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Racing [owards
the millennium:

Psygnosis powers
up Wipeout 2097

Is5ue thirty-three

From derided 16bit pioneers to acclaimed creators of intelligent interactive entertainment,
Liverpool powerhouse Psygnosis has emerged as one of the UK’s leading softcos. Edge reveals the

latest titles (including Wipeout 2) and interrogates the designers riding the next generation wave
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The nineties have arguably seen a decline in the
originality of most UK software development. In the
mid eighties. a wealth of home computing formats
provided the foundations for imaginative and often
risky development. Concepts that. however badly
presented visually. still represented new strains of
videogaming - titles that didn't fit cosily into existing
genres or sub-genres. In recent years. however, the
UK software trade’s creative freedom has suffered at
the hands of its own increasing dependence
upon Japanese console development.
Just as Sega and Nintendo's
L 6bit machines stifled
creativity (how many
western developers
unsuccessfully tried to
conceive their own
Marios and Sonics?)
the development of
32bit games is
already showing
signs of turning into
a process of
formulation rather
than innovation.
Part of this problem
is technical. As console
developers strive to build
beautiful 3D worlds in just
two megabytes of memory. many
are adhering too strongly to coin-op-style
blueprints. And now that publishers are eyeing a
global marketplace. game design is suffering as
concepts are moulded to appease the lowest
common denominator of consumer taste.
Consequently. many developers are now seizing
the PC market with great vigour so that creative
ambition can flourish. unfettered by the strategies of
console manufacturers. This month’'s look at
Psygnosis shows how the company that led the UK
charge on Sony's superconsole is also embracing the
PC in an attempt to recapture some of the ingenuity
that made UK videogames development amongst
the most respected in the world.

The Fulture is almost Nere...

gnler (e Future of Interactive
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QuickDraw 3D RAVE (top), Crash Bandicoot (above)

€ntertainment-On Line

Welcome to E-On, the worlds first on-line PC entertainment channel.

Photography: Jude Edginton

Photography: Martin Burton
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Full report of the ECTS « Nintendo's covert colour handheld
More graphics cards arrive « Nintendo 64 prepares for launch
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As network options become integrated with all modern software,
Edge looks at the main contenders for providing online gaming

I8 Goming 63581

Games developers are all so obsessed with graphicals they
don't cater for the massmarket, says Chris Crawford

2l  Profile

This month in the hall of fame — Adeline boss, Frederic Raynal,
Warp chief, Kenji Eno, and graphics supremo, Jim Bowers

26 An Audisacs with

Dave Perry, founder of Shiny Entertainment, spills the beans
about Windows, the PC, and the future of videogaming

30 T1echvisw

As 3D accelerators confirm their place in the graphics market,
Apple tries to stop the PC rot with QuickDraw 3D RAVE

32 Prescreen

Nights, Mario 64 and Crash Bandicoot — the next wave in
videogaming, or just derivative 16bit games, with flash visuals?

04 Backissues

B8 T1estscreen

After what seems like months of lacklustre releases, the PS has
something to be proud of — Resident Evil and Tekken 2

16  Muitimeols

In a new section, Edge provides an eclectic mix of all things
encompassed by the term ‘interactive entertainment’
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Capcom releases Star Gladiators, a budget, PlayStation-based
rival to Sega's Virtua Fighter 2. Plus, a selection of shoot 'em ups

84 Retrovisw

CBS's ColecoVision was heralded as the first arcade-perfect
videogames console, but time hasn't been kind to the machine
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Another selection of state-of-the-art computer-generated imagery,
including Toy Story, Panzer Dragoon Zwei and Wipeout 2097
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44 Inleraclive Magic

Under the guidance of ‘Wild Bill' Stealey, Interactive Magic has
become the epitome of strategy games and sims. But now the
company is taking 3D under its wing

a0 Gompany Focus

A few years ago, Alias|Wavefront was unheard of in mainstream
CGl. But thanks to a little help from Silicon Graphics, the
company is becomlng the Ieadlng I|ght in 3D renderlng

Psygn05|s isa company that learned the videogame business the
hard way — through a handful of technically brilliant, but flawed
titles. Now, though, the Wipeout creators are on top of the world
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Full report from the Spring ECTS/page 6 * Nintendo confirms rumours over a 32bit colour handheld
console/page 9 * A new 3D graphics accelerator card emerges, hailed as ‘the best one yet'/page 10 *
Intel release an update to the Pentium chip/page 13 © Nintendo release N64 launch details/page 14

Ihe lalest news from [he world of interactive entertainment

ECTS losing vital =<
e SPring in its Step?

shunned by key
players and reveals

few exclusives

Play Station.

UNDER ESTIMA
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Once again Sony commanded a huge presence at the Spring ECTS. One
game was, however, a little too big for even Olympia to contain (right)

olitely termed. ‘a bit disappointing’
ﬂ by one industry pundit, this year's

Spring ECTS, which took place
between May 13 and 15 at London's
Olympia exhibition centre, may well be the
last. Although some interesting products
were on show. the closure will not come as a
great surprise to many attendees.

