and A rt of Fighting 2 is a few weeks 
further down the I i ne .  Some £ th i ngs never change,  do they? 

World Heroes on the 
Super NES. Large 
characters, but, as on 
the Neo Geo, fairly 
shallow gameplay 

' ... "' 93 ' �·· -�· 
.. . ' . ... . . 
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The graphics aren't too 
bad, but it's slow next 
to SF 11 Turbo 

Heavens! A beat 'em up 
for the Neo Geo - it's 
Samurai Showdown 
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P C  & A IVI I G A  S C> FTWA R E 
FOR A FULL LISTI NG PLEASE PHONE 0279 600204 AND ASK FOR A FREE COLO U R  CATALOG U E  

Games marked NOP will not work o n  ASOO Plus, A600 o r  A1 200. Games marked N01 2 will not work o n  the A1 200. 
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. 

CHUCK ROCK 2 HEROQUEST + DD DARK Q OF KRYNN POOLS OF D/NESS SUPER FROG C OF ENCHANTIA WING COMMANDER 1 LOTUS 2 

1 3.99 PC V 256 COL 

LOTUS 3 BODY BLOWS 

20.99 PC V 19.99 PC V 256 COL 

9.99 AM 1 MEG 8.49 AM N012 9.49 AM 1 MEG 9.49 AM 

FLASHBACK 

24.99 PC V 256 COL 

20.49 AM 1 MEG 16.49 AM 1 MEG 2 1 .99 AM 1 MEG 16.99 AM 1 MEG 9.49 AM N012 9.99 AM 1 MEG N012 16.49 AM 1 MEG 

SEGA MEGADRIVE + SONIC 
TWO SEGA J OYPADS 109.99 
SEGA M EGADRIVE + SONIC 1 & 2 
TWO SEGA JOYPADS 129.99 
SEGA M EGADRIVE + 3 GAMES 
TWO SEGA JOYPADS 129.99 SONIC TH E HEDGEHOG, 
EA ICE HOC KEY & JOHN MADDEN (US) FOOTBALL 

SEGA M EGADRIVE + 4 GAMES 
T W O  S E G A  JOYPADS 1-11·� il =11i'l SONIC THE H E D G E HOG, 
REVENGE O F  SHINOBI,  
STREETS OF RAGE & GOLDEN AXE 129 • 99 

MEGA CD FOR MEGADRIVE 
WITH 7 GAMES 
S O L  FEACE, COBRA COMMAND, 
COLUMNS, STREETS OF RAG E, SUPER 
MONACO GRAND PR IX, GOLDEN AXE & 
REVENGE OF SHINOBI 

PLEASE NOTE: MEGADRIVE NOT INCLUDED 249.99 
SUPER N ES + MARIO 
WITH S U P E R  M A R I O  A L L  STARS 
O N E  JOYPAD 109.99 
SUPER N ES + STARWI NG 
WITH STARWING G A M E  
ONE JOYPAD 

SAVE £20.00 109.99 

29.99 
M EGADRIVE GAMES 

688 ATIACK SUB . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
ALEX KIDD IN ENCHANTED CASTLE . . .  16.99 
ALIEN 3 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
ALIEN STOR M . . .  . .  . . . . . . . . . . . . .  1 6.99 
ANOTHER WORLD . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
ARIEL • THE LITILE MERMAID . . . . . . . . . . . .  28.49 
B.O.B. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
BALL JACKS . . . . . . . .  . .  . . .  27.49 
BATMAN RETURNS . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
BATILETOADS . . . .  . .  . . . . . . .  31.99 
BUBSY BOBCAT . . . . . . . . . . . . . . .  29.99 
BULLS VS BLAZERS .. . . .  29.99 
CAPTAIN AMERICA . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
CHAKAN . . . . .  29.99 
CHUCK ROCK . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
CHUCK ROCK 2: SON OF CHUCK . . . . . . . . .  30.99 
COLLEGE FOOTBALL . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
COLUMNS . . . . . . . . .  24.99 
COLUMNS 3 . . . . . . . . . . . . . .  30.99 
COOL SPOT . . . . . . .  . .  . . . . . . . . . . . .  34.99 
CORPORATION . .  . . .  . . . . . . . .  29.99 
CYBORG JUSTICE . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  27.99 
DAVIS CUP TENNIS . . . .  30.99 
DESERT STRIKE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
DONALD DUCK - QUACKSHOT . . .  29.99 
DOUBLE CLUTCH .... . . . . . . . . . . . . . . . . . . . . . . . . . .  27.99 
DOUBLE DRAGON. . .  . . . . . . . .  20.49 
DRACULA . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.99 
DRAGON'S FURY . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
ECCO (DOLPHIN) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
EUROPEAN CLUB FOOTBALL .29.99 
F1 5 STRIKE EAGLE 2 . . . . . . . . . . . . . . . . . . . . . . . .  34.99 
F22 INTERCEPTOR . . . .  29.99 
FATAL FURY . . . . . . . . . . . . . .  35.99 
FATAL LABYRINTH . . .  . .  1 6.99 
FIRE SHARK . . . .  1 6.99 
FLASHBACK . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
FLINTSTONES . . . . . . . .  . .  . . . . .  30.99 
FORMULA ONE RACING .. .. . .  34.99 
GENERAL CHAOS . . . .  35.99 

SUPER NES GAMES 
ADDAMS FAMILY . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.99 
ADDAMS FAMILY 2 - PUGSLEY'S 
SCAVENGER HUNT . . . .  . . . .  .. ...35.99 
AGURI SUZUKI F1 RACING .. . . . . . .  36.99 
ALIEN 3 . . . . . .  . . . .  . . .  . . .43.49 
AMAZING TENNIS.. ... . .  . . . . . . . . . . . . . .  39.99 
ANOTHER WORLD . . . . . . . . . . . . . . . . . . . . . . . . .  36.99 
ASTERIX . .  . . . . . . . . . . . . . . . . . . . . . . . . .  . .  . . . .  39.49 
AXE LAY . . .  . . . . . . . . . . . . . .  36.99 
B.O.B. . . . . . .  . . . .  . . . . . .  .. . .  . . . . . . . . . . . . . .  39.99 
BATMAN RETURNS . . . . . . . . . . . . . . . . . . . . . . . . . .  39.99 
BATILECLASH (SCOPE 6 GAME) .32.49 
BLUES BROTHERS .. . . . . . . . . . . . . . . . . . . . . . . . .  36.99 
BUBSY BOBCAT . . . . .  32.99 
CHESSMASTER . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.99 
CYBENATOR .. . . .  . .  . . . . . . . .  39.99 
DESERT STRIKE . . . . . .  36.99 
EXHAUST HEAT . . . . . .  37.99 
F-ZERO . .  . . . . . .  . . . . . .  . . .  . . . . .  . .  . . . .  . .. . .. . . . .  32.49 
GODS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  44.99 

GHOULS N GHOSTS . . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 
GLOBAL GLADIATORS (MC KIDS) . . . . .  35.99 
GOLDEN AXE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  16.99 
GOLDEN AXE 3 . . . . . . . .  . .  . . . . . . . . . . .  30.99 
GRANDSLAM TENNIS . . . . . . . . . . . . .  30.99 
GUNSTAR HEROES . . . . . . . . . . . . .  30.99 
GYNOUG . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  16.99 
HARDBALL 3 . .  29.99 
HAUNTING . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  34.99 
HOOK. . . . . . . . . . . . . . . . .  . .  . . . . . . . . . . . . . . . . .  30.99 
INDIANA JONES . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
JACK NICKLAUS POWER 
CHALLENGE GOLF . . . . . . .  29.99 
JAMES POND 3 . . . .  . . .  . . . . . . .  35.99 
JOHN MADDEN '93 . . . . . . . . . . . . . . . . . . . . . . . . . . 29.99 
JOHN MADDEN AND EA ICE HOCKEY 30.99 
JUNGLE STRIKE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
JURASSIC PARK . . . . . . . . . . . . . . . .  .. . . . . .  35.99 
KING OF THE MONSTERS . . . .  . .  . . . . .  29.99 
LEMMINGS . . . . . . . . . . . . . . . . . . . . . . . . .  . . .29.99 
LOTUS TURBO CHALLENGE . .. .29.99 
MAZIN WARS . . . . . . . . . . . . . . . . . . . . . .  30.99 
MEGA-LO-MANIA . . . . . . . . . . . . . . . .  ...35.99 
MERCS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  16.99 
MIC KEY AND DONALD . . . . . . . . . . . . . . . . . . . . . . .  29.99 
MICKEY MOUSE . . . . . . . . . . . . .  . . . .  . .. . . . . . . . . .  29.99 
MICRO MACHINES . . . . . . . . . .  . .  . . . .  27.99 
MIG 29 FIGHTER PILOT . . . .  . .. . . .  30.99 
MOONWALKER . . . . . . . . . . . .  . .  ... 16.99 
MORTAL KOMBAT . . . . . . . . . . . . . . . . . . . . . . .  40.99 
MUHAMMAD ALl BOXING ..  . .  ... 35.99 
MUTANT LEAGUE FOOTBALL . . .  29.99 
NHL ICE HOCKEY .. . . . . . . . . . . . . . . . . . . . . . . . . . . .  27.99 
NHL ICE HOCKEY '93 . . . . . . . . . . . . . . . . . .  21 .99 
OLYMPIC GOLD . . . . . . . . . .  29.99 
OUTRUN 2019 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  31 .99 
PGA GOLF 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
POPULOUS . . . . . . .  . .  . . . . . . . . .  19.99 
POPULOUS 2 . .  . .  . .  . . . . . . . . .  35.99 
POWERMONGER . . . . .  29.99 
RAMBO 3 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  16.99 

INTERNATIONAL TENNIS TOUR . . . . . . . . .  41.99 
JIMMY CONNORS' PRO TENNIS TOUR 37.49 
JOE & MAC - CAVEMAN NINJA . . . . . . . . .  42.99 
JOHN MADDEN '93 . . . . . . . . . . . . . . . . . . . . . . . . . . .  34.99 
JURASSIC PARK (DUE OCTOBER) . . . . . .  35.99 
KICK OFF. . . . . . . . . . . . . . . . . . . . . . .  .. . . . . . . . . . . . .  35.49 
KING ARTHUR'S WORLD . . . . . . . . . . . . . .  36.99 
KRUSTY'S FUN HOUSE . .. . . . . . . . . . . . . . . . .  36.99 
LEMMINGS . . . . . . . . . . . . . . . . . .  40.99 
LOST VIKINGS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.99 
MAGIC SWORD . . . . . .  . .  . . . . .  40.99 
MARIO ALL STARS . . . . . . . . . . . . . . . . . . . . . . . . . . .  40.99 
MARIO AND WARIO . . . . . . . . . . . . . . . . . . . . . . . . . . .  48.99 
MARIO PAINT WITH MOUSE . . . . . . . . . . . . . . .  48.99 
MIC KEY'S MAGICAL QUEST . . . . . . . . . . . . .  48.99 
MORTAL KOMBAT . . . . . . . . . . . .  48.99 
MYSTIC QUEST . . . . . . . . . . . .  . .  . . . . . .  32.99 
NHLPA '93 ICE HOCKEY . . . . . . . .  34.99 
NIGEL MANSELLS .. . . . . . .  32.99 
ON THE BALL.... . .  . . . . . .  37.99 
PEBBLE BEACH GOLF . . . . . . . .  40.99 

RANGER-X . .  . . . . . .  . . . . . . . .  . .  . . . . . . . . . . .  30.99 
REVENGE OF SHINOBI. . .  . . . . . . . . . . .  1 6.99 
ROAD RASH . . .  . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
ROAD RASH 2 . . . . . . . . . . . . . .  . . . . . .  . . . . . .  . . .  . . .  29.99 
ROBOCOD (JAMES POND 2) . . . . . . . . . . . . . . .  29.99 
ROCKET KNIGHT ADVENTURES . . . . . . . . .  34.99 
ROLO TO THE RESCUE . . . . . . . . . . . . . . . . . . . . .  29.99 
RUGBY 2 . . . . . . . . . . . . . . . . . . . . . .  ..30.99 
SENNA SUPER MONACO ..  29.99 
SHADOW OF THE BEAST 2. . .  . . . . . .  29.99 
SHINING FORCE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  38.99 
SHINOBI 3 (RETURN OF 
THE NINJA MASTER) . .  29.99 
SIDE POCKET . . . . . . . . . . . . . . . . . . . . . . . .  27.99 
SONIC 2 . . . . . . . . . . . . . . . . . .  . .  . .  29.99 
SPEEDBALL 2 . . . .  . . . . .  . .  . .  1 9.49 
SPIOERMAN . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 6.99 
STEEL TALONS . . . . . . . . .  .. . . . . . . . . . . .  29.99 
STREETS OF RAGE . . .  . .  . . . . . . . . .  21  .99 
STREETS OF RAGE 2 . . . . . . . . . .  34.99 
STRIDER . . . . . . . . . .  19.99 
STRIDER 2 .... . . . . . . . . . . .  . .  . . . . .  35.99 
SUMMER CHALLENGE . . . . . . . . . . . . . . . . . . . . .  29.99 
SUNSET RIDERS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
SUPER HANG ON . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  16.99 
SUPER KICK OFF . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  34.99 
SUPER OFF ROAD RACER . . . . . . . . . . . . . . . . . .  19.99 
SUPERMAN . . . . . . . .  . . . . . .  . . . . . .  . . . . .  . .  . . . . .  35.99 
SWORD OF VERMILLION . . . . . . .  . .  . . . . .  26.99 
TALESPIN . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  28.49 
TAZMANIA . . .  . . . . . . . . . . . . .  : . . .  28.99 
TECHNO CLASH . . . . . . . . . . . .  . . . . . . . .  35.49 
TECMO CUP SOCCER . . . . . . . . . . . . . . . . . . . . . . . .  30.99 
TEENAGE MUTANT HERO TURTLES ... 34.99 
TERMINATOR . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  26.99 
TERMINATOR 2 (MENACER 
LIGHT GUN GAME) . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
TESTDRIVE 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  20.99 
THUNDERFORCE 4 . . . . . . . . . . .  29.99 
TINY TOONS . . . . . . . . . . .  .. . . . . . . . . .  29.99 
TOE JAM AND EARL . . . . . . . . . . . .  23.99 

PGA TOUR GOLF . . . . . . . . . . . .  36.99 
PILOT WINGS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.49 
POP 'N' TWINBEE . . . . . . . . . . .  39.99 
POWERMONGER . . . . . . . . . . . . . . . . . . . . . . . . . . . .  42.99 
PRINCE OF PERSIA . . . . . . . . . . . . . . . . . . . . . . . . . . .  40.99 
ROAD RUNNER (LOONEY TUNES) . . . . . .  40.99 
SIM CITY . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.49 
SPIOERMAN AND X MAN . . . . . . . . . . . . . . . . . .  39.99 
STARWING . . . . . . .  . .  . . . . . . . . . . .  39.99 
STREETFIGHTER 2 . . . . . . . . . . . . . . . . . . . . . . . . . . .  54.99 
STRIKER . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  39.99 
SUPER GHOULS AND GHOSTS . . . . . . . . .  32.49 
SUPER GOAL . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  36.99 
SUPER MARIO KART .. . .  . .  . . . .  32.49 
SUPER MARIO WORLD . . . . . . . . . . . . . . . . . . . . .  36.99 
SUPER NBA BASKETBALL . . . . . . . . . . . . . . .  40.99 
SUPER OFF ROAD RACER . . . . . . . . . . . . .  36.99 
SUPER PANG . . . . . . . . . . . . . . . .  . .  . . . . . . . . . . .  40.99 
SUPER PAROOIOUS . . .  . . .40.99 
SUPER PROBOTECTOR .. .  36.99 
SUPER PUTIY . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  41 .49 

TOKI . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  16.99 
TRANCER BANKER . . . . . . . . . . . . . . . . . . . .  29.99 
TURBO OUTRUN .. .. . . . . . . . . . . . . . . . . . . .  16.99 
TURRICAN . . . . . .  . . . . .  . .  . . . . . . . . . . . . . . . . . . .  26.99 
ULTIMATE SOCCER . . . . . . . . . . . . . . . . . . . . . . . . . . .  30.99 
WARPSPEED . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  25.99 
WIMBLEDON TENNIS . . . . . . . . . . . .  30.99 
WINTER GAMES ... . .  .. . . . . . . . . . .  17.99 
WIZZIE 'N' LIZZIE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  34.99 
WONDERBOY IN MONSTER WORLD .. .  29.99 
WORLD CLASS LEADERBOARD . . . . . . . . .  29.99 
WORLD CUP IT ALIA 90 . . . . . . . . . . . . . .  16.99 
WRESTLE WAR . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  15.99 
WWF WRESTLEMANIA . . . . . . . . . . . . . . . . . .. . . . . .  21 .99 
X·MEN . . . . . . . . . . . . . . .  29.99 
ZERO WING . . . . . . . . . . . . . . .  1 6.99 

M EGA CD GAMES 
AFTERBURNER 3 . . . .  . . . . . .  . . . .  . .  . . . . . . .  3·1 .99 
BATMAN RETURNS . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
BLACK HOLE ASS . . . . . . . . . . .  31 .99 
CHUCK ROCK . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  31 .99 
CHUCK ROCK 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.99 
ORACULA . . . . . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . . . .  31 .99 
FINAL FIGHT . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  31 .99 
HOOK . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  31 .99 
JAGUAR XJ220 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
MUSIC VIDEO 2: INXS . . . . . . . . . .  31 .99 
NIGHT TRAP (2 COS) 
RATED 15 YEARS OR OVER . . . . . . . . . . . . .  38.99 
PRINCE OF PERSIA . . . . . . . . . . . . .  33.99 
ROAD AVENGER . . . .  31.99 
ROBO ALESTE . . . .  . . . . . . . . . . . . . .  31 .99 
SEWER SHARK . . . . . . . .  . .  . . . . . . . . . . . .  42.99 
SHERLOCK HOLMES . . . . .  . . . . . . . . . .  35.99 
SHERLOCK HOLMES 2 . .. .. . . . . . . . . . .  35.99 
THUNOERHAWK... . . .  . . . . . . . . . . . . . . . . . . . . . .  32.99 
TIME GAL . . . . .  .. . . . . . . . . . . . . . . . . . . . . . .  31 .99 
WOLF CHILD . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
WONDER DOG . . . . . . . .  . .  . .  31.99 

SUPER SMASH TV . . . . . . . . . . . . . .  36.99 
SUPER SOCCER ... .. . . . . . . . . . . . .  32.49 
SUPER STAR WARS . . . . . . . . . . . . . . . . . .  40.99 
SUPER STRIKE EAGLE . . . . . . . . . . . . . . . . . . . . .  41 .99 
SUPER SWIV . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  38.99 
SUPER TENNIS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.49 
SUPER WWF WRESTLEMANIA . . . . . . . . . . . .  39.99 
TAZMANIA . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  44.99 
TESTDRIVE 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  31 .49 
TINY TOON ADVENTURES • 
BUSTER BUSTS LOOSE . . . . . . . . . . . . . . . . . . . . .  39.99 
TOM AND JERRY . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.49 
TRODDLERS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  34.49 
UL TRAMAN ..  . . .  . .  . . .  .27.99 
UN SQUADRON . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  40.99 
VEGAS STAKES .. . . .  32.99 
WARPSPEED . . . . .  34.99 
WING COMMANOER . . . . . . . . . . . . . . . . . . . . . . . . . . .  40.99 
WORLD LEAGUE BASKETBALL . . . . . . . . .  32.49 
WWF ROYAL RUMBLE . . . . . . . . . . . . . . . . . . . . .  54.99 
ZELDA 3 · LINK TO THE PAST . . . . . . . . . .  32.49 



NEW MEMBERS DISCOUNT • EXTRA £2.00 OFF 
New members deduct £2.00 from any one item ordered as you join. (Offer closes 30.9.93) 

WITH BUILT-IN TV 
MODULATOR, MOUSE, 

WORKBENCH 2.0, 1 MEG 
RAM EXPANDABLE T010 

MEG, 1 YEAR IN-HOME 
SERVICE WARRANTY, FREE 

LEMMINGS\GAME AND 
DELUXE RAINT 3. 

174.99 
COMMODORE AMIGA 

A4000/030 2/80 

COMPUTER FOR HOME & 
PROFESSIONAL USE. 

WITH 80 MEG INTERNAL 
HARD DRIVE, POWERFUL 

68030 PROCESSOR (25Mhz), 
2 MEG RAM, 

1 YEAR IN-HOME 
WARRANTY, WORKBENCH 

3.0 AND MOUSE. 
MONITOR NOT INCLUDED. 

OME SOFTWARE IS NOT COMPATIBLE 

929.99 
CITIZEN 1200+ 9-PIN 

MONO PRINTER 
80 COLUMN , 144 CPS/25NLQ, 2NL0/1 
DRAFT FONT, 2 YEAR WARRANTY 
FREE PRINTER LEAD 124.99 

CITIZEN SWIFT 90C 9-PIN 
COLOUR PRINTER 

9 PIN, 80 COLUMN 240CPS/54NLQ 6NLQ 
FONTS, 2 YEAR WARRAri.TY 
FREE PRINTER LEAD 164.99 

CITIZEN 200 24-PIN 
COLOUR PRINTER 

WITH COLOUR KIT, 24 PIN, 80 COLUMN 
216CPS/72LQ6 LQ/1 DRAFT FONT, AUTO 
SET FACILITY,INPUT DATA BUFFER, 
AUTO PAPER LOADING, ENVELOPE 
PRINTING, 2 YEAR WARRANTY 
FREE PRINTER LEAD 216.99 

CITIZEN 240C 24-PIN 

COLOUR PRINTER 
WITH COLOUR KIT, 24 PIN, 80 COLUMN, 
240CPS/80LQ 9 LQ/1 DRAFT FONT, 2 
YEAR WARRANTY 259 99 
FREE PRINTER LEAD e 

CANON BJ-10SX BUBBLE 
JET PRINTER 

64 NOZZLE, 80 COLUMN, 110LQ CPS 
2LQ/3 DRAFT FONT, 1 YEAR WARRANTY 
FREE PRINTER LEAD 215.99 

PACK OF 50 27.99 

-

"'!> ....... w,>·':�, 
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COMMODORE 

AMIGA CD-32 

COMMODORE AMIGA A1200 LEMMINGS PACKS 
THE LATEST & HOTTEST 

CD BASED CONSOLE WITH 
A1200 POWER 

256,000 COLOURS FROM 
16 MILLION, FAST 68020 

PROCESSOR, 2MB RAM, 11 
BUTTON JOYPAD 

MOUSE, BUILT-IN TV MODULATOR, 
2 MEG RAM EXPANDABLE TO 10 MEG, WORKBENCH 3.0, 

32 BIT MOTOROLA 68020 PROCESSOR RUNNING AT 14 
MHz. NEW AGA GRAPHICS CHIPSET, 

CAN PLAY AUDIO CD'S 
AND CD+G DISCS 

EXPANSION CAPABILITIES 
FOR FULL MOTION VIDEO 

LARGE SELECTION OF 

1 YEAR IN-HOME SERVICE WARRANTY, 
FREE LEMMINGS AND DELUXE PAINT 3 

COMMODORE A1200 2/0 COMMODORE A1200 2/80 
LEMMINGS PACK LEMMINGS PACK 

WITH 80 MEG HARD DRIVE GAMES DUE VERY SOON. 

259.99 499.99 285.99 
GOLDSTAR 14"COLOUR 

TELEVISION/MONITOR 
WITH REMOTE CONTROL 

COMMODORE 1 084ST 

COLOUR STEREO MONITOR 
FOR ANY AMIGA 

189 99 & SCART INPUT 154 99 FREE SCART LEAD e 
1 YEAR WARRANTY e 
OFFICIAL UK VERSION 

(STATE SNES, SEGA OR AMIGA) FREE AMIGA MONITOR LEAD GIVES PI XEL PERFECT PICTURE & FREETILT AND SWIVEL MONITOR STAND 

SONY 14" FST COLOUR TELEVISION/MONITOR 
MODEL KVM1400WITH REMOTE CONTROL 

FREE SCART LEAD (STATE SNES, SEGA, AMIGA or ST) 

D £20 OFF AN ITEM OFFER 
£20 OFF OUR PRICE OF ANY ITEM (OR THE TOTAL 

OF SEVERAL ITEMS PURCHASED AT THE SAME TIME AS THIS SONY TV 

199.99 
AVAILABLE IN 

GREY OR WHITE 
SONY TV/MONITOR ENABLES MONITOR QUALITY PICTURE 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. INCLUDES LOOP AERIAL. SUPERB QUALITY. 

