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Prescre e n  

News 
This month: Nintendo announce 
the launch of a new 32bit VR 
games system - that doesn't 
need glasses; Commodore go 
into l iqu idation pending 
takeover bid; Argonaut talk 
about their new PC 3 D  
rendering card; inside Sega's 
new development headquarters 
in London; and Edge explores 
La Vague Interactive (left) - a 
magazine on a CD which is 
making waves in France and 
could be soon h it these shores 

More up-and-coming visual succulence in  the shape of Mi l lennium's Incoming 
(left) and Origin's BioForge (right), plus Dave Perry's new 1 6bit game 

Testscre e n  
Another mixed bag of emotions ranging from intense disappointment 
(Heavenly Symphony, right) to esoteric appeal (SOS, left) 

6 News 

i n s idev i e w 

Edge's news section is where the opinion makers 
gen-up on the latest developments. If it doesn't 
appear here, it isn't worth reading about 

20 Th is  month on Edge 
Edge serves up the freshest, choicest snippets of 
late news, and garnishes them with a tasty 
sprinkling of speculation and industry gossip 

22 Letters 
The only videogame forum where your 
intelligence won't get insulted 

26 Su bscri be 
Subscribe to Edge, don't g o  empty handed for 
heaven's sake . . .  

'Game over' for Trip? The most famous salesman 
in the interactive entertainment industry dons his 
armour for a spot of verbal jousting with Edge. 
With 3 DO still some months away in the UK will 
it be another a case of too l ittle, too late? 

Edge dissects the world of incompatibil ity. How 
do the TV standards in the US and Japan differ 
from ours? Why do UK consoles run slower? 
What connections give the best picture? 

For the definitive lowdown on Pacific Strike, Super 
Wing Commander, SOS, Heavenly Symphony and 
more, look no further than Edge 

83 Back issues 
Are you an unfortunate individual who's only 
just discovered Edge? Catch up the easy way 

84 Charts 

Edge's own hierarchy of international hits 

86 Recru itment 

Psychedeli-Yak: Tempest 2000 creator Jeff 
Minter shares his life and loves with Edge. 

96 Questions & Answers 
Edge's essential guide to gaming problems 
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Nintendo back in the running, page 6 ••• Sega Europe talk Mars and Saturn, page 8 ••• Atari's 

Jaguar gets booted, page 11 ••• The future of PC graphics with Argonaut's BRender, page 12 ••• 

Commodore up for grabs?, page 14... Riding in on La Vague Interactive, page 16 ••• 

The very latest news from across the entire world of videogaming 

Nintendo: 32bit 
The Japanese 
giant prepares a 
'strategic product' 
to follow the 
Famicom and 
Super Famicom 

(Nintendo) 

machine for '95 

Nintendo's headquarters in Kyoto, Japan. The Japanese giant remains bullish about 
Project Reality, but its new system 'will open up a new field for entertainment' 

m intendo like surprises, and a 
press release issued from their 
Kyoto headquarters in mid April 

packed one that few could have 
predicted. According to the release a 
32bit dedicated virtual reality games 
machine will debut in the spring of next 
year. Not to be confused with Project 
Reality, this new system is already in 

its final stages of development and is 
set to make an appearance at the 
'Shinsakku Soft no Tenjikai' or 'New 
Software Exhibition' taking place in the 
middle of November this year. 

The most unusual feature of this 
new machine is that it will enable the 
player to experience the sensation of 
virtual reality without using a � 

Nlntendo's hardware 
supremo Gumpei Yokoi, 
inventor of the Game Boy 



'Nintendo 
has a 

commitment 
to gameplay 

that we 
haven't seen 

from any 
other 

publisher' 
Dave Jones,DMA Design 

Project Reality 
development at NCL: 
the first three games 
will be versions of 
Metroid (top), F·Zero 
(middle) and Zelda 

Dave Jones, DMA design: 'We've gone 
with Nintendo because it's a very good 
deal and a very good system' 

+-conventional television screen or head 
mounted display (HMD). Quite how 
Nintendo hope to do this is the centre 
o'f the whole mystery -Nintendo Japan 
are refusing to comment any further, 
with President Hiroshi Yamauchi 
offering simply, 'We're going to open up 
a new field for entertainment.' 

The only real clue is that Nintendo 
are collaborating with an unnamed US 
company for the picture display 
hardware and virtual reality software. 
Edge has heard this unnamed company 
already has dealings with Project 
Reality partner, Silicon Graphics. 

Priced at a fiercely competitive 
¥20,000 (£125), the system is 
rumoured to be based around the NEC 
V810 or V820 chip.One popular rumour 
floating around is that the system has 
a built in laptop or Apple Newton-style 
screen. However, some form of 
projection technology is a possibility 
that's not being ruled out. 

Whatever the case, '2D Virtual 
Reality' is a phrase the Japanese have 
been known to coin from time to time. 
And already, sceptics are claiming this 
is an stop-gap product rather than a 
product to carry Nintendo through the 
next generation. 

Some insiders even claim it was set 
to be scrapped before a counter-attack 
was needed to fight Sega and Sony. A 
low cost VR system is unlikely to 
interfere directly with Sega or Sony's 
plans, but Nintendo's philosophy has 
always been to look towards new and 
exciting developments. 

Of course, the horrible delays and 
costing problems that the big 'N' is 
allegedly experiencing with Project 
Reality might be another factor that's 
spurred this announcement. 

Nintendo claim that new VR 
software for the system will cost less 

news I 
than current Super Famicom software. 
With the Japanese games market 
proving fiercer than ever, software 
pricing is likely to become an issue on 
which the new battles will be fought. 

Just how good this machine will be 
and what exactly it will mean for 
gamesplayers isn't clear, but at least it 
confirms suspicions that Nintendo were 
'up to something' all along. 

Meanwhile 
work continues on 

Nintendo's real assault on the 
videogame market-Project Reality. it's 
this system, and not their VR system, 
that will become the successor to both 
the NES and SNES and a potential rival 
to Saturn and PS-X. Following on from 
news last month about Rare's Killer 

Instinct game, Nintendo have just 
announced the cooperation of 
respected Scottish development team 
DMA Design -the guys behind 
Lemmings and Walker. 

DMA founder, David Jones 
comments: 'I have had the advantage 
of viewing the early stages of virtually 
every next generation game machiAe 
being developed in the world, and there 
is no question that Project Reality is in 
a class by itself. Nintendo has a 
commitment to gameplay that we 
haven't seen from any other publisher.' 

Whether DMA will be developing for 
the arcade version of Project Reality is 
unclear, but it's unlikely they'll need 
reminding that their only involvement in 
this area - a version of Lemmings from 
Data East- bombed without trace. 

Nintendo's Project Reality, will first 

What is it? 
lt takes place between 
26th-30th October at 
Earls Court, London. lt 
features all the latest 
developments in the 
world of multimedia and 
videogaming. Computer 
and console enthusiasts 
will kick themselves if 
they miss it ... 

Nintendo's USA Chairman Howard Uncoln: 'The key is DMA Design 
(above) evaluated all the technologies and chose ours as the best' 

be shown on an invitation-only basis at 
this Summer's CES in Chicago with 
their arcade game hardware debuting 
behind the scenes at this year's 
JAMMA show in August. 

After a long period of silence and 
apparent inactivity, the Nintendo games 
machine seems to be back on the rails 
again. Let's hope it stays that 
way for the foreseeable future. £ 
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Sega's UK 
development HQ 
is getting an early 
start on Mars and 
Saturn. Edge 
checked it out ... 

it is ... 
Future Entertainment '94 
- the definitive home 

computing and 

interactive entertainment 

show. Whether it's PC, 

Mac, Amiga, or any of 

the new range 

of super consoles, it'll all 

be here in October 

Mike Brogan, director 
of all new product 
development at 
Sega Europe .. .  

with 32bit 
s part of Sega's worldwide 
expansion plans, Tokyo have 
invested £7.5 million in the 

latest venture in the UK. The new 
London development headquarters, in 
Gunnersbury Avenue, Chiswick, is now 
open for business. 

lt all started about two years ago 
when Sega decided that they wanted to 
start serious development in Europe -
or so claims Mike Brogan, director of 
product development at Sega Europe. 

'Previously, most of the 
development has been in Japan and 
the US; but the plan here is now to set 
up a core development team just for 
Mars and Saturn -this will be the first 
development in Europe for these two 
formats', Mike told Edge. 

The new site is relatively empty at 
this early stage, but the company is 
currently recruiting around 30 staff who 
will be working on the very first Mars 
and Saturn development systems to 
arrive in the country. 

'I've got over 40 Mars systems on 
their way from Japan,' claims Mike, 
'and about 50 Saturn systems will be 
arriving in mid June - some of these 
will be going to third parties over here.' 

Despite the strategically delayed 
launch of Saturn in the US and UK, 
attention is still focusing on the 

development of software for the system 
alongside work for Mars -the name for 
the 32bit stopgap booster for the Mega 
Drive which is due around Christmas 
this year. The new headquarters will be 
delivering the first European games for -+ 

Mars and Saturn 
development is starting 
at Sega's new HQ in 
West London 



The Mars adaptor will 
also work with the 
Mega CD, but as Sega 
admits, this will not be 
any easy combination 
to develop for ..• 

+- both systems. As revealed in Edge 8, 
Mars-or the Mega Drive 32 as it'll 
also be known-will fit on top of the 
machine rather like a large Power Base 
Converter and will cost about £150. 

As far as aesthetics go, 'It'll be a 
bit like having a miniature Mega 
Drive 2 sitting on top,' admits Mike. 
But the beauty of the system is that 
the Mars adaptor will work with the 
Mega CD, too. A combination that Mike 
admits 'will be a little bit tricky to 
develop for'. 

Since the Mars announcement was 
made earlier this year, expectations 
have obviously mounted for this £150 
add-on. Previously, in-cart chips such 
as the Super FX and SVP processors 

Saturn's soccer game - there's also a 
version planned for the Mega Drive 32 

have boosted 16bit performance, but 
Mars includes an entire new chipset to 
seriously boost the performance of the 
Mega Drive. 

According to Mike: 'For polygon 
graphics you're going to get excellent 
performance with Mars. Not as quite 
as good as Saturn of course, but 
clearly in that league. 

'The idea of Mars was really an 
extension to the SVP chip in Virtua 

Racing. Originally, the idea of having a 
separate SVP adaptor was considered. 
But when the guys in Japan looked into 
how it could be improved, they 
discovered that there was a lot more 
that could be done.' 

Mars has been clearly built to a 
price, though. While Saturn includes a 
total of seven independent processors, 
Mars has just three. The system 
contains the same CPUs as Saturn -
two Hitachi 32bit SH2 RISC chips, but 
also contains a custom video display 
processor (VDP) which acts as a frame 
buffer and helps with texture-mapping. 

So far Sega have announced that 
we'll be seeing versions of Virtua 

Racing Deluxe and Virtua Fighters on 
Mars, but as reported in Edge 8, a 
Mars version of the Saturn's 3D soccer 
game is also on its way. 

'There's no doubt that 'Virtua 

Racing Deluxe' on Mars will be 
stunning title, ' claims Mike, 'it'll knock 
spots off the SVP version.' 

But is the system really going to 
deliver that arcade look and feel? Can 
a £150 bolt-on deliver the performance 
of say, Sega's Model 1 Virtua Racing 

board? Mike again, 'I can't say you'll 
get an arcade perfect conversion, but 
it'll certainly be getting there.' 

Unlike Saturn, Mars has no 
proprietary polygon rendering hardware 
- the SH2s are effectively pure 
workhorse chips. But if the Tokyo 
development is anything to go by, Mars 

news 

The Sega office is not 
yet fully occupied -
soon it'll be crammed 
with developers . . .  
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Saga Japan will be 
handling the Daytona GP 
conversion for Mars . . .  

gives justifiably impressive 
results. Each SH2 delivers 
23 MIPS of performance, so 
having 46 MIPS suddenly 
bolted onto the humble 
68000 means a 
considerable leap -
something like the 
performance of DX2/66 PC, 
in fact, for just £150. 

According to Mike; 'With 
Mars the intention is to sell 
a low cost approximation of 
Saturn to compete in the 
price bracket currently 
occupied by the Jaguar.' 

As a rough indication, 
Sega claim that the 
performance of Mars will 
compare 'extremely favourably' with 
Atari's Jaguar. Despite having less 
colours -256 onscreen as opposed to 
16.7 million -it's currently cheaper 
than Atari's machine and has the 
advantage of a Sega's massive 
worldwide installed base of 15 million 
owners to play with. 

Sega plan to have two teams on 
internal development at first -one on 

The Saturn 
mock-up is long way 
from the finished unit. 50 
development systems are coming 

Mars, one for Saturn. 'We've pretty 
much got what we want in most areas,' 
reckons Mike, · but we're still on the 
look out for programmers - particularly 
3D specialists -as well as graphic 
artists and a musician.' 

With development systems 
now in place, the division faces the 
unenviable task of getting a Mars game 
out of the door in time for the launch of 
the system, as well as creating a 
Saturn game in an equally challenging 
timescale. But with Sega Japan also 
converting titles such as Daytona GP, 

Virtua Racing and Virtua Fighters, the 
quality of the initial batch of 32bit 
Mega Drive titles seems assured. 

On June 21st Sega will be holding a 
development conference in London. For 
more information on this or any of the 
vacancies at Sega, contact Mike £ 
Brogan on (tr 081 995 3399). 

This view of the stunning 3D shooting game was one of the first screenshots released by 
Sega Japan to herald its planned 32bit launches, and it's caused quite a stir already ...  
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Soon PC owners 
will be playing 
Jaguar games on 
their PC. But 
aren't PC games 
are better than 
Jaguar games? 

booted up 

'Anything you can do, we can 
do' seems to be Atari 
Corporation's way of thinking 

the?e days. After the recent 
announcement of the PC Card that will 
allow you to run 3DO software from 
your PC, Atari have just announced that 
it has exclusively licensed its Jaguar 
technology to Sigma Designs to deliver 
a similar PC Card incorporating both 
the Jaguar technology and Sigma's own 
Reel-Magic full motion capabilities. 

This seems a bit of a desperate 
move by Atari, who's Jaguar hasn't 
pounced as impressively as they'd first 
hoped. And Sigma's Reel-Magic card is 
also guilty of the same crime. 
Released in October last year, the 
Reel-Magic card has yet to become an 

essential part of the PC's make-up. 
And the biggest problem is that 
there doesn't seem to be 
enough software using the Reel­
Magic card to make it a 
worthwhile investment; perhaps 
this explains the urgency of the 
hardware merger. 

Atari president, Sam 
Tramiel, emphasised this: 

'Knowing there would be great 
demand for Jaguar on personal 

computers, we designed the 
system to talk easily to the leading 
computer architectures. This has 

allowed us to move quickly to 
partner with Sigma Designs to 

make this happen before 
Christmas this year.' 
This deal will obviously 
expand the Jaguar's user 
base - there are already 10 
million PC users - but 

that's only if enough PC 
owners buy the new card. 

Julien Nguyen, vice president 
Sigma Designs reckons, 'Jaguar's 

64-bit technology will be extremely 
attractive to the MPC customer base of 
more than 10 million users. By 
combining Sigma's Moving Picture 
Experts Group (MPEG) technology with 
Atari's 3D animation, we look forward 
to bringing the hottest video game 
technology and software titles to the 
desktops of users worldwide.' 

Sigma's Jaguar Reel-Magic card will 
be available around the same time that 
Atari plan releasing the official Jaguar 
CD-ROM unit later this year. No definite 
price has yet been set, but it would be 
surprising if this new board will sell for 
less than the current Reel-Magic card 
price of £400. 

The cynically-inclined might suggest 
that all this is a bit pointless. 
Especially when the Jaguar's future is 
counting so highly on the conversion of 
quality PC games like Doom and Alone 

in the Dark. What can the Jaguar give 
the PC in return? It'll need more £ 
than Crescent Galaxy ... 

Where is ... 
This place hosts the 
world's biggest summer 
show for videogames and 
electrical goods. This 
summer, Sony and 
Nintendo will be showing 
off their new systems 
behind close doors. You 
might want to hold onto 
your hats, though ... 

power pc 
pent ium i don't  th ink so 
power pc mate that's 
what you want stick 
power i nfront of any old 
crappy word l ike pc and 
you ' re laugh i n '  these 
power pc thi ngs right 
can run pc stuff on 
macs or  mac stuff on 
pes depen d i ng on what 
you 've got . . . 
anyway th is power word 
is b loody great i mean 

just find any old crappy 
word and stick it i nfront 
l ike power metro you 've 
got you rself one cool 
fast motor mate 
power washin' up won 't 
take five m i ns 
power shite-beer you '  11 
get sh itfaced for a 
couple o' q u i d  
J u st think,  it' l l  be even 
better with good 

- words ... hmm ... power 
wonderbra she' l l  have a 
wazzer pair . . .  11 
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Argonaut have 
come up with a 
fast new PC 
development tool. 
Edge reports ... 

it is ... 
'The windy city' , Chicago. 

Here the interactive 

entertainment giants 

meet up for the Summer 

CES held between June 

23rd-25th. Rumour has it 

that Nintendo intends 

unveiling some special 

stuff on SNES. Cor, eh? 

PC booster 
rgonaut Software, designers of 
the Super FX chip for Nintendo, 
has announced the release of a 

realtime 3D graphics rendering system 
which, it claims, brings workstation­
quality performance to the PC. 

BRender (standing for Blazing 
Render) is a complete system with an 
applications interface, graphics 
libraries and device drivers. Using it, a 
programmer can produce realtime 3D 
rendering, including Gouraud shading, 
specular highlights, texture mapping 
and transparency on a standard PC 
without any hardware acceleration. 

Argonaut claims the system can 
render 65,000 polygons per second at 
a resolution of 320 x 200 on a 66MHz 
486, and over 80,000 polygons per 
second on a 60MHz Pentium machine. 

Jez San, managing director of 
Argonaut, believes BRender will· 
revolutionise the 3D game. 'Recently in 
Edge, Digital Image Design claimed its 
3D system in TFX could move 22,000 
polygons per second. Ours can manage 
over 65,000, so in this example it's 
three times as fast. Obviously this ratio 
changes according to the application. 
We can't claim it's the fastest thing in 
the world, but it's nearly at Silicon 
Graphics speed.' 

BRender effectively provides a 
ready-made 3D programming package 
which developers can license, allowing 
them to concentrate more on the 
content and design of the 3D rather 

Hardware development partners, Cirrus 
Logic, are best known for VGA boards 

than the programming behind it. 
lt works by using a scene 

description based on something called 
an 'actor'. The encompassing 'world' 
actor has 'children', which are used to 
define the objects in the scene, be they 
polygons, cameras or lights. The actors 

are defined as a set of triangles 
arranged in a mesh to form polygons. 
They can initially be modelled with 
standard programs such as Autodesk's 
30 Studio and then imported. 

Because these actors can be 
arranged in a hierarchical order, linked 
objects are possible. For example, a 
camera object can be linked to the 
front of a car object in a driving game, 
together with two light objects fixed to 
the headlamps. Moving just the one 
object-the car-automatically moves 
both the camera (providing a driver's 
eye view) and the lights. 

In the same way, a model of the 
human body could be made to walk 
simply by moving the legs. As if that 
wasn't enough each actor has built-in 
collision detection rules which can 
define the object's behaviour when it 
hits another. 

BRender's Application Programmers 
Interface (API) can be accessed at a 
number of different levels. Fairly simple -+ 

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



Data 
Sega's marketing 
budget for 1993: 
£65 million 
Number of Mega Drives 
sold in the US in 1993: 
5,900,000 
Sales of Atari's Jaguar 

in just two US cities -

New York and San 
Francisco- before 

Christmas: 27,000 
Increase in sales of 

Electronic Arts' games 

in Japan from 1993-
1994:140% 
Predicted total number 
of videogame carts to 

be sold in the US in 

1994: 112,000,000 
Electronic Arts' global 

sales figure year 
ending March 1993: 
$298.4 
Electronic Arts' global 
sales figure year 

ending March 1994: 
$418.3 
Amount UK business 

Pearson paid for US 
entertainment software 

firm. The Software 
Toolworks: £310 
million 
Estimated cost to 

industry of software 

piracy per year: $1,640 
million 
Drop in sales felt by 

Nintendo Germany 
during 1993: 15% 
(Dropping from Dm800 

million (£320m) to 
around Dm680 million 

(£275m)) 
The Rhino Group -

holding company for 
the Future Zone retail 

chain -turnover for 
1992: £2.03 million 
Rhino Group Turnover 

for 1993: £21.7 
million 
Total amount Anco 

spent advertising Kick 
Off 3 in the UK: 

£200,000 
Total amount spent on 
marketing Mortal 
Kombat in the UK: 

£2.2 million 
Activision's profit in 

1992: $118,000 
Activision's profit in 
1993: $483,000 
Worldwide unit sales of 

Philips ' CD-i at the end 
of 1993: 300,000 
Sega·s forecasted 
hardware sales for 

Hungary this year: 
30,000-50,000 

scenes which require only the 
movement of lights, cameras or 
objects are handled automatically by 
the 3D library, but for more impressive 
effects, the API enables access to 
primitives at the object and polygon 
rendering level, including 2D primitives. 

This means complex rotation, sprite 
scaling and deformation effects are 
available in realtime, without the need 
to pre-generate the necessary shapes. 

This capability is the key to 
BRender's power. Most 3D systems in 
use on the PC rely on a huge library of 
predefined shapes for the game or 
application in question. In general, 
these are fixed and can't change 
shape, leading to the blocky, 
unrealistic look typical of a 3D game. 

Realtime deformation effects give 
programmers the ability to produce 
fluid, organic movement in objects, 
which until now were confined to 
prerendered sequences. 

These effects are already possible 
on machines such as the 3DO and the 
Jaguar, but rely on expensive and 
platform-dependent custom chips. 
Because BRender is designed to be 
totally portable, a game written with it 
on the PC could very easily be ported 
to the 3DO, Saturn, FM Towns, or any 
number of forthcoming set top boxes. 

For this reason Jez is sure the 
system will soon become ttle standard 
for 3D developers: 'As game 
developers, we know the problems of 
writing for many different platforms. If 
each version has to be totally 
programmed from scratch, more money 
has to be allocated for the conversion· 
so there's less for the game. With 
BRender the porting process should 
only take a couple of weeks.' 

These specs are 
impressive, but there's more to come. 
Argonaut is currently in the process of 
developing a hardware accelerator chip 
with Cirrus Logic, known for its low-cost 
VGA chipsets. The XLR8R 1, as it's 
snappily known, should be available 
towards the end of the year, and 
provides a four to six-fold increase in 
polygon rendering performance running 
on a 66MHz 486. 

In fact the speed of the host 
machine is irrelevant, because the chip 
itself is doing all the work; a 25MHz 
386 should give the same 
performance. The process is entirely 
transparent; any software written using 
BRender automatically detects the 
presence of the accelerator and 
adjusts itself accordingly. 

'Cirrus Logic is the biggest VGA 
company in the world -it owns 50% of 
the market,' Jez reckons. 'Everyone's 

'We believe that with this system, 
even the guy in the street is capable 
of creating a decent game' 

done Windows accelerators to death, 
so the next big thing is 3D 
acceleratio

-
n. The forthcoming card is 

designed to be a new version of the 
Diamond Speed star, with a price tag of 
around $250. But BRender also 
supports other types of accelerator 
card, and the deal we've done with 
Cirrus is non-exclusive, so others 
should be appearing soon.' 

Argonaut is keen to point out that 
unlike other 3D accelerators currently 
under development, its own chip 
accelerates every aspect of the 3D 
display, including the complex maths 
required to calculate a realtime scene. 
Other chips simply accelerate the pixel 
rendering process -the final output -
leaving the time-consuming maths to 
the host processor. The power of the 
accelerator is such that Argon aut 
believes it's perfectly possible to 
display fully texture-mapped shaded 
scenes in true colour. 

As these accelerators become 
available, Argonaut plans to enhance 
the system even further, with additions 
for fog effects, depth-cueing, 
anti-aliasing and covered light sources 
such as spotlights. 

'We want BRender to be 
inexpensive with no barriers,' explains 
Jez. 'The developers of most licensed 
3D systems expect a heavy payment. 
We're licensing it fgr much less 
because we're prepared to take the 
risk-after all, if the product is 
successful so are we. We believe that 
with this system, even the guy in the 
street is capable of creating a decent 
game.' 

For more details on licensing 
BRender, contact Jez San or 
Rich Clucas at Argonaut on 
081 200 5777. £ 

news 

Complex 
rotation, 
sprite 
scaling and 
deformation_ 
effects are 
available in 
realtime­
this 
capability is 
the key to 
&Render's 
power ... 

Jez San, MD Argonaut Software 
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Commodore (:: 
Commodore go 
into limbo while a 
buyer is found: 
could this the end 
of the big C? 

up for grabs 

Colin Prouclfoot - joint 
managing director of 
Commodore UK 

fter months teetering on the 
brink, Commodore's entire 
future was in the balance at 

press time as holding company 
Commodore International Ltd (CIL) filed 
for voluntary liquidation, development 
company Commodore Electronics Ltd 
(CEL) was dissolved and manufacturing 
of all machines at Commodore's plant 
in the Philippines ceased. 

The firm's UK division valiantly 
insisted that it is business as usual 
and even declared that the latest 
developments were 'extremely 
encouraging' and that a positive 
outcome could be resolved 'in a matter 
of weeks'. 

The 'positive outcome' is the 
settlement of a deal with an as yet 
unnamed investor (rumoured to be 
either Sony or Samsung) which is 
negotiating with Commodore with a 
view to taking over its business. 

For the moment Commodore 
International, which is registered in the 
Bahamas, is still being run by the 
existing management team but they are 
now answerable to a team of trustees 
and the Bahamian courts which are 
looking after the interests of creditors. 

Commodore UK's joint MD Colin 

The fate of the Amiga line hangs in the balance while negotiations take 
place between Commodore and a potential buyer 

Proudfoot explained to Edge that the 
move into the protection of trustees 
has been made as a precautionary 
measure while negotiations are at a 
delicate stage. 

'If we had carried on as normal, all 
it would have taken is for one creditor 
to get wind of a possible purchase. 
They would then assume a large 
amount of money is about to be 
injected and could decide that they'll 
just make sure they get what they're 
owed by being the first to file a lawsuit. 
Others would then undoubtedly do the 
same and suddenly Commodore isn't 
an attractive proposition anymore. · 

Whilst it is in the hands of trustees, 
no lawsuit can be filed against 
Commodore International. 

The crucial question of the 
future of Commodore's flagship 
machines, the A1200 and CD32, remain 
unanswered. At the moment, 
Commodore UK has supplies ofboth 
machines and will continue to service 
the UK trade. Neither machine, 
however, is currently being produced. 

Nevertheless, Proudfoot insisted 
that Commodore has enough stock in 
reserve to keep product flowing through 
until a purchase is completed and a 
new owner gives the green light to 
continued production - and more 
development work on the new machine. 

He offered: 'I'm extremely confident 
of a very solid future for the Amiga. I 
think that continuity will be maintained 
and I'm sure of the support of software 
publishers and retailers. End users 
have absolutely nothing to worry about.· 

With around 1.5 million Amiga's 
sold in the UK over the last seven 
years and many still in active use, a 
continued sup�y of some software, 
mostly from independent publishers 
with low overheads, does seem 
relatively assured (despite the piracy 
that has always dogged the machine). 

But if the rights to the machine are 
not picked up and manufacturing never -+ 

The price 
of failure 
Commodore's recent 
financial performance has 
been abysmal. Sales c;�f 
the Amiga and (to a lesser 
extent) the C032 have 
always been pretty strong 
in the UK, but neither 
machine has ever made a 
dent in the most 
important market in the 
world, the ·us. 

The days of the late 
'80s/early '90s when the 
Amiga was the most 
sought after games 
machine in Europe were 
over once the Mega Drive 
and SNES arrived; and it's 
standing as a crossover 
option has been eroded by 
the PC and new, low cost 
Apple Macs. 

This has been reflected 
in an alarming decrease in 
turnover and an even 
more alarming turnaround 
from respectable profits 
to spectacular losses. 

Year Turnover Profit 
1988 $871.1 $55.8 
1989 $ 939.7 $51.3 
1990 $887.3 $1.5 
1991 $1,047.2 $ 57.4 
1992 $911 $27.6 
1993 $590.8 ($356.5) 
Brackets indicate loss. 

So far, Commodore has 
failed to make a profit or 
show increased turnover 
in any quarter of 1994. 

Note: All figures refer to 
Commodore's financial 
years ending June 30th of 
the calendar year shown. 

i7
Inserted Text



With limited sales in 
Europe and no US or 
Japanese interest, the 
Cl)32 is on thin ice 

�recommences then the market 
becomes stagnant. The machine that 
naturally fall int'o disuse would not be 
replaced by new owners and more and 
more publishers would consider 
dropping the format. 

it's a pessimistic view, and one that 
could well be avoided. The future of the 
CD32 does, however, seem grim. lt was 
launched to complete indifference in 
the States earlier this year and its 
disappearance from the market would 
not even be noticed. 

lt enjoyed moderate success 
in the UK, but isolated sales 
blips are not enough to elicit the 

long term software support of 
publishers like Electronic Arts, 

Acclaim and Sony who all run their 
business according to 

global maps and 
plans. 

If someone does take over the rights to 
the product, it will find it very tough to 
successfully re-introduce it to a US 
market that didn't want it first time 
around. 

Over the last six months, CD32 has 
looked less and less likely to compete 
with offerings such as Saturn and PS-X 
and now there is proof, if proof were 
needed, that Commodore is in no 
condition to compete corporately with 
firms such as Sega and Sony. 

it's possible that any potential 
purchaser would look to snap up the 
remnants of the firm for a bargain price 
and squeeze one more good Christmas 
out of the Amiga and (possibly) CD32 in 
the UK. Or perhaps Commodore's 
development division has one more 
ace up its sleeve that has attracted 
interest from purchasers willing to 
bring investment to the firm. 

Proudfoot outlined his ideal 
outcome: 'T�e whole thing will be 
resolved within days. There is fresh 
investment in the firm. We carry on 
selling a lot of Amiga's and CD32's in 
the UK and work continues on new 
products. Commodore's original plan, 
in other words, but with more £ backing and fresh optimism.' 

news � 

Ouer the wire 
A regular spot where Edge reports on how 
technology will shape the news of the 
not-too-distant future ... 
At a secret press conference in Tokyo today, 
SurmyCorp® unveiled 'Artifice', the world's 
first completely artificial games creator. 

Artifice is currently a floor-standing box 
weighing about 200 kilos, but SunnyCorp® say 
the finished version - Artifice II - will be 
available to licensed software developers as 
a standard PowerPC expansion card. 

Artifice can produce finished source code in 
hours, having been given certain basic 
program specifications. These include the game 
genre (shoot 'ern up, VR3D, platform, rolePlay 
etc), sprite and background graphics, and 
game mechanics. The designers say that games 
that previously took weeks to code up can now 
be completed in hours. 

More significantly, though, Artifice is 
equipped with a microWave link-up to the 
SunnyCorp® dataSat above Tokyo. SunnyCorp® 
has accumulated a vast body of consumer data 
over the past three decades, all of which is 
stored in the dataSat. It's believed that the 
SurmyCorp® dataSat has detailed information 
on over 93% of NorthArn's inhabitants. This 
information includes earnings, education, 
consumer purchases and leisure activities. 
Previously, SunnyCorp® has used this data to 
make marketing and design decisions - with 
huge success. Artifice can talk to the dataSat 
directly. But Artifice is not simply a channel 
for market information - it is the end user. 
Artifice can not only program games - it can 
decide what games to program. 

The reaction from the press and programmers' 
organisations has been angry. Their 
complaints range from the practical, that 
thousands of programmers face redundancy - to 
the altruistic, that the SunnyCorp® machine 
is designed solely for audience manipulation. 

In a rare display of frankness, SurmyCorp® 
acknowledge the second claim to be true, but 
point out that this manipulation has always 
existed. Game construction has always, they 
argue, been market-led and formulaic. And 
Artifice can follow the market much faster 
than any marketing team and produce the most 
formulaic results possible. 

The critics were effectively silenced when 
programmers cited the year's most popular 
game to date, Ziggurat, as a game that no 
machine could have produced. It appears 
Ziggurat was the result of an early Artifice 
beta-test, released secretly under a non­
SurmyCorp® label . 

Interestingly, SurmyCorp® are rumoured to be 
working on 'Artifice III', a magazine 
development system,· in preparation for their 
first foray into information-based media. 
SurmyCorp® are allegedly 'confident' of its 
success. They refuse to comment on 
suggestions that beta-test products exist ... 

... transmission ends ... 
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French publishers 
LVI Presse are 
issuing in the 
interactive wave ... 

La Vague Interactive, le 
magazine 100% 
numerique. Produced by 
a group of French 
artists, this mag-o�t-8-CD 

' certainly shows the 
potential of the format 

the silver disc 

Michel Besnier, editor of LVI, clutching 
the premiere issue. Michel also often 
acts as roving reporter, weighed down 
with camera, camcorder and DAT tape 

hile many computer magazines 
are scrambling to put 
CD-ROMs on their covers, the 

French are taking the medium a step 
further-and putting an entire 
magazine onto the CD itself. 

La Vague Interactive (literally 'The 
Interactive Wave') is so far only 
available to French owners of PCs and 
Apple Macs. The special double-disc 
launch issue is currently selling in 
France for FF112 (£11), although the 
second issue, due out in June, will 
consist of a single disc and cost 
around FF149 (£15). 

This may sound expensive, but if 
the launch issue is any reflection on 
later disks, it will be well worth it. The 
disk is beautifully presented and 
crammed with interesting material. 
Issue 1 of LVI contains game reviews, 
artwork and features -such as a video 
interview with Peter Gabriel plus 
working demo of his X-Piora 1 CD 
(revealed in Edge 5). 

The second CD is devoted to the 
full-length Gabriel interview plus some 
animated movie clips. One of them, 
Starwatcher, is a fully rendered movie 

visualised-by 
French artist Jean 
'Mrebius' Giraud 
and directed by 
Ridley Scott. 