In terms of attracting quality exhibitors,
the event no doubt suffered due to its
proximity to E* - a very likely key factor in
software companies’ decision to shut up
shop and concentrate on the Autumn event.
Many developers were obviously saving their
newest stuff for America, with several top
names staying away entirely. Others chose to
ECTS TV (above left), which televised interviews with industry pundits, shun the main exhibition building and -
proved a crowd draw, as did Gem's tacky fashion show (above right)
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Nichimen Graphics had a rather small and scruffy stall where its

Y

showed a beat ‘em up demo running across the PS, Saturn and N64

Sega turns
to Sony

A company partially owned
by Sega will begin to
produce games for the
PlayStation this year.
Segasoft, in which Sega of
America — makers of the
Saturn — owns a 40%
equity, has stated, ‘it's not
really that strange... we
have other partners and an
independent board."

The big Sega titles will

not be converted, however,

so don't expect VF2 to turn
up on Sony's machine.

- instead took up small suites at the Hilton

hotel next door.

Of the exhibitors, Sony had the largest
presence (surprise. surprise) with a ‘stand’
taking up one whole wall of Olympia's
gallery section. Despite the size, there was
little of interest and very few unkown games
on display. most space being taken up by
the entire PlayStation software back
catalogue, all of which was available to play.
Tekken 2 was easily the biggest crowd draw
with Toshinden 2 coming in a not
particularly close second. Also present as
previews were Motor Toon GP2 - the surreal
cartoon graphics and impossibly contorted
curcuits provided a slightly more inspiring
demo than the other games on display -
Myst. Adidas Power Sports Soccer. Jumping
Flash 2 and a couple of US sports sims -
NFL Game Drive and NHL Face Off.

As for betas, Neon's potentially excellent
Tunnel B1 was on show,
unfortunately let down by a
very limited demo. The
Micro Machines-inspired
Super Sonic Racers,
designed by Mindscape.
looked reasonably
promising, as did Fun Soft's
Burning Road. with large
cars and an arcade-style
look clearly influenced by
Daytona and Rad Mobile.

Namco's section of the
Sony stand was, excluding
Tekken 2, particularly
disappointing. Ridge Racer
Revolution was forced to
share space with a
decidedly dodgy-looking
Galaxian® (the onrails 3D
shoot 'em up) and an
equally unpromising tennis
sim. Super Smash Tennis.

The Museum Piece titles were also
presented, but only on video - which was
probably a good thing - playable demos of
Gaplus or Galaga would no doubt have been
swamped by ageing managing directors
harping on about ‘classic gameplay'.

Sony's biggest title, Crash Bandicoot (see

presentation, but was shown off behind
closed doors. The product will be officially
unveiled at E.

GT Interactive turned Olympia’s Henley
suite into a dark and sweaty medieval
dungeon where the highlight was a playable
Quake demo (not particularly progressed
from the demo released over the net last
month) running on six networked PCs. Also
on show were playable demos of
Scavenger's underwater shoot ‘em up.
Amok (PC version), as featured in E28).,
first-person shoot 'em ups Heretic and
Hexen. and isometric shoot ‘em up,
Mayhem (see page 38).

So as not to be known for just shoot
‘em ups. GT was also displaying Random
Games' Vikings, a strategy conquest title
for the PC where players get to rape and
pillage across ninth century Europe.
Furthermore, Ultimate Mortal Kombat 3
for the Saturn was present featuring new
characters. new moves and new
backgrounds. but with gameplay still as
derivative as ever.

Tekken 2 (top) attracted hundreds of
amers. The Philips stand (above) was
inspired chaos. Motor Toon GP2 (right)

Microprose once again went for a Star
Trek TNG theme with authentic starfleet
officers wandering around promoting Star
Trek Generations (PC, PlayStation). Based.
of course, on the movie of the same name,
Generations looks very similar to
Microprose's last Star Trek title (a Monkey
Island-style point-and-click game with flash

:}L‘ile::;::c:“‘:ﬂcrs page 37). a polygon Super Mario 64-esque graphics) with some Doom-esque first-
(top). Quake was the 3D platformer, was not put on general person sections thrown in for good measure.
biggest titie on show
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What is it?
This famous toy is starring in
a new range of PC games
including the promisingly-
titled Fashion Designer and
the thoroughly enticing
Makeover Magic.
Disappointingly, the products
are being aimed at the girls'
multimedia market

55
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It 1s...

Barbie, that famous
inspiration for Pamela
Anderson’s plastic surgeon,
allegedly. Mattel excitedly
refers to the girl's multimedia
market as ‘untapped’,
although ‘nonexistent’ or
‘financially suicidal' would
probably be better terms

w

The interesting-looking and beautifully
presented Citizens (a god game where the
player must keep the inhabitants of a small
town happy and content) was given much
less prominence. as was the generally well-
received racer. Track Attack. PlayStation
versions of Gunship. Transport Tycoon
and Top Gun were also presented as
playable demos.

Time Warner demonstrated a fair range
of future releases. including MIA. a Vietnam-
based PC flight sim/shoot ‘em up, and
Pitball. a violent futuristic sports sim for the
PlayStation. It will be interesting to see how
Pitball (based on Basketball. but with
punching and kicking) fairs against Sony's
more traditional. but absolutely marvellous.
Total NBA.

Importantly, the Bitmap Brothers' long.
long. long awaited Z was on show in
playable form. The much delayed Command
and Conquerstyle military strategy shoot ‘em
up still looks like it will be great fun.. if it's
ever released.