CHEETAH BUG 
JOYSTICK (AMIGA 

FORMAT GOLD) 
13.99 

COMPETITION PRO 
EXTRA JOYSTICK 

(CLEAR BASE) 
10.99 

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 

MINI COMPETITION 
PRO 5000 JOYSTICK 

12.99 

MINI COMPETITION 
PRO STAR JOYSTICK 

WITH AUTOFIRE 
15.99 

��"""'-.:·!<�� ,.< • <>,>1'"1 
I � - -

-
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QUICKJOY FOOT PEDAL FOR AMIGA OR ST. 
TRANSFERS ANY JOYSTICK FUNCTIONS TO 
FOOT PEDALS. IDEAL FOR FLIGHT AND CAR 
SIM'S. COMPATIBLE WITH MOST AMIGA AND 

ATARI ST GAMES AND CAN WORK IN 
CONJUNCTION WITH FOOT PEDAL. ...... 19.99 

QUICKJOY JET 
FIGHTER JOYSTICK 

11.99 

QUICKJOY QJ1 
JOYSTICK 

(MICROSWITCHED) 
7.99 

QUICKSHOT 155 
AVIATOR 1 JOYSTICK 

23.99 

SPEEDKING 
ANALOGUE JOYSTICK 

FOR AMIGA (FOR 
PROPORTIONAL 

CONTROL ON 
SUITABLE 

SOFTWARE) 
12.99 

SUPER PRO ZIP STICK 
JOYSTICK FOR AMIGA 

OR ST WITH 
AUTOFIRE FUNCTION 

12.99 

FOR A FULL 

LISTING OF 

PERIPHERALS 

FOR AMIGA 

AND PC 

PLEASE 

PHONE FOR 

A FREE 

COLOUR 

CATALOGUE 

ON 

0279 600204 

ALFA MEGAMOUSE 1 
FOR AMIGA OR ATARI 
ST. AWARD WINNING 

DESIGN. BEST FOR 
DESIGN/ART 
PACKAGES 

14.99 

FOR AMIGA 300 DPI, 
NO MOVING PARTS, 

EXTREMELY SMOOTH 
AND RELIABLE 

MOUSE. 
29.99 

DRAGON MOUSE FOR 

AMIGA 280 DPI. 
12.49 

ZYDEC TRACKBALL 
22.99 

MOUSE MATS 
JUNGLE SCENE 

DOLPHIN SCENE 
5.99 EACH 

MOUSE MAT (PLAIN) 
4.99 

We only supply official UK products. Official 
suppliers of all leading brands. We sell games and 

peripherals all at amazing prices for Megadrive, 
Master System, Game Gear, Super NES, 

Gameboy, NES, Lynx, Amiga, Atari ST, PC, CD 
ROM and Apple Mac. And we sell T-shirts and 

cuddly toys! 
Special Reserve Club Shop at The Maltings, 

Sawbridgeworth, Herts. Open to 7pm Weekdays 
and to 5pm Saturdays. 

.... 
S� RMe�we �ea.# kw.e aiL ihu .. ea.# 'lf6U? 
@READ "NRG" Regular Club Magazine 

6 CHOOSE from our Huge Selection 
� 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 iust £4.99 
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'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi­
monthly only to Special Reserve members. NRG contains: 

1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 
2. Reviews in colour and latest information 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 £180 a year 
7. £60,000 worth of prizes per year in our FREE-to-enter BIG 
TARGET COMPETITIONS. That's £10,000 worth in every issue of 
NRG, exclusive to members. 

That's why over 160,000 people have lolned Special 
Reserve, the biggest games club In the World! 

0279 6002.04 
9am to 8pm Weekdays, 9am to 5pm Saturday, 1 Dam to 5pm Sunday 

1 Oam to 5pm Bank Holidays. Order/Confirmation/Receipt sent for every order. 
THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS. 
You can also Fax your order to us on: 0279 726842 

We pride ourselves on our after-sales service. (18 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: Inter-Mediates Ltd, 2 South Block, The Maltings, 

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 UK mainland addresses. 
MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 

TRIAL ANNUAL WITH FREE 
MEMBERSHIP MEMBERSHIP HARD BINDER 

UK MEMBERS 4.99 7.99 14.99 
OVERSEAS EC MEMBERS 6.00 10.00 20.00 
OVERSEAS WORLD MEMBERS 7.00 12.00 24.00 
r--wE ONLY su'PP'LY-MEMBERs 'Bu'T Y"ou CAN ORDER As vou jOiN--, 
I THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS 
: (PLEASE PRINT IN BLOCK CAPITALS) EDGE 

I 
1Name _____________________ _____________ __ 
I 

: Address. ______ _________________________ _ 

I 
1---------------------------------------
1 : Postcode ______ _ _ 

: Phone Machine. __ ___________ __ 

: Enter membership number (if applicable) or 
I NEW MEMBERSHIP FEE IANNUAL UK 7.99) 
I 

: item 

: item 
I 
: item 

: item 

! ALL PRICES INCLUDE UK POSTAGE & VAT I L. £ 
________ 

___, 

: Cheque/P.O./Access/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 Card 

: expiry date ___ Signature _________ __ 

: cheques payable too SPECIAL RESERVE 
1 P.O. BOX 847, HARLOW, CM21 9PH 
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You 've heard about it .  You 've seen 

the p ictu res . . .  But don 't be l ieve a l l  

you 've read about 3 00 .  Edge looks 

beyond the hype and asks: is  300 
rea l ly the u lti mate C D  games 

mach i ne, or  is  it j u st vapou rware? 

____ 
ea ? 



'There's never 
been a rise 
in performance 
of 50 times 
l ike this' 

Trip Hawklns, boss of the 3DO Company 

' I  pressed the 
Disc Eject 
button. There 
wasn't even a 
disc in the 
player tray' 

Barry Fox, journalist 

t e c h v i e w :  m u l t i m e d i a  

3 0 0 

Trip Hawklns, 3DO Company boss ... 
can his machine match his dream? 

hat exact ly  is 3 00 ?  
F i rstl y  i t ' s  a D i g ital 
I nteract ive M u lt i p l ayer -

B ut 3 D O 's more than that. 
I t ' s  a l so the name of the 
Cal i forn ian com pany beh ind  the 
mach i ne.  The 3 00 Company is 
the ch i l d  of Trip Hawkins,  
ex-pres ident and ch ief executive 
of Electronic Arts. The com pany 
has yet to sh i p  a s i ng l e  product, 
yet its f i rst share offer val ued it 
at $ 3 0 0  m i l l i on .  

3 DO ' s  ra ison  d ' etre i s  its 
potent ia l  to become a standard. 
Remember how V H S beat 
Betamax and V ideo 2 0 0 0  in the 
race towards a standard for home 
v ideo? Wel l ,  3 00 wants to be the 
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a powerfu I C 0-based home 
e nterta inment system that wi  1 1  
cost about $ 7 0 0 .  

T h e  3 00, be i ng made by 
Panasonic, is schedu l ed to h it 
the States in October. 

V H S of i nteractive entertai nment, 
and it has secu red the cruc ia l  
bac k i ng of EA,  AT& T,  Time 
Warner ,  Matsush ita and M CA. -+ 

a 
t the Chicago 
Consumer 
Electronics Show 
in June, Trip 

Hawkins, The 
300 Company's 

charismatic leader, sold 300 to 
the games industry. And he sold it 
just as hard and impressively as 
people had expected him to. 

Heads did indeed nod, jaws 
duly dropped and software 
companies positively purred over 
the multitude of development 
opportunities. And while most 
agreed that this looked like the 
future of interactive entertainment, 
some suspected they were being 
taken for a ride. And not just on 
the 300 publicity bus. Hardware 

wasn't finalised and yet systems 
were shown running games, and 
some of 300's technical claims 
seemed to go just a little too far. 
Was industry golden boy Hawkins 
trying to pull the wool over 
people's eyes? 

While 300 stole a hefty 
chunk of Sega and Nintendo's 

glory at CES, it's no secret that the 
majority of 300 software running 
at the CES was actually being 
generated by Apple Mac Quadras 
(the same workhorse used to 
design Edge, no less). Ah, but 
300 wanted it to remain a secret, 
all the same. 

After all, you don't wimp out 
just because your demo units 
aren't finished in time for the 

show. You fake it. Or simulate it. 
Think about the irony. Fast, 

exciting 300 games on display 
everywhere, and not a single 
fully-working 300 unit in sight. 

Spectrum 
Holobyte boldly 
goes onto 3DO 
with Star Trek: 
The Next 
Generation 
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t e c h v i e w :  m u l t i m e d i a  

D 
RF 
Composite video 
S-video 

4� 
32-bit 

16-bit 

• ' ' 
• 
• 

Intelligent simultaneous 
processing units 

Additional IPU's can be 
plugged in here 
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D-dr-iv-e-s, 

hard disks, 
modems • . .  

t 32-bit t 32-bit 

tL----_1 __ · "I* 

15 �1 
Double speed 
CD-ROM drive 

Control pad, 
3D goggles, 
headphones, 
keyboard . . .  

3DO's architecture is a mixture of 32-bit RISC processing supported by a Direct Memory Access engine for 
high-speed data movement, and a pair of custom animation engines that work independently of the CPU. 
These produce high-resolution images that can be warped and then lit from any direction. Impressed? 

+- The  b o l d est c la im  
3 00 have made, i s  that the i r  
hardware is  ' 5 0  t imes faster 
than conventi ona l  1 6-bit  
systems ' .  And the strangest 
th i n g  i s ,  no-one seems to be 
q uesti o n i n g  it ;  j u st be l iev i n g  it ,  
and te l l i ng  others they 'd  better 
be l i eve it too. But with 3 00 
s k i rt i ng  arou nd the edges of . 
techn ical  detai l s ,  a more 

deta i l ed analys is  is the o n l y  way 
to put th i ngs in perspect ive.  So  
just how powe rfu l  i s  3 0 0?  

sound  m uch at  1 2 ·5 M H z ,  it 's  a 
true 3 2 -bit ch i p  and it wi l l  
execute most i nstruct ions  i n  
one ,  somet imes two cyc l es. For  
a speed compar ison ,  the  A R M 6  
i n  the 3 0 0 i s  rough ly  equ iva lent 
to an I nte l 486 runn i n g  at 

• 

32-bit RISC p rocessor 
The R I S C  ( Reduced I nstruct ion  
S et Com puter )  Central 
Process i n g  U n it used in the 
3 0 0  i s  cal l ed the A R M 6  and 
has also been used in the Acorn 
A rch i medes home computer. 
W h i l e  the c l ock speed doesn 't 

3 3 M  H z . P retty damn fast. 
There are some d ifferences. For  
a start, a 486's  speed i s  
h i ndered by  th i ngs the  300 just 
won 't have to th i n k  about. 

In fact, the only units that did 
manage to run something during 
the show were 'single-task' 
machines running things like 
CinePak video demos. 

And it wasn't just 3DO who 
were cheating. Journalist Barry 

Fox describes the Panasonic stand 
at CES, 'A Panasonic player was 
running a car race game and the 
demonstrator told me it was a 
'working' player. I pressed the Disc 
Eject button. There wasn't even a 
disc in the player tray. The wires 
from the joypads looked as if they 
went into the backs of the players. 
In fact, they went through holes in 
a partition just behind the backs of 
the players. From there they ran to 
Apple Quadras.' 

After the CES Trip Hawkins 
insisted that 'things were 
unfinished,' and when quizzed 
about the computers, he admitted 
that the demonstrations at Chicago 
had relied on Quadra development 
systems and on players capable of 
performing only single tasks. But he 
also stressed that the players 
shown at the CES did not contain 
the 'final chipset'. But Panasonic in 
the US claimed the players were 
'final prototypes' and 'complete', 
and only the program software had 
come from the hidden Quadras. 

The 3DO hardware was far 
from being finalised even by the 
time the Chicago CES took place 
back in June. And rather than 
showing towering stacks of 

T h i ngs  l i ke a R A M  cache,  
segment arch itectu re,  and 
hav i ng  to run  I nte l ' s 8 088-
compati b i l ity code - al l these 
have to be factored i nto speed . 
3 D O ' s  R I S C  arch itectu re a l l ows 
it to streaml ine  a l ot of the 
things a 486 or  any other  
I ndustry Standard ArchJtecture 
< I S A )-based processor i s  
burdened with. 

And what 's  more ,  3 D O ' s  got 
some n ifty g raphics hardware in 
the fo rm of the twin  ce l l  
eng i nes. N ow these are fast -
faster even than the 3 DO ' s  
R I S C  p rocessor. 

As for that e l us ive '50 ti mes 
faster '  factor,  the 1 2 ·5 M H z 
c l ock speed of 3 0 0  copes with 
about six m i l l i on i nstruct ions 
per second - making  it i n  raw 
numbers about s ix  ti mes faster 
than the S N E S and M ega D rive 
C P U .  Not 5 0  ti mes faster. 

Ani mat ion  processors 
The key to the system ' s  h i gh­
performance arch itecture is  a 
spec ia l i sed pai r of an i mat ion 
eng i nes,  that can , i t 's  c l a imed,  
d i sp lay or move u p  to 64 
m i l l i on p ixe l s  per second.  
That ' s  compared to the mere 
one m i l l i on p ixe l s  per second 
average of 1 6-bit  systems,  and 
the th ree m i l l i on  p i xe l s  per 
second ave rage of 3 2 -bit 
systems. These eng i nes organise 
the graph ics i nto 'an i mat ion 
ce l l s '  s i m i lar  to the g raph ics 
e n g i ne in the Atar i  Lynx.  

3 DO ' s  an i mat ion ce l l s are 
h i gh reso l ut ion ,  fu l l  co lour  
i mages, that can  be moved, 
sca led ,  rotated, warped , 
textu re-mapped , l i ghtsou rced 

computer hardware 'supporting' 
their unfinished little black boxes -
and thus potentially undermining all 
their surefire claims about the 
3DO system meeting its launch ­
things got a little bit sneaky and 
underhand. Besides, very few 

One of the many 3D texture-mapped 
games being demonstrated at the 
CES - Grease And Grunge 



and even made transparent with 
the aid of 3 DO ' s  C i nematic 
Software Too l s. These ce l l  
e n g i nes draw the i mages wh i l e  
the R I S C  C P U  ca lc u l ates where 
the i mages are g o i ng .  For  pure 
po lygon  generation  as seen i n  
games l i ke Starfox, and 
textu re-mapped 3D as seen in 
th ings  l i ke Forgotten Castle, 

3 DO is excepti ona l l y  fast. 

D M A  Engine 
One of 3 DO ' s  strongest featu res 
is  its D M A  eng i ne. D i rect 
M emory Access enab les  the 
system to sh ift around huge 
chunks of data with i n  i ts  th ree 
megabytes of memory without 
using the C P U .  And 3 D O can do 
it faster than 1 6-bit techno l ogy. 

I f  you ' re doing ' norma l '  
D M A ,  3 D O can move about 
six megabytes a second ,  
com pared to 2 ·6  megabytes a 
second on 1 6-bit ,  such as the 
S N ES - two-th ree t i mes faster. 
H owever ,  3 DO has someth i ng 
cal l ed ' S port D M A '  which 
m oves l on gwards i n  a cyc l e .  
Th i s  means that i nstead of  the 
D M A  mov ing data at 1 2 · 5 
megabytes a second ,  it moves at 
fou r  t i mes that - 50 megabytes 
a second .  

I n  fact, th is  is  the on ly  
eq uat ion  w ith  a 5 0  i n  it ,  and it 
sti l l  i s n 't 5 0  t imes faster than 
the D M A speeds of 1 6-b it 
techno l ogy, j ust 20 ti mes. 

Video d isp lay 
N ow, th i s  is  rea l ly  m i s l ead i ng .  
O n  paper ,  3 DO c la ims  that the 
system i s  capab l e  of a 
reso l ut ion  of 640x480 p i xe l s. 
T h i s  j ust i sn ' t  true.  3 DO o n l y  

people bothered to  ask any 
awkward questions. 

3 DO is still scheduled for an 
October release but there are 
doubts about the company's 
chances of achieving it. In the 
words of one 300 developer, ' If 
The 300 Company make their 
October deadline it will be a 
miracle, honestly. For it to ship in 
September, Panasonic should be 
manufacturing 300s now [and this 
was July]. You can't manufacture 
something that ain't finished.' 

And with the RAM being 
boosted from two to three 
megabytes in late July, the system 
was hardly what you'd call finished. 

t e c h v i e w :  m u l t i m e d i a 

'I don't think it's too early' says Trip Hawkins, CEO of The 3DO Company. 'The technology is good enough to 
take a sufficient leap forward at a reasonable price. I know it's going to work.' For his sake, it had better ... 

has a 3 2 0x240 v ideo memory ,  
not 640x4 8 0 ,  but  it i s  capab le  
of looking l i ke 640x480.  The 
hardware cheats by compar ing  
adjacent p i xe l s  and p rodu c i ng a 
new, i ntermed i ate p i xe l  
( h o r izonta l ly  and vertica l l y )  by 
averag ing  the two c o l o u rs. If 
you have a b l ac k  and wh ite 
p i xe l  next to one another ,  the 
new p ixe l  wou l d  be g rey. 

By anti-a l ias i ng  the p i xe l s  i n  
t h i s  way , y o u  e n d  up with a 
smoother g radat ion  between 
p i xe l s ,  but it's certa i n l y  not a 

true h i g h-reso l ut ion  screen .  
And ,  l i ke the  Amiga  in  

i nte r l ace mode,  the screen 
constant ly  f l i ckers.  Th i s  i s  
neg l i g i b l e  d u r ing  p l ay when 
there  are l oads of g raph ics  
mov ing about ,  but on text 
screens the effect is  l ess than 
p l easant. Sad l y ,  there ' s  noth i n g  
y o u  c a n  do about it .  

F i na l l y ,  the 3 D O  system also 
has the ab i l ity to take two 
separate p i ctu res and fu l l y  
i nte r l eave them t o  g ive stereo 
i mag i ng for 3 D  g l asses. 

Of course, 300 remain resolute in 
their promise of the system's 
onsale date, 'We're throwing all 
the final switches and there will be 
machines in the market place in 
October', claims 300 senior vice 
president of software, Bil l  Duvall .  
' l t  doesn't take three months to do 
the manufacturing and I think some 
of the concern has been about 
whether the chipset will be ready 
in time. The boxes will be on a 
boat shipping over in September.' 

So f ina l ly, the system 
is  powe rfu l - faster than a 486 
P C  and way ahead of current 
1 6  o r  32-bit techno logy.  But 
without defi n i n g  the 
benchmarks (th i ngs l i ke 
p rocessor speed or po lygon 
generat ion ) ,  compar isons l i ke 
' 5 0  ti mes faster '  are wo rse than 
po i nt less: they are m is lead i ng .  
3 DO doesn 't  need t h i s  k i nd o f  
number jugg l ing a n d  tr icksy 
market ing .  The truth is  q u ite 
i mp ressive enough .  

Whether the system makes 
the deadline or not, a common 
view is held that the company has 
been far too ambitious within the 
machine's tight development cycle. 
Some say they should have scaled 
things down a bit or given their 

hardware people another three to 
six months to really iron out the 
technical problems. 

Mega Race is a 
smart rendered 
3D game from 
top French 
developers Cryo 
(Dune I &  11) Still, at least the guys at 300 

are trying to help developers with 51 
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tec h v i e w : m u l t i m e d i a 

E lectronic Arts 

Stewart Bonn, in charge of 
CD-ROM development at EA 

s one of the most 
comm itted partners i n  
3 D O ,  Electronic Arts 

i s  tak i n g  3 DO very seri ous ly .  
And with EA ' s  fou nder and 
ex-ch ief executive Trip 
Hawkins man n i ng 3 DO ' s  he l m ,  
E A  i s  count ing on b i g  changes 

Close to the 3DO building in 
sickeningly sunny San Mateo 
you'll find EA's impressive HQ 

in the wor ld  of home 
enterta inment. Edge spoke to 
Stewart Bonn,  the man beh i n d  
E A ' s  C D- R O M  deve l opment. 

Edge Why did EA get i nvo lved 
with 3 DO?  
Stewart Bonn ' T r i p  H awk ins  
and some other  E A  peop l e  
decided t o  sponsor a research 
and deve l opment project to 
come up with a new prod uct, 
and in part i cu lar ,  a potent ia l  
hardware standard. We met  the  
New Tec hnolog ies Group,  
who were a lso  keen  for  a new 
hardware standard , and it took 
off from there . '  
E d g e  S o  h o w  do y o u  th i n k  3 DO 

compares to other C D  systems? 
S B  'The j u ry i s  sti l l  out on 
whether  a CD dr ive attached to 
some of these other systems is  
rea l ly  comparab l e  to p l ay i ng  
f rom R A M  and  hard dr ives ,  or 
i n  the case of conso l es ,  from a 
cartr idge.  But I certa i n l y  
haven 't seen anyth i n g  on  the 
M ega CD that says ' B uy me ' .  

' 3DO  addresses a l ot o f  the 
typ ical  CD access prob lems by 
i n c l u d i n g  a doub le-speed C D  
dr ive ,  and we ' re counti ng  on  
the  arch itectu re of 3 DO ' s  
hardware t o  make t h e  most of 
the storage abi l ity of C D- R O M . '  
Edge S o  what 's  E A ' s  approach 
to the 3 D O hardware? 
SB ' 3 D O ' s  so damn fast that 
there are a bunch of th i ngs  that 
you can do to create moti on  
and  i nterest ing  th ings  on  the 
screen to offset the need to 
stream v ideo off the C D. I th i n k  
we ' re g o i n g  t o  have t h e  sort of 
gamep lay that v i deogame 
p l ayers real ly  l i ke ,  and not the 
s l ugg i sh stop-start game p l ay 
that C D  seems to g ive on other 
systems.  We ' re re i nventi ng  
techno logy i n  many ways. 

'The  stuff we ' re d o i ng on 
3 DO has seen a comp lete 
demol i t ion  of a l l prev i ous 
techn iques. For  exam p l e ,  we 've 
had to comp lete ly  reth i n k  the 
way footba l l  and other  sports 
work onscreen - and the way 
render ing happens in games l i ke 
Shock Wave is comp lete ly  
u n i q ue . '  
E d g e  B u t  3 D O  sti 1 1  hasn 't  got 
h igh-qual ity fu l l -mot ion  v ideo 
as standard . S u re l y  there are 
prob lems o n l y  hav i n g  M P  E G  
techno l ogy a s  a n  opt ion?  

'A lot of people were 
impressed by what they 
saw at CES but they're 
forgetting about 
gameplay. I haven't seen 
a single ·game yet that 
says, this is why I must 
have a 3DO' 

Bill Helneman, 300 programmer, Interplay 

Road Rash on 3DO. A far cry 
from the relatively barren 
Mega Drive version 

SB ' I  th i n k  M P E G  in itse l f  is a 
prob l em ,  as it offers someth i n g  
that no  o n e  rea l ly  needs i n  the 
games market. It's good kit but 
it does noth i ng for gamep lay. ' 
Edge B ut 3 DO does have 
C i ne Pak.  W i l l  you be us ing  that 
to create movie-sty le  effects? 
SB ' Yes, we wi l l  be us ing  
C i ne Pak ,  but  spar ing ly .  For  
examp le ,  i n  John Madden 

Football on 3 DO you ' l l  see a l ot 
of v ideo ,  but i t 's  o n l y  in b its of 
d i g it ised commentary used for 
effect. We' re not that 
i mpressed with C i ne Pak ,  so ,  
wherever we can,  we ' l l  be  
photo-compos ing  scenes, 
i nstead of us i ng v ideo streamed 
off the C D . 

' U s ing  photo rea l ist ic i mages 
on both backgrounds and 
foregrounds ,  and an i mat ing  
them separate ly  with  the 
hardware , we get a far super ior  
effect to j ust runn ing the who l e  
th i ng through  C i ne P ak . '  
Edge W i l l  your comm itment to  
3 DO be affecti ng your support 
for other  systems? 
S B  ' N o . That 's  part of the 
reason why a l l our 3 D O  stuff is 
ach i eved with add it iona l  

one of the best technical support 
groups going. 

On a different level, it looks 
like Matsushita could experience 
a few problems with its 
manufacturing supply of the 300 
units. Apparently a large Taiwanese 

Some of the intro screens in Road 
Rash are digitised in 24-bit colour 
for excellent results 



Shock Wave from EA. This 
missio�based space flight sim 
features some striking 
photorealistic images 

peo p l e ,  and not j ust our  best 
peop le  from othe r p l atforms. ' 

The b i g g e st software 
p u b l i sher  in the wor ld  i sn ' t  
tak i n g  many r i sks with  3 DO ­
ha l f  of the i r  p l an ned 3 DO t it les  
are a l ready estab l ished on  other 
formats. PGA Tour Golf, Road 

Rash and John Madden 

Football have a l l  g raced 
mac h i nes l i ke the M ega D ri ve ,  
P C ,  a n d  Am iga,  a n d  the i r  
arr iva l  on  the 3 D O  w i  1 1  b e  used 
mai n ly as an i n strume nt of 
comparison for we i g h i n g  u p  the 
new techno l ogy against the o l d .  

The 3 DO vers ion  of Road 

Rash uses h i -res 2 4-bit art to 
set the scene for the game,  and 
has p re l i m i nary g raph ics that 

company that produces the glue 
used in a good chunk of the 
world's supply of RAM chips, burnt 
down recently, drastically cutting 
the supplyline of RAM chips to 
many large computer companies. 