The discs are 
dual-format, able 
to be read by both 
Mac and PC CD 
drives. However, 
this doesn't mean 
that only half the 
information is 
available, since 
text and movie 
files are shared 
by both PC and 
Mac systems. 
Michel Besnier, 

Star of the first issue of LVI is an interview with 
Peter Gabriel about his X-Piora 1 CD-ROM -
there's also an interactive demo on the disc 

editor of LVI, admits that it does make 
things difficult, though: 'We're 
developing on the Macintosh, and the 
Mac part would be really easy-we 
could put subtitles on the QuickTime 
movies and everything,' says Michel, 
'but sharing those files with the PC 
version is really difficult. In fact, that's 
the part that takes us the most time; 
but I guess in a few months it will get -+ 

LVI's contents page is also your doorway to the CD. Alternatively, the 
rocket icon brings up a quick-find page (inset) for immediate access 



Les Jeux is LVI's games section, complete with previews of CD games 
like Mega Race (above). Again, video clips say more than words ever can 
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+-better as the tools improve.' 
LVI may be a quarterly publication, 

but the production schedule is still 
tight. 'We take about two months to 
make the magazine, choosing subjects 
and doing the articles,' says Michel. 
'But beyond that we have to work very 
closely with the art-ists and the 
programmers and we have just one 
month left to produce the disc.' 

The LVI crew have been working on 
the project for over a year. Because of 
the multi-disciplinary status of the 
medium, LVI has brought together 
people from a variety of fields -

As well as previews of games like Rebel 
Assault (above), LVI also reviews a selec­
tion CD titles - including (from top) Myst, 
Microcosm, TFX and Iron Helix 

information technologies, the music 
industry, radio, journalism and so on -
and relies on a larger team than a 
conventional magazine. As Michel 
explains, 'There are a lot of people but 
there are several freelancers, so in the · 

office there are permanently about 15 

people. There are musicians, 
journalists, graphic artists who we 
commission for artwork or animation, 
and so there may be around 20 people 
working on each issue.' 

The first issue had a 
production run of over 30,000, with the 
bulk of that going to Apple France as 
part of a bundling deal. Michel 
elaborates: 'In France we aren't 
thought of as a magazine but as 
software. French law doesn't yet 
consider it as a magazine or a book -
in the shops, we're not with the books, 
but with the software. Stocking in 
newspaper shops also costs a lot of 
money, so we thought that to distribute 
it as a bundle would be easier and 
cheaper for us. The first big deal we 
had was with Apple France, who bought 
29,000 copies.' 

LVI Presse also made a dummy 
issue zero, which alone managed to 
generate 2,000 subscribers. 'And 
we're selling 100 a week in every 
Snak,' Michel enthuses (Snak is a 
general store like a Virgin Megastore). 

Like most magazines LVI requires 
the support of advertising, and 
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Image & Son is LVI's arts 
section, which plays host to 
Peter Gabriel plus ... 

Planete Kids is a bit of 
fun for the youngsters: 
click on the picture 
(top) to make the moon 
come out and the scary 
monsters appear. 
Dingosaurs (bottom) is 
a pick 'n' mix game in 
which you can create 
your own dinosaurs 

... French artists Druillet and Jean 'Mcabius' 
Giraud. The disc contains question and 
answer sessions with both men, plus ... 

educating prospective clients was an 
important task: 'We are getting more 
and more advertisers,' says Michel, 
'because in the beginning they thought 
that there would be only still images 
like classic advertising. But then we 
showed them that they could have 
animated advertising with music and 
voices, that they could use it 
themselves for communication.' 

The original idea for LVI was based 
on American titles such as Nautilus 
which, like many CD-based mags, 
carried a covermounted CD with demos 
and shareware programs. However, 
with the influx of staff-including 
Michel -there was a growing feeling 
that the group should take the medium 
one step further in order to create real 
multimedia, rather than merely a 
compilation of words and pictures. 

And this is how it got to be called La 
Vague Interactive: 'There two 
meanings,' explains Michel. 'When we 
started it, we began looking for finance 
and we tried to describe to people that 
it was going to be a big wave, the 
multimedia wave. And after saying this 
over and over, we said okay, we're 
going to call it the wave! 

... a collection of their work with stills and video clips from their 
animated films, Salaambo and the spectacular Starwatcher (above) 

'The other part was, in the Sixties 
there were the French directors like 
Truffaut and Goddard; they launched 
the 'new wave' because they thought 
people could make their own movie 
without the trappings of a studio. They 
said that people could have their own 
creation and be the artists themselves. 
And so it was a little bit of this idea, 
like we can do something interesting 
without being involved in a big group, 
and create something attractive; 
something more than just a 
promotional disk.' 

An international version is planned 
with English text and dialogue and LVI 
are looking for distribution the UK. 
However, anyone taking a holiday in 
France during June should look out for 
LVI Numero Deux: it contains an 
interactive comic for kids, plus cover 
artwork by Judge Dredd artist, £ Brian Bolland. 



Anyone with a decent Mac or PC monitor can enjoy the work of H. 
Scott·Fiament: LVI's gallery contains dozens of his fantasy paintings 

LVI's advertisers (top) 
can show anything from 
a still picture, like The 
7th Guest, to a running 
demo of Apple's 
Quicklime video 

LVI contents, issue one 
T.otal screens, Mac: 135Mb 

Total screens, PC: 150Mb 

Advertisements: 85Mb 

Quicktime video: 100Mb (shared) 

Sound: 85Mb (shared) 

TOTAL DATA: 555Mb 

Shareware programs: 40Mb 

Drivers (QuickTime, Readme files) 6Mb 

TOTAL DISC: 601Mb 

Credits 
Michel Besnier 

Sylvain Roume 

Thierry Keller 

Julien Demoly 

Luc Lemaire 

Philippe Constantin 

news I 

Date book 
June 

Multimedia Exhibition: Tuesday 7th J u ne-Th u rsday 9th 
June,  Earls Court, London . For a l l  things M u ltimed i a .  For 
more detai l  cal l  the show organisers on : 081-742 2828. 
Computer Solutions Exhibition: Tuesday 7th June-Thursday 
9th J u n e ,  Scottish Exh i b ition & Conference Centre, 
G lasgow, Scotland.  For more information contact show 
organ i sers Trident Exh ib it ions Ltd in Devon on:  (0822) 
614671.  
Consumer Electronics Show: Ch icago Thursday 23rd J u ne­
Sat 25th June.  by far the biggest show in the games 
calendar and a must for all industry persons. Organised by 
Consumer Electron ics Gro u p  of Electrical Industries 
Association .  Cal l  them on 0101 202 457 8700 for more 
i nformatio n .  
SPA Europe �8 June: P a l a i s  d e s  Festival s ,  Cannes. 
Conference of the Software Publ ishers Associ ation Europe. 
Call  on 010 331 45 63 02 02 
Net Works Exhibition: N EC ,  B i rm i ngham.  Tuesday 28th­
Thu rsday 30th June.  Contact Blenheim O n l i ne on 081-742 
2828 for further i nformation . 
All Formats Computer Fair: This one-day event wi l l  take 
place on the 19th J u ne at the Novotel Hote l ,  
Hammersmith ,  London.  Contact Bruce Everiss on (06080 
662212 or fax them on the same n u mber for more deta i l s .  

July 
Computer Networking Exhibition: Networld l nterlop;  Tokyo, 
Japa n ,  Monday 25 J u ly-Friday 29 J u ly. Cal l  l nterlop Europe 
on 01046 39 56 56 or fax them on 01046 39 56 99 for 
more i nformatio n .  August 
Live '94: The Consumer Electron ics Show. 20-25 
September, Earls Court, London . Not to be confu sed with 
the American C ES ,  this is  the U K' s  showcase for all thi ngs 
e lectronic.  Ticket prices : adu lts (weekday) £4; adu lts 
(weekend) £7 ; accom pan ied chi ldren £3 ; fam i ly (two 
adu lts ,  three ch i ldren) £16 . For further i nformation cal l  
0 7 1-782 6893/4/ 7 .  

Business Computing Exhibition: Tuesday September 2 7-
Friday 30th September. This event wi l l  be held at Olym pia 
Exh i bition Centre i n  London . For more deta i ls  cal l  
Montgomery Exh ib it ions Co Ltd , Richmond , Su rrey on 081-
948 9800 , or  fax them on 081-940 2171.  

Show organisers: if you r  show isn 't l i sted here , 

it ' s  on ly  because you haven 't to ld  Edge about it. 

Do so on  0225 442244, or fax us on 0225 
338236 , or send deta i ls to Datebook, Edge, 30 
Monmouth Street, Bath, Avon BA1 2BW 
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Edge casts out its net fo r another m ixed h a u l  

of s p u ri o u s  ru mou rs and l ate news 

T he Tokyo Toy Show is fast 

approaching and takes pl ace in  

C h i ba between the 2nd-5th 

June.  Promised attractions are Super 

Street Fighter 11 on SNES and Mega 

Drive and,  for the first time publ ic ly,  the 

trade wi l l  get a g l impse of the Saturn 

on the first day of the show.  Sega have 

promised to d i splay Saturn complete 

with prototype joypads as wel l  as 

demos of some of the ten software 

titles to be avai lable during the first 

month of launch.  Apparently, the three 

origi na l  titles a l ready shown wi l l  make 

an appearance - that i s ,  the clockwork 

kn ight game,  the 3 D  shoot 'em u p  and 

the soccer game (see Edge 7 and 8). 

lt's expected 
that two of the first Sony 

games for their  PS-X system w i l l  be 

Labyrinth and Spring Man 9 (see 

screenshots in  Edge 9). On May 20th 

Sony Com puter Entertainment will be 

making several annou ncements i n  

Japan regard ing t h e  name o f  thei r  new 

system ,  the intended price , and the 

other software that w i l l  be avai lable at 

the launch in Nove m ber. C heck out 

Edge 11 for all the deta i l s .  

Following news 
that Konami  are 

a l ready we l l  into the PS-X development 

schedu l e ,  Edge has heard that a 

massive 11 projects are pl anned by the 

Kobe-based company for this powerful 

new system .  A new version of Gradius 

could be on the cards.  

Apparently, Mirage's 
fi n ished Rise of 

the Robots coi n-op won 't look half as 

'dreadfu l '  as Edge suggested it was 

in  Edge 9 .  M i rage have stressed that 

the fi n i shed vers ion wi l l  be twice as 

fast, with twice as many colours ;  the 

ECTS version ran on a very early 

prototype PC B .  

lt's that damn game again - the relentlessly playable Super 
Street Fighter 11. The conversion looks spot on (SFC screens) 

Capcom's set of good programmers will no doubt 
be glad it's all over again. Until the next version 

NEC's new 32bit FX sys­
tem will be shown to 
the Japanese press 
later this month 



16 megs of Castlevania 
meets Prince of Persia 

NEC are 
gearing u p  for a 32bit 

hardware launch.  J u st as Edge went to 

press , the com pany invited Japanese 

journal ists to see their 32bit FX system 

and games in  actio n .  Deta i l s  should 

fol low next month . 

Decent games 
that fai led to make it 

into Testscreen in t ime: Core's  

Battlecorps looks good.  Si nce the 

game was first shown i n  Edge 5, the 

frame rate is h igher, and the level of 

destruction i s  h ighly reward ing. Soul 

Star, apart from a rather dodgy co lour 

scheme, looks very s l ick,  too . How 

come the best Sega ' s  i n-house guys 

can come up with is the pathetic 

Heavenly Symphony? 

Apologies to 
those looking forward to 

Edge's Neo Geo analys i s ,  as promised 

last month . Set backs incl ude a fl u rry 

of rumours surrounding SNK's plans 

for J u ne - apparently the com pany wi l l  

unvei l  new hardware at the Tokyo Toy 

Show. A clearer plan w i l l  emerge soo n .  

One of 
Sega ' s  next Model 2 coin-ops is 

a 3 D  texture-mapped space game l i ke 

Galaxian 3. Both this and Titan -

Sega's new arcade hardware - wil l  be 

appearing at this year's JAM MA show in  

August. You can a lso expect Virtua 

Fighters 2 to show up.  

Sanyo are 
fi na l ly comm itting 

themselves to a l aunch of their 3 DO 

pl ayer later this year in  

Japan.  Unfortunately, 

there ' s  no news on the 

price just yet. 

'Future 
Entertai n ment 94' 

organised by the 

publ ishers of Edge will be 

th i s  autu m n ' s  biggest 

Seta's incredibly delayed Nosferatu for 
the SFC (above and left) finally ma�s it 
out this September in japan 

com puting and interactive 

enterta inment event, taking place 

between 26th-30th October. Al l  

visitors purchasing a ticket before 

31st J u ly wi l l  be el igible to enter a 

com petition to win a £100 voucher 

to be s pent at Si l ica's stand at the 

show. When booking early tickets (£6 

each) ,  you ' l l  be asked the fol lowing 

questio n :  I n  which city is this magazi ne 

written? Dial the show hotl ine nu m ber 

on 0369 4235. 

aD Studio 
animators are being invited 

by Autodesk to exh ibit their work in a 

new video that's being prepared for 

th i s  year's Sigra ph s how. Contri butions 

should be sent on Betacam tape to 

Autodesk's U K  headquarters at 

Autodesk Limited ,  Cross Lanes, £ G ui l dford, Su rrey, G U 1 1UJ.  

news 

Strike 3: EA's latest 
installment in their 
popular scrolling shoot 
'em up series,Urban 
Strike looks good. 
Expect some Cannon 
Foctde,..style action, too 

· n 

I 21 



a.> 
c 

N 
ro 
'Ql) 
� E 

... I 

22 

v i ew p o i n t  
Write to : Edge Letters, 30 Monmouth Street, Bath, Avon BA1 2 BW. (Sorry, no personal replies) 

Wanted : o p i n i o n-fo rmers  w ith  fresh i deas a n d  i nte l l i g e nt v i ews a b o u t  the wo r l d  of v i d e o g a m es 

D would l ike to make a 
point about all the 
marketing hype that 

surrounds the Saturn console. 
The console isn't ready yet. lt 
would be out today if it was. 
Artists' impressions may be 
accurate, but no games magazine 
has shown a photographic 
picture of the console. All that 
has been seen is videos of 
possible games which look very 
impressive but were probably 
generated by workstations. 

Sony are being honest 
about their PS-X system, which 
they say will be out around mid 
'95. I 'm sure they're taking their 
time to get it right. 

For the moment, the Jaguar 
is technically the best console. Its 
future games will be very 
impressive. The 300 is also very 
good technically and, unl ike the 
Jaguar, has a growing number of 
games to keep owners happy -
games l ike Twisted are what the 
300 needs. The Amiga C032 
has yet to show what it can do. 

These three games consoles 
are here, but where is Saturn? 
Still under the spell of the logic 
analyser, waiting for a 

With 3DO and Jaguar already 
here, is Saturn worth waiting 
for? (See letter from Rod Aries) 

breakthrough in chip technology 
that would bring its price tag 
down to an acceptable £300. 

I think by the time autumn 
comes, 300, Jaguar and C032 
will be showing games that will 
draw people away from the hype 
surrounding Saturn. 

But when the Saturn does 
finally become available, I want to 
borrow one, cos I won't be able 
to play 3D Sonic, Virtua Fighters or 
Virtua Racing on my Jaguar! 

Rod Aries, 
Glasgow 

Okay, so Saturn's final specs are 
sti l l  not decided on, but even if 
they were, the machine probably 
wouldn't be out in Europe for 
another six months to a year. 
Marketeers decide when a 
machine is sold, not engineers. 
As for Sony's PS-X, it should be 
ready by this November in Japan 
and imports will flood into the 
UK as fast as companies can lay 
their hands on them. 

Current software for the 
CD32, Jaguar and 300 is 
underprogrammed - to a degree, 
this reflects those machines' 
(albeit l imited) advances In 
performance. lt would be nice to 
think that the qual ity of software 
will improve sufficiently to quell 
the ballyhoo surrounding the 
arrival of the new systems, � 
but frankly, it's unl ikely. LS 

our article, 'What's 
wrong with the PC?', in 
the Apri l  issue of the 

magazine, raises some very 
important questions about the 

Some of the PC's problems were explored in Edge 7; Serge Diekstra 
(see letter below) has a few more to add, plus a potential solution • • •  

future of the PC. I agree with 
you that the Pentium is not really 
going to solve the problems the 
PC is facing, but I see another 
problem that is threatening the 
dominant position the PC has in 
the games market. Most 486 PCs 
now come with a graphics 
accelerator on a high-speed local 
bus. All these PCs have blitting 
and polygon-drawing hardware 
built into the graphics chips. 
Some are extremely powerful 
and are sign ificantly ahead of 
today's consoles. 

The problem is not so 
much the hardware, but the 
software. There are tens of 
thousands of PC hardware 
manufacturers today and a lot of 
them use their own chipsets and 
their own proprietary 
technology. Windows uses these 

accelerator functions, but the 
performance penalty Windows 
demands is just too great for 
games. lt is impossible for a 
games programmer to write 
routines for each graphics board. 
The only standard he can rely on 
is (Super) VGA, and thus he 
won't use the 'accelerator' 
functions that would really speed 
things up. If the PC games 
industry doesn't manage to solve 
this problem soon, its games will 
not even come close to the 
standard offered by Project 
Reality and Saturn. 

There is really only one way 
around this: the industry will 
have to form an association to 
standardise a games operating 
system that is small, efficient, 
hardware-independent and 
scalable. Something l ike a 



Carnegie-Mellon Mach kernel 
with a very efficient HAL 
implementation would be nice. 
Only then wil l  games take full 
advantage of today's and 
tomorrow's graphics hardware. 
lt will drastically shorten game 
development and debugging time 
and it will make sure that any 
game using the operating system 
will work with your graphics and 
soundboard. When you buy the 
latest hardware, even your old 
games will take advantage of it. lt 
is about time PC games 
developers grew up and stopped 
rewriting hardware routines that 
have been written by hundreds 
of thousands, if not mil l ions, of 
their colleagues before. lt is time 
for JGEG: the Joint Game 
Experts Group. 

Serge D E Diekstra, 
Holland 

Anyone who read the T aos 
feature in Edge 9 will know that 
a universal operating system 
already exists, and could start to 
make an impact in the near 
future. The proposed Plug 'n' 
Play system, which solves the 
problem of incompatible add-ons 
(eg soundcards) is also an 
important development. 

However, optimising the 
PC's performance is one thing, 
but boosting it with a custom 
polygon generator is far more 
l ikely to keep it in the running in  
terms of  fast 3 D  games. UK 
developers Argonaut are thought 
to be tackling this matter � 
head-on. LS 

D am a loyal reader of your 
brilliant magazine. lt is 
the only computer 

magazine that I read but I still 
feel completely up to date with 
the videogaming world. 

At the moment I am in 
between formats after sel l ing my 
Amiga 500 a year ago. Yes, I am 
one of the many confused 
punters you constantly refer to 
who can't come to a clear 
decision about where to spend 
their money. 

However, there is one 
format that has the widest range 
of software and the best-qual ity 
games; a format that every gamer 
is dying to own but is simply too 
far out of reach because it simply 
doesn't make economic sense . . .  
Yes, it's the mythical PC. 

Like every other human 
being this side of Saturn, I intend 
to buy a Sony PS-X when it 

Acorn's machines may be technologically advanced, but their low 
games profile limits their coverage in Edge. (See letter from Joe Hind) 

emerges (will it be compatible 
with Saturn?), which, according 
to you, will retail at around £350. 
Its hardware compared to the 
PC is l ike Linford Christie 
compared to John Major, and yet 
a decent PC costs four times 
mote than the PS-X will. 

Surely there is a company 
out there that would l ike to 
make an easy bob (or a few 
mil lion) without all the res�arch 
and development involved in 
creating a new format, by 
developing a PC-compatible 
console that is powerful enough 
to run the most advanced games 
but basic enough to sell for 
under £500. 

This would undoubtedly sell 
bags and the software industry 
would become even more 
vibrant than it is at the moment. 
A keyboard costs practically 
nothing, yet it gives access to 
flight sims and adventures. 

If Edge is as widely read in  
the industry as  you claim it  is, 
then you are in a good position 
to do something. 

Christopher Ratcliffe, 
Cambridge 

To be reasonably confident of 
keeping up with the Jaguar, 3 DO 
and the l ike, you'd need a system 
based on a 486DX2-66, with at 
least four megabytes of RAM, 
local-bus graphics and a decent 
soundcard - say, a Roland. All 
for under £500? Even without 
the usual .PC accoutrements, 
such as a monitor and a 
keyboard, that's perhaps being a 
little optimistic. 

The chances of Saturn being 
compatible with PS-X are � 
somewhere around zero. LS 

hy do hardly any of 
the multiformat 
magazines feature the 

latest machines from Acorn? I 
notice there is no mention of the 
Apple Mac on the front cover of 
Edge, yet you seem to be able 
to feature software for that. Lots 
of people own A3000/A30 I 0 or 
ASOOO machines, and many 
people play games on them. 
Krisalis have converted a lot of 
games from other formats, and 
Fourth Dimension also produce 
original and technically excellent 
Acorn games. You gave away an 
A30 I 0 in a competition, saying 
what a nice machine it is, so why 
can't you feature it in Edge? The 
publicity would encourage 
owners to buy more software 
and popularity would grow. 
There is a CD add-on available as 
well, so its prospects are healthy. 
I think you may be surprised at 
how many Acorn machines are 
used for entertainment, rather 
than just in schools. 

Joe H ind, 
Somersham, Cambs. 

Acorn's computers have a tiny 
slice of the games market - even 
smaller than Apple's - and 
therefore don't receive much 
original development. However, 
Acorn's technology is still of 
interest, hence the story about 
their new RISC-based PC � 
in last month's Edge. LS ii he price of a console is 

of paramount 
importance in relation 

to its performance in the 
marketplace. Nintendo's 
approach to pricing is certainly 

v i ew p o i n t I 
mercenary, but it works. They 
package a console with a flagship 
game such as Mario and sel l  it for 
a reasonable price - usually well 
below £200. Through this 
approach they manage to shift 
mil l ions of units and generate 
high profits from software sales 
to large installed userbases. 

Conversely, expensive 
consoles such as CD-i, Neo-Geo 
and, recently, the Mega CD have 
suffered from poor sales. The 
disappointing market showing of 
the Mega CD has shown that a 
pricepoint above £250 drastically 
reduces hardware sales. Only a 
fringe market exists for any 
console that costs more than the 
average teenager can afford. 

When it finally appears 
sometime next year, Nintendo's 
64bit console is unlikely to cost 
more than £200. Excellent 
software from establ ished houses 
such as Square, Enix, Konami, 
Capcom and Nintendo 
themselves will fully compensate 
for any hardware deficiencies. 

Since Sega's Saturn and 
Sony's PS-X are likely to cost 
around £300, they are 
dangerously vulnerable to 
becoming a purchase exclusive to 
technophiles. To avoid another 
disaster of Mega CD 
proportions, Sega and Sony need 
to seriously reconsider their 
pricing strategies. 

Thomas Walsh, 
Dublin 

Sega have just addressed this  
problem with their £ I SO 
Mega 32 adaptor, to be released 
around Christmas, but it's still 
unclear how this hardware will 
compare with the finished 
Saturn. As for Sony, don't write 
them off yet: as reported in  
Edge last month, their system is  
now rumoured to be coming in 
at around the ¥30,000 mark, 
conveniently bringing it below 
the magic £200 threshold 
(although you'd have a job � 
getting them to admit it). LS 

[;] aving read Edge since 
issue I ,  I would l ike to 
congratulate you on 

being the only magazine which 
gives accurate, non-biased 
information on new 
developments and progress in 
the videogame world. I have 
been playing videogames for 
about ten years - on computers 
and consoles as well as coin-ops 
- and I spend a lot of time 
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playing games and reading up on 
new releases and developments. 

The reason I am writing is 
that I don't know why 
videogaming is not recognised as 
a sport. There is very little in the 
way of television coverage of 
videogames, and many people 
still regard it as 'a waste of time 
and money'. However, it takes as 
much, if not more, ski l l  and 
dexterity to play many 
videogames as it does to play 
darts or snooker, and some 
games require greater strategy 
than chess, but still those who 
don't understand games put 
them down. I am sure that there 
are far more people who are 
interested in videogames than 
chess, but still there is an 
international chess championship, 
and much of this is televised, so 
why is there no equivalent for 
us? Okay, there have been 
attempts at this, such as the Sega 
European Championships, the 
National Games Championships 
and, recently, the GamesMaster 
T earn Championships, but none 
of these were comparable to 
sporting events such as the FA 
Cup or the RAC Rally. Some 
people may argue that are so 
many different games and genres 
that it wouldn't work, but what if 
each major software house were 
to designate one game each year 
for contestants to compete on? 
This would be excellent 
advertising for companies, as well 
as being good publicity for 
videogaming in general. Maybe it 
cou ld pave the way for 
professional players? 

Could this be the future of 
videogaming? 

Billy Deakin, 
St Agnes, Cornwall 

Videogames make a pretty poor 
spectator 'sport' and telecasts of 
competitive videogame events 

· are unlikely to be compulsive 
viewing. Having said that, the 
Japanese games industry is very 
event-driven, and major new 
releases are often promoted 
with championships which are 
often televised; this approach 
could make its way over here. 

Videogames are supposed 
to be fun; the prospect of 
serious 'professional 
gamesplayers' is a little � 
worrying, to say the least. L...=:J 

t first, I was very pleased 
to see an article in Edge 
about the CD32. Having 

read several CD32-dedicated 
magazines, I was looking forward 
to a non-biased view. 

However, while reading the 
article, I realised that the writer 
was very much against 
Commodore's machine. So much 
so that he degraded it as often as 
he could and grudgingly admitted 
the good points. The screenshots 
shown were dull  and there was 
no mention of the sheer depth 
and beauty of Liberation, or the 
gorgeous raytraced graphics in 
Labyrinth Of Time. 

At the moment a CD32, at 
£299, is good value for money. lt 
is top of the CD games market, 
beating PC CD-ROM and Mega 
CD after only four months. But 
what will happen when Sega 

Edge's CD32 feature caused some controversy. Do games like Uberation 
(inset) represent the future of videogames? (See Alex Rosen's letter) 

Archer MacLean: what is the machine he was talking about in Edge 6? 
(See letters from Marc Gibb and Nathan White) 

Saturn and Sony PS-X arrive? 
Can it stand up to their 
awesome sped The answer is 
no, it hasn't got a chance . . .  at 
£299. But at this time next year, 
when Saturn and PS-X should be 
available worldwide, I think you 
could expect to see the CD32 
sell ing for an attractive £ 1 75 or 
less. Also, by then it will have a 
vast range of CD32-specific titles 
and a sturdy base of supporters. 
The CD32 already has over 50 
games, costing between £ I  0 and 
£30. Some of these are rubbish, 
but others are very playable 
Amiga classics with upgraded 
graphics, slick scroll ing and 
CD-qual ity soundtracks. 

And the CD32 offers 
compatibil ity with the most 
popular home computer in the 
world: the Amiga. That's 
something even the great Sega 
and Sony can't match. 

Alex Rosen, 
London 

it's easy to see why so many 
people have got excited about 
the CD32: it has the Amiga name 
behind it; it has a 32bit CPU; and, 
above all, it spins silver discs (this 
tends to excite people a lot). 
However, its biggest problem is 
that in hardware terms it simply 
doesn't offer anything new. And 
that's all too apparent in the 
software available. Even the best 
games for the Mega CD (Sonic 
CD, Silpheed, Thunderhawk, etc) 
eclipse the CD32's current 
catalogue. Given that Edge gets 
to see the best videogame 
hardware and software the 
world has to offer, its appraisal 
of the CD32 was spot-on, 
reflecting the machine's 
shortcomings in comparison with 

other systems while also 
acknowledging its assets. 

You can't have it both ways: 
if you want a magazine that's 
critical and impartial, you can't 
then complain when it tells the 
truth about a machine you 

· 

happen to own. it's you � 
who's biased, not Edge. L...=:J 

D n reply to Stuart 
Patterson's letter in 
Edge 8: Archer 

MacLean said the machine he 
called 'unbelievable' (Edge 6) 
was the same size/shape as the 
Mega Drive 2 and would cost 
£200 to £300. The machine he 
was talking about must be the 
Atari Jaguar. 

In  Edge 8, you also said 
that Atari might be adding a 
texture-mapping chip to the 
Jaguar's CD drive, plus an extra I 
megabyte of memory and 
another 64bit processor. This 
could easily be done, because the 
Jag's DSP chip is closely l inked to 
the cartridge port. Therefore 
you would have two 64bit 
processors plus a 32bit DSP and 
a 1 6bit processor, all running in 
paral lel. I am sure you would 
agree that the power this would 
provide would be more than a 
match for the Sega Saturn or 
Sony PS-X. 

Marc Gibb, 
Aberdeenshire 

[;] ow do you know that 
the machine Archer 
MacLean was talking 

about isn't one of Commodore's 
future projects? He said that its 
computing power relative to an 
ASOO is measured in the 
hundreds. Surely large Japanese 



corporations l ike Sega, Nintendo 
and Sony wouldn't compare one 
of their new systems with an 
Amiga 500? 

Nathan White, 
Walsall 

Let's wrap this up, if only for 
Archer's sake, eh? No, it's not 
Commodore's new Turbo 64 
console, and no, it most 
definitely isn't the Atari bloody 
Jaguar (with or without CD 
drive). To be honest, if you 
haven't worked out what it is by 
now, there's little hope. As for 
the ASOO reference, Archer is 
familiar with the power of 
Commodore's machine, so it 
provided h im with a useful 
benchmark. Now let's forget this 
ever happened, shall we? il ou don't seem to be able 

to make your mind up 
about the PC. Your April 

article was pretty scathing, to say 
the least, and the PC didn't even 
feature in your May 'Leading 
Edge' supplement. Why? You 

the competition on the hardware 
front in the PC sector, which will 
lead to faster, cheaper 
processors almost quarterly, plus 
24bit colour cards and custom 
chips. This will mean the PC 
becoming every bit as capable as 
other formats - and it can do 
more than just play games. And 
the most powerful argument in 
favour of the PC is that five years 
from now it is the only machine 
guaranteed to be around. 

How can you show 
breathtaking games on the PC, 
then on the other hand brush 
aside the format that has been at 
the leading edge for a while now 
(eg multimedia, MPEG)? Surely 
you realise how significant the 
growth in the PC home market 
is seen as by others? 

I hope you can appreciate 
constructive criticism and will 
return to unbiased reporting. 

Moyle Baker, 
London 

The feature hardly 'brushed 
aside' the format; it merely 
highlighted a number of 

What is gameplay? And why does Tetris have it in abundance, while 
other games are completely devoid of it? (See letter from M Ellis) 

only concentrate on the bad 
aspects of this machine, not the 
unrivalled growth over the last 
couple of years, the best games 
(at least graphical ly) and good 
support from software 
developers. Other systems also 
have problems, like an inabil ity to 
play foreign titles, but you don't 
see this as an issue. I often think 
that I am reading a 3 DO-only 
magazine. The problems the PC 
has are being dealt with right 
now, and readers with other 
machines may not be aware of 

fundamental problems in the 
PC's architecture. Until better 
software or hardware solutions 
arrive, the PC wil l  continue to 
frustrate and mystify even the 
most capable of tech heads, and 
that's something potential buyers 
should be aware of. Where's the 
user-friendly interface of the 
Macintosh, for example? Why 
can't you get a game up and 
running straight away, l ike you 
can on an Amiga? Why, even 
when you've got a decent 
soundcard, are some of the most 

breathtaking games often backed 
by music and sound effects only 
fit for a Spectrum ?  Of course, 
Edge would be the first to admit 
that the awesome 3D power of a 
fast DX2 is unmatched, and the 
format continues to receive 
some of the best games around. 
But - in terms of hardware 
performance anyway - the PC is 
unl ikely to rule the games � 
roost for much longer. 1.__S 

ith the powerful 
technology that is 
being thrown together 

to make consoles for a fast buck, 
it is about time that we got back 
to our roots. lt seems these days 
that anyone can make a good 
console given the right 
components. Maybe it would 
make more sense if a group of 
software houses got together to 
develop their own console that 
would be versatile in meeting 
their requirements. 

lt is also apparent after 
reading views expressed in your 
magazine and others that many 
games these days are all graphics 
and no gameplay. I remember 
this debate when people started 
playing games on their shiny new 
C64, ridiculed by Spectrum 
owners whose machines were 
technically inferior but had 
better gameplay. Eventually the 
C64 caught up; maybe the new 
machines will discover the 
importance of gameplay as well. 

I think you should direct a 
study into what makes a good 
game. For example, T etris on the 
Game Boy keeps me entertained 
for hours, while Lawnmower Man 
(PC CD-ROM) amused me for 
about half an hour. If we could 
isolate what makes a game 
addictive, we would all benefit 
from the d iscovery. 

M Ellis, 
Middlesex 

One of the reasons for the lack 
of innovative gameplay these 
days is that games have reached 
an insurmountable technological 
barrier. Think about it: fast, 
responsive 2D gameplay was 
virtually perfected back in the 
golden days of the Spectrum and 
C64. Since then, games have 
progressed in the sense that they 
look and sound better, but the 
gameplay has remained 
essentially the same. There's 
now little scope left for true 
innovation in  2D. And therein 
lies our problem. 

v i ew p o i n t I 
Currently, the videogames 

world is burdened with a huge 
technical challenge: to try and 
create 3D games as fast-moving 
and responsive as their 2D 
forebears. Realtime 3D will open 
up a whole range of immersive 
experiences and give gameplay an 
incalculable boost, but current 
hardware still falls way short of 
the mark. Not for much � 
longer, though . . .  1.__S 

ultimedia madness has 
finally been released 
upon the public. 

Overnight, a seemingly endless 
supply of new magazines has 
descended upon newsagents all 
over the country, all brandishing 
a nice, shiny, silver disc. People 
are confused about which 
magazines are worthy of 
inspection; they succumb to 
greed at the thought of acquiring 
gigabytes of software, rip out a 
wad of cash to buy every 
magazine in sight, and are 
promptly ripped off themselves. 

I myself have obtained five 
CD coverdiscs in the space of 
two weeks, only to find that the 
same software is represented on 
several of them. 

I have yet to find a single 
CD magazine that has impressed 
me in the slightest. With so 
many new publications, it will be 
interesting to see if more than 
one or two survive a few 
months, as Joe Public isn't going 
to keep shelling out a fiver for a 
CD full of duff software. 

As long as Edge keeps 
arriving each month, I know 
there will be a magazine worthy 
of a few hours of my time - even 
without a CD on the front. 

Roger lsaac, 
Don caster 

it's only natural that publishers 
want to exploit the CD-ROM 
revolution. it's up to you, the 
consumer, to decide which 
magazines, if any, succeed. 