For most exhibitors, the Spring ECTS was
more of a chance to show off recent top
titles and demos of games that have been
expected for ages. rather than exclusively
reveal future releases. In fact, it was
blatantly obvious that all industry eyes are
on E’, a vast consumer show with a lot
more global clout than a European trade-
only event.

However, all the companies Edge spoke
to promised great things for the Autumn
ECTS. and this was probably not just hot air.
September will provide a great chance to

These first ingame shots from MDK are realtime visuals. The hi-res
scenery scrolls smoothly and the targeting system (right) is neat

show off more advanced (or completely
altered) versions of games premiered at E’.
It is also a traditionally heavy period

for developers.

Also on show: (top row, left to right) Domark’s Crimewave, Terracide, and Deathtrap Dungeon, (middle row)
Super Sonic Racers by Super Sonic Software, Lobotomy Software’s Exhumed, Down in the Dumps by Haiku, (bottom

Q row) DMA Design’s Grand Theft Auto, Fun Soft's Burning Road and, finally, Gear Heads, developed by R/GA

Shiny’'s MDK
revealed

At ECTS, Edge was treated
to an early demo of Shiny
Entertainment’s foray into
the world of PC 3D, Murder
Death Kill (screen shots
above). Featuring a smooth
SVGA environment (the
polygon Bladerunner-style
scenery has an almost pre-
rendered quality), the game
is essentially a 3D
exploration-based shoot ‘em
up with an innovative
weapon targeting system.
Full control is offered over
the main character — it's
possible, for example, to
leap onto parts of the
scenery — while a Virtua
Cop-style close-up display
appears whenever an alien
needs taking care of.
Currently about 10%
complete, this early demo
proves that Shiny’s cartoon-
based heritage could be
something it finds easy to
break away from. See page
26 for an interview with
Shiny president, Dave Perry.
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Nintendo floats new
handheld projec

A new 32bit colour
handheld prepares
to continue the

Game Boy's legacy

Nintendo

The Game Boy is th
most popular handheld
thanks to a few killer
games, notably Tetris

intendo’s much-rumoured new
m handheld console is definitely a

reality. and believed to be a 32bit
machine powered by a RISC processor
designed by the UK-based chip specialist,
ARM (Advanced RISC Machines).

The outfit, based in Cambridge. is
understood to be supplying the heart of a
machine, codenamed Atlantis, offering a
three by two inch screen and a battery life
of up to 30 hours - far in excess of that so
far achieved by any portable system.

An Edge
source, who
wished to

remain
nameless.
claimed. ‘the
Lynx was a
powerful machine but this new
console is far beyond its specs.
And you can't possibly make any
comparisons with the Virtual
Boy - this has a high-quality
display and it's a very
powerful piece of kit.

Since defining RISC

architecture with its ARM
chip for Acorn’s
Archimedes
microcomputer
seven years ago,
the company has
built a
respectable
portfolio of
clients
including
NEC. Sharp
and Goldstar.
In terms of

‘t

\
N

" portability, ARM
supphed the ARM6 10
’ chip which powered Apple's
successful Newton PDA (Personal Digital
Assistant) . and. in console terms. designed
the ARM60 which was used in the 3D0.
Nintendo is believed to have had designs
for a colour portable machine in the works
for some time, but has considered
inadequate battery life to be a limiting
factor (Sega’s relatively successful Game
Gear, by comparison, has a battery life of
around two hours). Freed from such
constraints, a true successor to the 50-
million-selling Game Boy is a logical
progression for the Japanese giant. Game
Boy sales have levelled out in recent years,

\

ARM

Advanced RISC Machines

and. despite Nintendo's efforts to revive

the format (by dropping its price and
introducing novelty-value versions in
coloured cases). it is no longer the viable
medium it once was. The question

remains, however: who will write software
for its successor? Nintendo's in-house
development capacity is certainly feeling the
pressures of all-important N6 4
commitments and the cream of the world's
independent 32bit developers would appear
to have its hands full already.

Nintendo will be looking to avoid the
fate of Atari’s Lynx which, despite its
unrivalled power, suffered at the
onslaught of the Game Boy and Tetris

One criticism levelled at the Game Boy is
that it produced scant few killer-apps ( Tetris
and Zelda being notable examples) and
proceeded to live on their reputations alone,
suffering from a flood of substandard. ill-
conceived games. And. certainly, it's easy to
see why the format faltered when software
companies insisted on producing conversions
of other format's hit titles, when the
hardware was so obviously not up to the
task of reproducing them faithfully.

This new format appears to have the
power to deliver fair approximations of
many existing hit titles, but Nintendo will
certainly be pushing for original product to
appear on it. Early development systems are
reputedly in the hands of developers
already. and it will be interesting to note
what type of software becomes available. A
killer app is a necessity. so perhaps a new
Mario title is already being prepared
at NCL's Kyoto headquarters...

rWhat is it?

In the 8bit era, before beat
‘em ups demanded the
multiple buttons of the joypad,
the humble joystick reigned
supreme. This notorious, rather
cheap model was one of the
first to feature an auto-fire
option. It sold over 25

L million units...

9661 sunr gvize0ew AT

Square comes
out fighting
Square Soft, the publisher
best known for its series of
hit role-playing games, has
announced Tobal No.1, a
PlayStation-only 3D beat
‘em up featuring fighters
designed by leading
Japanese comic book artist,
Akira Toriyama.