Despite Matsushita's status as 
the world's hugest consumer 
electronics company, people are 
suggesting the price of RAM might 
soar dramatically, possibly even 
affecting the retail price of 
Panasonic's machine, now budgeted 
for an extra megabyte of memory. 
Watch this space. 

Dodging all of the 
development and manufacturing 
hiccups, suppose - just suppose 
3DO does make October after all. 
Who are the first consumers to 

t e c h v i e w :  m u l t i m e d i a I 

One of EA's biggest-selling titles to be transferred from existing 
platforms is PGA Tour Golf. This one's likely to be a big seller on 3DO -
even if it does look surprisingly like Philips' tedious golf game on CD-i 

l ook  n i ce enough ,  if a l itt l e  
l ac k i ng i n  co l our  a n d  deta i l .  
H uge b u i l d i ngs scro l l  past i n  a 
s i m i lar  fash i o n  to a S ega 
co i n-op (though not nearly as 
smooth l y ) ,  but some ev idence of 

3 DO 's power i s  certa i n l y  there. 
What was n 't there in the 

vers ion  Edge l ooked at was 
decent sprite man i p u l at ion ­
the cars and b i kes jerked 
around the screen rather 

subscribe to this vision going to be? 
At $700, there's hardly going to be 
a stampede, and Trip Hawkins 
knows it. He sees the first 500,000 
buyers as the early innovators, or 
pioneers of technological 
oneupmanship. 

Park Place Productions' excellent 
John Madden Football has been 
transferred onto 3DO by EA 

u nconv i nc i n g ly .  
The on ly  other 3 DO game 

Edge p l ayed at E A  was Shock 

Wave, a 3D space shoot 'em 
up .  It 's  enti re ly  new, and uses 
photorea l i sti c  g raphics and an 
exce l l ent 3D textu re-mapped 
terra in .  U nfortunate ly ,  the 
p r ice paid for such rea l i st ic  
g raph ics i s  h igh - you get a 
s l oppy frame rate - and the 
o n l y  i m press i ve b it in the game 
is  the exce l l ent Return Of The 
Jed i -sty le  wal ke rs that stomp 
around  the  screen .  

· 

T h i s  one 's  not expected to 
appear u nti I February at the 
ear l iest, so it l ooks l i ke EA wi l l  
b e  hedg i ng its bets with one of 
its popu lar sports t it les  when 
the 3 D O  system actua l ly 
appears in October.  -+ 

'Whenever you get a big jump 
in performance', says Hawkins, 

'half a million people will buy it no 
matter what you do in terms of 
marketing and support. Look at the 
Atari ST,' he says, 'Atari did 
everything wrong and they still sold 
half a million. Look at the 
Commodore 64. lt was seen at the 
time as a games machine. In 1 993 
dollars it cost well over $ 1  ,000 -
and they still sold 1 5  million of 
them worldwide.' 

lt's not encouraging, then, that 
early innovators were tempted into 
backing such unsuccessful concepts 
as Sony's excellent Betamax video 
standard (still the technology VCR 

lntellimedia's 
line-up of 
'interactive' 
sports games 
use full-motion 
video. Wow, etc 
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C ry sta l 
D y na m i c s  

Crystal Dynamics' HQ in Palo Alto, California (top) is now home to CEO 
Strauss Zelnick (bottom left), ex-president of Twentieth Century Fox. 
Pictured bottom right is Crystal Dynamic's Scott Steinburg (centre) 
with 3DO programmers Mark Cerny (left) and Eric Knopp (right) 
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o estab l i shed games 
companies are bo ld  
enough to concentrate 

the i r  efforts ent i re l y  on 3 DO -
but C rystal Dynamics - a 
S i l i con val l ey start-u p  software 
com pany - is  d o i ng j ust that. 

Cons ider ing  C rystal Dynam ics 
i s  so smal l and has yet to 
l aunch a s i n g l e  game,  they' re 
generat ing  l ots of i nterest. And 
it ch ief ly surrounds the i r  new 
president,  Strauss Zeln ick,  
who now heads the i r  team of 3 0  
i n-house 3 DO g a m e  des igners 
and p rogrammers.  

35  year-o l d  Z e l n i c k  is  the 
ex-pres ident and ch ief of 
operat ions at Twentieth 
C e ntury Fox ' s  f i l m  u n it :  he 
l eaves beh i n d  h im 1 , 2 0 0  
e m p l oyees a n d  a d i v i s i on with 
annual revenue  c l ose to $ 2  
b i  1 1  i o n .  H is prev ious  sal ary was 
reputed to be $1 m i l l i on  a year. 

For a f l edg l i ng company l i ke 
C rysta l Dynam ics,  th i s  is a 
move of major  s i gn if icance, and 
it shows outs iders how ser ious ly  
H o l lywood i s  tak i ng the $5  
b i l l i on  US  games i ndustry. 

Qu i zzed about h i s  move by 
the Wal l Street J ourna l ,  
Z e l n ick  rep l i ed :  ' I  don 't want to 
sound l i ke I ' m some 
trendsetter ,  but I know there 
wi l l  be others. There ' s  j ust too 
much opportun ity out there . '  

Z e l n i c k  be l i eves that the 
cutt ing  edge of e nterta i nment 
l i es with new techno log ies l i ke 
3 DO .  And he 's  p re pared to put 
his career on  the l i ne to p rove 
it.  As a further testament to 
th i s  l ongterm comm itment, 
C rysta l Dynamics wi l l  be 

'What we're doing :is 
damn near as good for a 
who�le l�ot less m,oney. 
T:hey'll launch at a�bout 
$7'00. �I 'm not inte.rested 
in ,mach:ines over $500' 

Tom Kallnske, President, Sega USA 

deve l op i n g  on ly  for 3 DO u nti l 
other su itab le  ( i e  3 2  or 64-b it)  
p l atforms appear. 

B ut Ze l n ic k  a lso knows 
about the other s i de of the 
' i nteract ive enterta in ment'  
coin.  H i s i nvo lvement with the 
i nteractive mu lt imedia arm of 
Twentieth Century Fox left h i m  
cyn ical  about the more 
g randi ose H o l lywood p l ans for 
i nteractive media.  ' Storyte l l i ng  
i sn 't  by natu re i nteractive , '  he  
says. ' It needs  a te l l e r  and a 
l i stener ,  and the te l l er  doesn 't 
ask peop le ,  'do you want the 
pr i ncess to die o r  not? " 

Z e l n i c k  ag rees that there 's  
sti l l  much to  be ach ieved with 
i nteractive games. The creative 
s ide of the games market i s  sti l l  
' at the stage of the l<eystone 
Cops ' ,  he be l ieves. V i deogames 
need a 'vernacu l a r ' ,  he argues, 
'someth i n g  that movies have 
had s i nce the 1930s ' .  

B ut what does the  future 
hold for one of H o l lywood 's  
youngest b ig-ti mers? Ze l n ic k ,  
ever conf ident,  l eaves the 
games i ndustry with a 
cha l l enge :  'We are l o o k i ng for 
peop l e  to part ic i pate in what we 
be l i eve wi l l  be a $ 2 0  b i l l i on  
enterta i nment bus i ness - i t ' s  
go i ng  to be  as  b ig  as  the  who l e  
movie bus i ness wor l dwide . '  

B ut h ow is such a smal l 
new company capab l e  of 
mak i n g  such a loud  no i se? And ,  
more i mportant ly ,  why  i s  the 
i ndustry tak i ng notice? 

Perhaps it has someth i n g  to 
do with the company ' s  
chai rman , Dave M orse , 

should have adopted), and 
Laserdisc, which despite a recent 
revival, was always too expensive 
to be a mainstream alternative. 

And naturally, its competitors 
are quick to suggest that the 300 
system is firmly planted in the same 
premium soil. Especially at $700. 

One of EA's edutainment titles is 
World Builders, a spectacular 
product from 3DO's inhouse team 



Some of Crash 'n' Burn's tracks 
are transparent and dip, twist 
and turn like a roller coaster. 
The sky moves in 3D too 

ex-p res ident of the New 
Tec h n o l o g ies Group - the 
com pany that eng i neered 3 DO 
hardware a l ongs ide Electronic  
Arts. O r  the fact that they 've 
a lso  managed to rec ru it some 
top i nd ustry ta lent for both 
game des ign  and market ing .  

Rea l i st ica l l y ,  i t ' s  p robab ly  
got j ust as  much to  do with the  
fact that they out-pe rformed 
othe r 3 DO deve l opers at the 
S ummer  C E S  by demonstrat ing  
the  two best- l ook i ng  3 D O 
games yet seen - Crash 'n ' 

Burn and Total Eclipse. 

C rysta l Dynam ics'  Sc ott 
Ste i n b u rg exp la ins ,  ' W e ' re 
tak i n g  a H o l l ywood approach i n  
o u r  prod ucts a n d  try i ng to 
i ncorporate l ots of bas ic  
c i nematog raphy sk i l l s i nto our  

' If Hawkins gets all 500,000 
early innovators as he hopes to', 
says Nintendo's Bil l  White, 'that 
gives a market 1 i 1oth to 1i2oth the 
size of either Sega or Nintendo's 
installed base.' 

Ah, but if 3DO's $500 target 
price materialises, and 3DO are 
saying it will when other 
manufacturers such as Sanyo and 
AT & T enter the market, then Bill 
will have to do some more sums. 
Oh, and he just might have to 
budge over a bit, too. 

I n  total over 3oo software 
companies, including talented 
development houses such as 
Origin, Argonaut and Bullfrog, 

t e c h v i e w :  m u l t i m e d i a  

Crash 'n' Burn, Crystal Dynamic's first 3DO game, is an excellent 
showpiece for the new hardware. The scenery and scaling effects are 
impressive, if a tad jerky. Still, you can't have everything 

game p l ay.  The last th ing  we 
want to do is  create games that 
are j ust a l ot of wi ndow 
dress i ng - l i ke Night Trap on  
the  Sega  C D . '  

W i ndow dress i ng  or  not, the 

company 's  f i rst t it les wi l l  be 
major  catalysts for sh ift i ng 
3 DO systems. Crash 'n ' Burn, a 
sort of ki 1 1 -or-be-k i  l i ed vers ion  
of  Virtua Racing with  guns ,  
m iss i l es and exp l os ions ,  wi l l  be  

have signed up to develop games 
for 3DO. And that's before a single 
3DO machine has even been 
unboxed. So what lured them? 
Why was this one party they just 
couldn't afford to miss? 

Well, the reasons are 
twofold. First, it is virtually free. 
Only a few hundred dollars, in fact, 
is all that it takes to become a 

When finished, Crash 'n' Burn will 
include multiple weapon systems 
and a racing circuit where cars 
can be upgraded 

C rysta l ' s fi rst game and wi l l  
appear at the same t ime as the 
Panason i c  3 DO u n it itse lf .  

It 's  bas ica l ly  a M ad M ax­
sty l e  rac i ng game packed with 
i m pressive textu re-mapped 
v i sua ls ,  and with a cho ice of 
two perspectives - in and 
outs ide the car. There's none of 
that i nc red i b l e  Virtua Racing­

sty l e  eye-i n-(he-sky stuff, but 
even 3 D O  has its l i m its. 

Crash 'n ' Burn i s  sti 1 1  a ve ry 
i m pressive attempt at a fast 
act ion game, and i nc l udes a 
se l ect i o n  of exc it ing and d ive rse 
trac ks. It  also promises l oads of 
new features to come. 

Total Eclipse i s  d i fferent. 
It's a space combat s imu lator 
and i s  even more i mpressive 
than Crash 'n ' Burn. I f  you can -+ 

3DO developer. With such a small 
entrance fee, there's inevitably a lot 
of window shopping going on. Few 
companies are committing 
themselves straight away, and most 
will wait and see if the system 
really takes off before ploughing 
funds into game development. But 
the browsing isn't taking very long 
in some cases. 

'Many companies adopted a 
waitsee approach nine months to a 
year ago. One of the things we've 
noticed since then is that most 
didn't wait very long,' claims 3DO's 

Namco Co Ltd, 
producer of 3D 
games like 
Galaxian3 
(above), have 
signed for 3DO 

Ill 
a 
I) 
Ill 
3 
I» 

(10. 
Ill 
N 

:::;) 
CD 

0 

� 
0 
0" 
CD 

55 



<lJ 
..Cl 
0 
+-' 
u 

0 

<lJ 
c 

N 
CO 
'QI) 
111 

E 
Ill 
Cl 
� 
Ill 

56 

t e c h v i e w :  

Total Eclipse's world rotates 
effortlessly around your ship. 
And it's so, so smooth 

� i mag i ne a vers ion  of Sega's  
Galaxy Force II  with  more 
freedom of movement and far 
more i mag inati ve l andscapes, 
then you 'd be gett ing  c l ose. 
Aga i n ,  there ' s  a cho ice of 
v iewpo i nts , th i s  time s i m i lar  to 
those i n  Starfox, and there are 
20 d i fferent leve l s .  

The ma in  d iffe rence with 
Total Eclipse i s  the strange ly  
scu l ptured terrai n that l ooks 
very unusua l  and yet moves 
surpr is i n g l y  smooth ly .  

It  can even be rotated 
through 360.  for a part icu lar l y  
stomach-churn ing  effect. And  
a l l  the  3D  g raphics have been 
speeded r i ght u p  s i nce they 
were fi rst seen at the C E S .  

I n  fact, the texture-mapped 
g raphics and 3D sca l i ng in both 
games cons istent ly shone 

m u l t i m e d i a 

Imagine this running at over 20 frames per second and you'll get a 
good idea of how smooth and fast it really is. That lava flows, too 

br ighter than the game p l ay ,  
wh ich  i s  someth ing  that seems 
to be keep i n g  a very l ow p rofi l e  
at C rysta l Dynam ics.  

Even i n  J u ly ,  most of the 
programming  at C rysta l 
Dynam ics was sti l l  

concentrat ing  o n  the way i t  a l l  
moves onscreen. 

And g iven the t ight 
dead l i nes they ' re work i ng  to ,  
you can 't he lp  wonder i ng j ust 
how m uch game p l ay is go i ng  to 
make it i nto the f i n i shed games. 

' I  bet $10,000 that we 
generate more income 
from just one game -
Super Mario All Stars ­
than 3DO get from al l 
hardware and software 
sales this Christmas' 

Peter Main, Vice President, Nintendo USA 

Bil l  Duval l, 'certainly not once 
they'd seen the technology demos 
and some of the software in 
development.' 

The second reason for 3DO's 
support is its approach to software 
regulation. There isn't any. Apart 

Bullfrog have three 3DO games in 
the pipeline. Theme Park allows you 
to create your own Alton Towers 



Above: lrvine, California 
is the home of Interplay 
Productions. Their 
offices are just a 
stone's throw from 
Virgin Games USA. 

Right: Game Designer 
Bill Heineman 
demonstrating Out Of 
This World on 3DO 

t e c h v i e w :  m u l t i m e d i a 

H o l lywood company that 
spec ia l i ses in creat ing 
background g raph ics for  
cartoons. They 've added about 
70 megabytes of g raphics,  and 
each backdrop i s  loaded from 
the CD as soon as you reach the 
edge of the screen. It 's fast - it 
on l y  takes half a second - but 
that de lay sti l l  m ight mean 
putt ing some k i nd of 
compress ion  on the i mages. 

' The game wi ndow doesn 't 
ex i st anymore e ither ,  so we 've 
got a fu l l  screen d isp lay run n i n g  
at 60  frames a second t h e  who le  
t ime.  I n  fact, the  mach ine 's  so  
damn fast at  generat ing 
onscreen po lygons that I have to 
use a speed governor to keep 
th i ngs in check. Without it,  
Lester wou l d  run across the 
who l e  screen i n  s l ight ly  less than 
a q uarter of a second ! Oh, and 
there ' l l  be some proper music in 
the 3 DO game, too . '  
E d g e  B ut, apart from t h e  speed , 
is the 3 D O  hardware everyth ing 
it 's cracked up to be? 

Battle Chess is being written 
on 3DO with the help of UK 
developers Krysalis 

the machine how to draw an 
i mage ,  and then it physica l ly has 
to draw it. 

' The mach ine i s  fast enough 
(a l most) to hand le  j ust about 
every effect of S N E  S M ode 7 ,  
but you cou l d  sti l l  d o  i t  a l l  a l ot 
faster on the S N E S . 

Inte r p lay 
BH 'Wel l ,  the ce l l  eng ine  is  
actua l ly  a derivative of what 
they d id  on the Atari Lynx. 
They've got a p iece of hardware 
that can stretch ,  bend,  rotate 
and draw an i mage and you 
don 't have to write code for the 
mach ine to do this. But that's a l l 
it can do. It sti l l  requ i res 
everyth ing  to be drawn .  

Interplay have some fairly 
grandiose plans for 3DO 
games. Stonekeep perhaps? 

' B ut then agai n ,  you ' l l  see 
sty les of game on 3 DO that wi 1 1  
b l ow away everyth i ng you 've 
ever seen on other systems. '  
Edge But do you .th i n k  3 DO wi l l  
rea l l y  succeed? 

D nterp l ay 's  fi rst games on 
3 D O  are go ing  to be Out 

Of This World and 
Battle Chess. I nterp lay 
P rogrammer Bi l l  H eineman 
to ld  Edge about the system ,  and 
the changes he made to get Out 

Of This World onto 3 DO .  

from the necessary bit of  quality 
assurance - making sure software 
works - 300 will let publishers 
decide what gameplayers should 
and shouldn't see. And the number 
of games released, too. 

This kind of approach has 
been well-received, naturally, 
especially in light of Nintendo's and 
Sega's restrictive practices. By 
creating an unprecedented 'level 
playing field' for publishers to enter 
the market, 300's plan falls neatly 
into place, with only software 
pricing remaining a tentative issue. 

Trip Hawkins is determined to 
convince people that cheap 
software is more than just a 
possibility. That's the difference 
between a medium, which this is, 

Bi l l  Heineman ' Out Of This 

World wi l l  be out the same t ime 
as the 3 DO system in October, so 
there wasn 't t ime to change the 
gamep l ay. But it got a major  
face l ift with the  inc l us ion of new 
3 2 , 0 0 0  co lour  backdrops. 

' They were redrawn by a 

' For examp le ,  the S uper 
N i ntendo has M ode 7 where a 
background i mage can be 
rotated and sca led in hardware. 
A l l  the deve l oper has to do is 
wr ite to about six o r  seven 
reg isters and instantly the video 
i s  a ltered. O n  3 DO I have to te l l  

B H  ' The product they sh ip  to the 
stores wi l l  a l most certa i n ly have 
flaws - poss ib ly  in the hardware , 
but most ly  in software. I mean,  -+ 

and a business like videogames. In 
videogames, software is expensive, 
there are no returns, and the 
publisher is risk-averse. A medium 
is like the newspaper business; like 
television or magazines. The cost 
of manufacturing each individual 
unit of software is extremely low. 
So the end price to the consumer 
is trivial.' 

But if anyone's expecting 
these kind of low, low prices at 
launch, they'd better wise up. The 
only way software companies will 
be able to sell titles for less than 
$30 or so, is if the 300 system 
becomes a big worldwide standard, 
and 300 games start selling 
millions of copies, instead of just 
thousands. 

So for the first few hundred 
miles of this journey, at least, 
development costs will be very 
high, returns will be low, and 
games are unlikely to come in at 

Magic Carpet 
from Bullfrog 
- a  sort of 
Prince Of Persia 
meets Space 
Harrier 
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In 3DO Out Of This World, 
foreground soldiers scroll past 
with no loss of speed 

� I 've found hardware problems 
that they d idn 't even know 
about, which means there 's a 
s l i m  chance that they won't  be 
fixed even in the fina l  vers ion of 
the 3 DO hardware. 

'The mai n th ing  3 DO has 
go ing for it is  the number of 
deve l opers that they 've managed 
to get s igned up. Th is  just about 
guarantees success. 

' B ut I can te l l  you r ight now, 
out of that l ong l i st, on ly  about 
2 0  companies are cu rrently 
deve lop ing software. The rest 
are waiting to see what happens. 
If it doesn 't take off, these 
compan ies on ly  l ose the l i cence 
fee :  a few hundred do l l ars. 

Out Of This World on 3DO looks gorgeous and promises to sound even 
better. Those 32,000 colours really make a huge difference 

' Besides, if 3 DO make the i r  
October dead I i ne i t  w i  1 1  b e  a 
m i rac le .  For the system to sh ip  
i n  September, they shou ld  be 

manufactur ing 3 DOs now, and 
you can 't manufacture 
someth ing that s imp ly  i sn 't 
fin i shed. 

doing is  a l itt le  too ambitious in 
my op i n i on .  They shou ld  have 
scaled thi ngs down to get the 
system out this soon . '  

' The g uys at 3 DO are try ing 
hard to g i ve deve lopers what 
they want , but what they ' re 

Edge If it sh i ps in October,  
shou ld  people pay $700 for it? 
B H  'Ask me that q uest ion next 

much less than we're used to. 
But you've got to hand it to 

300. Besides the impressive 
product and the unrivalled 
software support, they've so many 
heavy-weight believers in this 
pre-cooked bundle of promises 

� " ,., 

' 1 ;. 
' 
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3DO's in-house development team 
are currently transferring 
Jurassic Park to 3DO for MCA 

that it's hard to see how it can fail. 
Gamesplayers want the jump 

in performance, the industry needs 
a standard, and software compa­
nies need a mainstream platform 
that isn't restrictive to publish for. 
But there are two things that may 
yet spoil the party. 
e Expectations Remember 
when the Amiga replaced the 
Commodore 64 back in the late 
eighties? The tenfold jump in 
performance, though major by 
existing standards, wasn't enough 
to handle the colour graphics at 
the same speed as on the C64. And 
much of the software was a 
letdown because programmers 
were taking on too much. 

300's hugely powerful and 

The speed of the animation in 
OOTW is faster than on the SNES 

year. When it first sh ips ,  3 DO 
wi l l  be l ucky to have anyth ing  
more than three or fou r  games 
that are ready for any k i nd of 
ser ious gamesplayer. 

' A  l ot of peop le  were 
i mpressed by what they saw at 
the C E S ,  but they are forgett ing  
about gameplay. And I haven 't 
seen a s i ng le game yet that says, 
th is  is  why I have a 3 DO . '  

With these two games, 
I nterp lay are test ing the water 
before comm itt ing themse lves 
fu l l y to 3 DO .  Whether the i r  
impress ive ro lep lay ing game 
Stone keep wi 1 1  appear hasn 't 
been confirmed, but if the P C  
version  is  anyth ing  t o  go by, i t  
shou l d  b e  a l i ke ly  cand idate. 

you'll see some stunning games for 
sure, but unless programmers scale 
their ideas down, gamesplayers are 
going to be bitterly disappointed by 
the trade-off in speed . . .  
e Interaction . . . And they're 
going to be even more 
disappointed by the lack of 
interactivity. 300 may offer 
enhanced graphics and more 
realistic playing environments, but 
game design could be dire. 
Interactive movies are tedious; 
gameplay sucks. 300 designers 
and programmers must look to 
involve people, not merely 
entertain them. 

Can Trip turn his 300 dream 
into three-dimensional reality? £ 

Stay with Edge and see. 



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 

MANGAnificent! 
TWO NEW RELEASES AT ONLY £8.99��� 

Chapter One: The Demon City - the first in 

a 4 part series. The time is 1908. Tokyo•s 

rapid growth is out of control. The 

architect•s rebuilding programme must not 

risk rousing the city•s 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 DOOMED MEGALOPOLIS! AVAILABLE AT VIRGIN, HMV, 
WH SMITH, OUR PRICE, VIRGIN GAMES, 

JOHN MENZIES, GAME LlD, FUTURE ZONE, 
WOOLWORTH, FORBIDDEN PlANET, AND ALL 

GOOD VIDEO AND COMIC SHOPS. 
A Division of Manga Entertainment Limited. 

An Island International Company 
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t e c h v i e w :  so u n d 

Sou nd is  often a forgotten factor i n  

the gam i ng experience . But Do l by 

Su rround and QSound are about to 

change a l l  tn at;  Edge i m merses 

itself in the sou nds of the futu re 

ound is just the icing on the cake for 
many games - but it's about to get a 
whole lot sweeter. Dolby Surround 
gives you real cinema-quality 3D 
sound, and is fast carving a path into 
the videogame world. From older 

releases like Su per Darius on the PC Engine CD-ROM 
to newies like Su per T urrican and King Arthur's World on 
the Super NES, Dolby Surround is setting the tone for 
the next generation of game sound technology. 

But it doesn't end there - other manufacturers are 
already coding up their own Dolby Surround games, 
and Sega has backed another sound imaging system, 
QSound, which it will include in some of its big releases 
for the Mega CD. 

Dolby Surround gives 
real cinema-quality 
3D sound, and is fast 
carving a path into 
the videogame world 

Dolby Surround doesn't just give you 'good 
quality' or 'too darn loud' stereo sound, but the real 
3D 'look out behind you' effect of cinema sound. 
Cinema sound is multichannel - beyond mere stereo -
with one speaker either side of the screen, one under 
it, and a pair of effects speakers behind you; it means 
being able to place the sound anywhere in the room. 
it's a natural for computer games, as the only thing 
missing from modern game systems is the really big 
sound you get from TV or movies. 