The CD's immense storage 
capacity has to be filled 
somehow, and publishers have 
chosen to fill them with game 
demos and miscellaneous bits of 
software. Unfortunately, there 
just isn't enough good, cheap 
software to go around. 

In the future, we'll no doubt 
see CD-ROMs offering true 
'interactive experiences' - or 
even replacing the magazines 
them

_
selves (see LVI story £ 

on page 1 6). 
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Edge, winner of the lnDin Magazine 
Of The Year award (above), is the 
videogames industry's favourite 
magazine. Subscribe to Edge and 
you'll get an the latest news at the 
same time as the games world's 
movers and shakers 

an't wait for Edge 1 1  to arrive on June 30? 
Well ,  you might have to wait longer than you 
planned. Because Edge is not the kind of 

massmarket publication that is stocked by every 
newsagent, it is inevitable that some people will be 
disappointed in their search for a copy. Obviously, 
disasters l ike that only happen to other people, but to 
completely el iminate the prospect of suffering the same 
fate yourself, you may find it prudent to choose one of 
the following options. 
I .  Fill in  coupon number I and give it to your 
newsagent. He or she will then keep an issue of Edge 
for you every month until you come to claim it. 
2. Or you could fi l l  in coupon 2 instead and send it 
with the necessary payment to: Edge, Future 
Publishing Ltd, FREEPOST (BS4900), 
Somerton, Somerset TA I I 6BR. By subscribing 
you're rewarded with two extra issues - 1 4  for the 
price of 1 2 - plus a free slipcase (worth £6), plus Edge 
del ivered to your door every month free of charge. 
3. Use our direct debit form and not only do you get 
1 4  issues, plus the slipcase, plus free del ivery, but you 
save another £4. Just fi l l  in coupons 2 and 3 and send 
them to the address above. 

Reservation cou pon 
To the newsagent: p lease reserve for me a copy of 

Edge 11 - onsale Thursday 30 J une. 
Edge ,  pub l ished by Future Pub l i sh ing ,  i s  avai l ab Le 

from your l ocal wholesaler .  

Name __________________________ __ 

Address ___________ _ 

Postcode ___________ _ 
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D T i c k  here if you are wi l l i ng  to take part in Edge 
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N ote : if you are p lanning to subscribe by d i rect debit, don't 
forget to fi l l  in the d i rect debit form on this page - and send it 
to us al ong with your subscription form. We wi l l  then send the 
d i rect debit form to your bank to arrange for payment. 

£DG£ direct d e b it fo rm 
F i l l  i n  the d i rect debit form and the subscr iption form if you wish to subscr ibe to Edge and pay d i rect ly from your ban k 

account. Paying by d i rect debit saves you £4 from the pr ice of an annual subscr iption - that means you get the next 14 
issues together with a free s l i pcase for  on ly £32.  If you wish to pay by cheque or credit card , j ust fi l l  i n  the form above. 

£DG£ direct debit form Originator 's  I D : 930763 

T h i s  fo r m  i n structs you r  ban k o r  b u i l d i ng soc!ety 

to m ake p ay m ents d i rect f rom y o u r  account.  · 
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bank/b u i l d i n g soc iety : 
I instruct you to pay direct debits from my account at the request of 
Future P ublishing Ltd 
The amounts are variable and may be debited on various dates. I 
unde rstand that Future Publishing Ltd may change the amounts 
and dates only after g iving me prior notice 
I will inform you in writing if I wish to cancel this instruction 
I understand that if any direct debit is paid which breaks the terms 
of this instruction, y.ou will make a refund 

5. Sig ned ------------------------------

Date --------------------------------
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p r e s c r e e n 

• Park raSS I C  u 
l nte rac • IVe 

Choose your next 
destination (top) and 
(middle). A sad Space 
Invader clone (bottom) 

No matter 
how hard 
you look, 
you won't 
find much 
innovation 
here - one 
of the sub­
games is 
just Space 
Invaders . . •  

Format: 300 
Publ isher: Universal 

Interactive 
Studios 

Developer: Studio 300 
Release date : Out now 

Size :  1 CD 

Origin :  US 

a 
fter the d readfu l M eg a  
D r ive ve rs i o n  and t h e  
so-so S N E  S g am e, 
Jurassic Park for the 
3 D O i s  at l ast here.  

G i ven the 3 D O 's 
capabi  I i t ies - and the fact that 
U n iversal I nteract ive Stud i os are 
b ac k i n g  it - t h i s  vers i o n  has the 
potent ia l  to be the best yet. 

You take the ro l e  of a e n g i neer 
based o n  Is la N u b l ar, an I s l and 
l ocated j u st off the coast of C osta 
R i ca. Y o u r  j o b  is to check the safety of 
the park .  S oo n  after you arr ive, the 
p ower fai l s  and the d i nosaurs escape. 
Y o u 've got to get the park bac k ' o n ­
l i ne '  and rescue the g u ests by lead i n g  
t h e m  to t h e  safety of the h e  I i po rt.  

A l l  very good in theory, but 
Jurassic Park Interactive i s  i n  fact 
made up of a series of su b-games. A n d  
the tro u b l e  i s, these su b-games vary so 
much i n  q u a l ity : from the d readfu l 
( n ot to m e nt i o n  h i l ar i o u s )  ' Opp- Wolf 

Driving through Jurassic Park may seem 
like a good idea (left) but that T·Rex is 
hot on your tail. These Spitters (right) 
spin up into the air when they're shot 

This texture-mapped 3D scenery is very impressive - it moves as well 
as it looks. A pity the same couldn't be said of that velociraptor .. .  

c l o n e  to the superb 3D R aptor M aze 
c h ase, Jurassic Park Interactive i s  o n e  
errat i c  pac kage. A n d  sad l y, n o  matte r 
h ow hard you l o o k, you won't f i n d  
m u c h  i n nov·ati o n  here - o n e  of the 
su b-games i s  a Space In vaders c l one 
for heavens sake ! 

W hether there ' l l be e n o u g h  good 
su b-games to m a ke u p  for the poor  
ones re m a i n s  to be see n .  E ither way, 
check out next issue where we' l l  be 
g i v i ng Jurassic Park the fu l l  £ E d g e  treatment .. .  
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1 Docto r 

30 

H auze r  
Format: 300 

Publ isher: Panasonic 

Developer: Riverhill Soft 

Release date : May (Japan) 

Size :  I CD 

Origin :  Japan 

a 
nyone p l ay i ng Doctor 
Hauzer o n  the 3 DO is 
l i ke l y  to exper ienc

. 

e a  
d i st i n ct sense of deja 
vu. O n e  of the f i rst 
batch of J apanese­

deve l oped 3 0 0  games to be re leased i n  
J apan, O r  Hauzer bears an u ncanny 
rese m b l ance to A lone In The Dark 
from G a l l i c deve l o pers l nfogrames - i n  

fact, the s i m i l ar it i es between the two 
games are so pronounced that Or 
Hauzer cou l d  a l most pass off as part 
of the A lone In The Dark ser ies  itse l f. 

O n e  cause fo r concern is the game's 
sce n ar i o :  a fam o u s  archaeo l og i st h as 
gone m i ssi ng; a detecti ve goes to h i s  
h o use to l o o k  f o r  c l u es, b u t  s o o n  f i n d s  
that s o m e o n e  h a s  s e t  a l l  manner  o f  
fatal  traps fo r h i m  to p revent h i m  from 
gett i n g  too nosy. The fact that a l l  th i s  
takes p l ace i n  a spooky h o u se perched 
o n  the edge of a c l i ff ove r l o o k i n g  the 
sea sho u l d  st i r  a few m e m o r i es for 
p l ayers of the sec o n d  A lone In The 
Dark game 

S t i l l , what's here does l o o k  
prom i s i n g .  F o r  o n ce, we ' re treated t o  
m o re t h a n  j ust a s l i deshow of 3 D O 's 
( l ess than remarkab l e )  C i ne P a k  v i d e o  

Edge explores 

a title that ­

despite bei ng 

suspiciously 

s imi lar to an 

i l l u strious 

game from the 

past - could  

do wonders 

for the 3 DO's 

prognosis 

The cutting room: this i s  one of the many traps awaiting �ur intrepid detective a s  h e  tries to unravel the 
mystery of Dr Hauzer's disappearance. The good doctor's residence isn't the most hospitable of places ...  

Finding an object (top). A rolling 
stone chases you (above} 



The three perspectives: 
firstperson (top), 
thirdperson (middle) 
and overhead (above) 

One of the first problems faced by our hero 
is this gaping pit (top), but you have to 
search the grandfather clock first (above) 

capab i l it ies.  R i ve r H i l l  S oft h ave gone 
one ste p further than I nfog rames, and 
as we l l  as u s i n g  po lygons to a n i m ate 
the central  characte r, h ave constructed 
a l l of the rooms o ut of po lygons too, 
w h i c h  makes fo r a true i m mersive 
experience.  T h e  3 D  sc ro l l i n g  and 
an i m at i o n  isn't the smoothest y o u ' l l 
eve r see, but the detai l e d  textu re­
mapped scen e ry m o re than makes u p  
f o r  i t .  Y o u  c a n  ch oose a f i  rstpe rso n o r  
t h i rdperson v i ew, o r  se l ect t h e  
ove rhead map opt i o n  if you so w i s h .  
A n d  u n  I i ke 3 D  m aze g a m e s  I i ke Doom 
and A VP, Doctor Hauzer l ets you 
su rvey the wal l s  and c e i l i ng s, with the 
perspective c h an g i n g  to aid rea l i s m .  

I n  kee p i ng w i t h  t h e  A lone I n  The 
Dark trad it i on, the object of R i verh i l l 's 
game is to go from room to room, 
so l v i ng p u zz l es, avo i d i n g  traps, and 
co l l ecti ng u sefu l objects and h i nts. For 
exam p l e, you start i n  the l i v i n g  room. 
T h e n  you f i n d  a key i n  a g randfather 
c l oc k, wh i c h  u n l ocks  a d o o r .  This  l ets 
you p roceed to a h a l l way, beyo n d  
wh i c h  l ies an o m i nous  h o l e  i n  t h e  
f l oor .  A n d  so o n .  U nfortunate ly, i n  th i s  
n at i ve ve rs ion  of t h e  game, the 
J ap anese text p resents j ust as much of 
a p r o b l e m  as many of the puzz l es .  

p r e s c r e e n  � 

Because the whole gameworld's made out of polygons, objects like 
cupboards can be shifted to reveal secret doors (top). Sometimes the 
most innocuous pieces of furniture bar your progress (above) 

H o pefu l ly, an E n g l i s h  trans l at i o n  wi l l  
m a ke a n  appearance soon.  

If eve r a 3 D O game dese rved to 
h ave a st i c k e r  on it say i ng, ' H as 
pote nt i a l ', it's t h i s  one .  An i n it i a l  
v iewing i n d i cates that R i ve rh i l l  h ave 
managed to rep l i cate the d rama and, 
to an e xtent, the l oo k  and fee l of A lone 
In The Dark, but whether they ' l l 
manage the same i ng e n i o u s  b le n d  of 
c o m bat and co l l ect 'em up gamep l ay i s  
another matte r .  The m u s i c  is  wo rth a 
ment i o n, though, even if it does tread 
o n  the toes of anoth e r  fa m i I iar score . . .  

3 D O owners c o u l d  do a l ot wo rse 
than check out t h i s  p o l ished J apanese 
t i t l e - if o n l y  to take a break from the 
l ess than v i b rant A m e r i can 3 DO 
re l ease sched u l e .  H owever, p u r itans 
m i g ht be m o re i nterested in the news 
that the real A lone In The Dark ( and, 
hopefu l ly, i ts vast l y  super ior  £ seq ue l )  is a l ready on its way. 

If ever a 
3DO game 
deserved 
to have a 
sticker on 
it saying, 
' Has 
potential ' ,  
it's this 
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p r e s c r e e n 

n c o m 1 n  

You're stranded on this base, which is located inside an enormous 
crater and defended by laser turrets and missile silos 

rogrammers seem to 
be fal l i n g  over 
them se lves these d ays 
to use £ 1 0, 0 0 0  S i l i c o n  
G raph ics  hardware t o  
c reate gobsmac k i n g  

v isua ls .  H owever, C h r is  E l l i ot's 
M i l l e n n i u m  team h ave eschewed that 
super-tec h n o l ogy in fav o u r  of a m u c h  
m o re down-to-earth p l atfo r m .  The 
p rogrammers wo r k i n g  on Incoming are 
using A m i g a  4000s with V i deo Toaste r 
boards r u n n i n g  L ightwave software, 

Edge takes a n  e a r ly  l ook at 

M i l l e n n i u m ' s fi rst ste p i nto the  

wo r l d  of  re n d e red  gra p h i cs 

Format: CD platforms 

Publ isher: Millennium 

Developer: In-house 

Release date : Mid-'95 

Size :  1 CD 

Origi n :  UK 

and the res u l ts are m a k i n g  those 
h i g h-e n d  system s  look dec i d e d l y  
over rate d .  ' I t  wo n 't be l o n g  befo re t h e  
software's m o re i m portant t h a n  t h e  
h a rdware, ' says C h r i s. 'We've found 
we can do eve ryt h i n g  o n  L ightwave.' 

C h ri s's team h as been wo r k i n g  o n  
an I m me rs i ve Rea l i ty S i m u l ator  O R S )  
- a  f i rstperson ro l e p l ay i n g  game with a 
tu l l y rendered env i ron m e nt. 
T rad it iona l ly,  rende r i n g  beg i ns and 
ends with a game's attract sequence, 
but M i l l e n n i u m  h ave dec i ded to carry 
that h i gh-qua l ity g ra p h i c  fee l  through  
the e nt i re game.  

' We ' re t ry i n g  to get  someth i ng 
that's we l l  up there on the cutt i n g  
e d g e , '  says C h r i s, ' a n d  a l so to g i ve 

peo p l e  the game p l ay .  The 
m a i n  p r o b l e m  i s  how to 
g i ve peo p l e  i nte racti v ity 
in a sto ry-based p rod uct. 

'People 
assume 
CD·ROMs 
are faster 
and better 
quality. 
They're not. 
Th�y're just 
a big 
dustbin for 
dumping 
data in' 

Your job is to enter this base (right) and install the software for its defence system - to protect it from other companies. Unfortunately, something 
goes wrong with the set-up and one of your laser turrets (left) refuses to come on line. Is this just chance, or is someone playing games with you? 



Incoming has a wealth of Video Toaster-produced rendered sequences. 
How gameplay will figure in this scenario is anyone's guess, though 

T h e  i nd u stry's start i ng to rea l i se that 
peop l e  a re n 't g o i n g  to be sat i sfied with 
5 5 0 M b  of sh ove l ware; they're g o i ng to 
want some depth, and that's not g o i n g  
to come about ove r n i g ht . '  

The g a m e  
i s  set i n  the near 

futu re, when the m i l itary i nd ustr i a l  
c o m p l e x  h o l d s  sway. H u ge 
c o rp o rati o n s  are i n  c o ntro l ,  the l argest 
of wh i c h  is the Tyron C o rp o rat ion,  
whom Chr is  desc r i bes as  ' I B M  with  
att itude' .  At fi rst, you d o n 't rea l l y 
k n ow what the h e l l 's g o i n g  o n ;  you 
h ave to e x p l o re the e n v i r o n m e nt, work 
o ut what you 've got to d o  and s u rv i ve 
the p r o b l e m s  that beset y o u .  T h i s  
i nv o l ves gett i ng to g r i ps w i t h  a v i rtua l  
operat i n g  system, contro l l i n g  d ro i d s, 

Credits 
Producers: C h ris E l l iot 
Art director: Mark Rafter 
Music: Richard Joseph 
Rendering artist: Rob Chapman 
Rendering artist: Steve Lough ran 

p r e s c r e e n 

One of the game's many spacecraft comes in to land (above). This high­
resolution rendered sequence apparently took about two weeks to create 

c o m m u n i cati n g ,  ut i l i s i ng personal  data 
ass i stants and f ig u r i ng out how to 
defe n d  you rse lf.  

' O u r  v i s i o n  of the future i s n 't y o u r  
standard s l am-bang spaces h i ps and 
a l i e ns type of th i ng , '  exp l a i ns C h r i s .  
' It's g ot m o re to d o  w i t h  p ower, 
treac hery and betraya l . '  C h r i s  fee l s  
that t h i s  k i n d  of menac i n g  bac k g r o u n d  
g i ves the game r e a l  depth.  

He a l s o  fee l s  that the p u b l i c  e x pect 
too m u c h  from C D  software. ' Pe o p l e  
ass u m e  C D- R O M s  a r e  faster and better 
q u a l ity. They're n ot.  They're j ust a b i g  
d ustb i n  fo r d u m p i n g  d ata i n .  A n d  yet 
p l ayers e x pect som eth i ng d iffe rent and 
it's u p  to u s  to prov ide what they're 
l oo k i ng for - that's the real £ c h a l l e n g e  fac i ng the i n d ustry . '  

Zoom in o n  sick bay observation port 

Scenes from the storyboard: the 'camera' zooms in on the sick bay 
observation port (inset), where you overhear a conversation. As a 
result of what you hear, your shuttle leaves for base (main) 
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r1 
Systems 

Origin attempt to push the interactive movie a 
stage further with BioForge (top), while 
sticking to traditional techniques for their 
futuristic 3D adventure, System Shock (above) 

Edge vi s its the  s o u rce of s o m e  

o f  the  m ost s u ccessfu l P C  

ga m e s  eve r a n d  d i scove rs two 

n ew t it l e s  i n  the  p i pe l i n e 



In BioForge, Lex - half man, half machine - has just awoke from a deep 
sleep (centre). Camera angles switch as the plot unfolds (top and above} 

hen it comes 
to 3 D  
adventures, 
PC owners 
are spoilt for 
choice. Now 

Origin,  developers of the excellent 
Ultima and Wing Commander 
series, are set to add to that list 
with BioForge and System Shock. 

But BioForge producer Ken 
Demerest believes that his game 
stands out from the crowd: ' I 'd 
never want to remain with a tried 
and trusted formula, ever,' he 
declares. ' If you're not pushing the 
edge a little bit then you're just 
turning out another of the same 
thing. lt's much more interesting 
to always be working on 
something that's totally different.' 

BioForge may not be a 
completely radical departure, but 
it does provide proof that 
' interactive movie' -type games are. 

evolving - even without the aid of 
live-action video. In BioForge you're 
given absolute control over Lex, 
your synthetic actor, and are able 
to move freely through the game's 
detailed 3D alien world. Four­
channel digital sound effects, a 
variety of different camera angles, 
event-driven cut scenes and an 
apparently non-l inear storyl ine all 
help to give the game its film-like 
quality. Of course, other games 
have taken a similarly c inematic 
approach - Alone In The Dark, for 
example - but the system used in  
BioForge is more dynamic. Ken 
elaborates: 'We looked at A/one In 

The Dark, but we've tried to give 
our system a more cinematic look. 
We actually studied film 
techniques because we wanted to 
use as many dramatic camera 
angles as possible.' 

Of course, the danger 
inherent in  this quest for film-style 

p r e s c r e e n  1 

BioForge offers beautifully rendered backgrounds that the 
player can actually interact with - for a change 

presentation is that gameplay will 
be neglected. We'l l  find out if 
BioForge has fallen into this trap 
when it is released in June. 

'We studied film techniques 
because we wanted to use 
as many dramatic camera 
angles as possible' 

Also scheduled for a 
June release is System Shock, 

developed for Origin by Looking 

Ken Demerest, producer, BioForge 
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p r e s c r e e n 

Glass Technologies. Combining 
the fast-paced action of Doom with 
a complex sci-fi plot, plus one of 
the most sophisticated ingame 
physics systems ever created, 
System Shock looks impressive. 

The game is set in the year 
2072. You wake from a deep sleep 
to find yourself alone on board the 
space station Citadel. Shodan, a 
ruthless computer which now 
controls all of the station's 

You can do anything you 
want in the game: climb up 
walls, lean around corners, 
float in zero gravity, fly . . .  

operations, has enslaved your 
companions and is plotting to take 
over the Earth. You have to enter 
Shodan's realm - cyberspace - and 
stop him. 

Doug Church, the game's 
principai programmer, describes 
what the System Shock experience 
is all about: 'The focus is on 
immersion in the environment. 
That means a coherent story and a 
world that you can interact with as 
much as possible.' 

And interaction is the key 
word here. You can do just about 
anything you want to in the game: 

BioForge: the Citadel's hangar doors open wide to admit a visitor (top). 
System Shock one of Shodan's minions (middle) attempts to block your 
progress. The control panel (above) is chock full of useful Information 

cl imb up walls, lean around 
corners, float in zero gravity, crawl 
through shafts, fly . . .  And thanks to 
the wonderful 3D graphics, it's all 
beautifully portrayed - Looking 
Glass have devised a new 3 D  
engine for System Shock which 

improves on their technical 
accomplishments in games l ike Car 

And Driver and Ultima Underworld 11. 
Given Origin's past form, 

both Bioforge and System Shock will 
no doubt be eagerly awaited £ 
by PC garners. 
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p r e s c r e e n 

N EC Avenue 
f1$ ·v 1 ._ 1 1 

, -_ 
.n 

·- u 
NEC Avenue's dense 
offices (top); with Mr 
Kimihisa (right in 
above picture) 

Game: Strider Hiryu 

Format: PC-E Arcade 

Publ isher: NEC Avenue 

Developer: In-house 

Release date : MayjJune 

Size: 1 Disc 

Origin :  Japan m EC Ave n u e  a re one of 
th ree J apanese 
software deve l o pment 
c o m pan ies b e l o n g i n g  
to N E C  H o me 
E l ectro n i cs.  T h ey 

rare l y  g i ve i ntervi ews to no n-J apanese 
magazi nes, mai n l y  because they h ave 
d i rected the i r  efforts s o l e l y  at the P C  
E n g i ne, a n d  the i r  bac k cata l ogue of 
esteemed C D- R O M arcade convers i o n s  
for the m ac h i ne i s  second to none 
i nc l u d i ng the l i kes of Super Darius, 
Side Arms Special, Hellfire, Rainbow 
Islands and many others.  

E d g e  rece nt ly  v i s ited the com pany 
for a look at one of the most d e l ayed 
( and ant ic i pate d )  c o nvers i o n s  to 
N E C 's new A rcade card format fo r the 
PC E n g i ne; and to speak to l< i m i h isa 
U su i ,  manager of the M u l t i me d i a  

d iv i s i o n .  ' O r i g i n a l l y, wo r k  
b e g a n  o n  a S u per G rafx 
vers i o n  bac k in 1 9 9 0 , '  
c l a i ms l< i m i h i sa, ' b ut t h i s  
conso le  p roved too 

The start of the game takes place on the rooftops - Strider gets 
carried on a futuristic hang-glider and faces his first enemies 
(above). One of the mid-level adversaries is the strong man (inset) 

Edge v i s its ta l e nted J a pa n ese 

d eve l o pe rs N EC Ave n u e  fo r a 

g l i m pse at a reva m ped c l as s i c  

Scrolling action games come no finer than Capcom's classic. This 
conversion for the Arcade card could be closer than Sega•s MD game 

expens ive for consumers and d i d n 't se l l  
very we l l .  G ame p u b l ishers d i d n 't 
support it much e ither, so we decided 
to m a ke a stand ard P C  E n g i ne vers i o n  
i n stead . I t ' s  o n l y  recent l y  that we 
decided to make use of the n ew A rcade 
card to i m p rove the convers i o n . '  
N ee d less to say, the g a m e  l o o k s  s u perb 
r u n n i n g o n  the o ld  P C  E n g i ne .  

I n  the h u g e l y  c o m pet it ive J apanese 
software i nd ustry, N EC Ave n u e  are 
p retty smal l fry - the c o m pany o n l y  
h as 5 0  m e m be rs o f  staff, and h a l f  o f  
those w o r k  i n  sales a n d  marketi n g .  
'We re l ease around t e n  n e w  t it les every 
year for the P C  E n g i ne, ' c l a i ms 
l< i m i h isa.  'The S u pe r  F a m i c o m  mar ket 
in J apan rep resents about ten t i mes 
the P C  E n g i ne m a rket. H owever, there 
are l ess p u b l i shers in t h i s  market and 
the refore it 's  l ess c o m petit ive . '  L i ke 
many other games c o m pan i es, N E C  
Aven u e  a l so d i ve rsif ies i nto game­
re l ated a reas - g ame music C O s 
acc o u nt for about 1 0 %  of the 
c o m pany's sa les .  

B ut with the P C  E n g i ne's 
p o p u l a r i ty now reced i n g  stead i l y, 



p r e s c r e e n 

Strider was never the most controllable character, but the 
design and feel of the game is classic Japanese arcade 

th i n k  the next 
generat i o n  software 
wi  1 1  refl ect that . '  

Dodge the light beams, blast the central core, then drop down to face the gun-toting 
enemies (right). Level one isn't tough, but the later levels are manic 

C o n s i d e r i n g  that 
P i oneer's re l at ive l y  
n e w  Lase rAct i ve 
format i n c l udes a P C  
E ng i ne m o d u l e  that 

I think some 
of the new 
software for 
Sony's PS·X 
will really 
capture 
people's 
imagination 

Klmlhlsa Usul, manager 

attent ion is switc h i n g  to the n ew 
generati o n  of formats i n  J apan, and 
N E C  Avenue are u ns u re wh i c h  one 
they wi l l  be support i n g .  'The S o n y  
P S - X  is  fast bec om i ng the most 
popu l ar new fo rmat to deve l o p  fo r i n  
J apan; a n d  I t h i n k  some o f  t h e  new 
software fo r that mach i n e  w i l l  real l y  
captu re peop le's i mag i nat i o n, ' 
l< i m i h i sa cont in ues, ' b ut as to whethe r  
w e  w i  1 1  b e  suppo rt i n g  it, I can 't say. 
After a l l , the m a i n  s hareh o l d e r  of N E C 
Aven u e  is N E C  . . .  and they h aven't 
confi rmed the i r  p l ans for the FX yet. 
One t h i n g  i s  certa i n, tho u g h : t h i s  
i sn 't a t o y  market anymore, and I 

takes H u C ards and P C - E  C Os, as we l l  
as the new L D  R O M 2  format, it's • 

s u r p r i s i n g  that N E C  Aven u e  aren't 
support i ng the format .  'I th i n k  with 
the com i ng of the new m ac h i nes, 
P i oneer wi l l  be in tro u b l e  with the 
Lase rAct i ve, ' rec kons l< i m i h i sa, 'the 
m ac h i ne i s n 't rea l l y  made fo r p l ay i ng 
games and is m u c h  m o re su itab l e  for 
the karaoke m ar ket. Besi des, the 
m ac h i ne's sales h ave been poor  s i nce 
it's i ntroduct i o n  i nto the m arket l ast 
s u m m e r .  T h e re a re o n l y  sm a l l  mar kets 
for expensive m ac h i nes l i ke th is  i n  
J apan.  I th i n k  3 00 wi l l  h ave t h e  £ 
same p r o b l e m  h e re . '  

Level one includes the same boss: the members of the Politburo get transformed into 
a giant robotic snake that coils its way around the room 

An original CD-streamed 
intro sequence will be a 
welcome addition to an 
old arcade game(above) 
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Dungeon Master 1 1  

Skullkeep 
has one of 
the most 
skillfully 
crafted 
artificial 
intelligence 
systems 

Ladders (top) take you up or 
down a floor - this one leads 
you to a room containing 
some useful items (above) 

Format: Mega CD 

Publ isher: Victor 

Developer: FTL games 

Release date : Out now (Jap) 

Size :  1 CD 

Origi n :  Japan 

m 
PG fans h ave probab l y  
forg otten about 
Dungeon Master II. 
After a l l , E d g e  v i s ited 
F T L's S an D i ego head 
q u arters bac k in J u l y  

l ast year and the fi rst p i es o f  the l o ng­
awa ited p roject we re shown bac k in  
E d g e  l and 2.  

S i  nee then, the game h as been 
c o m p l eted but on ly  one ve rs i o n  h as 
s u rfaced.  J V C  in J apan h ave the 
p u b l ish i ng r i g hts to the recent l y  
re l eased M eg a  C D  ve rs i o n  wh i l e 
I nterp l ay wi l l  be hand l i n g the A m i ga 
and PC vers i o ns.  U nfortunate ly, you ' l l  
h ave t o  wait for those - the c o m pany 
h as dec i ded to h o l d  them bac k u nt i l  
C h r istmas t o  i m p rove t h e  g raph i cs .  

T h e re a re th i ng s  to stress befo re 
tak i n g  a l o o k  at Dungeon Master II. 
F i rst of a l l , the g raphics  and bas i c  
i nterface a r e  v e r y  s i m i l ar to the 
o r i g i n a l  game - wh i c h  i s  gett i n g  on for 
s ix years old n ow, i nc i denta l l y .  In fact, 
it's easy to be cyn i ca l  on fi rst 
i m p ress i o ns.  The scro l l i ng - one aspect 
that was ex pected to get smoothed out 
- re m a i ns the same, operat i n g  i n  

Skul l  keep 
FT L's l o ng-awaited seq ue l  to one of the 

most respected c lassics of th e late 

eighti es ,  fi nal ly makes it out. But yo u ' l l  

need a M ega C D  to p lay it 

c l e a r l y  defi ned steps. T h e  gamep l ay 
re l ies on it, in fact. W h at F T L h ave 
done with Skul/keep is take the 
tec h n o l ogy they deve l oped fo r the fi rst 
game and m a ke it  wo r k  a who le  l ot 
harder for them.  

By far the b i g gest t i m e-consumer  
for F T L was the c reat u re i nte l l i gence.  
U n l i ke the dumb monsters i n  the 
o r i g i na l  game, Skul/keep h as one of 
the most s k i l l fu l l y created i nte l l i ge n ce 
syste ms yet see n .  In fact, it managed 
to keep the F T  L boys occup ied for the 

The cryovault contains the 
preserved soles of 
defeated champions -

. 
you'll need four 

One of the first monsters you'll meet is this large black slug seen here trapped under a 
door - achieved by using the same old Dungeon Master trick, naturally 



Going underground: The obvious task is to raise the gate, 
but you'll be harassed by some rather huge bats if you do 

p r e s c r e e n  

best part of two 
years. So it's a g reat 
p ity that t h i s  i s  one 
aspect that can o n l y  
b e  exper ienced by 

Trading posts are open to abuse, so these bouncers make sure you don't get up to any 
mischief. A tip: don't try and throw anything at these guys - they have a nasty temper 

In Skullkeep 
a creature 
is a whole 
collection of 
data which 
is handled 
through a 
sort of 
intelligent 
scripting 
program 
Wayne Holder, President, FTL 

d e l v i n g  deep i nto the 
game. 'We spent a l ot of t i m e  
generat i n g  d ata for t h e  c h aracters i n  
t h e  gam e, ' F T L 's p res ident Wayne 
H o l de r  says. 'In Skullkeep a c reat u re 
is a wh o l e  co l l ect i o n  of data which  i s  
han d l ed through a sort of i n te l l i gent 
scr i pti n g  prog ram where they a re 
run n i n g  the i r  own se lf-contai ned l itt l e  
programs. '  E n e m ies not o n l y  attack 
strateg i c a l l y; they l earn and coope rate 
with others agai n st you, and even hea l  
themsel ves i n  rea l t i m e .  

M any o t h e r  n e w  featu res h ave been 
crammed i nto Skullkeep. D i fferent 
k i nds of maps can now be ut i l i sed to 
keep trac k of your pos it ion - a  l ac k  of 
d i recti on was someth i n g  the o r i g i n a l  
suffe red f r o m  - and the game n o w  
takes the p l ayer through m o re varied 
env i ron ments. O n e  m i n ute you ' l l  
f i g ht i n g  i t  out with a mo nster i n  the 
ra i n, and the next yo u ' l l be h u rt l i n g 
down some sandy t u n n e l s. I n stead of 
j u st f i n d i n g  obj ects on the f l o or, there 

Combat is handled in a similar way to Dungeon Master but the range of 
weapons and techniques has progressed considerably . . .  

are a lso  opport u n it ies to buy objects at 
shops l ocated i n  some of the d u ngeons.  
H ag g l i n g i s  taken for g ranted, 
n atu ra l l y .  

T h e re a r e  a few p r o b l e m s, tho u g h .  
W h e neve r you m ove f r o m  one secto r t o  
another, there's an awkward 1 5  sec ond 
wait wh i l e the CD chugs  away. And the 
l ac k  of battery bac k-up R A M  i n  the 
m ac h i ne means that o n l y  one save 
pos it ion  can be h an d l ed at any t i me.  If 
you want to p l ay the game at d i ffe rent 
stages without wi p i ng off your o l d  
pos it ion  you ' l l  need t o  b u y  a J apanese 
M eg a  C D  R A M  cart.  The M eg a  C D  
does provide one bon us, though - some 
g reat music starts p l ay i ng at po i nts 
throughout the game. 

The J apanese text i n  th is  vers i o n  
m e a n s  that t h e  l o g i c a l  th i ng is  to wait 
for the re l ease of the U S  ve rs ion  n ext 
month.  No d o u bt, Dungeon Master fans 
wi l l  a l ready be tak i ng d e l ivery of £ 
that m i d n i g ht o i l .  

. . .  unlike the character interface screen which looks exactly the same. 
With the Sega mouse it's easily handled. But who's got one of those? 
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p r e s c r e e n  

Sh i ny Edge exa m i n e s  Dave Pe rry's n ew gam e  -

wh i c h  c o u l d  beco m e  a gl o bal  p h e n o m e n o n  

t o  c h a l l e nge the s u ccess  o f  the N i nj a  Tu rtl es 

I s  Earthworm Jim (top) 
more than just another 
platform game? Dave 
Perry (above) thinks so 

Entertai n ment 
Game: Earthworm Jim 

Format: Mega Drive 

Publ isher: Playmates 

Developer: Shiny 

Entertai,nment 

Release date : October 

Size :  16 Mbit 

Origin :  US 

m 
fter the success of 
G loba l G ladiators, 
Cool Spot and the 
recent smash, A laddin, 
D ave Pe r ry - the m a i n  
p r o g r a m m e r  beh i n d  a l l  

those games - decided i t  was t i me to 
set u p  his own software deve l opment 
c o m pany. S h i ny E nte rta i n ment i s  its 
n ame, and the fi rst fru it  of the i r  
l ab o u rs w i  1 1  be, s u rp r i se, surpr i se, 
another p l atfo r m  game.  

E nter Earthworm Jim. O kay, so 
that t it le m ay take a I itt l e  gett i n g  u sed 
to, and the c ha racte r itse l f  doesn't 
l oo k  l i ke a su ref i re h i t, but a l ready 
he's be i ng touted as the next big t h i n g  
Statesi de, and there's even ta l k  of a 
feat u re fi l m  sta r r i n g  the wr i g g l y  o n e .  

Dave is  o pt i m istic that E arthworm 
J i m wi l l  be a b i g  star :  ' We're l oo k i n g  
t o  i nject s o m e  o r i g i na l ity back 
i nto the p l atfo rm game. 

Shiny Entertainment have managed to cram in some wonderful special 
effects. These impressive lighting effects are just the start 

We sh owed o u r  i deas to P l ay m ates ­
the peo p l e  with the r i g hts to the N i nj a  
T u rt l e s - a n d  they s i m p l y  s a i d  'you 've 
g ot the next T u rt les' .  So they put the i r  
m o ney be h i n d  u s  and backed it .  
Earthworm Jim w i l l  be P l aym ates' 
f i rst p u b l i shed game. '  

A n d  i t 's  not hard to see  why 
P l ay m ates were  so enth u s i astic - a l ot 
of t i m e  and t h o u g ht has gone i nto the 
des i g n  of a l l the c ha racte rs that 
appear i n  the game.  D ave c o nt i n ues:  

' P l ay m ates are a l s o  doing the 
toy l i n e, and we've a l ready 

lt's obvious that a lot of thought has gone into the design of Earthworm Jim. Like most games, a story board was 
drawn up beforehand. This is a section from one of the projected 25 levels that will appear in the final game 



Jim's 
exploits 
include 
fighting 
hideous 
creatures 
like 
'Professor 
Monkey For 
A Head' 

This 3D space bonus level proves that Jim 
won't be restricted to just platforms 

spoken to U n i ve rsa l  about d o i ng a 
TV show.' 

I n  the g ame, J i m  h as to t rave l from 
p l anet to p l anet in his cybernetic suit 
searc h i n g  fo r the fai r  P r i n cess W hat's 
H e r N am e .  U n k nown to J i m,  t h i s  su it  
i s  the most desi rab l e  o bj ect i n  the  
e nt i re u n i verse, and he's b e i n g  c h ased 
by a bou nty h u nter who wants it  fo r 
h i mse lf .  Dave e x p l a i n s :  'The funny 
t h i ng i s  t h i s  su it  i s  actu a l l y  a l ive.  J i m's  
enjoy i n g  the fact that he's got t h i s  
super weapon that m akes h i m  a l m ost 
i nv i n c i b l e, but eve ry now and then, the 
su it  j ust g rabs h o l d  of J i m  and u ses 
h i m  as a wh i p .  J i m  can be used as rope 
and even a prope l l e r  for the su it .  T h ese 
are the sort of mechanics  that h aven't 
been seen befo re in a game . '  

I ndeed, J i m i s  q u ite a character .  
H i s exp l o its i nc l ude b u n gee j u m p i n g  

f r o m  r i d i cu l ou s  h e i g hts a n d  f ight ing  
h i deous c reatu res l i ke 'Tape W o r m '  
and the pecu l ia r  ' P rofessor  M o n key 
For A H ead' .  In fact, the m o re you 
l ook, the m o re ev ide nce you find to 
bac k D ave's c l a i m :  ' T h i n k  bac k to 
S o n i c :  other than R o botn i k  what bad 
g uys d i d  you come u p  agai nst? I ' m not 
say i ng that S o n ic 's a bad game, I ' m  
j ust say i n g  that there's l oads of r o o m  
for a w i d e r  r a n g e  o f  stro nger  
characters to f ight  
agai nst. A n d  that's 
what we've done 
i n  Earthworm 
Jim.'  

Earthworm Jim on the drawing board (above). Doug Tennapel - Shiny's 
character designer - spent weeks perfecting this loveable character. 

l 

p r e s c r e e n i 

Wonderful visuals like these (above) 
move as well as they look. Shiny's 
new 'animotion' system ensures that 

Strong i n-game characters are j ust 
the start. Earthworm Jim's v isua ls  are 

abso l ute l y  fabu l ous; they're ve ry 
c o l o u rfu l and g l o r i ou s l y  
a n i m ated.  I f  you thought that t h e  
an i m at i o n  i n  A laddin was good, 
we l l , that's j ust because you 
h aven 't seen t h i s  sucke r  move.  
W h i l e  at V i rg i n, the team 
d eve l o ped an a n i m at i o n  too l ca l led 
D i g i c e l l .  D i g i ce l l  was u sed i n  games 
l i ke Coo/ Spot and A laddin. B ut 

S h i n y  E nte rta i n ment deve l oped an 
enti re l y  d iffe rent system for 
Earthworm Jim. 

C a l l e d  ' A n i mati o n ', t h i s  system is 
far m o re eff i c i e nt and p rod uces 
smoother f l ow i ng a n i m at i ons.  D ave 
e x p l ai n s :  ' E ve ry frame in the game h as 
been hand d rawn by penc i l  wh i c h  i s  
t h e n  t ransfe r red on t o  the c o m puter.  
I 've spent l ots of m o ney deve l o p i ng 
software j u st to do that j o b .  We now 
h ave a c o m p l ete l y  auto m ated p rocess. 
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The bounty hunter 
who's after Jim's suit. 

' Other c o m pan ies a re try i ng to 
m atch the tec h n i q ue we u sed i n  
A laddin, because they see it a s  the 
p o i nt to wh i c h  they h ave to get. I 've 
seen a l ot of what oth e r  c o m pan ies are 
wo r k i n g  o n  and they're gett i ng c l ose, 
but no-one h as s u rpassed A laddin. The 
new system - A n i mat ion - i s  even 
better than that. ' 

A part from the s m o oth a n i m ati o n, 
S h i ny E nterta i n m e nt a re u s i ng a host 
of other t r i c ks to e n s u re that they stay 
ahead of the pac k .  D ave e x p l a i n s :  
'We're u s i n g  every t r i c k  i n  the b o o k  
for t h i s  o ne; t h e  G enesis  i s  scream i n g  
i n  the re, we' re rea l ly th rash i n g  i t .  F o r  
us, A laddin was very stra ightfo rwar d .  
We j ust sat d own and p rog ram m ed t h e  
w h o l e  t h i ng i n  9 0  d ays because it  was 
in a set sty l e  we were used to. B u t  
we ' re u s i ng a l ot m o re of the G enes is  
hardware fo r th i s  one, there's  a l l so rts 
of g reat v ideo effects . '  

Earthworm J i m  conta i ns s u c h  
de l i g hts a s  screen rotat i o n, d i ag o n a l  
scro l l i ng and c i rc u l ar scro l l i n g .  A t  one 
p o i nt i n  the game, there's  a huge 
p l anet rotat i n g  i n  the bac k g r o u n d  
( c o m p l ete w i t h  c l ouds)  wh i c h  takes u p  
a l m ost th ree q ua rters of t h e  scree n .  
T h i s  p l anet is  rotat i n g i ndependent ly  
from the foreground - on the h u m b l e  
M eg a  D r ive. 'We're d o i n g  l ots of 
t h i ngs that peo p l e  h aven't fo u n d  yet, ' 
D ave c l ai m s, ' b ut they wi l l  d o  
eventu a l l y .  P e o p l e  r i pped A laddin t o  
sh reds j ust to s e e  h ow w e  d i d  certa i n  
t h i ngs; they' l l  d o  t h e  same with t h i s . '  

Earthworm J i m  i s  obv ious ly  g o o d  

Using his trusty blaster (top) Jim despatches a baddie. Jim clings onto a 
conveyor-belt for dear life (bottom) as it begins to roll 

Shiny Entertainment are putting in just as 
much effort in designing the baddies, as they are the game. 

news fo r Sega gamers, but S N E  S 
own e rs need not fear because the i r  
ve rs i o n  i s  j u st a s  advanced.  'We 're 
d o i ng the S N E S  vers i o n  a l o n g s i d e  the 
G e nes i s  one, and I 'm p l eased with the 
way that's g o i n g .  I ' m  m ost c o ncerned 
about the way the game wi l l  'fee l ', but 
we've managed to capture the r ight  
fee l o n  the SN ES ve rs i o n . '  

A n d  t h e  u s u a l  c o l l ect i o n  of h i dden 
featu res? 'We've h i dden t h i ngs that' l l  
l et you get t h r o u g h  l eve l  one very 
q u i c k l y, for exam p l e .  I f  you get good 
enough,  yo u ' l l start f i n d i ng a l l sorts of 
h i dden th i n gs in the game. '  

Earthworm Jim certa i n l y  h as a l l  
the maki ngs o f  a g reat game.  S h i n y  
E nte rtai n m e nt a r e  l oo k i n g  for a n  
October r e l ease for both vers i o ns.  
Let's h o pe the f i n ished thing £ 
l i ves up to a l l  t h i s  e x pectat i o n .  

Credits 
Genesis programmer: Dave Perry 
SNES programmer: Nick Jones 
Art director: N ick Bruty 
Senior Artist: Steve Crow 
Character designer I animator: 

Doug Tennnapel 
Animator: Edward Schofield 
Animation director: M i ke Dietz 
Sound: Mark M i l ler  

Whilst jumping around the scenery, Jim's 
landed on that poor, unsuspecting cow. 

Earthworm 
Jim will 
contain 
such 
delights as 
screen 
rotation, 
diagonal 
scrolling 
and circular 
scrolling 



ARCADE POOL 
AMIGA 6.99 

CD32/CDROM 9.99 

SPACE LEGENDS 
AMIGA 9.99 

PC 9.99 

SPEEDBALL 2 
AMIGA 6.99 

PC 8.99 

PREMIER MANAGER 2 
AMIGA 7.99 

PC 7.99 

CHAMP. MANAGER '93/4 
AMIGA 9.99 

PC 1 2.99 

CANNON FODDER 
AMIGA 20.49 

PC 23.49 

i"AA4i(;"A-(;"AA4(5-.:-"Pi(JI5(-;c,-,:;l r��JticL 
D
D����::��������,) . . . . . .  21 .49 : NOP = will not work on A500 : PINBALL FANTASIEs . . . . . . . . . . . . . . . . . . . . . . . . . .  15.99 ! Plus, A600 or Al200 ! ������������ER 2 ( 1  MEGi · · 1 � �� 

i NOl2 = will not work on Al200 i �����/c?F
R

M
T6'�K�����ND2 (i MEGi 1: �� i r MEG = requires r Ml of lAM i ����:�t� �ggg�� �·r�JRtEtT�g�k 13 99 

: , = NEW Item : EDITION (1 MEG) • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  15.49 

L _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  J ����;��ccE:fi (wofiLo cur . . . . . . . . . . . .  23.49 

AMIGA A 1 200 VERSION DISKS EDITION) (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . . . . . .  17.49 

ALIEN BREED 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  18.99 
BODY BLOWS GALACTIC.. . . . . . . . . . .  18.99 
CAPTIVE 2 - LIBERATION • . . . . . . . . .  20.99 
CHAOS ENGINE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  18.49 
CIVILISATION . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  18.99 
GUNSHIP 2000 • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  20.49 

SIM CITY DELUXE 
(SI M CITY, FUTURE CITIES & 
TERRAIN EDITOR) . .  .19.99 

SIMON THE SORCERER ( 1 MEG) . . . . . . . 21 .49 
SKID MARKS (1 MEG) . . . . 18.49 

ELITE 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 
FIRE AND ICE • . . . . . . . . . . .  1 7.99 
FIRE FORCE • . . . . . . . . . .  1 9.99 
FURY OF THE FURRIES • . . . . . . . . . .  1 9.99 
GLOBAL EFFECT • . . . . . . . . . . .  1 9.99 
GUNSHIP 2000 • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 
HEREWITH THE CLUES • . . . . . . . . . . . . . . . . . . . .  19.99 
HUMANS 1 & 2 • . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 
JAMES POND 3 - OPERATION STARFISH • . . 19.99 
LABYRINTH OF TIME . . . . . . . . . . . . . . . . . . . . . . . . . .  17.99 
LEMMINGS • . . . . . . . . . . . . . . . . . . . . . . . . .  17.99 
LOTUS TRILOGY (LOTUS 1, 2, 3) . . . . . . . . .  17.99 
MEAN ARENA • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 
MICROCOSM . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.99 
MORPH • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 1 .99 
PINBALL FANTASIES . . . . . . . . . .  1 9.99 
PINKIE • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 
PIRATES GOLD . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 
PREMIERE • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 1 .99 
PROJECT X S/E + F 1 7  CHALLENGE . . . . . .  17.99 

HEIMDALL 2 - BANE O F  ASGARD • . . . . . .  21.49 SPACE LEGENDS ROBOCOD (JAMES POND 2) . . . . . . . . . . . . . . .  13.99 
(WING COMMANDER, SABRE TEAM • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 ISHAR 2 - LEGIONS O F  CHAOS . . . . . . . . . . . .  18.99 

JAMES POND 3 - OPERATION STARFISH • 1 9.99 MEGATRAVELLER, ELITE) (1 MEG) ' . . . . . .  9.99 SENSIBLE SOCCER . . . . . . . . . . . . . . . . . . . . . . . . . . .  17.99 
JURASSIC PARK . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 9.49 
KINGS QUEST 6 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  22.99 

SPACE QUEST 1 • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  13.49 SKELETON KREW • 19.99 
SPEEDBALL 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  6.99 STRIKER • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 

MAN UTD PREMIER LEAGUE CHAMPIONS 18.99 
OUT TO LUNCH • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  18.49 SPORTS MASTERS �����?����UST � . . . .  : � i�� 

(PGA GOLF, INDY 500, ADVANTAGE TRIVIAL PURSUIT • . . . . . .  1 9.99 RYDER CUP . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  18.49 
SABRE TEAM • . . . . . . .  1 8.99 TENNIS, EUROPEAN CHAMPIONSHIP'S TURNING POINTS • . . . . . . . . . . . . . . . . . . . . . . .  22.99 

1992) ( 1  MEG) (N°12) · · · · · · · · · · · · · · · · · · · · · · · · 1 3·99 ULTIMATE BODY BLOWS SIM LIFE .. .. . .. . . . .  . . .  . . .  . . . .  .. . . . . . .  22.99 
SIMON THE SORCERER . . . . . . . . . . . . . . . . . . . . .  24.49 
SOCCER KID . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 19.49 

SUPER TETRIS . . . . . . . . . . . . . . . . .  · · · · · · · · · · · · · · · · 1 2.99 (BODY BLOWS & BODY BLOWS 
SYNDICATE (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . . . .  22.49 GALACTIC) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 STAR TREK - 25TH ANNIVERSARY 
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TEAM 17 COLLECTION WEMBLEY INTERNATIONAL SOCCER • 19.99 
(BODY BLOWS, SUPER FROG, 

WEMBLEY - INTERNATIONAL SOCCER • 17.99 OVERDRIVE) . .  . . .  26.99 
PC GAMES DISKS 

TETRIS • 7 COLOURS • . . . . . . . . · · ·· · · · · · ·  ·· · .. 16.99 C = CGA, E = EGA, V = VGA, SV = SVGA 
AMIGA GAMES DISKS 

FOR OUR FULL SELECTION OF AMIGA 
GAMES PLEASE ASK FOR A FREE 

16-PAGE COLOUR CATALOGUE 

THE BLUE & THE GREY (1 MEG) . . . . . . . . .  21 .49 , = NEW ITEM, MB = MIN RAM NEEDED m��Y
R��w��. LURE O F  THE A.TAC. V/286 · ·  · · ·  · · · ·  . . . . . . . . . . . . . . . . . . . . . .  1 1 .99 

TEMPTRESS, DUNE) (1 MEG) • 13 99 �t8�� :� :::�� g��� ��'8'�����386 �� �� 
A-TRAIN (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  13.99 UFO · ENEMY UNKNOWN (1 MEG) • . . . . .  23.49 BATTLE ISLE 2 V/386 • . . . . . . . .  25.99 
AIR SUPPORT . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 1 .99 

ARCADE POOL ONLY 6.99 ������� _(k��g�·LEAGUE (1 . .  MEG) ;  W�� BATTLES OF TIME 

WING COMMANDER 1 (1 MEG) . . . . . . . . . . . . . . .  9.99 (PERFECT GENERAL, BATTLE ISLE, MEGA 
ARCADE POOL ( 1  MEG) . . . . . . . . . . . . . . . . . . . . . . . .  6.99 WINTER GOLD • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  12.49 LO MANIA, FIRST SAMURAI) V/286 • . . . . . .  24.49 
ARCHER MACLEAN'S POOL . . . . . . . . . . . . .  13.49 WINTER OLYMPICS . . . . . . . . . . . . . . . . . . . . . . . . . . .  21.49 BENEATH THE STEEL SKY V/386 . . . . . . . . .  25.99 
BATTLES OF TIME 
(PERFECT GENERAL, BATTLE ISLE, MEGA WORDWORTH DEALS 
LO MANIA, FIRST SAMURAI) ( 1  MEG) • 21.49 WORDWORTH V.2 WORD PROCESSOR 

BENEATH THE STEEL SKY (1 MEG) . . . . .  23.49 (REQUIRES 1 MB RAM, AGA COMPATIBLE, 

BODY BLOWS GALACTIC (1 MEG) . . . . . .  17.49 2 DISK DRIVES RECOMMENDED) 

BRUTAL FOOTBALL • . . . . . . . . . . . . . . . . . . . . . .  13.99 NEW LOWER PRICE . . . . . . . . . . . . . . . . . . . . . . . . . . .  39.99 

CANNON FODDER ( 1  MEG) . . . . . . . . . . .  20.49 WORDWORTH V.3 WORD PROCESSOR 
CHAMPIONSHIP MANAGER 93/94 (1 MEG) ... 9.99 (REQUIRES 2 MB RAM, AGA COMPATIBLE, 
CHAMPIONSHIP MANAGER 93/94 (END 2 DISK DRIVES OR HARD DRIVE REQUIRED. 
OF SEASON DATA DISK) ( 1  MEG) • . . . . . .  13.49 THE LATEST AND BEST VERSION OF TOP 
CHAMPIONSHIP MANAGER COLLECTION QUALITY WORD PROCESSOR/PUBLISHER 
(93/94 + UPDATE DISK) (1 MEG) . . . . . . . . .  19.99 SYSTEM. RAP 149.99. LAUNCH OFFER 
CHAMPIONSHIP MANAGER WHILE STOCKS LAST • . . . . . . . . . . . . . . . . . . . . . . . .  59.99 
IT ALIA 93/94 (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  17.49 
cHAos ENGINE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 3 99 AMIGA CD32 CC's 
g�l��A6��%����G�EG);· : : : �� �� F O R  OUR FULL SELECTION PLEASE 
DUNE 2- BA TILE FOR ARRAKIS (1 MEG) . . .  20.49 SEE OUR COLOUR CATALOGUE 
ELITE 2 (FRONTIER) (1 MEG) . . . . . . . . . . . . . . .  19.99 
FLY HARDER • . . . . . . . . . . . .  9.49 
GRAHAM GOOCH WORLD CLASS 
CRICKET (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  18.49 
HEIMDALL 2 · BANE OF ASGARD (1 MEG) • 21.49 
HIRED GUNS (1 MEG) . . . . . . . . . . . . . . . . . . . . . . . .  22.49 
INDIANA JONES FATE OF ATLANTIS 
ADVENTURE ( 1  MEG) . . . . . . . . . . . . . . . . . . . . . . . .  24.49 
INNOCENT (1 MEG) . . . . . . . . . . . . .  24.99 
INTERNATIONAL MANAGER · THE 
WORLD CUP EDITION (1 MEG) • . . . . . . . . .  17.99 
ISHAR 2 - LEGIONS O F  CHAOS . . . . . . . . . . . .  1 1 .49 
JET STRIKE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  17.99 
JURASSIC PARK (1 MEG) . . . . . . . . . . . . . . . . . . . .  17.99 
K240 (UTOPIA 2) (1 MEG) . . . . . . . . . . . . . . . . . . . .  18.49 
KINGMAKER ( 1  MEG) . . . . . . . . . . . . . . . . . . . . . . . .  23.49 
KINGS QUEST 2 (1 MEG) • . . . . . . . . . . . . . . . . . .  1 0.99 
LASER SQUAD • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  9.49 

ALIEN BREED 2 (CD32) • .. . . . . . . .  19.99 
ALIEN BREED S/E + QWAK . . . . . . . . . . . . . . . . . .  17.99 

ARCADE POOL ONLY 9.99 
ARCADE POOL • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  9.99 
ASSASSIN SPECIAL EDITION AND 
OVERDRIVE • . . .  . . . . . . . . . . . . . . . . . . . . . . . . . .  1 7.99 
BATTLECHESS • . . . . . . . .  . . . . . . . .  19.99 
BRUTAL FOOTBALL • . . . . . .  1 9.99 
BUBBA 'N' STIX • . . . .  . . .  .. . . . . . . . .  1 7.99 
BUBBLE AND SQUEAK • . . . . . .  1 9.99 
CANNON FODDER • . .. . .. . . . . . .  1 9.99 
CAPTIVE 2 • LIBERATION . . . . . .  1 4.99 
CEASARICOHORT 2 • . . . . . .  1 9.99 
CHAOS ENGINE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  17.99 
CHUCK ROCK • . . . . . .  1 0.99 
D/GENERATION . . . . . .  1 7.99 
DISPOSABLE HERO • . . . . . . . . . . . . . . . . . . . . . . . .  13.99 

LEISURE SUIT LARRY 3 ( 1  MEG) • . . . . . . . .  12.99 DIZZY COLLECTION 
LEMMINGS 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  13.99 (DIZZY PRINCE OF YOLKFOLK, TREASURE 
MAN UTD PREMIER LEAGUE ISLAND DIZZY, BUBBLE DIZZY, PANIC 
CHAMPIONS (1 MEG) . . . . . .  19.49 DIZZY, SPELLBOUND DIZZY, QUICKSNAX, 
MICRO MACHINES . . . . . . .  16.99 FAST FOOD DIZZY, MAGICLAND DIZZY, 
MONOPOLY . . .  18.49 FANTASY WORLD DIZZY, CRYSTAL 

����Tt,tl�g�B�6�� ���).. . : : :  : : �� �� KINGDOM DIZZY) • . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  16.99 

32.99 19.99 13.99 36.49 
PGA EURO TOUR ROAD RASH 2 SUPER MONACO GP EA SOCCER 

M EGADRIVE GAMES 
ALADDIN . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  39.99 
BATMAN RETURNS · . . . . . . . . . . . . . . . . . . . . . . . .  15.99 
CHUCK ROCK · . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  17.99 
CORPORATION . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  17.99 
EA SPORTS SOCCER (FIFA SOCCER) 36.49 
ETERNAL CHAMPIONS . . . . . . . . . . . . . . . . . . . .  .47.99 
F22 INTERCEPTOR . . . . . . . . . . . . . . . . . . . . . . . . . . .  18.99 
GOLDEN AXE 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  15.99 
GREATEST HEAVYWEIGHTS . . . . . . . . . . .  .47.99 
GUNSTAR HEROES . . . . . . . . . . . . . . . . . . . . . . . .  26.99 
JOHN MADDEN '92 · . . . . . . . . . . . . . . . . . . . . . . . . 14.99 
JOHN MADDEN AND EA ICE HOCKEY 21.99 
JUNGLE STRIKE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  35.99 
LANDSTALKER . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  .49.99 
LETHAL ENFORCERS (WITH LIGHT GUN) 54.99 
LOTUS TURBO CHALLENGE . . . . . . . . . . . .  18.99 
MAR KO'S MAGICAL FOOTBALL · . . . . . .  35.99 

STREETFIGHTER 2 CHAMPIONSHIP . .43.99 
STREETS O F  RAGE 2 . . . . . . . . . . . . . . . . . . . . .  24.99 
SUPER KICK OFF . . . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 
SUPER MONACO GP · . . . . . . . . . . . . . . . . . . . . .  13.99 

VIRTUA RACING 51.99 
VIRTUA RACING · . . . . . . . . . . . . . . . . . . . . . . . . . . .  51.99 
WORLD CUP USA '94 · . . . . . . . . . . . . . . . . . . . . . 39.99 
X-MEN . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  18.99 

SUPER NES GAMES 
ALADDIN . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  .41.99 
CHUCK ROCK . . . . . . . . . .  24.99 
DENNIS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
DESERT FIGHTER · . . . . . . . 39.99 
EQUINOX . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  39.99 
F-ZERO . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
FIFA SOCCER · . . . . . . . .  36.99 
GOOF TROOP . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  24.99 

CANNON FODDER V/386 . . . . . . . . . . . . . . . . . . . . .  23.49 

CHAMPIONSHIP MANAGER 93/94 V/386 12.99 
CHAMPIONSHIP MANAGER 93/94 
(END OF SEASON DATA DISK) V/386 • . . .  13.49 
CHAMPIONSHIP MANAGER COLLECTION 
(93/94 + UPDATE DISK) V/386 . . . . . . . . . . . . . . .  19.99 

DIGGERS V/386/2MB • . . . . . . . . . . . . . . . . . . . . . . . .  21 .99 
DOOM V/386/4MB • .  . . . . . . . . . . . . . . . . . . . . . . . . .  24.99 
ELITE 2 (FRONTIER) H/D EIV/386/2MB .. 24.49 
F14 FLEET DEFENDER V/386/4MB . . . . . .  27.99 
FANTASTIC DIZZY V/386 • . . . . . . . . . . . . . . . . . .  18.99 
FORMULA 1 GRAND PRIX V/286/1MB ... 27.99 
GREAT NAVAL BATTLES 2 V/386/2MB • 25.99 
HEIMDALL 2 - BANE OF 
ASGARD V/386/2MB • . . . . . . . . . . . . . . . . . . . . . . .  24.49 
HEROES OF THE 357TH V/386 • . . . . . . . . . . .  12.49 
INDIANA JONES FATE·OF ATLANTIS 
ADVENTURE V/256C/386 . . . . . . . . . . . . . . . . . . . . .  24.99 
INDY CAR RACING H/D V/386/2MB . . . . . .  27.99 
INTERNATIONAL MANAGER - THE 
WORLD CUP EDITION V/386 • . . . . . . . . . . . . . .  19.99 
KINGS QUEST 2 E/V/386 • . . . . . . . . . . . . . . . . . .  1 0.99 
LANDS O F  LORE V/256C/386/2MB . . . . . . .  17.49 
LEISURE SUIT LARRY 3 E/V/386 • . . . . . . . .  1 0.99 
LEMMINGS 2 H/D V/286 . . . . . . . . . . . . . . . . . . . . .  16.99 
MAXIMUM OVERKILL V/386/4MB . . . . . . . .  18.99 
PACIFIC AIR WAR - 1942 V/386/2MB • ... 28.99 
PINBALL FANTASIES H/D V/386 . . . . . . . . . . .  23.49 
POLICE QUEST 1 EN/386 • . . . . . . . . . . . . . . . . . .  13.49 
PREMIER MANAGER 2 V/386 . . . . . . . . . . . . . . .  7.99 
RAVEN LOFT V/386/2MB • .  ..29.99 
SABRE TEAM V/386 • . . . . . . . . . . . . . . . . . . . . . . . . . .  18.99 
SAM & MAX HIT THE ROAD V/386/2MB 27.49 
SEAL TEAM V/386 . . . . . . . .  1 7.99 
SECRET OF MONKEY ISLAND V/256C/286 .. 13.49 
SENSIBLE SOCCER - INTERNATIONAL 
EDITION V/386 • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  15.49 
SENSIBLE SOCCER V/256C/286 . . . . . . . . . . .  16.99 
SIM CITY 2000 SV/386/4MB . . . . . . . . . . . . . . . . . .  25.99 

SPACE LEGENDS 
(WING COMMANDER, MEGATRAVELLER, 
ELITE PLUS) H/D E/V/286 . . . . . . . . . . . . . . . . . . . . .  9.99 

BEST DEALS ON AMIGA A 1 200 
ALL A 1 200's INCLUDE: 

MOUSE, BUILT-IN TV MODULATOR 
2 MB RAM EXPANDABLE TO 1 0 MB 
FAST 14 MHz 68020 PROCESSOR 

NEW AGA GRAPHICS CHIP SET 
256,000 SCREEN COLOURS FROM 16.7 MILLION 

4 CHANNEL STEREO SOUND 
BUl l  T IN FLOPPY DISK DRIVE 

BUILT I N  HARD DRIVE INTERFACE (IDE) 
AND 1 YEAR IN-HOME SERVICE 

WARRANTY 

A1200 210 DESKTOP DYNAMITE PACK 
WITH WORDWORTH 2.0 AGA DESKTOP 
PUBLISHER, DELUXE PAINT IV AGA, 
PRINT MANAGER, OSCAR 
AND DENNIS .. . . . . . . . . . . . . . .  300.00 

OR AS ABOVE WITH PLUS FOUR PACK 
(ELITE 2, BATMAN, LEMMINGS 2 & CIVILISATION AGA) JUST ADD . . .  29.99 

AMIGA A1200 210 LEMMINGS PACK 
WITH LEMMINGS AND 
DELUXE PAINT 3 . . . . . . . . . . . . . . . . . . . . . . . . . . .  270.00 

OR AS ABOVE WITH PLUS FOUR PACK 
(ELITE 2,  BATMAN, LEMMINGS 2 & CIVILISATION AGA) JUST ADD . . . 29.99 

SPACE QUEST 1 E/V/386 • . . . . . . . . . . . . . . .  13.49 
SPEAR O F  DESTINY 
(WOLFSTEIN 3D) V/256C/386 . . . . . . . . . . . . . . .  1 1 .49 

SPORTS MASTERS 
(PGA GOLF, INDY 500, ADVANTAGE 
TENNIS, EUROPEAN 
CHAMPIONSHIP'S 1 992) E/V/386 . . . . . . . . . . . .  9.99 

SSN SEA WOLF V/386/4MB • . . . . . . . . . . . . . . .  28.99 
STAR TREK 2 - JUDGEMENT 
RITES V/256C/386 . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  28.99 
SYSTEM SHOCK V/386/4MB • . . . . . . . . . . . . .  30.99 
TETRIS - 7 COLOURS EN/386 • . . . . . . . . . . . .  16.99 
TFX V/386/2MB . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  28.49 

THE GREATEST 
(SHUTTLE, LURE OF THE 
TEMPTRESS, DUNE) E/V/386 • . . . . . . . . . . . .  14.99 

UFO - ENEMY UNKNOWN V/386/4MB • .. 28.99 
ULTIMA 8 - PAGAN V/386/4MB • 30.99 
WOLFSTEIN 3D V/386 • . . .  . . . . . . . . . . . . . . .  15.99 
X-WING H/D V/256C/386 . . . . . . . . . . . . . . . . . .  30.49 
ZOOL V/286 . . . . . . . . .  10.99 

PC CD ROM CD's 
7TH GUEST VGA 256 COL . . . . . . . .  30.99 
ARCADE POOL V/386 • . . . . . .  9.99 
BATTLE ISLE 2 • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  31.99 
CHAMPIONSHIP MANAGER FOR 
WINDOWS • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  21.99 
CHESS MASTER 3000 MULTIMEDIA . . . . .  25.99 
COMANCHE • MAXIMUM OVERKILL • . . .  30.99 
CRUISE FOR A CORPSE V/286 • . . .  1 1 .99 
DAY OF THE TENTACLE . . . . . . . . . . . . . . . . . . . . .  29.99 
DRACULA UNLEASHED .. . .. . . .  . .. . .. . .. .30.99 
ELITE 2 EIV/386/2MB/NDS • . . . . . . . . . .  26.99 
EYE OF THE BEHOLDER C/E/V/286 • . . .  1 1 .99 
F 1 5  STRIKE EAGLE 2 C/E/V/286 • . . . . . . . . .  1 1 .99 
F19 STEALTH FIGHTER C/E/V/286 • . . . . . .  1 1 .99 
GABRIEL KNIGHT • . . . . . . . . . . . . . . . . . . . . . . . . . . .  28.99 

GOLDEN 7 
(LEISURE SUIT LARRY 5, HEART OF CHINA, 
RED BARON, KINGS QUEST 5, GREAT 
COURTS 2, SHANGHAI 2, SARGON 5) . . .  33.99 

GREAT NAVAL BATTLES 2 
(GUADALCANAL) • . . . . . . . . . . . . . . . . . . . . . . . . . . . .  25.99 
INCA • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  25.99 
INDIANA JONES AND THE FATE 
OF ATLANTIS • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  29.99 
INNOCENT V/256C/386/1 MB • . . . . . . . . . . . . . . .  19.99 

JOURNEYMAN • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  25.99 
KINGS QUEST 6 . . . . . . . . . . . . . . . . . . . . . . . . . . . .  28.99 
LEISURE SUIT LARRY 1 V/256C/386 • . . .  1 1 .99 
LEMMINGS 1 & 2 • . . .  . . . . . . . . . . . . . . . .  19.99 
LINKS V/256C/386 • . . . . . . . . . . . . . . . . . . . .  1 1 .99 
LITIL DIVIL • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  17.99 
LORDS OF MIDNIGHT •. .. . . . .  . .. . . . . . . . . . . . .  24.99 
M1 TANK PLATOON C/E/V/286 • . . . . . . . . . . .  1 1 .99 
MEGA RACE • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  26.99 
MICROSOFT GOLF • . . . . . . . . . . . . . . . . . . . . . . . . . . .  34.99 
NOMAD • . .  .20.99 
OUT POST • . . . . . . . . . . . . . . . . . . . . . . . . . . . • . . . . . . . .  31 .99 
PATRICIAN • . . . . .  . . . . . . 23.99 
RAVEN LOFT • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  31 .99 
REBEL ASSAULT V/386/2MB . . . . . . .  31 .99 
RETURN TO ZORK . . . . . . . . . . . . . . . . . . . . . . . . . . . 28.99 
SAM & MAX HIT THE ROAD . . . . . . . . . . . . . . . .  28.99 
SHADOWCASTER • . . . . . . . . . . . . . . . . . . . . . . . . .  31 .99 
SHERLOCK HOLMES MULTIMEDIA . . . . . .  35.99 
SIM CITY ENHANCED • . . . . . . . . . . . . . . . . . . . . . . .  31 .99 
SPACE HULK •. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  31 .99 
SPACE QUEST 1 V/256C/386 • . . . .  1 1 .99 
STRIKE COMMANDER . . . . . . . . . . . . . . . . . . . . . . . .  30.99 
SUB WAR 2050 • . .  . . . . . .  29.99 
SYNDICATE • . . . . . . . .  31 .99 TELSTAR DOUBLE PACK-
7TH GUEST AND DUNE • . . . . . . . . . . . . . . . . . . .  .49.99 
T� . �� 
TORNADO + OPERATION DESERT STORM • 34.99 
TURNING POINTS • . . . . . . . . . . . . . . . . . . . . . . . . . . .  23.99 
UNDER A KILLING MOON • . . . . . . . . . . . . . . . . . .  35.99 
WOLFPACK • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 
ZOOL 2 V/286 • . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  17.99 