Poaching designers
from Sega's Virtua Fighter
team and Namco's Tekken
and Soul Edge teams,
Square has assembled an
elite squad to help it break
into an especially
competitive market.

Though the game is
graphically primitive when
compared to the likes of
Tekken 2, Square claims
that it offers a true three-
dimensional fighting
experience: players can
perform attacks from the
sides and from behind as
well as from directly facing
an opponent.

The game is set for a
July release in Japan, and is
already at the top of many
Nipponese gamers’ most-
wanted lists.
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Yoodoo puts

3D grap

It is...'

The Quick Shot 2, which was
shaped like a fighter plane
joystick, but with handy
suckers on the base for
stability. Although it looked
sturdy, a couple of Hyper
Sports or Decathlon sessions

would usually finish it off. Ah,

those were the days...

w E raphics company 3Dfx Interactive
has revealed its stunning new 3D

accelerator technology for the PC
and coin-op market. The Yoodoo graphics
chipset, officially announced last November,
is set to compete against VideoLogic's
PowerVR technology and a horde of other
companies in the highly overcrowded and
growing 3D acceleration market.

Edge witnessed several Voodoo demos
running at ECTS last month and came away
thoroughly impressed. Besides the now
obligatory 3D beat 'em up demo - this time

4

3Dfx Interactive’s E an beat ‘em up demo, shown off recently at
'm'; smooth, evenplf the genre is rather

ECTS, looks impress

featuring two ancient Egyptian fighters and
some impressively smooth animation - the
best evidence of the power of Voodoo's
technology was shown by a realtime 3D
roam through a temple. This fully immersive
640x480 engine, explored in a first-person
view, was astoundingly crisp, smooth and
beautifully detailed. running on a Pentium
90 at a constant 30fps.

i

derivative. The reflective chrome look of the fighters (left) is striking

Moving away from ancient Egypt, 3Dfx
Interactive’s third internal demo allowed the
player to control a small remote control car
around a toy-strewn nursery. Although rather
limited, the demo was a good example of
how small objects could be manipulated as
polygons - the car careered around the fully-
textured room at great velocity and was
easily as impressive as anything shown last
November running on the Nintendo64.

Thirdparties working with the technology
had also had a chance to prepare brief
demos using Voodoo. Looking Glass ported
its Flight Unlimited engine (the first time
Edge has seen the thing move at over
10fps!) and its luscious landscapes rolled
seamlessly beneath the first-person camera.

ex on
ics rivals

Apogee had also taken time out to port the
latest version of its ‘Build’ engine
to generate an
intricate, shadow-
laden, multi-layered
dungeon setting.
Incorporating all the
usual 3D accelerator feature!
perspective-correct texturing“GoliraL
shading, alpha blending and z-buffering, the
Voodoo graphics chipset also includes
special effects such as texture compositing,
morphing and animation. The composition
and morphing elements provide lifelike
lighting and combine to eliminate what
3Dfx calls ‘object popping’ - where objects
seem to pop up out of nowhere when they
approach the camera. Voodoo can also
animate textures by using video as a texture
map or by modulating texture coordinates.
Along with the above, Voodoo offers
per-pixel atmospheric effects (eg fog.
smoke, haze) and
LOD mipmapping.
which relates each
object’s texture detail
to its distance from
the camera.
Furthermore, 3Dfx is
promising a 30fps
frame rate as
standard and claims,
‘on perspective-correct
texture-mapped.
z-buffered. LOD
mipmapped, fogged.
alpha-blended.
50-pixel triangles, Voodoo graphics delivers
more than a 45 megapixels [45 million]-
per-second fill-rate and draws over 350.000
triangles per second on a P90.’
In terms of PC operating systems,
Voodoo is compatible with DOS, Windows
3.1 and Windows 95. and will also work
with graphics APIs such as QuickDraw 3D
RAVE (see page 30), Direct 3D. and Direct
Draw. Consequently, games written for
Power Mac, Windows 95 and Windows NT
formats will all be able to take advantage of
3Dfx’s chipset. At the moment, Fujitsu
Microelectronics and Orchid technology have
signed up to manufacture boards employing
3Dfx’s technology.
As for the vital element of software
support, 3Dfx is working with developers
such as VIE, EA, Interplay, Acclaim, Sierra
and Domark, as well as over 50 other
companies to produce PC games compatible -

PSP E BRI 000000000000ENREEs000000000RANIT000e0000s0E0RNRNEN00C00000000GCERRES

3Dfx interactive
enters the 3D
accelerator
marketplace

Pong man
strikes back

Godfather of the games
industry and creator of
Pong, Nolan Bushnell, has
hit out at the state of
modern videogames,
claiming most new titles
are too violent and aimed
solely at teenage boys.

Via his new company,
Avristo, Bushnell plans to
launch a series of arcade
games, perhaps with a
sporty feel, which will
represent, God forbid,
‘good clean family fun’.

The guru of gaming has
also promised to bring the
videogame back to America
and end the domination of
the industry by Japanese
firms. Does xenophobia
count as good clean family
fun then, Nolan?



Voodoo offers a plethora of graphical effects, including a range of texture-mapping tricks and Gouraud shading.
Edge saw this 640x480 Quake-style temple demo (main) running at 30fps. Mermaid (top right) and insect (above}
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When was it?