Imagine a game where you can't see an object 
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tec h v i e w :  so u n d 

J e z San 
A rg o n a ut  S oftwa re 

rgonaut S oftware i s  a l ead i ng 
U I< software house ,  famous for 
many reasons ,  among them i ts 

commitment to 3 D - 3 D  games, 3 D  ch ips 
for v i deogames, and now 3 D  sound.  The 
co mpany was started by then-schoo l boy 
Jez San j u st over 1 1  years ago .  He ta l ks 
to Edge about the sound of th i ngs to 
come at A rgonaut. 

Edge What does D o l by S u rround add to 
King Arthur's World? 

JS ' I n  King Arthur's World you can pu l l  
u p  a sound menu and p l ay effects, with 
some coming  from the rear and some 
from the front, depend i ng on  what sounds 
they are . L i ke exp l os i ons  and thunder and 
peo p l e  fal l i n g ,  that k i nd of stuff i s  in  
S u rround ,  and then some th i ngs l i ke 
swo rdfight c l ashes come from the front, 
because they ' re on  the screen .  The n i cest 
th i ng is the fanfare when you p ress reset ­
the fi rst th i ng it p l ays when it says King 

Arthur's World presented i n  D o l by 
S u rround - it p l ays a chord and it sp i ns  it 
around the roo m ;  it g radual ly  pans it to 
the rear speaker and then back to the 
front aga i n  a l l around you . '  
Edge H ow far i s  A rgonaut g o i n g  t o  g o  
with D o l by S u rround? 
J S  ' We ' re d o i ng more S u rround sound 
stuff i n  a l l o u r  future games.  N ow that we 
know how to do i t ,  it doesn 't  take that 
much t ime to add it ,  so we m i ght as we l l  
d o  i t  for every p rod uct. We've done some 
games for T H Q - we ' re d o i ng a vers i o n  of 
Ren & Stimpy for them o n  the S N E S ,  and 
that wi 1 1  have it . . .  and we have some 
other p rod ucts as we l l . '  
Edge What about putt i ng S u rround i n  a 
game l i ke Starfox? 

JS ' I  th i n k  that wou l d  be a good game to 
use it i n - i t ' s  best for anyth i n g  where you 
want th i ngs happe n i n g  beh i nd  you . . .  ' 
Edge L i ke where you get overtaken by the 

fi rst end-of- level  g uard i an? 
J S  ' E xact ly ,  because you wou l d  hear i t  
com i ng from beh i n d  you before it gets  to 
the front. I t  wou l d  actua l ly he l p  the 
gamep layer o ut because you 'd  get an 
aud i o  cue as to which d i recti on  the enemy 
was com i n g  from,  which you cou l dn ' t  get 
with a s i m p l e  stereo setup . '  
E d g e  What are t h e  other  benefits of 
S u rround sound for gamesp layers? 
J S  ' We l l ,  o ne big advantage i f  yo u ' ve g ot 
a fu l l  D o l by P ro-Log ic  setup ,  is that it i s  
ve ry good  for  a l l  CD  games, because you  
can  get  the  vocal trac k to come f rom the 
centre speaker ,  which g ives you much 
more i nte l l i g i b l e  speech than i f  you have 
the speech com ing  o ut of o n l y  one speaker 
and the music com i n g  out of a l l the 
others. It j u st makes everyth i ng in the 
game a l ot eas i e r  to u nderstand .  In C D  
games where you have a l ot o f  speech ,  
that ' s  a real ly  good move . '  

l<ing A rthur's World runs on  t h e  S N E S  
a n d  .g ives y o u  power over l< i n g  A rth u r  and 
his kn ig hts in the i r  batt le  aga inst ev i l .  

Afte r the open i n g  fanfare, the 
S u rround effects are genera l l y  qu ite 
subt l e :  thunder rumb les  in the d i stance 
far beh i n d  you and f l y i ng  arrows swish  
around your  head . 

At f i rst s i ght ,  it l ooks  a l ot l i ke 
L emmings and there ' s  a h i g h  deg ree of 
prob lem-so l v i ng  and trap-cross i ng to be 
comp leted . U t i l i s i n g  the d i fferent sk i l l s of 
each character in the r i ght p l ace, you s l ay 
the monsters that you meet, you defuse 
the traps and f ina l ly  bust i nto each cast l e  
so that l< i n g  A rth u r  c a n  k i l l  t h e  ch i ef 
v i l l a i n  on that leve l .  

There are 2 7  l eve l s  and the cha l l enge 
i s n 't so much i n  defeat i ng  the end-of- leve l  
bad g uys, as in reac h i ng them without 
gett i ng k i l l ed .  Sad ly ,  the game i s n 't very 
hard and i s  soon comp leted. 

onscreen, but like in real life you can hear 
it faintly and tell where it's coming from. 
Fire off a shot in the right direction and 
you might hit it; wait until it's in front of 
you and you might be dead. As missiles 
leave your ship and scream off the screen, 
you hear them until they're out of range. 

Sound, like graphics, can be used as a 
tool to increase the depth of the gameplay, 
and judging by the earliest examples of 
Dolby Surround, it's the way things will be 
moving in future. 

The principles behind 
Surround sound aren't too complex. 
Dolby's big trick is that it has figured out a 
way of cramming the four tracks needed 
for Dolby Stereo (left, right, centre and 
surround) into two - creating the Dolby 
4:2 Matrix system. Out the other end of 
the Matrix encoder comes a stereo 
recording with all the information required 
to recreate the four channels of sound, but 
remaining listenable in simple stereo. 

lt works by merging the centre and 
surround channels with the left and right 
channels as a 90° out-of-phase signal, only 
perceptible to equipment tuned to look for 
it and separate it out. The extra channels 
are recovered by noting the difference 
between the L and R channels and having 
elements present in the signals cancel each 
other out. This means that nothing in the 
centre speakers leaks into the surround 
speakers, and vice versa. 

There are three basic types of system 
- Dolby Surround, Pro-Logic, and THX. 
Basic Surround units are what they call 
passive, where the centre speaker usually 
used in the middle of the setup at the front 
is absent, replaced by a phantom speaker 
simulating a centre channel. Pro-Logic 



QSound is a 
major part of 
Jurassic Park: 
a footfal l  to 
the left means 
that right is a 
good direction 
to head 

systems are active, meaning that they 
constantly sense and enhance the dominant 
channel of the five or six speakers you can 
connect. Both systems produce the Dolby 
Surround effect, and envelope you in the 
sound, although Pro-Logic systems are 
better as they have a special steering 
mechanism to ensure better separation and 
therefore much more sharply focused 3D 
sound. THX units, which are approved by 
Lucasfilm, are just coming out now and 
although they employ basically the same 
system as the other two, they are 
technically leagues ahead - and cost more. 

But there's more than just Dolby 
Surround out there at the moment. Sega's 
choice of sound system is called QSound 
and you'll hear it in several upcoming 
releases for the Mega CD. You'll soon be 
able to immerse yourself in the ambient 
aurals of Ecco The Dolphin and, of course, 
this year's big smash Jurassic Park, due for 
release this summer. Sound is a major part 
of Jurassic Park: the dinosaurs tramp around 
you in full QSound - so when you hear a 
footfall to the left, you'll know that right is 
a good direction to head. 

it's not yet known for sure if QSound 
technology can be incorporated into game 
cartridges, and hardware restrictions on 
carts are currently fairly limiting for full 
sound imaging. Anyway, it's much easier to 
use QSound on CD, as it was originally 
designed for use in studio recording. 

When QSound was first developed, by 
Archer Communications of Canada, they 
offered it to Nintendo for videogame use, 
but Nintendo rejected it because they 
didn't think it was good enough. Others 
weren't as picky: QSound now features 
heavily in Capcom's arcade games, and Sega 
has licensed it. Other firms like Philips 
(with its CD-i system) have also shown an 

t e c h v i e w :  so u n d 

C h r i s  H il l sbec l< 
Au d i os  E nte rta i n m e nt 

hr i s  H u l sbeck is the 25 year-o ld  
G e rman mus ic ian respons i b l e  fo r 
the g reat S u rround sound 

i nc l uded in Super Turrican on  the S u pe r  
N E S .  S i nce t h e  e a r l y  days of t h e  C 6 4 ,  
Chr i s  has m o u l ded a career produc ing  
game mus ic  for a variety of  home 
computers and  conso les ,  and  has earned 
one of the best reputat ions i n  the 
i ndustry, p rod uc i ng h i gh  qua l ity mus ic  
and effects i n  Amiga  games l i ke Turrican 

I and !I, and Apidya. 

I n  fact, the mus ic  has been so popu lar 
i n  these t it les that C h r is  was enco u raged 
to re lease mus ic  C Os i n corporati n g  the 
soundtracks. To date , they 've so l d  around 
1 5 , 0 0 0  cop ies i n  Germany a l one.  <To f ind 
out more,  cal l :  0 1 0  49 ( 6 1 0 )  3 5 2 36 5 . )  

E d g e  talked t o  C h ri s  about Super 

Turrican, D o l by S u rround and the 
poss i b i l it ies for sound in games. 

Edge Why did you dec ide to use Do l by 
S u rround in Super Turrican? 

C H  'We knew how S u rround sound 
worked a l ong t ime before start ing  the 
Super Turrican project, and the 
poss i b i l ity of i nc l ud i n g  th is  process arose 
from my work on  the S u pe r  N ES sound 
hardware. Because I was wor k i n g  with 
such a sma l l amount of memory I thought 
it wou l d  be a g reat i dea to enhance the 
mus ic  and effects with S u rround sound.  
And it 's  been very we l l  rece ived . '  
Edge H ow easy is  it t o  create t h e  effect 
on the S N E S ?  
C H  ' It ' s  not a s  tr icky a s  you m i ght th i n k ,  
but w e  so l d  o u r  sou l s  t o  get t h e  reference 
mater ia l  for the S N E  S so I can't reveal 
any techn ica l  deta i l s  at this stage. 
H owever,  the D o l by S u rround sound 
s ignal  i s  encoded i n  stereo so you can 't 
hear it on  a mono amp l i f ier  or  mon itor.  
That 's  the reason the game offers mono 
mode i n  the menu . '  

Edge What restr ict ions  d i d  a fou r  
megabit cartr idge p lace on t h e  sound 
qua l ity i n  Super Turrican? 

C H :  ' Out of the cart ' s  t iny  5 1 2 1< memory ,  
o n l y  1 2 8 1< i s  used for  sound .  Th i s  is  
about the same as the memory used by 
two of the 2 0 +  Apidya soundtracks on the 
A m i ga. The sound qua l ity suffers on 
Super Turrican as a resu l t ;  I cou ld  have 
ach i eved much more with extra memory . '  
Edge C a n  surround s o u n d  b e  d o n e  on 
other mac h i nes such as the M ega D r ive,  
A m i ga or  P C ?  
C H  ' O n  t h e  M ega D r ive the techn ique  
can 't be used  systematica l l y ,  but  my 
sound decoder often moves around F M  
sou nds i n  the background s o  I ' m  
search i ng for a way t o  contro l  it. O n  the 
Amiga it i s  actua l l y  poss ib l e  but it takes 
over two of the fou r  channe l s  j ust for one 
sound ,  so I won't  be us ing  it very often .  
O n  t h e  P C  it  i s  poss ib l e  with t h e  r i ght 
sound card - the only one that can do it 
at a reasonab l e  pr ice i s  the G rav i s  
U ltrasound card , and  we  are  a l ready 
work i ng  on  a comp lex sound dr iver  that 
wi 11 support it. ' 
Edge What p rojects have you been 
work i ng  on  recent ly? 
CH ' I  spent a week convert ing  Core's 
Jaguar XJ220 soundtracks onto the 
S N E S work i ng  in 2 5 6 1< ,  based on the 
game be i n g  an e i ght meg cart. 
U nfo rtunate l y ,  after I f i n ished them,  the 
game's R O M  had to be ha lved to fou r  
megab its so I had t o  redo them a l l i n  
1 2 8 1< .  N ow that ' s  over I ' m  wo r k i ng on  
the  mus ic  fo r Super Turrican !I, which 
wi l l  g ive me much more space to p l ay 
around with s i nce it 's  current ly sched u l ed 
for a 1 2  meg cart. I ' m  a lso  p l ann ing  my 
next C D  re lease , wh ich wi l l  be a 
c o l lect ion  of mus ic  from both Super 

Turrican and the a l l -new Mega Turrican 

on the M ega Dr ive . '  
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To m m y Ta l lar i c o  
Vi rg i n  G am es U S A 

o what about Q S ound? Does the 
tech n o l ogy ex ist in the games 
market to take advantage of th i s  

revo l ut ionary sound  system? C ompanies 
l i ke Capcom and Sega obv ious ly  th i n k  so. 

W h i l e  CD natura l ly  p rovi des greater 
scope for produc i ng the effect, ch i p  
generated Q S ound can b e  heard i n  
Capcom's  newer arcade games l i ke Street 

Fighter Turbo, and Cadi/lacs A nd 

Dinosaurs. There ' s  a far g reater depth to 
the mus ic  and sound effects and , of 
course , the natu ral posit i on i ng  of the 
p l ayer between the cab i net speakers is  
perfect for the effect to work.  

Sega i s  approach i n g  th i ngs from a 
d i fferent ang l e  by i ncorporat ing  QSound 
i n  many of its forthcom i n g  M ega C D  
games. Ecco The Dolphin i s  the f i rst 
game to take advantage of the p rocess, 
and wh i le in danger of be i ng cr it ic i sed as 
yet another rehashed C D  re l ease with no  
not iceab l e  d i fferences f rom the  cartr idge 
vers ion ,  i t 's  at l east d o i ng someth i ng 
d i fferent in the sound department. 

Archer Commun ications ,  the company 
respons ib l e  for the deve l opment of 
QSound ,  i s  part ly  owned by Capcom. 
Besides Capco m ,  V i rg i n  G ames of I rv ine ,  
Ca l i forn ia, c la ims  to  be  the  f i rst games 
company to have s i gned a deal with them 
for use of Q S ound i n  v ideogames. Edge 
spoke to Tommy Tal lar ico ,  head 
mus ic ian at V i rg i n  G ames U SA.  

E d g e  Why d i d  V i rg i n  G ames decide to 
i nvest in Q S ound?  
TT 'To  be honest, the  reasons large ly  
stem from my l oath i ng of convent ional  
v ideogame mus ic .  One of the th ings  I 've 
attempted to do here at V i rg i n  is change 
the way peop l e  hear and the way they fee l 
about v i deogame mus ic ,  by g iv i ng p l ayers 
the k i nd of music in the i r  games that 
they 'd l i ke to l i sten to norma l ly .  Q S ound 

s imp ly adds another d i mens ion  and a l l ows 
for more variety in v ideogame sound . '  
Edge What 's  your f i rst Q S ound p roject? 
TT ' Terminator CD for the S ega C D  is 
the fi rst V i rg i n  game to make use of 
QSound .  To f it in with fee l of the l i cense,  
I went for hard rock stuff, rather l i ke Van 
H a len  without lyrics, i n  fact. A l l  the 
mus ic  was recorded dry at f i rst. That i s ,  
without reve rbs or  Cl i g ital de lays, and 
then I went  to an A& M stud i o  in  
H o l l ywood to m i x  down the who l e  set  of  
tracks i n  QSound ,  i n  exact ly  the  same 
way that it was be done for the Q S ound 
a lbums by St ing and Roger Waters. 

' I n the stud i o  the equ i pment l ets you 
d i rect the Q S ound in any d i rect ion  with a 
joyst ick .  You ' l l  notice th i s  effect 
parti c u l ar l y  in b its l i ke the Techno  bar 
scene in the game. You ' l l  a lso recogn ise 
the music and vo ices in the game tune,  as 
they were samp led d i rect ly  from the 
movie  i n  Q S ound .  Capital  Records are 
re l eas i n g  the game's soundtrac k on  C D ,  
too. N atural l y ,  the cost o f  p rod uc i ng th is  
k i nd of mus ic  i s  far  more than usua l ,  but  
the  qua l ity more than pays for itse l f . '  
Edge H ow do you fee l Q S ound compares 
to S u rround sound? 
TT 'We l l ,  you won 't get the fu l l  range of 
depth that a six speaker D o l by S u rround 
setup can provide,  but it 's  an i mpressive 
demonstrat ion  of what two speakers can 
de l iver .  The drawback i s  that it o n l y  
works w h e n  t h e  l i stener i s  posit ioned r ight 
i n  the centre of the speaker p roject i on . '  
Edge H ow about Q S ound on a cartr idge? 
TT ' We l l ,  I 'm exper iment ing with 8 or  
1 6-b it samp l es,  for the  sound  effects that 
go a l ongs ide the C D  Q S ound mus ic .  It 's  
sti 1 1  very much a l earn i n g  process and I 
th i n k  that hardware restr ict ions wi l l  
determ i ne what 's  poss i b le .  The better 
sou ndcards that are avai lab le  for the P C  
do offer these poss ib i l it ies. ' 

interest and chipmaker Analog Devices is 
another licensee. The SoundBiaster firm 
Creative Technologies will be selling a new 
PC soundboard with QSound and synthesis 
from E-Mu sample/wave music chips. 

QSound is based on the same 
principles as several other sound systems: 
it's psychoacoustic. There are four major 
factors that give your brain information as 
to where sound is coming from. The first 
one is the timing difference between one 
ear hearing a sound and the other hearing 
it. The second is the actual shape of the 
outer ear - this plays with the sound 
before it hits your inner ear, so your brain 
learns to recognise your ear shape and use 
it to identify sound. There's also the 
filtering - your head and your hair and 
your body actually filter sound: so a sound 
coming from the left of you, would go 
directly into the left ear, but would be 
affected by the shape of your body before 
it gets to your right ear. 

All those factors combine to give your 
brain clues as to where the sound is. 
QSound uses these psychoacoustic 
principles, producing what is called binaural 
sound, but it also goes further, and changes 
it to transaural sound, which means that it 
works on a stereo speaker system. 

Another aural imaging system, 
Roland's RSS (Roland Sound System), also 
does the same thing as QSound - RSS was 
used in the CDTY version of Xenon 2, 
which used a remix of Tim Simenon's 
Bomb The Bass track, called Megablast. 

Putting together a simple 
soundtrack in QSound and RSS is fairly 
easy with the right equipment. You use a 
box with a bunch of DSP's (Digital Sound 
Processors) in it, into which you feed a 



You probably 
spent £500 
on carts or 
software last 
year, and 
that's all it ' l l  
cost you to 
get started 

sound source - any sound like a trumpet 
playing or an explosion. The sound is taken 
in as a mono input, and then you use the 
dials on the equipment to position the 
sound up and down, left and right. Once 
you've encoded your sound effects or 
instruments in 3D you can lay as many 
instruments as you want on top of each 
other, each with its own positional cues. 

But how do QSound and Dolby 
Surround compare? The big problem with 
QSound and RSS is that you have to be in 
the perfect position in the room - the 
sweet spot of the speakers - to get the 
best effect. Another drawback is that it 
isn't easy to position sounds behind you -
because there's only two speakers, the 
sound bounces around the walls of the 
room. So it's not as perfect as if you were 
listening to it on headphones, for example. 

The best that QSound gives most 
people is a slightly wider stereo sound 
image, like the speakers are a bit further 
apart than normal. Although it does go 
some way to improving the 3D sensation, a 
proper Dolby Surround setup is much 
more effective because there's a genuine 
rear speaker. If the soundscape is targeted 
behind you, there's no confusion about it ­
it's definitely coming from behind. 

So, do you need to get tooled up for 
Dolby Surround to deal with the next wave 
of games? Well no, perhaps not the next 
wave, but sound technology in videogames 
is developing fast. And anyway it's not just 
games that'll have the sounds to match 
your system. Films on video and TV 
programmes like Star Trek: The Next 
Generation and Northern Exposure 
already come with Surround soundtracks. 
You probably spent £500 on carts or 
software last year, and that's all it'll £ 
cost to get started. So why wait? 

t e c h v i e w :  so u n d 

To o l i n g u p  fo r b i g  so u n d  

o r  the fu l l  effect of D o l by S u rround you need 
some k i n d  of decoder .  These come in two 
var iet ies ( i gnor i ng  the shoc k i n g l y  expens ive 

T H X ) :  you have the standard D o l by S u rround ,  and the 
supe r i o r  D o l by S u rround with P ro-Log i c .  

You  c a n  e ither g e t  a h i fi separate , ca l led an AV 
A m p l i f ier ,  o r  now you can get a numbe r  of TV sets with 
the tech n o l ogy bu i l t in .  A l l  the u n its req u i re that you 
have at least two front speakers and two rear effects 
speakers for S u rround to work p roper ly .  

The tab l e  on the r i ght conta ins  a l l the h i ghest-rated 
D o l by S u rround equ i pment ava i l ab l e  at the moment:  
certa in l y  the b i gscreen TVs are exce l l ent va l ue .  

Surround sound the easy way: 
buy a ruddy great TV with 
in-built Pro-Logic circuits and 
two suitable rear speakers 

E d g e  reco m mends  
Surround televisions 
Tosh iba 2 5 2 7 D B  
S u rround T V  £800 
H itachi C 2 5 7 4 T N  
P ro-Logic  TV £850 
Tosh i ba 2 5 3 9 D B  
P ro-Logic  TV £900 

AV control amplifiers 
Kenwood I< R - V 7 04 0  
P ro-Log i c  £300 
Yamaha D S  P - E 2 0 0  
P ro-Logic £350 
P i o neer V S A -7 0 1 S  
P ro-Logic £450 
Denon A V C  3020 
P ro-Logic £650 
Yamaha D S P- E 1 0 0 0  
P ro-Logic £650 
Kenwood KA-V8500 
P ro-Logic £700 

Effects speakers 
M o rdaunt-Short C S- 1  
S helf/wa l l -mounted £ 1 0 0  
Yamaha N S - E 8 0  
S helf/wal l -mounted £ 1 1 9  
Heybrook P ri m a  
She lf/stand-mounted £ 1 3 0  
Jamo S a t  5 0 0  
Wal l -m ounted £ 1 4 0  

C a n o n  S - 3 0  
Stand/shelf-mounted £ 1 5 0  
Z Y P  A 1  
Stand/wal l -mounted £199 
ZYP AlT 
Stand/wal l -mounted · £ 2 1 9  
B & W  S o l id M o n itor 
Stand/wa l l -mou nted £230 

Surround sound the 
not-so-easy way: buy an AV 
amp, two front speakers, two 
rear speakers - and a telly 
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C o m p e t i t i o n 

Surround 
yourse lf with 

• 

I 
reen 
sou nd 
Read i ng about Surround Sound is  a l l  

we l l  a n d  good , but what you rea l ly 

need is  an £800 2 5 i nch Tos h i ba 

Dol by Su rround TV to get you go i ng. 

OK, one £800 25i nch Tosh i ba Do l by 

Su rrou nd TV com i ng right u p  . . .  

dge,- with a little help from Bandai, Jaleco and 
T oshiba, have acquired the hardware opposite ­
only to give it all away to an Edge reader. 

The 2Sinch T oshiba telly incorporates Dol by 
Surround decoding circuits and comes with a pair 

��-----' of effects speakers which you place at the rear of 
the room, preferably high up. Plug in the SNES (which also comes 
as part of the loot), load up King Arthur's World (ditto) and give your 
ears a treat. And because the TV has stereo speakers on either side 
of the unit, your QSound and RSS-encoded games also sound that 
little bit better. 

There's a grand's worth of kit here and, assuming you can 
perform the following task, you could win the lot. In this issue, we 
mention ten games for home consoles that support either Dolby 
Surround, QSound or Roland Sound Space systems. Name them. 

When you have all ten game names jot them down on the 
back of a postcard or sealed envelope, and address it to: 
Edge, 30 Monmouth Street, Bath, Avon BA I 2BW. 

The winner's name will be printed in Edge three, £ so get your entries in before the end of September. 
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Future Ente rta inment Show pr io r ity fo rm 
State your  preference for the date you wish to attend the Futu re 
E nterta inment S how. We wi l l  do o u r  best to send t ic kets of your  
f i rst cho ice but sho u l d  these be u navai l ab l e ,  we wi l l  send  you your  
p referred a lternat ive :  

D Thursday 11th 

D Saturday 13th 

D Friday 12th 

D Sunday 14th 

P lease rese rve the fo l l owing  t ickets for me :  

N u m ber Total £ 
req uired 

£6.95 ( S i n g l e  t icket) D £ D 
£24.95 < Fam i l y ti cket) D £ D 

G rand Total £ D 
M ethod of payment: < P l ease t ick  appropr iate box)  

D Cheque D P ostal  O rder D V isa D Access 

P lease make cheque payab le  to : Future Entertainment Show 

C redit card n o :  E x p i ry date : DD DD 
DODO DODO DODO DODO 
P l ease f i l l  i n  th is  coupon c l ear l y  i n  block cap itals 

Name ________________________________________ __ 

Address ______________________________________ ___ 

Postcode ________________ Tele phone ______________ _ 

Sig nature ______________________ Date __________ _ 

D P l ease t ick here if you don't  wish to receive 
d i rect mai l from other compan ies 

P lease note your t ic kets wi l l  be sent to you e ight weeks before the show. 
P l ease return th is form , your payment and S A E  to the address be l ow: 
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I ntravenous 
After Burner: 

C osmic  
str i p 
Microcosm's B l aderun ner­
i n sp i red i ntra lasts 6 m i nutes, 
40  seconds ,  and runs at 15 
frames per second.  To g ive you 
an i dea of how the seq uence 
works, we 've broken it down 
i nto 26  separate i mages, at 
ro ugh ly  15 second i nterva l s  . . .  

the making of a 
Microcosm 
For many software com pan ies C D-ROM is  j ust 

a buzzword . For Psygnosis, it ' s  buzzwork: they 've 

been s l avi ng away for the l ast th ree years 

pre pari ng for the C D  revo l ution . Microcosm is  the i r  

fi rst C D  tit l e ;  Edge speaks to the d i sc jockeys 

ince its inception in 1 984, 
Psygnosis (Shadow Of The 
Beast, Lemmings) has 
constantly looked 
towards new technology. 

....._ __ _. They were among the 
first to show what the ST and Amiga could 
do, the first to show off CDTV's potential, 
and were developing on CD while 
everyone else was just listening to them. 

The fi rst fruit of their labours is 
Microcosm - a shoot 'em up cross between 
After Burner and the movie Fantastic 
Voyage. The game is only currently 
available for Fujitsu's CD-based FM Towns, 
but versions for PC CD-ROM, Mega CD, 
CDTV and 3DO are already in production. 

1"4 Time: 2051. Place: Bator system, planet 
I .&. Bodor. The camera slowly pans across the 
planet, settling on a sprawling city below 

When you load up Microcosm, the first 
thing that hits you is the stunning intro 
sequence: a full 400 seconds of digital film 
footage dragged off CD. lt features 3D 
images rendered using £ I  0,000+ Silicon 
Graphics Indigos and live-action footage . 
Edge spoke to lead visualiser Jim Bowers 
about the creative process. 

Edge You were mainly responsible for the 
intro: what planning was involved? 
JB 'The intro didn't have a script or 
storyboard - we just made it up as we 
went along. We had a rough idea of what 
we had to do, but the deadline was so tight 
we just had to jump in and do it.' 
Edge So just where did you start? 

� We descend past the neon towers and into 
1 6 the depths of the cybercity itself. The 
teeming backdrop is a simple 2D cyclorama 
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· .. ,,j 'Just one image 
can take u p  a 
ful l  meg - we're 
talking 16 
mil l ion colours' 

Jlm Bowers, lead visualiser 

TV commercials, and films like The 
Lawnmower Man.' 
Edge Presumably then you need a lot of 
storage space? 
JB 'With Microcosm we're talking gigabytes. 
One of these images can take a full 
megabyte for just one frame - we're talking 
1 6  million colours. The box cover was 
generated using 3D models on the Silicon 
Graphics and the finished single image took 
about 35 megabytes. 

'We had a file server with lots of hard 
disks strung together; I think in the end we 
had about six gigabytes.' 
Edge That's a hell of a lot of memory! 
JB 'Yeah, one of the main things about CD 
is the scale: for instance, Microcosm 
probably contains more computer graphics 
than any feature film ever made! And it was 
done in the same time with less people.' 
Edge How do you create the 3D graphics? 
JB 'A lot of the vehicles you see in the 
game - the hunter-killer, the spacesuit, the 
hoverpod - were built a while ago on the 
computer in 3D. We generate each form 
like you would in an Amiga package, but 
there's more to it than that: you have to 
model everything, apply textures and test it 
all the time to see if it looks okay. 

Director and second unit cameraman of the Microcosm movie: intro man Jim Bowers (left), and 
vein designer Nail Thompson (right), outside Psygnosis' headquarters in Merseyside, Liverpool 

'I think possibly the spacesuit's the 
most fun: all the limbs articulate. I also built 
the end-of-level guardian creatures, based 
on Nick Burcombe's designs. I animated 
about half of them and Paul Franklin 
animated the other half.' 

JB 'lt was actually Neil's idea: we were 
having a brainstorming session, and the old 
'inside the body' films sprang to mind. We 
did the initial design work and graphics on 
the Amiga, and then we got the Silicon 
Graphics machines.' 
Edge What made you choose Silicon 

lj The camera zooms into a newspaper stand. 
I � As the headline attests, the city is gripped 
by a corporation war: Cybertech versus Axiom 

Graphics workstations? 
JB 'Well the Amiga can do most things that 
the rendering software can do, but the 
Indigo is just so much faster. lt's designed 
around a dedicated graphics system, but 
can do many other things. We use the 
same software as the computer-generated 

f4 The view pans right to reveal a busy street 
I .., scene, following a 3D model truck as it 
thunders across the screen and out of view 

Edge What were the toughest scenes to 
animate and render? 
JB 'Probably the street scenes: you're 
trying to give an impression of it being a 

f5 The camera pauses at the base of the 
I � Cybertech tower. More traffic cuts through 
the smoky scene and a train trundles overhead 



street, something that's recognisable, and 
it's real ly hard to do. You stick a couple of 
buildings in and suddenly realise they have 
to be lit in a certain way. And then you 
stick more buildings in, and it just gets 
more and more complex. 

'Another hard part was the rooftop 
sequences: fi l l ing a rooftop which is meant 
to be flat, making it look busy. That's quite 
a tricky one: the detail you put on it, 
deciding what to do, what to leave off. I 
tried to make it look fairly functional, then I 
fit the people within it that way.' 
Edge How did you manage to include 
footage of real people? 
JB 'We filmed some of the team against 
bluescreen. A lot of time was spent building 
props and doing all the costumes: John 
Harris did some uniforms for us. That 
took about three weeks. Then we spent a 
week just filming, going through different 
lighting set-ups. 

' lt was quite exciting. We had to do it 
at night as well; we were doing it in an 
office with windows everywhere and there 
was no way we could do it during daytime. 

'We recorded onto tape using a 
S-VHS camcorder. You select a bit you 
think wil l  be useful, grab it and put it 
through our custom-written image 
processor that extracts a transparency 
mask on the colour blue. Then you 
composite it in with the actual scene; 
there's a compositing tool in the software 
which lets you take a number of layers and 
place them on top of one another.' 
Edge How did you make the helicopters 
shiny - like the H-Ks from Terminator 2? 
JB 'Again it's all done on computer, using 
material techniques, texture maps; lighting's 
also very important. When we did the 
bluescreen video, we basical ly had two 
keylights either side and we found we were 
getting it very bright on the sides. To 
recreate that on the computer, I put very 
intense lights either side and found I was 
getting a matching of live action with the 
generated footage. 

' l t  also helps if you you mess around 
with the textures, if you flaw the texture, 
try not to get it looking perfect - one thing 

Is A couple of hoverjets fly past as the 
I u camera tilts up, coming to rest on the 
glowing crown of Cybertech's headquarters 
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H ow 3 0  i s  re n d e red 1 n  c r o c o s m  
Ste p one :  A l i near d isp lay of the 3 D  
mode l i s  produced i n  wi reframe form,  
showi ng the construct ion  l i nes of the 
he l icopter. Th i s  bas ic  g raphic can be 
man i p u l ated i n  rea l -t ime ,  a l l owing the 
art i st to work out his an i mat ion  rout i nes 

Step two: The he l icopter i s  s i m p l y  
shaded a n d  co loured to s h o w  its 
three-d i mens iona l  su rface. There are no 
textures, effects or  shadows at th is  
stage ,  i t ' s  just a bas ic  representat ion of  
the mode l ' s  form to see  whether it  looks  
r ight or not 

Step thre e :  I m ages are mapped onto the 
su rface for added deta i l  and texture, 
s i m i lar  to deca l s  on  a mode l a i rc raft. 
M uch of the deta i l  i s  made from s i m p l e  
2 D  i mages d rawn on an Amiga  and 
i m ported i nto the render ing prog ram. 
D ifferent symbo l s  and textures can be 
wrapped around the 3D mode l  i n  a 
var iety of ways 

Step four:  The l ights in the scene are 
changed fro m 'no-shadow' to 
' ray-traced ' ,  wh ich means that they now 
cast shadows correct ly .  At th i s  po int the 
art i st can try d ifferent l i ght ing set-ups to 
see which one p rovides the best i m ages 

Ste p five : D i fferent images can easi ly be 
l ayered on top of each other - or 
'compos ite d ' - using the render ing 
software. I n  the prev ious  i mage not on l y  
d i d  the  computer render the  R G  B c o l o u r  
i nformat i o n ,  b u t  it  a l so generated a 
transparency mask. The he l icopter i s  
then  eas i ly  ' pasted '  on  top of another 
i mage - in th i s  case a v iew of Bodor c ity 

fj The skyscraper is teeming with security 
I • guards: real people were filmed against 
bluescreen and composited into the 3D scene 

fj 3D animator Nicky Carus-Westcott dons 
I u military headgear while scanning the city 
below for any signs of enemy activity 
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I hate seeing is a perfect 3D model; we're 
trying to recreate imperfection.' 
Edge Just how complex are these scenes 
you're generating? 
JB ' In the opening street scene there are 
24 1 models, 22 of which are animated. 
When it comes to triangular polygons, 
you've got 85,33 1 and there about seven 
light sources in that particular scene. I 
suppose that would have to be the most 
complex scene in the whole intra, and in 

the whole of 
the game.' 

Looking suspiciously like a colonial marine 
from Aliens, Chris Moore dons a Microcosm 
uniform. Players were shot against blue­
screen and composited into the 3D scenery 

1ft Suddenly a huge helicopter gunship 
I :1 appears, as a real-life trooper looming in 
the foreground of the screen waves it on. 

Edge The cityscape background looks 
massively complex; how do you do that? 
JB 'The background is a very simple 
cyclorama. lt's a rendered city: I've taken a 
frame of the city and texture-mapped it 
onto the cyclorama.' 
Edge Just like a 3D image projected onto a 
2D plane? 
JB 'Yeah, it's quite a speedy thing to do. 
We cut as many corners as we can. If 
you've got a static background with no 
movement on it, you don't go rendering 
the background every time, which could be 
horrendously complicated. We also use a 
lot of compositing; it's just the most simple, 
efficient method.' 
Edge But it's quicker to render for the FM 
Towns because it only shows 256 colours? 
JB 'No, everything's still rendered in 24-bit, 

millions of colours and then we 
downgrade them with compression 

techniques. They're then given to the 
programmers who crunch 'em onto disk.' 
Edge In the game proper, how did you do 
the vein walls? 
JB 'Neil Thompson, the second lead 
visualiser, did the legwork on that 
technique along with Gorvan Corbett. 
lt's a series of loops: you set up a series 

of sections, and you make sure they 
continue one on from the other. 

You have limited visibility as well, so 
you don't have to put hundreds of 
animations in the background.' 
Edge So the dark and moody 
atmosphere hides a multitude of sins? 
JB 'lt certainly does!' 
Edge Over to you Neil 
Thompson; how did the veins 

come about? 
Neil Thompson 'The veins were the 
first idea, and they were essential to 
the product. We tried a couple of 

simple left, right junctions and then it 

Microcosm's lead programmer, John Gibson, 
getting to grips with the FM Towns machine 

got more and more complicated, and now 
there are thousands of veins in there. 

'The idea was to get a visual feast and 
tie a game in there somewhere as well. We 
knew that gameplay on CD was going to be 
limited, and the real strength of CD is that 
you can get piles and piles of graphics in.' 
Edge So how are the veins created? 
NT 'lt's basically a cylinder: you can 
randomise the points on a tube to give it an 
uneven textured effect. The tricky bit was 
trying to get them to wrap, because you 
can't run 2,000 frames and then duplicate 
them, so we had to think of a way of doing 
them in short bursts. I think they ended up 
being in short 20-frame bursts, so you get a 
straight, and then a junction, and then you 
go back onto the same straight again, all 

' In the opening street scene 
there are 241 models and 
85,331 polygons' Jlm Bowers, lead visualiser 

r:l"ft The chopper skims across the rooftop to 
1 .a.u rendezvous with an incoming medical 
transport carrying Korsby, Cybertech's boss 

["4"4 Meanwhile, a 3D rendered exoskeleton 
1 .a..a. patrols the perimeter, walking in front of 
and behind live action guards 



done to save memory.' 
Edge What, for you, is the next step? 
NT 'I'd like to see lots of surreal stuff. In 
computer graphics everything's too clean 
cut, too obvious. Everyone does big 
spaceships, planets, all that sort of stuff. 
Not more imagination, but a bit more flair.' 
Edge How much of the game's potential 
do you thing you've fulfilled? 
NT 'About 25%? lt could have been a lot 
better, but we couldn't justify spending five 
years doing it. By then, people would have 
had all sorts of games out and we'd have 
missed the boat. This way we're first in.' 

But pretty pictures do not a 
game make: without some heavy code, all 
those lovely 3D images don't do very 
much. The man who injected life into the 
veins of Microcosm was John Gibson, the 
project's lead programmer. 

Edge What's so special about FM Towns? 
John Gibson 'The most significant things 
are its CD-ROM and its graphics. lt has 
2Mb of RAM - that's the minimum 
configuration - and we use 1 .5Mb as a CD 
buffer, with the rest of it as a workspace 
and for the program itself. 

'Everything on the Towns is a sprite: 
the film was all sprites, everything that's 
laid on top of it is a sprite - the only thing 
that isn't is the control panel! You can have 
up to I ,024 1 6x 1 6  sprites on screen so you 
just bolt them all together like a sheet of 
postage stamps. That's the best way of 

I Graphic artist Jim bowers - from kitchen 
des1gner to c1ty builder 1n JUSt s1x years 

� The medical transport carrying Korsby 
1 •• meets up with the gunship and performs 
a dramatic flypast en route to the CT tower 
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doing it, as there's a sprite controller in 
there which leaves the 386 processor to 
do lots of other juicy things.' 
Edge What difficulties did you encounter 
coming to CD games? 
JG 'Obviously it's the sheer volume of the 
data: the principle problem is getting the 
data off the CD quickly enough. Ultimately 
that means you have to compress it 
something rotten; we've got some pretty 
sophisticated compression techniques but 
because you've got to decompress the stuff 
so quickly, that limits how much you can 
compress it in the first place. 

'When the film comes from the Silicon 
Graphics, it's three bytes per pixel, so 
you're talking I 08K per frame. When we 
get it it's in a nibble per pixel format which 
comes out at 1 8K, and we can get them 
right down to 9K. lt doesn't lose a lot in 
quality: the only thing you really notice is a 
bit of banding. Because you haven't got so 
many colours, you don't get the same sort 
of anti-aliasing. 

'The CD theoretically can only supply 
us with around 7·5 to 8K for each frame, 
so we're always running a bit over the top. 
But there are ways of getting round that; a 
lot is to do with designing efficiently. 

'lt runs at I S  frames a second - it's 
fast enough, but it would have been nice if 
it had been 20. To do that, we'd have had 
to make the images a lot simpler and it 
wouldn't have been so impressive. We 
opted in the end for more complex images 
at I S  frames a second rather than black 
screens at 20 frames a second!' 
Edge What else can the CD format do? 
JG 'You can use it for giant data tables as 
well. You can speed up all the processing 
that way: instead of the processor doing 
the maths, you do it on a utility and store 
the data in a table. lt might be a 64 or 1 28K 
table which you can't load in off floppy disk, 
because it stops the game. But because the 
CD always loads stuff in about five to ten 
seconds before it's needed, you can load 
these tables in and when you've finished 
with them, throw them away, because you 
can load them in next time you want them.' 
Edge The Silicon Graphics images are 24-

� Safely inside Cybertech airspace, the 
1 ...... gunship peels off and lands elsewhere 
on the sprawling rooftop 

Hardware : 
F M  Town s  M arty 

ujitsu sto le  a march o n  the i r  
com pet itors f ive years ago when 
they re I eased the fi rst C D-based 

com puter in J apan. The odd ly-named F M  
Towns was ( and sti 1 1  i s )  ahead o f  its 
t ime ,  runn i ng  a fast 3 2 -b it  386 C P U  
with a fu l l  1 6  m i l l i o n  co l ou r  pa lette. 

A home conso l e  vers ion  was lau nched 
ear l i e r  this year. The equa l l y  
odd ly-named M a rty boasts a C D  dr ive,  
i nternal  3 · 5 "  H D f l oppy d i sk  d r i ve and a 
smartcard s l ot ,  a l l  for about £500 .  
M arketed as  a games mach ine ,  it comes 
with a d i n ky th ree-button joypad , 
a lthough you can a l so  get a mouse and 
keyboard for FM Towns compat i b i l ity. 

The M arty has the same spec as a 
l ow-end Towns, runn i ng  at 1 6 M  H z . It  
has a screen reso l ut ion  of 3 0 7 , 2 0 0 p i xe l s  
( 640x4 8 0 )  and  can  d isp lay up to  3 2 ,768 
c o l o u rs on  screen .  The maj o r ity of  
g raph ics are  gene rated us ing a dedicated 
spr ite eng i ne - with the potent ia l  for 
1 , 0 2 4  1 6x16 hardware spr ites. 

It supports s i x-channe l  FM and 
e i ght-channe l P C M  stereo sound, and the 
M arty has AV and S-V H S ports, p l us 
m i ke and earphone soc kets. 

But thanks to F uj i tsu 's  paroch ia l  
d i str ibuti o n  and market ing  po l ic ies it 's  
u n l i ke l y  the FM Towns wi l l  ever be so ld 
i n  l arge quantities i n  E u rope,  a lthough 
the M arty i s  now be i ng featu red in  
several b i g  US games mags. 

f14 The medical transport touches down in 
1 •"T the background, while someone out of 
focus in the foreground looks on 
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In n e r  s p ace 

f'1'l: The rendering software lets you pull 
, .. � focus like a real camera: 3D animator 
Paul Franklln reports that the plane has arrived 

Ill] icrocosm gen u i ne l y  f i l l s 
up an enti re C D - a l l  
478 M b ' s  wo rth . J o hn 

G ibson d i d  some rud i mentary 
maths to ca lcu l ate what 
percentage of the d i sk  was taken 
by the d i fferent types of data : 

C D  Audio  
Total code 

1 6 3 M b  6 5 . 9 %  
1 5 M b  3 4 . 1 %  

The 3 1 5 M b  o f  b i nary code is  
broken down i nto the 
fo l l owing  data : 

Rendered 
g raphics 298 M b  6 2 . 3 %  
Other graphics 8 M b  1 . 7 %  
Sound samples  7 M b  1 . 5 %  
Anci l lary data 1 .6 M b  0 . 3 %  
Game code 0 .4 M b  0 . 1 %  

f1"li" In Medical, Korsby's body is scanned. 
, .. v The wireframe form was rendered on the 
Indigo, and touched up on an Amiga 

bit, millions of colours - so how do you 
use them on the Towns? 
JG 'We've got utilities that begin by 
degrading the image, then in the case of the 
Towns we have a palette of 2S6 colours, 
but it's not 2S6 colours all over the screen. 
The screen's like a series of 1 6x 1 6  cells 
and each cell can have a selection of 
colours from that 2S6 colour palette. Once 
that's been done, the data's compressed 
and presented to the programmer.' 
Edge Is the lack of colour a limitation? 
JG 'One of the big advantages of the 
Towns is that you can run it in a 32,000 
colour mode. As long as you're careful 
about the images, 2S6 colours is more than 
enough. In fact the utility often generates 
less than 2S6 colours - about 220 - so it's 
not really at the edge of our limitation.' 
Edge How do you get all that data from 
the artists? 
JG 'We've got a network so all the Silicon 
Graphic Indigos, all the PCs, all the Macs 
are all joined together and we've got a file 
server, like a central pool for everything. 
Say Jim's produced a SO-frame film on the 
Indigo: the utility will pick those SO frames 
up, choose the best palette for that film, 
degrade the image by that palette, pack the 
data and spew out something thing that the 
Towns can take. My PC's on the network, 
so I can take and read that file from the 
network and can send it straight to the 
Towns - there's a scuzzy (SCS� link 
between the PC and the Towns. Then we 
put the data on a hard disk which acts like 
a pseudo CD to try it out and check it.' 
Edge How long do the non-interactive 
movie sequences last? 
JG 'We generated around 44,000 frames of 
animation.' 
Edge How do you archive that stuff, and 
how do you play it all back? 
JG 'You've got to be careful how you lay 
the CD out to cut down the seek times. 
That's one of the biggest problems: you 
don't want to go from one end of the CD 
to the other, because it takes so long. So 
there are certain files that are common to 
various levels in Microcosm. 

'There's a core program that's there 

� Treacherous Dr Knowles and an Axiom 
, .. • agent discuss the imminent injection of 
mind-controlling devices into Korsby 



'For the initial 
development 
Microcosm 
cost between 
$600,000 and 
$750,000' lan Grleve, 

licensing manager 

all the time, which contains most of the 
stuff like reading the CD, handling the 
sound, changing screen modes, god knows 
what else, and then every level is an 
overlay that's loaded in with its own unique 
piece of code.' 
Edge lt seems that you have masses of 
cinematic background for the intravenous 
sections - how do you handle it all? 
JG 'A lot of it is broken up into small films, 
no more than about 50 frames, and they're 
all chained together to produce the final 
thing. That's why you can come along one 
part of the brain and branch one way, 
branch another way. In just one level 
there's probably something like I ,500 
frames - say 30 films at 50 frames each. 
And you've got that six times over, for 
each level.' 
Edge How much more interactive can you 
make CD games? 
JG: ' All the CD does is just keep reading 
files until something tells it not to. it's a 
standard 1 50K/second drive. 3DO is 
300K/second, and probably this new Amiga 
CD console will have a 300K, too. [Edge: 
it does.] Anyone producing a CD drive now 
would be mad not to have a 300K drive. 

'The real restriction with interactivity 
is the rate at which you c�n get the stuff off 
the CD: 1 50K/sec is a severe restriction; 
300K/sec is going to make a hell of a lot of 
difference. At the moment we can just 
about handle a three-way branch, if you try 
to go up to four it's getting a bit iffy. We 
could have four branches but we'd 
probably have to drop the frame rate after 

r40 Lee Carus-WestcoH (left) and visualiser 
1 .a.o Jim Bowers play the bad guys; Japanese 
actors spoke lines dubbed on later 

t e c h v i e w :  C D- R O M 
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The brains, ideas and marketing muscles behind Microcosm: (left) lead programmer John Gibson; 
(right) conceptualist David Worrall, and (centre) licensing and liaison manager lan Grieve 

that junction because the CD's got to load 
another set of data. It'll solve itself as the 
hardware gets more sophisticated.' 
Edge Is CD really the way forward? 
JG 'I can't see any way other than CD. 
Consoles are all very well but I suspect 
they'll end up going the same way as the 

r4G In case Dr Knowles chickens out, Axiom 
1 ... ., have provided some persuasion: Neil 
Thompson and Mike Waterworth get heavy 

Spectrum. The medium of the future has to 
be CD - the only thing we've got to watch 
is we don't say we've got 600Mb of storage 
space, let's bung anything on there and sod 
the game: that's the biggest danger. 

'People are gonna think, you buy a 
CD, and you want 500Mb of game. When 

r-ift The door opens and the baddies spin 
l ,.v around: Cybertech have discovered the 
plot to take over Korsby's body and mind 
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Richard Browne, designer and producer of 
Microcosm, through the round window 

in fact a really good game can probably fit 
in a single meg. If we did it as a two floppy 
game on the Amiga, it would have five 
levels, but it's a CD product so it has 200 
levels. A good game doesn't have to have 
lots of graphics and lots of sound, but a 
good game can be enhanced by them.' 
Edge In that case, how big is Microcosm? 
JG 'Microcosm totally filled a CD up. 
Obviously there's quite a bit of audio on 
there as well, which is just played like an 
ordinary CD. The sound effects are totally 
separate, they're data just like any other 
data that's loaded off the CD.' 
Edge How much of Rick Wakeman's 

music is there? 
JG 'There must be something like 200-
250Mb of music. There are eight tracks, 
and they're all about a minute each, and the 
intro's about three minutes, so there's 
about 1 2  minutes of audio in there.' 
Edge Just how does the CD music know 
when to play? 
JG 'lt's all synched: for example to play an 
audio track, you tell the CD to seek to 
where the audio track is and sit and wait, 
so when you get to the point in the game 
where you want it to play, it can start 
straight away. And then you either let it 

f?1 Cybertech's security troops have arrived, 
I .... and Axiom's men are cut down in a hail 
of fit-enducing gun fire 

'With so many 
ideas, the big 
problem was 
bringing it all 
to an end' 

Richard Browne, designer/producer 

play until it's finished, or you can tell the 
CD: forget the audio track, go back into 
data mode and start loading files again.' 
Edge End-of-level bosses are all rendered 
films, so what happens if you kill the boss 
before the film has finished running? 
JG 'The obvious way to do it is just play a 
film and when you get to the end you say, 
have you hit it enough times? Yes you have, 
he dies; no you haven't, so you die. But it 
doesn't have to 
work like that: 
there's a facility 
within the core 
program to get to 
anywhere in the 
film, stop and 
restart somewhere 
else. lt does take a 
bit of time because 
you've got to tell 

the CD to stop what it's doing and go off 
and seek somewhere else. There's a certain 
delay there, so we bring up some simple 
flashing screen to cover the fact that we're 
killing time while the CD's trying to find 
the next film - something like the player's 
face that can be stored in memory all the 
time and then just shoved into the video 
RAM when it's needed.' 
Edge For you, what's the best thing about 
Microcosm? 
JG 'I was pleased that it all came together. 
Having five programmers, half-a-dozen 
artists and a couple of musicians all 
working together is a relatively new thing -
certainly in this country anyway. And the 
fact that it all came together, I think that is 
the greatest achievement. Some of the guys 
that programmed it hadn't been near a 
Towns before, and some of them hadn't . 
even programmed the 386 chip before 
Microcosm. And yet they did a damn good 

Every detail of Microcosm was documented in detail before work began. Designer Richard 
Browne's storyboarcl (fop left) runs to 46 pages and, as you can see, the game sticks pretty 
closely to it. On entering the first waystation, you proceed along the neon·lit corridors (top right); 
where you are introduced to the series 7 hoverpod (bottom left); before entering the left lung to 
battle enemy ships while avoiding the filaments that litter the lung cavity (bottom right) 

� As Cybertech's men examine the debris, 
1 •• the executive officer's foot clinks 
against something on the floor 

� Paul Franklin, for it is he, picks up the 
1 •"" glassware - there's a syringe and a phial 
of some description 



job of it because they ., 
didn't have to do all -� 
the low-level stuff, f 
that was all done for � 
them. So from my § personal point of a. 
view, the greatest ; 
achievement in the _g 
game is the fact that it a. 

all actually works! 

Despite their stunning 
graphics, both Psygnosis' Microcosm and the 
Mega CD version of Dracula have been 
criticised for simplistic gameplay. Edge 
suggested to lan Heatherington, joint 
Managing Director of Psygnosis, that the 
first CD titles were 'all show and no go'. 

lan Heatherington 'When we produce a 
new product, something like Microcosm, 
technologically it's very state-of-the-art. 
But it's being manufactured effectively to 
go on something like the Mega CD. The 
Mega CD player is a Sonic player, a Mickey 
and Donald player. With an inexperienced 
gamesplaye�. you cannot afford to present 
radical gameplay options. 

' i t's no good going along with a 
Monkey Island 2 or a super-sophisticated 
role playing game - this is not an 
interactive movie: this is a videogame. it's 
engineered as a videogame, it plays like a 
videogame - that's all it was ever intended 
to be. What we're trying to do is bring 
cinematic technology techniques to the · 

videogame experience. If that was our 
objective, then we've been successful. 

'Microcosm and Dracula are targeted at 
the existing marketplace on CD. In some 
ways I'm pre-empting criticism of the 
product: because people look at it and 
because it looks so wonderful, they 
probably expect more from it. it's not 
actually meant to deliver more. 

'We're also doing things like The Last 
Action Hero. We're now a member of the 
Sony group - that's for a lot of reasons; 
we need access to intellectual properties in 
a privileged way. But within the concept of: 

� Too late: Axiom's miniaturised devices 
1 •-r have been injected into Korsby. Axiom 
now control the head of the head of Cybertech 

t e c h v i e w :  C D- R O M 

The Microcosm team: (back row, I to r) Mike Anthony, Jim Bowers, Paul Franklin, Stuart 
Sargusson, Simon Moore, Nick Burcombe, John Harris, Garvan Corbett. (Front row, I to r) Nicky 
Carus-Westcott, Mike Clarke, John Gibson, Lee Carus-Westcott, Mike Waterworth 

'Here's an intellectual property, buy the 
licence, develop the game in six months, 
and do the best you can', you cannot be 
technically innovative; it has to be formula­
driven because the most important thing is 
time; nothing else matters. So the process 
defines the output, unfortunately. 

'What we've got is something like 40 
man-years' of experience in producing 
these games. We have the technology, 
we're on all the CD-ROM formats: we 
even know about a few that you don't 
know about yet.' [Edge: don't count on it.] 
Edge Are you happy with Microcosm? 
IH 'I think Microcosm has defined state-of­
the-art. If you ask any creative person, are 
you happy with what you've produced, well 
no they're not; they never are. And that's 
what drives them. 

'But with what we've learned from 
our experiences to date, we can 
go on and make some really 
staggeringly good products.' 

� Enter Jeff Bramfitt playing one of 

£ 
1 •� Cybertech's top brass. He explains the 
mission you are about to embark upon 

Credits 
G ra�hic visualiser: Jim Bowers 
30 animator: Nicky 

Carus-Westcott 

30 animator: Garvan Corbett 

30 animator: Paul Frankl in  

20 animator: John Harris 

20 animator: Col in Dempsey 

Lead programmer: John Gibson 

Programmer: Kenny Everett 

Programmer: Simon Moore 

Programmer: M i ke Anthony 

Programmer: Andrew Toone 

Visualiser: N ick Burcombe 

Visualiser: Nei l  Thompson 

Music: R ick Wakeman 

Sound effects: Kevin Col l ier  

Sound effects: M ike C larke 

Utilities: Stuart Sargusson 

Concept: Paul Frewin 

Concept: David Worra l l  

Designer 1 producer: Richard Browne 

Project manager: · John White 

� Piloting a miniaturised craft, you must 
1 •"' battle through Korsby's body and 
destroy all of Axiom's implants. Game on .. .  
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Konami is 
big guns! 

control af a n  unstappallle war machine equipped 

:�1Mmtth a hyper-space propulsion pack that allows you to 

do battle anywhere between the Moon and Earth's 

atmosphere. Armed with 4 devastating wea,ons aall an 

aWIIOIIe three-in-one cannon, this giant mechanical warrior is 

•ippell ta aaaihillte evetything in it's path. 7 war tarn levels of 

realistic carnage, 10 intense 

you'll feel compelled to 
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e Game: SFII Turbo 

Ill Format: SNES Z Publisher: Capcom 

111 Price: £90 (Jap import) 

he prayers of Street 
Fighter 11 devotees have 
at last been answered. 

Th is latest version of Street 
Fighter 11 contains both 
Championship gameplay, and a 
Turbo edition with four speed 
settings (plus six h idden ones) , 
ranging from 'pretty quick' to 
' lud icrously rapid ' .  

The Turbo game also 
contains the long-awaited new 
moves, such as Chun-Li 's 
fireball or Ken and Ryu 's mid-air 
hurricane kick, and has tweaked 
some of the old moves so that 
they're longer and harder. 

In both versions, there are 
new frames of animation , the 
backdrops have had a fresh 
coat of paint, and there's extra 
sampled speech. But not al l  the 
changes are for the better_: the 
option and character screens 
aren't as sl ick, and the game 
doesn't look qu ite as pol ished . 

However this is small  

Vega relies on cunning and guile 
to defeat Sagat ... sort of 

potatoes compared to the 
improvements to the gameplay. 
There can be few SF/I players 
who won 't welcome four new 
characters, new moves and a 
massive injection of speed. 

You can see why Sega were 
less than happy to see a Turbo 
edition appear on the SNES 
before the Mega Drive has even 
had a taste of the six-button 
beat 'em up. God knows what 
Capcom are doing to appease 
the Sega management: it's 
quite possible MD SF/I will 
include al l  the versions so far 

At last: real, proper two-player boss-on-boss action without resorting to 
Game Genie or Action Replay codes that turn their faces blue 

and have new characters and 
backdrops. Unti l  then,  this is 
the u ltimate beat 'em up: no 
other has the same characters 
or moves - or the sheer 
finger-ach ing, mind-numbing 
game play. 

If you own SNES SF/I it's sti l l  
a tricky decision whether you 

should buy Turbo: at current 
import prices, probably not. 

But if you've yet to be 
i ntroduced to the genteel art of 
street-fighting, and have a few 
pounds to shed , SF/I £ 
Turbo is the one to get. 

Edge rati n g: Nine/10 
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Game: SFI I Champion Ed 

Format: PC Engine 

Publ isher: NEC 

Price: £85 (Jap import) 

uietly, without a l l  the 
hype surrounding the 
SNES and Mega Drive 

versions, the PC Engine 
Championship Edition has 
entered the street-fighting 
arena. The hardware may wel l  
be  six. years o ld ,  but i t  can sti l l  
hack i t  when it comes to fast 
gameplay. With a few 
concessions, primari ly in the 
sound department, PC Engine 
SF/I is pretty much identical to 
the SNES version. None of the 
gameplay has been 
compromised whatsoever ­
there's al l  the same characters 
and moves (hel l ,  there's even 
an extra rock on the floor in 
Chun-Li 's stage). 

Because it's the 
Championship Edition, you get 
to play al l  four bosses, and al l  
of the bonus stages are 
included - no missing out the 
barrel section l ike with SNES 
SF/I. And on the gameplay front 

there's little else to say. lt plays 
as wel l  as you 'd expect; there 
are few unpleasant surprises 
and it very much comes down to 
personal preference, whether 
you l i ke your hard kick and 
punch buttohs on the front of 
the pad (SNES-style) or taking 
up a pair of buttons on a 
six-button pad. 

These flaming Chinamen don't 
half get under your feet .. .  

Kindly old Zangief adjusts Balrog's belt (and no it isn't Vega: this is a 
Japanese version with the correct names retained, thankyou for asking) 

And you can just imagine the 
sort of noise that made 

And th is leads us to the real 
problem. Having coughed up the 
cash for your card, you now 
realise that to play head-to-head 
you need to get a two-player 
adaptor and two six-button 
joypads. Suddenly, this is 
starting to. become an 
expensive hobby. 

Apart from a few patchy 
graphics the d isappointment is 
in the sound. The sampled 
effects are coarse and the 
tunes are sub-Bontempi 
standard. A Super CD version 
would,  of course, overcome this 
problem - Capcom please £ 
take note. 

Edge rati n g: Eight/10 



test s c r e e n 

Game: Mortal Kombat 

Format: SNES 

Publ isher: Acclaim 

Price: £60 

ortal Kombat's huge 
16-megabit cartridge is 
fi l led with the 

backgrounds, digitised sprites, 
oriental tunes and samples so 
famil iar to fans of the coin-op. 
But the one feature that made it 
a hit in the arcades hasn 't 
made the transfer: there's no 
muti lation , no blood, and no 
external ,  i nternal organs. 

Apart from that, the home 
console versions are graph ically 
spot on - the sprites look good 

Sonya hits Raiden with the 
dreaded 'Song For Europe' 

Game: Gradius 1 1  
Format: PC Engine CD 

Pub l isher: Konami 

Price : £60 (Jap import) 

o there you are. You've 
i nvested £300-odd in a 
brand-new grey import 

PC Engine CD, you 've bought a 
new table to put the TV on so 
you don 't have to sit with your 
nose pressed against the 
screen (what is it with the 
Japanese and their six-inch 

Mortal Kombafs special moves are at least varied: Sub-Zero has the 
ability to freeze his opponents, in readiness for a pummelling 

and the animation is excel lent. 
Midway's arcade original 

gave you styl ish ultraviolence 
and special death moves to 
'fin ish '  your opponent. Tired of 
fighting? - then why not just 
tear off the other guy's head or 
rip his heart out? Mortal 
Kombat pu l led no punches in its 
effort to dethrone SF/I. 

joypad leads?),  you've 
scoured the ads to 
actual ly find yourself 
a copy of a game to 
play on it, and what 
have you come up 
with . Oh great, 
Nemesis again .  
Hardly the state-of-the­
art, is it? A 1985 coin-op 
shoot 'em up, spiced up with 

Expla in ing the changes 
made to the SNES version , 
Acclaim's European boss Rod 
Cousens denied rumours that 
N intendo disapproved of the 
violence, instead saying that the 
SNES version wouldn 't be as 
violent as the Mega Drive due to 
' restraints of hardware' - ie The 
SN ES 's state-of-the-art 16-bit 

Fire and ice: blasting 
through the iceberg 

stage with shields on 

different levels, but 
with the gameplay 

more or less 
unchanged. The 

words 'money' , 
'waste' ,  'complete' and 

'of' spring to mind. 
But wait. Nemesis (or 

Gradius if you really must) was 
a truly groundbreaking shoot 
'em up, and a bri l l iant one at 
that. This game is actually a 
version of Vu/can Venture, the 
th i rd coin-op in the Gradius 
series, and it comes complete 
with the flaming fireba l l  planets 
and col l id ing iceberg sections. 
Many of the levels wi l l  be 
fami l iar to anyone who's played 
SNES Gradius Ill, but they're al l  
the better for a . lack of 
slowdown. (There is slowdown, 
but bizarrely only early on when 
the big venus flytraps appear.) 

The third stage features detailed H R Giger-style graphics, with a 
parallax background that fades in out of the darkness 

The only bugbear here is the 
sl ightly uneven difficulty - even 
on Easy, it's terrifyingly hard at 
the end , and if you get ki l led (as 
you wi l l ) ,  your chances of 

Scorpion reels Kano in to 
give him a kicking at 

close quarters 

console couldn't do 
the gory graphics. 
Good one, Rod. 
But does the 
cleaned-up Mortal 

Kombat look right? Or 
has the reduction in 

gore literally ripped the 
heart out of what was a 

great arcade game? 
Wel l ,  Acclaim has certain ly 

captured the look of the coin-op 
- the sound and graphics are 
excel lent - but the lack of blood 
' n '  guts goes a long way to 
reducing what gave the game its 
weird appeal in the first place. 
Without the gory punch l ine ,  this 
joke just isn 't funny. 

Some people wi l l  have you 
believe that Mortal Kombat is 
the new 'king of beat 'em ups ' ,  
but that distinction is definitely 
held by SF/I Turbo, whose 
variety and sheer playabi l ity far 
outstrips Mortal Kombat's £ 
l imited appeal .  

Edge rating: Six/10 

First stage and already you've 
upset the flame dragons 

bui ld ing up power-ups and 
making more progress are sl im. 
But maybe that's just 
encouragement not to get k i l led. 

The whole th ing is topped off 
with some fabulous CD sound, 
using Roland 's Sound Space 
system which , if you play with 
headphones on, gives you a 
truly frighten ing surround sound 
experience. The music and 
speech is great, and the whole 
th ing's sti l l  more fun than 
practically any other shoot 'em 
up on any other system. lt won 't 
win many technical awards , but 
for gameplay, you can 't do£ 
much better than this. 

Edge rating: Eight/10 
· · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · · � · · · · · · · · · ·  

... 
a 
G) 
... 
3 
I» 

(10. 
OJ 
N 

::J 
CD 

0 

� 
0 
0' 
CD 

83 



� test s c r e e n 
Q) 

.a 

� 
(.) 

0 

Q) 
c 

N 
CO 
'OD 
ftl 

E 
... 

I 

84 

Game: Silpheed 

Form at: Mega CD 

Publ isher: Game Arts 

Price : £60 ( import) 

o ,  the game Mega-CD 
owners have been 
eagerly waiting for 

final ly touches down . 
Does it l ive up to the hype 

and h igh expectations? Wel l  

Flying between two enormous 
enemy ships, your tiny SA·77 
can only dodge the laser fire 

G ame: Inca 

Form at: CD-i 

Publ isher:  Coktel Vision 

Price : £39.99 

nca is yet another 
release for Phi l ips's 
CD-i system .  But this 

yes ,  sort of.  There ' s  no 
doubting Silpheed's graphical 
excel lence - from the moment 
the logo appears, you know 
you ' re in for a visual treat. 

Moving at 60 frames a 
second, the animation is  
smooth and at  t imes,  the 
views are breathtaking. 

The action is  spl it into 12 
levels ,  increasing in  difficulty, 
and culminating in a space 

isn't a bad effort, surpris ingly. 
The machine's most 
interactive product to date , 
Inca could be the sign of 
th ings to come.  Warmly 
received on a host of 16-bit 
machines, it looks set to enjoy 
some form of 
success, even on 

Inca's intro sequence, in which the story is explained to you by 
animated figures inside a transparent golden ball. Very realistic .. .  

battle with a huge mothership .  
Your ship ,  the SA-77 ,  is 

very manoeuvrable, but it 
doesn 't interact with the 
backgrounds as much as 
anticipated - the backgrounds 
act l ike ,  wel l ,  backgrounds. 
Some levels do requ i re you to 
fly through canyons and over 
spacestations,  but you ' l l  soon 
wish that you had more control 
over the craft. 

Fans of the coin-op Galaga, 
wi l l  feel right at home in 
Silpheed, as swarms of al iens 
fly in formation at and around 
your  craft. 

Comparisons with Starfox 
are sure to be made - beyond 

Full power-ups and shields, but 
still there's the boss to fight 

the CD- i .  
I n  the game you play the 

part of Eldorado, and your  task 
is to locate three great Inca 
powers: time,  matter and 
energy, by trave l l i ng through 
space. Inca rel ies heavi ly on 

In level one your task Is to 
catch and destroy the enemy 
ships before they escape 

its puzzle element, and is 
definitely a tough game. Some 
of the puzzles are relatively 
straightforward , but most 
requ i re a great deal of lateral 
th inking before they are solved 
and you can move on.  

The puzzle sections are 

the obvious s imi larities, both 
use polygon-generated 
graphics. Although Slipheed is  
graphical ly superior, Starfox is  
more i nvolving, and its bosses 
far outsh ine the pathetic 
mothersh ips in Silpheed. 

But Mega CD owners need 
fear not - Silpheed i s  sti l l  a 
good game. Although relatively 
easy, it's n ice to look at and 
plays fai rly wel l .  

Let's hope Game Arts can 
engineer some gameplay to 
match thei r  advances in  3D 
visuals in  ti me for the £ 
launch of Silpheed 2. 

Edge rati n g: Seven/10 

A hostile enemy convoy. Keep 
your head and you'll make it .. .  

nicely i nterrupted by 
first-person action scenes , 
includ ing excel lent 3D space 
travel and shootouts with 
digitised actors. 

Graph ical ly Inca's a bit of a 
mixed bag. Some scenes look 
great, and some look great 
unti l  they start to move. Sound 
is  impressive , but there aga in ,  
th is  is a CD product, so  
anyth ing but ' impressive' 
wou ld be disgracefu l .  

The m a i n  problem is moving 
around the game.  You use a 
cursor throughout - and 
cursor-control led games can 
be fiddly at the best of times, 
but th is  problem is made 
worse in Inca because of the 
awful contro l ler  with the CD-i . 

Presentation is great and 
the whole package hangs 
together wel l .  If you ' re 
expecting a fast-paced action 
adventure, Inca wi l l  leave you 
disappointed. But for 
gamesplayers wishing to 
exercise the i r  l ittle grey cel ls ,  
Inca could prove a £ 
worthwhi le purchase. 

Edge rating: Seven/10 



Game: Ecco the Dolphin 

Form at: Mega CD 

Pub l isher: Sega 

Price : £50 

hen it appeared on the 
Mega Drive early this 
year, Ecco wowed the 

punters with its enchanting 
graph ics , s l ick an imation ,  

atmospheric soundtrack, and 
above a l l ,  its non-vio lent 
theme . Now the Mega CD 
vers ion is upon us so we' re 
forced to question what it 
contains that justifies its 
existence on a CD.  

The answer is ,  not an awfu l 
lot. The first i m provement is 
the addition of five extra 
levels .  You also get QSound. 

But the Ecco CD offers l ittle 
over and above its cartridge 
counterpart. lt doesn 't use the 
CD's  potential at a l l .  Sti l l£ 
a good game,  though . 

Edge ratin g: Eight/10 

By hitting the crystal with his sonar, Ecco can converse with the 
killer whale. What you can't see is the wonderfully mellow CD music 

Game: Viewpoint 

Format: Neo Geo 

Publisher: Sammy 

Price: £225 

gai n ,  this is  another 
massive megabit title ,  
but for once you can 

see where the memory has 
gone. Every s ingle sprite has 
been rendered i n  3D,  
predrawn and stored in 
memory.  And the result i s  
stunning: every creature, gun 
emplacement and m issi le 
looks l i ke a sol id 3D object: 
serpents dive in and out of the 
water with breathtaking 
real ism,  and the h uge bosses 

are just stupendous. 
So much for aesthetics : 

what of the gameplay? Ah , th is  
is where things fal l  down 
s l ightly. When all said and 
done , Viewpoint is  sti l l  j ust a 
shoot 'em up ,  and not a 
particu larly i nnovative one at 
that. Later bosses are stupidly 
hard to destroy and merci less 
restart poi nts take you m i les 
back into the leve l .  

lt has an addiction born of 
frustration and of the des i re to 
see the graphics, but there 's  a 
h igh price to pay . . .  and that's 
the inordinately h igh £ 
price you have to pay. 

Edge rati n g: Seven/10 

t est s c re e n 

Game:  Lands Of Lore 

Format: PC 

Publ isher: Virgin 

Price: £36 

hat is it about RPGs, 
for goodness sake? 
Why are there so many 

of them on the PC , and why 

One of LOL's animated scenes. Here a 
wizened King talks to his courtiers 

are they mostly ted ious? 
You only need to hear the 

title to know that Lands Of 
Lore is an RPG, but then you 'd  
expect that from Westwood 
Stud ios - the people behind 
Eye of the Beholder 1 and 2. 

Game: Sunset Riders 

Form at: Super NES 

Publisher: Konami 

Price : £45 

One of the harder sections 
is this horse-riding bit . . .  

i th such dated 
gameplay Sunset 
Riders has a job 

making the grade - but it 
manages it. J ust. 

Whether it's the much 
underplayed wi ld west 
scenario, or the change of 
perspective that crops up  

In  fact, at  first glance you 
could be forgiven for th ink ing 
that LOL is another EOTB. 
There 's  the fami l iar forest, 
viewed from first person 
perspective; there are the 
brave heroes who only seem 
to wal k  in short bursts of 
exactly equal length ; there are 
the cinematic cut-scenes. 

Westwood have 
honed the i r  RPG model 
to a tee now, and frankly 
LOL is  a joy to play. it 
has an automap. it 
doesn't rely on tedious 
statistics which have no 
bearing on gameplay. lt 
doesn 't bother with 
weight l im its , hunger or 
any of that rea l istic ( ie  
annoying) stuff. Although 
at first it seems too 
easy, l i ke you ' re s imply 
being led through the 
game not playing it, it 

doesn 't stay that way. 
Lands Of Lore doesn 't 

break any new ground , but for 
an RPG you 'd  be hard £ 
pressed to do better. 

Edge rati n g: eight/10 

throughout, it's a satisfying 
shoot 'em up packed with 
deta i l  and a variety of sol id 
gameplay. From the great 
i ntra , the graphics emulate the 
arcade game wel l - far better 
than the rather unspectacular 
Mega Drive version - the 

sprite hand l i ng 
and overa l l  
speed of  the 
game never lag 
at a l l .  lf there is  
anyth ing to 
moan about it's 
the lack of room 
for manoeuvre , 
with only a 
s ingle plane for 
the player, and 
some annoying 
horse-r id ing bits 
where there 's  
l ittle chance to 

avoid what's com i ng. 
For action this isn 't a match 

for Capcom ' s  old wi ld west 
classic Gunsmoke, but it's sti l l  
great fun ,  a n d  has amusing 
western music and £ 
speech thrown i n ,  too. 

Edge rati n g: Seven/10 
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Game: Gunstar Heroes 

Format: Mega Drive 

Publisher: Sega 

Price : £39.99 

unstar Heroes comes 
on a eight-meg 
cartridge, and features 

some of the fastest 
s imultaneous two-player action 
you ' re ever l i kely to see on the 
Mega Drive . The graph ics have 
a d istinct cartoon feel to 
them,  the backdrops are wel l  
deta i led and  the  scro l l i ng is  
very smooth . 

Your  character sh ifts at an 
incredible pace as he jumps ,  
hangs , a n d  cl imbs h is way 
through each of the five 
futuristic levels ,  reaping death 
and havoc on just about 
anyth ing that moves. 

You have the choice of four 
weapons: l ightn ing fire , force 
fire , chaser fi re , and fire fi re . 
Each weapon has its own 
strengths .  Lightn ing fire is 
great for longrange attacks but 
not so good for closeup 
action ,  chaser fire homes in 
on the enemy and is a good 

Game:  Mario Collection 

Format: SNES 

Publ isher: Nintendo 

Price : £60 ( import) 

e l l ,  wonders wi l l  never 
cease. For once 
there ' s  a N intendo 

cartridge that offers something 
l i ke va lue for money. With 
every ri p-off merchant and h is 
wife greedi ly eyeing the 
consoles it's nice, no, it's very 
surpris ing to see N i ntendo pu l l  
a stroke l i ke th is .  

Four Mario games, inc luding 
the terrific Super Mario Bros 
3, and, for the first time 

The Lost Levels in all its weird, 
never-before-seen glory 

These flying characters must be defeated to get beyond the end of 
level one. Our hero is using the flame thrower for close work 

a l l round choice, force fire 
sends out an unending stream 
of bul lets , and fire fire is 
basically a flame thrower, 
des igned for closeup mass 
destruction . 

You can only carry two 
weapons at a t ime, but they 
can be joined to form a tota l ly 
new weapon . For example,  the 

outside Japan,  you get The 
Lost Levels. 

Super Mario Bros and Super 
Mario Bros 3 show what a l l  
the  fuss was about, and  what 
made N intendo the biggest 
console manufacturer in the 
world.  Both are very s imple 
and have a superb learn ing 
curve. SMB is chal lenging, but 
SMB 3 is amazingly 
compl icated too, more so than 
the S NES Super Mario World, 
and sti l l  more playable.  Both 
games are great, even if the 
s l uggish controls of SMB feel 
funny next to SMB 3. 

The Lost Levels is Super 
Mario Bros in different clothes 

flame thrower combined with 
force fire creates a longrange 
flame thrower - ideal for k i l l ing 
just about anyth ing and 
everyth i ng. 

Although five levels in the 
game don't sound a lot, each 
level is huge - and just when 
you th ink you 've seen off the 
l ast guard ian ,  another one 

One of the bosses from 
the dice palace looms 

infront of you .. .  

appears. lt 's qu ite 
demoral is ing: after 

using a l l  your 
weapons and 

resources to fin ish off 
what you thought was 

the l ast boss,  you just get 
another one, bigger and 
meaner, to take its place. 

The action never lets up -
not for a second - and by 
combin ing many mid-level 
bosses with hordes of 
enemies, Gunstar Heroes 
quickly becomes an 
immensely hectic game.  

l t  looks good, sounds good 
and plays wel l ,  but after 
completing the game, you get 
no great urge to return to it, 
even with two players. There 
are no h idden levels to find ,  
no secret screens - you get 
what you see. 

Gunstar Heroes is great 
whi le it lasts, but it £ doesn 't last long. 

Edge rating: Six/10 

Best of the bunch, Mario 3 is a superb rendition of the eight-bit NES 
title (which, incidentally, is the best-selling game of all time) 

Mario takes to the air in the 
runt of the litter: Super Mario 2 

- same gameplay but harder. 
Perhaps too hard ,  as even the 
first levels are impossib le.  

Super Mario Bros 2 is a rea l  
odd ity: i t  l acks the flu id 
gameplay of the others and 
the levels are bad ly des igned. 

I n  a l l ,  though , a great 
cartridge, worth buyi ng just for 

the two classic Mario games . 
There 's  one bad thing about it: 
if the best cart around is  a 
compi lation of old eight-bit 
games,  it doesn 't say much 
for the standard of new £ 
games, does it? 

Edge rating: Eight/10 



Game:  Rainbow islands 

Form at: PC Engine CD 

Publ isher: NEC 

Price: £60 

hortly after the dawn 
of time, N EC Avenue 
announced they were 

to convert Rainbow Islands to 
the old C D-ROM 2 system. 

arrivi ng on the Engine about 
two years ago. But to make 
amends, Rainbow Islands was 
always the stronger game of 
the series, (a lthough ardent 
fans  of the origina l  Bubble 
Bobble might argue 
d ifferently). Its p layabi l ity and 
origina l  gameplay features are 
sti l l  largely unmatched. 

I n  many ways it's the 
definitive cutesy 
platform game.  A Taito 
masterpiece. And on 
the Engine it's 
bri l l iant, with colourfu l  
graphics, flawless 
playabi l ity and even 
that terrible over-the­
rai nbow theme i n  
'glorious'  Do lby 
Surround sound .  

Rainbow Islands o n  the P C  Engine - one 
of the most delayed games of all time 

The on ly th i ng 
miss ing is the two­
player option,  oh -
and things are spo i lt a 
tad by some 

What they forgot to mention 
was that it was goi ng to take 
them about four years .  

Even the sequel , Parasol 
Stars, managed to beat it, 

Game: Super Family Tennis 

Form at: SNES 

Publ isher: Namco 

Price : £45 

uper Family Tennis is 
the official  sequel to 
Family Tennis, a game 

that origina l ly appeared on the 
J apanese Famicom . Whi le  it's 
good, it (and any other tenn is  
s imulation on the S NES) has 
the unenviable task of 
competi ng with Ton ki n  
House's Super Tennis. But 
Super Family Tennis does 
have one d istinct advantage 
over the Ton kin  c lassic - it 
a l lows a fourplayer game. 

occasional s lowdown . 
But apart from that, it's sti l l  
the  classic it always was.£ 
Wel l  worth the wait. 

Edge rati ng: Seven/10 

You get the normal tenn is  
options, from the variety of 
p layers and courts, to the 
varying match lengths. But 
th ings qu ickly get wei rd :  the 
courts are not your  normal 
ten n is courts: you can choose 
to play beside the seaside,  
complete with crash i ng waves 
- or you can have a game 
outside a far-eastern pagoda. 

The game plays qu ite wel l  i n  
oneplayer mode, but the 
contro ls are not as i ntu itive as 
in Super Tennis. There ' s  a 
d isti nct lack of shots, and the 
abi l ity to pul l  off crosscourt 
passes is  hampered by the 
dodgy control system .  The 
game comes into its own when 
played with four  players - the 
lack of shots doesn 't detract 
from the fun to be had i n  
multi player mode. 

Super Family Tennis is  a 
good , if not essentia l ,  
purchase, especia l ly  for 
mult ip layer fans.  But Tonk in 's  
Super Tennis i s  more playable 
and has added depth for£ 
one or two players. 

Edge rati ng: Seven/10 

Game: Zombies Ate My 

Neighbors 

Form at: SNES 

Pu b l i sher: Konami 

Price:  £45 

Throw an exploding can, and 
you scatter the zombie things 
here there and everywhere 

G ame:  Pinball Dreams 

Form at: PC 

Publ isher:  21st Century 

Price: £38 

The first and best of the tables 
in Pinball Dreams, called Ignition 

inball Dreams was an 
amazingly pol ished 
product on the Am iga , 

proving that th is game could 
be the most add ictive 
computer-trans lated tabletop 
game ever. And it was one 
that spawned an equal ly 
professional fol low-up, in the 
form of Pinball Fantasies. 

But the big attraction here,  
of  course, is  the game 
scro l l i ng just as fast and 
impress ively on the PC as the 

test s c re e n 

neighbours from the clutches 
of the l iv ing dead. 

Zombies starts off wel l  with 
smoothly scro l l i ng colourfu l 
backgrounds plus great 
animated sprites. And using 
your  pocket radar, locating and 
savi ng the neighbours is fun .  

The game is fu l l  o f  nice 
touches, l i ke the abi l ity to rush 
i nto a neighbour's house and 
search the i r  cupboards for 
useful objects that can be 
used as weapons - beer cans 
double up as grenades, for 
example.  The music su its the 
game and the whole product is 
in the style of a 50s B-movie. 

Even with two players, 
though, the action soon 
becomes boring, and your  
i n it ial  enthusiasm wanes fast. 
If there was more to it, 
Zombies Ate My Neighbors 
cou ld have been great. 

As it is, the different styled 
backgrounds and the addition 
of some end of level guardians 
does l ittle to inject any l ife into 
what is  basically a pretty £ 
dead game. 

Edge rati ng: Six/10 

original  d id  on the Amiga. it's 
completely smooth on a fast 
machine,  but you do need a 
fast graph ics card, too. 

Spidersoft have done a 
great conversion here, 
especia l ly with the bal l  
movement - it's bri l l i ant and 
at times frustratingly real istic. 

For some reason ,  though , 
the screen detai l  i sn 't as 
impressive as it was on the 
Amiga ,  with some cross-hatch 
shad i ng letting th ings down 
ever so s l ightly in places. 

And the sound real ly grates 
through a Soundblaster Audio 
card . it's l i ke a N i rvana demo 
played through a Force 9 gale 
as heard by a deaf person in a 
noisy room. In other words,  
the samples are terrible: noisy 
and scratchy, and barely 
audible at normal volume. 

But sti l l ,  it's an unmissable 
game,  and one of the best 
videogame versions of the 
desktop game ever created. A 
version of the sequel , 
Pinball Fantasies, is due £ 
out by Christmas. 

Edge rati ng: Eight/10 

... I 
... 
3 
Q) 

110. 
Q) 
N 

:l 
('[) 

0 

� 
0 
0" 
('[) 

87 



; test s c re e n 
Q) 

.D. 

E 
(.) 

0 

Q) 
c 

N 
ro 
'D.O 
ea 

E 
... 

I 

88 

G ame: Rocket Knight 

Adventures 

Form at: Mega Drive 

Publ i sher: Konami 

Price : £40 

he current trend of 
cute-looking, but 
intrinsical ly hard 

characters continues with 
Konam i ' s  Rocket Knight 

In the arms race, your sword 
wielding rodent in a hoverpack 
looks like he's coming last 

Game: Yo! Joe! 

Format: Amiga 

Publ i sher: Hudson Soft 

Price: £27 

o veteran gamer needs 
te l l ing that Hudson 
Soft are one of the 

best developers in the 
business, but they're not a 
name that leaps to m ind in 
conjunction with the Amiga. 
Things are starting to change, 
though , with the release first 
of Amiga versions of Bomber 
Man (as Dyna Blaster) and 
Bonk's Adventure (as BC Kid) 
last year, and now this original  
platform game. 

There ' s  noth ing especia l ly 
new or clever about Yo! 
Joe! - it's half-a­
dozen levels of 
pretty standard 
jump-around­
and-hack-up­
baddies fare, 
but the qual ity 

The quiffed-one 
strolls through 
some tidy scenery 

Adventures. This shrew-l i ke 
rodent is blessed with a 
missi le-sl inging sword and a 
rocket pack: if h is weapon 
isn 't enough to get h im out of 
danger, he can power-up his 
pack and hurtle , meteor- l ike ,  
across the screen .  

Rocket Knight Adventures 
del ivers a mixture of platform 
jumping i nterspersed with 
swift scro l l i ng sections, so 
that - on your first few goes at 

As well as starring In a 
platform game, Joe also does a 
dam good Elvis impression 

of execution is breathtaking. 
From the dazzl i ngly bright 
graphics to the fiendish ly­
designed maps and the clever 
use of power-ups, it's all done 
superbly, in a way that makes 
you want to play it again  and 
again just to see what you can 
the next time round.  

Maybe that' s  just as 
wel l ,  though - because 

Yo! Joe! isn 't  the 
hardest game you ' 1 1  
ever play. And  then 
then infin ite continues 
it gives you start to look 

l ike s l ightly less of £ 
a good idea. 

Eight/10 

least - you 're never qu ite sure 
what's coming up next . 

The game 's jol ly graphics 
bel ie a tour-de-force of 
technical excel lence: 
impressive para l lax-scro l l ing,  
palette switching,  swirl ing 
heat-haze backdrops, huge 
mu lti-segmented enemies and 
a variety of clever graphical 
trickery - at one stage you can 
only see your target platform 
by its reflection in pool of lava 
below. Only when the lava 
swel ls  up can you see where 
to jump.  Devious, huh? 

Gameplay is  pretty much 
spot-on ,  with just the right 
amount of platform action and 

Don't you find rollercoasters 
all the more exciting when 
they're covered in spikes? 

G ame: First Samurai 

Form at: SNES 

Pub l isher: Kemco 

Price : £45 

irst Samurai is a 
two-year-old Amiga 
game that's just been 

converted to the SNES - but 
sadly, time hasn 't been a l l  
that k ind  to  th is  humble Amiga 
platformer. 

it's weird ,  First Samurai is 
obviously one of those 
computer games that' s  tried 

Okay, do you recognise the 
rehashed Spectrum graphics, 
then? Look closely and squint . . .  

enemies, plus a n icely 
balanced difficu lty curve. But 
sadly it sticks to the same old 
level-boss, level-boss structure 
( l i ke n ine out of ten Mega 
Drive games) so no marks for 
i nnovation there. 

In typical Konami style,  
there are several d ifficulty 
levels ,  and on Easy you can 
s l ice through half the game in 
one go. But, if you can restrain 
your cheating tendencies, 
Rocket Knight Adventures 
provides a good blast and a 
neat twist on the aged £ 
platform theme. 

Edge rati ng: Seven/10 

Against a swirling waterfall 
backdrop, R Knight swipes at a 
flame-throwing boss 

desperately to be l i ke a 
console game - with s imple 
platforms and a sl ick and 
fast-moving main character -
but now that it's fina l ly made it 
onto the S N ES it looks l i ke a 
fish out of water. 

Why is it that a lmost every 
computer-based platform 
game is s low and boring? Al l  
you have to do in  th is one is  
walk  about the place, keeping 
a couple of monsters at bay 
and col lecting a few th ings. 
But even th is is done in such 
a textbook fash ion that you 'd  
probably have more fun 
reading the textbook. 

If you 've ever played Exolon 
or Stormlord on the Spectrum 
you ' l l  recognise the gameplay 
(and some of the graphical 
effects) straightaway - the 
Amiga First Samurai was 
written by the same guy, 
Raffaelle Cecco, who did the 
old Spectrum greats. First 
Samurai real ly  does feel l i ke 
an old Spectrum game,  which 
was no bad th ing - five £ 
years ago. 

Edge rati ng: Five/10 
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Format: Super NES 

Street F ig hter 11 Pub l isher :  Capcom 

Price : £90 ( import) 

treet Fighter 11 Turbo 
hits the S N ES with 
such force it al most 

breaks it. But the only smel l  
of burning flesh is  from 
greedy importers rubbing the i r  
hands at  the prospect of 
charging lud icrous amounts 
of money for what must 
surely be one of the games of 
the year. 

Street Fighter 11 Turbo 
gives you the option of 
choosing between the 
Champion Edition, or the 
improved Turbo version.  

What's Turbo got that the 
other hasn 't? Wel l ,  Turbo has 
four speed options (up to vety 
fast), improved graph ics , 
extra moves, plus the abi l ity 
to control Vega and Co. 

The game uses a massive 
20 megs, as opposed to 16 
in the origina l ,  and adds 
loads of speech. Playabi l ity is 
also improved, and all the 
characters are now £ 
more evenly matched. 

Bison and Vega fight it out in China. Vega is not quite as powerful as he was in the original version, 
but his flaming torpedo is still just about good enough to fry most opponents 

'Anything you can do, I can do better.' Both 
Balrogs are at it again, this time both 
attempting the famous rolling claw move 



Turbo 

Guile, now not as 
powerful, demonstrates a 
new kneebutt attack 

Guile and Honda's jumps now 
have more frames of animation 

test s c re e n 

Zangief (left) is faster and can now move forward while doing his 
spinning lariat. Honda joins the upgrades - his hundred hand slap is 
deadlier and he shuffles along to prevent escape. Ken's dragon punch 
(right) travels further and higher, but it's not quite as potent as before 
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Format: PC Engine CD 

Pub l isher: Capcom 

Price : £85 ( import) 

he world warriors are 
now avai lable to PC 
Engine owners .  And 

rather than opting for a CD 
version , Capcom - i n  
conjunction with N EC - has 
put them on a 20 meg 
HuCard .  it's hard to bel ieve 
that a card so smal l  and so 
th i n ,  houses the enti re 
Championship Edition. But it 
does - and it 's  fast too. 

The Championship Edition 
al lows the use of the bosses,  
and a l l  the i r  moves are 
present and correct - from 
Bison 's  flaming torpedo to 
Vega's rol l  attack.  The moves 
are easy to pul l  off - you ' l l  
soon find yourself producing 
some spectacular 
combinations.  The graphics 
are wonderfu l ,  but sound is a 
b it of a disappointment - it's 
accurate but scratchy. 

Currently sel l ing for £85 
on Japanese import, this title 
shows what the Engine £ 
is sti l l  capable of. 

Street F ig hter  11 

Vega's flaming 
torpedo has been 
just avoided by 
Sagat. Or has it? 

Now you can get your own back on all those 
terrible swan dives Balrog has inflicted on 
you (only it's beHer if you hit someone) 



test s c re e n 1 

C hamp ion  ed it i on  

The barrel smashing bonus 
stage makes lt onto the 
PC Engine version 

Another bonus stage, this time Vega 
makes light work of this luxury saloon 

If you play with fire, you're sure to get burnt. If only Guile had heeded 
this warning. Vega shows no mercy and proceeds to torch him with his 
flaming torpedo. The sound effects are very good, and a suitable 
'whoosh' accompanies this spectacular move 
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Format: Mega CD 

P u b l i sher: Game Arts 

Price : £60 ( Import) Si l p heed 
he year  is  3076.  An 
anti-government rebel 
force has taken 

control of the Grayzon 
computer on Earth. 
Meanwh i le ,  the surviving 
members of Galaxy U n ion 
Force gather to launch a 
counterattack. Thei r  trump 
card is  the heavily-armed 
interplanetary fighter, the 
SA-77 S i lpheed. 

Si/pheed first came out 
eight years ago on the N EC 
PC-88SR in Japan . And the 
designers of this remake 
have taken the same basic 
gameplay and merged it with 
a steady stream of what are 
the best visuals yet £ seen on the Mega CD.  

The ingame intro i s  fabulous. 
Thanks to the combined efforts 
of over thirty people, and 3D 
graphic techniques that have 
been in development for years, 
Game Arts has redefined the 
stat�the-art on the Mega 
CD. Months were spent building 
3D models of giant spacecraft 
- a set of geometric shapes 
like boxes, cylinders and 
spheres were also constructed. 
Some of the ships in Sllpheed 
are made from a total of 
25,940 polygons. Here the 
camera pans around the SA· 77, 
and follows it to the launch 
bay. A digitised voice outlines 
your mission - basically blast 
or be blasted 

'Look at the size of that 
thing!' Avoid the asteroids 
at all costs. This is polygon 
heaven, and the action gets 
better as the levels go on 

The SA· 77 can fly deep into 
the screen to outmanoeuvre 
the stage two asteroid belt 

Alien ships approaching. These guys fly in 
close formation and are tricky to avoid or kill. 
Some aliens also attack from behind 

Your SA·77 is being lowered into 
positon ready for its launch 

The camera pans around your 
SA· 77 as it fires up its engines 

The intro lasts under a minute, 
but is the best yet on Mega CD 

Level one 

Weapon select. 
Nothing to write 
home about yet, but 
just wait .. .  

n·, · :,'l ... " 
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The asteroid level is 
tough, watch for 
the small astoroids 

Level two 

Level three 

Your first encounter 
with one of many 
motherships. And 
you're under attack 
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Sweeping camera 
angles as you fly 
past alien defences 

Level four 

Level five 

in hyperspace and 
still there's no letup 
in the speed of the 
alien attack 

·:.,:,:,;o " \L! I 0 �; 

. - l �-�·� 
Level six sees the 
SA· 77 flying through 
arctic conditions 

Level six 



Your journey 
through this level 
starts on a cold 
deserted planet. 
Suddenly the view 
changes and you're 
faced with giant 
motherships - lots 
and lots of huge 
motherships. 
Collect an 
invincibilty icon as 
soon as possible, 
as the alien craft 
waste no time in 
eliminating you. 
And there's only 
.four units of shield 
remaining • • •  

The penultimate level, and the 
action gets faster and the 
aliens get loads meaner. There 
are trench sequences 
throughout the game, but level 
eleven's trench bit will leave 
you with beads of sweat 
pouring down your face. Fry 
those suckers 

test s c re e n 
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The most vari8d 
level in the entire 
game. Here the 
SA· 77 is caught in 
the middle of a 
vertically moving 
lift. Avoid the beam 

The end of level boss is not that huge structure in the back of the screen (top left), but it is in fact that 
rather weedy looking thing hovering just in fromt of it. The SA·77 is fully loaded now, and those balls of fire 
are your only defence against the death-dealing boss. This section (bottom left) requires careful observation 
as you have to guide the SA·77 through this tunnel while shooting the enemy. Damn those lifts! (above) 

Level seven 

The entire enemy 
fleet lies between 
you and the Earth 

Level eight 

Level nine 

The journey's almost 
over: you just shoot 
past this planet and 
take the first left 

' ' 
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Finally above Earth, 
but the rebels 
haven't given up yet 

Level ten 

Level eleven 

The penultimate 
mothership is about 
to blow. And you've 
got one level left 

No stage twelve, 
just a boss - a big, 
dirty, mean boss • • •  

Level twelve 
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Format: PC 

Publ isher :  Virgin 

Price : £35 Lands Of Lore 
ands Of Lore uses the 
same RPG engine 
that's been around 

for years: the first person 
perspective, square-based 
movement approach .  Come 
to think of it, it also has 
pretty much the same plot as 
many other RPGs: a land 
threatened by a witch can 
only be saved by your good 
self, by return ing a sacred 
someth ing or other that the 
witch has nicked. Heavens. 

What's different is the way 
the game works . Firstly, you 
don't bother about creating a 
character, you s imply choose 
one of the four avai lab le .  As 
the game progresses, other 
characters join (and leave) 
your party, depending on the 
plot twists. The story's  
broken up into separate 
parts, sort of sub-quests, and 
between each there are 
entertai n ing fi lm ic animations 
to bring you up to date with 
the story and set you £ 
the next quest. 

So then, all ready to 
go. And what an 
attractive floor 
pattern. Just 
through that door ... 

. .. lies the medieval equivalent of The Body 
Shop. Actually you should stock up with healing 
herbs here for later, before wandering out to ... 

Your first job is to get the Ruby of Truth from the forest to 
the south, so after a bit of boat-based fun (left) you arrive at 
a pub. Up pops this bloke, Timothy (below left), and tags 
along for a bit ... well, to the weapons shop, anyway (below) 

... the King's room (or chamber, if you must). At 
the moment he's nattering to the Royal 
Chamberlain, whom, after seeing Kingy ... 

. .. you should visit. 
That crow's more 
sinister than it looks 



You find the house of Roland (keeper of the Ruby), but lt's 
been nicked, and he's been clone In (below). Get back to the 
castle quick ••• Ah, 1t seems the King's not feeling too clever 
either (below right). Still, they can do wonders with magic 

Ah. A friendly local of the forest. Bluff your 
way past him if you can, because there's no 
need for a lot of messy violence • • •  

••• then find this cave -
lt's important. Bluff or 
fight your way past the 
guards, go in ••• 

t est s c re e n I 

The view into the 
castle grounds -
a flash of colour 
on the grey stone 
walls 

.;.r::. 
,, 

' . , 

monsters you'll 
meet on your quest 

'Yes, quite nice, but have you got them In a 
size ten? Sorry? Could you just put that 
sword away, please? No? Ah •• .' 

• •• and make sure you look around thoroughly. 
This is the first place that hidden levers and 
pressure pads come into play 

Blimey. How can you 
tum away someone 
like this? But she's 
not all she seems • • •  
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Format: Super NES 

P u b l isher:  Nintendo 

Price : £90 ( Import) S u per  M ar i o 
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i ntendo surprised 
everyone by 
announcing, with the 

min imum of fuss, the Super 
Mario Al l-Stars Compilation for 
the Super NES. So far a l l  the 
hype has come from 
magazines and gamers eager 
to get their hands this 
collection of old NES games, 
updated for the Super NES. 
Right now, it 's only available on 
import (at prices upwards of 
£90! )  and it doesn't work with 
some adaptors. But it wi l l  be 
avai lable official ly in the UK 
from October at £50 and there 
wi l l  be a new Super Mario Al l­
Stars Super NES bundle 
costing £130 following £ 
soon after. 
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The snowbound World 5 in Super Mario Bros. The snow makes Mario a 
little more tricky to control but the obstacles are the main problem 

1; .� a 
i' � . ���� 

This was Super Mario Bros 2 in Japan. lt was 
available on disk only for the Famicom, the 
Japanese NES. lt's not that much of a sequel, 
more an extension of the original - it's the 
exact same game engine as Super Mario Bros 
with new levels. The graphics are pretty the 
same as the original but it's much harder 

By jumping up and hitting blocks in platforms Mario can get coins 
and power-ups like the mushroom and the fireball flower 

Originally an arcade game, the NES was 
launched with an arcade-perfect version of 
Super Mario Bros - not so difficult as the NES 
used the same boards as the arcade. The game 
took elements from the single screen Mario 
Bros platform game, like the block bashing and 
the power ups, and put them into an enormous 
scrolling game. There are eight different 
worlds, hidden warp zones to skip entire levels 
and the first showdown with King Koopa 
Bowser waiting at the end 

This is is the original 
NES Super Mario 
Bros - the Super NES 
version keeps every 
gameplay detail 



test s c re e n 

• C o l lect I O n  
World 8 on Super Mario Bros 3 is very tough. On the first level Mario 
has to get avoid the tanks and their gunfire as they grind towards him 

More power for Mario in SMB 3. He can pick up Koopa shells and throw 
them, and there are two suits - the frog suit and the flying Tanooki suit 

No jumping on the heads in . 
Mario 2 - try that and you'll die 
straight away. He has to pick up 

objects - pots and, it would appear, giant · 
turnips - to throw at whatever attacks him. 

Super Mario Bros 3 was launched in 1990 and went on to become the 
best-selling NES cartridge of all time. SMB 3 expanded on the first 
Super Mario game in a number of ways: each world was presented on a 
map so that you could choose which levels you wanted to play; there 
were plenty more hidden warps and some very convoluted bonuses; a 
card game and a version of the ancient Mario Bros game hidden 
somewhere in it. Super Mario Bros 3 was huge, graphically varied and 
set new standards for console games when it first came out. This 
version has a save game facility, making it much more approachable 

� 
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Known as Mario 2 
in the US and 
Europe, this was 
originally called 
Doki Doki Panic in 

Japan, and it's an arcade game set in 
mythical Arabia. The programmers changed 
the character sprites • • •  and not much else. 
Gameplay's completely different to the other 
games - Mario has to uproot turnips and 
throw them at his enemies 
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Format: PC Engine CD 

Publ isher: Konami 

Price : £60 ( import) G rad i us 11 
lthough Gradius If 
appeared before 
Christmas last year in  

Japan, its popularity made i t  
a difficult game to  get on  
import. Its release came and 
went without much notice . 
So, here 's  the first proper 
look at the Engine version of 
what's known over here as 
Vu/can Venture. 

Gradius If follows the 
HuCard version of the first 
Gradius game,  but with vastly 
superior graphics and sound.  
i t 's  one of the old school of 
shoot 'em ups:  long levels ,  
mid-level obstacles, and one 
of the first, but sti l l  one of the 
best, power-up systems £ 
ever designed . 

level one is almost identical to 
the arcade, with the scrolling 
suns and flaming serpents well 
reproduced. lt's possible get a 
multiple and a laser here for 
use against the boss 

Familiar territory indeed. Almost identical to level one of the first 
Gradius game, this is the first really tough stage to get stranded in 
without any weapons. Hardly the state of the art in bosses, but it's still 
tricky to deal with without a speed-up and weapons, as seen here 

Perhaps the most 
impressive level 
from the coin-op, 
the colliding 
iceberg section, is 
perfectly 
translated here. 
And it doesn't 
seem to slow 
down like it did in 
the arcade 

Level five is full of Easter Island heads, similar to level four on 
SNES Gradius Ill. The boss is genuinely hard to deal with, too. 
Dodge the rotating heads that chase you, and shoot the mouths 
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Rainbow I s l an ds Format: PC Engine CD 

Publ isher:  NEC Avenue 

Price : £60 ( import) 

Well, if the graphics weren't identical to the coin-op it'd be a bit sad 
wouldn't it? Bubby traps a ladybird with a rainbow (below). Also 
available for the PC Engine is the follow-up, Parasol Stars (right) 

Rainbow Islands has one of the most complex bonus systems ever. The 
seven coloured gems at the bottom of the screen have to be collected 
to reveal each island's hyper bonus item. And the position that the gem 
lands determines the colour, from the left of the screen (yellow) to the 
right (purple). Collecting them in no particular order only gives a one-up 

The spider boss (above) is 
a doddle. Just keep moving 
and ploughing rainbows 
into him as he lands 

he arrival of Rainbow 
Islands on C D-ROM 
comes after about 

three or four years of 
dithering. Th is  sequel to 
Bubble Bobble is sti l l  one of 
the best platform games 
ever. lt's s imple-looking, but 
underneath l ies very intricate 
and testing gameplay. 

Basically, the object is  to 
get to the top of each 
vertica l ly-scrol l ing level using 
rainbows. By shooting them 
a l l  over the p lace, they work 
as bridges al lowing you to 
cross over gaps between the 
platforms, and they k i l l  
baddies in d ifferent ways too, 
yielding assorted bonuses. 

Also avai lable for the PC 
Engine, but on HuCard ,  is  the 
follow-up game, cal led, £ 
Parasol Stars. 

The helicopter requires a bit of strategy. The best way to take him out 
is to build up a collection of rainbows to drop on top of him. Inset: This 
is done by throwing them from below and landing on top of them 

3 
I» 

� 
Ql 
N 

:::l 
C1l 

0 

� 
0 
0" 
C1l 

101 



; test s c re e n 
Q) 

.c 
0 +"' 
(.) 

0 

Q) 
c 

N 
CO 
'QI) 
ea 

E 
... 

i 

102 

Format: Super NES 

Publ isher: Konami 

Price : £45 

i nce Konami  branched 
out onto Mega Drive , 
Super N ES owners 

have continued to enjoy the 
benefits of Konami 's c lose 
l i nks with the b ig ' N ' :  
consistently getting the best 
games first, with conversions 
to the Mega Drive usual ly 
fol lowing afterwards. 

Sunset Riders is  the first 
to change that, with the 
SNES version appearing a 
good six months to a year 
after the rather d isappointing 
Mega Drive version. But, 
woooahhh! Th is  is  a far 
superior conversion with 
better graphics and all the 
stages that were left out of 
the Sega vers ion.  lt's a spot­
on conversion of the arcade, 
in fact. So, here 's  what £ 
it has to offer . . .  

S u nset Riders 

Each level has a different bad guy to take 
out, rather like that old coin-op Gunsmoke 

The two-player 
simultaneous option is 
pretty good fun, and 
there's no slow-down 
either. But come on, 
those pink bullets are 
just silly (above) 

Running on cattle is 
not recommended 

Sunset Riders has 
the same kind of 
spiH·Ievel gameplay 
(below) as games 
like Rolling Thunder 

At last, justice! The Sunset Riders reap 
revenge on those evil Travellers' Fare 
buffet car stewards 

,.. , 

� '· 4 

Level two starts off with a tricky section where you're riding behind a 
wagon dropping logs with a bloke firing out of the back at you. And as if 
that isn't enough, these horse riders try and take you out, too. Horrible 
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Zomb ies ate my ne ig h bo rs 

A zombie falls 
victim to a squirt 
from a water pistol 
(above), and a 
neighbour is about 
to perish (right) 
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Normal everyday 
objects can be 
used as weapons. 
This house has 
some useful plates, 
but better still, get 
knives and forks 
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A six-pack (insert), has a great exploding effect 
(above). Note the radar which shows the 
whereabouts of the neighbours - five remain 

This rather nasty piece of 
equipment (insert) can be used 
to dispatch the zombies at close 
quarters (below) 

Format: Super NES 

Publ isher:  Konami 

Price:  £45 

ombies Ate My 
Neighbors is the 
l atest release from 

Konami .  Two players can 
s imultaneously take part in 
an attempt to save a l l  the 
neighbours through 45 levels 
of increasing d ifficulty. 

You can either try to avoid 
confrontation with the l iving­
dead , or be a hero and b last 
the hel l  out of them. Knifes 
and forks, beercans and 
bazookas are all ava i lable for 
use, and there are potions 
h idden in some of the houses 
that give your character 
superhuman strength. 

Levels are set in different 
places, from the local streets 
to the stad ium.  U se your  
radar to  find the neighbours, 
but also pay attention to your 
surroundings: there are 
hidden paths that if found,  
reward you with £ weapons and energy . 

This level is set in a shopping mall. Objects such as tomatoes (insert), 
can be picked up and lobbed at the onward-marching, axe-wielding 
kids. The attention to detail in Zombies Is marvellous. Look closely at 
this shot (above), the expression on the little girl's face is hilarious 
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Format: Mega Drive 

Publ isher: Sega 

Developer: Treasure 

Price : £40 

reasure's Gunstar 
Heroes looks and plays 
l ike Konami's Super 

Probotector on the SNES. No 
surprise - Treasure's 
programming team is largely 
made up of ex-Konami coders. 

The athletic main character, 
the scrol l ing, the weapons, and 
the look of the bosses al l  give 
it that distinct Super 
Probotector feel .  But this isn't 
a bad thing: Super Probotector 
was, and sti l l  is ,  a great shoot 
'em up. 

Each boss has been well 
animated - from the faceless 
mouth and eyes to the swirl ing 
dragon - a lot of time went into 
their design. 

But it's lucky they're so 
well-animated - this game is 
packed with them . Just when 
you th ink you've fin ished a 
level, another boss appears, 
and then another, and £ 
another, and another . . .  

Gunstar Heroes contains many 
mid-level bosses. This fiery fellow 
is found in the dice palace 

G u nstar Heroes 
Level one begins, and our hero has already 
equipped himself with flame thrower. Brilliant for 
short range attacks, but otherwise useless 

The beginning of stage two 
requires you to chase the 
shuttle up the screen. You have 
to be pretty fast as it moves 
very quickly. Watch out for 
those large, sharp and entirely 
functionless propellers that 
loom at the top of the screen 

Someone should tell that guy that 
wing-walking is not the most 
sensible of pastimes 

Decisions, decisions. After choosing 
weapons, you have the choice of which 
stage to tackle first. They all contain 
their fair share of baddles 

This boss may look great here, but 
wait till you see him. Even Wait 
Disney would be astonished • • •  

Two power-ups are available, 
the lightning fire and force 
fire. Combine them for best 
results 

The numbers in the middle of the 
screen display the boss's energy. 
His is a lot bigger than yours 



Stage three is set underground. Using a mining cart you have to 
toggle between both the top and the bottom of the screen to ensure 
maximum success. This section moves along at a hectic pace 

The end of the fourth 
stage. All your athletic 
abilities must be used 
in order to make it 
through 

Level two's boss attempts to catch 
up your speeding cart. For best 
results, use the top of the screen 

Throw the die to move 
around the board in 
the dice palace. Get 
to the end and face 
the last boss 

Travelling down the mining shaft, 
you get very little room to move. 
Here's boss two to welcome you 

test s c re e n 

After the horizontal scrolling section you get the vertical one. Just 
as fast but you're left with very little room to manoeuvre. Again 
both sides of the screen must be used, especially when the bosses 
make an appearance 

The dice palace requires you to take on some of the toughest bosses 
in the entire game. This boss uses round sprites, and they individually 
spin around. Here all your fighting skill is needed as the boss 
attempts an aerial attack. Looks like Michelin man in full flight • • •  

A new weapon has been created 
by combining two other weapons. 
So let the headless face have it 

One of the ice palace bosses meets 
his match, and begins to blow up in 
pretty spectacular fashion 
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Viewpo int Format: Neo Geo 

Pub l isher: Sammy 

Price : £225 

hoot 'em ups usual ly 
have l ittle in the way 
of scenario: Viewpoint 

is no exception .  Battle 
through six graphical ly 
bri l l iant stages using your 
craft, or Byupo. And that's a l l  
there is to it. 

The Byupo has a specia l  
weapon , the power wave, 
which has four leve ls of 
i ntensity, the level you fire at 
is determined by the amount 
of time you spend hammering 
down your fire button .  

At £225 Viewpoint i s  
bal lbreakingly expensive, 
costing even more than the 
newer 100 meg+ Neo Geo 
games. And apparently, 
SNK's own restricted supply 
is  the reason. Make of £ 
that what you wi l l .  

Viewpoint i s  one tough game, and 
the 'Soo-Rollos' will pose your 
first problem. Power up your 
power wave - a few blasts should 
put an end to their fun. Watch 
out, as this one nasty has a habit 
of spraying his fire 

The fun is just starting - level three has some 
brilliant music complete with female backing 
singer. These blue worm·like creatures 
require a few hits, but then they don't die -
no, not in this game - they just get mad. They 
curl up and attack in formation. Nasty! 

Halfway through the first level. This is little 
more than a revoving barrier, but watch out for 
enemy fire and be quick or you'll get caught 

The first big boss: 
the Snapping Turtle 
King, to be precise. 
'Shoot it in the 
head', as the saying 
goes 

The Mighty Mah-Too-Bah conceals the entrance to level three. Watch 
for his bubble bombs. Now is as good a time as any to use your smart 
bombs. The struggle continues even after you destroy his shell 

These slugs (left) 
move across the 
scenery very slowly, 
touch them and die. 
This happy-looking 
fellow (above) is 
level three's boss. 
He's brought a friend 
with him. Destroy 
them both, now! 



Inca 
Your craft (below) stops on a planet and is greeted by a 
beautiful distressed damsel, who shares her story 

The intro (above) is 
accompanied by 
very atmospheric 
sound and speech. 
This old lady will 
soon shrivel up 
and, bizarrely, turn 
into bamboo. The 
bamboo then flies 
around the sky and 
invites you on a 
journey through 
space. Odd • • •  

The long blue line at the top is the distance you must travel on this 
level, and the white dots are the enemy. Your ship is represented by 
the brightest dot. You have to catch up and destroy the enemy 
before they reach the end. A sort of intergalactic cat and mouse 

The first puzzle. Not as easy as 
it looks. w, won't spoil it for 
you, but particular attention 
must be paid to the different 
coloured stones. The sun also 
plays a BIG part in the solution 

Stage two is set in a labyrinth of 
corridors. The puzzles here are 
relatively straightforward, and 
provided you're not massacred 
when you turn the next corner, 
the first Inca power is yours • • •  

test s c re e n 

Format: CD-i 

P u b l isher: Coktel 

Price : £40 

ll he lncan - Huayana 
Capac - has foreseen 
it a l l .  He knows death 

is imminent, but he is  at 
peace for he knows that the 
three great Inca powers: 
t ime, matter and energy are 
safe. They have been sent 
i nto space , out of the reach 
of the i nvad i ng hordes of 
conquistadores. 

I nformation is scarce and 
after Huayana Capac outl ines 
your mission,  you ' re on your 
own . Inca uses the learn-as­
you-go process that is  
beginning to play a large part 
in CD-i software . Your journey 
wi l l  take a whi le and 
thankfu l ly there is a password 
feature to al low you to £ 
start where you left off. 

The enemy closes in to 
put an end to your 
heroics. Party poopers 
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v i ew p o i n t 
Edge l ette rs , 30 Monmouth Street, Bath , Avon ,  BA1 2 BW 

What ' s  you r  opinion? Write and tel l  u s :  1 

he kind of CD games 
that we have seen so far 
have, frankly, been far 

from mind-blowing. 
At the moment, all I see are 

pretty pictures displayed on 
screen, clever introduction 
sequences, etc. If that's what you 
want, why not watch television? 

Until the standard of 
gameplay is improved to the 
same extent that the graphics 
have been, CD will not make the 
sort of impact it is capable of. 

In order to do so, the format 
needs a game with the same sort 
of playabil ity as games l ike Mario 
and Sonic did on cartridges. At 
the moment everything on CD 
can be done on carts if you could  
afford to make them b ig  enough. 

Has anyone out there been 
genuinely impressed with 
anything they've seen on CD? 
What genre of games do you 
think best suit CD? And isn't 
Tetris on the Game Boy better 
than any of them? 

Fergus McGovern 
Probe Software 

Fergus has a point. Edge is as 
much in favour of new 
technology as anyone. And while 
titles l ike Silpheed and 7th Guest 
go some way to restoring the 
medium's flagging reputation, 
until some decent games are 
produced, with real leaps in the 
qual ity of gameplay, CD wil l  
remain the realm of extended 
intros and hi-definition sound. 

What do you think? Edge 
wants to hear from anyone -
readers, programmers, designers 
- with an opinion on the 
progress and prospects of 
CD-ROM. And if CD isn't the 
medium of the future, 
what the hell  is? £ 

or Mega Drive coverage I 
am well satisfied with 
Mega, therefore I wil l  

probably not buy Edge for 1 6-bit 
console coverage. Can you tell 
me, or give me an idea, how much 
coverage is planned for the 
newest 32-bit home videogame 
consoles such as CBM's Amiga 
CD32 and the 3DO machine? I 
know 3 DO isn't even released 
Stateside yet, but it's the kind of 
sexy piece of kit that (wet) 
dreams are made of. Technoporn ? 
Yes please! 

Daren Chandisingh 
Lancaster 

Hopefully our feature on 300 
(page 48 if you sailed bl ind ly past 
it) should keep you . . .  excited until 
our real 3 DO coverage £ starts later on in the year. 

hi lst browsing through the 
latest Amiga Format, I saw 
an article about Edge. At 

first I thought it was th is new 
Mega Drive thing which al lows a 
keyboard to be plugged in (it's a 
modem - see page 1 5) .  

After reading it I thought that 
I would air my views about game 
prices. When I first got my Amiga 
a year ago I thought that the price 

Thunderhawk on Mega CD. Does it 
raise any questions in your head? 

of games was just right but 
recently I bought Lemmings 2 
which was priced at just under 
£30. This and Walker. 

You and I both know that 
these games are worth the extra 
pounds, but how long is it before 
other companies see that they can 
get away with it and £29.99 
becomes the standard price mark? 

Simon Wilmot 
Wiltshire 

Videogame pricing is always a 
bone of contention. And it's i ronic 
that as games move onto the 
cheaper medium of CD, costs 
must increase to cover the h igher 
development costs. Perhaps 
d irect-broadcast games will £ solve everyone's problems? 

Question and Answer 
Most garners, at one time or another, have come across a technical 
problem that they can't solve, or a pressing query with no-one to answer 
it. This is where Edge comes in . . .  

I f  you have a problem, Edge can provide the solution; i f  you have a 
query, Edge will answer. If there's something you want to l<now about the 
mal<ing of a game or the internal worl<ing of a machine, write to Edge. 

Simply jot your problem on some paper and send it to: Q&A, Edge, 
30 Monmouth Street, Bath, Avon BA1 2BW. Alternatively, you can tax us 
on 0225 446019, or E-mail us via astorer@cix.compulinl<.co.ul<. 

Sorry, but Edge cannot answer queries over the phone and personal 
replies are not possible - even if you do enclosed an sae. 

Core �esign  are 
the chaps responsible for 
Thunderhawk on the Mega 
CD (prescreen, page 34). 

And this is your chance 
to ask the three guys below 
some probing questions. 
Sender of the best question 
will visit Core Design and 
interview them using the 
questions that Edge 
rec'eives. 

There's a postcard in the 
bag with this issue: write 
your question on it and send 
it to: Edge, 30 Monmouth 
Street, Bath BA1 2BW. 



I Talk to £DG£ 

I] 
dge knows a fa i r  bit 

. about you a l ready. 

You ' re wel l  i nto the 

latest gam i ng 

technology, and you 

certa in ly  know you r  way 

around the videogames market. 

But Edge isn't  going to leave it there.  

After a l l ,  you could be 18 or you cou l d  

b e  35 - and it does make a d ifference. 

You could feel there ' s  too much news in  

Edge and not enough reviews, or vice 

versa.  And we need you r  reaction. 

So go o n ,  te l l  Edge who you are and 

what you want from the magazi ne.  

However, we don 't expect you to tear 

u p  you r  copy, or even to have to fi nd a 

photocopier. Just use the postcard 

i ncl uded with the magazine. (You can 

sti l l  use th is page or a photocopy.)  

And if you put you r  name and 

address o n ,  we' l l  be able to speak to 

you d i rectly - to te l l  you about exclusive 

Edge events, or to give you advance 

i nformation on Edge specia l  features.  

Talk to Edge . . .  And send you r  

completed form t o  Edge Questionnaire ,  

3 0  Monmouth Street, Bath BA1 2BW. 

There ' s  no closing date - we ' re always 

i nterested to hear what you have to say. 

One What machine(s) do you own and 

use regularly? 

a 0 M ega D r ive · 
b 0 S uper N i ntendo 
c 0 PC 
d 0 Amiga 
e 0 M ega C D  
f 0 Atari S T  
g 0 P C  Eng i ne 
h 0 N eo Geo 

0 Other 

Two H ow many of the above boxes did 

you tick? 

Three Roughly how many hours per 

week do you spend playing games? 

a 0 U p  to 1 0  hours 
b 0 l l-20 hours 
c 0 2 1-30 hours 
d 0 3 1-40 hours 
e 0 41 hours or above 

Four Approximately how much money 

have you spent in  the last month on 

software for your machine(s)? 

a 0 Up to £30 
b 0 £31-£50 
c 0 £5 1-£7 0 
d 0 £7 1-£80 
e 0 £81 or  above 

Five Roughly how much money have 

you spent in  the past year on hardware? 

a 0 U p to £ 1 5 0  
b 0 £ 1 5 1-£200 
c 0 £20 1-£300 
d 0 £30 1-£400 
e 0 £401-£500 
f 0 £501-£ 1 , 0 0 0  
g 0 £1 ,001  or  above 

Six Which of the fol lowing Edge 

sections would you like to see less of? 

a 0 C utting  Edge 
b 0 Release dates/charts 
c 0 Edge techviews (eg Microcosm 

d 0 
e 0 

feature, Su r rou nd/QSound feature) 
Edge prescreens 
Edge testscreens 

Seven Describe Edge in  three words 

Eight Which of these do you own? 

a 0 Compact d isc p l ayer 
b 0 Portab le  compact d i sc p l ayer 
c 0 Sate l l ite TV/cable system 
d 0 N icam stereo TV 
e 0 
f 0 
g 0 
h 0 

N icam stereo v ideo 
H i -fi system 
Tape-deck, amp & speaker separates 
Camcorder 

0 E lectron ic  personal organiser 

Nine Which other computer/console 

magazines do you buy or read regularly? 

a 0 M E G A  
b 0 S uper P lay 
c 0 PC Format 
d 0 Amiga Format 
e 0 Amiga Power 
f 0 Sega Power 
g 0 Tota l !  
h 0 Sega M ean M achi nes 

0 N M S  
j 0 Sega Zone 
k 0 N i ntendo Zone 
I 0 Other(s)  

Ten How old are you? 

a 0 U nder 1 6  
b 0 1 6-19 
c 0 2 0-25 
d 0 25-35 
e 0 36 or  above 

Eleven H ow much do you earn? 

a 0 Up to £5 ,000 
b 0 £5 ,000-£9,999 
c 0 £ 1 0 , 000-£14 ,999 
d 0 £ 1 5 , 000-£19 ,999 
e 0 £ 2 0 , 00 0-£24 ,999 
f 0 £25 ,000-£29 ,999 
g 0 £30 ,000  or  above 

Twelve D o  you intend to 

a 0 B U Y  issue two of Edge? 
b 0 R E S E RV E  a copy? ( See shopsave 

postcard for free si i pcase offer )  
c 0 S U B S C R I B E? ( See page l l 3  and 

l oose i nsert rep ly  form)  
d 0 or ,  fran k ly ,  N O N E of the above 

Thirteen If you ticked 12(d), 

please say why 

Other comments 
(Remember, you can use the loose 

inserted postcard to fi l l  out this 

q uestionnaire - or write on this page, or 

use a photocopy) 

Name 

Address 

Phone number 

Send your completed questi onnai re to 
Edge Questionnaire,  30 Monmouth 

Street, Bath BAl 2 BW £ 
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S u b s c r i b e  

Do you 

to see 
dge isn't for everyone. S o  if 
you've tried the magazine and 
don't like it, fine. But if want 

• ISSUe 
to see Edge two, don't rely on simply 
buying a copy from your local newsagent on 
Thursday 30th September. 

door every month free of charge. 
Best of all, subscribe by direct debit and you net 

yourself another £4 saving - £48's worth of value for a 
mere £32: 1 4  issues plus free delivery and slipcase. Instead, reserve your own personal 

copy by filling in the shopsave postcard that 
came with this issue. Do that and we'll give 
you an Edge slipcase, worth £6, to keep 

This is an expensive magazine to produce, and, let's 
be honest, we can't afford to print copies we won't sell. So 
don't stroll into your newsagent on Thursday 30th 
September and expect to pick up Edge two. There may 
not be enough to go round. 

your magazines in their pristine state. 
Alternatively, subscribe and not only 

do you get the slipcase, you get two extra issues, also free: 
1 4  for the price of 1 2. That's £48's worth of value for £36, 
as well as making sure that you get Edge delivered to your 

Send this order (no stamp needed) - or the loose 
insert subs form - to Edge, Future Publishing Ltd, 
Freepost, Somerton TA I I 7BR. 

@I»G£ subscri pt ion order cou pon 

D I want to subscr ibe to Edge, and rece ive 1 4  i ssues for 
the pr ice of 1 2  

D £36 U l< D £32 U I< d i rect debit1 

1 Inc l udes free slipcase worth £6 - see be low 

D £63 E u rope D £92 J apan , U S  
& rest of wor l d2 

Six month's subscr ipt ion 

D £23 U l< D £42 E u rope D £60 J apan , U S  
& rest of wor l d2 

'Overseas subs are sent by A i rmai l 

I'm going to pay by: 

D Cheque ( payab le  to Future Pub l ish ing ltd ) 

D D i rect debit ( i nc l udes free £6 s l i pcase ) 

D Access D V isa Card exp i ry date _______ _ 

C redit card number 

DODO DODO DODO DODO 

E C  customers reg i stered 
for VAT quote your 

Edge SC1 

number when ordering _______________ _ 

Name ________________________________ _ 

Address ---------------------

Post code 

Telephone number ______________________ _ 

Tick here if you are wi l l ing D to take part in Edge research 

N ote : if you wish to su bscr i be by d i rect deb it  you can save another 
£4 over the standard pr ice - and you get the Edge b i nder ,  as 
we l l  as the two extra issues. T h i s  makes £48 ' s  worth of £ va l ue for  £3 2 .  F i l l  i n  the l oose form i n serted with th i s  issue. 
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