50 SONY DISKS 
WITH LABELS 

DOUBLE DENSITY (AMIGA) . . .. . . . . . 22.99 
HIGH DENSITY (PC) . . ... . . . . . ... . .. . . .. . 29.99 

SONY 
KVM1 400 
1 4" FST 

COLOUR 
SCART TV 
MONITOR 
SCART INPUT 
GIVES PIXEL 

PERFECT PICTURE 

I .::. ·.::.:::-·:.:::::: =  �g�����E�������EL 

POSITION TILT, BLACK 
SCREEN, LOOP AERIAL 

SONY 14" TV (GREY) . . . . . . . . . . . . . . . . . . . . .  194.99 
SONY 14" TV (WHITE) . . . . . .  . . . . .  194.99 
SONY 14" TV + FASTEXT . . . . . . . . . . . . .  244.99 

FREE SCART LEAD (STATE AMIGA, ST, MEGADRIVE, SNES or CD32) 
GOLDSTAR CI1 4A80 14" TV/MONITOR 
(not shown) GREY WITH REMOTE CONTROL, 
REAR SCART INPUT. ON SCREEN DISPLAY, 
SLEEP TIMER. . . . . . 169.99 

FREE SCART LEAD 

AMIGA CD32 
MEGA GAMES 1 (WORLD CUP IT ALIA 
'90, COLUMNS, SUPER HANG ON) . . . . . .  19.99 
MICKEY AND DONALD . . . . . . . . . . . . . . . . . . . . .  19.99 

HOOK . . . . . . . . . . . . . . . . . .  . . .  24.99 
JOHN MADDEN '93 . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 
JURASSIC PARK . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  39.99 

WER pRICE�: , ·"If NEW \.0 
• ... , ,;:,� ""'" . _-

� " :<'<> 
CD BASED CONSOLE WITH A1200 32-BIT 

POWER. 262,000 COLOURS FROM A 
MICKEY MOUSE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  18.99 
MICRO MACHINES . . . . . . . . . . . . . . . . . . . . . . . . . . .  28.49 
MORTAL KOMBAT . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.99 
NBA JAM . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  .42.99 
NHL HOCKEY '94 (EA 4 PLAYER GAME) 36.49 
NHL PA ICE HOCKEY '93 . . . . . . . . . . . . . . . . . .  19.99 
PGA EUROPEAN TOUR . . . . . . . . . . . . . . . . . . . . .  32.99 
REVENGE OF SHINOBI . . . . . . . . . . . . . . . . . . . . .  14.99 
ROAD RASH 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 
ROBOCOD (JAMES POND 2) . . . . . . . . . . . .  14.99 
RYAN GIGGS CHAMPIONS SOCCER · 34.99 
SENNA SUPER MONACO . . . . . . . . . . . . . . . . . .  17.99 
SENSIBLE SOCCER . . . . . . . . . . . . . . . . . . . . . . . .  30.99 
SIMPSONS · . . . . . . . .  17.99 
SONIC 1 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  13.99 
SONIC 2 . . . . . . . . .  1 9.99 
SONIC 3 . . . . . . . .  .43.99 
SPEEDBALL 2 . . . . . . . . .  17.99 

KICK OFF 3 · . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  ..44.99 
LETHAL ENFORCERS (WITH LIGHT GUN) 64.99 
MARIO ALL STARS . . . . . . . . . . . . . . . . . . . . . . . . . . .  39.99 
MORTAL KOMBAT . . . . . . . . . . . . . . . . . . . . . . . . . . .  32.99 
PGA TOUR GOLF . . . . . . . . . .  . . . . . .  19.99 
ROCK AND ROLL RACING . . . . . . .  37.99 
SENSIBLE SOCCER . . . . . .  39.99 
SHADOWRUN . . . . . . . . . . . . . . . . . . . . . . . . . .  .46.99 
SIM CITY . . .  . . . . . . . . . . .  19.99 
STARWING . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  19.99 
SUPER BOMBERMAN (4 PLAYER GAME) 35.99 
SUPER JAMES POND · . . . . . . . . . . . . . . . . . . . . .  35.99 
SUPER MA RIO KART . . . . . . . . . . . . . . . . . . . . . . . .  33.99 
SUPER SMASH TV . . . . . . . . . . . . . . . . . . . . . . . . . . . 29.99 
WORLD CUP STRIKER · . . . . . . . . . . . . . . . . . .  51 .99 
WORLD CUP USA '94 . . . . . . . . . . . . . . . . . . . . .  .42.99 
WORLD LEAGUE BASKETBALL . . . . . . . . .  1 9.99 
YOUNG MERLIN . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  .47.99 

e• I 
� � 

PALLETTE OF 1 6.7 MILLION, 2 MB RAM, FAST 
14 MHz 68020 PROCESSOR. PLAYS AUDIO 

CD's VIA ON SCREEN DISPLAY AND DIGITAL 
VIDEO CD's WITH OPTIONAL FMV ADAPTOR. 

AMIGA CD32 SPECTACULAR VOYAGE PACK 
WITH MICROCOSM AND CHAOS ENGINE PLUS ADDITIONAL 
WING COMMANDER, OSCAR, DIGGERS, DANGEROUS 
STREETS (WHILE STOCKS LAST) . . . . . . .  . . . . . . . . . . .  229.99 
COMMODORE CONTROL PAD FOR AMIGA CD-32 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 16.99 
DYNAMICS CONTROL PAD FOR AMIGA CD-32 (NEW) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  15.99 
COMMODORE FULL MOTION VIDEO-CD MODULE FOR AMIGA CD-32. 
GIVES CD-32 HIGH QUALITY FULL MOTION VIDEO CAPABILITY FOR MOVIES, 
MUSIC VIDEOS AND GAMES THAT FEATURE FULL MOTION VIDEO 
GAMEPLAY. SIMPLY SLOTS INTO BACK OF CD-32 . . . . . . . . . . . . . . . . . . . . . . . . . . . . 199.99 

purchase from Special Reserve will normally save 
cost of joining. Top discounts on all products. 

with our Special Deals 
hundreds of Special Reserve Offers. Top games at 

won't believe and hardware at amazing reductions. 

MORE with our XS Coupons 
coupons worth over £180 a year off top games. 
them on the back page of each club magazine. 

ENTER our FREE competitions 
Six reasons why over 200,000 people 

have lolned Special Reserve. 
The biggest games club In the World! 

. . . •..... . . . .•...•..•. . •. . .. ..•. 
We only supply members but you can order as 

you join. Just send In the form below or phone. 
There's no obligation to buy. 

0;2·) _JJ· ··l�?i 6/{ .,Qr ;Qr ;�tOt 1�r. -. ,., . . ' ... .... . . ) .. /? ' �- .. ....... /' .. ... i,:::::' ·,_;,,i>:-·:· ....... /- ��!'� 
OPEN to 8pm DAIL V or Fax 0279 726842 
FREE 16-PAGE COLOUR CATALOGUE · JUSt ASK 

DLU8 SHOPS 
OPEN 10am TIL Spm. 7 .DAYS 

CHELMSFORD 
43 Broomfield Rd 

WBRIDG EWORTH 
Tlie Maltings 

SUPER NINTENDO 
STREETFIGHTER 
TURBO PACK 
WITH STREETFIGHTER 
TURBO GAME AND 
1 CONTROL PAD . . . . . . . . .  95.99 
AT ARI JAGUAR 

64-B/T CONSOLE 
WITH JOYPAD AND 
CYBERMORPH GAME 
SUPPLIES EXPECTED JUNE 
ORDER EARLY 
UK VERSION . . . . . . . . . . . .  229.99 

WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 

���i��; ����.���: :Jrcahn:,�;�ria�;,���� �������-u�·���i:n� ���yer 
(PLEASE PRINT I N  BLOCK CAPITALS) LOCK � 
Name __________________________ ___ 

Address ________________________ _ 

11 ____________ Postcode ____________ _ 

Enter membership number or 
MEMBERSHIP FEE IANNUAL UK 7.00! 
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1sT • rlp Hawki ns sti l l  dreaming? 
The promise of a global  standard for 

i nteractive enterta i n ment looks as far away 

as ever. So wh at is 3DO ' s  CEO p layi ng at? 

t 40, Trip Hawkins is one of America's hottest new entrepreneurs. 
After ten years of building Electronic Arts into the world's largest 
entertainment software company he went on to convince some of 
the world's largest investors that a new unproven format would be 
the future for interactive entertainment . . .  

But already, dark clouds are hanging over 3 DO's plans. How will a 
delayed UK launch and the impending threat of the Japanese giants spoil the 3 00 
campaign? To get some answers, Edge talked at length with Trip at the Spring ECTS. 

Edge Do you really think there'// be room for yourselves, as well as Sega, Sony and Nintendo, 
in the interaaive entertainment market? 

Trip Well, the market's going to be very big. And there's never been a standard in the 
interactive industry. lt's just that in  the long run, the consumer would be better-of fif 
the industry evolved into a more standardised approach. 
Edge And that standard should be 300? 

Trip We're throwing our hat in the ring and saying we'd l ike to become a standard ­
but you have to earn that. Maybe there's a market that's dominated by one 
technology, or maybe one that's split up by two, it may have three; it may have ten. 
The more different formats there are, the more it divides up the efforts of the 
software industry and the more it creates confusion for the consumer and problems 
for the retailer trying to stock everything. So in that sense, it's a not a good thing. 

On the other hand, you don't want to have a standardised market based on a 
product that's not adequate. So you're gonna have competition unti l there's a clear 
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winner that has the right technology 
and all the right business 
characteristics. 
Edge And 3DO is good enough? 
Trip We th ink we have the right 

starting point. lt's not really fair for anyone to 
compare our 1 993 products against their plans 
for 1 995. We haven't made any announcements 
for our plans for 1 995. But we're fairly 
comfortable that our next generation hardware 
will blow everything those guys are doing out of 
the water! 

Not only that, since we started earl ier and 
we know our hardware can be backward 
compatible. From day one our next generation 
system will run all our existing software - so 
that gives us a head start. None of our 
competitors have ever made two systems that 
run the same software. 
Edge So you're working on a replacement system 

rather than an upgradeable one? 
Trip There's different ways you can approach 
that. For somebody that buys the current player, 
there's quite a bit of expansion capabil ity for it: 
they can add MPEG, they can add more 
memory, they can add a modem - in the future 
they can buy other peripherals l ike a disk drive 
or a printer; they can probably even add a DVD 
optical disk player in the future. So there's a 
considerable growth path there. 

On the other hand, if you go in and change 
the fundamental processing characteristics of the 
machine, if you want to go to much, much 
h igher performance levels you can't. So projects 
l ike the Mars add-on for the Mega Drive, won't 
be as powerful as the Sega Saturn. At some 
point you've got to reset the hardware. 
Edge Do you have a timescale for this new 

machine? 
Trip We don't have anything to announce at 
this point. We feel that right now we're the only 
company that's supplying a really advanced CD 
system - and that's going to be true for the next 
several months. 

We want to make as big a market as we 
can with our current product. We don't think 
we need a next-generation product until there's 
much more pressure in the marketplace. 
Edge How scared do you think Sega and Nintendo 

are of3DO? 
Trip Companies l ike that don't get scared. 
Edge They must be aware of what you're doing? 
Trip They're not scared, but that suits me. The 
way companies hang on to their marketshare is 
by being scared. 
Edge Are you worried by the advent of consoles like 
Saturn and the PS-X, which seem so much more 

powerful than 3DO? 

Trip Sega and Sony are anxious, and they're just 
trying to mess up our plans as best they can by 
promising the world everything. 
Edge But no-one can ignore a company as big as 
Sony. How do you see PS-X competing with 3DO? 

T r i p H a w k i n s  

Trip Sony have had a graphic workstation business; they understand polygon 
rendering and have special customers that demand it. But I think when Sony come to 
market they might discover that they've underestimated how important traditional cell 
animation is and overated the importance of polygon rendering. 
Edge But surely polygons are important? 

Trip Polygons are fashionable at the moment - particularly in the arcades. But 
remember, we designed our system in 1 99 1 .  None of the microprocessors Sony and 
Sega are using in  their systems were available at the time we designed ours. They've 
simply picked a h igher benchmark in performance. 

Besides, games l ike Total Eclipse and John Madden Football combine great texture­
mapping and polygon rendering, and that's a pretty satisfactory experience right now. 
I'm not saying that more performance wouldn't be better - all these technologies are 
going to get better - that's the difference between first generation and second 
generation. With our next generation hardware, polygon rendering will probably be an 

area we'l l  get more heavily into. 
Edge But there's still a danger that people 

will hold off on 3DO now simply because they 
know the Sony machine's coming out? 

Trip There's a basic principle about 
consumer electronics: it gets more 
powerful all the time and it gets cheaper all 
the time. That's true of al l types of 
consumer electronics. 

I f  you always wanted to wait for 
something better, you'd never buy 
anything, right? We're all going to be dead 
in I 00 years, so in the meantime if you 
want to use the most advanced system this 
year, then you have to buy a 3 DO. 

But, if you bought a machine last 
year, you're not going to buy another 
system this year - no matter how good it 
is. So the guy that we're really targeting 
our system at this year is one of the guys 

"I '  t•l l  f • 1 who bought a 1 6bit system three or four m S I a1r Y years ago and has pretty much had it with 

comfortable that our that, and he's ready to buy something new. 

next generation 
hardware will blow 
everything else out 
of the water . . .  " 

Maybe in three years time he'l l  buy 
something else. 
Edge What happened to 3DO's plans to 

enter the arcades? 
Trip Well, there are three companies 
right now working on arcade machines 
based on 3 DOs. American Laser Games 
are in fact very close to releasing their first 

3 DO product. Atari Games are also working on a couple. Electronic Arts are also 
exploring that area. 
Edge What's happening with the UK launch of 3DO? 

Trip Well,  we're still in the planning stages, and we're going to release the product in  
early September. There had been some discussion about doing it  sooner, but based on 
the success we've had already, and the launch of  the product in  Japan, everyone 
concluded we should take our time and make sure we have all the right elements in 
place to do a really successful launch. We don't th ink it would really accomplish 
anything to go out sooner than that. 
Edge You mentioned japan. What about companies like Konami and Capcom? When are 

they going to start delivering some 'killer' software on the 3DO? 
Trip Well, some of those companies are having pretty good discussions with us right 
now. I shouldn't speculate a lot about what their plans are because every company 
feels  differently about when to announce what they're doing with 3 DO. But as far as 
videogames are concerned, I think we've got very strong support in general. There are 
a lot of software companies, and nobody's been able to get all the programmers to 
devote themselves to a new machine; you have to earn that kind of loyalty over time. 

But we also think that we've got more quite a lot more support than any new 
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format has ever had. Obviously the 
guys that have been the most loyal 
and the biggest supporters of 
N intendo, moved pretty slowly to 
Sega, and they'll move slowly to a 

format l ike 3 00. The same is true of guys that 
are coming from a dominant experience on 
other formats l ike the PC. 
Edge Are you happy with the software support 

you've received so far? 
Trip The only problem we've had is the amount 
of time it's taking people to develop titles. We 
started supplying development systems about 1 8  
months ago, so I think that's a pretty good 
indication of what the Sega and Sony launch 
schedules really are. 

lt takes about that long because your 
normal development cycle is going to be 
lengthened - you have to take time to learn 
how the machine works and what you can do 
with it. And in itially, a lot of companies avoid 
trying to make a really radical new kind of title 
for a new system, because that would involve 
learn ing a new machine and learning how to 
make the new title at the same time. 

So most developers say to themselves; 
'Let's take an existing title and let's learn this 
new machine with it'. What that means initially 
is  that you have a lot of products that are only 
s l ightly better than games in the same genre on 
another machine - and the titles that really take 
advantage of the machine come along later. 

With the 3 00, it's been about 1 8  months, 
and now we're starting to see, instead of a 
trickle, a flood of really good products. Every 
week or two something new is coming out. 
Edge You said that the Japanese launch was a 

success. Why wasn't it as successful in the US? 

Trip In Japan we had the right price, which was 
around $500. We also had good software in the 
key categories and more focus on the 
gameplaying capabil ity, so more of the marketing 
effort was targeted at game customers. 

The distribution was also geared towards 
stores that could distribute both software and 
hardware, so there was much broader 
distribution in itially and more effective 
promotional and merchandising execution. lt 
was just better preparation by everybody who 
was involved with 300. 
Edge So can we expea the UK launch to be as 

successful as the Japanese one? 
Trip We'll look at the Japanese launch as a 
model and aspire to have things go as well as 
they did over there. And that's part of what 
we're trying to do right now in the US - to just 
straighten out the problems we've had. 
Edge Are the games currently out on 3DO the 

be-all-and-end-all, or are they just a Trojan horse for 
other applications still to come? 

Trip I think games in the long run are sti l l  the 
most important application. I almost view all the 
other non-games stuff as the Trojan horse in  

T r i p H a w k i n s  

The Real Interactive Multiplayer: "We think we have the right starting point - but it's not 
really fair to compare our 1993 products against other people's plans for 1995 ... " 

that if you've got a 25-yearold married man trying to convince his wife why they 
should buy 3 00, he's going to use all the other capabilities as the Trojan horse. 

People have a way of watching television, people have ways of watching videos 
and l istening to their music. Even though digitally we can enhance that, in  the long run 
what's profoundly un ique is the fact that 3 00's an interactive system. I think also that 
over a time, you'll find educational interactive software becoming very significant, but 

"We spend what 
needs to be spent 
to build a longterm 
business - and then 
to make profits in 
several years ... " 

it still won't be as big a business as 
entertainment software. 
Edge How many 3DO units are there now in 

households worldwide? 
Trip lt's approaching I 00,000. 
Edge How many do you expea to sell by this 

time next year? 

Trip Certainly well over a mi l l ion. 
Edge How many units will Panasonic have to 
sell to be in profit? 

Trip I don't really know about that one. 
The way we look at it is to spend what 
needs to be spent initially to build a 
longterm business, and then to make 
profits in several years. So I don't think 
Panasonic have a specific profit in mind. 
They've said that their fiscal year ends next 
March, and they want to sell more than a 
mi l l ion machines in that 1 2-month period. 
Edge Which launch do you think will prove 
most successful for 3DO as a concept? 

Trip I can't tel l  you how important it was 
for us to be successful in Japan. Obviously, 
Sega's strongest market is the US, so it's 
important for us in competing with Sega to 
be strong in Europe and to be strong in  
Japan. Those are the markets that we can 
more easily carve out a meaningful 
competitive position. And with respect to 
N intendo, historically they're the only guys 
who are going to sell anything in Japan. So 

the fact that we've been able to establish a good market gives us a good chance to 
have a much more diversified international business right away, and that's very 
attractive to software developers. 
Edge Which units can we expea to see in stores and when? 
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Trip For this fal l  in the US, you'll see 
at least two models from Matsushita, 
one low-end and one high-end one. 
And machines from Sanyo, Creative 
Technology and Gold Star, probably. 

Edge How important do you see MPEG? 
Trip From a competitive standpoint, since 
Philips has it, we can't choose not to have it. But 
I don't th ink it's that important, to be honest. 

I could show you a couple of titles that 
i l lustrate this - you can get pretty good software 
video without it and it's reasonably expensive to 
have it. lt's not going to replace your VCR; you 
don't get the quality or the playtime for it really 
to become the next movie format. 
Edge What do you think of CD as a format for 

your software? 
Trip I think it's a really good format because its 
very inexpensive. The music industry has driven 
the cost of COs down to nothing. 

Although there's a lot of complaints about 
the performance of CD systems generally, I 
think there's a changing aesthetic about 
gameplaying, and over the next couple of years 
people will start to appreciate and enjoy the 
kinds of things they can do with 3 00. 

And game designers will get cleverer at 
integrating video, so it doesn't seem l ike a totally 
disembodied separate feature with nothing to do 
with the game it's used in. 
Edge Do you think that the 'killer-app' is a myth? 

Trip I think for this kind of machine it could be 
because there isn't any one thing that every 
customer universally wants to do. lt's l ike a TV 
or a VCR, there's such a range of things it can 
do, and there's not one thing that wi l l  appeal 
equally to every customer. 
Edge Why did you drop the price? 

Trip We wanted to build our market more 
quickly. We have a certain amount of time 
before Sega and Sony are shipping products and 
we want to make the most of it. 
Edge How much potential do you think there is for 

the price of 3DO to drop in the next six months? 

Trip We've already accelerated the price drop 
to make it happen sooner by doing a business 
deal with Matsushita, so there's a possibil ity that 
the price could come down even further by Fall 
- but not by very much. 
Edge How do you see the PC and 3 DO getting 

along together? 
Trip I th ink that in around five years from now, 
a standalone CD system wil l  be so much more 
powerful than a PC for playing games. 

lt will be so inexpensive that the idea of 
playing games on a PC - well ,  nobody would 
care about doing that anymore . . .  

I see the PC market as a transition step. 
Today, from the point of view of the customer, 
you can have a videogame system that has 
certain l imitations, or you can have a PC. But in 
truth the PC is not really suited for playing 
games as such. lt's just that it's cheaper to 

develop on a PC than on a cartridge-based machine. 
Edge The main criticism of the 3DO hardware so far has concerned the CD drive. Will you 

or Matsushita tackle that issue? 

Trip You've got to separate hardware from software. On the hardware side, our CD 
is twice as fast as Phil ips' CD-i and twice as fast as Mega CD. lt's matched up with a lot 
more memory in our system and a lot h igher processing power. When you look at 
specific software applications, I think developers are just now in the process of 
learning how to master load times to uti l ise the CD capability effectively. 

Typical videogames today take up about two megabytes of data - and we have 
three megabytes of main memory in the 3 00. So if you don't want to use the CD, 
3 00 stil l  has a lot more memory than its rivals, in case you just want to load the game 
up in the system's RAM. 

The main point about games development is that you want to use all the capacity 
that you can in any system, but you don't want to do it in a way that will slow things 
down too much when the application is actually underway. Doing all that on 3 00 is a 

"With MPEG you just 
don't get the ·picture 
quality or the 
playtime for it to 
become the next 
movie format" 

thing that the software industry will 
gradually learn' how to do better. 

On a more general level, 
consumers have to see more and more 
examples of good software before they're 
going to be convinced that CD is a better 
solution than cartridges. They also need to 
see the prices come down, because 
there's no reason why in the long run that 
CD's will cost anywhere near what 
videogame cartridges do. 

If you look at the manufacturing 
cost and l icence fees of a cartridge, the 
total cost is over $20; and that's why 
retail prices are so high. With a CD 
system it's just a few dollars for 
manufacturing and licence. So you've got 
the opportunity to have much lower 
average prices - and you've also got 
longer shelf life because you can keep 
reducing the price to keep the product in 
the retail stores. 
Edge Do you still have the same enthusiasm 

for creating a standard now that all the other 

companies - Sega, Sony, Nintendo etc - have announced their products? 
Trip Well, there's a lot of hardware companies out there and we knew all along that 
some of them would continue doing their own thing. We're pleased so far, at least 
with the fact that Sony, Nintendo, Sega and Atari are doing their own thing. 

Now if they all decided to work together and form a standard amongst 
themselves, then that would be something special. But the fact that each of them are 
just trying to make their own systems work independently makes it tougher on all of 
them. In our case we're bui lding up a pretty good family of companies who over the 
next few years wil l  give us a good chance of succeeding. 
Edge What's been 3DO's greatest achievement to date? 
Trip We got the hardware to work. A lot of people said last year we couldn't do that. 
People have criticised us all along. 

A year ago they were saying they can't get their chipset to work, they'l l  never be 
able to finish their operating system, they'll never be able to manufacture the product, 
they'll never get it shipped this year. There was even one article that said you'd see 
pigs flying in formation above San Mateo before you'd see our product come out! 

So I th ink getting it out was a pretty significant accomplishment. lt's one thing for 
Sony and Sega to have a spec sheet and another to deliver a working product. We 

· already have one. 
Edge What do you think is the next most significant step? 
Trip Well, I think getting the product out was number one, the next step is getting 
good applications out there, and that's already started to happen. The next thing 
after that is to sel l  more hardware - that's what it's all about in the end. 
Edge Thanks Trip. 



The sky's 
the l imit. 

3 D  Stu d i o  Re lease 3 now 
br i ngs profess iona l q u a l ity 
3 D  mode l l i ng, render i ng 
a nd a n i mat ion to you r  
desktop.  

There's no holding back With 3 D  Studio Release 3 
you can develop your ideas further than you ever 
thought possible on a PC - in fact your imagination 
is the only limit. 

3D Studio Release 3 allows the PC to become a 
serious contender in the world of high quality 
modelling and animation. Through network 
rendering capabilities, you can utilise available PC's 
as rendering slaves for scalable, increased 
rendering performance. 

The output from 3D Studio, whether static image 
or animation, is now comparable with workstation 
systems. Advanced lighting controls allow for ray­
traced shadows and other dramatic lighting effects. 
The Materials Editor has been enhanced too, with 
a wealth of new options and mapping control for 
limitless materials composition. 

Call 0483-300077 for more information, or the 
name of your nearest Autodesk Authorised 3D 
Studio Dealer for a down to earth demonstration. 

lj Autodesk. 





i n c o m p at i b i l i t y  

Expos i ng t h e  g l o b a l  m i s m atc h of sta n d a rd s  th at beset TV a n d  

i nte ract ive e nte r ta i n m e nt .  Edge tu n e s  i n  fo r a c l e a re r  p i ctu re 

m 
uy a pre-recorded 
video disc or tape 
in one country and 
there is a good 
chance that it wil l  
not play on a VCR 

in  another country. 
Tourists who are tempted to 

buy TV sets or VCRs while on 
hol iday wi l l  often find when they get 
them home that they cannot receive 

off-air broadcasts. Tapes shot on a 
camcorder bought abroad wil l  
frequently not play back on a local 
standard VCR and TV set. 

This inter-Continental 
incompatibility is the result of 
different countries long ago adopting 
different TV broadcast systems, 
either for technical or political 
reasons. For broadcast TV this does 
not matter to the viewer, because TV 
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signals carry only 
over a very l imited 
distance. Europeans 
cannot pick up 

.. -..f<'!�'l11Jli""'.J North American 
broadcasts (unless 

of course they are relayed by 
satel l ite). Only in exceptional 
atmospheric conditions do TV signals 
from France and Holland stray past 
the coastl ine into Britain - and then 
cause interference to UK stations 
which use the same frequencies. 

Incompatibil ity began to to 
matter when the VCR, and later 
camcorder, became a way of l ife. 
Tapes and discs can easily cross 
national boundaries. The movie 
industry has turned this to its 
advantage, signing different copyright 
deals in different countries, and using 
TV standards to reinforce them. 

Where video games rely on a 
domestic TV set for display, the same 
incompatibility issues arise. A games 
console bought in North America 
and designed to plug into the aerial 
socket of a North American TV set 
will not work in  Europe. A games 
cartridge designed for use in one 
country may p when 

a games 
console bought 

and used elsewhere, 
but the gameplay is l ikely to 

run at the wrong speed. 
The CD systems can overcome 

this problem and offer world 
compatibil ity. But only if the 
designers really want to offer 
world compatibil ity. 

The world divides into two main 
standards blocs. One bloc of 
countries, including North America 
and Japan, builds its TV pictures from 
525 l ines, displayed at a frame rate of 
30 a second - or 30Hz. The other 
bloc, which includes Europe, builds 
its pictures from 625 l ines displayed 
at 25Hz. 

Although the TV 
display rates were 
orginally chosen to 
match mains supply 
frequencies, there is 
now no connection. The 
TV set, VCR or player 
generates its own display 
frequencies. (In Japan 
some cities have 50Hz 
mains, others 60Hz!) 

Mains voltages round 
the world are usually 200-250V 
in the 50Hz blocs, and I 00- 1 I OV 
in the 60Hz blocs. But this does not 
matter because an external 
transformer can easily raise or lower 
the voltage. Modern equipment is 
often switchable or has a switched 
mode power supply which 
automatically adjusts to the voltage 
both in and out. 

Both these systems use 
interlacing, to avoid the f l icker that is 
very obvious on any picture displayed 
at only 25 or 30Hz. Half the l ines of 
the picture (even numbers) are 
displayed as one 'field' and then the 
other half (odd numbers) are 
displayed as a second field. Together 
the two fields interlace, l ike the teeth 
of a comb, to give a ful l  'frame'. 
Persistence of vision, and the after­

rh:�r:�,rt••ric:tir of the phosphors 
reen, make interlacing 

eamless. lt is thus equally 
to talk about a 525 l ine 

.. , .... ,..l'J '"'""' being 30Hz or 60Hz, and 
a 625 line system being 

Hz. There will always be 
many half-picture fields as 

11 picture frames. 
The main disadvantage of 

interlacing is that horizontal edge 
l ines in the picture jitter as they are 
moved s l ightly up and down by each 
field change. This is why top end 
computer monitors display at h igher 
rates and scan sequentially by 
combining the two fields into ful l  
frames before displaying them. This 
el iminates f l icker at close range. 

The main 525 l ine/60Hz TV 
system is cal led NTSC, after the 
National Television System 
Committee which adopted it for the 
USA in 1 953 .  Most of Europe 
adopted PAL (Phase Alternate 
Line) developed by Telefunken in 
Germany. The BBC was first in 
Europe to start a PAL colour service, 
in  1 967. France adopted a quite 
different 625 l ine system cal led 

A global CD standard for gaming isn't 
straight forward: CD-i and 3DO discs 
require specific PAL coding for UK 
games to be non-letterboxed 

SECAM, (Sequential Colour with 
Memory). The Eastern bloc followed. 
This was a deliberate attempt by 
France to protect its own TV 
production industry and a ploy by the 
Eastern bloc to stop citizens watch ing 
foreign TV. 

The Eastern bloc is now 
switching transmission to PAL and 
most TV sets in France are now dual 
standard PAUSECAM. Although this 
may appear to leave PAL and NTSC 
as the two main TV systems in the 
world, be warned that there are 
many variants,( e.g. the spacing 
between sound and picture 
frequencies) which can make 
equipment incompatible. 

Not all the l ines of the TV 
picture are used to display a visible 
image. In  PAL only 576 l ines are 
"active". The rest form the vertical 
blanking interval, or VBI, and define 
unseen black borders at the top and 
bottom of the picture. These VBI 
l ines can be used to carry digital 
code, such as teletext. The NTSC 
system has 480 active l ines, although 
the VBI is not used for teletext 
purposes in the USA 

There are variations in the VCR 
format, too. Tape speeds for VHS in 
NTSC format are not the same as for 
PAL format. 

lt is now nearly twenty years 
since Sony came up with the idea of 
modifying the industrial U-Matic VCR 
format so that it can be switched to 
record the colour signal at the same 
frequency as a PAL recorder 
(4.43MHz above the main signal) 



instead of the NTSC broadcast 
frequency (3.58MHz), to make it 
easier to replay NTSC tapes on PAL 
TV monitors. 

In  the late eighties, Pioneer took 
this idea a stage further, making some 
of its PAL Laser Disc players able to 
play NTSC discs through a PAL TV 
set, by putting out a colour signal at 
4.43 MHz in PAL form. Several VCRs 
on the market (such as from 
Panasonic and Mitsubishi} play a 
simi lar trick, allowing what is basically 
a PAL system to play NTSC tapes. 

The modified video signal is 
cal led 'quasi PAL' because the l ine 
and frame rate remain at NTSC 
standard (525/60). But the picture 
synchronization circuits in many 
modern PAL TV sets have enough 
latitude to cope with either 525 
l ine/60Hz signals or 625 l ine/50Hz 
signals. If they do, the NTSC disc 
picture fil ls  the ful l  PAL screen. If 
they do not, the picture rol ls  and/or 
fil ls only a letterbox portion of the 
screen. lt is really a question of suck 
it and see. 

Although Laser Disc and 
broadcast TV can have digital sound, 
the pictures on all domestic video 
disc, tape and TV systems are always 
analogue. But the new Video CD and 
CD-i Ful l  Motion Video disc record 

both pictures and sound as 
compressed digital code. This makes 
it much easier to bridge the gap 
between 525/60 and 625/50 worlds. 

The standard used for Ful l  
Motion Video compression is  
MPEG-1, named after the Motion 
Picture Experts Group of the ISO, 
the International Standards 
Organisation. M PEG- 1 covers low 
data rates, including the 
1 .4Mbit/second which a standard CD 
can cope with. The committee is 
currently final ising a second standard, 
MPEG-2, which copes with higher 
data rate, for broadcast and high 
quality recording. 

Apart from higher data rate, the 
main difference between MPEG-2 and 
MPEG- 1 is that whereas MPEG-2 
codes the ful l  interlaced frames (at 50 
or 60Hz), MPEG- 1 codes only picture 
fields (at a rate of 25 or 30 a second) 
and then uses them twice over to 
avoid flicker. This puts an overall 
l imit on the clarity of M PEG- 1 FMV, 
but it is cleverly disguised by careful 
coding of the source material. 

The wide variation in picture 
quality seen in  Full Motion Video 
depends on three main factors. The 
original source material must be very 
good, or the coder wastes bits 
coding the muck in the picture. The 

Modern PAL TV sets like this Toshiba have enough built-In latitude ability to display a 
60Hz image. An RGB Scart socket will always give the best picture quality, too 

i n c o m p at i b i l i ty  I 

encoding process must be very 
carefully controlled, to make the best 
use of the l imited number of bits per 
second, especially where there is a 
lot of action in the scene. If the buffer 
runs out of bits, then the picture 
breaks up into mosaic blocks. 

All decoders rely on memory, 
which builds full pictures from the 
part pictures streaming off the disc. 
The best decoders use an extra 
frame store for bi-directional 
decoding. The decoder looks both 
forwards and backwards in  time to 
build a better picture. 

When full motion material is 
recorded on disc, whether for 'couch 
potato' l inear movie viewing or 
interactive FMV gameplay, the 
developer must take two main 
policy decisions: 

Decision one is whether to code 
according to the Green Book, which 
defines the CD-i standard, or 
whether to code according to the 
new White Book, which is the 
standard for all promised and future 
types of FMV player, eg 3 DO, 
Commodore CD32, Video-CD 
(a modified CD player with built-in 
FMV decoder) or PC with FMV 
decoder board. 

Green Book discs are intended 
to play only on a CD-i player, 
although (as has already happened in 
the case of Commodore CD32) 
designers can make their White Book 
decoders read M PEG video from a 
Green Book disc. In this case, the 
player displays its own characteristic 
cursor control bar on screen, rather 
than the CD-i bar which is triggered 
by code at the start of the disc. 
White Book discs will play on any 
White Book player, and on a Green 
Book CD-i player. 

Fully interactive CD-i material 
relies on the features of the CD-i 
player and must thus be mastered to 
Green Book standard. For l inear 
FMV discs the platform can be 
widened so that one disc plays on a 
wide range of hardware. So although 
the first l inear movie material was 
mastered to G reen Book, and thus 
intended to play only on a CD-i 
player, the industry is now moving 
over to White Book mastering. 

Of course interactive material 
for CD-i's rivals - CD32, 3 DO and 
whatever else reaches the market -
must be mastered to the appropriate 
proprietary standard. 
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i n c o m p at i b i l i t y  

The possibi l ities for 
customer confusion 
are enormous. 

When putting 
MPEG movie 
material on a CD 

to White Book standard, the 
developer has to decide whether to 
code it at 525 or 625 line standard. 
To be strictly accurate, because only 
fields are coded, and only active lines 
are coded, the developer must chose 
between 240 horizontal l ines broken 
into 352 pixels or around 280 lines of 
352 pixels. 

A European player and TV set 
wi l l  then display a picture from a US 
disc which is slightly letter-boxed, 
and has a narrow black border at the 
top and bottom of the screen. Any 
circular object in the picture is also 
very slightly squashed down into a 
cushion shape. 

A European disc slightly overfi l ls 
the screen of an American NTSC 
system, so that the top and bottom 
are lost, with any circular object 
slightly egg- lightly too 
tall and th i 

Beyond 
this there is also 

a third "compromise" 
mastering protocol, 

midway between the two line 
structures. All players using th is 
protocol show a little distortion with 
either type of disc, but no player 
shows too much distortion when 
playing the 'wrong' disc. 

The movie studios rejected 
compromise coding, and are insisting 
that discs for the North American 
market be mastered to 525 l ines and 
discs for the European market be 
mastered with 625 l ines. Actors who 
worry about being photgraphed only 
from their 'best side' do not l ike the 
idea of appearing too tall and thin, or 
too short and fat, when watched on 
the wrong standard TV. 

For games material, however, 
the slight distortion caused by 
compromise coding is unl ikely ever 
to matter. 

Where incompatiblity really 
matters is when deal ing with the 
myriad of audio/visual connections on 
TV sets. A modulator can connect 
the player to the aerial (RF) socket of 
the TV set; RCA jacks can handle a 
composite signal; a 2 1  pin SCART 
socket handles either S-VHS, 
composite or RG B feeds. 

The aerial connection is a 
composite signal which is coded 
according to the country of sale for 
either the NTSC or PAL system, and 
modulated on either a VHF or UHF 
radio frequency carrier. 

The composite connection is 
the same signal, but without 
modulation, whereas the S-VHS or $­
connection is a mixed feed of 
luminance and chrominance signal, 
but without the PAL or NTSC 
system used to combine them. 

The RG B feed provides four 
signals - one for the red content of 
the picture, one for green, one for 
blue, and one a composite sync signal 

rt.Y:Ynttt;t�,.l-ll•bines horizontal and 
se information so that it 

l ike a TV picture with no 
re content. 

ough some early TV sets 
RT sockets did not have the 

s connected, most now do. 
ost modern sets have sufficient 

flexibil ity in their synchronization 
circuit to lock onto either 50Hz or 
60Hz input signals. 

In  general, the best way to 
connect any video equipment to a TV 
set is by RGB SCART, because the 
signals are in their purest, uncoded, 
form. The differences between PAL 
and NTSC colour coding are thus 
completely bypassed. 

This is the most common way 
to connect an imported NTSC 
console to a UK PAL TV or monitor. 
And the full-screen 60Hz display that 
results is vastly superior to the 50Hz 
letter-boxed display common to UK 
PAL systems - something that's 
fuelled imports of American SNES 
systems, in particular. 

Graphics are bigger and clearer 
and, above all, games run at the 
speed they were actually designed to, 
making them faster and tougher in 
the process. 

There are ways round the PAL 

An imported US SNES (top) is a 
popular choice for owners of 60Hz· 
compatible TVs. However, the UK 
Jaguar (above) offers a solution 

problem, of course. Games can be 
modified to run faster on PAL 
systems and graphics can be made to 
fill the PAL screen, too. However, 
for one reason or another, Japanese 
console manufacturers have never 
allowed it to happen. 

Atari have recently tackled this 
issue by discouraging letter-boxing in 
titles for their new Jaguar system. 
The firm claims that their non­
territorial games detect whether they 
are being played on an NTSC or a 
PAL system and play at the optimised 
speed and screen size. 

The 50Hz PAL display still 
hinders things, though. In  order to 
compensate for the 1 7% speed drop 
(60Hz to 50Hz), it's true that 
programmers can often turn up the 
game speed in their code. 

Unfortunately, though, non­
letter-boxing means an increased 
number of l ines to display (625 as 
opposed to 525), so there's invariably 
a greater drain on the processor, 
making a fu l l  speed conversion hard 
to achieve (e.g. ATD's Cybermorph 

runs about 3-4% slower on a PAL 
Jaguar than on an NTSC model). 

Until Japanese hardware 
manufacturers get around to 
supporting 60Hz-compatible TVs in 
the UK, it's un l ikely UK console 
owners wil l ever get as good a deal 
as their US and Japanese cousins. 

With CD ROM there is more 



scope to make things compatible. 
A CD-i player, for example, puts out 
a 525 line or 625 line picture, 
depending on where it is bought. So a 
North American CD-i player puts 
out a 525 line picture, and a 
European player puts out 625 l ines. 
This is wholly independent of the disc 
being played. So a European player 
will sti l l  put out a 625 line signal even 
when playing a movie disc coded to 
525 l ine standard. There is thus no 
risk of a letterboxing effect as long as 
a local standard CD-i player is used 
with a local standard TV set. 

This, though, is the root cause 
of the tall/th in, short/fat distortion 
issue. The player is having to stretch 
too few lines or squash too many 
lines when playing a "wrong" disc. 

The field rate, 50Hz or 60Hz, is 
also determined by the player. And as 
evidenced by the quasi-PAL Laser 
Disc and VCR now quite widely used, 
most modern TV sets wil l lock onto 
either SO or 60Hz signals. lt should 
not matter whether the inout is by 
RF or SCART connecton. 

The CD-i disc always spins at a 
standard speed, regardless of 
whether it contains 525 l ine or 625 
line signals. As with audio CDs, the 
rotational speed continually varies, to 
keep the l inear tracking speed of the 
laser on the disc constant, and keep 
the data read-out at a standard 75 
sectors per second. This locks the 
audio signal to the standard CD 

CD-i's first Video CDs could not be 
played on any other FMV system. 
Commodore made the sure the CD32's 
FMV cart could play them, though 

audio sampling rate of 44. 1 KHz. For 
CD-i this clock rate is known as the 
Gold standard. The video signal must 
thus be adjusted to fit this rock solid 
standard, with the result that all CD-i 
discs will have the same playing time 
and audio pitch regardless of where 
they are bought or played. 

The adjustment takes advantage 
of the fact that the MPEG coding 
works only with fields, and thus in all 
playback situations fields must be 
used twice over to create the i l lusion 
of an interlaced picture. 

I n  the correct situation, with a 
625 l ine disc played on a 625 l ine 
system, each field is used twice. But 
where discs are played in the wrong 
countries, some fields in the picture 
sequence are used only once instead 
of twice, or used more than twice. 
The technique is similar to that used 
for broacasting films shot at 24 or 25 
frames per second at NTSC rates of 
30/60 Hz. In effect a CD-i player is a 
very low cost TV standards 
converter. The only disadvantage is a 
very slight picture judder, which most 
people wi l l  not notice. 

And even this marginal effect is 
only noticeable on video material, 
where every field is slightly different 
from the last. When the source 
material is film, shot at 24 or 2Sfps, 
the pairs of TV fields are all the same, 
so there is no quality loss. 

With CD-i, the disc controls the 
gameplay clock speed, so that even 
when discs are played on the wrong 
standards system, games play at the 
correct speed. 

This is no mean feat, because 
the CD-i system has at least five 
clocks, in the software, hardware, 
operating system, audio sector and 
TV synchronization circuits. lt all 
comes back to the Gold standard, 
locking gameplay to the sector clock, 
which is locked solid to the sound 
sampling frequency for CD, 44. 1 KHz. 

The system may appear to break 
down, for instance if a counter 
appears on screen, to display 
numbers on screen. These numbers 
will then not display at the intended 
speed because the video display is 
continually being altered to match 
the rock solid sound clock. 

'With that number of clocks,' 
admits a system designer, 'there wil l 
always be plenty of opportunities to 
get things wrong'. 

Apart from minor points l ike 

i n c o m  pat i b i  I i ty  

this, all the complexity resolves down 
into a very cleverly designed, simple 
proposition. 

But l ife is never that easy. The 
CD-i standard also very cleverly 
provides for a blocking flag in the disc 
data stream. This flag identifies a disc 
as being of 60Hz-only standard, and 
can instruct a 50Hz player not to play 
it. Similar flagging can be used to stop 
60Hz players playing 50Hz discs. So 
software developers have the option 
to block the use of CD-i discs sold in 
the USA on European players. 

So far this option has not been 
exploited. But you can be sure that 
someone, somewhere, sometime, is 
going to find a good reason ­
doubtless not unconnected with hard 
cash - to put the mockers on cross­
Atlantic software trading. 

One very good reason for the 
software companies to block disc 
trading is to help create a new 
market for global gaming by cable 
superhighway. The highway head end 
will install a games system which can 
serve many subscribers at the same 
time, giving people in different homes 
in  different cities and countries the 
chance to play against each other in 
some form of global tournament. 

Phi l ips' Research Laboratories in 
Redhi l l  is developing superhighway 
technology, and to test the game 
playing idea installed a Silicon 
Graphics system with virtual reality 
software. One lucky researcher gets 
to sit with a mouse, driving a car 
around a virtual town and 
countryside. The virtual images can 
easily be feed into the network, 
giving remote viewers the chance to 
drive and race. And here Philips has 
found what could be the fatal flaw in 
the concept of network gaming. 

When the workstation is 
connected to a h ighway network, the 
video signal has to pass through so 
much electronic circuitry that it is 
delayed by at least one quarter 
of a second. 

This may not sound much, but 
to a games player it is an eternity. 
The vehicle responds late to steering 
commands, and this makes the player 
over-steer, just as a car-driver does 
when fi rst piloting a boat. 

Short of re-writing the 
fundamental laws of physics to make 
the signals travel faster, there is little 
that anyone can do. Until • technology catches up, that is. 
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And e result is 
THE WIND OF AMNESIA 

Price £12.99 SRP 

The Manga effect can also be seen in 

THE MERMAID FOREST, 
part of the Rumik World 

collection from one of japan's most 

successful adventure writers, 

Rumiko Takahashi. A tale of hideous 

medical experiments, torture 

and grave-robbing. 

And DANGAIOH -
A magnificent inter-stellar sci-fi animation 

which brilliantly portrays the battle 

between good and evil, in an epic 

adventure of mecha, androids 

and transformers. 

A V A I L A B L E  F R O M  

VIRGIN, HMV, WH SMITH, OUR PRI C E ,  JOHN MENZIES, 

GAME LTD, FUTURE ZONE, WOOLWORTH, TOWER RECORDS, 

FORBIDDEN PLANET, BEATT!ES OF LONDON, VIRTUAL REALITY 

AND ALL GOOD VIDEO AND COMIC SHOPS. Price £8.99 SRP Price £12.99 SRP 

A Division of Manga Entertajnmem Limited. 
An Island International Company 
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t e st s c r e e n 

SOS 
Format: SN ES 

Publisher: Vie Tokai 

Developer: Human 

Price: £60 ( Import) 

Size: 8 Mbit 

Release: Out now (US) 

Supplied by: Zap 
0532 590077 

The four characters have different 
personalities and different ways of 
persuading survivors. Apparently 

rJ few years back, SNES owners were 
conti nual ly swamped with qual ity 
software. The gap between the system 

and Sega 's 16bit just seemed to get wider 
and wider. But things have changed qu ite 
dramatica l ly.  16bit N intendo owners now have 
to look very long and hard for qual ity - and 
perhaps more importantly - origi nal software. 

Predictably, the best release this month is,  
in fact, a re-release, which came out in Japan 
last year under the name of Septentrion; but 
because of an abundance of Japanese text, 
many importers (and potentia l  punters) 
steered wel l  clear. Which was a shame 
because Septentrion, even with the Japanese 
text, was an engaging and h igh ly original  piece 
of software. 

Now, thanks to US publ ishers Vie Tokai ,  an 
Engl ish translation is ava i lable. Wel l ,  a Japl ish 
translation would be a more accurate 

The Lady Crithania keels over and starts to 
explode. Things aren't going too well 

descri ption . Yes, once again  we're subjected 
to a game with an appa l l i ng manual - in fact, 
it's about as much use as the original 
Japanese manual was. lt goes without saying, 
that many of the game's intricacies have to be 

The 360 degree platformer: SOS 
involves hanging onto ledges 
for long amounts of time 



H's not only the living quarters that you'll need to 
search. In one section of the hull you'll find a lift with 
people trapped inside. But can you get them out? 

fathomed out by tria l  and error. 
The game basica l ly fo l lows a story l ine 

where a tidal wave engulfs a huge ocean l i ner. 
You take control of one of four selectable 
characters and have the arduous task of 
gu id ing them through the ship to find and 
rescue as many of the other passengers as 
possible. And as if that wasn't tough by itself, 
there's only one hour to escape before the 
sh ip  s inks. In  true disaster movie style, 
Septentrion even moulds some of the game's 
storyl ine around the l ives of different 
passengers and crew members. Poseidon 
Adventure fans (should they so exist) wi l l  be in 
their element. 

The map (top) is also handled by the SNES' 
Mode 7 and can be zoomed in and rotated. Each 
character starts with their own story (bottom) 

t e st s c r e e n 

When your time begins to run out, the ship slowly fills up with water. lt's possible to swim 
under water for a while - and you'll need to if you're going to find the escape hatch 

The real i nnovation here, and not just 
graphical ly, is the environment - the SNES '  
Mode 7 is used t o  rotate the screen to 
s imulate the ship as it turns over in the water. 
And as you'd  expect, th is causes real 
problems as you negotiate the damaged 
interior and try and get to the sh ip 's  only 
usable escape hatch.  Rather than continual ly 
rotating, the ship moves gradual ly in shifts 
which enables you to gai n  access to certain 
sections of the ship .  Only by taking the correct 
route can the path to the bottom of the ship ( it 
l ies overturned in the water) be made. 

For the most part, SOS is a h igh ly enjoyable 
game. lt oozes atmosphere with its borrowed 
Titanic imagery, and the music heightens the 
tension considerably. it's greatest strength is 
its marrying of different game styles - it 
borrows elements from Prince Of Persia, and 
even Lemmings, and manages to create a 
wholely unusual blend of action ,  with human 
tragedy the underlying theme. Conversation 
plays an important role in  human interaction -
whenever you meet any survivors it ' s  important 
to persuade them to fo l low you - the more 
people you can save the more successful you 
wi l l  be. 
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The rescue 
When you meet up with survivors the 
i mportant th ing to remember is that 
your escape route needs to be as safe 
as possi b l e - at the sl ightest 
opportun ity your merry band wi l l  
throw themse lves down the nearest 
gap i ng chasm. 

A lso, make sure that you don't 
stray too far from them - as soon as 
they're out of s ight there's a far 
greater r isk of someth i ng nasty 
happe n i ng to them.  

Saving people is often a case of trial and error. A conversation button lets you address the pleas of 
survivors (above) while getting them to follow you (top left and right) is handled by a 'follow' button 

H owever, there are a few problems. Control 
occasionally feels a little awkward. Getting 
your  character to reach certain points isn't 
easy and there wi l l  be times when you ' l l  die 
through l ittle fau lt of your  own - a black star in  
any games designer's book.  Also , the sporadic 
tendency for fol lowing survivors to plunge to 
their death can prove a l ittle frustrating. 
Especia l ly when you've just guided them 
through the best part of the game. Other 
worries could be level led at the lack of variety 
in gameplay - the action might prove a bit too 
samey for some. 

Sti l l ,  there's an awful lot to recommend 
here. As a platform game it's refresh ingly 
d ifferent, sharing features with many 
adventures. And if it had some of the jaw­
dropping pyrotech n ics that we a l l  know the 
SNES is capable of, th is  could have been an 
exceptional ly good looking game, too. Despite 
its flaws, SOS tackles the interactive movie 
concept better than most of the FMV-based 
attempts, and that surely says £ someth ing in itself. 

Edge rating: Seven out of ten 
And here's the problem: every few minutes the 
ship rotates around you. Gentle slopes (top) 
quickly turn into dangerous pistes (bottom) 
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Pac ifi c Stri l<e 
Format: PC 

Publisher: EA 

Developer: Origi n 

Price: £50 
Size: 9 disks 

Release: Out now 

Sean Connery (top), alias 
Commander Biggs, gives you and 
Jester (bottom) your briefing for 
another stupidly dangerous mission 

By far the most satisfying part of the game is seeing your perfectly-timed torpedo connect gracefully 
with the hull of a destroyer (all without flying into the destroyer yourself, of course) 

ith an uncharacteristic lack of hype, 
the latest Origin epic to gobble up 
acres of d i sk space, memory and 

processor power wobbles bloatedly on to the 
scene. Pacific Strike is the sequel to Strike 

Commander, set during the Second World War 
when pi lots drank 'java' and spoke of 'Tojo ' .  

Here, we join the action just a s  the 
Americans fina l ly rea l i se there's a war on 
when the Japs bomb Pearl Harbour.  Our trusty 
apple pie heroes leap into a couple of 
Wi ldcats sat on the runway and give the Japs 
what for, armed only with machine guns and a 
sickening l i ne in gung-ho. 

Thus begins a typical O rigin flight s i m ,  a 
series of missions taking out fighters, 
bombing a i rcraft carriers and cri ppl i ng the 
N i pponese menace. If you've played Strike 
Commander you know the dri l l .  Between each 
mission there's a chance to talk with your  
poorly-animated pa ls  i n  the mess h a l l ,  and it's 
here the plot, such as it is, gradual ly unfolds.  

Biggs, your  CO, briefs you on the next 
mission , wh i le talking to Squ i nts (the ace but 
burned-out pi lot with an eyesight problem) and 
Jester (your loathsomely wholesome wingman) 
sometimes earns you battle tips. 

I n  the air it's al l  you can do to stop 
goggl i ng at the gorgeously detai led texture­
mapping of the planes and carriers and 
concentrate on find ing the enemy without a 
radar. You ' re over the sea most of the time 
too ,  which doesn 't help visual ly. 

On a fast enough machine the dogfights are exhilarating,. especially when you remove the 
almost redundant cockpit. Origin has gone overboard on the plane crash sequences 

What Origin has realised at last is that 



Strike's external views are not only essential 
to the gameplay but give a bloody marvellous 
view of the carnage happening around you 

modern flight s ims are real ly r idiculously 
s imple to play. You target the enemy a m i le 
away when he's sti l l  a dot i n  the sky, loose off 
a missi le and go on to the next victim whi le 
the weapon does it work automatical ly. 

Pacific Strike, because of its time setting, 
does away with all that - it forces you to get 
into extremely close combat. You have but a 
primitive plane, a few machine guns and 
occasional ly some bombs to do the job with , 
and it turns out to be a great deal more fun .  
Strafing an a i rcraft carrier from 200 feet and 
pu l l i ng up j ust as it goes under i n  a glorious 
bitmapped explosion gets the adrenal ine 
flowing quicker than any missi le plucking a 
MiG-29 from the sky can.  

But the game isn't nearly as frustrating as 

Once you've armed the plane (top left), taking off from 
the carrier (bottom) is a simple procedure 

you m ight imagine. Given the lack of h igh-tech 
weaponry and radar equi pment, it's natural to 
expect long arduous dogfights punctuated by 
much confusion as you lose your  target. This 
doesn't happen ;  the external  views are 
excel lent for keeping track of an i ncomi ng 
fighter - which you can then rip to pieces with 
your guns surpris ingly eas i ly.  The d ifficu lty 
level ramps up,  as you 'd expect, but not nearly 
as qu ickly as it does i n  Strike Commander. 

Pacific Strike won't be as widely-trumpeted 
as its predecessor, although in some ways it's 
a better game. it's more i nvolving and 
therefore more reward i ng because you ' re 
forced into the thick of the action ,  but at the 
same time the lack of hardware to worry about 
means it's easier to play. it's an arcade game; 
rea l ly;  the mission bui lders and ' i n stant action'  
scenarios give you the abi l ity to plug and play 
without the fuss. 

Unfortunately two things count against it .  
The first is  speed - it's slower than Strike 

t est s c r e e n 

Pacific Strike also has the ob l i gatory 
S peech pack avai lab le  for it. This  
l itt l e  bund le  of fun costs £20, takes up 
anothe r  7 M b  of d i sk space and only 
p rovides speech for a few characters 
in the game. Sti l l , if you've money to 
bu rn, it's a worthwh i le addition for 
the fighti ng sections, prov id ing  
atmosphere to  an a l ready 
l usc ious ly-presented game. Anyone 
want to spec u l ate on a M ission D i sc 
and a C D- R O M  version fol lowing in a 
couple of months? 
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t e s t s c r e e n 

Bombing 
The tactics used to attack ground 
targets and sh ips vary from d ive 
bombing to g l i de-bombing and 
torpedo bombing.  D ive bombing and 
strafing are best used on g round 
targets, wh i le you're advised to save 
your torpedoes for enemy sh ipping.  

I n  case you're wonder i ng, g l i de­
bombing is j ust the same as d ive 
bombing but you come in at a l ess 
severe ang le - you approach the th ing 
you're going to destroy from about a 
20 deg ree ang le Cor  as c l ose to it as 
you can get), then release your bomb 
s l i ghtly ahead of the target at about 
2,000 feet. Then comes the tricky bit 
- pu l l  u p  fast o r  you' l l  fo l l ow the 
bomb straight i nto the target. 

In al l cases bombing and fir ing  
your mach i ne g u ns is  contro l led with 
the spacebar or  Return key. You' l l 
find you get greater accuracy if you 
use a joystick dur ing the tr ickier bomb 
runs,  though.  

Dive-bombing enemy craft (above) is a tricky 
manoeuvre. There's no guidance system to help you 
here, it's down to your judgement. Unfortunately . . .  

Commander, if that's possible. If you want to 
witness the fu l l  splendour of its texture­
mapped graphics (and if you don't you may 
just as wel l  play Tempest 2000), do not 
attempt to run Strike on anything less than a 
50M Hz DX2 with Local Bus graphics, because 
it's an agonisingly doddlesome experience 
which puts you off the game for ever. 

Secondly, there's original ity - th is is the 
l ast time Origin can get away with rewriting 
Strike Commander. There's noth ing worse 
than a string of a lmost identical games that 
use a once-impressive graph ics engine to prop 
up a paucity of gameplay - witness the 
Ultimate Play The Game series on the 
Spectrum a l l  those years ago. The possib i l ity 

... as the bomb hits the ship (top), so do you, 
down you go in a blaze of glory (middle). 
Scratch one woulcHJe hero (bottom) 

of there being a Strike Lieutenant, Arctic 
Strike, Bosnian Strike and yes, maybe even 
Desert Strike just doesn 't bear th inking about. 

But for now, Pacific Strike will do £ very n icely indeed. 

Edge rating: Eight out of ten 

Skimming aircraft carriers is a fine way to study the texture detail in the game. At the highest detail 
level with everything turned on (the sky is a real performance sapper), be prepared for much jerkiness 



CANNON 
FODDER 

WARIO LAND 
SUPER MARIO LAND 3 
- GAMEBOY 
Nintendo's bad boy, Wario, 
returns to a starring role. After 
fai l ing to take over Mario's castle 
in Super Mario Land 2, Wario 
thought of a bril l iant way to get 
his own castle without having to 
do any work. 
Wario Land has plenty of new 
moves and levels to hook any 
Mario fan . 

"One of Nintendo's best carts 
ever. Believe it. " 93% GB Action 
(Released 13 / 5 / 94) 

CANNON FODDER · PC 
Cannon Fodder is a shoot' em up 
in which you control a small squad 

of soldiers as they attempt to 
wreak havoc on the countryside. 

"Original, challenging and hugely 
satisfying . . .  " 
88% PC FORMAT 
(Released 27 I 4 I 94) 

VIRTUA RACING · 

MEGADRIVE 
Get behind the wheel of a 
330MPH Formula One using 
Sega's new h igh tech virtual 
processor technology. 

" . . . .  Virtu a Racing is an absolute 
must buy. A next generation title. "  
90% MEAN MACHINES SEGA 
(Released 20 I 4 I 94) 
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Wi ng C o m mander  
Format: 300 

Publisher: Electronic Arts 

Developer: Origin 

Price: £50 
Size: 1 CD 

Release: Out now (US) 

Supplied by: Raven Games 

081-663 6810 

Your craft comes equipped with all the necessary add-ons, like heat-seeking missiles, for example. 
Let loose a couple of these and a Dralthi fighter won't know what's hit him 

nyone who's loaded a 300 game 
game before wi l l  know the procedure: 
1.  Insert disc. 2. Marvel at beautiful 

rendered images.  3 .  Gasp at wonderfu l sound.  
4. Notice complete lack of gameplay and 
switch off i n  d isgust. Super Wing Commander 
is exactly the same - except for the last step. 

Wing Commander has enjoyed 
considerable success on a variety of formats, 
but this 300 version is without doubt the best 
of the lot. Developers O rigin could have 
chosen the easy option and simply parted the 
a l ready excel lent PC version ,  but that's not 

the i r  style.  Instead , they've isolated the 
rougher aspects - including the scal ing of the 
ingame fighters and the substandard Star 
Cruisers - and smoothed them out, whi le 
leaving the rest of the game intact. 

One part of the game that hasn't changed 
is the storyl ine. As in every other version of 
Wing Commander, you play the part of a 
rookie wingman,  enl isted to help in the 
Confederation 's  battle against the evi l  Dralth i .  
To begin with , you ' re given s imple missions ­
fly to a certain location , take out a few enemy 
fighters, and then fly back to the safety of you r  

After a brief flight, you reach 
the safety of the Tiger Claw 

Then you're ushered to the 
conference room

· 
for a briefing 

The commander describes the 
current situation. lt's bad ...  

. . .  So bad that he has to call 
upon the rookies to fly sorties 



One of your first objectives is to escort this space 
station (above). Unfortunately, within seconds of 
setting off, you're attacked (above right) 

mothers h i p ,  the Tiger Claw. But once you 've 
got a few k i l ls  to your name, things get a lot 
more interesting: sorties become more 
intricate, the atmosphere intensifies and the 
plot starts to unfold.  

As in  the PC version,  each mission is  
se lf-conta ined , with its own plot and 
conclusion , but  they're a l l  an integral part of 
the main story. Every mission you tackle -
whether you ' re victorious or not - affects the 
Confederation 's  chances of success,  and with 
72 potential missions, Super Wing 
Commander's plot has more twists and turns 
than an Alton Towers ro l lercoaster. 

To describe Super Wing Commander as 
satisfying to play would  be a grotesque 
understatement. Pursuing the enemy at close 
range, letting 'em have it right up thei r exhaust 
port with your  missi les and then watching them 
explode in a shower of twisted metal is 
disturbingly gratifying stuff. The contro ls ,  
despite their  complexity, have been 
successfu l ly crammed onto the 3DO ' s  
five-button control pad ; although t h e  2 2  
different commands seem daunting a t  first, 
after you've chased a few fleets of Dra lth i 
fighters they become second nature. 

Then there ' s  the atmosphere:  Super Wing 
Commander is  absolutely dripping with the 
stuff. Th is is largely thanks to some bri l l iantly 
rendered cut scenes (many of which don't 
appear on the PC version,  i ncidenta l ly), but the 
stirring music makes a sign ificant contribution 
as wel l .  

Origi n ' s  improvements t o  t h e  ingame 
graphics a lso help: the a l ien craft now scale 
more smoothly, are more detai led and move 

The best option is to stay close to the space 
station to protect it from attack, while your 
wingman peels off to engage the enemy 

around the screen faster than ever before -
with no evidence of slowdown . The aesthetic 
improvements to the game are most apparent 
when you face a Star Cru iser for the first time: 
not only are they now absolutely enormous, 
but they're also incred ib ly detai led and 
impressively shaded . I n  fact, the more you 
play, the more you real i se how much 
'tweaking' of the original game has been 
undertaken by Origin .  

For those o f  you unfortunate enough not to 
have played Wing Commander before, you 
should be prepared to put in  a few late nights 
to get into the game properly. But be warned : 
once Super Wing Commander gets a gri p of 
your senses, you ' l l  have to prise it off with a 
crowbar. So far, most 3DO software has been 
completely unworthy of attention;  happi ly ,  
Super Wing Commander avoids fa l l ing £ 
into the same category. 

Edge rati ng: Seven out of ten 

A holographic map is used to 
illustrate the mission 

You stand motionless as a robot 
prepares you for battle 

lt's time for man and machine to 
merge. Ready for take-off ...  

t est s c r e e n  

M issions 
There are a poss i b l e  7 2  d iffe rent 
m i ss ions in Super Wing Commander. 
As we l l  as i n c l u d i ng a l l  the o r i g i na l  
m i ssions  f r o m  t h e  p rev ious games, 
O r i g i n  have bo lted on both of the 
secret m i ss i ons upg rades to form one 
l o ng, conti nuous story.  B ut it  is  
possi b l e  to complete the game having 
u ndertaken o n l y  40 or  so m i ss i ons. 

Your progress through the game 
depends on how successfu l you are. If 
you do we l l  in a m i ss ion, you can 
l eapfrog some of the other l eve l s. If 
you perfo rm bad l y, you 're left 
batt l i ng for your l ife in the l owe r 
reaches of the game. 

Every so often you encounter an 
enemy mothership. These can 
really take some punishment 

The ship's thrusters ignite. This 
time you know it's for real .. .  
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Heaven ly Symphony 
Format: Mega CD 

Publisher: Sega 

Developer: Sega Japan 

Price: £65 ( import) 

Size: 1 disc 

Release: Out now (Jap) 

0 0 " 4 1 . 20 +28 . 00 

- - -

'"';.:�, · .... : .. ,. · d ... -. . �\-::· -� :i� Note those grey slabs to the left of the track - they'll stop you dead. Feel free to drive through as many 
cars as you like though, as Sega don't seem to have bothered checking their sprite-clipping routines 

I T .OTAL T IM E  I 0 0 " 40 . 2 7  or a whi le,  the Mega CD rea l ly looked 
as if it might at l ast prove its worth . 
After a rocky start and a sad catalogue 

of re leases (Sewer Shark, Night Trap, 
Microcosm, to name but a few), prospects for 
the system seemed to be looking up - and 
last month saw the preview of Sega' s  newest 

CD racer, Heavenly Symphony. I TOTAL T IM E  0 2 " 1 5 . 0 8  
From the in itial look of 

things many thought this 
would be a game to share 

Problem 1 - every single track is horribly flat. Even the 
flattest racing track has curves that even the most 
badly written Sbit racing game can reproduce in some 
form. This is not an advanced game ... 

some of Virtua Racing's hard­
won glory. So is it fina l ly time 
to rush out and buy a Mega 
CD? Wel l ,  not qu ite . . .  

The in it ia l  idea of 
Heavenly Symphony was to 
accurately recreate the 1993 
Formula  1 racing season in as 
many ways as possible - the 
racing takes place at several 
locations around the worl d ,  
a n d  each track has 

supposedly been 'flawlessly' recreated by 
Sega (but are there any cows next to real-l ife 
racing circu its?). 

And ,  as with just about every other racing 
game, you also get the original  drivers 
accompanying each of the tracks, complete 
with pixel ized versions of thei r  actual cars . 

Part of the game 's attempt at rea l ism 
involves subjecting you to digitised fi lm 
sequences in wh ich  various people's faces 
s l ide mysteriously around the screen. The 
faces offer you what's probably pretty sound 
advice about each race, the problem is that 
it's all in  Japanese - in th is in itial  version at 
least, so these verbal sections,  which might 
add a bri l l iant extra tactical element to the 
whole affair, are someth ing you have to do 
without. 

The tactics behind the races themselves 
are nothing new - speed up on the long 
straights and s low down for the corners (you 
can see them coming using a handy head-up 
map),  make the occasional pit-stop and try to 



The designers of Heavenly Symphony really 
have gone to great pains to recreate the tracks 
perfectly, including car parks, cows, helicopters 
and even hotels on some stages. Each car has 
been reproduced in great detail (right) - when 
they crash they don't rejoin the race, either 

win the race. That's a l l  s imple enough , and 
with decent graph ics th is game would al l  be 
fine racing fare. But, with the Mega CD,  such 
th ings can never be taken for granted. 

When the graph ics for Heavenly Symphony 
were planned, it was with d istance in mind -
pit stops involve driving up to a team of people 
that gradual ly look more and more l i ke a 
col lection of large multi-coloured squares. 

S i m i larly, when the courses were designed,  
i t  was with people who always stay on the 
track in mind - you won't notice the crash 
barriers unti l you stop dead , start spinn ing, 
look down and then notice the d ifferently 
coloured squares on the floor. 

it's here that the game starts to lose its 
pol i s h ,  despite the fact that it's one of the few 
games based around the Mega CD's  3D 
sca l i ng mode. Whi le Thunderhawk, Soul Star 
and Sonic CD have admirably demonstrated 
the machine's abi l ities in this area, here the 

Using the Mega CD's 3D scaling chip, you'd 
expect things to move along fairly smoothly. 
Some token cows do little to make ammends 

sca l i ng is crude and uncompris ingly jerky. And 
of course, those blocky closeups don't help 
things along much , either. The general rule in  
Heavenly Symphony is  that i f  i t  looks l i ke a 3D 
object you can probably drive through it (even 
other cars on some occasions) whereas, if it's 
a paving slab l aid neatly into the turf it can 
stop your  car qu ite easi ly. 

Al l  of th is points out one fatal mistake on 
Sega 's part - when they set out to create a 
repl ica of the 1993 season,  they obviously 
spent a lot of time getting the drivers, 
cond itions,  tracks and scenery exactly right. 
The ir  mistake was to throw the fruits of a l l  this 
painstaking research into such an 
unsophisticated 3D racing routine - i n  which 
the other cars don't so much travel as fl ick on 
and off, and remain seemingly stationary for 
large amounts of time on corners . 

Okay, so the Mega CD may not be as 
capable of fast perspective 3D as other, more 
recent machines,  but a l ittle bit of 
mathematics and the same methods that ran 
so many racing titles on the 8bits could have 
produced a much better game. 

The game 's ' accurate' representation of 
last year's season seems perhaps a little 
flawed as wel l .  Okay, so it's a l l  meant to be 
tota l ly correct, but if you ' re not a racing nut 
you ' l l  be left with two questions; 'why is this 
factua l  stuff interfering with my game' ,  and 
'why d idn 't they cut the video, reduce the 
scenery, and leave it on a cartridge?' 

Someth ing that's bound to stir fond 
memories in  Mega Drive owners -
remember Super Monaco Grand Prix? £ 
Edge rating: Four out of ten 

t e s t s c r e e n  1 

The many video sequences are 
accompanied by light guitar rock 
tracks and sampled sounds from Fujl 
TV's 1993 Grand Prix coverage 
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Format: CD-i 

Publisher: Ph i l i ps 

Developer: I n-house 

Price: £50 
Size: 1 CD 

Release: June 

A selection of puzzles. (From top) a 
deceptively tricky chess puzzle -
get a piece on each line to win the 
game. Next, the graveyard cake. 
Simple: just get rid of two skulls, 
two tombstones and a joining piece 
of land with each move. And, lastly, 
a simple word puzzle 

Spooky goings-on in the Stauf mansion (above) are a 
common sight. But what does it all mean? 

ome may argue that the CD-i needs a 
game l i ke The 7th Guest l i ke it needs 
a kick in  the CPU. But seeing as 

there's  a d istinct lack of qual ity titles for 
Ph i l i ps'  mach ine anyway, Tri lobyte's i nfamous 
CD explore 'em up finds itself teetering on the 
border of acceptance. 

That's not to say that The 7th Guest is  a 
great game - no cl ick-and-wait game cou ld 
ever be classed as such - but it does go 
someway to make use of the C D-i 's DV 
cartridge - and the results speak for 
themselves. U n l i ke the PC C D-ROM version,  
th is  runs i n  24bit colour at a glorious 24 
frames per second. And a more obvious bonus 
is that you won 't need a doctorate in  
programming to get the th ing up and running. 

As far as gameplay goes, it's fai rly s imple:  
you move around Stauf mansion searching 
rooms, solving puzzles and trying to find the 
reason for your  very existence. Getting around 
the mansion is  ach ieved by s imply sh ifting an 
animated cursor around the screen and then 
pressing the button.  But here's  where things 
get a l ittle frustrating - as you 'd expect with a 
C D-ROM game,  you can't move where you 
want to - only to predetermined points. And 
when you reach these predetermi ned points, 
all you ' re left with doing is solving some rather 
obscure puzzle.  

As there's  very l ittle i n  the way of 
gameplay, The 7th Guest comes across as a 
lavishly produced puzzle compendium with 
minor adventure overtones. However, in tune 

At intervals ghostly apparitions appear (above). 
Usten carefully to their conversations -
sometimes they can offer valuable information 

with most CD-i software it exercises the bra in  
and not d igital dexterity; wh ich  is just as wel l  -
the CD-i control ler  is absolutely useless at 
accurate, qu ick movements. 

Overa l l ,  CD-i 7th Guest is  more of a 
demonstration of MPEG video compression, 
than anyth ing else - the original  PC version 
came on two COs, remember. Newcomers to 
3D games wi l l  surely be knocked out by 
this version's visual appeal ,  but sadly it's just 
a case of another CD title entering the £ 
domain of the 'gamevideo' .  

Edge rating: Five out of ten 
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Wi ndjam mers 
Format: Neo-Geo 

Publisher: Data East 

Developer: I n-house 

Price: £175 
Size: 74 meg 

Release: Out now 

Supplied by: Raven Games 

Tel :  081 663 6822 

The frisbee throwing and catching bonus game (insert) is good fun. The American player has let loose 
with a Super Throw (main). There's not a lot you can do to stop it - but that doesn't stop you trying .. .  Cl old on a minute, th is can't be right. 

Windjammers is a non-violent frisbee 
throwing game with cuddly dogs in it -

this can't possibly be for the Neo-Geo. Anyway 
the box cla ims this is a 7 4 meg game; 
Windjammers doesn 't look or sound l i ke a 7 4 

From the top: power up your Super Throw when the 
frisbee's in the air. Knock the skittles down for bonus 
points. (Bottom) running around is fine, but there'll be 
times when you have to skid to catch the frisbee ... 

meg game, so it can't be for 
the Neo-Geo, can it? 

But wait, what's this? 
There's a price tag; 'one 
hundred and seventy five 
pounds' - oh dear, th is  is a 
Neo-Geo game al right. Here we 
go again with another of those 
'b ig memory, big money, big 
d i sappointment' Neo-Geo 
reviews that seem to have 
graced the pages of Edge i n  
recent months .  

A s  a concept, 
Windjammers isn't too bad . 
The idea is to score more 
points than your  opponent by 
throwing a frisbee into their 
goa l .  Of course, things aren't 

qu ite as easy as they sound.  First, the frisbee 
can be thrown at lud icrous speeds, can be 
bounced of the scenery to create angles, and 
even lobbed h igh into the air over your  head . 

Secondly, there are Super  Throws. When 
your  opponent lets loose with one of these 
curl ing, twisting super  fast throws, there's  very 
l ittle you can do to stop it reaching the goa l .  
There are also two rather smart bonus rounds:  
one throw and catch game (complete with 
cuddly dog) and a skittles game. 

So, as a concept, Windjammers is  fine. it's 
p layable,  fun - especia l ly against another 
human opponent - and action packed.  But as 
an overal l  package, it's let down by three 
major factors. Number one, it's far to easy to 
complete in one player mode. Two, the rounds 
don't last long enough . And number  three, 
there ' s  nothing particu larly outstanding about 
it; Windjammers could be done just as wel l  on 
a S N ES or Mega Drive - and at this £ price, you 'd  expect more then that. . .  

Edge rati ng: Five o ut of ten 
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-LOW I S  .A SMALL SEUCTI()N 
OF OUR .-ca•s 

P4:7 £65 e MOONWALKER £75 e TERRORFORCE £50 e 
ROBOCOP II £65 e CHOPLIFI'ER £45 e DOUBLE DRAGON 2 £50 
e SFII £125 e TURTLES £70 e WWF £75 e WONDERBOY m £75 " e TYPHOON £80 e BLADE MASTER £150 e 

MISSING lN ACTION £35 e CRIME CITY £50 e VIOLENCE FIGHr II £70 e E-SWAT £50 e 
VIMMANA £50 e SPACE JNVADERS 9t £120 e 

SUPER ST.REETFIGHTER 1I £550 e GUNFRONTIER £140 e MAGIC 
SWORD £115 e GHOULS 'N' GHOSTS£95 e LEGEND-10MNA £95 

e SNOW BROTHERS £70 e 
WILLOW £85 e ROBOCOP £65 

SAE FOR FULL LIST 

1� 
USA SCART MACHINE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £299.99 
SPARE PADS . . . . . .  , . . . . . . . . . . . . . . . . . .  ., . . . . . . . . . . . . . . . . . . . . . . . . .  £24.99 
RAIDEN . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £54.99 
�����A:i:AXY::::::::: ::to :: :: : : : : :: : :: : : : :: : :: : : ::��!:� 
TEMPEST 2000 .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £54.99 
CHEQUERED FLAG II . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  CALL 
ALIEN V PREDATOR . . . . . . . . . . . . . . . . . .  . ,  . . . . . . . . . . . . . . . . .  CALL 
ei;.UB DRIVE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . � . . . . . . . . . . . . . . . . . . . . . .  CALL 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £479.99 
S€A;RT BOX . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  � . . . . . . . . . .  £74.99 
SPARE J>ADS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £39.99 
ANOTHER W0RLD . . . . . . . . . . . . . . . . . . . . . . . . .  £54,.99 
300 DEMO GAMES DISK (NEW) .£14.99 
TWISTED . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . £49.99 

INCREPIBLE MACHINE . . . . . . . . . . . . . . . . . . . . . . . . . . .  £49.99 
JURASSIC PARK . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £54.99 
SUPER WING COMMANDER . . . . . . . . . . . . . . . . . .  £44.99 
JOHN MADDEN FOOTBALL . . . . . . . . . . . . . . . . .  ,.£39.99 
MEGA RACE . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  CALL 
LASER GUN . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . _  . .  CALL 
SP�CE SHUITLE . . . . . . . . . . . . . . . . . . . . . . . .  : . . . . . . . . . . . . . . . .  CALL 
STAR CONTROL II . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  CALL 
WHO SHOT JONNY ROCK . . . . . . . . . . . . . . . . . . . . . . .  CALL 
MICROCOSM . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  CALL 

SAl FOR FULL. LIST 
IUASE RING FOit LAftST IAPANISE RELEASES e NEO GEO 

NEO GEO VIDEO - SHOWS EVERY GAME . . .  £4.99 
P&P . . . . . . . . . . . . . . . . . . . . . .  £1.50 

ART OF FIGHTING Il . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ... . . . .  £174.99 
FIGHTING HISTORY II . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £174.99 
WIND JAMMERS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £164.99 
SIDE KICK SOCCER II . . . . . . . . . . . . .. . . . . . . . .  , . . . . . . . . . . . . . . .  CALL 
POWER SPIKES II . . . . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  , . . .  CALL 
TOP HUNTER . . .  ; . .  , . . . . . . . . . . . . . . . . . . • . . . . . . . . . . . . . . . . . . . . . . . . . . .  CALL 

SAE FOR FULL LIST 

IlB MEGADRIVE 
MORTAL KOMBAT CD . . . . NOW IN STOCK 

PLEASE RING FOR LATEST R.a,EASIS 
SAl FOR FULL UST 

PC ENGINE COLOUR BOOSTER CABLFS . .£24.99 
PC El\WGINE JAPANESE MAGAZINES .. . . .  £7.50 
PLEASE RING FOR ALL lHE LATEST RELEASES 
NeW SYSTEM CARDS NOW IN STOCK 

SAJ FOR FULL UST 
.. ALSO STOCK 

OPENING HOURS: MONDAY-SATURDAY 10�00AM-5.30PM WEDNESDAY.10.00AM-1.00PM 

P&P GAMES £1.50 NEO GAMES £3. WE ARE NOT JUST A MAlt ORDER COMPANY - COME AND SEE US AT mE 
ABOVE ADDRESS AND SEE ALL THE MACHINES ON DISPLAY. 

SA.E . .FOR FULL PRICE LIST. PLEASE MAKE CHEQUES AND P.0. 'S TO: :RAVEN G.flMES 

ABOVE PRIGES ARE MML ORDER ONLY. SHOP PRICES MAY VARY. 

S1UIT FIGHIIR U (.lAP) SNE5 • £35• SUPER BOMBER MAN (.lAP) • £39- FAMILY 11NNIS • £39 MACROSS • £39 1URIU TOURNAMENI' FIGtiiiRS • £39 
§J.!DJE<CIIAIL§ PC IElDlgilDle Street lFliglhlter ][][ CHAMPJION IEDJITION £401 

GAMES TO COME 
Wind Jammer, Top Hunter, 

World Heroes, Jet 

Street Fighter 2 (SCE) . . . . . . . . . . . £49.99 
Eternal Champions . . . . . . . . . . . . . . . £41 .99 
Sonic (CD) . . . . . . . . . . . . . . . . . . . . . . . . . . . . £39.99 
Ecco (CD) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . £31 . 99 
Cool Spot . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £39.99 
Jurassic Park . . . . . . . . . . . . . . . . . . . . . . . . .  £39. 99 
'N.BA Jam . . . . . . . . . . . . . . . . . . . . . . . . . . .  £49.99 
Mega CD IV Road Avenger£245.00 
Mega Drive 1 1/Sonic 2 . . . . . . . .  .£1 05.50 

at�O@Iat 
Flashback . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .£26.99 
Wolfchild . . . . . . . . . . . . . . . . . . . . . . . . . . . . .£16.99 
Chaos Engine . . . . . . . . . . . . . . . . . . . . . . . £22.99 
Zool 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £26.99 
Wonder Dog . . . . . . . . . . . . . . . . . . . . . . . .  £18.99 
Dennis . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £22.99 
Street Fighter 2 . . . . . . . . . . . . . . . . . . . . .  £1 7. 99 
Elite 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £26.99 
Cool Spot . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  £25.99 
Bubba & Stix . . . . . . . . . . . . . . . . . . . . . . . .  £22.99 

Cheques and Postal Orders 
made payable to: 
The Games Palace 

5 Saughton Mains Drive 
Edlnbla'9h EH1 1 3PH 

£1 P+P Each item 







Title Naw Used 
AlADI)t.l 39.99 32.00 
AlfNS II 19.99 17.00 
1laNC f!Lt.NR 24.99 18.00 
BARE KNXKl.E 11 (S1REETS a RAGE) 44.99 
BlOCK OUT 19.99 
8U8SY (SI'ECIAl. OFFER) 24.99 19.00 
BUllS V BlAZERS 24.00 22.00 
CASTlfVANIA 39.95 
COO. SPOT 29.00 20.00 
COI.UVNi 24.99 18.00 
DESERT STRIKE 29.99 18.00 
DRAGONS RJRY 19.99 17.00 
DR ROBOlNI<S 34.99 26.00 
IXJNE I 44.99 
ECCO (SPECIAL OFFER) 29.99 19.00 
EIERNAI. OiM'.PIONS 44.99 36.00 
Et.ro a.uB SCXCER 19.99 15.00 
FFA NT 37.99 29.00 
F1 RACI'lG 37.99 28.00 
flirAI. FU!Y  29.99 22.00 
RASH8ACK (SI'ECIAl. OFFER) 32.99 28.00 
GlJ'.ISrAR I-EROES (SI'ECIAI. CfFER) 29.99 22.00 
GEN:RAI. OIAOS 34.99 25.00 
GRAND SIAM 1ENNIS 19.99 16.00 
J/l.MES POND Ill 34.99 25.00 
J,M;If SlRI<E 34.99 28.00 
.AJRASSk: Fl&oRK (SI'ECIAl. OFFER) 29.99 25.00 
lfi.IMNGS 24.99 1 8.00 
lf1HAI. EN'ORCER 52.99 44.00 
lOSfVI<NG 42.99 
l01US 1UUIO OIAli£NGE 19.99 18.00 
LORJS 1UUIO I 32.99 26.00 
M/JW.CYS �#GC FOOlBAU 44.99 
� 24.99 18.00 NO.O MAOHS (SI'ECIAI. OFFER) 25.99 20.00 

'11' 1'1•••• C•ll 8efore 

Tltla Naw 
MORTAl. K<:lNMT 39.99 
MUTANT l.EAGl£ F001BAU. 24.99 
f.il.1tW.iMN) All 29.99 
NBAJ/l.M 39.99 
NHIPA '93 24.99 
NHIPA '94 36.99 
PGA II Ga.f 29.99 
PGA EUROPEAN Ga.f 34.99 
PHANTASY STAR Ill 44.99 
POPULOUS II 32.99 
RANGER X (SPECIAL OffER) 24.99 
ROCKET KNIGHT />DV 32.99 
ROI.O TO RESCUE 19.99 
RO/>D RASH 11 27.99 
RYAN GIGGS SCX:CER 33.99 
SENSIBLE SOCCER (SPECIAL CfFER) 29.99 
SKIT CHI\! 41.99 
SHINING IN lHE DARKNESS 42.99 
SIDE POCKET 32.99 
SONIC Ill 44.99 
SONIC 11 (SPECIAL OFFER) 19.99 
SONICSPINBAI.l 34.99 
SPEEDBAil ll 19.99 
STAR WARS 49.99 
SlREETFIGHTER n (SP£CIAI. OFFER) 39.00 
SlREETS OF RAGE HI 43.99 
SUBlERRANIA 42.99 
SWORD OF VERMilJON 32.99 
TENNIS All STARS 33.99 
VIRTUA RACING (FREE COI'MRlERj 69.99 
WORlD OF IU.USION 24.99 
WWF ROYAL RUMBlE (SI'ECIAl. OFFER) 32.99 
X#CN (SPECIAL= 24.99 ��& � 15.00 �& � . �CAW 
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Youna British Inventor 
of new electronic product, 

seeks joint venturers to finance 

development and promotion 

of invention in The United States. 

This work is being done by 
an American based 

innovation company. 

£3,950 needed 

A 'New Product Report' has already 

been drawn up in Washington D.C. 
(Available to view in London) 

T e l :  0 8 1  4 7 1  7 3 9 3  
A s k  f o r  G r a h a m  H u g h e s 

The Village 
Newcastle-under-Lyme 

Staffs STS 1 QB 
Telephone: (0782) 7 1 2759 

Fax: (0782) 7 1 4379 
Who are Console Concepts? We are a company that specialises in video games 

imports. We w- one of the first companies to import the PC Engine, 

followed by the Sega Megadrive ( 12 months before its release in the 

SALIS HOrLINI 
078.2 7 1 2759 

Console Concepts, Ma il  Order a nd 
shop have been establ ished since 
1 988. Approximately 55,000 orders 
have been processed. Our second 
s h op h a s  now opened in  
Hanrey Market Arcade (0782 2071 5 1 )  

and Super Famicom. We have been selling by mail order since 1988 and 

are guaranteed fost and efficient service. I 'fUJIAfl not give us a try - you may be surprised. .JI\. Jf'Jf 11, 
IN STOCK ATARI 64 BIT JAGUAR PC ENGINEITURBO GRAFX 

PC Engine handheld and Carry Case £ 1 80 
Turbo Duo +5 Games (Scart) £325 

comes complete with colour booster 

Colour Booster £20 
Arcade Card £80 
Art of Fighting CALL 

Samurai Showdown CALL 

Strider CALL 

IIU 
SIGA MIGADRIVI 

Virtual Racing CALL 
Shadow Run CALL 
Streets of Rage I l l  CALL 
Kick Off I l l  CALL 

l:t?llllll(e]lll FX Tr!NES/FAMICO�LL 

SNES 
Vortex CALL 
Muscle Bomber CALL 
FIFA Soccer CALL 

r - - - - - - -1  
P + P  

RECORDED DEUVERY £2 I NEXT DAY DEUVERY £5 I We also Stock Lynx Game Gear, MD CD 

L Rom, Marly FM Towns - - - - - -

S u p e r g u n  D e l u xe (As seen in C+VG) 
i n c l u d e s 2 x 6 B u tton P a d s  £ 2 0 0  
P C B s  c a l l  f o r  T i t l e s  
3 D O  3 2  B i t  C o n s o l e  £ 4 7 5  
S p a re C o n t ro l l e r s  £ 3 9  
M o n s t e r  M a n o r  £ 4 9  
T h e  H o r d e  £ 4 9  
Tw i s ted £49 
U l tra m a n  C A L L  
O u t  of  t h i s  Wo r l d  C A L L  
I ro n  M a n  I N  STOC K 
J u ra s s i c  P a r k  I N  STOC K 

LOADS MORE IN STOCK CALL FOR DETAILS � N e o  Geo C o n s o l e +  p a d d e d c a r ry � c a s e  £ 3 0 0  
K a r n o v 's Reve n g e  C A L L  
To p H u n t e r  C A L L  
S i d e k i c k  S o c c e r  1 1  C A L L  
W i n d J a m m e rs £ 1 6 5 
Wo r l d  H e roes J e t  C A L L  

Tel Hotline (3 lines} -=--l·J 0782 7 1 2759 



Back issues of Edge cost £5 each 
(postage and packing are free). Or 
you could save yourself some money 
and get two for £8. 

And for a £6 one-off payment, 
you can insure your precious copies 

of Edge against unforeseen hazards, with the durable and 
protective (not to say classy) Edge sl ipcase. 

To order back issues or a slipcase, fi l l  in the form 
below and send it, together with a postal order or cheque 
(made payable to Future Publishing), to: 
Edge Back Issues, Future Publishing, Somerton, 
Somerset TA l l  7BR. 

Back issues cou pon EDGB007 

P lease send me the fo l l owing issues of Edge (t ick  as req u i red) .  I i nc l ude payment 

at £5 .00  per issue or £8.00 for two. 

D Issue one D Issue two D Issue three 

D Issue four D Issue five D Issue six 

D Issue seven D Issue eight D Issue nine 

P lease send me D Edge s l i pcase(s)  at £6.00 each .  

Name __________________________________________ _ 

Address ______________________________________ __ 

Postcode ------------------------------------ ---------------

• 

1ssues 
Edge is the undisputed source of 

videogam e  enlightenm ent. Each 

issue is gorged with essential  

inform ation that you can't afford to 

ignore . So wise up: if you've 

missed an issue, get it sorted 

Edge 1: 3DO revealed/The making of Microcosm/Playing 
games in Dolby Sunound Sound Edge 2: First look at 
Atari's Jaguar/The truth about CD-ROM/Sex and violence 
in videogames Edge 3: First 3DO game reviewed/What 
exactly is virtual reality? /The Supergun home coin-op 
system Edge 4: First Jaguar review /Bullfrog and Cryo 
exposed/NEC's classic PC Engine Edge 5: First tech specs 
for Sega•s Saturn and Sony's PS.X/Atari's Jaguar 
unleashed/The selling of videogames Edge 6: 3D graphics: 
Edge explores another dimension/The FMV story I Ridge 
Racer coin-op previewed Edge 7: LaserActive: Mega Drive 
gameplay with LaserDisc visuals? flaking the lid off the PC 
Edge 8: Commodore's CD32: too little, too soon? /Leader of 
the Pac: inside Namco Edge 9: Taos: the operating system 
that could change the way we play gamesjYu Suzuki: 
Sega•s coin-op king talks to Edge/Global Domination: the 
new giants of the interactive entertainment industry 
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Mega Race PC CD-RO M Sim City 2000 PC Frontier: Elite 11 CD32 Super SFII Turbo Arcade 
Ground Zero Texas Mega CD FIFA International Soccer Mega Drive NBA Jam SN ES 

The very l atest c harts fro m  ac ross t h e  e nt i re wo r l d  o f  v i d eogam i n g  

M e ga D rive S N E S P C  U S :  all formats 

1 FIFA International Soccer 1 N BA Jam 1 Sim City 2000 1 N BA Jam 

Electronic Arts (£45) Acclaim (£60) Maxis/Mindscape (£40) Acclaim (Genesis) 

2 Sonic The Hedgehog 3 Sega (£60) 2 Sensi b le  Soccer 2 F-14 F leet Defender 2 N BA Showdown 

3 PGA European Tour Renegade/Sony (£45) Microprose (£45) Electronic Arts (Genesis) 

Electronic Arts (£40) 3 S i m  C ity Nintendo (£40) 3 U ltima V I I I  3 World Series Baseba l l  

4 N BA J am Arena Entertainment (£50) 4 S uper Mario l<art Electronic Arts (£50) Sega (Genesis) 

5 Aladdin Sega (£50) Nintendo (£40) 4 P remier M anager 4 l<en G riffy Jr .  Basebal l 

6 Sensib le Soccer 5 M ario A l l  Stars Nintendo (£50) Gremlin Graphics (£35) Nintendo (S N ESJ 

Renegade!Sony (£40) 6 A l addin Capcom (£50) 5 U FO :  E nemy U n kown 5 N BA Jam Acclaim (Game Gear) 

7 Zoo i/James Pond 3 7 Battletoads In Battleman iacs Microprose (£45) 6 N BA Basketbal l  Sega (Genesis) 
Telstar Fun & Games (£45) Nintendo (£40) 6 Beneath A Steel S ky Virgin (£35) 7 Wario Land 

8 M icro M ach ines 8 V i rtual Soccer Virgin (£50) 7 M icrosoft F l ight S i m u l ator V.5 Nintendo (Game Boy) 

Code Masters (£35) 9 Zelda I l l :  A Link To The Past Microsoft (£40) 8 N BA Jam Acclaim (SN ESJ 

9 X-Men Sega (£40) Nintendo (£40) 8 F rontier: E l ite 2 Gametek (£40) 9 Star Trek:  The N ext Generation 

10 M o rtal l<ombat 10 Rock 'n' Ro l l  Racing 9 E l der Scro l ls US Gold (£46) Sega (Genesis) 

Arena Entertainment (£50) Interplay (£50) 10 M onkey Is l and 10 F I FA Soccer EA (Genesis) 

l< ixx ( £ 1 7 )  

Amiga C D32 M e ga C D  P C  C D-RO M Arcad e :  d e dicate d  

1 Frontier: Elite 2 1 Ground Zero Texas 1 Mega Race 1 Ridge Racer 

Gametek (£40) Sony Imagesoft (£50) Mindscape (£40) Namco 

2 The Chaos Engine 2 WW F :  Rage In The Cage 2 Rebel Assault US Gold (£46) 2 S uzuka 8 H ou rs I I  

Renegade!Mindscape (£30) Arena Entertainment (£50) 3 Day Of The Tentacl e  Namco 

3 Li beration Mindscape (£35) 3 N ight Trap Sega (£50) US Gold (£46) 3 Out Runners Sega 

4 Sensib le Soccer 92/93 4 N H L PA H ockey 1994 4 Seventh G uest/Dune 4 Lethal Enforcers l<onami 
Renegade/Mindscape (£25) Electronic Arts (£45) Telstar Fun & Games (£50) 5 Title F ight Sega 

5 Brutal Footbal l  Millennium (£30) 5 Lethal Enforcers 5 CD Chal lenge Pack 

6 M icrocosm Psygnosis (£45) l<onami (£55) Mindscape (£40) 
7 A l ien Breed S peciai/Qwak 6 Thunderhawk 6 Ravenloft US Gold (£46) 

Team 1 7  (£25) Core Design (£45) 7 Battle Is le 2 

8 Project X / f1 7  Chal lenge 7 Son ic C D  Sega (£45) Blue Byte (£50) 
Team 1 7  (£25) 8 Ecco 8 G abriel  l<n ight 

9 Disposable H ero Sega (£45) Sierra Online (£45) 
Gremlin Graphics (£30) 9 Time Gal  Sega (£40) 9 Dracu l a  U n l eashed 

10 N ick Faldo's Champi onsh ip Go lf  1 0  M icrocosm Mindscape (£50) Ridge Racer is still holding at 
number one, but Daytona GP 

Grandslam (£35) Sony!Psygnosis (£50) 10 I ron H e l i x  Microprose (£40) could well topple it next month 

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



E d g e  readers' m o st wante d 

Which item of videogames hardware or software - real or 

vaporous - would you most l ike to get your hands on? Write and 

tel l  Edge your greatest desires at: Edge M ost Wanted, Edge,  

Future Publ ishing,  30 M o nmouth Street, Bath, Avon BA1 2 BW. 

1 Alone In The Dark 3 (PC) 

Alone In The Dark 2 (above) was brilliant, but the third polygon 
adventure looks like being even better, edging aside Dayfona and 
Ridge Racer to become this month's most eagerly awaited title 

Arcade:  PCBs 
1 Super Street Fighter II Turbo 

Capcom 

2 N ebu l us Ray 

Namco 

3 U lti mate Tennis Nova 

4 World Cup '94 

Tecmo 

5 Sorcer Stri ker 

Raizing 

6 Super Street Fighter I I  

Capcom 

7 G rand Striker 

Human Go. 

8 Metamorphic Force 

l<onami 

9 N ostradamus 

Face Go. Ltd 

10 Raiden I I  Seibu 

SRI (top) Is still invincible, the 
excellent Nebulus Ray flies 
straight In at number two 
(middle), and Ultimate Tennis 

• • • • • • • • • • • • • • • • • • • • • • • • • • • • • hangs on at number three 

2 Daytona (Saturn) 

Last month's numero uno, Sega's 
smart texture-mapped polygon 
racer, Daytona GP, drops a place 

4 Legend (Sony PS-XJ 

3 R idge Racer (Sony PS-XJ 

The Ridge Racer craze shows no 
sign of abating. This is the first of 
two P5-X games this month 

5 Doom (Jaguar) 

Last month's shots have stirred up The gore-ious Doom is set to 
a lot of interest in Legend - yet appear on the Jaguar in the near 
another texture-mapped P5-X title future. Many of you can't wait 

Japan: all formats 
1 Final Fantasy VI 

Square Soft (SFC) 

2 Super Pyo Pyo 

Banpresto (SFCJ 

3 Derby Sta l l ion 2 

Ascii (SFCJ 

4 Sai lor  M oon R 

Angel (SFCJ 

5 S uper Metro id 

Nintendo (SFCJ 

6 M usc le Bomber 

Capcom (S N ESJ 

7 Fatal Fury 2 

Hudson Soft (PCE CDJ 

8 Dragon Bal l Z 3 

Bandi (SFCJ 

9 V i rtua Racing 

Sega (Mega Drive) 

10 F i re Emb lem 

Nintendo (SFCJ 

Final Fantasy VI (top) remains at 
number one, while Super l'yo l'yo 
(middle) re-enters at number two 
and Nlntendo's excellent Super 
Metroid debuts at five 

'­
c: 
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I Meeting the 
1 Technical Needs I 

of the Interactive 1 
I Video Games 1 
I Industry 
I 

PRODUCT DEVELOPMrnNT I 
DIRECTOR 

LONDON £60K PACKAGE I I COMMERCIAL DEVELOPMrnNT 
DIRECTOR I 

I LONDON £50K PACKAGE 
SOFIWARE DEVELOPMrnNT I DIRECTOR I LONDON 30K PACKAGE 

PRODUCERS 

I LONDONIMIDLANDS/NORTII 
GRAPIDC ARTISTS 

NORTH I Silicon Graphics Experience 
PROGRAMMERS 

I SOUTH 
Multi Media Experience - PC/Mac 

c2SK 
I 

c20K I 
I 

c22K 
I 

I PROGRAMMERS 
ALL AREAS clSK I 
PC/MadSNES I TECHNICAL SUPPORf I 

I 
LONDON c14K 

We welcome the opportunity of receiving I 
applications for future positions. 

I All details are treated in the strictest confidence 1 
For more details call the Technical 

Department, Answers Ltd, Anderson House, 

I 50 Bridge Street, Northampton NNJ lPA 1 
Tel: 0604 603249, Fax: 0604 36961 

Specialist Recruitment Consultants for the Leisure Software 
Industry 

Zodiac Pursuit is currently working for some of the worlds' leading 
leisure software publishers. We have hundreds of positions 

avai lable in most cities throughout the United Kingdom. 

Our clients are currently developing games for a wide range of 
formats, including: 1 6  and 32 bit consoles, CD's, PCs, Amigas plus 

some exciting next generation RISC based machines. 

PrograiDIDers to £3 7K 
(80x86, 68000, 658 1 6, ARM ,  Z80, 6502 o r  C/C++) 

Graphic Artists to £24K 
(3D work, animation or  sprite based work) 

Producers to £ 34K 
(High Profile companies) 

For more details, contact us in complete confidence 

on (0924) 254467 

or send your CV to: 

Marie Harris, Zodiac Pursuit, 16 Colleen Road, Durkar, 

Waketield, West Yorkshire WF4 3PX 

Must hove a pu_blishtKI. 
name. (Three dlfte�rent 

Senior Producer Large in tel'i:r,!at1c:mo 
£25·£30k company. cv...,.cru:�nl".:lrl 

West London producers to�r:na rlaQ1:!me1nt 

Producer Large software 
£ �n in a phase of .... ..., ,.�"'"'"'..., .... " .. 
LonCion seeks producers .  

contact Justin Hill  i n  connple�f�,c:o 
on 071 -636 6944 

CV to GamesPeople Recruitment 
36 �n_g�m Street 
LONDON W l N 5RH 
071 -636 6944 
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ENTE RTA I N M E NT 
Video Game Artists, Designers and Programmers 

Iguana Entertainment is a 

leading international developer 

in the video game industry, 

currently working on platforms 

such as Super NES , MegaDrive, 

Saturn, Jaguar and 3DO. We are 

experiencing rapid growth and 

have immediate openings for: 

Artists: Successful 

candidates will be experienced 

in computer based graphics and 

animations, familiar with 

DPaint, 3D Studio and paper art 
and must be able to draw 

backgrounds, foregrounds and 

sprite-based graphics. Original 

art and design background is 

preferred. 

Designers : Seeking highly 

creative candidates with 

programming or art background 

in the video game industry. 

Experience in designing video 

games, preferably on console 

platforms, is required. Must be a 

motivated team player who can 

turn abstract ideas into graphic 

images and creative game 

designs. 

Programmers: Must be 

fluent in 68000, 658 1 6/ 6502, 
80 x 86. Knowledge of C or 3D 

graphic programming is a plus. 

Successful candidates will be 

motivated self-starters and able 

to work alone as well as take 

direction. Here is a chance to put 

that degree in maths or computer 

science and your passion for 

video games to work for you. 

Our recent titles include Aero the Acro-Bat and NBA Jam for various platforms. We are currently staffing up for more hiogh profile projects with top publishers. We offer 

an excellent compensation and benefits package, an exciting and challenging work environment, committed and dedicated teams, and a proven track record. 

Send your C. V. along with work samples and salary history in strictest confidence to: Iguana Entertainment Ltd., Personnel Dept. TE, Church House, 

Grange Road, Middlesbrough, Cleveland TSl 2LR, or call Darren Falcus on 0642 213633 

v i r t u a l  r e a l i t y 
P R O G R A M M E R S 

Are you seeking a role where you are encouraged to combine your 
programming skills with creativity and imagination in a leading 
edge technology environment? Virtuality Entertainment Ltd have 
the answer! VEL are world leaders in virtual reality entertain· 
ment, their revolutionary VIRTUALITY® systems providing the 
premier fully immersive VR solution. With an ever increasing 
portfolio of International clients, VEL is poised for significant 
growth and is seeking to recruit several talented software 
engineers for its entertainment software division. 

The Virtual Reality World depicts real time 3D computer graphic 
characters and environments. Virtuality Entertainment Ltd pro· 
duces fully integrated entertainment solutions in a wide area of 
environments ranging from advertising to public space 
entertainment, including theme parks, edutainment, and research. 
By adding state of the art computer science techniques, such as 
artificial intelligence, the company's software engineers can bring 
life to their 3D computer animated characters. 

Your skills will include extensive experience of C programming in 
a PC DOS environment, and comprehension of 3D computer graph· 
ics. Knowledge of (++ and/ or low-level assembler would be 
beneficial. We are especially interested in those applicants with 
software games experience. 

There are unrivalled opportunities to work at the forefront of the 
"New Media" era where Hollywood meets Silicon Valley. 
Personal excellence and commitment will be rewarded with a com· 
petitive salary package plus bonuses and benefits. 

This could be the right career move for you. Please send your lull 
CV to: 

The Software Administrator 
Virtuality Entertainment Ltd 
3 Oswin Road 
Brailsford Industrial Park 
Leicester LE3 l_HR 



LEISURE SOFTWARE MANAGEMENT & DEVELOPMENT OPPORTUNITIES 

TECHNICAL CONSULTANT 
Senior C Prog required by pioneer 
in  interactive technology/TY themes. 
CD ROM, FMV, MPEG beneficial. IE3) 
CONSOLE PROGRAMMERS 
SNES, GENESIS, CD. Highly rated 
development house seek industry's best. IE4) 
QUALITY ASSURANCE MANAGER 
Manage a team of games testers, 
co-ordinate standards/objectives. IE27) 
GRAPHIC ARTIST 
3D Studio, logos, Animations. 
24 Bit beneficial, eg TIPS, QFX, LUMINA. IE5) 
TECHNICAL AUTHOR 
Design and write manuals for leading edge dev. tools. IE6) 
PROGRAMMERS 
CD32, CD ROM, C, Assembler plus Next Generation. IE7) 
PC PROGRAMMERS 
leading eo require C for top fl ight game. IE9) 
GRAPHIC ARTISTS 
1 I l lustrator a�d 1 Animator. 
Urgent 2D work. High profile eo. lE 1 1 ) 
FREELANCERS 
PC work, artists and progs. lE 1 2) 

to £26k + Bonus 

c£25k + Royalties 

c£25k 

to £22k + Bonus 

to £20k 

to £ 1 9k + Profit Share 

to £ 1 6k + Bonus 

£Neg 

£Stage + Lump Sum 

SENIOR PRODUCER 
Heading up European division, 
candidate requires vision and "hands on" exp of top line products. 
Superb opportunity. (E20) 
PRODUCER 

r�:��:i������� �:��� bH1)9ressive 

CREATIVE MANAGER 
Head up Graphic Design team. High profile role, leading eo. (E23) 
PRODUCT MANAGER 
New venture, CD ROM skills advantageous. (E24) 
PROGRAMMERS 
30, Assembler and C. 
ASSISTANT PRODUCER 
High profile support role. International subsidiary eo. (E26) 
GRAPHIC ARTISTS 
SGI, ALIAS, Softlmage (E28) 
SG GRAPHIC ARTISTS 
New team, international eo. Softlmage beneficial (E34) 
PROGRAMMERS 
Well established eo., Jaguar, SNES, COs. (E29) 
MEGA CD PROGRAMMER 
Sports Game (E40) 
PC PROGRAMMERS 
C, C++, Windows required for adventure games. (E32) 
3DO PROGRAMMER 
C, Assembler (pref ARM). (E33) 
MUSICIAN 
With programming skills. (E35) 
ARTISTS 
High profile eo., 30 work, animation. (E3 1 )  
GRAPHIC DESIGNERS 
DPaint , 30 Studio, 30 Modelling. (E36) 
PROGRAMMERS 
Leading ea., RISC, 30, 32 BIT, all new development team. (E37) 
PC PROGRAMMER 
8086 Racing Game conversion. (E39) 

to £40k 

to £35k 

to £35k 

to £27k 

to £25k + Bonus 

to £25k 

to £22k + Benefits 

to £22k 

to £20k + Bonus & P/Share 

to £20k + P/Share 

to £ 1 9k + Bonus 

c£ 1 8k + Bonus 

£15·£18k + Benefits 

£ 12-£20k + Benefits 

£ 1 1 -£ 1 6k + P/Share 

£Highly competitive 

£Neg 

Many of these requirements are urgent. Experienced in house games personnel and freelancers always needed for a range of 
opportunities across all formats throughout the UK from programmer to director level. 

DON'T DELAY, SEND A CV TO STEPHEN LLOYD DAVIES AT; AARDVARK SWIFT LTD. (Games Division), 75-77 STATION STREET, 
SWINTON, SOUTH YORKSHIRE S64 SPZ TEL: (0709) 571441, FAX (0709) 586527 

All applications will be treated in the strictest confidence. 



- - -

G R A P H I C S  D E V E L O P M E N T  

LE ISURE COMPANY NORTH WEST 
Our client i s  the UK's leading company i n  a niche form o f  entertainment. The company has earned a reputation for quality, 
reliability and innovation. This has been achieved by investing heavily in technology and by the use of leading edge 
development tools. They are now looking to widen the appeal of their products and with this in mind are looking to recruit 
two crucial members of staff whose creative efforts will bring added entertainment value to the next generation of products. 

PROGRAMMER £ 1 8k + usual co bens 
We are looking for an experienced programmer aged 20 
plus. Candidates will be able to work to tight schedules, 
communicate well and able . tq demonstrate sound 
analytical and problem solving skills. 

S�table candidates will match the following proiile:­
* Possess 68000 and 6502 skills 

* Possess a knowledge of C 
Ideally have experience of the games or other closely 

related industry. 

GRAPHIC ARTIST £24k + usual co bens 
We are looking for an experienced graphic artist aged 23 
plus who already has a successful game design in his/her 
portfolio. The ideal candidate will be creative, a good 
communicator and able to work on his/her own initiative. 

Suitable candidates will :-
* Be well experienced graphic artists 

* Possess good Apple Mac experience 

* Ideally have experience of the games or other closely 

related industry. 

D A T A s c o P E 
R E C R U I T M E N T  

FAX: 07 1 580 6068 

36 Langham Street, London W l N  SRH 

f MALIBU INTERA CTIVE UK 
V 

M a l i b u  I n teractive is the creator of 
best-se l l i n g  ga mes ( Batman Retu rns C D ,  

Eva n d e r  H o l yf ie ld "Real  D e a l "  Boxi n g ,  
Battlecars,  J o e  M o n ta n a  N F L  Footb a l l  C D ) .  

M a l i bu I n te ractive i s  a d iv is ion of M a l i b u  C o m i c s ,  
creator of the best-s e l l i n g  U LT RAV E R S E  co m i c s .  

M a l i bu I n te ractive i s  exp a n d i n g  t h e  U K  d ivis ion . W e  
h ave offices i n  Derby a n d  Warr ington a n d  req u i re 

exper ienced a n d  ded icated people to work on a l l  t h e  
popular  consoles a n d  u pcom i n g  32 a n d  64 bit  tec h n o logy. 

Good s a l a ry, exce l lent  b e n efits.  R oya lt ies ,  stock opt ions 
ava i la b l e .  C reatively cha l l e n g i n g  environment .  P rivate 

offices.  Poss i b l e  fut u re re location to our C a l ifo rn i a  office .  

For m o re deta i l s ,  contact u s  i n  · 

com plete confid ence o n :  0925 243 8 5 7  
o r  send your  CV to : 

Ste p h e n  Wa h i d  
M a l i b u  I ntera ct ive 

U n i t  G 1 5 
Wa rri ngton B u s i ness Park 

Long L a n e ,  Wa rri ngton ,  WA2 8TX.  

M A U B U  C O M I C S  nA. U L T R AV E R S E  m a n d  P R I M E r"' a r e  trademark 
a n d  copynght © 1 993 M a l i b u  Com1cs Entertain m e n t , I ne A ! l  R i g h t s  Reserved 

MAL I B U  I N T E RACTIVE m a n d  MALIBU C O M I C S nA are d i v i s i o n s  of M a l i b u  C omics E nterta i n m e nt, J n c  
A r t w o r k  by Norm Breyfogle 

C4"�" 
--- � J;  __ _ 

I N F O G R A M E S  
Due to a major expansion i n  our sales force and 1 6-Bit/32-Bit 

Console Development, l nfogrames is looking for the fol lowing:-

EXPERIENCED SALES PROFESSIONAL 
* Worki ng knowledge of PC & CD-ROM Software, Console 

Games and Peripherals 

* Thorough knowledge of Distribution and Retai l  with i n  the 
Computer Games Industry 

* Salary and Position accord ing to Experience 

* * * Contact Sixte Denuelle on 071 ·738-81 99 * * * 

EXPERIENCED CONSOLE DEVELOPMENT TEAMS 
IMAGINATIVE AN D ORIGINAL GAME DESIGN ERS 

EXPERIENCED G RAPHIC ARTISTS AND ANIMATORS 

Please submit CVs and references to:-

Xavier Schon 
lnfogrames ltd 

1 4  Smedley Street 
Clapham 

0 

London SW4 6PF 



o Pixels Inc. 

Animators 
Computer Artists/Trainee Artists 

Programmers 68000/8086/C 

Required to work on 
Multimedia/computer games and 

entertainment projects 

Send a CV and/ or samples of your 
work to the following address : 

F.T.A. Shaun Don 
Product Development Manager 

Pixels Inc, 
Unit 1 04,  Stirling Enterprise Park, 

John Player Building, Stirling FK7 7RP 

D ev e l o p ment 
M an ag er 

Following three years of strong growth, the UK 's leading 
independent computer games company are seeking to make a 
key addition to our management team. 

Based in London's Dockland and working in conjunction with our 
Product Manager, you will be responsible for the control and 
planning of our development effort. Your primary duties will 
involve planning for new technologies, licencee relations, product 
aquisition, developer relations and department planning. 

You will be either already involved in product development, or 
possibly in an associated area such as media. What is more 
important is that you have a good, broad-based understanding of 
technology, strong communication and interpersonal skills and a 
vision of the software required in the late 1 990's. 

Salary and conditions are commensurate with the seniority of 
this appointment. 

In the first instance, please send your c.v. with salary details to 
Dept. El at the address below. 

Cl M ETRO POLITAN W H A RF • WAPPIN G  WA LL • LONDON El 9SS 

P R O G R A M M E R S T O  £ 4 0 K  
LON DON A N D  LOS ANGELES 

Teque London ltd a n d  Accent Media Productions are establ ished developers o f  h i g h  qual ity computer enterta inment products o n  a wide 
variety of platforms. As part of our conti nued expansion we are seeki ng to recruit programmers to work in our London and Los Angeles 
offices on the latest hardware platforms Uaguar, Sega CD, Mac CD, IBM CD-ROM, Ph i l ips CDI ,  Sony PSX etc) . 

CD PROGRAMMERS. 
Los Angeles. I ndustry professionals with a m in imum of two years commercia l  experience, a number of publ ished titles (CD, cartridge 
or floppy} and excel lent knowledge of CD based platforms .  F luent in assembly programm ing and with a worki ng knowledge of C/C++ .  
Graduates are particularly i nvited to apply. Sa lary to £40K. 

ASSEMBLY LANGUAGE PROGRAMMERS. 
London. Good assembly language ski l l s  (680 x 0, 80 x 86, ARM etc) . Severa l years programming experience, a lthough commercia l  
experie�ce is not essentia l ,  i f  you can dem·onstrate your potentia l .  You wi l l  have a demo of your work on d isk. Salary dependent on 
qual ifications a nd experience. · 

C/C++ PROGRAMMERS 
London. Good C/C++ ski l l s  preferably gai ned at Un iversity on the PC or Apple Mac .  Games programming experience is not 
essentia l ,  i f  you know your subject i nside out. Salary dependent on qual ifications and experience 

ORIGINAL GAMES 
If you - have written a good orig ina l  game, we wou ld l i ke to see it . 
P lea se send demo d isks to the .address below. 

For further information conta ct T ony love or  Ba rry C ostas o n  08 1 293 0283, 
FAX us on 08 1 293 0263, or E-Ma i l  us on 1 00044,702@compuserve.com. 
Alternatively sen d  us you r  CV a nd demo d isks to 

Tequ e  London ltd, 24a Nelson Road ,  Greenwich,  London SE l 0 9J B .  
A l l  enqu i ries w i l l  b e  treated i n  t h e  strictest confidence.  
I nterviews wi l l  be he ld i n i ti a l ly in  London .  



An 
aud ience 

with 

Jeff 
• 

Edge s h a re s  a s p l i ff w ith J eff M i nte r 

a m a n  d e e p l y  i n  l ove with  s h ee p ,  

go ats , l l a m as a n d  .J agu a rs . . .  

ew people who've had a 
computer over the last I 0 

years can have fai led to 
notice jeff Minter. His 
games are very original. 
As is his taste in beasts -

which includes goats, sheep, camels and 
llamas. His appearance is shaggy - and he's 
the one man who, if told he is acting the 
goat, wi l l  take it as a compliment. 

Jeff has carved a little niche for h imself 
in games h istory, being the inventor of the 
camel shoot 'em up, the light synthesiser 
and numerous exotic game sub-systems, 
which have alternately delighted and baffled 
the public for the last 1 2  years. 

After a period of success with his label 
Llamasoft, Jeff vanished for a while, and 
passed his time skiing in France and writing 
games for the doomed Konix game system. 
At Llamasoft's lowest ebb he wrote a 
groundbreaking shareware game cal led 



L/amatron, based on Eugene Evans' classic 
Will iams game, Robotron, which swept the 
board and became the most popular 
shareware game ever. 

This dug Llamasoft out of a big hole, 
and enabled Jeff to take stock and firm up 
his already tight relationship with Atari -
for whom he now develops games and 
sub-systems for the Atari Jaguar. In  fact 
he's currently working on a light 
synthesiser for the Jag's CD-ROM unit, 

Edge So, how did you get into coding 
originally? 
Jeff Originally? When I was at sixth form 
col lege in about 1 979 they had a 
Commodore PET. I just wandered into the 
room and there was some guy playing th is 
very simple driving game. I asked the guy, 
'Where did you get that game?' and he said 
'I typed it in . '  

So I went off to the l ibrary, borrowed 
a big book on BASIC, came in early the · 

i n t e rv i e w 

Edge You've got something of a reputation 
for new control systems. Did being totally 
original ever backfire on you?  
jeff I always tried to do new stuff, and in  
fact sometimes I got a b it  slagged off for 
being too new. I remember doing Mama 

Llama and Jul ian Rignall gave me a right 
slagging for it because he didn't l ike the 
control method. You didn't have any 
bul lets - you had that inertial droid. it took 
a while getting used to it, but it was quite a 

' I  always tried to do new stuff, and in fact, sometimes I got a bit 
slagged off for being too new ... ' 

with his spin-off business, Virtual Light 
Company, whose usual task is to go to rave 
gigs and concerts to set up their industrial 
strength light synths. 

Jeff lives in a remote valley in Wales, 
and divides his time between there and 
Sunnyvale, California (where Atari are 
based). He also has a little place in France 
from where he skis. 

His conversation is peppered with 
sheep references, l ike his house, which has 
toys, posters, pictures and models of 
sheep, goats, l lamas and camels - plus 
mementos from his trips to Peru. 

Jeff has a 486 PC Tower, an Atari TT 
with Jaguar development system, and 
various other computers and systems. 
There's also about four or five arcade 
machines dotted about, with his two sheep, 
cal led Molly ('has her charms but she's not 
Flossie') and Flossie {'the prettiest sheep in 
the world') rambling around them. 

next day - and that was it, they got me. I 
loved it, fell hook l ine and sinker for it. I 
stuck with BASIC for about three months, 
and soon ran out of horsepower, so I 
learned 6502. On an 8K Commodore PET? 
But a bloody good grounding - if you can 
code on that you can code on anyth ing! 
Edge What was you r  first Llamasoft game? 
jeff Andes Attack on the Vie 20. We were 
amazed because we duplicated copies of 
this game and we went to a computer 
show. We sold them for a tenner a shot ­
and we sold out on the first day! 

At that time all the UK coders were 
getting away with murder, they were 
writing really crap stuff that was all written 
in BASIC - and I'd been writing in code for 
a few years, and people were just amazed! 
That game did quite well in the States, and 
then I wrote Gridrunner which also did 
quite wel l  in the States and earned me a 
nice little pi le of money. 

'Game design is over-simplified now ... Look at a modern arcade shoot 'em up, you just scroll 
through a rigidly defined playfield . . .  everything's on rails. lt's just a regression.' 

good game when you were used to it. 
He totally trashed it in ZZAP 64 -

toasted it, in fact. That really spoiled my 
chances with the distributors, because they 
were taking quite a lot of notice of that 
magazine at the time. So it didn't really get 
out there as much as the other games. I 
was mo/to pissed off about that. 

Game design is so over-simplified 
now. You look at a game like Defender or 
Star Gate, you've not only got a joystick 
controller you've got normal control of 
thrust and stuff l ike that, and with 
acceleration you have to learn to fly the 
ship. Whereas you look at a modern 
arcade shoot 'em up, you push the joystick 
up/down, left/right, and you're scroll ing 
through a rigidly defined playfield where 
everything appears at the same time -
everything's on rails. lt's just a regression. 
Edge Do you see this changing or will it 
get worse? 
Jeff I l ike the idea that with these new 
systems - th is 64bit stuff - where you can 
build 3D worlds, people aren't going to put 
up with stuff running on rails. I think it 
happened because Sega and Nintendo stuff 
is aimed at younger people, who don't 
want complexity in their games. But I think 
it makes a game a lot more interesting. 

I remember Virus getting slagged off 
and that was just the best game ever. And 
yeah, sure it took about two or three days 
to learn how to fly the ship, and it took a 
couple of weeks before you could hand le 
yourself in a dogfight, but when you could 
the feeling was just ace. To move into a 
cloud of mutants spirall ing around you and 
just kick butt. That would make a lovely 
game on the Jaguar actually, Gouraud 
shading and texture maps . . .  
Edge You mentioned David Braben's Virus, 

so who's coding do you admire? 
jeff Loads of guys. Braben of course, Tony 
Crowther, Andy Braybrook. Obviously Jez 
San is really good, he does some really 
wicked 3D stuff. There's some people in 
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the States too, there's a guy cal led Rob 
Zdibble who worked for Atari for a long 
time. He's actually working on the 64bit 
version of Star Raiders! I cannot wait! 
Edge All the old solitary coders are now in  
programming teams it seems. Wi l l  you 
always work alone or will you create a 
team one day? 
Jeff That was an option when Llamasoft 
was doing really well - we could easily have 
turned into a software empire. We had the 
reputation, we had the money, we could 
easily have started getting people in  to do 
coding. But I never wanted to do that - I 
wanted Llamasoft to be for my output. 
Now obviously I have to work with graphic 
artists and musicians. 

That works if you've got a good 
rapport with the team, if you can actually 
put across your ideas, the stuff that you 
want. With Atari, they l ike the fact that 
they can give me something to do, and I 
run off with it and do it on my own . . .  and 
probably do something different to what 
they thought of! 

That happened with Tempest, for 
example. lt is sti l l  possible for an individual 
to work in this industry, even if we do have 
to work with teams. On the next project 
after the light synth rll be doing a 
CD-ROM product and coming up with the 
more psychedelic stuff. I l ike the idea of 
getting a reputation as a psychedelic 
programmer. 
Edge You could have 'psychedelicist' on 
you r  business card . . .  
jeff O r  perhaps 'Psychedil iac'. O r  should 
that be 'Psychedel i-yak'! 
Edge So you do get 'project management' 
from Atari, but do you get the feel ing they 
trust your instincts? 
jeff Yes. The guy who is my director, John 
Skruch, is a really excellent dude. He 
handles me really wel l ,  given he's got to 
take care of someone l ike me in a 
commercial environment. He knows how 
to ask me to do things without laying the 
pressure on too much. And he knows if 
they really need something I ' l l  stay up late 

'On the next project after the light synth 
I'll be doing a CD-ROM product and 
coming up with more psychedelic stuff.' 

Jaguar, and as soon as I saw it it was 
immediate lust. I wanted to take it into my 
life. I l ike that rush you get from a new bit 
of technology coming out. 

The other reason I love the Jaguar is 
it's so easy to program. If you've 
programmed an ST or an Amiga you can go 
onto the Jaguar straight away. lt's all laid 
out logically, you don't have to write in  any 
arcane DSP language that looks l ike Martian 
- all Ls and Ks and Qs. lt  actually looks a 
lot l ike 68000 and it makes sense. lt just 
happens to go damn fast as well !  
Edge How about the light synth? Did you 
invent it or did you get the idea from 
somewhere else? 
jeff My earliest inspiration was being I I 
years old, laying in a dark room, and 
l istening to Pink Floyd's Dark Side Of The 

Moon. I just used to l ie there and let my 

And you know when you daydream in 
a boring class about being in a rock group -
well I'd have those daydreams, but they'd 
always involve big screens, lights and 
lighting effects. I never had any idea of 
producing it, I just assumed one day 
somebody would make a machine l ike this 
and I'd be able to buy one, and I 'd play it in 
the same way people play a guitar. 

lt was years later when I was 
programming the C64 that it all happened -
I was out running and this algorithm just 
popped into my head. lt was the basic 
flow/delay l ine algorithm that you see there 
on the Jaguar, the basic Trip-A-Tron effect, 
and I came back and coded it up. lt was the 
only point that I thought I might have 
discovered something new, as opposed to 
re-engineering somebody else's stuff. 

People are trying to do the same kind 
of stuff, but from what I 've seen they're sti l l  
so amazingly primitive, they sti l l  think 
colour cycling is a pretty neat idea. I can't 
however claim it's a completely original 
idea, because there have been people down 
the years who've tried colou r  organs, and 
things - for almost I 00 years I think. 

After I'd started coding the first light 
synth, I found a book by John Whitney, the 
guy who invented the slit scan effect at the 
end of 200 I :  A Space Odyssey. Well he 
wrote a manual for writing a light 
synthesiser. lt was done when you couldn't 
do a lot of stuff in real-time - he had Pascal 
programs which would plot out these 
things in non-real time. He was saying 
there how different harmonies, different 
phases could correspond with notes on a 
musical scale, and how the results would 
be very pleasing. 

So I don't think I can claim it all as 
original, but I had it in my mind before I 
saw anyone else doing any work l ike that. 
But lt's been six, seven years since I 
released any new light synth stuff. To be 
able to put a version out in the home 
domain . . .  it's going to surprise people. 

Play an audio CD on the Jaguar and 
the screen's going to do that! I can crash 

'My earliest inspiration was being 11 years old, laying in a dark room, 
and l istening to Pink Floyd's Dark Side of The Moon . . .  ' 

and pul l  the stops out. 
He's doing his job very well in that 

he's keeping me sweet, but I bet there's 
times he wishes he could handle me l ike a 
normal programmer. 'Do this and do it 
now.' But, you know, respect to him 
because he doesn't. 
Edge Are you led by hardware? 
jeff I was certainly well turned on by the 

weird kiddy's imagination run off. 
The second stage of the evolution was 

a party I was invited to when I was 1 4. 
Somewhere on the slope to drunken 
oblivion, I noticed these disco lights . . .  you 
know those little traffic light things that 
sort of pulse vaguely in time to the music. I 
remember thinking to myself that there 
must be a better way of doing it than that. 

my cleaning lady with this stuff. She comes 
in here and if I've got something good on 
there she'l l  just stop and stand there, slack 
jaw, standing sti l l  for about five minutes. 
Edge So you've found a bug in you r  
cleaning lady? 
jeff Well ,  not so much a bug as a sl ight 
susceptibil ity. £0 
Edge Ahh . . .  Well, thanks Jeff. CIE 
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Send your questions to Q&A, Edge, 

30 Monmouth Street, Bath, Avon BA1 2 BW 

Edge p rov ides s i m p l e  answers to you r  quest ions  
about the com p l ex wo r ld  of v ideogames 

I was very interested i n  
your article in issue 8 o n  
the Mars project from 

Sega, but I have some questions. 
I .  How powerful will Mars. be? 
You talked of increased polygon 
handling. The Mega Drive can 
handle 4,?00 polygons/second; 
how many can Mars candle? 
2. Mars includes two Hitachi SH2 
chips. Do these run at the same 
speed as the Saturn's? 
3. Any details of which 
developers have signed up for 
the development kits? 
4. With the Saturn on the way, 
do you think it's worth buying 
the upgrade, and do you think 
retai lers wil l  welcome a unit 
which wil l  soon be overtaken by 
the Saturn? 

· 5. You say Sega hav.e promised 

versions of Virtua Racing and 
Virtua Fighters for Mars, but how 
close a conversion are they? Are 
we talking arcade perfect? 
6. Mars includes improved sound 
chips. Are these the same sound 
chips found in the Saturn? 
7. Will Mars improve the Mega 
Drive's screen resolution? 
8. Will a UK Mega Drive with 
the Mars add-on still have large 
borders and run 1 7.5% slower? 
9. Will any games be packaged 
with the Mars system? 

M ichael O'Shaugnessy, 
Tamworth 

I .  Actually, the standard 
Mega Drive can handle 
nowhere near 4,500 

polygons every second - it needs 
the SVP chip to manage that 

Saga's Mars upgrade should give the Mega Drive near a�de-standard 
Vlrtua Racing performance. (See letter from Mlchael O'Shaugnessy) 

number. Mars, or Mega 32, is still 
under wraps, and there are 
therefore no specific details on 
polygon handling. Expect some 
powerful kit, but remember that 
this is a stop-gap system for 
Europe and the US - Japan is still 
pressing ahead with Saturn. 
2. The latest rumour is that 
Saturn will include two Hitachi 
SH3 chips, which are more 
powerful than Mars' twin SH2s. 
3.  Many UK companies are 
receiving development kits for 
Mars - the Mega Drive's strength 
in the States and Europe means 
that Sega are pushing this format 
as heavily as Saturn. Although 
there is less commitment to it in 
Japan, as it will not be released 
over there, top developers Gau 
and Treasure are known to be 
working on projects. 
4. lt all depends on the power of 
Saturn and its technological 
superiority to the Mars 
hardware. lt's very unlikely that 
Mars wi ll be more powerful than 
Saturn; it might be more 
powerful than Saturn's original 
proposed specification, but, as 
reported previously, Saturn has 
been specced up to close the gap 
between it and Sony's PS-X. 
5. The arcade games have a 
much higher screen resolution, 
giving more detailed and far 
more impressive graphics. But 
hopefully, Mars' speed wil l  make 
up for its deficiencies. 
6. No, Saturn has better sound. 
7. See 5. 
8. Probably, yes. 
9. Most l ikely. Virtua Fighters 
would be a prime candidate. 

I own an Amiga 1 200 
and I've heard that 
Commodore have 

shelved their CD add-on drive 
for the 1 200. I am therefore 
thinking of buying a CD32. I use 
my computer mainly for flight 
simulations, and I am eagerly 
awaiting the release of Ocean's 
TFX and Inferno games. TFX looks 
amazing on a 486 3 3MHz PC, but 
will it look as fast or as smooth 
on the CD32? I've been told it 
wil l  not. If this is the case, would 
I be able to fit an accelerator 
board with extra Fast RAM into 
the CD32's expansion slot, and 
would it make a worthwhile 
difference in terms of speed? Or 
can the CD32 simply not 
compete with the PC for games 
of this type? If an accelerator is 
worthwhile, please could you 

advise me on the type of 
accelerator to buy in terms of 
speed and price. By the way, 
your magazine is great. 

Gary Clulow, 
Cumbria 

The CD drive has not 
been shelved; it will be 
out later this year. 

Technically, there's no reason 
why the CD32 couldn't have an 
A 1 200-type accelerator board 
fitted. An accelerator would 
bring the machine's performance 
closer to what's possible on a 
fast PC, and polygon games 
would certainly benefit. 
However, from a development 

CD32 Inferno is unlikely to be 
as fast as Its PC predecessor 

perspective it would be 
problematic - getting widespread 
support for upgraded hardware 
is never easy. Extra Fast RAM 
might be included on one of the 
proposed thirdparty expansion 
boards, but again, who's going to 
take advantage of it if it isn't 
adopted as standard? 

I .  You say that the UK 
Jaguar is slightly slower 
than the US one because 

it has to print more lines 
onscreen. Does this mean that it 
has a higher resolution? 
2. What connections should be 
used to get the best output, both 
audio and visual ? 
3. Will the UK CD-ROM drive 
be compatible with a US 
machine? If not, will UK CDs be 
compatible with a US CD drive 
like the carts? 

Andrew Cooke, 
Wokingham 

I .  Yes, sl ightly, but the 
UK Jaguar is slower 
because, like all UK 

consoles, it's been configured to 
run at 50Hz instead of 60Hz (to 
match the PAL TV standard). 
Fortunately, Atari's licensees are 
encouraged to optimise PAL 
games: by programming UK 
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better - the PC is notoriously 
slow at coping with sprite-based 
games. Remember SF/I? 
7. A couple of months. 

I have some questions 
on the Sony PS-X, as I 
am interested in buying 

one as soon as it hits the shelves 
in the UK. 
I .  Will the system have a l ink 
option for multiplayer games? 
2. How will the software be 
priced, eg Ridge Racer? 
3. Is there a set price for the 
Sony PS-X? 
4. When will it be released? 

Souped up CD32: will an accelerator card ever be available for the 
CD32's expansion port? (See letter from Gary Clulow) 

5. Will there be a special games 
pack released with this machine? 
6. Do you have any idea what 
other software is on its way? 

games to run faster, the 1 7% 
speed difference can be 
compensated for. However, a 
fullscreen PAL display (more 
l ines than NTSC) often means a 
slight trade-off in speed. For 
example, Cybermorph runs 3-4% 
slower than on a US machine. 
2. S-VHS provides good output, 
but RGB SCART picture will 
always provide a better picture. 
3. CDs should be compatible and 
will probably work just like 
cartridges - that is, they will be 
programmed to detect both 
NTSC and PAL systems. 

I .  How many pixels can 
the Commodore con 
handle per second? 

2. How many polygons can the 
con handle per second? 
3. Can good conversions of 
games l ike SF/I be done on con? 
4. What is best, con or 3 DO? 
5.  Can the con do 3D 
rendering and bitmapping l ike 
other machines? 
6. Is Rise Of The Robots on con 
as good as the PC version? 
7. When will Guardian (Sibwing) 
be coming out on CD32? 

Ben Goodson, 
Surrey 

I .  lt varies. For instance, 
while the machine might 
be able to chuck around 

4 mill ion black-and-white pixels 
every second, it would only be 
able to manage something like 
2-3,000 pixels with texture­
mapped 256-colour graphics. 
2. Without being pushed, the 
con can move about I ,000 
polygons a second ( I  Ox I 0 pixel 
triangles). This means about I 00 

a frame for a frame rate of I Ofps. 
3. Yes, with good programming 
(and the Amiga has no shortage 
of decent coders) it should be 
possible to create good sprite­
based games l ike SF//. The con•s 
sprite handl ing is superior to the 
A500's, although it can't offer the 
sheer number of sprites that 
machines l ike the SNES and Mega 
Drive can. 
4. Technically, 3 DO wipes the 
floor with con in most areas, 
although Panasonic's machine 
suffers from a rather slow CD 
drive. Software is the key issue, 
obviously: so far we've seen little 
on con that can match titles 
l ike Road Rash, Crash 'n' Burn, 
Total Eclipse and John Madden. 
5. lt can handle rendered 
graphics, but the actual rendering 
of ingame images takes place 
during development using PCs or 
Silicon Graphics machines. 
6. lt has the potential to be far 

Kevin Archibald, 
Scotland 

I .  Japanese licensees 
have hinted that 
multiplayer games are 

going to be a big part of PS-X. 
Perhaps we'll see a l ink-up or 
splitscreen version of Ridge Racer. 
2. Cheaper than current console 
software, certainly. In a recent 
interview, Sony Computer 
Entertainment boss Akira Sato 
said that software would come in 
at around ¥5-7000 (£30-40). 
3. No, but rumour has it that the 
PS-X will be priced very 
competitively. The figure being 
touted by some Japanese pundits 
is ¥30,000 (£200), but Sony are 
giving nothing away except that it 
will be 'less than ¥50,000'. 
4. November in Japan; 
September '95 in the UK and US. 
5. Possibly, but the Japanese tend 
to let consumers choose their 
own games. 

This parallax tunnel sequence from Super Stardust shows what a bit of 
decent coding can produce on the CD32• (See letter from Ben Goodson) 

6. Apart from Street Fighter 11 
from Capcom, Ridge Racer from 
Namco, and Legend and Spring 
Man (a 3D platform game) from 
Sony, nothing's been announced. 
But rest assured, it will all 
become clear soon. 

I .  I've heard that the 
Atari Jaguar can run 
most games as well as a 

DX2 PC, but could it handle a 
game like, say, TFX? 
2. Is it possible that TFX will 
come out on Jaguar? 
3. Will the CD-ROM include the 
MPEG chip for FMV? 
4. How much RAM does the 
Jaguar have? 
5. Is  the Jaguar more powerful 
than the con? 
6. About the 3 00: I can buy an 
import machine now, but will 
this run UK games later or will I 
need an adaptor? 

Roy Bell, 
London 

I .  TFX would probably 
work wonderfully on the 
Jaguar because it doesn't 

rely on texture mapping. Flat 
shaded polygons are the Jaguar's 
forte, and there's no reason why 
the performance of a DX2 
couldn't be matched. 
2. Ocean have no plans, but they 
would be well advised to 
consider it - as well as DID's 
other game, Inferno. 
3. No, CinePak software FMV is 
used, but the results are better 
than the 3DO's CinePak demos. 
4. Two megabytes ( 1 6  megabits). 
5. Yes. 
6. 3DO will not suffer from 
compatibil ity problems between 
countries. However, when native 
UK PAL games, whose display is 
made up of 625 l ines, are run on 
an NTSC system (525 l ines), part 
of the picture will £ inevitably be missing. 

Q A 
You  can re ly  on Edge  to c ut 

t h rou g h  the  tec h n o babb l e and 

g i ve you  strai g ht answe rs .  

Write to : Q&A, Edge , 30 

M o n m o ut h  Street, Bath , A v o n  

BAl  2 B W, You  can t a x  u s  on  

0225 338236, or e-mai l us v ia  

future@c ix . c o m p  u I i n l< .c o  .u l< .  

with a s u bject l ine 'ATTN : 

Jason B r o o l<es' . So rry , b ut we 

cannot answer any q u est i o n s  

personal ly, e ither  over  the  

p h o n e  o r  by  p o st .  
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