In this year, Steve Jobs ‘left’
Apple, after his company
failed to drag a decent share
of the PC market away from
IBM. Bill Gates, meanwhile,
was upgrading MS-DOS and
looking enviously at the Mac's
graphical user interface (or
GUL, to nerds in the know)

| N —

- with Voodoo. Also planning to support the
Voodoo chipset (and rumoured to be
massively impressed with the early
technology demos) is Psygnosis, which has
an active interest in supporting the best
cards currently in development.

With such developers in mind, 3Dfx
introduced its software developer program.
Total Immersion, at the Microsoft Game and
Multimedia Developers Conference in
London in February. The program features a
comprehensive software developer kit which
has been designed to make the Voodoo
technology as simple as possible to
implement. 3Dfx is also planning to hold an

As for the competition...

Despite the obvious qualities of
the Voodoo graphics chip, it will
be entering a market crowded
with similarly-qualified
contenders.

v VideoLogic

Unlike some of the chips
here, the PowerVR set,

annual Total Immersion conference where
developers can meet and discuss future and
current Voodoo projects.

Unlike many of the other companies
jumping on the 3D graphics bandwagon,
3Dfx does not have the PC market solely in
mind - it is also targeting the arcade sector.
Early in March the company announced
details of System 3D. a customisable,
lowcost, scalable system designed to power
cutting-edge arcade games. System 3D is
based on 3Dfx interactive's Obsidian 3D
graphics card - a Voodoo-based board
designed for coin-ops. Obsidian includes
3Dfx’s highly optimised software libraries

Continusd ngH! page

3Dls PVIDIA

Here, Edge briefly sums up
Voodoo's competition and lists the
main software companies
supporting each product. Most of
these chips were revealed in the
Autumn of 1995 and all are due
for release this year.

designed by VideoLogic and marketed
by NEC, has eschewed z-buffering in
favour of VideoLogic's own Image
Synthesis Processor, which cuts

down on processing and memory
overheads. The chip also uses the host
computer's CPU as a Geometry
Transfer Engine — again, a rather
singular development. VideoLogic has
Rave Racer running at 30fps in
640x480 on a P120.

PowerVR is being marketed for
arcade as well as PC use. Hence the
technology is similarly scalable.
Support: Namco, Psygnosis, Gremlin,
Looking Glass
Edge coverage: E18, E30, E31
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The Permedia chip is 3DLabs’ third
generation of graphics acceleration
technology, following on the heels of
the Glint chip family (see E15 for more
details). The Permedia chip boasts 25
million texture-mapped pixels per
second, true per-pixel perspective
correction, 500,000 50-pixel triangles a
second, optional z-buffering, fogging,
blending, translucency, overlays and bi-
linear filtering. Supports a wide range of
3D APIs, including Direct 3D.

Support: VIE, Gremlin, Interplay,
Bullfrog, LucasArts, GT

When announced last year, nVidia's
NV1 multimedia accelerator was the
only 3D graphics chipset to use
quadratic texture mapping. This allows
developers to wrap bitmapped images
around curves and spheres — an effect
which can only be roughly simulated
with triangular calculations. nVidia also
claims the NV1 accelerates all 3D —
triangles, quadrilaterals and curves.
Support for major APIs ,
perspective-correct textures, fog,
transparency and video texturing goes
without saying.
Support: Sega, Psygnosis, EA, GTE,
Domark, Activision
Edge Coverage: E26, E29
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Voodoo graphics game enthusiast board

It was...

1985, when the Sinclair ZX
Spectrum and Commodore 64
still reigned supreme in the
Eure home computer market.
Jobs, ousted by former Pepsi
marketing man, John Sculley,
went on to form NeXT
Computers and Pixar studios,
creators of Disney's Toy Story

System Bus
-
(PCI) Rev2.1)

Frame & Aux

(Z or a) Memory
(2 Mb EDO)

pixel fx

350K bilinear filtered 50-pixel triangles/sec at 45
Mpixels/sec fill rate with P5-90 or PowerPC 601 CPU

Analogue RGB IN?

(from external VGA)

Analogue switch

RGB DAC

texel fx

Texture Memory

‘1/2/4 Mh EDO :
Entry con op

‘1 or 2 Mb EDO :
Game enthusiast

According to 3Dfx Interactive, ‘the first chip, pixelfx, is the primary graphics controller and contains interfaces

to the PCI bus and companion texture-processing unit, texelfx. The 3|

Interactive pixelfx graphics controller

is packaged in a 240-pin PQFP. Texelfx, the advanced texture-processing unit, is packaged in a 208-pin PQFP’.
For arcade use the board is scalable and extra texelfx chips and texture memory can be added in parallel

System 3D's cost and performance to be
tailored to each game's requirements and
the machine's end venue.

First to take advantage of the Voodoo
graphics technology will be Williams and
Midway. makers of the MK series. After
announcing an alliance with 3Dfx in April,

and has the capacity to deliver over one
million texture-mapped triangles per second
and a textured fill-rate of 90 megapixels/s.
Along with the Obsidian card, System 3D
includes a Games Control Interface (which
provides the system with a JAMMA-compliant
interface to coin-op controls) and base CPU

Gontinusd

system boards developed by 3Dfx’s partners. they are ready to employ the chips in Ex-Williams staff have
I Atk . : i created this offroad
mportantly, Obsidian is scalable, enabling their next wave of coin-ops. coin-op using 3Dfx.
Expect great things

... it goes on and on and on

S3is
responsible
for a large
range of
multimedia
accelerators
for the PC market. The first two
members of the company's new
ViRGE (Video and Rendering Graphics
Engine) family, the VIRGE and
ViRGE/VX 64bit graphics accelerators,
support all the major graphics APIs,
including Direct 3D, Reality Lab and
BRender. The single-chip systems also
offer a range of 3D and 2D effects.
The higher spec VIRGE/VX adds
resolutions of up to 1,600x1,200x16
million colours at 75Hz, and a higher
memory bandwidth. See S3's web site
(http://www.s3.com) for more info.
Support: Sony, Interplay, VIE,
Mindscape, EA, Spectrum Holobyte

f
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S3 Incorporated

3D Rage is a
single-chip
system which
ATl claims can
achieve
performance
rates of over 20 million perspectively
correct, texture-mapped pixels per
second and 575,000+ Gouraud-
shaded triangles per second.
Furthermore, like many of the other
products listed, 3D Rage also offers
optional z-buffering, bi and tri-linear
filtered texture mapping and plenty of
custom 2D and video effects, including
video texturing (as with Voodoo).
Compatible with the usual list of
API's, the 3D Rage chip is being used in
ATI's own 3D Xpression Multimedia
Accelerator card which will retail for
$299 in the States.
Support: TBA

TECHNOLOGIES INC

Yamaha's last chip, which appeared in a
board designed by Philips' Paradise
Division, offered 16bit colour in a
variety of resolutions, hardware
z-buffering and alpha channel effects,
but no perspective-correct textures.

It was also memory hungry, due to

the fact that you had to use 16bit
colour (placing a strain on non-
Pentium machines).

It is known that the RPA3 does
offer perspective-correct textures, but
little else has been revealed about the
new chip at this point. Expect more info
over the next few months.

Support: Domark, Dream Weaver

The Vérité
single-chip
graphics engine,
with its ‘micro
programmable
graphics RISC
core and high
performance, hard-wired pixel engine’,
offers perspective-correct texturing,
bilinear filtering, z-buffering, alpha
effects, etc. Rendition also promises a
180,000 triangles per second
performance rate, as well as 2D support
and VGA compatibilty.

The company claimed in February
that Microsoft had chosen Vérité as the
3D acceleration design reference for
Direct3D applications, and id recently
stated, 'Vérité will be the premier
platform for Quake.'

Support: id, Papyrus, Domark,
VIE, Gremlin.



Intel prepares to
enhance Pentium

ntel has announced details of its
“ new MMX enhancement which will
be added to Pentium and Pentium
Pro chips before the end of the year. The
new chip design. the most important update
since Intel's 80386, will allow programmers
to write more efficient gaming code,
meaning MMX-compatible titles will be
faster, smoother and more colourful.
For example, fading one 640x480
screen, which contains a 24bit colour
image. into another. would take a
current Pentium processor 1.4 billion
instructions. MMX could do it in 525
million, allowing games currently written
in 256 colours to be converted to 24bit true
colour with no loss of speed.

MMX is not a new chip in itself. but a set
of improvements to existing Pentium =
processors. intended to accentuate the PC's
gaming potential. MMX adds 57 new
instructions, mostly of a low-level variety. and
mostly dealing with moving chunks of data
from one memory cell to another. MMX can
deal with bigger chunks (64 bits at a time)
than the current Pentium chips because it
implements the latter's big operating
registers - originally intended to manage
floating point operations (rarely used in
games and multimedia products).

By employing the MMX/floating point
register. instead of just the old Pentium
register, certain operations, like changing the
colour of sets of pixels, can be carried out
simultaneously rather than one pixel after
the other. Key operations in a game
compatible with MMX would consequently
be several times faster.

Adapting a game to the MMX chip only
requires the re-writing of a small amount of

The world's biggest
chip manufacturer
is ready to make
PC games faster

While commentators
speculate over the
Pentium chip’s speed
limits, Intel have made
it faster for games

The MMX allows certain operations
to be carried out simultaneously,
making games several times faster

core code, mostly the sections written in
assembler. which deal with things like
moving one image over another. The new
MMX code will then deal with the
mathematics more efficiently.

Although Pentium MMXs and Pentium
Pro MMXs will not start to appear until later
this year, Intel are encouraging developers to
write for the new technology as soon as
possible. Microsoft. Ocean. Qsound and Epic
have all expressed their support for MMX,
and all major companies are
expected to follow suit.

Bad Press

Edge once again trawls the depths of
the popular press in search of
videogames - the Aussies find religion;
academics love playing Doom, too; and
Elite targets beer-swigging students
for recruitment. Disgraceful.

Goo oiscovered oown under

The Australians, not commonly noted for their
spiritual sensitivity, have apparently turned their backs
on the senseless brutality of most videogames in
favour of something a little more uplifting, namely
Exodus, 'a Pac-Man-type game featuring Moses in his
quest to pick up as much manna from heaven as he
can, avoiding the Pharisees and, when confronted,
hitting them with the word of God. Looks like
Quake's got some competition at last.

)

Uigeogaming rife within academia

DVD, a Californian company, has devised a
programme to help British Universities combat staff
and students who are wasting time and resources
playing computer games. When deployed at
Portsmouth University this sinister software ‘sniffed
out’ and deleted over 140 ‘illicit’ games in one faculty
alone. So now you know why those essays take so
damn long to get marked. Your venerable tweed-clad
tutor’s off kicking butt with his BFG.

Free booze for the Glite

Battling to fill vacancies due to a skills shortage in
the West Midlands, expansion-hungry Elite Systems
has been offering free booze to students who board
their travelling ‘career coach'’. ‘Once they hear of the
free beer,” said Development Manager, Daniel
Luczywo, ‘there’s no stopping them.” No stopping
them what? Stampeding through the door half way
through a finals exam? Drinking 'til they puke over
their Docs? Shagging the nearest Homo sapiens
within arm’s length?

If, while perusing your ‘favourite’ rag, you
happen to discover a news story or article bad-
mouthing the videogames industry, send it to the
usual Edge address and it may qualify for
inclusion in Bad Press. Free subscriptions will be
given in return for published stories

9661 sunr avizefew A
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Nintendo's gameplan

Nintendo armours
its 64bit console
with an aggressive
pricing strategy

GT plunders
Atarl S booty

reached

GT int
batch of class

| s from
Atari's ba at, is expecting
the first titles — possibly
including the likes of T-Mek
to be released at the end
of the year. GT may also
develop updated versions

of Atari classics

Although lapanese amers will be able to choose from controllers in a
e west can have any colour - as long as it's black

variety of colours, t!

et 2
““‘“ 1;7—\\‘)1’:)3}\

nears completion

intendo is another step closer to
launching its 64bit console in
Japan. Beginning on April 21. the

company permitted consumers to reserve
Nintendo 64s at Japanese retailers (usually
with a 10% deposit) and the basic machine.
which is due to go on sale on June 23. will
be packed with a standard grey controller
and AC adaptor. Additional controllers,
available in a choice of six colours. will retail
for ¥2.500 (£16). and 256K memory
packs (officially called ‘controller packs')
for just ¥1.000 (£7).

Nintendo has also begun its press
advertising for the 64bit machine in popular
Japanese games magazine. Famicom
Tsushin. Interestingly. the advert has not
appeared on the magazine's outside back
cover, which Nintendo traditionally books
for its big game and hardware releases - it
was ousted by Square Soft who wanted
the space to shout about its 3D
beat ‘em up. Tobal No.l (see
page 9). Following Square’s
defection to Sony. for the
release of Final Fantasy VIL this
outwardly insignificant point
may. in truth. be a telling one.
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ELECTRONIC ENTERTAINMENT

electronic
entertainmen

In the States‘ LucasArts LOS ANGELES

has released shots of its much-
anticipated Shadows Of The
Empire. Due to coincide with the N64's US
release on September 30. the title offers
shooting. driving and flying
gameplay over 12 levels, and should carry
the usual LucasArts seal of quality.
Williams, meanwhile. will be
demonstrating several N64 titles at E* -

Nintendo’s first Japanese press ad for its 64bit superconsole (top)
reveals the three launch games. The machine will make its western
debut at E* (above), along with numerous high-profile releases

Doom 64 (thought to be the best thirdparty
game in development for the format). MK3
Plus (an enhanced N64-only update of the
hit coin-op. Ultimate MK3). and straight
conversions of coin-ops NBA Hangtime
(another basketball game from the NBA
Jam team) and Area 51 (an Op Wolfstyle
blaster with digitised graphics. borne from
Williams' purchase of Atari Games. original
producer of the lacklustre arcade machine).
Imagineer is the second Japanese N64
‘ thirdparty developer to be officially >
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Mission: Impossible (top),
Gametek's Robotech:
Crystal Dreams
(middle) and
Shadows Of The
Empire (above) are
likely to be shown
in near-finished
form at E* in May

- confirmed (after Seta.
whose Shogi game is one
of the three launch titles

all priced at a rather
hefty ¥9800 (£60).

with three games scheduled .

Currently. Japanese companies
working on the Nintendo64. such as
Imagineer, Konami and Capcom. have no

publishing rights outside their home
territory. so it may be a while before their
games appear in the west.

The N64 publishing situation is generally
proving to be a source of frustration. In a
recent interview with games trade
newspaper CTW. ex-SCEA president Steve
Race. Spectrum Holobyte's new CEOQ. said.
‘There is still no sign of a publishing plan for
any licensee. and the machine is supposed to
be just five months away from a US launch.’
The Nintendo 64 version of Top Gun. which
was being developed by the Spectrum
Holobyte-owned Microprose, has duly
been put on hold.

William Latham and Zara Matthews — ‘Chimera and
Chromosomes’ — May 18-July 7, Terrace Art Gallery,
Harewood House. ‘Latham identifies his influences as sci-fi
films, gothic architecture, molecular graphics and Darwinian
evolutionary theories. Both Latham and Matthew's art is
inspired by their studies of the biological world and realised
with the assistance of technology.” Contact Harewood House
Trust, tel: 0113 288 6331, fax: 0113 288 6467

The Electronics Entertainment Expo (aka E*) — May

16 to 18, LA Convention Centre. The main games industry
event of the year. All the biggest games companies will be
in attendance, and over 1,000 games are due to be shown.
This show is a must. Contact tel: 001 800 315 1133 or
001 800 315 1133, email: http://www.mha/com/e3/

Virtual Reality World & VRML World 1996 — June
11-14, San Jose, California. Is VR the future of computing or
an over expensive fad involving uncomfortable headsets?
This is the place to find out. Contact Meckler Media, tel: 001
800 632 5537, fax 001 203 226 6976

Virtual Humans ‘96 — June 19-20, the Hyatt Regency
Alicante, Anaheim, California. International conference on
the role of the virtual human in VR environments. Organised
by VR News, EDS and Silicon Graphics. Contact EDS, tel:
001 313 974 5686, fax: 001 313 974 0724

Centenary Degree Show — June 27-July 7, Royal
College of Art, Darwin Building, Kensington Gore, London.
Art students show off their work at two separate events —
the one listed includes computer-related design and
animation. Contact Royal College of Art, tel: 0171 584
5020, fax: 0171 584 8217

Siggraph "96 — August 4-9, New Orleans. Premier
computer graphics and VR show. Contact ACM, tel: 001 312
321 6830, fax: 001 312 231 6876
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Daling gaming

Multiplayer
Doom orgies are
a feature of most
PC-filled offices,
but, with the
advent of online
gaming, they're
coming home.
Edge investigates
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for years, while in this country, only those working in offices full of PCs have been
able to enjoy the sublime pleasures of multiplayer Doom sessions.

But that's about to change. Several online gaming services are due to start up in Britain
over the next few months and, with interest in the medium so high at the moment, more are
sure to follow.

Up amongst the main contenders is BT, whose own interactive gaming network, Wireplay
(E28), is undergoing a trial period at the moment, but should become widely available in the
summer. When it does, prospective users with
a PC, a modem and a copy of the game they
wish to play (only games with the Wireplay
software built in will be compatible) will be
able to log in, post challenges to other gamers
or answer challenges already posted. Then,
when a competition has been set up amongst
users, they simply enter the game, with the BT
server acting as a message router between the
two or more participants.

Actua Soccer Euro ‘96 will be the first
game to include Wireplay software but BT is
also working with Virgin, Gremlin, EA and
Microprose to produce Wireplay-compatible
games. The service costs £1.50 (all inclusive)
per hour online, which is expensive compared
to another online service, E Online, but the
games it supports will be brand new.

Unlike Wireplay, Entertainment Online is actually just a straightforward internet site, rather
than a self-contained network, and will be accessible with the Netscape 2.0 browser. Opening
for business on June 1, the site will include dozens of downloadable games as well as several
multiplayer, server-resident titles.

To receive one of the downloadable game, subscribers go to E Online's website, choose

the title they want and then wait as the game transfers from the server to the
45 yser's PC (this costs about £1). The site is launching with around 20
| downloadable titles, including Zool, Elite 2 and Lemmings 2. Virgin, Sony and

u n America, commercial network companies have been providing multiplayer games

80

BT's Wi
subscri

ises free
n and net gaming at £1.50
per hour. It is currently being tested
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Gremlin have all signed up to provide further back-catalogue titles.
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As for actual online games, E Online offers titles such as Tank Warrior, a 3D
tank sim, and Realm 3D, a 3D RPG. Subscribers can join an online game by
going to the company's website and clicking on the required title. They'll have to
J download the relevant client software before they play, but, unlike the other two
services, players will not need to buy the game before they play it online.

The main problem with this system is that, because of the slow data
transfer rate of the internet, there's no way a sophisticated, visually impressive
| game like Quake could be played at an acceptable speed. Therefore, the

] e re [ b

AOL (top), already a
well-placed contender
in the net gamlnf
stakes. E Online is the
young pretender

e multiplayer titles on offer, which have been written specifically as net titles, are
unlikely to be the most sophisticated games in the world. However, E Online is
looking into acquiring stripped-down versions of well-known CD-ROM titles to put on the
online menu.

The advantage to E Online is that it's cheap. Subscription costs from £5 a month and after
that everything is free (except of ¢ourse, the cost of using the phone line).

There are, naturally, many other parties waiting in the wings. Commercial internet service
America Online, for example, which has just set up operations in the UK, is putting together a
package of multiplayer, online games which will soon be available exclusively to all subscribers
in Britain. The company, currently updating its PC client software, is being rather cagey about
what to expect, but is promising an exciting menu of top titles. AOL's charges (£5.95
subscription per month and then £1.85 per hour after the initial five hours of use) make it the
most expensive option at the moment, but, considering the quality of the service in the States,
it should be one of the better gaming providers.

In fact, expense — in the form of phone bills and subscription charges — will probably be
the key barrier to the success of online gaming in the UK. However, rates are bound to drop as
competition increases, and BT is currently cutting its phone charges in order to drag back
punters who have deserted en masse to cable phone providers. There are even
rumours that BT will soon make local calls free, as they are in most US states. If this E
happens, online gaming will become a much more affordable proposition.
.........0....I.l'\.l‘..............l.'l....Q...‘......C..'........I..Il

Wireplay

The games network from BT

Wireplay and the Wireplay device are trademarks
of British Telecommunications pke.

More info...

Entertainment Online

Although the service is not
officially premiering until June,
the website is already up and
running. Entertainment Online
is currently offering net users
the chance to become beta
testers for the gaming service.
More details can be found on
Entertainment Online’s website:
http: