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ENTER THE FUTURE OF INTERACTIVE ENTERTAINMENT 

r.'11 tari versus Coleco and Mattel, Sinclair 

Iii versus commodore, Commodore 

versus Atari. The history of computer and 

videogaming is strewn with conflict. and in 

each case a clea r victor has emerged. 

And so it was that Sony made its 

PlayStation the platform of choice. Now 

it seems that nothing can stand in the 

com pany's way as it seeks to lay down 

the future of videogaming upon the 

foundations it has meticu lously built. 

Which won't stop Nintendo, Sega, and 

possibly Microsoft from trying to make the 

future their own, of cou rse. Despite facing 

overwhelming odds, these com panies refuse 

to roll over and get out of the way of Sony's 

steamroller. Instead they are engineering 

their own technologies for the new 

millennium, battening down the hatches 

and opening up their creative minds. 

In another industry, going up against 

a company with Sony's track record -

and the potential its new forma t patently 

holds - would seem folly. But this industry 

is like no other. Its youth affords it an 

enormously appealing naivete. 

Few people working within its rea lms 

truly know where it's going. Sure, they know 

in wh ich directions they wish it to head, but 

envi sioning change and actually making it 

happen are two very different things. 

Sony's plans are the most ambitious, 

and this month Edge pi ts the company's 

hardware and strategies aga inst those of 

its rivals, and offers a view of how the 

videogaming landscape will look once the 

biggest conflict of all time is resolved. 

The casualties may be extraord inary, 

but like all wars, it promises to be an 

engrossing engagement. 
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NEWS 

CMttin& Edg~ r-w· g/od!i"gEdge 1:;utb, ,~ 1:age 
The latest news from the world of interactive entertainment 

cuttin~ ~~g 

SEGA KEEPS DREAMING AS UK EMBRACES 1288IT 
A quarter of a million consoles shift throughout Europe but Dreamcast's loca lisation lockout is already defeated 

It was a long night for retailers, with stores staying open into the early hours. After two days, 63,000 consoles had been sold in the UK. (Top left) Sega 
added to the carnival atmosphere with a group of stilt walkers. (Centre left) The first Dreamcast owners at Tower Records in London's Piccadilly Circus 

-!:,.. 
Yukawa Hir'/ '.::liu, Sega's 
executiv,- ·: ·• -- a&;ng 
director, <'.,·-: ~~ flkawa, 
Sega Ente . . · _,.. 1irman, 
with frien t" ~~ · : e UK 
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r::I ega is relying on its TV ad campaign and the release 

K:.I of MA titles such as Namco·s soul Calibur to build 

on its strong European launch and take the new console into 

a successful Christmas period. 

Sales figures for Dreamcast's first two weeks on sale 

reveal sega has sold 260,000 consoles across Europe - out of 

an initial ship out of 326.000. Of those. 95,000 have been sold 

in the UK - just below a predicted 100.000 units. 

The launch was carried out in a characteristically high­

profile manner with London's Oxford Street the centre of 

sega·s activity. Events took place at Virgin Megastore, which 

was renamed Segastore for the day of the launch, and Tower 

Records' Piccadilly Circus store. 

surprisingly, much of the launch attention focused on 

Midway·s Ready 2 Rumble Boxing. This was thanks to the 

celebrity rematch of ex-middleweight boxers Chris Eubank 

and Nigel Benn, held at Segastore. (Eubank won the brief 

three-round bout.) And although sonic Adventure was the first 

choice of game for the first week, selling 86,000 copies across 

Europe in the first five days, the following weeks saw Ready 2 

Rumble as the UK's top-selling oreamcast title. 

Prior to midnight the action switched to carnival mode 

at Piccadilly Circus. thanks to Sega·s stilt-walking cyberpunks, 

a posse of tribal drummers and large groups of bewildered 

German tourists. Benn and Eubank also changed location, 

wi th Eubank taking over half an hour to drive his American 

truck the mile between stores. 

Kazutoshi Miyake, Sega Europe coo, told Edge that he 

was very happy with the console's UK launch and fully 

expected Sega would meet its prediction of selling 400,000 

hardware units before the end of the year. 

Miyake-san joked that the only problems he was 



expecting concerned the allocation of stock between America 

and Europe Sales in the us after two months have topped 

750,000, with Sega of America predicting 1.Sm units sold by 

the end of the year and six million by the end of 2000. Sega 

Europe says it will have shipped a million units by early 2000. 

sega's top brass, including sega chairman lsao Okawa, 

president Shoichiro lrimajiri and Yukawa Hidekazu (star of 

Sega's Japanese adverts), also flew from Japan to enjoy 

the UK launch. They were in high spirits as they posed for 

photos with Sega Europe president Jean-Fran~ois 

cecillion and Miyake-san. 

Online overload 
unlike the American launch, which was plagued by a 

considerable run of faulty GD-ROMS, the only problems 

experienced in Europe were initial difficulties registering 

on its Internet service. 

Despite having put back Dreamcast's release date 

three weeks to test its online aspects, BT's servers were 

overwhelmed by the demand, with 1.2m Internet 

minutes clocked on the Dreamcast service over the 

first weekend. 

Since then BT has increased the number of servers for 

Dreamcast users sixfold. Around a third of UK Dreamcast 

users have registered for the online service. 

Peter Moore, Sega of America's senior vice president 

of marketing, announced that a completely functional 

online service would not be ready in the us until next 

autumn. Simple card games will be available around Easter, 

while direct dial games such as Sega Rally 2 will be in place 

by the summer. The full service will launch with Baldur's Gate 

and Phantasy Star Online. 

In contrast, sega Europe has said that on line games will 

be available from spring next year, but has not revealed what 

type of services it will initially offer. 

NEWS 

Chris Eubank and Nigel Benn squared up for a celebrity bout of Ready 2 Rumble, while Sega 
Europe's JF Cecillion and Kazutoshi Miyake discussed business with boss lsao Okawa (left) 

UK preorders topped 40,000 - around one tenth of 
the total number of units Sega predicted it would 

sell within a year. Consumer interest in the console was 
strong in the weeks leading up to October 14 

Breaking the lock 
More worrying for sega is the news that hackers have 

already found a way around Dreamcast's localisation 

lockout. Many game import Web sites are listing a step-by­

step guide explaining how to disable the console's 

internal battery and then swap discs to play Japanese 

and American games 

one source told Edge: "It's not that difficult but if 

you're not familiar with what you are doing you can damage 

something." A permanent 'chip' solution is expected to reach 

the market soon. One Internet-based retailer is already 

preparing to release a 'universal' Dreamcast. 

For the last week of October, 

UK console sales looked like this: 

PlayStation: 36,700 

Dreamcast: 16,500 

Nintendo 64: 3,000 

Chris Eubank and his preposterously proportioned American truck was much in evidence 
around Oxford Street and Piccadilly Circus during the Dreamcast launch. It was hard to miss 
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NEWS 

MOBILES: THE NEW GAMING PLATFORM 
More than half a billion Web-browsing phones are predicted to be in use by 2003 

l':T:"I obile phones and personal digital assistants (PDAs) 

UJ.1 are about to take a massive leap into Internet 

browsing, offering multiplayer gaming. 

The introduction in December of WAP-enabled (Wireless 

Application Protocol) mobile phones such as the Nokia 7110, 

Ericsson R32s, and Siemens S25 will provide opportunities for 

innovative games - particularly for large-scale multiplayer 

experiences. More than half a billion WAP phones are 

predicted to be in use by 2003 

The first company to announce game content for these 

new phones is Wireless Games, part of Digita l Bridges. It is in 

negotiations with the four big UK mobile service providers and 

expects to start rolling out its range early next year. 

Unique titles 
Initially, games will be straightforward. They will include card 

games such as poker, simple boardgames, and quizzes. Turn­

based multiplayer games in development include Fours, Tic­

Tac-Toe and a Pokemon-style game called Monster Mash. 

But more complex titles will follow. Digital Bridges has 

signed deals with Steve Jackson of Lion head Studios, and 

Adam Mayes (ex-SCi) to develop unique multiplayer titles. 

One of the benefits of WAP-enabled mobiles such as the Ericsson 
R32s (above) is the opportunity to play games such as Fight K.O. 

Persistent gaming environments will be a key concept, 

as they fit well with the function of wireless devices. Realtime 

games, however, will be limited to advanced PDAs. 

Kevin Bradshaw, Digital Bridges' MD, claims that in some 

of the most advanced games a user's phone will ring when 

something important happens in the gaming world. 

Phone games will start out as poker, simple 
boardgames and quizzes. More complex titles will follow. 

In the most advanced games the user's phone will ring 
when something important happens in the gaming wor1d 
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Wireless Games' initial offering includes simple 
games such as Poker and Fours, but with the likes 
of Steve Jackson developing games it hopes to have 
innovative multiplayer content available soon 
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One of the main difficulties will be dealing with the 

range of mobile phones that will be able to access the 

service. Digital Bridges expects to build specific display 

interfaces, although devices wi ll have different 

capabilities depending on screen size. 

Connection speed could also be an issue. Initially 

two speeds, 9kps and 64kps, will be offered, but with 

the adoption of network services such as JPRS this will 

rise to 384kps. 

Big in Japan 
Similar moves are happening in Japan where 

Konami has recently announced a content 

deal with NTT Its mobile network, i.mode, will 

launch in January and offer a version of the 

hugely successful Tokimeki Memorial 

high-school dating simulation. 

Other services, such as fortune 

telling, will be available for an extra fee. 

Nintendo and Bandai are developing 

mobile phone adaptors for Game 

Boy Color and wonderswan 

handhelds, respectively. 



ZELDA AND LARA CROWNED BY BAFTA 
Landslide for Miyamoto's masterpiece and ex-Core coders at second BAFTA awards 

lr."I s predicted by Edge (E75) The Legend of Zelda: 

W ocarina of Time swept the BAFTA's second 

Interactive Entertainment Awards. It scooped four 

awards - Interactivity, Innovative Game, Computer 

Programming, and Game of the Year. 

Other notable winners included Reflections' Driver 

for the Moving Image award, while the Design award 

went to Psygnosis (as aided by Designers· Republic) for 

Wipeout 3. Rockstar picked up the sound award for its 

Grand Theft Auto: Landon 1969 mission disc. 

The most deserved award, however, went to Toby 

Gard and Paul Douglas, who won the Tim Berners-Lee 

award for Best Personal Contribution to the UK 

Interactive Industry for their gaming heroine, Lara croft. 

Despite the worldwide success of the Tomb Raider 

series, Gard and Douglas' original role has seldom been 

highlighted. The pair left Core in 1997 to set up their 

own studio, confounding Factor. Its debut title, GaUeon, 

is scheduled to be released by Interplay next year. 

Bizarrely, Rare won the Best UK Developer award 

for the second year running This was despite the fact 

that the company hadn't released any games since 

Banjo-Kazooie back in 1998. 

Gongs on TV? 
An increasing number of international companies 

attended the awards and numbers were up on last 

year. BAFTA is keen to raise the event's public profile. 

"Next year we are looking to televise the ceremony. 

There are an awful lot of avenues still open to us and 

it is definitely the way ahead," said BAFTAAward 

officer Helen wood . 
"It was a fantastic night and certainly more 

successful than last year's inaugural interactive 

event." Negotiations with TV companies have 

already begun 

ADSL: COST UP, SPEED DOWN 
BT lnteractive's trial takes a turn for the worse - but it's sti ll 'cheap' 

r:"I T lnteractive's ADSL trial has ended its final 

L:.I phase, prior to the rollout of a commercial service 

in spring next year. But it has angered many rivals by 

increasing the monthly cost of the service while lowering 

its performance. 

As reported in Edge (E77), the initial beta trial cost £30 

per month for download bandwidth of 2mps. The new service 

wi ll cost £50 for a download bandwidth of 512kps. BT 

Interactive maintains that the new tariff is a much more 

realistic reflection of the cost of a commercial ADSL service. 

Freeserve has also announced details of its ADSL trial. 

This will cost £60 a month for 512kps download and 256kps 

upload bandwidth, and be available to users in north and 

west London and Manchester until March. Easynet's trial 

offers a free 2mps/256kps service for the first three months 

before requiring users to sign a £2,000 six-month agreement. 

The biggest barrier to a commercial service remains 

BT's exchanges. By spring, 400 exchanges should be able to 

support the service, accounting for six million homes 

and businesses - 25 per cent of the UK population. 

BT interactive 

From spring, there should be a number 
of firms offering ADSL services. But the 
vital question concerns the pricing and 
speed of the connections offered. Of the 
current trials, despite having gone up in 
price, BT lnteractive's remains cheapest 

NEWS 

Some of this year's 
winners (clockwise from 
left): Paul Douglas and 
Toby Gard; Reflections' 
Martin Edmondson with 
Lord Puttnam; and a 
clearly ecstatic group 
from Psygnosis Leeds 
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NEWS 

NINTENDO PREPARES FOR RANDNET 
N64 final ly gets online with the release of a 64DD modem in Japan 

rT:T'I ith Nintendo's 64DD hardware 

I.I finally reaching release, details 

have emerged concerning the 

system's online aspects 

Dubbed Randnet, the online 

service is being provided by Nintendo 

and Recruit. Preorders for the 

special starter kit were taken from 

November 11. The service will go 

live on December 1 when the 64DD 

is released. 

The starter pack consists of a 64DD 

system, a modem, a 4Mb Expansion 

Pak, a mouse and a Randnet access 

disc. Two games, Kyojin No Doshin and 

Mario Artist: Paint Studio, are also 

included. Nintendo has yet to confirm 

the price of the starter kit. 

Service charges have been set for 

various items which can be rented. 

t:.ttt••►"C••tt 
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The basic charge is ¥1,500 (£9) a month 

for people who own a 64DD and 

modem. At its most expensive, the 

package costs ¥3,300 (£19) for 

Japanese gamers must live in Tokyo and have a 64DD starter ki t to get 
the most from Nintendo's online service, at www.randnetdd.co.jp 

rental of both the 64DD, modem 

and connection. 

Initially, only 100,000 memberships 

to Randnet are being offered, on a first­

come, first-served basis, but only users 

in the Tokyo area will be able to use the 

service. The offer, which will end on 

January 11, offers multiplayer games 

and also includes email, Internet 

browsing and digital magazines. 

Other special software downloads 

will be made available later in the year 

for games such as F-Zero x Expansion 

Pack, Sim City 64 and the other Mario 

Artist titles: Talent Studio, Polygon 

Studio and sound Studio. 

A year after the service is 

established Nintendo will release key 

software titles which will be 

available only via download. 

'ADULT' GAMING HITS HANDHELD WORLD 
Stealing cars and shooting policemen isn 't for kids, even when it's on a Game Boy Color 

D MA's controversial Grand Theft Auto has once again come under fire from 

the industry's regulatory bodies, although this time it's the Game Boy Color 

version that has caused the trouble. 

Despite the title's content being significantly toned down to meet the younger 

age demographic of the Game Boy, the Video Standards council sti ll gave the game a 

15+ rating. It decided that, in contrast to its own guidelines, the overall theme of the 

It may look pretty but, according to the Video Standards Council, only 
gamers older than 15 may indulge in the Game Boy Color version of GTA 
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game in the case of GTA - stealing cars 

and shooting people - should be taken 

into account. not just specific scenes of 

violence within the game. 

Take 2, the game's publisher and 

new owner of DMA, appealed against 

the 15+ rating but the VSC's decision 

was upheld. It was the first time a 

rating decision had been appealed 

against since the vsc was set up in 

1994. It will now inform developers of 

the changes to its rating system in 

light of the decision. 

'We felt well within our right to 

take the overall theme into account 

when rating GTA ," sa id Laurie 

Hall, the VSC's secretary general. ~ 

Gran Turismo 2 no show 

In a major blow to Sony"s 

Christmas plans, GT2 has been 

delayed until January 14 in 

Japan and January 28 in Europe. 

Producer Kazunort Yamauchi 

does not want to release code 

until he is completely satisfied. 

Dolphin chips in 

In a deal reportedly worth 

more than ¥300bn (£1 .8bn), 

NEC and Nintendo have agreed 

to build a new plant by next 

summer to supply memory 

chips and graphics cards for 

the Dolphin console. 

Based on 0.13-micron 

technology, the plant will be 

capable of producing 10.000 

eight-inch wafers per month. 

Just say no to online artefacts 

EverQuest developer 989 Studio 

has attempted to curtail players 

trading characters and property 

on the Net auction site eBay. 

"We just wanted to warn 

players," said Michael 

Lustenberger, 989's director 

of marketing. "We see a lot of 

people getting ripped off." some 

1.400 EverQuest items and 

characters are on sale at eBay. 

Goodbye Sega, hello Fun 

London Trocadero Segaworld 

has reverted back to its original 

owner, Funland. 

The move is in line with 

Sega's global retreat from 

arcades following large losses 

last year and a strategic 

refocusing towards Dreamcast. 

Homegrown Dreams 

Bit Laboratory has announced 

that it is working on amateur 

programming tool Game BASIC 

for next-generation machines 

such as Dreamcast. Its Saturn 

Game BASIC allowed home 

coders to make simple games. 

Animated memories 

A small Japanese developer has 

released downloadable code 

allowing Dreamcast owners to 

create their own bitmap VMU 

animations. The Windows-based 

program is in Japanese, but may 

be translated soon. More info: 

http://www.gameportal. net 
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PRESCREEN 
EDGE PREMIERES INTERACTIVE ENTERTAINMENT'S FRESHEST FACES 

Jumping through the screen 
Game worlds are becoming more realistic, but are they more believable? 

11":::1 ince games moved into 3D, the rules began 
1:.11 to change, and the distance between the 
onscreen character and the flesh-and-blood player 
shrank. Now, the raison d'etre for playing a game 
is the fantasy of be ing someone else - someone 
who drives a touring car, is a heroic warrior, goes 
out shooting zombies, or scores the winning goal 
in the world cup final. As Sony's mental wea lth ad 
says, it's al l about landing on your own moon. 

Which makes it all the stranger that many 
games pay so little attention to this fundamental 
issue. It seems to be a given that a storyline 
knocked out by a fa iled English graduate, some 
dodgy character renders, and a celebrity tie-in will 
be sufficient to draw players into a role they are 
expected to play for 20 or 30 hours. 

What most developers are misunderstanding 
is that games are not the same as movies or 
books. In these traditional media, the audience 
has to associate itself with the characters. For the 
connection to be made, they must want to get 
involved. But the interactivity of games turns the 
tables. Gamers need to be convinced that they are 
the protagonist. It's easy to play games that make 
no emotional demands, though. For as long as you 
can be bothered, play the game as though it is an 

interactive movie. Just been killed? Who cares? 
Just reload and try again. 

But when games work, closure between 
player and character is tota l. When they are 
attacked, you fl inch. Ever dreamed about a 
computer game character? or, better still, ever 
had a nightmare about one7 

It's something the Japanese seem to do 
instinctively. And it's the small touches that count. 
For example, Legend of Zelda, Pokemon and the 
Final Fantasy series allow players to personalise 
the name of their character, their travelling 
companion or pocket monsters. Suddenly, the 
whole game universe is changed. The real world 
collides with game fantasy. The rival Pokemon 
trainer is a doppelganger of your brother; Rinoa 
in Final Fantasy VIII is your girlfriend. 

western games, however, follow the traditional 
route of hero worship. No one could ever be Duke 
Nukem, James Bond or even Gordon Freeman, and 
frankly who wants to be? Game characters 
become a disguise to be worn for a few hours 
after work. It's no different to watching Amie take 
out the Predator. But stories aren't convincing 
without believable character. And what character 
is more believable than yourself? 

While a character in one sense of the world, Duke Nukem (left) is the epitome of a western trend that 
treats games as movies. Instead, games such as Pokemon and the Final Fantasy series get personal 

Medal of Honor Sega GT Halo Munch's Oddysee 

(PS) Dreamworks (DC) Sega (PC/ Mac) Bungle (PS2/ PC) Oddworld 

Spielberg shows he can Edge is intrigued about Go anywhere and drive While sad to see Oddworld 
work his magic on games the possibility of a Sega any vehicle while taking lose its 2D charms, Edge 
with this WWII shooter. version of Gran Turismo, out aliens across a ring- is sure that the additional 
The missions are addictive, even if it turns out rather shaped planet. Halo is dimension will be well 
gameplay is tense, and the arcade-like (given who the one title that will take used, if only to enhance 
Al matches GoldenEye. secret developer may be). gaming to a new level. the breaking of wind. 
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PRESCREEN ALPHAS 
THE LATEST IN THE DUKE NUKEM AND QUAKE SERIES ENSURE IT'S A TANTALISING MONTH FOR PC GAMERS 

DUKE NUKEM FOREVER FORMAT: PC DEVELOPER: 3D REALMS 

screens from the delayed next Duke Nukem were released. 3D Realms is 

currently on a big push to upgrade the game engine from unreal to unreal 
Tournament - but it still expects it will finally get the game out next summer. 

And to make sure that happens the codeshop has halted all development 

work on Prey (itself a long-in-the-making title). These shots are taken from 

a PC running a voodoo 3 at 1024x768 resolution. Textures are 256x256 max. 



PRE SCREEN 

SEGA GT: HOMOLOGATION SPECIAL FORMAT: DC DEVELOPER: TBA 

PROJECT VANISHING POINT 

Developed out of hOuse. it's difficult to regard this as anything other than sega·s answer to Sony's Gran 

Turismo. Boasting the Japanese GT licence, over 100 domestic models feature (including the new Toyota 

MR-S, shown left). although, of course. no foreign models are included. As well as racing, the championship 

mode has you seeking sponsorship in order to reach the top. Online gaming features are also promised. 

FORMAT: PS/ PC DEVELOPER: CLOCKWORK GAMES 

Shown previously in video-only form on Acclaim's stand at ECTS. Clockwork Games· forthcoming racer caught Edge's eye due to its use of licensed 

vehicles and seemingly realistic set of dynamics. Interestingly, civi lian traffic also features, which leads Edge to hope PVP (working title) eventually 

emerges as the next 3DO Need for Speed. Visually the game certainly looks on track. PlayStation2/Dreamcast versions are also being considered. 

£D6£
0

17 ► 



PRE SCREEN 

UAKE Ill: ARENA FORMAT: MAC/PC DEVELOPER: ID 

It's getting very close now, although whether id and Activision can get their monster out before Christmas remains a 

moot point. But before it hits retail, expect a proper demo to be released, including the three test levels already seen, 

a simple map for newies, and plenty of Al-controlled bots. The latest screens display a variety of the CPU opponents 

gamers will be fragging against with the bipedal Orbb looking like a strong contender for the most grotesque. 

KISS: PSYCHO CIRCUS 

◄ 18 £DG£• 

FORMAT: PC DEVELOPER: THIRD LAW INTERACTIVE 

After fa ll ing out with John Romero, most of Daikatana·s original development team, the so-called 'Ion Eight', joined up 

with Mike Wilson at Gathering of Developers. Kiss: Psycho Circus is the result. Based on the graphic novel franchise and 

using the Lithtech 2.0 engine, KISS has the makings of a disturbing if senseless FPS. If nothing else, it certainly has the 

most bizarre enemies - and there are plenty of them. One level is hOme to more than 100 spiders which attack en masse. 



MARIO PARTY 2 
This sequel to last year's highly entertaining multiplayer experience offers five new stages - and 14 of its 64 mini-games are also new. Other than 

a few more characters and other refinements such as the possibility of using shortcuts (at a cost of five gold coins, of course), and increasing your 

income by betting on events, it's very much business as usual. The 256Mbit cartridge should grace Japanese game shelves from December 17. 

PRE SCREEN 

FORMAT: N64 DEVELOPER: HUDSON SOFT 



ZE LDA GAIDEN 
Only the most devoted Nintendo follower would refuse to admit that the 

company's 64bit machine is in serious trouble. As such, titles like this 

Zelda pseudo-sequel (or even Rare·s Perfect Dark), regardless of its 

quality, will do little to alter the machine's misfortune. Nevertheless, 

you'd be foolish not to look forward to another Miyamoto production. 

ETERNAL ARCADIA 
Divided into six main areas, each under the influence of a moon, Eternal 

Arcadia offers an RPG narrative inspired by Moby Dick. You move from one 

area to another on the Little Jack flying ship looking for Mobys, a gigantic 

creature responsible for the captain 's loss of an arm and an eye years ago. 

◄ 20 £DG£" 

FORMAT: N64 DEVELOPER : NINTENDO 

FORMAT: DC DEVELOPER: SEGA 



PRE SCREEN 

THRASHER: SKATE AND DESTROY FORMAT: PS DEVELOPER : ROCKSTAR GAMES 

While the developer's description of Thrasher as the Gran Turismo of skateboarding titles (whereas Tony Hawk's would be Ridge Racer) may be 

somewhat excessive, there's no denying this is a more technical approach than Neversoft's surprisingly accessible effort. It takes a while to get to 

grips with the controls, and it doesn't always look fantastic, but it should be interesting to see how the gameplay squares up after extended play . 

.. _' 
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• New developments 
• NTSC-PAL/localisations 
• Experienced talented teams 
• Prototyping 
• Graphical alterations 
• Design 

Extreme 



PRE SCREEN 

BEETlE BUGGY 

Edge first saw this back in ES 1. Then 

known as Rattle and Beetle, Spanish 

developer Chaos Effect had come to 

ECTS looking for a publisher. The 

following ECTS, Edge met the Chaos 

director who was showing a suitably 

advanced version of his PC game 

and had also managed to get a big 

publisher very interested in it. A 

year on things have changed again. 

Expect more info as soon as the 

lnfogrames PR machine warms up. 

SUPER 1 KARTING SIMULATION 

Available for PC (with a subsequent 

PlayStation version next year), this 

Interactive Entertainment-developed 

game concentrates on authenticity, 

with 11 international tracks (and 

bonus GP circui t) and a series of 

karting classes to work your way 

through on your way to victory. At 

present the karts fail to demonstrate 

the twitchy behaviour of real karts, 

and the drivers appear remarkably 

relaxed, although this should be 

fixed by the time the game is out. 

◄ 22 £DG£
0 

ETERNAL RING 

Keen to take its King's Field saga to new levels, From Software is hoping 

that PS2 is the tool with which to achieve its vision. The world of Eternal 

Ring is divided into eight areas, each controlled by a dragon. weather is 

calculated in realtime and in affecting your environment can reveal 

secret areas (an avalanche may make available a cave, for example). 

BIOHAZARD CODE: VERONICA 
Suffering another delay (Capcom quickly announced the December release of 

Biohazard value Plus, a tqrted-up DC version of Biohazard 2), Code: veronica 

continues to look promising. More puzzle heavy than before, certain elements 

FORMAT: PS2 DEVELOPER : FROM SOFTWARE 

FORMAT: DC DEVELOPER : ANGEL STUDIO 





PRE SCREEN 

MUNCH'S ODDYSEE 
Oddworld Inhabitants is combining its beautifully innovative side-scrollers with the power 

It's a world away from the 
2D side-scrolling of Abe's 
adventures, but thanks to 
the power of PlayStation2, 
Munch's Oddysee should 
keep its predecessor's 
quirky character but with 
added accessibility 

Format: PS2 / PC 

Publisher: GT Interactive 

Developer: Oddworld 

Inhabitants 

Release: Autumn 

Origin : us 

24 £DG£• 

of PS2. Yes, it's time to welcome Abe and parping chums into the glorious world of 3D 

D he latest Oddwor/d game represents a 
revolution that goes beyond the obvious 

jump from 2D to 3D. There's a switch from 
puzzle-oriented gameplay to the open-ended 
simulation of entire ecosystems - including the 
life cycles and social chemistry between the 
bizarre creatures that inhabit them. But that's a 
measure of freedom available when developing 
games for PlayStation2. 

"We've allowed more onscreen characters, 
more elaborate behaviours and larger 
worlds with more Al running underneath," 
enthuses Lorne Lanning, Oddworld 
Inhabitants' president. 

"In short Playstation2 allows us to completely 
rethink how a game should be built, how it 
should look and how it should be played." And as 
anyone who has experienced Abe ·s Oddysee or 
Exoddus will know, that's quite a statement, as 
Oddworld games have never lacked innovation. 

Now as one of the first non-Japanese developers 
to release image of its DVD-based game, it's 
demonstrating ambition too. 

Born out of a time when Lanning and CEO 

Sherry McKenna found themselves working on a 

movie ride for Universal Studios, only to decide 
that games were more interesting, Oddworld 
Inhabitants started out intending to release a 
quintet of game episodes within one universe. 

The first chapter was completed with the 
release of Abe's Exoddus. This was counted as 
a bonus game following the debut of Abe's 
Oddysee, rather than a release in its own right. 
work on the second episode, Munch's Oddysee, 
started in late 1998. The ever-popular Abe is 
retained as one of the key characters. He 
rescues/kidnaps Munch, last surviving Gabbit, 
from a Glukkon medical research facil ity. 

The Gabbits have almost been wiped out as 

One of the key features 
of Munch's Oddysee will 
be its elaborate herd Al 



Most of the favourite species of Oddworld will return in evolved 3D form 
although the key character is Munch, the last survivor of the Gabbits 

PRE SCREEN 

Once again the baddies are the scientific and industrial races, such as the 
Glukkons and Vyykers. Munch has to be rescued from a medical lab 

And using the accessibility that comes from 
a 3D environment, Oddworld Inhabitants is 
concentrating on expanding this core market. 

A manageable camera is one key issue. 
Another is what Lanning berates as the 'virtual 
idiot' phenomenon of 3D characters - when the 
addition of a third dimension makes characters 
unable to pick up items or walk through doors 
without colliding with walls. 

The world is heavily populated with creatures from Abe's games 
reappearing in evolved 3D forms, as well as a raft of new beasts 

they have been used as spare transplant parts 
for Glukkons suffering from lung cancer. 

Despite their dysfunctional relationship, 
Munch and Abe have complementary attributes, 
even though Munch starts the game hating Abe. 
They eventually learn to get along and both are 
important to completing the game Abe can 
possess living beings, while Munch, thanks to 

a RS232 port in the back of his head, can 
possess mechanical objects. He is also an 
amphibian, but Abe can't swim. 

The rest of their world is heavily populated, 
with creatures from Abe's games reappearing in 
evolved 3D forms, as well as a raft of new beasts. 

"Some of the new enemies will be much 

larger in scale," reveals Lanning. "Some will 
have strange co-dependent relationships 
and some will be aquatic. You' ll also start 
seeing more herds." 

Important in the success of previous games 
was the enthusiasm with which female gamers 
picked up on Abe's non-confrontational missions. 

"We are working on a system that helps the 

game's inhabitants identify where they are in the 
environment and also recognises what items of 
interest might be nearby," Lanning explains. 

"Picking up an item should be as fluid as it 
used to be in 2D." The goal is to combine these 
tools with an environment that allows players to 
do what they want, for as long as they wish. 

"We expect that once people start playing, 
they will find themselves getting interested in 
going off on their own and just treating the 
world like it's a terrarium full of living 
creatures," he says. 

"People will want to nurture some things 
or levels for a long time, possibly days or 

weeks.' The core plot will take about 50 hours 
to complete. And around nine months after the 
release of Munch's Oddysee, Oddworld 
Inhabitants will release its first on line multiplayer 
version of the series, archly entitled Hand of Odd. 
Thanks to Sony, Oddworld finally has the ~ 
chance to go global. LS 

Beautiful scenery, 
consistent ecosystems 
and deep immersion 
are promised in the 3D 
version of Oddworld 
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PRE SCREEN 

DAI KATAN A 
The pitch was 'Quake with a storyline and two Al-controlled sidekicks'. 

Three years on, the resulting game is finally approaching completion . No, really, it is ... 

Daikatana's third level is set in a Norwegian, plague-infested village. 
Weapons are medieval while enemies are based on Norse mythology 

Format: PC/ N64 

(PC version shown) 

Publisher: Eidos/ Kemco 

Developer: Ion Storm/ 
In-house 

Release: December 

26 £DG£• 

II ew were surprised when John Romero led a 
breakaway team from the world-leading PC 

developer, id. But that decision was more than just 
a collision of personalities; the taciturn John 
Carmack verses the rockstar ego Romero. 

Post Quake, Carmack's vision was to build a 
technology base to power the purest multiplayer 
experiences ever. But Romero wanted freedom to 
write genre-busting games with ambitious 

One of the key design features is the inclusion of two Al-controlled sidekicks, 
Superfly and Mikiko. The trio attack a fearsome Quake-style bot (above) 

singleplayer stories. And so he left. And thanks to 
backing from Eidos, Ion storm was born. 

By the time it ships, Daikatana will have been 
in development for more than three years. 
Meantime, the bulk of its original team has left to 
form their own studios and the game engine has 

been upgraded from Quake to Quake 11 
These were time-consuming obstacles to the 

game's completion. Lengthy development doesn't 
preclude success, though, as Valve and Epic 
discovered with Half-Life and unreal, respectively. 
For what is often forgotten is that Daikatana has 
always been an incredibly ambitious title. More 



One level involves Hiro infiltrating a high-security prison full of mean-looking 
convicts. Fortunately, he has an arsenal of grenade launchers and miniguns 

It's no surprise that 
Daikatana' s heritage 
and age have become 
evident due to its 
troubled development 

than merely a FPS. Romero is attempting to meld 
RPG elements into the genre. to create a game 
that's as dependent on strong characters as it 
is quick shooting and cool network code. 

one addition is the five character stats: power, 
attack, speed. aero (accuracy) and vitality. As 
characters gain experience points in RPGs. killing 
enemies will provide points which can be 
distributed to improve whichever attributes best 
suit gamers' playing styles. More crucial are the 
two computer-controlled sidekicks, Superfly and 
Mikiko, who help the main character, Hiro 
Miyamoto They can be commanded with 
instructions such as 'stay,' ·come· and 'attack.' 

Ammo and health can also be swapped 
between characters who even ask what they 
should do. And more than being a neat idea 
devoid of gameplay possibilities, they are vital. 
especially to unlock areas. 

The hardcore player can even go through the 
game as one of the sidekicks. But in a move sure 
to annoy; Superfly and Mikiko must be kept alive. 
They will hide from enemy fire when they are low 
on health and avoid falling damage - but if one 
dies it's game over for the entire group This, 
rather than the dated look of the game, could turn 
out to be the biggest weakness. 

In the most recent build Edge played, the 

sidekicks' Al seemed to be in need of an overhaul. 
They were far too keen on standing in front of any 
weapon Hiro was about to wield - not the best 
position in a firstperson game that features 
friendly fire. Instead, the best advertisement 
seems likely to be the on line mode allowing three 
people to play cooperatively. 

Daikatana's other main departure is its four-

PRE SCREEN 

Each level has its own atmosphere, enemies and weapons. The double­
headed, poison-spitting snake staff (above) is from ancient Greece 

games-in-one design. Each episode is completely 
different in appearance. armoury and enemies. 
Starting in 25th century Japan, the action moves 
to ancient Greece where players fight mythical 
beasts like griffins and the Medusa, using 
weapons such as the Eye of zeus. Meanwhile. in 
Dark Ages Norway, it's crossbows, skeletons and 
dwarves. Quake-style weapons and mechanoid 
opponents are saved until the final futuristic level. 
At the crux of this fantastical story is the mystical 
Daikatana sword which allows Hirn and his 
companions to time travel - something Ion Storm 
remains uncharacteristically coy about. It hasn't 
even released ingame footage of the blade yet. 

But for all Romero·s protests that Daikatana is 
designed to be a single player experience, its 
reputation may well depend on the reaction of the 
online community. 

The game will look familiar enough to gain 
supporters. There is certainly plenty of variation in 
weaponry. And, as is de rigueur, it will ship with 
1onRadiant, its modified Quake level editor. 

A nightmare scenario remains: Kemco's port 
of the game could ship into America's voracious 
N64 market selling millions, while Ion Storm's PC 
version stalls on its ambition and the 
imminent release of Quake 111: Arena. 

Each time period has 
around 20 enemy 
types, ranging from 
bats, to sharks, bots, 
attack helicopters, 
griffins and skeletons 
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PRE SCREEN 

THE WHEEL OF TIME 
Take the characters fron:i a fantasy un iverse, add a high-powered engine and 

Format: PC 

Publi sher: GT Interactive 

Developer: Legend 

Release: December 

Origin: us 

28 £DG£
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develop for two years . The result could be a magical firstperson box of tricks 

D f there's one key issue forced on to 
developers by the commercial pressure of 

the games industry, it's licensing. And following its 
acquisition by GT earlier this year, the latest title 
from Bob Bates' long-running Legend studio is 
licensed up to the max. 

Based on the characters and world of the 
Wheel of Time fantasy series, created by us 
author Robert Jordan, Legend's game is powered 
by the Unreal engine. 

Despite rumours early in its development that 
gameplay would be angled towards an RPG style, 
its engine heritage has won through. The Wheel of 

The trick to staying live is the careful 
mixing of offensive and defensive spells 

The Wheel of Time is as much about choosing which spell to use as wiping 
out the enemy. Magic is indicated across the bottom on the playing screen 

Time has ended up in the mode of Hexen - a 
firstperson shooter with magical items and 
spells taking the place of the usual array of flak 
cannons and rocket launchers. 

instead, players have the tactical choice of 
tackling enemies with either projectile spells such 
as fireballs and decay or using passive options -
reflecting damage and creating minions to fight for 
you. There are ten types of spell, and three to six 
variants in each. 

You can even defend an area by herding 
enemies into killing zones using fa lse walls and 
then hitting them with spear traps and trapdoors. 
It's an intriguing proposition, particularly as the 
plot of the singleplayer option places the player 

on the defensive. some missions involve 
protecting your tower (you play Elayna, the head 
of a female order of sorceresses) against 
hordes of marauding monsters, while trying to 

regain a stolen seal. 
The game also betrays something of its 

roots with the level design, which is of the 
highest quality. Sketches produced from locations 
described in Jordan's books were made into 
models by an architect. The ruined cities and 
decimated interiors are as good as any levels in 
unreal Tournament. 

But unlike the triumphalism inherent in most 
FPS, the atmosphere here is tinged with a certain 
melancholia. And according to the game's 
designer, Glen Dahlgren, the experience of 
playing should be more thoughtful - closer to 
Magic: The Gathering (the card game) than 
to a Quake fragfest. 

Set in Robert Jordan's 
fantasy world, The 
Wheel of Time 
focuses on plot despite 
its FPS perspective 





PRE SCREEN 

MEDAL OF HONOR 
Steven Spielberg turns the war-weary knowledge gained from 

'Saving Private Ryan' into an authentic Go/denfye-inspired WWII shooter 

One of the few titles to use both Dual Shock joysticks, the game has 
smooth controls, especially using the shoulder buttons for strafing 

It's not all combat. The 
most tense missions 
all occur undercover 

Format: Playstation 

Publi sher: EA 

Developer: Dreamworks 

Rel ease: January 

Origin: us 

30 £DG£
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D he concept behind Medal of Honor 
is so obvious that the game should 

be subtitled What Steven Did Next. After 
finishing ·saving Private Ryan', Spielberg and 
his consultant Captain Dale Dye started to 
flesh out the background story for a game 
based in that WWII environment. Spielberg 
was so hands-on that he even chose the title. 

The game revolves around Jimmy 
Patterson, an Office of Strategic Services agent, 
working behind German lines prior to the 
D-Day landings. There are 24 levels in total, and 
each builds linearly on the last, with the goals 
becoming increasingly crucial to the overa ll 
success of D-Day 

As recently seen taken to extremes in 
Hidden And Dangerous, everything from the 
weapons and uniforms to the types of mission 
are modelled as realistically as possible for a 
PlayStation game. 

One of the best-looking console shooters, Medal of Honor pushes Sony's 
hardware. The character animation system (above) is particularly impressive 

Apart from Spielberg's fi lm, the other 
heavy influence on the game is GoldenEye. 
oreamworks' development team seems to 
have studied Rare·s masterpiece carefully 
and concentrated its efforts in key areas such 
as Al and a hierarchical animation system. 
As in GoldenEye, character models experience 
locational damage, limping when shot in the 
leg, for example This also has the advantage 
of reward ing accurate shooting, with a single 
shot to the head causing instant death. 

More simi larities between the games 
include levels in which suspicious guards can 
set off alarms, triggering all troops into alert. 
Enemy Al is fearsome, too, with squad-based 
intelligence working well. On occasion, soldiers 
wil l even kick your grenades back at you. 

Another neat touch is that some missions 
involve Patterson going undercover wearing 
a German uniform. To ga in access to better­
guarded areas you must fi nd and take out 
high-ranking officers with a si lenced pistol, 
in order to steal their passes. 

While GoldenEye remains the finest 
firstperson shooter ever to grace a console, 

recent alpha code suggests Medal of Honor 
is likely to gain the PlayStation subdivision ~ 

of that accolade. LS 

In common with every 
quality FPS, Medal of 
Honor offers a sniper 
rifle for distance kills, 
and a multiplayer split­
screen option for the 
obligatory deathmatch 



mad about life 
serious about games 
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SPIDER-MAN 
Take one of the most popular superhero characters, grab Tony Hawk's Skateboarding's engine, 

Format: Playstation 

Publi sher: Act ivision 

Developer: Neversoft 

Release: June 

Origin : us 

32 £DG£
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and stand back as your foolproof concept shapes up - it's easy when you know how ... 

II irst seen at this year's E3 show, NeversoWs 
take on the Spider-Man franchise is looking 

increasingly as though it may be the first digital 
outing for Marvel comics· superhero to actually 
do him justice. 

using the Tony Hawk's Skateboarding 
graphics engine, the developer has spent the 
last few months battling with the intricacies of 
having a character that can go virtually anywhere 
within a given environment. It has now reached 
the point where it can concentrate solely on the 
actual level and game design. 

Although Neversoft is keeping quiet about 
gameplay specifics, Edge understands that you 
can expect al l of Spider-Man's main comic-book 
adversaries - old and new - to make an 
appearance at some point. There are also 
references to other superheroes - as you swing 
between New York's soaring structures you may 
come across the Fantastic Four building. 

Neversoft has intimated that Spidey will 
communicate with fellow crime fighters at 
various points, although this is likely to happen 
only during cut scenes, which sadly kills any 
potential for the kind of alliances which the 
webhead has struck up on his myriad escapades. 

After poring over endless comic-book art 
and footage of the various animated TV series, 
Neversoft gave up fooling around with motion 
capture and resorted to hand animation as a way 
of depicting Spider-Man's particular movements. 
There are some impressive results - polygonal 
Spidey moves and hence looks surprisingly like 
the 'real' thing. The one thing he can't do, due to 
a condition imposed by Marvel, is kill any of his 
opponents. (Feel free, though, to tie them up in a 
ball of web, violently reel them towards you and 
knock them unconscious, or just bounce them 
off a selection of geographical featu res for a bit) 

Spidey·s ability to tackle landscape from any 
angle presented Neversoft with a problem when 
it came to engineering a workable camera. The 
developer eventually decided on a system 
whereby obstructing become semi-transparent. 
When crawling on a ceiling, therefore, the 
camera can still loo)< down into the room without 
being hampered by polygonal roofing tiles. 

Witn another seven months to go, Neversoft 
appears on track to turn out a production that 
may even surpass the quality of the great 
Tony Hawk's Skateboarding. Comic-book 
fans will attest that it's not before time. 

In addition to his super 
fighting skills, Spider-Man 
can put his web-spinning 
technique to a variety of 
uses such as flicking 
switches from a distance, 
as well as more obvious 
aggressive applications 

Neversoft is ensuring 
the most important 
elements from Spider­
Man's universe make 
the game, Spider 
sense, for instance, 
is taken care of via 
Dual Shock vibration 





ISSUE 73 JULY 1999 

News BT commits to Sega's online plans for DC 
An audience with ... The Bitmap Brothers 
Prescreen Indiana Jones, Metal Gear Integral 
Prescreen spotlight Soul Fighter, Quake Ill 
Testscreen Soul Reaver, The Phantom Menace 
Features E3 1999 report; Made in Hong Kong 

ISSUE 7 4 AUGUST 1999 

News Sega's New Challenge Conference; 64DD 
An audience with ... Ex-Bullfrog boss Les Edgar 
Prescreen Ready 2 Rumble Boxing, Winbock 
Prescreen spotlight Ferrari F355 Challenge 
Testscreen Outcast, Dungeon Keeper 2, V-Rally 2 
Features Mr Tetris - Henk Rogers; G@me On 

ISSUE 7 5 SEPTEMBER 1999 

News Kessen readies for NGPS; PAL Dreamcast 
An audience with ... Richard Darling 
Prescreen Jet Force Gemini, Vagrant Story 
Prescreen spotlight Colin McRae Rally 2 
Testscreen Dino Crisis, G-Police 2, Kingpin 
Features Hooray for Hollywood; Develop' '99 

ISSUE 7 6 OCTOBER 1999 

News Developers respond optimistically to 
DevCon '99, Sony's UK Play5tation2 roadshow 
An audience with ... UbiSoft's Michel Ancel, 
France's answer to Shigeru Miyamoto 
Prescreen Siar Gladiator 2, Off the Road, 
Jet: X, Star Wars: Force Commander, Vampire: 
The Masquerade, Wld Anns 2, Breath of Fire 4 
Prescreen spotlight Titanium Ange( Rayman 2 
T estscreen Trick Style, Saul Calibur, Shadowmon, 
Unreal Tournament, Airforce Delta, Darks/one 
Features Fourteen-page Dreamcast pre-PAL 
launch special; Inside Silicon Valley, UK, the 
heart of Britsoft; Game patches: the truth 

ISSUE 77 AUTUMN 1999 

News Sony unveils Play5tation2 in Tokyo - Edge 
was in attendance to grab the first images of the 
hardware and software, plus details of the 
corporation's plans for world domination 
An audience with ... NOA president Howard 
Lincoln, and videogame legend Shigeru Miyamoto 
Prescreen Eternal Arcadia, Runabout 2, Super 
Runabout, Legend of Dragoon, Furbolls, MDK2 
Prescreen focus Space Channel 5, SOF 
Testscreen Jet Force Gemini, Final Fantasy VIII, 
Ready 2 Rumble Boxing, Homeworld, Draken 
Features Spaceworld '99 report; ADSL's gaming 
potential explored; The Usual Suspects - six 
leading industry creatives discuss gaming's future 

ISSUE 77 AUTUMN 1999 

News Dreamcast final~ hits European shores -
Edge reports on Sega's successful launch; Milia 
2000 prepares for its biggest showing in Cannes 
Prescreen Cran Turismo 2 & 2000, MetIOpolis 
Street Racer, Roadsters, Giga Wng, Virtual On 
Oratorio Tangram, Jet:X, Crazy Taxi, Parasite Eve II, 
The Real Neverending Stary, FI Grand Prix 3, 
SWAT 3, Phantasy Star Onhne, SNK Vs Capcom 
Prescreen focus Repub/Jc, Vampire 
Testscreen Rally Championship, Biohazard 3, 
Tomb Raider: nR, Hydra Thunder, FI World 
Championship, Toy Commander, Wn Back, FI '99 
Features Edge reports from the autumn Tokyo 
Game Show; PC 3 D: the next generation explored 
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CONSOLE WAR II 
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CONSOLE 
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CONSOLE WAR II 

Edge delivers an insight into the efforts of Sony and its three rivals 
as they prepare to lock horns for your cash, and offers a prediction 
of how the gaming landscape will pan out once the shells stop flying 

D here have been console wars before, 

of course (strictly speaking, a more 

accurate title for this feature would be 

Console War VJ. But never on this scale. 

Now that Sony has undertaken the 

groundwork - and that's all it is, because 

videogaming remains a niche interest in the 

grand scheme of things - the wide-scale 

acceptance of videogaming as a form of 

entertainment as common as the TV and VCR 

in the home is but a console launch away. 

However, this super-mass market does not 

want to have to make a decision between 

varying technologies. While hobbyist gamers 

are happy to purchase two or more systems, 

the super-mass market needs standardisation. 

When VCR technology finally became 

affordable to the masses, it soon became clear 

that Betamax would not survive for long 

against VHS. The two technologies did not co­

exist in the same way the N64 has alongside 

the Playstation. Sony's Betamax had to go. 

That is why this particular round in the war 

to dominate the living room will be especially 

bloody. It's also why Microsoft is entering the 

fray. Despite having not officially announced 

the existence of a console at the time of press, 

Bill Gates· crew know that a revolution is about 

to take place in the home, and that it's not 

going to happen via PCs, irrespective of how 

many attractively coloured boxes they're 

wrapped up in. No, the future is a box that sits 

alongside the family television . Which box? 

That's what this feature seeks to identify. It's still 

early days, but as you'll see over the next nine 

pages, it's already possible to identify the most 

promising pedigree in this four-horse race. 

Welcome to the revolution 
After years of false starts, the set-top box 

revolution is almost ready to take hold. Philips 

and 3DO attempted and failed to bring the 

dream alive, but as well as failing to attract 

large-scale software support, both companies 

were attempting to invent a market in 

conditions that would not support it. 

As society prepares to welcome the 

new millennium, however, it is waking up to 

connectivity, and the value of this component -

an out-of-the-box consideration, in one form or 

another, to most manufacturers preparing to 

launch a new console - will eventually pan 

out and it will begin to change lives. 

According to JDC Research, the number 

of game consoles that will have shipped 

worldwide with Internet support will be 

1 sm by the year 2002. 

As the first console to offer connectivity as 

standard, Dreamcast may make up a fairly 

significant number of those 1 sm, and it's 

already a secure vehicle for ecommerce. 

According to Ken Soohoo, VP of voduct 

development at PlanetWeb, the developer of 

Dreamcast's Web browser, Dreamcast's 

200MHz Hitachi processor is quite capable of 

handling the cryptography required for secure 

Internet ecommerce. "From an online security 

standpoint, someone accessing the Net from a 

Dreamcast looks exactly like someone 

accessing the Net from a PC," says Soohoo. 

"Nintendo probably views it slightly different 

than a Sony or Sega would, in that we·re a very 

traditional, pretty focused gaming company. 

The main thrust of our machine is going to be 

as a dedicated gaming console." 

Microsoft isn't taking any chances in the 

face of the potential from Nintendo, Sony and 

Sega to offer services traditionally bound to 

PC, especially if consoles make them 

comfortably usable in the living room. If there's 

going to be a machine providing ancillary PC 

features and PC entertainment in the livirg 

room, Bill Gates wants it to be X-Box. 

The big prize 

Though videogaming will be the activity 

around which the next wave of consoles 

wi ll be sold, every major player is strategically 

"Brow~ers and things are relatively simple to implement on 
these next-generation machines, but for Nintendo, we want to 

focus on what augments our core expertise, which is gaming" 

And Sony's already planning for 

Playstation2 technology to be incorporated 

into high-end post-PC graphics workstations 

being designed for high-end image-processing, 

for games as well as film and broadcasting. 

But don't expect to see the next round of 

consoles to be marketed as anything other 

than gaming machines, at least at the outset. 

Rather, new consoles will gradually expand into 

multimedia territory. 

Nintendo's stance is typical. While 

Dolphin will certainly house technology 

capable of providing more than gaming, 

saying otherwise would directly contradict 

the company's mantra. Nintendo of America 

engineer Jim Merrick toes the company 

line. "Browsers and things are relatively 

simple to implement on these next-generation 

machines," he says. "They are all capable of it. 

But for Nintendo, we really want to focus on 

what augments and enhances our core 

expertise, which is gaming." 

But if its competitors are offering games 

and more benefits online, or DVD movie 

compatibility, shouldn't Nintendo be 

considering expanding Dolphin's 

potential for online access' 

"The simple answer is no," says Merrick. 

planning for the same tri llion-dollar prize -

massmarket dominance in the next 

millennium and ultimate control of the 

living room. This means eventually building 

out ecommerce portals, and providing 

promotional opportunities that target the 

traditional console demographic. The new 

systems will certainly open up ways for the 

hardware manufacturers to bring in non­

traditional forms of revenue. And each 

company has a markedly different strategy 

for success, as will become clear over the 

following pages. 

Winner takes all 
On the face of it, the key to winning this new 

console war is simple: delivering the widest 

variety of strong games at a super-accessible 

price wi ll build the foundation of consumers 

upon which successful networks and 

broadband support can be built. 

This means that now more than ever 

each console manufacturer needs to deliver 

an astonishing lineup and a killer game 

network to convince people like the readers 

of this magazine - the early adopters and 

influencers - that its system is the one 

you can't live without. 

Jim Merrick, NOA 
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Never in the field of hardware-manufacturer conflict has so much 
been expected of one piece of hardware. can Sony truly conquer all? 

n s the original Playstation readies 

li1 itself for relegation to discount bins, 

lofts, and younger siblings' bedrooms, the new 

model is almost ready for action. 

The replacement machine may play original 

Playstation titles, but this is a mere footnote in 

Sony's overall scheme, which includes 

delivering the most powerful gameplaying 

machine ever conceived, capable of playing 

DVD movies just as the format is on the verge 

of exploding. Standalone DVD players currently 

external hard drive and broadband modem 

package in 2001 that will include the 

technology required to download videos, 

music, and games. 

Why broadband? Sony is dedicating its 

resources to bring forth a network capable of 

driving new interactive experiences that go far 

beyond traditional games as they are 

perceived today. Ken Kutaragi describes this 

new medium as "computer entertainment." 

Sony is pushing videogaming further into the 

As industry luminary Trip Hawkins recently said, "technology 
is becoming passe; story and emotion will be the most 

important determiner of success in the next generation" 

sell for around £350, and whi le this pricepoint 

wi ll have dropped a year from now, the 

existence of this compatibility alone gives 

PlayStation2 enormous launch appeal. 

Playing it broad 
Beyond 2000, Sony has embraced broadband 

technology. AlthOugh Sony believes that a 

thirdparty partner may deliver a modem and 

HTML browser, the company plans to forego a 

narrowband HTML browser and packed-in 

modem, and instead plans to introduce an 

realm it has touched upon with PlayStation. 

Software design is now advanced enough to 

bring personality to characters, and a real 

narrative to gameplay. This is the Emotion 

Engine's destiny, says Kutaragi: to bring 

emotive qualities to videogames. As industry 

luminary Trip Hawkins recently said, 

"technology is becoming passe; story and 

emotion will be the most important determiner 

of success in the next generation." 

Tech specs 

He may be right. Sony says this is what's 

going to drive gameplay into the next decade: 

marrying a quality gameplay experience - be it 

Tekken or Tomb Raider - to the epic, cinematic 

storytelling experiences seen in 'Saving Private 

Ryan' or even read in Moby Dick. The best 

examples should deliver something 

inconceivable today. 
■ CPU 

■ GPU 

■ RAM 

■ DRAM 

Drive 
■ Audio 
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128bil 'Emotion Engine' @ 294.912 MHz 
'Graphics Synthesizer@ 147.456 MHz 
4Mb VRAM embedded on chip 
32Mb direct 
D~D-ROM ( 4x), CD-ROM (24x) DVD-movie compatible 
Sound chip, 48 hardware channels, 2Mb audio RAM 

Power 
When the first million units are released on 

March 4 in Japan, Playstation2 will instantly 

raise the bar in console technology. The 

system can process 16m polygons per second 

with all effects turned on, plus curved-surface 

rendering to boot, which dwarfs Dreamcast's 

3m/sec. But Sony's new hardware will not be 

as accessible from a programming perspective 

as the original PlayStation was. The learning 

curve will be steep, and many developers will 

require the use of middleware which will limit 

coders from tapping the system's true 

potential. Subsequently, the first generation 

of PlayStation2 software may be comparable 

to Dreamcast games, but Sony's format will 

inevitably outpace Sega's. The real question 

is, how long will it take? 

Software library 
While even the first wave of Playstation2 titles 

are still some months away, a handful of 

impressive titles were on display at autumn's 

Tokyo Game Show. Sony has claimed that 

more than 85 titles wi ll reach Japanese gamers 

next year, but the real question is, how many 

will make the March 4 Japan launch, and how 

many of those will make it to the west next 

autumn? (Certainly, titles such as Taito's Let's 

Go By Train!, as graphically swish as it is, wi ll 

not find a welcome audience here.) 

However, in that bag of 85 titles, there are 

certainly some gems. Tekken Tag Tournament, 

New Ridge Racer, Gran Turismo 2000, and 

Square's impressive free-roaming brawler, The 

Bouncer, are just four titles that will redefine 

videogaming in their own way. But it's worth 

noting that these games, when stripped down 

to their bare bones, could be Playstation1 

titles. Gamers will have to remain patient to 

see the kind of depth that Sony is selling its 

new format on back of. 



Incoming software 

Considering the strong support the system has 

already garnered in Japan, it is not surprising to 

see that western publishers and developers 

are also clamouring to get onboard. one 

telltale sign is Electronic Arts· immediate 

endorsement of the format. The world's largest 

thirdparty publisher is set to have several titles 

ready for Playstation2's launch outside of 

Japan. Industry insiders have revealed that the 

company is working at fu ll ti lt in preparing its 

current franchises for the leap to PlayStation2. 

Perhaps wary of the catch-up game the 

company played with the original PlayStation, 

Electronic Arts is skipping Dreamcast in its 

entirety to focus its resources on one killer 

system. With a company as large as EA, 

changing strategies partway through 

production schedules simply isn't an option. 

Marketing muscle 

If Sony did anything especially well, it was 

marketing, succeeding with Playstation in 

reaching a consumer base far wider than Sega 

or Nintendo had ever enjoyed. Sony's 

corporate branding remains strong (at the time 

of going to press, its 'mental wealth' campaign 

is as visible as it ever was). In some respects 

Sony does not need to try too hard with PS2 

because the system does a fine job in 

promoting itself (you had only to witness 

coverage from the Tokyo Game Show in the 

national press to understand this), but you can 

be sure that it will spend hand over first to 

retain - and grow - its market share. 

Prospects? 

It is nigh impossible to deny this as the 

massmarket platform of choice in waiting. 

Forthcoming PS2 software includes highlights such as New Ridge Racer (top left) 
and The Bouncer (top right), but these titles do not look set to make any big 
gameplay strides - something Sony must address if its console is to meet the 
lofty expectations of hardcore gamers. Meanwhile, first-generation PS2 titles such 
as Street Fighter EX3 (centre left) and T&E Soft's inevitable golf game (centre 
right), hardly appear to push the platform. Eternal Ring (above left) is From's 
inevitable early RPG, while Let's Go By Train! (above right) will be huge in Japan 
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Already out on the streets and fighting for consumers' cash, is 
Sega's success story prepared to battle on into 2000 and beyond? 

l':I limbing out of the hole Sega dug itself with 

1.:1 its 32bit Saturn hasn't been easy. But now, 

a couple of months after the launch of Dreamcast 

in the west, it seems the company has done so 

with resilience - but not without some birthing 

pains. Many of the us executives responsible for 

the successful launch of Dreamcast, notably 

former us president Bernie Stolar, former VP of 

thirdparty Gretchen Eichenger, and former VP of 

product development Eric Hammond, are no 

longer with the company. 

early next year, and even though Sega fa iled to sell 

the 100,000 UK units it claimed it would within a 

week of making the unit available (falling short by a 

few thousand), its performance has been sterling. 

Shuffling and expanding 
But Sega continues to shake things up on the 

corporate side. Sega of America will become Sega 

of America Dreamcast, and a new company in 

Japan, international Investment Corporation (IIC), 

will handle Dreamcast network-related business. 

It remains to be seen whether Dreamcast's modular design, 
whereby it 'grows' in parallel to the user's needs, will be a 

boon or a millstone. History would dictate the latter 

Tech specs 
CPU 

GPU 

RAM 

Audio 
OS 
Drive 

Online 
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With 19 us titles in place, the system launched 

to a startling $134m in sales in its first four days. 

A month later, the system moved into the holiday 

season with more than a half-million units sold, 

and talk of hardware shortages possible in 

December. In the UK, meanwhile, the company's 

progress has been similarly impressive (see News). 

The company's plan to have 1.Sm units 

installed in the us by March 2000 may now be 

conservative. In Europe, 1 m will ship into retail by 

Hitachi SH4 200Mhz 
NEC/Videologic CLX I graphics chip 
16Mb main operating RAM 
8Mb video RAM 
2Mb audio RAM 
Yamaha AICA sound chip 
Dual w,ndows/proprieta,y OS 
Proprieta,y GD-ROM, I Gb capacity 
36K(UK/Japan)/56K(US) modular modem 

At the autumn Tokyo Game Show, Sega 

announced digital imaging plans and showed a Zip 

drive attachment that will bring considerably more 

memory to the machine for online use. 

In late September, Sega president Shoichiro 

Iramijiri, possibly in response to Sony's PlayStation2 

broadband announcement, expressed his belief 

that Dreamcast could be connected to a Sega 

network via DSL or cable modem as early summer 

2000 in Japan and shortly thereafter in the us. As 

with Sony's machine. however, broadband potential 

remains less of a issue on these shores at present. 

It remains to be seen whether Dreamcast's 

modular design, whereby it 'grows· in parallel to 

the user's needs, will be a boon or a millstone. 

History dictates the latter, but then to loo< at 

history in the run up to Dreamcast's launch 

would have been to credit it with no chance 

whatsoever, and sales speak for themselves. 

And it's interesting to note that with PS2 Sony 

is essentially delivering modular technology. 

too, which should ease concern at Sega. 

Power 
For the immediate future, sega·s hardware 

obviously remains the undisputed champion. Yes. 

the standard joypads are among the dodgiest ever 

conceived, and the machine itself sounds like it's 

grinding on a bone at certain points during 

operation, but the PowervR-based graphics chip, 

16Mb of onboard RAM, ard the Hitachi-engineered 

CPU have together provided a vehicle for one of 

the 11ost explosive videogames ever - Namco·s 

Soul Calibur. With Zip drive expansion and online 

play looming in the future. Dreamcast still has 

sorre distance to go before being surpassed by the 

impending technologies of Sony, Nintendo, and 

potentially Microsoft. 

software library 
Sega·s launch library had strengths, but the 

system's software lineup still has some glaring 

holes. Fans are still waiting for a driving game of 

note, and will have to wait a while until the likes of 

sega GT: Homologation Special, Metropolis Street 

Racer, and Crazy Taxi make an appearance. 

In terms of action games. meanwhile, Soul 

Calibur, Power Stone and Sonic Adventure are 

argcably the only must-have games officially 

available to UK gamer" w th a run of releases up 

to Christmas including 'highlights· such as WWF 

Attitude. worms Armageddon and Soul Fighter, 

PAL Dreamcast owners face something of a 

barren run in quality terms. 

If Sega can take any consolation. it will be that 

few other companies played host to anything as 

delightful as Soul Calibur throughout 1999. 

Incoming software 
With Shenmue, Dead or Alive 2 and Resident Evil: 

Code veronica in the works, there are some 

significant titles on the horizon for Dreamcast 



owners, and many more that sega has not yet 

announced. But considering the level of support 

that has already been announced for PlayStation2, 

quality Dreamcast products will be harder to come 

by in the future - especially from Japan, where 

development has slowed of late. Can Sega 

somehow follow Nintendo's model, which saw 

the company make the N64 a significant success 

in the us in the absence of large-scale support? 

Marketing muscle 
Following a highly successful launch, word 

remains out on Dreamcast. Although Sony and 

Nintendo will be shouting their respective merits 

from the rooftops throughout the crucial Christmas 

sales period, it will be hard for both companies to 

drown out the buzz surrounding Sega's new 

hardware. In a marketplace where hot new 

graphics can sell systems, Sega·s timing with 

Christmas around the corner is perfect. The 

company's biggest obstacle will be targeting the 

average Junter on the street, something it has 

already attempted with its lifestyle ad campaigns. 

Faced with a PlayStation at £60 and a Dreamcast at 

£200, though, it's easy to see where the layman is 

more likely to place his faith. 

Prospects? 
Sony and Nintendo intend to snip superior 

hardware next year, so Sega must use its year's 

head start as effectively as possible. The company 

needs to work hard day by day, ensuring that 

thirdparty support stays in place and more AAA 

titles make it to market. Sega also needs to get 

its online network up and running before hype 

surrounding the new consoles from Sony and 

Nintendo swamps Dreamcast. sega·s machine has 

some healthy years of life left in it, but seeing it as 

market leader is simply not an option right now 

New formats need strong driving games, the staple components of today's 
gamers' diets. After an exhausting delay, Dreamcast will soon play host to three -
Metropolis Street Racer (top left), Sega GT: Homogolation Special (top right) 
and Crazy Taxi (centre left). Crucially, the format's online gaming potential will 
be tested by Virtual On: Oratorio Tangram (centre right), which could give Sega's 
spirits a boost in Japan - at least in the short term. Meanwhile, RPG fans are 
left to patiently wait for Shenmue (above left) and Eternal Arcadia (above right) 

CONSOLE WAR II 

£DG£
0 

49 ► 



CONSOLE WAR II 

DOLPHIN 

Having lost the battle of the now generation to Sony, Nintendo 
soldiers on alongside some of the tech industry's biggest hitters 

l'::I o far Nintendo has been quiet, announcing 

1:.1 little more than partners (Artx, Matsushita, 

IBM, and others). and price ("aggressive"). The 

current plan is to create an inexpensive, games­

only machine. and for Matsushita to create a DVD 

player that incorporates Dolphin technology. 

Power 
There hasn't been so much as a tech demo to back 

up Nintendo's E3 Dolphin announcement during 

which Howard Lincoln stated that Nintendo's 

company still refuses to discuss: an online/gaming 

network. unfortunately, the latest word is Dolphin 

will not be shown until Spaceworld next August. If 

this is true, a 2000 launch for the system in the 

west seems impossible. This will come as no 

surprise to avid Nintendo watchers - it hasn't 

shipped a system on time since the NES in 1985. 

Incoming software 
Nintendo's greatest strength is its software. and 

Shigeru Miyamoto's teams are already at work on 

While the company often acts like it would rather the market remain 
at 1987 levels (with games firmly ensconced in the realm of the 

children's toy), Nintendo has been capable of paradigm shifts 

Tech specs 

CPU 

■ GPU 

Drive 
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technology would be "as fast as anything our 

friends at Sony have." Nintendo has been 

extremely quiet since then. and September saw 

the cancellation of a presentation concerning 

Artx's involvement with Dolphin's GPU. However, 

Nintendo has announced that the GPU will use S3's 

excellent texture compression. The unit will also 

feature embedded RAM, probably much more than 

the 4Mb PS2's 'Graphics Synthesizer' uses. 

More partner announcements are also in 

the works, claims a Nintendo spokesperson. 

Presumably they will concern the areas the 

400MHz 18-micron copper process 'Gekko Processor' 
(IBM-designed-and-manufactured superset of PowerPC) 
200MHz custom chip from ArtX, featuring S3's texture 
compression technology and embedded DRAM 
DVD by Matsushita, which will incorporate 
'enhanced anti-counterfeit technology' 

virtual environments that he says could be used 

in future Zelda or Mario titles. Rare, Retro Studios, 

and other companies close to Nintendo are also 

already at work on Dolphin titles as well. The big 

question is the larger thirdparty community, which 

has avoided Nintendo of late. 

Nintendo's Jim Merrick thinks that situation will 

change: "This system is not going to have the 

barriers to entry that N64 did. There were various 

criticisms of the technology, some valid and some 

not, that the N64 was difficult to write for. we are 

addressing those on Dolphin." 

Merrick says the development support 

staff at Nintendo of America has doubled in a 

year. and he believes the company is in a better 

position to proactively support the teams still 

learning Dolphin. "We've hired more people 

specifically for Dolphin, and we've brought in 

a couple of people with masters degrees in 

computer science to handle some of the 

things we expect to be seeing in terms of 

physics and other things." 

Marketing muscle 
The word 'Nintendo' may no longer carry the same 

weight as it once did, but che general public still 

knows the name, and this year Nintendo's 

marketeers will spend $150m in the US to create 

the illusion that there are years of life left in the 

N64. They will have some success in the States. 

Expect the same level of expertise for Dolphin. 

Prospects? 
Nintendo consistently produces innovative 

hardware (the analogue controller, etc) and 

sofnvare (.Zelda, Metroid, Mario et al). While the 

company often acts like it would rather the market 

remain at 1987 levels (with games firmly ensconced 

in the realm of the children's toy), it has. over its 110-

year history, been capable of dramatic paradigm 

shifts. Nintendo is the only company to remain 

profitable after a generational shift. It has some 

insanely powerful strategic allies. but crucially they 

are in the field of hardware, not software. This issue 

will be of tantamount importance in the company's 

performance in the next-generation battle. Great 

software from NCL simply will not be enough. 

Relax - Dolphin games will look much 
better than this. But PC title Midnight 
GT shows S3's texture power at work 
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X-BOX 

Microsoft knows victory only too well . But how will the company 
take on opposition from Japan's three leading console engineers? 

□ y the time you read this, there's a good 

chance there w,11 have been an X-Box 

announcement. Insiders have intimated that the 

system will be announced at the annual Las Vegas 

Comdex. which runs from November 15-19. It is 

likely that the system will be positioned as 

console/PC hybrid designed for the living room. 

currently believed to be partnered in the X-Box 

project are Intel and nVidia. And while it's well 

known there was a very private showing of X-Box 

to analysts at ECTS, the most recent person to go 

on record with knowledge of the device is Yoshihiro 

Maruyama. the vice chairman of Square EA. 

While Maruyama mentioned 3Dfx as a possible 

graphics chip provider for X-Box. however, it is 

more likely to be nVidia's GeForce 256. It may have 

been the loss of the X-Box project to nVidia that 

forced 3Dix president Greg Ballard to resign in early 

October, since. if X-Box goes to nVidia, 3Dfx will 

have failed twice to deliver its technology into a 

massmarket console project. 

Power 
Microsoft has not even admitted the system exists, 

coyly saying only that "we have made no 

announcement about that." never mind shown as 

much as a tech demo. But the power of nvidia 

GeForce 256 is established. At 15m polygons per 

second, the chipset also takes on transform and 

lighting responsibilities. freeing the CPU to handle 

Al and advanced physics modelling. 

Incoming software 
There is no current library of specific x-Box titles. 

but soon after the system is announced the first 

X-Box-enabled PC games, which should run on 

both X-Box and PC, will be released. By the 

Christmas of next year, some experts expect 

most PC games to be X-Box compliant. 

Marketing muscle 
Considering how much it will cost to bring this 

project to fruition, a comprehensive plan will be 

in place to convince consumers that X-Box is a 

worthwhile purchase. Whether that marketing push 

will come from Microsoft itself, or X-Box hardware 

partners like Dell or Gatewav. is unclear. however. 

Prospects? 
If Microsoft and its partners can deliver something 

that appeals to traditional console buyers. this 

machine certainly has a fighting chance. However. 

there are problems that will need to be solved first. 

With an open system, multiple manufacturers. and 

the fact that PC titles regularly ship with bugs, Gates 

and chums have more to sort out than a launch date. 

If, as is believed, Microsoft's console 
uses GeForce and not a solution from 
3Dfx, performance of these sort of 
levels should be expected. Crucially, 
nVidia's technology offers hardware 
transform and lighting, which will 
take a significant load off the CPU 

Tech specs 
500MHz Intel pro:essor CPU 

GPU 

RA M 
OS 
Online 
Drive 

nVidia GeForce graphics processor (unconfirmed) 
Internal hard drive (memory TBA - estimated at 6/BGb) 

Modified Windows 2000 operating system 
Built-in 56K modem 
DVD-ROM with proprietary coding to combat piracy 
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PREPARING FOR WAR 

The reigning champion 
Sony's arsenal 
Thirdparty software support 

Nintendo decided to continue to work with 

cartridges. and Sony leapt in, never to look back. 

Right across the globe, everyone wants a slice of 

the software revenue Sony's new machine has the 

potential to bring, and that's reflected in the 

amount of third parties signed to the format - over 

200 worldwide. The machine doesn't launch until 

March, but over 160 games are in development. 

Raw power 

PS2 is the most powerful gaming device known to 

man. Nintendo has even not dared to claim that 

Dolphin will be more potent - an ominous sign. 

Consumer awareness 

The PlayStation brand is as established as any in 

the market, with tens of millions of devotees. 

Sony's weak spots 

No comms as standard 

While PS2 will be able to deliver the obvious 

parts of the equation (graphics, audio, etc), it will 

not ship with a modem. Sega will have been selling 

the console comms dream for over a year by the 

time Sony's machine launches. which will, if not 

upset. at least affect the apple cart. 

The vagaries of multimedia 

Sony has created a format with design values that 

lean more towards the Philips CD-i than they do 

the original PlayStation. It remains to be seen how 

much aesthetics affect consumers· buying 

decisions. but Sony is sending alien signals. 

Software deficiencies 

Emotional content? Where? Sony must deliver 

soon if its loud trumpetings are to be believed. 

The battle-scarred veteran 
sega's arsenal 
Being first out of the blocks 

over a million western consumers have shown 

Sega that they are bored of what their PlayStations 

can do, and have jumped on to the Drearncast 

bandwagon. Now, if Sega can keep it rolling .. 

In-house development talent 

Sonic Adventure may be flawed, and the AM 

departments may not be throwing new titles 

on to the format by the week, but the fact 

remains that some of the most imaginative 

and talented game engineers are working 

within the walls of Sega Japan. 

The existence of X-Box/PC 

If X-Box does complement the PC as it is believed 

it will, then it will form another game resource for 

Sega's baby. Hall-Life could kickstart a revolution. 

Sega's weak spots 

Being first out of the blocks 

Sega shot its bolt in hitting the Japanese market 

some 16 months before Sony was willing to deal its 

hand (and Nintendo even later), and the respective 

age of the hardware will be brutally apparent once 

PS2 coders get into their stride. 

Lack of software support 

Despite doing a much better job than it managed 

with the Saturn, Sega has struggled to romance 

developers on a truly convincing level. While 

Namco prepares to launch a volley of PS2 titles. it 

refuses to commit to more of Sou/ Calibu(s calibre. 

The modular risk 

Sega is intent on delivering add-on after add-on 

for Dreamcast, despite its past failures. Console 

gamers like standalone units, it's that simple. 

Odds of winning the 
next-generation war: 1/2 (fav) 

Odds of winning the 
next-generation war: 7 / 2 



A summary of what each of the four contenders will be 
bringing into battle, and odds on their ultimate success 

The gentle giant 
Nintendo's arsenal 
Intellectual properties 

No other company can beast such a broad and 

established range or characters and themes. from 

Link. to samus Aran. to a certain vast range of 

pocket-sized creatures. Nintendo does not need to 

waste time conceptualising new heroes or villains; 

its paying public demands more or what it knows. 

Experience 

Nintendo has experienced everything in this 

industry - but mostly vast success_ Because it has 

been so willing to take risks. it has made a number 

or blunders (see Famicom disc d•ive. Virtual Boy, 

N64 carts). but these only make the company, led 

by the fearsome Hiroshi Yamaucni, more driven. 

In-house development talent 

Two words: Shigeru Miyamoto. 

Big brother 
Microsoft's arsenal 
The PC 

convoluted it may be, but the PC is the most used, 

and the most widely supported, gaming platform in 

existence. It is proposed that future PC releases be 

released in X-Box-compliant form. were this to 

really kick ,n. Microsoft would have a console with 

a range or games to overshadow even Sony. 

Power 

Like Dreamcast. the proposed specs for X-Box 

derive from off-the-shelf technology. But the specs 

are punchy, with enough power to sit comfortably 

above Dreamcast and not far short of PlayStation2 

- enough to give Microsoft a fighting chance. 

Accessibility 

When were PCs games playable out or the box? 

very rarely. Which is where X-Box comes in. 

Nintendo's weak spots 
The N64 

It proved a relative success in the us. but 

Japanese and European consumers have been 

largely disenchanted with Nintendo's 64bit 

machine. Having been promised the world with 

the N64, many of these consumers have lost 

some faith in the Nintendo brand. 

Lack of third party support 

Apart from Rare (in which Nintendo has 25 per 

cent ownership), no other thirdparty developer has 

delivered regular. quality releases for Nintendo's 

64bit platform. Despite being offered a system that 

is reputedly more accessible than PS2, developers 

appear no more eager to wed with Nintendo now. 

Dependence on in-house development talent 

Two words: Shigeru Miyamoto 

Microsoft's weak spots 
Lack of experience 

Microsoft's expertise is in hardware, not software. 

The company is purported to have fos,ered some 

excellent alliances. but Bill Gates may wish to have 

a chat over a few beers with Trip Hawkins before 

he jumps into this arena with both feet. 

American technology doesn't cut it 

An American-designed console hasn't enjoyed 

any form or worldwide success since the Atari 

VCS brought the videogaming world crashing 

to its knees in the'80S. A dangerous legacy. 

Future-proofing considerations 

Why are PCs such viable gaming platforms? Partly 

because they're so transformable - buying a hot 

new graphics card can change everything. How will 

X-Box fit into this established culture or change? 

Odds of winning the 
next-generation war: 9/4 

Odds of winning the 
next-generation war: 7 /1 

CONSOLE WAR II 

(Nintendo) 

Microsoft 
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HERE IS THE FUTURE 

In a nutshell, how is the war going to be won? Here's the answer, 
and a Nostradamus-like look at how the aftermath will shape up 

D he elements that will make or break a 

format in the war of the next generation 

are manifold, but one in particular counts above 

performance, cash, everything - software. 

It's no coincidence that Atari's Jaguar and 

3DO's Multiplayer did not gain support of any note 

from Japan. Where was the comnitment from 

SquareSoft, Namco and Capcom, three of the most 

important software companies in the world? 

More recently, how have these companies 

supported the N64? Having been in bed with 

Nintendo for a decade, Square was quick to jump 

out in the mid-'90s. Namco, meanwhile, offered a 

couple of cJtesy, Japan-only baseball games. And 

Capcom? Capcom graced Nintendo's machine with 

Magical Tetris Challenge starring one Mickey 

Mouse. (Does the software company deem the N64 

something of a Mickey Mouse console? Nintendo 

top brass would surely rather not think about it.) It's 

only now that the N64 is getting Ridge Racer, some 

five years after it appeared on a rival platform, and 

Resident Evil 2, a game that's beginning to look as 

ragged as the zombies that populate it. 

Sony has the development world at its feet -

including all the scuzzier elements responsible for 

crimes against videogaming - and this is one of the 

reasons why the company will sell more 

PlayStations this Christmas than Sega will 

Dreamcasts. In the eyes of the layman - the guy 

each and every console manufacturer is 

WHEN THE WAR IS OVER: 
EXAMINING THE FALLOUT 

■ Super-hardcore territory, where 
g2mers go to play home conversions 
of the finest coin-ops, plus some of 
the most original software from Japan 

■ 1he super-mass market. with 
its updates of Crash Bandicoot 
and FIFA, and its DVD movie collections, 
is drawn here. Sony will then hit it 
hard with 'computer entertainment', 
in whatever form that eventually takes 

Families, drawn to a range of 
kid-friendly software, and hardcore 
gamers, with their desire to see \o\lhat 
Miyamoto Did Next, seek solace here 

Unknown territory. Filling this will be 
the biggest challenge of Bill Gates' life 

attempting to lure - the armies of PlayStation 

games looming large over the battalions of Sega 

and Nintendo titles will be a signal in themselves. 

Unless the company suffers some freak 

catastrophe, SOny will run into 2001 and beyond 

with software support the like of which no other 

company can even hope to follow. And then it can 

begin to work on what it's really interested in ... 

The (far) future is online 
Connectivity is the future for consoles in the home, 

of course. But existing network setups are not yet 

stable enough, nor accessible enough, to be a real 

force in the super-mass market. Some five years 

after Web browsers became commonplace, Joe 

AVerage hasn't even seen a Netscape product, let 

alone gained understanding of even something as 

fundamental as a bookmark. 

Unlike its contemporaries, Sony is not 

interested in today's comms technology. The 

company's Phil Harrison says that its "long-term 

strategy is broadband, what we call the ·network 

digital entertainment market,' which is a very 

ambitious goal, something that is going to take all 

our focus as a company to achieve. we will create 

a whole new market and then claim it. We're 

basically leapfrogging what you would describe as 

the Internet today. What everybody knows today as 

the Internet, which is basically HTML, is of no 

interest to us in the long term." 

Sony is so confident that it will have the core 

videogame business nailed by the time it rolls out 

its broadband service in 2001 that it feels 

comfortable talking publicly about its post-game 

machine plans. Given the power of PS2, it's hard to 

disagree: the real question is whether or not Ken 

Kutaragi's new forms of ·computer entertainment' 

will be the killer apps thet Sony expects. 

It's easy to say that you will decide how the 

next-generation war will pan out, but that's simply 

nm true. As an Edge reader, your interests will lie 

right across the diagram featured left. No, 

this one is down to Joe Average 
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ost startup companies that Edge visits 

are cut from the same cloth. A clutch of 

ta lented staff have brought experience 

of working at some major developer where they've 

outgrown their roots and have wanted to break 

out on their own. 

Maybe they've got a hit or two under their belts 

and want to reap the rewa rds from thei r next effort. 

Maybe they're tired of the corporate atmosphere of 

a big firm and want to concentrate on development. 

Or they crave the creative freedom to realise their 

masterpiece. It could be a combination of all three. 

But that's not the case with Crawfish Interactive. 

Set up in June 1997 by freela nce programmer 

Cameron Sheppard, this is no ordinary, nascent 

videogames outfit. 

After two and a half years, most companies 

would be nervously getting ready to release their first 

opus, anxiously awaiting review scores, hoping for 

another publish ing deal. 

Not so Crawfish. It is working on its 14th project 

and mulling over offers for a fu rther 29 received at 

Crawfish's half and half conuersion of Rainbow Six is 
its most ambitious project and shows the 

kind of problems it faces day in, day out 

the last ECTS. But chances are many Edge readers 

won't have read a single review of any of its games. 

Why? Beca use they're all for that most lo-Ii of 

consoles, th e Game Boy. 

Back to basics 
By coincidence, Sheppard began working in the 

games industry in the same yea r - 1989 - that 

Nintendo la unched its 8bit handheld phenomenon. 

After starting at that crucible of Austra lian 

videogames, Beam Software, Sheppard left his 

homeland in 1994, invited to the UK to freelance for 

Probe on a Game Boy conversion of Mortal Kombot 2. 

After th ree years, Sheppard set up Crawfish in 

Probe's stomping ground of Croydon . 

Sheppard admits that being a bespoke Game 

Boy developer was never a defin ite aim. "We've sort 

of fa llen into th is niche because we've bu ilt up the 

tools, expertise and a reputation," he says. 

"We are getting well known. Publishers are 

coming to us, which is nice. A year ago we were 

still tryi ng to sel l the idea that we were a 

developer but with all this stuff under our belt 

now we're established:' 

All the titles Crawfish has developed have either 

been origina l titles based on licences, conversions, 

or curious hybrids adapting original PC and 

PlayStation titles to the confines of the Game Boy -

half and half, as Sheppard calls them . 

It's one of these ha lf and halls that has helped 

raise Crawfi sh's profile of late - a port of Red 

Storm's so ldier sim Rainbow Six. 

The ga me's gone from being a firstperson 
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tactica l shooter which used the not-inconsiderable 

power of a high-end PC with 3 D acceleration to 

being a sprite-based, top-down conversion that 

seems to use all the not-considerable power of 

the Game Boy Color. 

What's turned heads is that Rainbow Six on the 

Game Boy, while looking nothing like the PC version, 

has al l the gameplay features of the original. 

"To tell you the truth," concedes senior 

producer Tim Broadstock, "I think we were a bit 

too adventurous. It's annoying because at 

Crawfish we want to do the best we can possibly 

do on the machine but, like everyone, we've got 

our time limi'ts. 

"The publ ishers wanted it ready for the N64 and 

PlayStation releases. We said, 'Well, we think we can 

do it,' but now it's come down to it, it's such a big 

task and it's punishing us'.' 

Among the things punish ing Crawfish's Rainbow 

Six team is the adaptation of the sn iper mode. The 

original used the fami liar zoomed-in scope 

popularised by ColdenEye, but this could never 

"Eueryone seems to want their fingers in all pies. People are going, 

'Oh, PlayStation2's coming along. We'ue got to get on the 
boat or we'll miss it.' Well, what's wrong with missing it?" 
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work on the Game Boy Color. Instead, sn iper mode is 

a zoomed-out, scaled -down version of the same level 

map. "It's a bit fiddly and a bit hard to see, but it's 

the best it can be done," admits Broadstock. 

"We wracked our bra ins to find a way to do it and 

this seemed the best. I sort of wish we hadn't done 

it, because there are double the headaches. 

"All the collisions are based off it and anyone can 

do what they can do in the normal game. It's bad 

enough having 16 missions that you've got to bug 

test, but as you can do everyth ing in sn iper mode as 

well, it's like having two games'.' 

But the limitations of the machine have 

helped Crawfish out in another aspect - the 

night-scope mode. 

------
. . ,;, ,, ... .., 
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20 or not 20 is not the question - every aspect 
of Rainbow Six must be addressed this way 

The same, but different: GBC Rainbow Six 
has the key elements from its PC parent, it 
just them flaunts them a little differently ... 

The limited pa lette and smal l size of the spri tes 

mean they automatica lly blend into the scenery. 

"The camouflage uniformed sprites are actually 

very simila r in colour and brightness to the 

background. You can on ly see them when they're 

moving around,'' expla ins Broadstock. 

"So, what the night sight does is give the 

background a dark palette and the sprites a li ght 

palette wh ich makes them really stand out:' 

Blessing in disguise 
Crawfish's half and half conversion of Rainbow Six is 

its most ambitious project and shows the kind of 

problems it faces day in, day out when working with 

a ten-year-old, 8bit format which was antiquated 

even when it first came out. 

"We take the spirit and as much of the design 

as we can and do a game based on it," Sheppard 

says. This approach is now being applied to 

Reflections' Driver, and the transformation is every 

bit as drastic as Rainbow Six's . 

"We asked, 'How do we do it on Game Boy7' 

We looked to see if we could do it firstperson and 

we cou ld if we had three-colour build ings. 

"But we don't th ink that's very impressive. It's 

a lot better having a top-down view. 

"The !itchy sprites and basic city blocks of this 



version look more like an 8bit Grand Theft Auto 

than Driver, but the machine's limitations again 

played a part in this. Techn ical reasons said it had 

to be this scale, because of the size of the maps," 

adds Broadstock. 

"The maps are so big that there are only certain 

ways we can do it. If we made the car a few pixels 

bigger then the overa ll map wou ld be massively 

bigger because it's a whole city." 

But as PC Driver is so fa r removed from this 

Game Boy conversion, couldn't Crawfish - or more 

correctly, Driver's publisher GT Interactive - be 

accused of exploiting the name7 

After all, the Game Boy has suffered from years 

of substandard platformers, loosely based on 

licences and banged out with little concern for the 

game or the gameplayer. 

Sheppard is aware of th is concern: "You do see 

some Game Boy games which are just riding on the 

name without any regard to what the licence is. 

Hopefully, people can see that we try to do our best:' 

Both Driver and Rainbow Six are on ly for the 

Game Boy Co lor. The original Boy simply couldn't 

cope with the size of these t itl es. 

"Game Boy Color is on ly a margina l 

improvement over the origina l Game Boy, spec­

wise," claims Broadstock. "But there's so much 

more you can do:• 

There is on ly so much that's possible on the 

mach ine and Broadstock and his smal l team are 

stretching it to the extreme. 

The programmer who coded Godzilla reckons 

he's got a way of getting around the hardware 

limitation of 40 spri tes on screen. He believes he can 

get about 200 on screen by doing things with 

interrupts. That's the next thing to play with. 

A conversion of Street Fighter Alpha forced 

Crawfish to confront yet another limitation of the 

Game Boy. "I'd love to have some extra buttons," 

says Broadstock. 

"It's a pain in the arse. Because of that, we've 

only got a light and a hard punch, no mediums:• 

Crawfish has still managed to f it in all the taunts, 

specia l moves and super specials, though, even if the 

"You'ue not got a [O to slap it on, you'ue got this tiny 
little cartridge you"ue got to fit it on. It's nice to haue these 

limitations, then you concentrate on the gameplay" 

timing for the control moves had to be slowed to 

al low for the altogether cl unkier Game Boy D-pad. 

The height and width of the sprites has been a 

problem too, because the Game Boy can only handle 

ten sprites in a row before flicker becomes an issue 

and they start blanking out. 

Short and sweet 
Despite all the compromises that developing for 

the Game Boy entai ls, Crawfish is more than happy 

with its chosen platform. 

For one thing the development times are far 

shorter than for higher end platforms - about six 

months per game on average. 

"It's a nice length for a project. You've got 

It looks more like Grand Theft Auto than Driver, but a top-down view was the only way to go when 
Crawfish considered a conversion of Reflections' game. Without the 3D glitz, though, what is left? 
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If Rebellion couldn't do Rainbow Six 
justice on a PlayStation, then Crawfish 
had its work cut out for an 8bit version. 
But the team has relished the challenge 
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enough time at the beginning to get familiar with the 

design and make sure it will work," says Sheppard. 

"It's great having a short turnaround. You don't sit 

there for two years doing the same old thing:' 

Team sizes are also small, with typically one 

programmer and perhaps two artists per game, along 

with support staff such as a musician. 

"One programmer is common for Game Boy as 

it's really hard to interlink stuff," offers Broadstock. "If 

the programmer's got, say, the legals screen and he 

thinks, 'Oh, I'll stuff that in that bank,' and you have 

two programmers doing that, it's like, 'Hang on, you 

"It can be a bit disheartening," admits Sheppard. 

"We don't get the exposure the higher platforms get. 

"We put a lot of effort into it but the attitude 

is that it's just a Game Boy game and we end up 

in a Game Boy magazine. That's only a small 

thing, though:' 

Broadstock has a different slant on this: 

"Everyone seems to want to have their fingers in all 

the pies. People are going, 'Oh, PlayStation2's 

coming along. We've got to get on the boat or we'll 

miss it: Well, what's wrong with missing it?" 

Crawfish has certain ly identified a gap in the 

market and fi lled it, but remains modest. 

"I'm not saying that we're getting so many offers 

because we're bril liant," stresses Broadstock. "It's 

just that, now, every company that's making a game 

wants a Game Boy Colar version to go with it:' 

Despite the expected resurgence of the Game 

Boy post-Pokemon, most publishers seem happy 

to farm out conversion tasks to companies such 

as Crawfish, perhaps sceptical of the format's 

longterm survival. 

Broads tock identifies another reason : "The higher 

end stuff on PCs is all C-based so you can get in 

people who haven't really worked on games before. 

"But Game Boy Colar is a language of its own, 

a cut-down, badged version of ZBO, and if you don't 

know it you've got to learn it. 

"It'l l take a couple of months to learn, a couple 

of years to learn to get the best out of it. So why 

not go to a specialist instead7" 

World of its own 
Broadstock doesn't believe the Game Boy is an 

entry-level training tool for the industry: "We're not 

"Higher end stuff on PC is all [ - based. You can get in people who 
hauen't worked on games. But Game Boy Colar is a language of its 

own. It takes a couple of years to learn to get the best out of it" 

used my space: 'No, you used my space: It just 

would not work. 

"It's tota lly different to, say, PlayStation 

programming, where you can split off the front-end 

and other stuff like that. 

"With the Game Boy, you've not got a CD to 

slap it on, you've got this tiny little cartridge you've 

got to fit it in:' 

Sheppard and Broadstock agree that the 

unsophisticated nature of the format is a blessing 

rather than a cu rse. 

"It's nice to have those limitations because then 

you concentrate upon the gameplay," says Sheppard. 

Broadstock agrees: "Because we have 

boundaries. We don't have some person at a 

publisher going, 'We want to do this and that: We 

can just say, 'Well, no. It can't do it:" 

But surely, Edge ventu res, it must get frustrating, 

working with such old technology when everyone 

else is pol ish ing their proverbial bells and wh istles? 

learning anything about doing games for other 

platforms from doing th is. It's a completely 

separate entity:' 

From a business perspective, though, working 

with the Game Boy has been an invaluable learning 

experience for Sheppard, a stepping stone into the 

industry for his company. 

The fast turnover of titles has helped Crawfish 

build relationships with publishers even if the profit 

margins are as small as the development times. 

Sheppard sees the Game Boy and future 

handhelds as part of the present and future of 

the company but also has his sights set on 

bigger th ings. 

"The plan is that what we're doing now ca n fu nd 

the company," states Sheppard. 

"I would like a team or two to start on original 

ideas that we can develop ourselves and approach 

a publ isher once we've got a decent demo ~ 

together. Hopefully, that wi ll happen next year:' 1-.S 
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BUT IS IT ART? 

Videogames lack the intellectual credibility of art, television or film. But apart 

from a coterie of artists, critics and the intelligentsia, nobody knows 

what art is any more. So, Edge asks, what exactly is videogaming? 

I 
t's a simple enough question, 

you might say, if a strange one to 

ask. But it is a vitally important 

one. And nobody seems to have the time 

or temerity to answer it. 

Developers are too busy trying to 

secure finance for their projects and 

steering them through their ever longer 

gestation periods. The specialist press, 

both trade and newsstand, has neither the 

writers nor the remit to explore the subject 

of what the videogame culture is. At least 

not in any detail. 

And the mainstream press and the 

academic world, who are probably best 

equipped to tackle such a question, either 
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ignore videogames or pay them only lip 

service. But the question needs to be asked. 

This, then, is a polemic, one that tries to 

understand and seeks to provoke a debate. 

Videogames are an immature form in 

many ways. We don't so much need to ask 

what direction they are headed but what 

challenges must be overcome if they are to 

develop into a mass medium to match 

television, film or literature. 

These challenges are less about 

overcoming technical difficulties - the usual 

level at which periodicals discuss games -

.._ 

and more about appreciating the basic 

limitations and possibilities. 

In trying to understand the essential 

nature of the form, we must ask questions 

about reality and abstraction, emotion and 

detachment, freedom and control - all 

central to the experience of playing a game. 

Questions of reality 
Videogames are obsessed with reality. 

It has become a chief selling point. 

Almost every designer wants to provide 

experiences which, even if located in 
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fantasy worlds, are somehow real. Games 

that somehow don't feel real enough are 

often criticised by reviewers. 

But why is this the case? Realism in 

other cultural forms - painting, film, 

television, photography - has long been 

accepted not as a direct representation of 

what the world really is but as a set of 

conventions adopted by the maker and 

recognised by the audience. 

In the history of art, the introduction of 

perspective and the subsequent accurate 

depiction of anatomy became accepted as 

what was real from the beginning of the 

Renaissance in the 15th Century. This idea of 

real wasn't even new, itself a revival of the 

classical tradition of ancient Greco-Roman art 

and sculpture. 

This perspectival reality was 

considered real until Edouard Manet's 

rejection of this style in the 1830s. It's also 

no coincidence that Manet and his fellow 

Impressionists' rejection of this form 

happened at roughly the same time as the 

invention of photography. 

Its arrival meant the perspectival, 

anatomically correct art that had been 

accepted as real could suddenly be achieved 

with far greater fidelity in an instant. This 

forced artists to address what they were 

trying to do. Manet's response and that of 

every school of art from the Impressionists 

through to Marcel Duchamp was to try to 

paint the feeling of reality. 

Colours and shapes became more 

abstract, less an attempt to physically 

replicate how something appeared to the 

eye, more an attempt to capture how 

something felt emotionally to the artist and, 

once they'd accepted these new schools of 

thought, the viewer. 

Take Claude Monet's famous col lection 

of paintings of his garden at Giverny with all 

those water lilies. They may resemble 

splodges of colour on a canvas but they 

capture a sensation and feeling of looking 
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at the garden that, many would argue, a 

photograph wouldn't. 

And when photography itself begat 

cinematography, art responded by redefining 

itself with the Cubist movement. Pablo 

Picasso and Marcel Duchamp attempted 

with their fractured approach to perspective 

to show multiplicity and movement. 

Definitions of reality have helped 

determine the history of art up to the first 

part of this century, and it's the same story 

with film and television. 

film is anything to go by, a basic human 

need and desire. Cultural forms have been 

defined by their ability to get real, and 

compared to other forms, videogames 

are not yet real enough. 

To draw a parallel with the history of art, 

videogames are, at the very least, sti ll waiting 

for photography to be invented, perhaps 

even for the Renaissance to happen. 

In the beginnings of art, form was highly 

abstract with cave paintings giving way to 

audience of a film, the gameplayer is an 

active participant in the frame. 

To be able to make a decision the player 

needs as much information as possible. The 

firstperson perspective image never gives 

enough information. It cannot compensate 

for the lack of peripheral vision. 

This simple problem highlights one of 

the major challenges facing videogames 

today - the reality check. As the visual and 

aural quality of videogames moves closer to 

BUT IS IT ART ? 
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The early pioneers of cinema, such as 

the Lumiere brothers and Georges Melies, 

originally took their lead from theatre and 

photography, composing wide shots with 

little or no camera movement. 

Cultural forms have been defined by their ability to get real. To 
offer up a mirror to the world is a basic human need and desire. 
Compared to other media, videogames are not yet real enough 

As this changed, film making and the 

accepted conventions of what is real for 

the audience developed to include things 

such as medium shots, moving shots and 

close-ups, all edited into sequences. 

But realism in film, as in art, is merely a 

convention. What is often taken as real now 

derives from cinema verite and direct 

cinema. These movements of the late 1950s 

and early 1960s, spearheaded by film 

makers such as DA Pennebaker, eschewed 

the studio filming and extensive lighting of 

establishment films. They shot on the streets, 

handheld, copying the approach of newsreel 

cameramen. After all, what could be more 

real than the news? 

The shaky camera and the underlit 

image have almost become cliches of what 

is real for television, something to give 

shows like 'This Life' and 'NYPD Blue' a 

hard-hitting, contemporary edge. 

Videogames are even more obsessed 

with the real than either art or film. Why 

is this? Most likely it is because they are 

a new cultural form. Videogames lack the 

intellectual credibility of film, television or art. 

To offer up a mirror to the world, to 

make an artificial copy of something we see 

with our own eyes is, if the history of art and 

hieroglyphics and other styl ised images. 

This art bore only a passing resemblance 

to reality. It was symbolic representation. 

Space Invaders was a symbolic 

representation. So was Pole Position. 

So is every single videogame. 

But unlike in the development of art, 

photography and film, videogames have had 

to develop with all these other forms, history 

bearing down upon them. 

Videogames have therefore always been 

torn between the abstract, from Pac-Man to 

Pa Rappa, and the real, from Night Driver 

to Cran Turismo. 

With these attempts at abstraction 

and realism going on simultaneously 

throughout as videogames develop it 

remains difficult to define exactly what 

is essential to the videogame rather than 

just a stylistic approach. 

Even that most seemingly real of 

things, the firstperson perspective, could be 

something of a blind alley for videogames 

development. Its conventions work fine 

when portraying reality in the static frame 

of a painting, or even the moving frame 

of the cinema image. 

But unlike the viewer of art or the 

reality, gameplayers' expectations of what 

they should be able to do rises. 

Take a game such as the justly 

maligned Myst. The 'real' looks of the game 

contrast sharply with the decidedly unreal, 

illogical gameplay. Mysfs beautifully 

detailed locations are packed with objects 

but you can only pick up or use a small 

number of them. 

Faced with a reality that is so palpable 

the subsequent lack of options is an 

enormous frustration to many. The more real 

the world of a videogame appears, the more 

real we expect it to behave. 

But the pursuit of realism is simply the 

pursuit of a style, not the philosopher's stone 

that will transform the appreciation or 

potential of the game. 

Whether something seems real depends 

on many things, most notably what other 

cultural forms define as real. You need 

only look at the differences between western 

and Japanese videogames to realise this. 

Japanese videogames are conditioned not 

by film or television but by other cultural 

forms, namely manga and anime. 

There used to be a clear difference 

between what was accepted as real in 
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British, European and American videogames, 

with each responding to the influences in 

their own cultures. The decline of formats 

such as the ST and the Amiga - which 

were far more successful in the UK than 

in America - and the universal adoption 

of the PC, has led to an increasingly strong 

American influence on western design. 

However it may be defined, realism 

or the lack of it wi ll continue to be a key 

issue for videogames until they can match 

photographs for visual representation and 

the cinema and television in their illusion 

of movement. 

As a visual medium, it will only be when 

the question of whether or not something 

looks real has become irrelevant that 

designers wi ll be able to turn to more 

important considera tions. 

The question for designers remains 

the same as ever: can we represent this 

on screen? Only when that has been 

successfully answered wi ll they be able to 

turn to a far more intriguing, challenging 

and harder question: what should we 

represent on screen? 

Questions of freedom 
How do you interact with a videogame? You 

use the controls, whether it's a keyboard or a 

mouse, a pad or a stick. Control is at the 

heart of the experience. They are all about 

freedom and control. 

Interactive movies - the fad that 

accompanied the large-scale adoption of 

CD-ROMs - has failed because players 

haven't felt sufficiently in control of the 

proceedings. A conventional, linear narrative 

You are always successfully doing what the game wants. 
Possibly the most fundamental question confronting 
videogames is, can a true work of art have choice? 
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hasn't offered much interaction. There 

weren't enough clicks per minute. 

But then there are plenty of games that 

fai l from the other extreme. Two recent 

examples are Dreamworks' Trespasser and 

OMA Design's Tanktics. Both games place 

more emphasis on their control systems 

than on what actually happens. Mastering 

the clumsy magnet in Tanktics or the 

wayward arm in Trespasser is as much 

of a challenge as the gameplay tasks. 

Some strategy games offer too much 

control, like the football management titles 

that go down to minute details such as 

individual burger stands. 

As videogames with either too little or 

too much control are consistently rejected by 

reviewers and most gameplayers, there is 

clearly a level of control that is acceptable for 

a mainstream audience. 

Again like realism, it is partly a cultural 

definition. Compare the typical, control­

heavy, Dungeons & Dragons-derived 

adventures popular in the US and Europe 

with the control-lite, storybook adventures 

popular in Japan. 

That both these traditions of adventures 

themselves derive from literature and 

manga, respectively, speaks volumes for 

the strong ties between videogames and 

other cultural forms. 

Whatever may be accepted as being in 

control, all controls in videogames serve the 

same end - to disguise the fixity of the 

experience. A game offers a set of paths 

towards a number of possible goals. 

Games give the player complete 

freedom to a do a few things. This is clearest 

in an old form of videogame, say the 20 

shoot 'em up or the text adventure, where 

interaction is limited to a small number of 

moves of your onscreen sprite or a small 

parser of recognisable words. 

Giving the player ever more control and 

new buttons on their control lers has become 

another fixation in the games sa les wa r. But 

surely developers are chasing another holy 

grail. The challenge to developers and 

designers today remains the same - to 

create the illusion of freedom in a game that 

by necessity has a highly determined path. 

Both Trespasser and Tanktics are brave 

experiments that try but fail to get around 

the deterministic nature of videogames by 

making the act of using the controls an 

experience in itself. 

Creating this illusion of freedom 

successfully depends on the gameplayer 

making a commitment somewhat akin to 

the will ing suspension of disbelief of the 

film audience or book reader. 

Gameplayers are only wi lling to 

suspend their disbelief and accept the part 

they have to play in the game world when 

the control experience strikes that right 

balance between too much and too little. 
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There have to be enough variables to 

initially master, then enough new variables to 

keep them entertained and the control 

experience fresh. Too many variables and 

only the obstinate wi ll continue. Too few 

and it all becomes far too repetitive. 

The variables as the game progresses 

may include new control options - extra 

moves, new weapons and so on; or they 

may force the player to use the existing 

controls in a different way - a faster moving 

set of Space Invaders, a more skillful football 

side, an icy road, a new monster_ 

Whatever it is, it must work 

incrementally, not overloading the player 

with too large a leap in required ability. 

The player must be able to progress within 

a reasonable amount of time, which varies 

between genres, and reach the next set of 

even faster Space Invaders or an even 

more ski llful football side. This may sound 

like the player is being railroaded in a 

calculated manner but this relative lack 

of freedom is far from being a millstone. 

It is the essence of the form. 

Restrictions are the heart of any form. 

They are what give it form. A film is a two­

hour piece of narrative with dramatic 

conventions that can be traced back to 

Aristotle. The hoary theory about there being 

only seven basic stories is essentially true, as 

archetypal story characteristics have been 

identified by scholars from Aristotle onwards. 

More modern exponents of this belief. 

such as Joseph Campbell, whose The Hero 

With A Thousand Faces has become a 

template for Hollywood screenwriters 

searching to create modern myths, all seek 

to identify common elements to stories to 

find out what makes a great story. 

This same principle should be applied to 

videogames. The key restrictions to gameplay 

surely have to be defined. Doing this would 

not compromise experiment or curtai l any 

further development of the videogame. 

Form does not have to mean formula. It 

seems a basic trait of humanity to seek order 

in cultural forms. From movies to music, 

from books to sports, we feel the need to 

classify. This could be to help us predict what 

experience we are going to get when we 

buy, see or play an item in a cultural form, or 

it could be related to a deeper desire to find 

or invent connections and order in our 

outlined. Just as a technological platform 

becomes established it is superseded. 

This prevents designers from fully 

exploring its potential or pushing themselves 

and the limitations of the machine. It's surely 

no coincidence that many of the best titles 

for any games machine you care to mention 

appear relatively late in the machine's 

The desire to be known as interactive entertainment rather than 
games reveals videogaming's collective cultural inferiority complex. 
Does it suggest other entertainment is somehow not interactive? 

cultural forms because we can't find the 

same order in the real world. 

Without form, without defining 

themselves, videogames could face the 

same fate that art has had since Marcel 

Duchamp rejected the conventions of form 

and used found objects as his art. 

From then on, art was no longer simply 

paintings or sculpture, it was whatever the 

artist deemed it to be - even nothing 

at all. This has left art in a bizarre situation. 

Apart from a coterie of artists, critics and 

the intelligentsia, nobody knows what 

art is any more. 

This has led to a definite divide between 

the high art of contemporary artists, such as 

Damien Hirst, Tracey Emin and their peers, 

which is often widely misunderstood or 

scorned, and the more common art which 

most people choose to hang in their homes 

- anything from family photos, to movie 

posters, to traditional forms of figurative 

paintings. It's a case of people not knowing 

about art but knowing what they like. 

What does this mean for videogames? 

Well, games are already demarcated into 

quite clearly defined genres, in much the 

same way as films, television and literature. 

But unlike these well established media, 

videogames are sti ll largely technology-driven 

and their boundaries are not yet clearly 

evolution. At its launch, no one really knows 

how far it can be pushed or what limitations 

there are to react against. 

Just as gameplayers need limitations 

to force them to think creatively and test 

themselves, so do designers. As long as 

designers are forced to answer technical 

questions they wi ll have little time for formal 

or thematic ones, thus arresting the 

development of the medium. 

Questions of emotion 
On its masthead, Edge describes 

videogames as interactive entertainment. 

Should the word game and all it implies be 

eschewed? Children's toys, post-dinner party, 

social icebreakers, pointless competitions -

these are what games are. 

Does the term therefore suggest 

that other entertainment is somehow not 

interactive, that people simply sit back and 

receive films, books, music, art and 

television shows? 

Anyone who has ever cried at a film, 

felt their spirits moved by a piece of music, 

laughed at a sitcom or been awed by a work 

of art is interacting with their entertainment. 

And in a much more profound way than that 

provoked by a videogame. 

Like the push for ever greater realism, 

the desire to be known as interactive 
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entertainment rather than as games 

revea ls videogaming's collective cultural 

inferiority complex, 

In a videogame the player is responding 

to visual and occasionally audio cues, A ball 

moves across the screen, the player moves a 

footballer towards it An assassin jumps out 

from the shadows, the player presses a 

... 
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As videogames expect the player to 

constantly complete difficult tasks of manual 

dexterity it is no surprise that games have 

trouble delivering an emotional resonance 

at the same time, 

The primary interaction when playing a 

videogame is not between the player and 

the emotional and spiritual themes of the 

experience, with the question 'Will Rose and 

Jack survive 7' playing on your mind, 

'Titanic' and countless other films successfully contemplate themes 
such as love, loss, death, compromise and failure_ As do most cultural 
forms - look at music, literature, television and art Games do not 

Playing a game such as Half-Life is a 

similarly exciting experience. Its underlying 

question is: 'Wil l you, as Gordon Freeman, 

survive?' The plot of 'Titanic' is structured as 

most screenplays are, around rising and 

fall ing action, A barrier is placed between 

Jack and Rose's love. They overcome it, 

only to face an even greater one. 

Half-Life's plot works in the same way, 

building up to set pieces - such as the 

gigantic, sound-hunting claws - and 

incorporating setbacks such as when Gordon 

is imprisoned and stripped of his weapons. 

But whereas Half-Life can deliver thrills, 

excitement, shocks and suspense, 'Titanic' 

does all of this and more - and generates 

enough tears to sink the ship all over again, 

I,,_ __ 
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button and shoots off a rocket 

These are to a large extent purely 

physical responses, Emotional response 

is something far different and, if the 

whole history of man's cultural forms is 

anything to go by, something people 

find far more fulfilling. 

Anyone watching a film or reading a 

book can't concentrate on it if they have to 

write, answer the phone, tell the children off 

or try to make the tea, 

... _ 

game, but with the manipulation of onscreen 

objects. But is this related to the strengths 

or weaknesses of the stories and themes 

served up by games or is it more tied to 

their essential nature as experiences? 

How do people respond emotionally to 

a videogame? Just as it is when people 

watch a film, when they play a game they 

seek to live vicariously and experience 

things they otherwise could not have, 

Watching a film like 'Titanic' is an exciting 
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'Titanic' and countless other films 

successfully contemplate themes such as 

love, loss, death, compromise and failure 

which Half-Life and every other game does 

not And it's not just fi lms that can do this, 

It's there in almost every cultural form -

music, literature, television and art. 

But why is this? ls it because the 

themes and subjects of videogames are 

still those of its main, young, male 

demographic? Their chosen diet of action, 

violence, horror and sport is spread across 

the films and television shows they watch, 

the books and magazines they read and 

the games they play, Or is it because there 

is something inherent in the nature of 

videogames that makes it difficult or 

impossible to explore such themes 7 

Because videogames are based around 

physical actions triggering onscreen 

responses it is easy for them to simulate 

situations that would require split-second 

reactions in real life. Leaving aside sport, 

these are typically life-or-death situations -

instances when people are forced to do 

rather than think, 

It is easy, therefore, for videogames to 



elicit the same sort of emotions as the 

average Jean Claude Van Damme movie. 

This is not to say videogames are not 

an important cultural form, but if they are 

to become a mass medium appealing to 

a mainstream audience they surely must 

develop beyond this level. 

But the very act of playing rather than 

watching may be what is curtailing the 

development of more sophisticated 

games dealing with different kinds of 

emotional experiences. 

Is it possible to wed negative themes 

such as failure, compromise or loss to a 

medium that is entirely based around 

positive actions - pressing this button, 

moving this there - to successfully 

navigate your path? 

You can't win a game by losing. The 

whole point is to carry out actions 

successfully. And by completing a level, 

winning a match or defeating an 

opponent the player has, regardless of 

what the game narrative might tell 

them, succeeded. 

In this aspect games are, at present, 

tru ly amoral in the same way that a jigsaw 

puzzle is always a jigsaw puzzle, whether 

its picture is of the most obscene 

pornography or of the most inspiring 

landscape. Whether you are blowing away 

a person or landing a big bass you are 

successfully doing what the game wants. 

This distinction between success and 

failure reveals more than simply an issue of 

happy or sad endings. It raises possibly the 

most fundamental question that 

videogames have to confront - can a true 

work of art have choice? 

Let's return to the example of the 

interactive movie. If these novelties 

weren't taken seriously as games, they 

weren't even given the time of day by the 

movie industry - no matter how many 

well-known actors appeared in them. 

Videogames are based around a player 
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completing tasks in order to achieve 

something. The player can fail or succeed. 

They can decide to go one way or another. 

They can win or lose the race. This choice 

about what happens next is at odds with 

traditional cultural forms. 

Films, novels, short stories, paintings, 

songs, symphonies, plays and sculptures 

are all cast. The audience does not 

change them or have to participate for 

on a television or monitor, via a CD or 

DVD, suggests that as a form they have 

more in common with music, TV, film 

and other media than they really do. 

A videogame demands to be 

played first and foremost. Any other 

considerations - themes, morals, 

messages - are secondary at best. 

And this wou ld appear to put 

videogames more on a pa r with pastimes 

BUT IS IT ART? 

As videogames expect the player to constantly complete 
difficult tasks of manual dexterity it is no surprise that games 
have trouble delivering an emotional resonance at the same time 

them to exist. Simila rly, the filmmaker, the 

artist, the musician and the writer all make 

specific statements in their work. 

But is such a thing possible in a 

cultural form that is based entirely around 

choice on the part of its consumer? 

The delivery method of videogames 
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such as toys on one extreme or sports 

on the other, rather than with other 

cultural forms. 

And if videogames seek to be more 

than simply a pastime they must find a 

way to marry interaction with the 

whole range of human emotions. 
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Every issue, Edge evaluates the 

best, most interesting, hyped, 

innovative or promising games 

on a scale of ten, where five 

naturally 1epresents the middle 

value. A game receiving a 

'seven out of ten', for example, 

is a very competent title with 

noticeable flaws but which 

should still appeal to a 

considerable range of players. 

It does, after all, score two 

points above average and 

should therefore not be 

considered as such. 

Edge's rating system is fair, 

progressive and balanced. An 

average game deserves an 

average mark - not, as many 

believe, seven out of ten. 

The delinitive monthly assessment ol the world's latest videogames 

Secrets and lives 
1":11 ntertaining this month's Donkey Kong 64 and 
l.:a Rayman 2 may be, but they're also sombre 
glimpses of an era past, a time developers have 
abruptly brushed under the mainstream carpet in a 
market focused around maximising revenue potential. 
Everything is too orderly now, all too linear. 

very little, if any, lateral thought is allowed into the 
development process and hence none is required to 
complete today's platform titles. sure, there are usually 
many puzzles to negotiate, but rarely do they involve 
anything resembling cerebral activity. 

Of course, it wasn't always like this. The Marios 
and Sonics of yesteryear managed to keep you second 
guessing through every bitmap of their design. New 
locations and situations provided myriad exploratory 
possibilities for anyone prepared to stray off the 
carefully beaten path. Crucially, though, these games 
would reward digital adventurers. Those brave enough 
to venture off screen, drop off platform edges and leap 
into the unknown would often uncover hidden rooms 
and other bonuses. 

Soon, however, designers keen to diversify their 
practices were hiding bonus material in the most 
unfeasible of places. Hardcore gamers, aware that 

certain developers promised many secrets within their 
code, would waste innumerable lives trying their best 
to unearth them. The satisfaction of unveiling a hidden 
area after careful examination of your surroundings 
(where subtle clues occasionally resided) remains one 
of videogaming's defining moments. 

But, as ever, progress stepped in and brought with 
it change. The arrival of a third dimension has affected 
gameplay elements, of course, but there is more to this 
than simply the introduction of polygons. sure, nearly 
every 3D platformer of the 32bit age has offered 
hidden rooms and elusive power-ups, but the context 
within which this is done remains remarkably, and 
hence disappointingly, safe. There's no pay-off for 
risking the life of your digital protagonist (chances are 
there is no concealed platform to break his fall into 
oblivion anyway), meaning the affair is strikingly 
unbalanced - too sanitised, too familiar. 

Hopefully the new millennium wi ll see developers 
approach this kind of game from a player's 
perspective, rather than dragging the current 
platforming template out of the drawer for another 
epoch of chastised offerings. 

Nintendo, it's up to you to take the lead. 

SNES Super Mario World (left) and Mega Drive Sonic (centre): a time when your sense of adventure 
was duly rewarded. And DK64 (right), another product to emerge from Rare's platforming mould 

Vi~eogames on the Edge 
This month 's polygonal relief 

House of the Dead 2 ocarina of Time Tony Hawk's Skateb'g Wetrix 

(DC) Sega (N64) Nintendo (PS) Activision (N64) Zed Two 

Prolonged play has a habit As the sequel edges nearer, The controls could have Maybe it's the onset of 
of leaving you numb, but Link's first 64bit adventure been more refined but a rainy autumn but after 
the challenge of the has been hauled out of rarely has a skateboarding another graveyard shift, 
training mode is scarily Edge's cupboard for a game offered the levels of Edge's mindless pleasure 
compulsive No-brainer re-run. If only the N64 playability found within has been building lakes 
gaming at its most fun. had more of this quality .. Neversoft's Hawk license. and chasing rainbows. 
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TEST SCREEN 

□ ONKfY KONG 64 

Weapons such as Kong's coconut launcher are vital gameplay components, 
and form the focal point of the game's mostly successful multiplayer modes 

The SNES Donkey Kong 
Country's barrel-firing 
activities are updated 
in fine form for DK64 
(above). They're often 
inordinately tricky to 
get the hang of, though 
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r,,t ith Perfect Dark"s release 
U:, having slipped to April 2000 -
allowing Rare breathing space to 
truly finish what is set to be its most 
accomplished title yet ~it falls to 
Donkey Kong 64 to give the N64 
a yuletide bestseller. 

While the playable demos at 
this year's E3 and ECTS pointed 
to further refinements in Rare·s 
technical mastery of the N64, the 
game initially appeared to be a 
rehash of 1998's accomplished, yet 
curiously soulless Banjo Kazooie. 

Thankfully, this is not the 
case. Although DK64 shares much 
with Rare·s previous attempt to 
provide a genre-defining 3D 
platformer, the game is more 
rounded and enjoyable, showing 
the Twycross-based developer 
inching ever closer to the ideal 
presented by Super Mario 64. 

DK64 once again centres 
on the collection of various 
objects. Bananas of the golden 
and regular variety allow access 
to later levels and bosses. Coins 
are collected to procure special 
abilities; coconuts bestow 
magical powers, and so on. 

Donkey Kong 64 is awash with splendid coloured lighting. It requires 
the use of an Expansion Pak, which comes bundled with the game 

It's a system that's immediately 
familiar, but working in tandem 
with the five-character basis of 
the game, DK64 presents a far 
more complex and lateral repeat 
of the 3D platformer than has 
been seen previously. 

The five Kongs (Donkey and 
siblings Diddy, Tiny, Chunky and 
Lanky) possess, and can attain, 
a wealth of special abilities. These 
must be used to gain bananas and 
the like (and vice versa). Parallel use 
of available characters is paramount. 

Each level contains areas that can 
only be accessed by certain Kongs, so 
switching between characters to gain 
objects and abili ties is essential to 
progress through the game 

DK64, then, is fairly complicated 
for an N64 title - and colossal. Yet 
it hangs together beautifully. Rather 
than opting for sprawling levels, 
Rare has kept the game's playing 
fields compact and rammed with 
activities, keeping tedious 
backtracking to minimum. 

Throw in a hefty stack of mini ­
games (such as mine-cart races, 
slot-car speedways, target ranges, 
herding beavers), Kong-specific 
weapons, Zelda-style musical 
instruments, jet packs and even 
the original Donkey Kong and Jet 

Pac games (the latter reproduced 
with a scary degree of authenticity, 
right down to colour clash and 
tinny sound effects). and DK64 



TEST SCREEN 

Format: N64 

Publisher: Nintendo 

Developer: Rare 

Price: £60 

Release: December 3 

The levels are varied and immaculately detailed. Rather than plumping for vast expanses, Rare has wisely opted for smaller 
areas that are packed with activities, secret areas and entrances to a variety of mini-games. Jet Pac (right) is a hidden bonus 

cou ldn't try harder to impress. 
The game is perfectly paced, 

too. From the training ground 
introduction and the amount of 

options available, to the ultimate 
emphasis on reducing aimless 
wandering and thus pitching the 
player headlong into what the 
game offers, DK64 is the closest 
a thirdparty developer has come 
to emulating Nintendo's supreme 
understanding of game structure 
and the value of component parts 

Attention to detail is strong, 
as this panorama ably attests 

IDK64 is a colossal game, yet it hangs together beautifully. 
Rather than opting for sprawling levels, Rare has kept 

the game's playing fields compact and rammed with activiti~ 

Admittedly, DK64 is initially 
overwhelming in scope. It is hardly 
original, simply refining what has 
gone before, and expanding upon it 

The camera, meanwhile, is little 

improved over Banjo Kazooie's, which 
is a crime considering how much 
water has gone under the bridge 
since Rare·s previous platformer 

And THE Games' decision to 
sell the game for £60, complete with 
Expansion Pak (which is an essential 
requirement for the game to run -

witness the spectacular coloured 
lighting and medium-resolution 
graphics), with no unbundled 
alternative, seems simply unhinged. 

But these faults can't besmirch a 
game so obviously geared towards 

offering a thoughtful, intensely 
engrossing and all-round 
entertainment-packed experience. 

1noeed, this is the nearest any 
codeshop has come to approaching 

the heady heights of Super Mario 64. 

But the fundamental difference 
between the games of Rare and 
Nintendo has always concerned 
imagination, and DK64 shows that the 
UK company stil l trails in this respect. 
so, ultimately this game does not 
offer the sheer freedom, flexibility 

and joy inherent in the plumber's 
premier 64bit outing. In its own ~ 
right, however, it's a fine effort. L..'=:J 

Edg e rating : 

[ight out ol ten 

It's possible to snipe 
at enemies via a well­
implemented 
firstperson aiming 
mode, a vital 
component of the 
multiplayer 'Kong Bash' 
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TESTSCREEN 

URBAN CHAOS 

Though hardly realistic, the radar (situated at the bottom left of the screen) is an essential device. Although Chaos's 
city areas are not as sprawling as those of the GTA games, finding targets could otherwise prove prohibitively difficult 

Though Darcy's default 
pistol has value early 
on, it is just about 
useless against well­
equipped foes. Finding 
suitable armaments is 
often the key later on 
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n s videogames viewed from 
Iii a thirdperson perspective 
grow ever more complex, their 
camera and control mechanics 
remain barely more complex or 
considered than those of Tomb 

Raider, now four years old. 
Like its growing base of kindred 

titles, Urban Chaos often struggles to 
provide entirely intuitive control code, 
or apt view angles to address each 
ingame event. More often than not, 
its most challenging moments tend 
to occur when a player wrestles 
with the shortcomings of both. 

Chaos does not lack scope, 
depth or detail. Li ke Grand Theft 

Auto, it presents a semblance of 
a working city to explore and, like 
Syphon Filter, it allows you to do 
so in the thirdperson perspective. 

Its level-based structure leads 
you to different areas and events 
within its virtual city, yet rarely does 

it prohibit free exploration. Chaos's 

principle charm is that unprompted 
expeditions lead to secret events and 
experimenting with its environments 
reveals many surprises. The storyline 
for each stage adds necessary 
impetus, but remains strictly a 
narrative pointer. 

By eschewing forced, linear 
progression, Chaos makes some 
progress in the march towards 
replicating reality in videogames. 
The player is given a genuine degree 
of freedom; no one mission need be 
completed the same way twice. 

A typical example would be a 
mission where Darcy - the player­
controlled protagonist - is required to 
attack a group of specific assailants. 
She can perform Final Fight-style 

combos, mixing elementary punches 
and kicks. (During aggressive 
encounters, control of her switches 
to a Zelda-inspired system, whereby 

Despite its outward complexity, 
action is the game's byword 

she rotates around a particular 
target.) But unarmed combat is 
rather ineffectual against multiple 
opponents for technical and obvious 
ingame reasons, so it's often a good 
idea to find additional weaponry 
before attacking. 

Grasp the required mindset 
and Chaos's horizons expand. In 
a hurry to reach a specific area? 
Shoot at a car and, as its owner 
flees, commandeer it. 

Entrance of a target house 
guarded by thugs armed with deadly 
automatic weaponry? Sneak around 
the back, over rooftops and pick them 
off one by one. In almost every 
instance where a players skills are 
questioned, they are given alternative 



play-based retorts. While far too many 
other developers clad their design 
briefs in the straitjacket of cinematic 
pretensions, Chaos, again like GTA, 
makes the player a contributing 
scriptwriter of sorts. such freedom 
is liberating and empowering 

Naturally this PC iteration of 
Chaos has been hamstrung by the 
para llel development of a PlayStation 
version. It offers a greater draw 
distance, higher frame rate and 
higher resolutions, but at the same 
time it's easy to perceive that the 
brief was designed to work within 
the Sony machine's 2Mb memory. 

Ruler-straight streets, Lego-like 
architecture and repetitive textures, 
therefore, are just three respects 
in which Urban Chaos fails to utilise 
the processing power and memory 
allocations of standard PCs and 
graphics boards. 

It doesn't look bad per se, rather 

Dangerous driving is allowed, rarely 
offering a penalty more severe than 
a minute energy loss after a crash. 
Don't expect GT2-style physics 

just as much time fighting against the 
shortcomings of your pad, the ingame 
control mechanics, and the game 
camera than you do against Chaos's · 
many gang members. 

The game will not stretch the 
poly-manipulating prowess of your PC 
and it will almost certainly engender 
fits of incoherent rage from those 
lacking the temperament to cope 

TESTSCREEN 

Format: PC (version tested) / 

Playstation 

Publisher: Eidos 

Developer: Mucky Foot 

Price: £30 

Release: out now 

Repetitive textures give 
a bland appearance at 
times - then the game 
springs a varied locale 
upon the player, Seeing 
the PlayStation muster 
this is more impressive 

!The player is given a genuine degree of freedom; no one mission 
need be completed the same way twice. Once you have 

grasped the required mindset, Chaos's horizons will expa~ 

it could quite patently be better But 
while a Playstation release remains 
the de facto cash cow for publishing 
heavyweights, expecting otherwise 
would be naive. 

The irony, perhaps, is that the 
Playstation version can offer the one 
attribute that its more polished PC 
counterpart so desperately needs -

analogue control. There are such 
pads available for the PC but can 
you think of a single one that even 
begins to rival Sony's model? 

Played using a keyboard or a 
Sidewinder (as near as the PC gets 
to a standard pad), Chaos can be 
uncomfortable to control. It's hard to 
dispel the suspicion that you spend 

stoically with its control -based 
flaws. so why, then, does it still merit 
much attention? Simply because the 
enjoyment it delivers does so well 
in masking its deficiencies. 

Another six months or so in 
development could have been 
profitably spent on extra, PC-specific 
detail, a partial overhaul of its clumsy 

control code and refinement of its 
camera routines. 

As it stands, Chaos is a 'nearly 
there' title, a game whose patent 
quality will have you wondering, ~ 
'What if?' time and again. ~ 

Edge rating : 

Seven out of ten 
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TEST SCREEN 

lHf NOMA □ SOUl 

Bowie's countenance makes an appearance (top right). Vistas, animation and 
character models rarely fail to be anything less than remarkable (above) 

The voice actors are, as a rule, at least mildly accomplished. It seems 
the days of abysmal, Resident Evil-style dialogue are nearing an end 

m ow different the videogame 
world would be had Ridley 

Scott not delivered his grim vision 
of the future in 'Blade Runner'. 
A seminal template was set, and 
from tha: moment on game designers 
and artists alike would fal l over 
themselves to pick up on cliches 
while overlooking the spirit of 
their ultimate inspiration . 

Cynics would argue that 
apocalyptic veneers and grimy, 
impersonal locales are popular with 
codeshops simply because, hey, 
they're easier to draw. 

The modern cityscape is alive 
with detail and colour, so the 
gunmetal gloom of Blade Runner 

I Your soul torn from your body, you begin as a bewildered inhabitant 
of a detective's physique in an alternative reality. You can transfer 

your abstracted being into the bodies of others to use their strength..:_j 
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is a far more approachable goal. 
There are many works within the 
sci-filfantasy remit that are to be 
admired . Sadly, a far greater number 
of derivative efforts exist. 

Yes, the darkened locales in 
Quantic Dream's The Nomad soul are 
reminiscent of the aforementioned 
·sos opus, and its predilection with the 
Big Brother hybrid of technology and 
dictatorial control is equally familiar. 

Its triumph, though, is in the 
nuances that mingle with such 
narrative staples Its dialogue is 
rarely less than solid, and characters 
are believable. Its architecture and 
design lend it a distinctive 
appearance There is admirable 
atmosphere and styling. Its creator 
has certainly absorbed influences, 
but has in no sense plagiarised. 

You are the character with in the 
game. Your soul torn from your body, 



you begin as a bewildered inhabitant 
of a detective's physique in an 
alternative real ity. By means of 
linear progression and incidental 
information and events you learn the 
nature of your role within this world. 

Later circumstances provide the 
chance to transfer your abstracted 
being into the bodies of others to 

use their strengths. Intriguingly, dying 
during certain action sequences leads 
to your cransfer to the first ingame 
individual to touch the cooling corpse 
in which you are trapped. 

Although the core of Nomad's 
action is pure adventure and plot­
related discourse, it relies on sub­
games to provide immediate drama . 
Its shoot 'em up sequences lie 
somewhere between simplistic 
Doom clone and System Shock 2 
in complexity. Quake Ill they most 
definitely are not Meanwhile, the 
occasional , cut-down beat ·em up 
exchange, with punch and kick 
exchanges in stilted combos, can be 
entertaining, but rarely spectacular 

By separating these asides from 
the main body of gameplay, Quantic 
Dream has made its project 
remarkably joypad-friendly. Your 
choices are defined by the nature 
of the ingame moment But they 

Oddly, this area within Nomad is reminiscent of Outcast. On this evidence, 
is it any wonder that many developers eschew the use of voxel engines? 

represent little more than asides. 
sadly, Nomad is partly victim to a 
mature, expansive theme at odds 
with a medium sti ll in a protracted 
technological and creative infancy. 
Leave the comfort of linear tasks 
and proper progression and Nomad 
is a mess of ·1 don't understand,' 
'I can't do that,' and 'They look too 
busy to talk' messages. 

Its illusory depth is just that: 
paper-thin. Prone to clumsiness, 
the game is artful, polished and yet 
flawed when viewed as a piece of 
entertainment software. At times, it 
appears less than the sum of its many 
parts; at other junctures so very much 
more. The mixed feelings it often 
brings about are a mark of its ambition 
and quali ty. Ironica lly, its attempted 
scope cou ld be its greatest flaw 

awkward nature of player control, 
or the often scru ffy cuts between 
ingame and on-rails scenes, or any 
other irksome issue? You grit your 
teeth and get on with things. 

A brave endeavour that falls short 
of its ambition, Nomad nevertheless 
shows that developer Quantic 
Dream is one to watch. 

Edge rating : 

Seven out of ten 

TEST SCREEN 

Format: PC 

Publi sher: Eidos 

Developer: Quantic Dream 

Pri ce: £30 

Release: out now 

A training room, 
discovered early on, 
allows players to brush 
up on combat skills. 
Soul Calibur it isn't. 
As a sub-game, though, 
it offers variety 

It's unusual to have your critical 
faculties hurled through such a 
rollercoaster ride. It can make you 
wide-eyed and keen of ear. noting 
the outstanding quality of its 
soundtrack and spot FX, Bowie-sired 
tracks and all. To discover that what 
on the face of it appears little more 
than a gimmick turns out to be a 
considerable part of the game's 
appeal is remarkably refreshing. 

But how do you address the Sometimes it's rewarding to leave the game's storyline to hang, and 
simply enjoy exploring. The environment holds a great deal of interest 
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TESTSCREEN 

GRAN □ lH[fl AUTO 2 
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n teeped in enough controversy 
1::1 to sink a police department, 
DMA Design's original crime 
sensation, Grand Theft Auto, 
simultaneously rekindled some small, 
forgotten part of videogaming and 
fully ignited another that would 
become more prominent. 

Holding a finger aloft in the face 
of the videogame industry's blind 
meanderings into the third dimension, 
GTA took the player on a drug-fuelled 
joyride into the arms of eager 
censors. And it was only a game. 

Careful refinement of the audio 
system has created a deeply 
immersing sound stage. Driving 
around the different gang zones 
re-tunes the car radio to each 
mob's favoured listening 

second time out (excluding its 
curious diversion through London 
circa 1969), GTA is a different beast. 
With its graphic design reined to a 
darker palette, the tone is set for a 
moodier lesson in the art of 
contemporary game making. 

GTA2 shuffles its cards like a 
pro. complex gameplay elements, 
interactive audio and realtime lighting 
all feature in its winning hand. 

Yet from the moment the game 
bursts into life none of the above are 
shoved in the player's face. The 

Lighting effects, at least in this PC 
version of CiTA2, are liberally splashed 
around by the game's capable engine 

visuals are better hued and more 
detailed, and the lights of emergency 
vehicles, plus those cast by traffic 
signals and other static sources, 
conspire to make it all seem less 20. 

For many of the gameplay 
elements in GTA2, the story 
development is one of refining 
those in the original title. DMA's 
mission was to enhance the 
sensation of being immersed in 
an active environment, with other 
criminals to compete with. 

so you see other car-jackers 
waiting at junctions and the 
introduction of three rival gangs 
in each city map, all vying for 
supremacy constant among 
these is the Zaibatsu, who, above 
all else it would seem, really 
should not be messed with. 

The addition of these groups is 
the most significant change to the 
GTA brew, and takes some adjusting 
to. Now you must garner favour with 



Playing the gangs against one another 
can result in some fractious moments 

the gangs in order to be offered jobs: 
the more popular you are, the more 
cha llenging, interesting and better 
rewarded the task. But it's never 
entirely clear what has to be done to 
win a gang's approval, other than 
perform extensive hit-and-run 
manoeuvres against their rivals. 

It is once missions have been 
collected from telephone boxes 
placed within each mob's controlled 
area that GTA2's best moments occur. 

some of the tasks are smartly 
constructed, such as having to run 
over a pedestrian in order that an 
ambulance is called, which must then 
be stolen so that you may retrieve a 
gang leader from the hospital. 

Later missions become yet more 
inventive, including driving remote­
controlled taxis packed with explosives 
to meet opposing forces, or butchering 
enough police so that SWAT teams 
are called in, allowing you to 
appropriate their armoured van. 

The downside to DMA's reworking 
of the mission structure is that it 
shatters the game's sense of hard­
won immersion. Why would any 
criminal drive right across a city 
(and GTA2 's maps are vast) simply 
to draw attention to themselves by 
running over lots of people? 

In some ways GTA2 is caught 
between the colourful excesses 
of its predecessor and the more 
serious overtones of this sequel. 

Unsurprisingly, compared to its PlayStation sibling, GTA2 on PC delivers 
many more cars and pedestrians, significantly adding to the gameplay 

TEST SCREEN 

Format: PC (ve rsion tested )/ 

Playstation 

Publi sher: Rockstar Games 

Developer: DMA Design 

Price: £40 

Release: ou t now 

As in the first game, 
multiplayer larks are 
well catered for. 
Several scenarios are 
selectable, with two­
to eightplayer versions 
of each to dabble with 

I You see other car-jackers waiting at junctions and the introduction 
of three rival gangs in each city map, all vying for supremacy. Now you 

must garner favour with the gangs in order to be offered jo~ 

That it still manages to draw you 
deep into the complexities of its 
world, rewarding with ever more 
imaginative missions, is testament 
to the fundamental strength of its 
core gameplay quality. 

From a conceptual standpoint, 
perhaps the most interesting facet 
of GTA2 and arguably its greatest 
triumph is that when cities are 
completed there is a sense of 
disappointment that these believable 
worlds cou ld ever have an end. 

If a further instalment in the GTA 

series is to appear - and word is that 

it will - the cha llenge to DMA wi ll 
not be to take its game into the third 
dimension, but to dispose of any 
formalised mission structure. 

Give the player toys but throw 
away the instruction manuals. Ask 
them how crimina l, how wealthy, how 
powerfu l they want to be. 

Finding that answer cou ld prove 
the wildest ride of all . Promisingly, 
GTA2 is a fast cruise in the 
right direction. 

Edg e rating: 

fight out of ten 

Some of the weaponry 
is seriously effective for 
the business of wiping 
out nagging problems 
such as SWAT teams 
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AGf Of fMPIAfS 2: AGf Of KINGS 

The game's timeline encompasses 
developments in naval warfare and 
even gunpowder technology 

IP.II ge Of Empires 2 is a brilliantly 
Iii constructed but unashamedly 
unoriginal game. Its predecessor was 
little more than a purified warcraft II, 

restaged with an antiquities motif. 
Now in its turn the sequel makes 
little effort to break with the past. 

It's a careful ly groomed, risk-free 
enhancement of a proven formula -
the sum of three years of refining an 
already excellent realtime strategy 
game. And for once this approach 
works The effect is not one of seen­
it-all-before routine but of an 
appreciable advancement in the 
depth and subtlety of gameplay 
and improvements on the original 
in nearly every field. 

Visually, AOE2 resolutely stands 
by the old school of a battlefield of 
pixels and a fixed isometric 
perspective. But the colourful 
graphics, rendered with vibrant 
detai l, are a pleasure to behold. 
What's more, their processor-friendly 
simplicity fosters mass battles with 
dozens of units per side. 

Given the medieval nature of the 
conflict, such epic spectacle is 
essential and all the more pleasurable 
as the units available to the different 
civilisations have been finely 

Civilian life is almost as highly 
develored as the military (right). 
As wel as wonders of the world 
there is a primitive stock market 

balanced. Every unit maintains a 
viable niche in the AOE2 food chain. 
Stone-hurl ing catapults must be 
wheeled in to lay siege to guard 
towers and keeps. But they're 
vulnerable to fast cavalry, which is 
scattered by infantry, which in turn 
takes heavy punishment from 
archers, and so on, in a circular 
tactical battle that keenly tests the 
player's mental reflexes. 

The combat system, in particular, 
benefits from intelligent revisions. 
The early rush which mars so many 
RTS games has been defeated by 
garrisoning. This simple order tells 
all units to man towers and keeps. 
And clad in stone, even feeble 
peasants have enough firepower 
to see off low-tech attacks. 

Another sound development is 
the pause mode, which allows orders 
to be given even when it's engaged, 
so that the player can regroup 
mentally. It breaks up play but the 
effect is a higher degree of tactica l 

sophistication and manoeuvres. 
The resource management part 

of the game has been expanded 
Players can now trade goods at 
market and speculate in stocks to 
improve their economic position. 

Though the many additions 
undoubtedly make AOE2 complicated, 
the new features are carefully 
introduced so that the player never 
feels overwhelmed. one of its great 
achievements is the simplicity with 
which it presents so much detail. 

The five campaigns and 13 
civilisations extend life expectancy 
and reward progress deep into the 
game. Though AOE2 lacks brazen 
innovation, it is remarkable. Unlike 
Westwood, which seems to believe 
there is no need to evolve C&C's 
gameplay, with this title Ensemble 
has succeeded in delivering 
a grand encounter. 

Ed~e rating: 

[ ighl OUI al !en 

TEST SCR EEN 

Format: PC 

Publisher: Microsoft 

Developer: Ensemble studios 

Price: £35 

Release: Out now 

There are n nations in 
total. Subtle differences 
in unit types and 
upgrades create 
rewarding variations 
in gameplay for 
each civilisation 
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TEST SCREEN 

SUPRfMf SNOWBOARDING 

Format: PC (version tested) / 

Dreamcast 

Publi sher: lnfogrames 

Developer: Housemarque 

Pri ce : £30 

Release: out now 

Graphically, this is easily the current genre leader - some of the environments are particularly beautiful. Despite 
falling behind Nintendo's supreme 1080° Snowboarding in gameplay terms, this still offers unusual levels of fun 

Crucially for a game of 
this type, the sensation 
of height during aerial 
manoeuvres (top), and 
speed once back on 
firm ground (above), is 
wonderfully established 
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D t's perhaps a testament to 

Nintendo's game-engineering 

skills that despite numerous attempts 

since 1080' snowboarding slalomed 

its way into the cart slot of the N64, 

no other snow-surfing game has 

managed to better the big N's often 

astounding effort. in either visual or 

gameplay terms. 

And supreme snowboarding 

succeeds on only one count -

Housemarque·s polygon frenzy has 

the beauty contest well and truly 

sewn up, with clean, crisp landscapes, 

smoothly animated boarders, and 

some wonderful lighting. But you'd 

expect nothing less from the latest 3D 

card-pushing graphical venture. 

The structure is heavily console 

influenced. Arcade mode offers a 

choice of single races, where the 

aim is to reach the bottom of the 

slope ahead of a quintet of fellow 

boarders, as wel l as al lowing access 

to the time attack, half-pipe and air 

(a three-jump, trick-based 

competition) options. 

Initially, three courses are 

volunteered. Playing at championship 

level opens further runs. The 

championship option consists of 

three clubs. Competing against 

nine other snow riders, your task 

is to fin ish a season of three races 

(from which points are attained) 

among the top three places, before 

moving up a club. The higher the 

club, the better the range of 

equipment available. 

Anyone ending the season 

in fourt1 to seventh place stays 

where they are. Boarders finishing 

eighth to tenth see themselves 

relegated to the lower club. 

A similar structure exists for 

half-pipe and air exhibitions. 

Nine courses divided into 

alpine, forest and village should 

After a little trial and error with the 
keyboard you should start to pull off 
some more complex stunts with ease 

eventually become available. 

Naturally, climatic and daylight 

variants appear. And this is one 

particular area where Supreme 

easily claims supremacy over other 

games of the genre. 

Not only does every course 

boast some two kilometres in 

length, but an actual area two 

kilometres squared , too, which 

you 're free to explore at your own 

leisure - there are no boundaries 

and no invisible walls. Until now, 

only 1080' 's final course had 

conveyed the feeling of a real 

mountain slope without forcing 

you down a predetermined route. 

supreme does this with all its tracks. 

But a snowboarding game is 

nothing without a repertoire of tricks 

and this is an area Housemarque 

hasn't overlooked . All the stunts are 

performed using combinations of the 

directional and Alt keys. It's a 

particularly accessible system, 

though ultimately not as intu it ive as 

1080' 's - perhaps playing it on a 

Dreamcast joypad (once the version 

is out) will improve matters. 

Importantly, while it doesn't quite 

match the level of playability offered 

by the current genre-leading 64bit 

competitor, Supreme has come closer 

than any other snowboarding title. 

Which is a considerable 

achievement in itself. 

Edge rating : 

Seven oul ol len 



TEST SCREEN 

f □ GAR lORRONlfRAS' fXTRfMf BIKfR 

II here's something compelling 

about a game that allows you 

to negotiate gaping canyon scenery 

while sat astride an off-road bike. 

It has that perfect 'one more go' 

factor This is something Extreme 
Biker offers in abundance. 

Developer Deibus has implemented 

a gradual introduction into Edgar 
Torronteras ' gravity-defying world -

aware that newcomers may find the 

combination of the handling dynamics 

(which are mostly thoroughly realistic) 

and the ability to perform stunts 

(which are mostly exceptionally 

unrealistic) a little daunting. The 

skil l level selected determines the 

amount of freedom of movement 

the bike enjoys midair, hence 

restraining the ability to pull off 

some of the more outrageous 

aerial manoeuvres ava ilable. 

The bike enjoys three axes of 

rotational movement It's a system 

that works well without feeling overly 

restrictive. You can progress to the 

momentum-laden 'extreme' option 

with surprising ease (though the 'auto 

land' feature is best switched off 

immediately as its intrusive nature 

has a habit of interfering with your 

carefully planned landing angle). 

The sense of speed is wonderfully achieved. Leaping high into the air has 
rarely been so much fun. In keeping with the game's overall arcade-like 
nature, all of the courses feature hidden elements for the overly curious 

The stunt element of proceedings 

is equally well balanced. After the 

initially required adaptation period 

you should be able to perform 

some of the harder moves with 

unexpected confidence. 

In addition to the three types of 

bikes (125, 250 and 500cc), a custom 

option exists where the agility, 

acceleration, speed and power values 

of the motorcycle can be altered by 

allocating bike points. These are 

calculated as a fraction of the overall 

score from the main game. 

It provides plenty of incentive to 

continue playing through the courses. 

These are divided into the arcade- like 

abandon of the motocross class, the 

more serious indoor supercross, and 

the open environments of freestyle. In 

total, 23 tracks are available, with a 

couple more promised as bonus 

extras. Most can also be found in the 

game's tournament option . 

It all gels together to offer 

Al from the CPU-controlled bikers. 

Th is can induce higher than normal 

frustration levels from having lost 

position as a result of their erratic 

on-track behaviour But most of 

the time this offers great, if 

undemanding, recreation. 

Edge rat ing: 

~em out of ten 

Format: PC 

Publisher: Sierra 

Developer: Deibus Studios 

Price: £30 

Release: out now 

There is much diversity 
to be found within the 
game's many courses. 
Ice, snow, mud, dirt 
and Tarmac surfaces all 
feature at various points 

some hugely enjoyable moments 

which are ultimately only slightly 

marred by the unshakeable sensation 

that your bike spends a lot of its time 

floating above the ground (that 

perennial problem of so many racers) 

and some occasionally questionable Despite featuring tracks, you're free to go off and explore the looping 
environment. As would be expected, replay options are extensive 

£DG£' s5 



TESTSCREEN 

SOUl flGHlfR 

Format: Dreamcast 

Publisher: Piggyb ack/ 

Mindscape 

Developer: Toca 

Price: £40 

Release: November 

The character animation 
is admittedly very fine, 
but the design remains 
derivative. A few 
interesting creature 
designs would have 
spiced up the action 

Soul Fighter is an attempt to bring 
back the glorious days of Double 
Dragon and its ilk, but a lack of 
genuine innovation hampers it 

[I he mid to late '90s have seen 
several attempts to reanimate 

the old scrolling beat 'em up genre 
(once popularised by Double Dragon) 
in 3D. some, like Sega's Spikeout and 
zombie Revenge, have been rather 
good, but most have lacked sparkle. 
And despite showing plenty of 
promise when Edge last saw it (E73), 
this scrappy, unimaginative effort fal ls 
headlong into the latter category. 

The graphics are colourful, the effects impressively dramatic, but this 
does little to disguise Soul Fighter's archaic and unfocused gameplay 

86 £DG£• 

soul Fighter is a 3D swords 'n' 
sorcery slasher in which you wander 
through six more or less linear 
levels fighting creatures and picking 
up health bonuses and weapons. 
There's the odd end-of-level boss 
to defeat here and there, and a few 
quite bewilderingly awful cut scenes 
to view, but that's about it. 

There's nothing wrong with 
simple games so long as they're well 
engineered and manage to maintain 
interest. soul fighter isn't and doesn't. 
The story is overly protracted and dull. 
The enemies are a limp bunch of D&D 

cliches. Making progress is simply a 
case of wildly hitting the kick, punch 
and 'use weapon' buttons. There's 
little grace here - although it is 
actual ly more difficult than it may 
sound because of an unintui tive 
control system and erratic camera. 

once you've explored a couple of 

levels, bashing baddies and checking 

treasure chests for powerups, there 
is little compulsion to go on. Yes, the 
animation is accomplished, and the 
backgrounds proficient, but there are 
no strong ideas, no changes in tempo 
or mood, no impressive new weapons 
or impressive new creatures. 

The fact that you can't save 
your position, even between stages, 
further frustrates. Perhaps it's an 
attempt to replicate the intensity of 
old-school arcade gaming - the game 
was initia lly conceived as a coin-op, 
after al l. But most console owners 
simply will not be spurned on by the 
experience in order to complete a 
whole game in one sitting. 

DC owners desperate for a scrol ling 
beat ·em up may be tempted by this, 
but they real ly should hold out ~ 
for zombie Revenge instead. L.==:i 

Edge rating : 

Three out al ten 



TUROK: RAGf WARS 

Rage Wars presents a much wider variety of enemy than its two prequels. 
Many familiar favourites return, however, including the good old Raptor 

II he Turok series, despite 
comprising a mere two 

titles, has a deserved reputation for 
increasingly impressive performances 
on the humble N64. This latest 
instalment fails to represent the 
quantum leap forward in graphical 
excellence that marked its prequels, 
but pushes forward in a more 
important way. 

As the first deathmatch-only 
firstperson shoot 'em up on a 
console, Turok.· Rage wars is a 
swift and surprisingly successful 
answer to the growing ranks of 
similarly styled PC titles. 

Wh ile Rage wars' deathmatch­
based play is reliant on Turok 2's 
game engine, Iguana has tackled the 
multitude of problems that marked 
the former title's slow, uninspiring 
multiplayer game. Aiming has been 
made a great deal easier, player 
movement is faster, and the arenas 
(despite still looking drab) are more 
exciting to play than Turok 2·s 
minuscule, ladder-filled mazes. 

sensibly, each of the four 
varieties of deathmatch (straight 
bloodlust, team deathmatch, capture­
the-flag and frag tag) possess their 

own, specially tailored arenas, 
ensuring that no game style suffers 
from an ill-suited environment. 

In singleplayer, Rage wars is 
enjoyably frenetic. Deathmatch levels 
culminate in a final boss battle 
featuring up to th ree computer­
controlled bots and extra weapons 
and characters as rewards for 
success. As the first non-human 
opponents in a console-based 
deathmatch game, the bots are 
remarkably effective. Th is is often 
due to sheer brute force, not tactical 
strength, but they prove a worthy 
replacement for human players. 

It takes time for Rage wars to 
serve up a suitably meaty challenge 
where the bots are no longer starved 
of weaponry and seeing them off is 
more than a mere formality, but when 
that time comes, play is a pleasing 
challenge. For a few hours. Then it 
becomes clear that more than one 
controller is needed to fully 
appreciate the game. 

In multiplayer, the game truly 
comes alive. The speed of play, 
well-defined arenas and multitude 
of weapons rank it near the likes 
of Quake II and GoldenEye The 

TEST SCREEN 

Format: N64 

Publisher: Acclaim 

Developer: Iguana 

Price: £40 

Release: out now 

Rage Wars' capture-the-flag mode is enjoyable and - perhaps inevitably 
- almost reaches the excitement levels evident in PC titles of this nature 

icon-led weapon wheel, meanwhi le, 
makes switching between guns 
second nature. 

The arsenal range of each player 
creates joyously unpredictable killing 
sprees. With weapons such as the 
brutal Chest Burster (which injects an 
alien embryo into an opposition 
player, leading to a Giger-style chest­
bursting seconds later), Iguana's 
destruction-obsessed design team 
has once again surpassed itself. 

The oneplayer game acts as little 
more than a limited training ground 
for the multiplayer version, so it's 

questionable whether the price is 
justified. And it's hardly the first 
N64 game to boast an excellent 
multiplayer mode (see Mario Kart and 
GoldenEye). But for those who can lay 
claim to at least one friend, it 
will be a worthwhile purchase. 

Edge rating: 

Seven out al ten 

Some found Turok 2's 
wildly spinning sights 
unwelcome. Rage Wars 
presents improved 
controls and more 
consistent framerates 
for easier aiming 

£DG£
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TEST SCREEN 

BAKURflSU MUlfKI BANGAIOH 

Format: Nintendo 64 

Publi sher: ESP 

Developer: Treasure 

Pri ce: £35 

Release: out now 

Early missions are easy 
pickings, but you face 
manic action once you 
begin to progress 
through the levels 

88 £DG£• 

Fruit salad, anyone? There are plenty 
of offer throughout the nostalgia trip 
surrealistically entitled The Exploding 
With Energy Invincible Bangaioh 

B s a videogame pickup, the 
Iii humble item of fruit has been 
sorely neglected in recent years. What 
was once the score bonus of choice in 
games like Pac-Man has fallen from 
grace in favour of the now fashionable 
gems and coins. 

Whether or not maverick Japanese 
developer Treasure's plundering of old 
genres is what fostered the opinion 
that it was time for an orange and 
pineapple pickup revival, it has 
definitely had its head buried in the 
history books for its latest retro 
offering: The Exploding With Energy 
Invincible Bangaioh. (Even the 
game's surreal protagonists are 
known as the Cosmo Gang.) 

Looking like the bastard offspring 
of Masaya's SNES mecha shooter 
Assault Suits Va/ken and Thalamus' 
C64 puzz le blast Hunter's Moon, the 
objective of Bangaioh's numerous 
levels is remarkably straightforward: 
get the titular mecha through each 
timed level and face whatever 
boss awaits you. 

Tactically, you can either go the 
high score route, demolishing the 
buildings clinging to every surface (the 
score counter resets after each round) 
and collect yourself a fruit salad, or 
merely make a dash to the fi nish. 

The resul ting action can only be 
described as manic as the screen fills 

Back to the old score yard: retro-style timed levels alternate between 
puzzles, mazes and open field blast-outs, The screen is rarely quiet 

with enemies, hordes of trailing 
missiles, explosions and shrapnel. 

Initially it may be hard to identify 
Bangaioh's appeal. The early missions 
are so easy that they seem over 
before they've begun. The graphics 
are incredibly spartan, the character 
graphics tiny. Even the silky smooth 
multidi rectional scrolling backdrop is 

not new to those raised on a diet of 
8bit Andrew Braybrook, and is limited 
to a mere two layers of parallax. 

Only when the levels start to 
diversify and alternate between 
puzzles, mazes and open field blast­
outs does the game rea lly come alive. 
Then the realisation sets in: the only 
thing between success ard failure is 
the player's prowess with the 
Bangaioh's controls. 

There are no upgrades to the 
craft. Even powerups bar the abili ty 

to fire off a smart bomb-style multi­
missile attack. Only a switch between 
two versions, sporting homing and 
bouncing projectiles respectively, 
offers any respite. 

Limited to a 10,000-cartridge run 
in Japan, Treasure has once again 
shown that an utter disregard for 
gaming trends can sti ll reap rewards. 
Bangaioh's storyline may be packed 
with more Japanese nonsense than 
normal but it does put up a pretty 

good defence for the argument that 
the old days of gaming were better. 

Despite its obvious limitations, 
then, this comes highly recommended 
to those who still hanker after their 
monthly copy of Personal 
computer Games. 

Edge rating: 

Seven out ol ten 



RAYMAN 2· lHf GRfAl fSCAPf 

Despite its blatantly lightweight visual 
leanings, some of Rayman 2's gameplay 
is fierce. But the mix of styles is hugely 
endearing, showing real imagination 

n rriving a fraction too late to 
Iii be included in last month's 
Testscreens, the second instalment of 
Ubi soft's million-sel ling franchise has 
made it to the outside world - after 
almost 36 months in the making. 

It's difficult to imagine true Mario 
fans getting genuine fulfilment from 
platformers featuring anything but 

the fami liar Ital ian plumber and 
Miyamoto's un ique expert touch 
(and that includes Donkey Kong 64, 

reviewed on p74), but if you're part of 
the crowd that cannot wait until 
Nintendo releases the next Mario 
adventure, this is at least one of the 
better intermittent clones. And unlike 
many of its counterparts, Rayman 2 
can actually claim to possess one or 
two ideas of its own. 

It's not the most finely balanced 
of examples, however. Along with 
the occasional ly interesting and 
novel take on puzzles are the usual 
disappearing platforms, narrow ledges 
and other such platforming cliches 
which, when combined with the 
developer's insistence that you restart 
every section from the beginning 

Adopting a mixture of fixed point and roaming structure, Rayman 2's 
3D camera works better than most other developers' attempts to date 

should Rayman fall into deadly 
liquid or be hit by some nasty 
entity mid-progress, can turn the 
proceedings into something more 
than a little frustrating. Fortunately, 
this doesn't happen often enough to 
sabotage gameplay. 

In addition to the occasionally 
refreshing new touches throughout 
the colourful landscapes there is 
a real sol idity to the action. Even 
without the use of an Expansion 

Pak, much of Rayman 2·s world 
is convincing. The superior 
responsiveness from the controls 
is equally satisfying. True, at times 
certain elements feel unpleasantly 
linear but as a decently paced, Mario­
inspired platformer for the younger 
gamer it serves its purpose 
surprisingly well. 

Enge rating : 

Seven out of ten 

TEST SCREEN 

Format: N64 (version 

tested) / PC / PS/ DC 

Publisher: Ubi Soft 

Developer: In -house 

Price : £40 

Re lease: Out now 

Rayman 2's expansive 
environments are 
beautifully realised 
throughout, although 
progression can 
occasionally get a little 
too linear for comfort 

£DG£. 89 



TESTSCREEN 

CRASH lfAM RACING 

Format: Pl ayStation 

Publisher: SCEE 

Developer: Naughty Dog 

Price: £40 

Release: out now 

CTR's world is divided into four areas, all of which offer four races and a 
boss challenge event (above). Presumably afraid of shocking the gaming 
community, Naughty Dog has included a cliched environment selection 

Elements from past 
Crash games make for 
unoriginal weaponry 
(top) but fourplayer 
games are good fun 

90 £DG£• 

m iven that Mario Kart came 
out on a 16bit system eight 

years ago, it"s nothing short of 
amazing that it's taken developers 
so long to ape the concept on a 32bit 
machine. particularly as there have 
since been two 64bit reminders of 
the potential available within a 
cartoon-style. kart-based environment 
(Nintendo"s Mario Kart N64 update 
and Rare's Diddy Kong Racing). 

After the unashamedly Mario 

Kart/DKR rip-off Speed Freaks, CTR is 
the second PlayStation game of this 
ilk to arrive in the latter half of the 
year (it wouldn't be Christmas without 

a Crash-themed game, wou ld it?). 
Unlike the former, CTR includes 

a few elements of its own. Not that 
CTR is immune to any accusations 
of mimicry - the weapon pickups and 
turbo pads dotted around the various 
tracks look like they're straight out of 
Mario Kart, as is the arcade mode's 

CTR cup structure. Similarly, the 
four-world hub arrangement 
(each comprising four heats 
followed by a boss race) and item 
acquisition seen in the adventure 
game is real DKR terri tory. 

But by being a crash game, CTR 

allows Naughty Dog to introduce 
some of its trademark Bandicoot 
design facets. While beating the 
opponents and collecting cups from 
races shou ld ensure able players 
finish in a matter of hours, true 
completion requires you to return 
to every track for a series of 
chal lenges. This could mean 
collecting crystals before a timer 
runs out or gathering the letters 
CTR while still finish ing ahead of 
your seven opponents, for instance. 

The importance of these extra 
tasks (which reward you with 
relics and CTR tokens) won't 
escape anyone with the admi rable 

determination to fully beat the game. 
The multiplayer battle and racing 
options (again previously seen in 
Mario Kart and DKR) do much to 
extend the game's longevity. These 
prove rather addictive additions to 
the already well-rounded package 
and add to the Playstation's 
growing catalogue of fourplayer­
compatible titles. 

Admittedly, there is little here 
that can genuinely claim to shock 
through pure innovation. For those 
unfamiliar with either Mario Kart or 
Diddy Kong Racing, CTR represents 
a skilfully executed and satisfying 
departure from realism-locked 
racing. Others, however, may 
well prefer to dig out the two 
superior titles behind Naughty 
Dog's inspiration. 

Edge rating: 

Seven oul of len 
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Lead Programmer Senior programmer needed by highly 

successful developer w ith string of number one hits to their 

credit. Severa l products and writing core game engine 

experience essential. Al beneficial. One of the North·s best.. 

........................ ... £25-32k + exceptional benefits fNorthJ 

Senior Games Programmer 3D strategy game with unique 

control system. Game logic and Al responsibilities. Well funded 

new venture. Several big name players already on board . 

... .. .. .......... ................. .... £35k + bonuses (South London) 

Web Programmer Leading role in major new Internet on-line 

game. CIC++. HTML. Flash ................. ... £20-30k fYorl<shireJ 

Freelance PC Programmer Direct X skills required to assist in 

completion of famous cartoon character product. In house or 

home based option ........ ...... . to £40k + completion bonus 

Programmer fx2) New project. PC strategy game. 

Experienced directors w ith open honest management style. To 

commence O I 2000 ........... £ 18-281< + bonus {South WestJ 

Dreamcast Programmers Many opportunities nation-wide. 

Some with opportunity to work at the very heart of the 

development community - Japan!. ..... £Excellent 

PlayStation 2 Programmers Project and vacancy 

notifications now coming through thick and fast. Call now and 

acquire valuable "next gen" skills! 

PC Programmers fx2) Gothic adventure project. Small 

experienced team. Excellent prospects .. ........ £40-451< fKentJ 

CIC++ Programmers fx3J Newly opened office of well 

established Midlands based development in house. Graduate 

calibre candidates sought for platformer. City location . 

.............................. .. .. ... £Neg {South Yorl,shireJ 

Al Programmers Three separate companies seek these 

specialist skills. /one being a very high profile organisation). 

...... ...................................................... £Excellent 

PlayStation Programmer fx2J Urgent requirement for action 

adventure myth and magic type product. Long established 

company /preAmiga.J ....... ........... to £35k (West MidlandsJ 

PlayStation Contract Programmer Home based or in-house 

· Well established company ......................... £Neg 4-6 months 

C Programmers The creators of truly ground breaking. award 

winning 3D products. Small team. spacious environment. These 

games have influenced generations of enthusiasts and 

designers. Excellent opportunity to j oin select and talented team 

.............................. £Highly competitive + bonus fCambsJ 

CIC++ Programmers fx2J Two experienced games 

programmers urgently required by well known London 

developer to initially port Action Adventure product from PC to 

PSX.. . .. ....................... to £341< basic + bonus fLondonJ 

PC Programmers fx2J Hand picked team wi th unique 

structure. Starting new project. Cutting edge technology. Proven 

game titles needed ............................. £22-30k /NorthantsJ 

Al Programmer Ambitious exci ting company with unique 

technology developing highly original titles. Applicants require 

an up to date knowledge of latest Al techniques and a strong 

academic background . 

... £Highly competitive + profit related bonus fLondonJ 

PlayStation Programmer Action adventure/platformer. 

Immediate start. 

£High plus generous "golden handshal,e" {South East) 

PlayStation Programmer Experienced PSX programmer 

sought for new studio with newly signed publishing deal. . 

..... £Neg + bonuses /South WestJ 

C Programmers New game venture by international comms 

giant. Games experience and good appreciation of internet 

technology essential ........ £25-381< + benefits {South East) 

Dreamcast Programmer Real Time strategy product. Hitachi 
SH processor or power VR experience highly advantageous. 

Dynamic company with. impressive product portfolio. 

environment and working practices . 
.... .......................... £25-351< + royalties (South MidlandsJ 

Assembler Programmer TV/Set top box. net project. Spectrum. 

C64 or Gameboy experience and interest in electronics ideal .. 
................................................... £30-401< basic {South EastJ 

CIC++ Programmers fx2) Knowledge of Physics and Al 

required for PC strategy product. Part of secure multinational 
empire. Small team environment. well managed and funded 

organisation ......................... .. .... .. ........ £301< basic fLondonJ 

3D Engine Programmer Proven ability DirectX and good 

technical skills required by highly progressive rapidly expanding 

medium sized developer. .. £35-401< basic fNorthJ 

Junior C++ Programmer Superb opportunity for academically 
gifted graduate. Exciting games technology applied to enhance 

learning and education. Eagerly awaited highly innovative 
product with pre-orders worldwide. . .... £ 17-191< fSouthJ 

Programmer Progressive organisation with highly innovative 

product require high quali ty experienced programmer with C++. 
Al. Win32 and 3D. Neural Networks and Artific ial Life Systems 

advantageous. Crea tive company w ith leading edge 

technology.. .. ..... £25-351< fLondonJ 

Multimedia Artists Education/Lifestyle titles. Well established 

company with high profile household name licences. Photoshop. 
Premiere. Lightwave. 3DS Max environment. 2D traditional skills 

also required.. .. .. £ 17-251< fNorthJ 

30 Studio Max Artist New project. PC Strategy game. To 

commence O I 2000 ............ £Neg + bonuses {South West) 

3D Studio Max Artists fx2) Creative all rounders required for 

new. second proj ect team. Share and develop ideas in open 
relaxed environment. Award winning. influential products. 

Exclusive to ourselves . ........................ £20-321< {South EastJ 

Lead Artist Games experience and 3DS Max essential for senior 

role on sports product. Ceotral location. USA owned company .. 

Exclusive ...................................... £25-301< + bonuses fLondonJ 

3DS Max Artists fx2J Developer utilising cutting edge engine 
technology require min 2 years experience and character 

creation for R/T action adventure product. Motivated team in 

non corporate environment. . 
............................ £High + bonuses + royalties fLondonJ 

Website Designers fx2J In house permanent roles. HTML and 

graphics experience essential.. . ............. £Neg fLondonJ 

3D Studio Max Artists fx2J Low poly character experience 

needed - /Sci Fi / Aliens of particular interest) Graphics work in 

progress is absolutely stunning.. .. ... £Top Whacl<! {South) 

Animator Interactive adventure product for PC based on well 

known mystical character. Small team environment. 3D Studio 

Max preferred. Well established organisation ... 
. .......... .. .. To £24k + bonus (West MidlandsJ 

Graphic Artists fx2J Good all rounders needed by 

development house with I 7 year history. Sports and 
construction products being developed for PC and PlayStation .. 

c£241< (including monthly bonusJ + royalty deal fYorl<shireJ 

!M@llril@l~®ffl®!Alft 
Development Manager Manage product development ,and 

software engineering teams for a leading games hardware 

manufacturer. Newly created role reporting directly to Managing 

Director .... To £501< + bonuses + allowances (South EastJ 

External Producer Perform technical and gamepl9y advisory 

role for one of the industry·s biggest names. Newly created 

vacancy.. . ....... £301< + car + bonuses 
Multimedia Producer Manage the strategic. creative and 

technical development of software titles across multiple 

platforms for education/lifestyle product. Well established with 

strong licensed portfolio .. ......... £25-38k + bonuses fNorthJ 

External Producer Famous name. highly successful and 

acquisitive company. Manage existing UK based portfolio of 

developers.. .. .............. .. c£351< + bonus fSouthJ 

Producers Positions currently available at 3 separate 

organisations. All internal roles managin?J the development of 

quality products from initial design to fina l mastering to agreed 

costs and schedules ......... .... ........ £24-381< basic fMidlandsJ 

External Producer New role w ith international bias. Manage 

development facilities in the UK. Sweden. Italy. Spain and the 

States. High profile company ........................ £27-321< fNorthJ 

Producer Good all rounder. preferably with technical bias 

sought for PSX2 futuristic blaster. Concept/design element in 

addition to scheduling. Big name company .. 

......... £35-381< + bonuses fLondonJ 

External Producer Oversee 3 original projects. Experience or 

interest in working with products targeted at young children 

essential. UK and overseas travel . 

.. ............................................... £28-321< + car {South EastJ 

Assistant Producer Understudy and assist experienced 

producer managing 2 major accounts. Help create designs. 

scripts and technica l specs. Very good prospects for 

advancement and work abroad ......... £ 18-221< fLondonJ 

Games Designer Two vacancies. one North and one South. 

Both require first rate knowledge of what makes a good game 

and excellent communication skills . .............. £25k + bonuses 

Level Builders/Editors fx2J Previous experience in a similar 

capacity and 3D Studio Max and texturing highly advantageous. 

Adventure project for new console ...... .. ........ £Neg fLondonJ 

Designer Part of a fast growing and highly profitable 

technology co.rnpany. Level and interface design. scripting. 

game mechanics and team working ski lls required .. 

............................................... £20-241< fSouthJ 

QA/Testers Successful international company. Previous testing 

experience necessary ................................ £11 -161< fLondonJ 

Senior Producer + Sound Designer, Senior 

Programmers, Art Director PlayStation/N64 development 

studio. 70 people. Big licence. Highly progressive company. 

Superb opportunities ... $Neg + royalties, stock options and 

health & other benefits fUSAJ 

Producer Licensed product for PlayStation 2. 13 man team. 

Employer experienced in visa/permit procedures 

.................. £Neg + royalties + stocl< options fCaliforniaJ 

3D Programmers Latest 3D Technology .. 

........................................ £Excellent {Sydney & CanberraJ 

Programmers/Artists fUSAJ Well respected West Coast developer 

always in the market for "good Brits" to join team in sunny (alifornia . 

Company works for major publishers. are British owned and are just 7 

miles from the beach 

......................... $65-801< + royalties, medical and legal fees 

Register by Sending a CV (8. examples where applicable) to: 
Aardvarl< Swift Consulting Ltd, Silicon House, Farfield Parl<, Wath upon Dearne, Rotherham, South Yorkshire S63 SDB 

Tel: (01709) 87687 7 Fax: (01709) 760134 Email: SLD@ardswift.demon.co.ul< 

M@lfill/dl ffl(g)rn 'l,f@lfb@llfillbi~~ @i WWW.@IF©l~w,itr.fb(g).lU)[k 

Please indicate locational preferences and salary guidelines. All enquiries and applications will be treated in the strictest confidence. 
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Research and 
Development Team 

Too I ~ n d PI u g In Programmers __ 
To be fluent in C/C++ 

Game Physics Programmers 
To be fluent in C/C++, highly numerate. 
Enthusiasm for games a definite advantage. 

~ r o g r a m m e r _s _ ----------1 

To be fluent in C/C++ . 
Enthusiasm for games a definite advantage. 

Au d i o~ o g_i_!_ m m_ e_r_s ________ _ 
To be fluent in C/C++ 

Game Development 

Color Gameboy Artists ~------------------1 
For development of original 
and converted titles. · 

~ Background Artists 
To visualise and create detailed env i ronments. 
Allround modelling, designing and texturing 
abilities required. Knowledge of Maya , 
PowerAnimator and GameGen software an 
advantage but not essential. 

Animators 
From traditional or 30 animation backgrounds. 
Knowledge of Maya an advantage 
but not essential. 

Game Programmers 
---------

To code cutting-edge software for 
N 6 4 a n d N·e x t G e n e rat i o n H a r d w a re . 
Must be fluent in C and Assembler. 
Enthusiasm for games a definite advantage. 
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christmas card 
your boss. 

for 
, ' , 

I ~-------------------------------------------------------------------------------------------J' 
I 

I 

I 
I 

I 

I ._\!11 

' : f \ .-,,11'-
\ 

', 
' J Dear Boss ... 

MERRY CHRI§TMA§ 
This year, instead of stuffing the turkey, you can 

STUFF YOUR JOB! 
That's ri ght, I'm off to Evo lutio n Studi os ! W a hey!!!! 

N ow I've got a coup le of yea rs experience and I'm th e best 

30 art ist/coder/designer (de lete as applicable) you're ever likely to meet, 

they wa nt me to be a part of their 'd rea m team' - th e best people 

do ing the best games fo r the best consoles. 

And I need a change - I wa nt my ideas to really make a difference. 

I want to work o n a world bea ting next-generatio n driving t itle. 

I want to be rewa rd ed fo r w hat I do . 

But most of all , I rea lly want to enjoy w hat I do and have some fun ! !! 

Not t hat you'd understand that, eh? 

So, have a rea lly nice Xmas and a happy new yea r -

I know I w ill ! 

See ya .. .. 



Programmers, Artists, Designers,Producers OH MY 
We"ve Got deals that will make your head Spin 

~ II -~ 
3D engine & Game Programmers 

12 months game programming or 1 game credit or better. Strong Knowledge of C,C++, OlrectX/3d, 
3dfx chlpset. We are also seeking 3d engine coders. Salaries from 1 BK to SOK+ profit shares etc. 

Al/Tools Proarammers 
12 months game Al programming or 1 game cred'Tr"or better. Strong Knowledge of C,C++. 

Salaries from 18K to SOK+ profit shares etc. 

Playstation & Nintendo 64 Programmers 
12 months minimum coding on theso consoles or 1 game credit or better. Yarozo Programmers welcome. 

Name your Price (£NEG) 

Dreamcast Programmers 
Only the best of the best wanted for this Babe. (£Neg + Profit Shares) 

3ds/Max,LW,Soft/Alias 3D Artist 
I Skills all -round in Low & High Polygon modelling, animating, 
Character design & environments.15K to 35K+ (grad uates Please call first) 

Designer/Level Designers & 
Producers Game Industry experienced only (£Neg) 

Game Teams Wanted 
If you are a team of Programmers and Artists wanting to develop 

for PC/PSXJN64, call us first. We are currently setting up teams. 
Game teams must have excellent track records & original game concepts, 

GameBoy Coders & Artists 
Graduate 3d programmers12Kto1aK+ 

~~~~~d:~:k!"~sf;i~~~;:;r~:~:= ;:~~r;;~~~~a:::~, ~~f;:;:::~:~· ~ 
Seeking Private Investors ~ 

for PC/PSX/N64 development i 
We are seeking private investors who can finance professional game teams .!a 

developing 30 games for PC/PSXJN64 & Oreamcast. If you are interested & want ~ 
to find out more CALL US. All teams have tracks records and 3d Technology. v, 

USE KRS EXCLUSIVELY ~ 
Krystal is the only co(11pany in the·entire UK who' (apart from helping a huge number of ~ 

game people find cool jbbs) have a team of consultants who work full·time in game design o 

WE S~~~:v~~~~e~~~~~~7~~ t:~~m;~~i~aJ~~~~ ~~~~tv~:~~m;~~e~~HERS) ! 
KRS ts a slsttr company of SuperldPowor Studiot ·. QJ 

Recruiting at: London, Guildford, Essex, Middlesex, Warwick, Bristol, Somer"Set, t 
Banbury, Birmingham, Coventry, Derby, Nottingham, Staffs, Cheshire, ! f 

Manchester, Leeds, York, Stockton ,9n Tees, Newcastle, L.iverpool , Knutsforcl , ~ 
Sheffield, Dundee, Glasgow, Runcorn, and many other UK Locations. ·;; 

J:;~~!~[Xr1y~ iraf thf K)RS)nd 

Jr t 
ONLY email: kassey@krysta( .. krs.demon.co.uk i 

' Tel: 0181 599 8691 · Fax: 0181 262 8696 a 

GAMES DESIGNERS 
£Excellent • Leamington Spa 

• ~ '• I ~ 

' . 11:':' j 
' ~ ·: .;-,-~ 

. \:, 
! • I • ~ 

. ' . ~· 

•;r-}'\'.)< 

e eds We all have our desires. 

we a \ \ ha Ve Ou r . n ·t II bec~mes more than a ga~e-
. sometimes t a d \ t 

It's just that sometimes,_ k Ca n h a n e I . 
t u thin you B u yo hold it together. 

You know you can 

Codemasters' games take over your whole life. Games like Colin McRae 
Rally, Brian La ra Cricket, TOCA2, Micro Machines. Games that should come 
w ith a Government Hea lth Wa rning. But it's too late. You're in too deep. 
You ought to be in Codemasters. 

So put your addict ion to the best games the world has ever played to the 
ultimate t est. Design them. 

As a Games Designer here, you'll enjoy the full backing of the world's 
most creative games publisher which increased global sales by a massive 
250% to nearly £70 million last year. Taking games through al l stages of 
development, you' ll ensure that quality and game-play is of the highest 
standa rds in the industry, and w ill be a sure hit with the gaming public 
and afficionados alike. 

With an obsessive knowledge of both PC and console games.you' ll need 
to know t he secret ingredients that make games hits. Idea lly with 
industry experience, you' ll need at least a 2.1 in any degree married to a 
firm technical understanding and interest in computers genera lly, as we ll 
as an acutely creat ive mind. 

In return for your commitment, not only wil l you receive an excellent 
remunerat ion and benefits package, but you' ll also see your ca reer 
advance rapidly in the industry you love. 

. 
1 

To apply, please send your CV to: Stephen Harrison-Mirfield, Recruitment Officer, 
Codemasters Software Company Ltd, PO Box 6, Leamington Spa, Warwickshire 

·, CV32 oS,H. Alternatively, e-mail us on recruitment@codemasters.com 

w C 0 d e m a s t e r s C O m 

,, . ► .; . ~·,· Codemasters®~ 







Contact Jon Harrison at 
Artworld (UK) Limited 

10/11 Birmingham Street 
Halesowen 

West Midlands 
England 
B63 3HN 

Email: Jon_H@ArtWorldUK.com 

EXPERIENCE THE FUTURE OF GRAPHIC DESIGN AT WWW.ARTWORLDUK.COM 

To advertise in Edge Moves 

call Emma Lewis or Neil Abraham 

1: 020 7317 2628 

~= emma.lewls@futurenet.co.uk 
neil.abraham@futurenet.co.uk Free design service available 

We 've placed people in top game jobs since the early 90~. lnf'act , we've probably helped more development 
staff find 'THE RIGHT .JOB ' than any other agency in the UK. Our client base rcmges from smcill sof tware 
development teams to worlcl-leacling leisure software publishers. We have vcicancies in most geogrciphiccil areas 
of the UK as well as overseas opportunities. Below is a small selection of current national requirements. 

Lots more vacancies at: www.zodiac 1 .demon.co.Uk 
Programmers Artists 
Programmers £High + Big Royalties (Oxford) 
To work on high profile products (including a real time strategy and a football game) on 
Dreamcast, PlayStation and PC platforms. 
Programmers £28-45k + Overtime (Yorkshire) 
Urgently required to work on a choice of four exciting projects for the PC, Dreamcast and 
PlayStation platforms. Great company atmosphere! 
Al Programmer £25-35k + Big Benefits (Scotland) 
To work on a very high profile Real Time Strategy War game. 
Programmers £Large + Bonus (Warwickshire) 
To work on Official Olympic 2000 video game or the 'Rollcage' series. Countless 
opportunities. Hugely successful developer. 
1999 Graduates £Neg (Various Sites) 
CIC++, 3D maths/physics background desirable. Passion for games. 
PC/PlayStation Programmers c£25k (North West) 
Live life in the fast lane working on major new racing titles (fantasy and real life simulators) 
CIC++, maths/physics background. Great working atmosphere. 
Senior Programmers £Excellent!! (Australia) 
PC and Console programmers required to work on MA titles. Latest :echnology. Also a 
vacancy for a Games Programming Tutor. 
Programmers £25-35k + Big Benefits (Scotland) 
To work on high profile products across all major platforms. Current projects include a first 
person shoot 'em up, a racing project and a real time strategy game. Super working 
conditions. 

Artists £High + Bonus (Oxon or Warwick) 
3DS Max and Photoshop or similar texture package. To work on major sports title for the 
year 2000, an action adventure, a high profile football product or the 'Rollcage' series. 

Artists £High (South) 
3DS Max and Character Studio skills required by major developer located along the M4 
corridor. Initially responsible for working on a medieval RTS game for the PC. A previous 
product on the PC or PSX platform is desirable. 

Lead 3D Animator c£35k + Benefits (Scotland) 
3D Studio Max 2/2.5 and Character Studio plugins Biped and Physique required. Softimage/ 
Maya experience also advantageous. High profi le products. Unique working environment. 

Artists £25k (North West) 
Good low-poly modelling and texturing skills required to work on a Formula 1 racing game. 
Softimage and a similar (racing/flying) product background is desirable 

Animators £Neg (Yorkshire) 
Proficient computer animators with good drawing ability. Lightwave or Softimage ski lls. 
Would suit recent graduate. 

To appl y, f'onvan l yo 111· CV 
(& wot"lc s arnplcs wl1 e r e n·levan l ) tu 

Ma ,·ie l-la,·,·is. Zorliac PursuiL, Ha ines H o use, 
9 Ed g<'rlon Cou, ·L. Tadl'a SLer, LS24 9NZ. 
TP I: 019:17 8~S700 Fa x : 01 9:{7 5:{ 1986 
E rn a ii : nH11·it'@ zodia(' I . den1011 .l'O. uk 





l■I 
ENTERTAINMENT LTD 

We are currently recruiting talented individuals to join our Games 
Development Team , and our FMV division Mobius Light Entertainment, 
in one of the most innovative and fastest growing companies in Europe. 

Artists: 

2D + 3D-

Coders: 

Low-Poly experience preffered 
PSX Programmers -
advancing to PSX2 

Lightwave animators 3D Programmers -

3DS Max animators 
cutting edge core engine 

+ physics 

Level Designers 

Published work, and a minimum 2 years industry experience a distinct 
advantage. Send C.V, showreels + disks to: 

Human Recource/Recruiting, Mobius Entertainment Ltd, St. Pauls House, 

RichardShaw Lane, Stanningley, Pudsey, West Yorks, 

Please send a stamped 
addressed envelope with 
your show reel If you would 
like it returned . 

LS28 6BN 

National Sales Manager ..... South East .to £50k ... ref 351 
Marketing Manager .......... . South East .to £25k ... ref 352 
Publishing Manager ........... South East .to £45k .. . ref 353 

Webmaster .. ---~Orth ..... to£16k ... ref354 
Licensing Manager... . .... Midlands ... to £4Sk ... ref 340 

Technical Art Director ... .. South ..... to £40k ... ref 330 
Game Director .................... Scotland ... to £35k ... ref 291 
Executive Producer ............... North ..... to £40k ... ref 384 

Producer ... ----~Orth ..... to £35k ... ref 375 
Producer-----~orth ..... to £30k ... ref 385 
Executive Producer ... . .South ..... to £40k .. . ref 267 
Project Co•ordinator ........... South ..... to £30k ... ref 268 
Producer .... . .. London .... to £30k ... ref 388 

Internal & External Producers .Midlands ... to £35k . .. ref 294 
External Producer ............... Midlands ... to £35k ... ref 363 
External Producer ............... London .... to £45k .. ref 310 
External Producer ................. South ..... to £40k ... ref 285 
Internal Producer ............ . London .... to £35k ... ref 230 
Internal Producer ... . ... . London .... to £30k ... ref 227 

Internal Producer .. . ...... London .... to £35k ... ref 300 
Internal Producer ............... Scotland ... to £30k ... ref 229 
Internal Producer .................. South 
to £35k. ....... . ....... ref 337 
Internal Producer ............. .. ... West 
to £40k ... . ....... .... ... ref 234 

Internal Producer ... . .. ... . London 
to£45K------··'ef217 
Internal Producer... . ..... London ..... to £40k ... ref 235 

Internal Producer ............. South West. .to £35k ... ref 298 
Associate Producer .. . ..... South .... to £25k . . ref 265 
Associate Producer ......... London .... to £25k ... ref 320 

3rd Party Account Executive .. London .. .. to £15k ... ref 378 
Senior Designer ................ N. London .to £30k ... ref 283 
Lead Designer ................... Scotland ... to £25k ... ref 293 
Game Designer x 2 .............. London .... to £30k .. ref 218 
Game Designer ................... Midlands ... to £25k .. . ref 342 
DesignerA.evel Designer .. ... . London .... to £25k ... ref 304 
Product Manager ...... .. ... ... .. London .... to £25k ... ref 303 
Designer .. . .. . ....... .. South .... . to £30k ... ref 35 7 

Level Designer ... ... .. South West .. to £20k ... ref 358 
Level Designer ___ ......c,outh ..... to £25k ... ref 371 

Italian Tester ...................... London ..... to £15k .. ref 374 

Contract C++ Coder .......... .. London ....... tbc ...... ref 383 

Senior / Lead / Programmers, C, C++, Ai 3D, Console, PC, 

Network, Games, Multimedia and Film, Nation•wide 

recruitment to £40k basic ref 220, 231, 236,248,258, 

277, 282,292, 296, 301,305,306,311,321,322,324, 

325,326, 327,344,345,347,348,349,350,359,360, 

365, 367,368, 372, 376, 379, 382, 386 

Lead / Artists, Animators, 3Ds, SGi, Games, Multimedia and 
Film, 3D, 2D, PC, Console, Nation-wide recruitment to 

£35k basic ref 232, 237, 279, 290, 297, 302, 307, 312, 
317,328,329,332,334,336,341 , 343,346,355,356, 

361,362,364, 366, 369, 380, 381, 387, 388 



• • /Cf/PIII.<:~ /JtlJ til~ {{l;o;Jm,J!!$ D~f®'i' ~~;iitP~ rMd! Se,.H!iirur /lklJjjlf 
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free and strictly confi_dential. 

generation product? 
abroad. 

4, PSX, AI, ZSo, Mac, 

mag iigu r.e, 

_Ip 
all 

~· INNERLOOP 
lnnerloop Stud ios •Norway• land of the midnight sun 

Wanted 

3D an imator 
JDS MAX2 essential ; solid animation background . 
Send samples • excellent weight, timing & movement required 

3D artis t 
JDS MAX2 essential , pref. Industry experience . 
Send sample inc. low poly characters , buildings and vehicles 

Level designers 
Must love 3d FPS action . level design and scripting in massive landscapes 

3D programmer 
OpenGL and Direct3D ; DlrectX; pref industry experience. 

Reward 

Excellent sala ry, stock options . Deadline bonus and royalties . 





National Sales Manager ..... South East .to £50k .. . ref 351 
Marketing Manager ...... .. .. . South East .to £25k .. . ref 352 
Publishing Manager ...... ..... South East .to £45k ... ref 353 
Webmaster . .... ....... ...... ......... North . .. .. to £16k .. . ref 354 
licensing Manager .. ............ Midlands ... to £45k ... ref 340 
Technical Art Director ........ ... South .. ... to £40k ... ref 330 
Game Director .... ... ... .... ... ... Scotland ... to £35k ... ref 291 
Executive Producer ...... ... ...... North ..... to £40k ... ref 384 
Producer.. . .. . ... ... ........ ...... .. North .... . to £35k ... ref 375 
Producer... . .. .. . ..... .. .. ..... North ... .. to £30k ... ref 385 
Executive Producer ............... South .... . to £40k .. . ref 267 
Project Co-ordinator ... .... ... .. . South .. ... to £30k ... ref 268 
Producer .. .. .. .. ... .. .. ..... ... ... London ... . to £30k ... ref 388 
Internal & External Producers .Midlands ... to £35k ... ref 294 
External Producer .... . .... .. .. . Midlands ... to £35k ... ref 363 
External Producer .... ...... ...... London .... to £45k ... ref 310 
External Producer .... .... .. ... .... South ..... to £40k .. . ref 285 
Internal Producer .. ..... .. ...... London .... to £35k ... ref 230 
Internal Producer ... .. ..... .. .. .. London .. .. to £30k . .. ref 227 
Internal Producer ....... .. ....... London .. .. to £35k . .. ref 300 
Internal Producer .............. .Scotland ... to £30k ... ref 229 
Internal Producer ............... ... South 
to £35k... . ........... .. .. . ref 337 
Internal Producer .................. West 
to £40k.. . . ............ ..... .. ref 234 
Internal Producer ....... .. ....... London 
to £45k.. . . ............... .. ....... . ref 217 
Internal Producer ... ...... .... .. . London ..... to £40k ... ref 235 
Internal Producer ... .. .. ..... . South West .. to £35k .. . ref 298 
Associate Producer .... ...... .... South ..... to £25k ... ref 265 
Associate Producer ......... .... London .. .. to £25k ... ref 320 
3rd Party Account Executive .. London .. .. to£ 15k ... ref 378 
Senior Designer ........ ........ N. London .. to £30k ... ref 283 
Lead Designer ................ .... Scotland .. . to £25k ... ref 293 
Game Designer x 2 .............. London .... to £30k .. . ref 218 
Game Designer ..... ...... ........ Midlands .. . to £25k .. . ref 342 
Designer/Level Designer ...... London .. .. to £25k ... ref 304 
Product Manager ................. London ... . to £25k ... ref 303 
Designer.. . .... ..... .. .... ..... . South ..... to £30k ... ref 357 
Level Designer .... ..... ... ... .. South West..to £20k ... ref 358 
Level Designer ...................... South ... .. . to £25k ... ref 371 
Italian Tester ..... ........... ..... London ..... to £ 15k ... ref 374 
Contract C++ Coder ...... ...... London ....... tbc ...... ref 383 

Senior / Lead / Programmers, C, C++, Ai 30, Console, PC, 
Network, Games, Multimedia and Film, Nation-wide 
recruitment to £40k basic ref 220, 231 , 236, 248, 258, 
277,282, 292, 296, 301 , 305, 306, 311 , 321 , 322, 324, 
325, 326,327, 344, 345,347, 348,349,350,359, 360, 
365, 367, 368, 372, 376, 379, 382, 386 

Lead / Artists, Animators, 3Ds, SGi, Games, Multimedia and 

Film, 30, 20, PC, Console, Nation-wide recruitment to 
£35k basic ref 232, 237, 279, 290, 297, 302, 307, 312, 
317, 328, 329, 332, 334, 336, 341, 343, 346, 355, 356, 
361 , 362, 364, 366, 369, 380, 381 , 387, 388 

Please send a stamped 
addressed envelope with 
your showreal if you would 
like ,t returned. 



AUDIO ENGINEERS 

' 

Some find it easy. 
Others find it in films. 

But there's nothing better than 

getting it in the 
games you play. 

·· D · . :~·: _ :Qur 
'11 ·. ; . 

Great sound effects. Definitely something worth shouting about. And part and parcel of Codemasters' award-garlanded 
electronic games that are setting tongues wagging the world over. Games like Music 2000, No Fear Downhill Mountain Biking 
and LMA Manager. With our shameless quest to consistently develop the most successfu l. creative and innovative games ever 
played, revenues spiralled over 250% to £69 mi llion in the space of just one year. But we' ll be quiet for a moment: we want to 
hea r from Audio Engineers to support the next generat ion of games that everyone wi ll be talking about. 

Pulling together all aspects of aud io design from prototyping stage to game design, you' l l script. research and process 
games speech. Alongside the Audio Manager and Design and Development, you' ll find the samples and edit the sound 
effects that help bring our games to life. 

An innate knowledge of what makes games special is essential, combined with you r experience in audio and computer 
sampling. As conscientious and self-motivated as you are creative.you'll also need to be preferably educated to degree level. 

In return for your commitment.you'll receive the enormous bemefits and extensive career opportunities you'd expect of a rapidly 
growing and progressive organisation with a reputation for exce llence in everything we do. 

To apply, please send your CV to: Stephen Harrison-Mirfield , Codemasters Ltd, PO Box 6, leamington Spa , 
Warwickshire CV32 oSH . Alternatively, e-mail us on recruitment@codemasters .com 

www.codemasters . com Codemasters®i 



We develop high resolution, high quality 
software for education, entertainment 
and exhibitions. 
Meet a D gi al Media World Show 

on the Freehand stand No F350 

We have positions 
for 30 Artists 

and Programmers 

www.imed.co.uk 

IMMERSIVE 
The Old Malthouse 
Paradise St 
Oxford 
Ox11LD 

Tel 01865 792488 
Fax 01865 793177 • 

Programmers, Artists, Designers,Producers OH MY 
We've Got deals that will make your head Spin 

3 ~ ngine ' Game rogram~~rs 
12 months game programming or 1 gomo credit or better. Strong Knowledge of C,C++, OlroctX/3d, 

3dfx chlpset. We are also socking 3d onglno coders. Salaries from 18K to SOK+ profit shares etc. 

Al/Tools Proarammers 
12 months game Al programming or 1 game cred'!!"or better. Strong Knowledge of C,C++. 

Salaries from 18K to 50K + profit shares etc. 

Playstation & Nintendo 64 Programmers 
12 months minimum coding on theso consoles or 1 game credit or bottor. Yarozo Programmors wolcoma. 
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Name your Price (£NEG) 

Dreamcast Programmers 
Only the best of the best wanted for this Babe. (£Neg+ Pront Shares) 

3ds/Max LW,Soft/Alias 3D Artist 
I Ski lls ai1.round In Low & High Polygon modelllng, animating, 
l:haractar dasien & environments.15K to 35K+ (graduates Please call flrsO 

Designer/Level Designers & 
Producers Game lndustri:!'!.perlenced only (£Neg) 

Game Teams wanted 
If you are a team of Programmars and Artists wanting to davalop 

Gam!~~:~:~~s~~v~8~x~~l~~~:· t~6:~!i6;d:"i1~ri;l~~p g~~:~'::~Cepts. 
GameBoy Coders & Artists 

Graduate 3d programmers12Kto1aK• 
We ara seeking BSC/MSC grads with strong 3d graphics progrommers skills . .;; 
Candidate must submit 3d graphics progrommed demo, this Is compulso,y. :c 

Seeking Private Investors ~ 
for PC/PSX/N64 development t 

We are seeking private lnvastors who can finance professional game teams .9 
developing 30 games for PC/PSX/N64 & Dreamcast. If you are Interested & want ~ 
to find out more CALL US. All teams have tracks records and 3d Technology. .~ 

Krystal is the on~c~~n~~e~nti~~~~~r~!'h~p~~ huge number of I 
game people find cool jobs) have a team of consultants who work full-time in game design ..., 

and development, allowing us to communicate on a game-development level. 0 
WE SERVE GAME L,&~f,~~ill':-:~o~:.~,~?st:~.~.f.~~s7_s~s LIKE THE OTHER,S) °i 
Recruiting at: London, Guildford, Essex, Middlesex, Warwick, Bristol , Somerset, ~ 

Banbury, Birmingham, Coventry, Derby, Nottingham, Staffs, Cheshire, 'i! 
Manchester, Leeds, York, Stockton on Toes, Noweastlo, Liverpool, Knutsford, 0. 

Sheffield, Dundee, Glasgow, Runcorn, and many other UK Locations. J 
Sub"\l~ mall or floppy Preferred, Not hard Ii;) to Kes~ Chand Jr .::. 

J:;~e~g~;~nry~~al (n.R~) 1 
ONLY email: kassey@krystal-krs.demon.co.uk 

0
1 

· Tel: 0181 599 8691 - Fax: 0181 262 8696 



d e V e I 0 p videogame creation under the microscope 

From track to console: how cooperation is advancing today's racing titles 
lr.'I s technology in the home becomes more 

W capable, game complexity naturally rises in 

tandem. With this in mind, it's no surprise to 

discover just how far Criterion Software was able 

to push itself in developing Suzuki A/store Extreme 

Roong, its Dreamcast superbiking title. 

Rarely has developer and licensee worked so 

closely together. But the team's initial trip to Brands 

Hatch brought considerable nervousness. How would 

the racing team treat a small group of game 

developers? "I thought they wou ld just push us out 

of the way as these people who were building this 

game," remembers producer Shawnee Sequeira. 

But in fact the team had a lot of time for the 

developer, spending the day in the pits and 

sharing a vast amount of privileged information. 

Every detail of the bikes' setup was made available 

and enthusiasm came from both sides. 

Once the main elements of the game were in 

place, Criterion went back to Brands Hatch in order 

to get feedback from the actual riders. And members 

of the Suzuki team were very pleased with what they 

saw. Their reaction to the handling of the bikes was 

particularly positive - although this was perhaps 

unsurprising considering these elements were set 

up almost identically to the bikes that the riders 

themselves were in the habit of taking out on to the 

real tracks. Most of the feedback, in fact, related to 

the way Criterion had modelled the riders: feet were 

being put down too ea rly on stopping and heads 

were ducking too ea rly upon accelerating - aspects 

that were easily addressed. 

Criterion's artists were pleasantly surprised by the 

amount of information available to them. They used 

schematics, measured drawings, photos, videos and 

slide references with detailed measurements of every 

part of each bike. They even had access to Suzuki's 

official font for the numbering of each rider. 

The lead programmer, Alex Fri, also enjoyed 

a wealth of material. And being a bike fan, he also 

Suzuki gave Criterion an extraordinary amount of 
data. Given precise measurements for all bike parts, 
artists were able to create exquisite models (above) 

found personal interest in it: "From the telemetry 

data certain surprising things made themselves clear, 

which we could actually use in the game. Like when 

you look at the throttle graph. You'd expect an average 

amount on the corners, and you wouldn't expect it to 

be all on or all off, but it is. You're either nailing it, or 

gently rolling into a corner, but very rarely in between'.' 

Forty parameters shaped the handling of each 

bike, including weight, mass and moment of inertia 

for the wheels. Nearly all were fed in from pure 

Suzuki data, although there were restrictions in the 

process, as Fri relates: "We couldn't actually take 

every single figure home because they've got a 

proprietary software system that we couldn't run 

here, but we had graphs, we could see data, we 

could take notes, and their pit crew were amazing. 

I mean I could hardly keep up with them. They 

were just running me through their laptops 

showing me every last detail'.' 

It seems that as the scale and status of racing 

games rise, so does the respect from their real-life 

counterparts. Developers are being seen less as a 

subservient marketing medium and more as a 

parallel industry, which is crucial progress. £ 

Keeping Suzuki A/stare ticking over at Criterion (from left): lead programmer Alex Fri, designer Adrian Moore, and lead artist and track designer Mike Williamson 

110 £DG£• 



The trials of a start-up developer: part 17 

After co-founding Lionhead Studios with Peter Molyneux, Dernis Hassabis set up his own development house, El ix ir Studios. 
In the latest instalment of his exclusive diary, he reveals how Republic: The Revolution, star of Edge's cover last month, was conceived 

Believe in your idea 

Alfred Hitchcock once said, "There 

are three things that make a great 

film - a good script, a good script and a good script." This 

is also true of games. At the heart of every great game is 

a great game idea. I have this quote written on my PC, to 

remind me that no matter how cool your technology is, 

it's never an end in itself. 

Technology enables gameplay. Every game Elixir ever 

makes will remain true to this belief. Having kept quiet 

about Republic: The Revolution for the last year, I can finally 

talk about it. You can decide if I've been true to this vision. 

become what they are? What really happens behind the 

scenes' I then read a short story in Wi ll Selfs Grey Motter, 

which has as its premise the idea that everyone in Landon 

is really a follower of one of eight people, whether they 

know it or not. The story was absurd, but very cool. 

Over the next few weeks an idea began to crystallise in 

my mind. When I think of a game it always starts as an idea 

like this. I let it sit in my head for a few weeks and it 

evolves. I always try to boil down an idea into something 

that's ca lled a 'high concept' in the film industry. It's ugly 

terminology, but it's an essential idea I apply to design. 

A high concept is basically a game or a film explained 

everyone thinks they can design games. I was once 

driven from London ta Guildford by a taxi driver who was 

convinced he had the gaming equivalent of the alchemist's 

stone. He was making a mechanised tabletop golf game in 

his garage and wanted to make it into a computer game. 

Sim Garage Coif anyone? 

Another example of this can be found in the new 'Star 

Wars' film. I found myself cringing every time Jar Jar Binks 

appeared. George Lucas, no doubt, thought he was creating 

C3PO of the '90s - a kooky yet endearingly crap alien hero. 

I'm sure he thought it was a creative tour de force. 

What he really could have done with was someone to 

"To do this game would require a quantum leap in Al and graphics technology. What was the point 
if you couldn't create the entire country and populate it with thousands of real, breathing people?" 

I first thought of the game five years ago. I was at 

college and, as students do, I was enjoying another one 

of those lazy afternoons spent talking and drinking coffee. 

I was playing an obscure boardgame based on a power 

struggle within a banana republic. 

The TV and newspapers were full of powerful images 

of Russia's invasion of Chechnya. It prompted memories of 

reading about the attempted coup in Russia and realising 

how insignificant the man on the street is. Then I began to 

ask myself about the people who make history and shape 

the courses of our lives. Who are they? How do they 

in a single sentence. If you can't explain why it's going to 

be cool in a sentence, don't expect anyone else to 

understand what you're on about. 

Republic: The Revolution, then, is a game in which 

you're a powerful faction leader and you must oust the 

president of the Republic - by any means. 

The next stage is the most important. Explain the game 

to people you respect and see if they like it. This can be 

painful. I'm sure even Shigeru Miyamoto has had game 

ideas that didn't cut it. You need the opinion of sharp 

people who aren't afraid to tell you the truth because 

say to him: "George, this is a crap idea.· Or even better: 

"George, I think it would be great if Maul chops Binks' 

head off with a light sabre in scene two." Throw your idea 

to the wolves and see what happens. There are lots of 

ideas. Be sure that yours is exceptional. 

I took trusted friends and explained the game to them. 

They loved it. But could it be done? Simply put, no. Not 

then, anyway. What I had in mind was light years ahead of 

the available technology. To do this game properly would 

require a quantum leap in Al and graphics technology. What 

was the point if you couldn't create the entire country and 

populate it with thousands of real, breathing people? 

I didn't want people to be abstract black dots, 

wandering randomly across the player's screen. I wanted 

husbands, students, housewives and drunks, each living 

separate, plausible lives. It had to be done in 3D to do the 

world justice. I was dreaming. I filed the idea in the back of 

my mind. It just couldn't be done. Not at that point, at least. 

A year and a half ago I finally got the chance to make 

this game. I found an engine programmer, Tim Clarke, 

capable of creating the infinite polygon engine. We've called 

it Totality. With this technology we could model an entire 

country in 3D, down to moss in the cracks in the pavement. 

Dave and I formulated an artificial intelligence 

technique that would allow us to have a million 

people in our world (hitherto a couple of thousand 

had been the limit). Most importantly, we had the 

chance to do it. How many developers have the 

chance to make an original game? 

A game takes two life-sapping, monastic years to 

make. When you're at the start it can be daunting, which 

is why you must be sure of two things. One, your game 

idea must be good. Two, you must believe in it. And 

that's the easy bit. Making it happen, that's 

a different story altogether .. £ 
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The trials of a rock'n'roll games publisher: part seven 

In the concluding part of Rockstar Games' development di ary, Gary Penn, creat ive manager at DMA Design, the codeshop which actua lly pushes 
the buttons, takes the stage in order to ruminate over the future of the Grand Th eft Auto concept now that part two is out there causing troub le 

D wo years of insular endeavour later and ... is 

that it? It 's all over, as if it never happened, 

and now there 's a void to be filled. 

But first, a celebratory orgy of debauchery to 

compare with that in CTA2 - only in the form of an 

evening of intense, unabashed machismo climaxing 

with vomiting and violence .. and fol lowed by a 

well-earned break for the team. 

The outside world has got its hands on the 

showcase and the real thing and the opinions are 

flying thick and fast, almost all of them appreciative. 

But there's no time to stand still - we sti ll have to 

consider the shape of things to come. 

Before we move on and archive the enormous 

amount of data generated during development it's 

too little for far too much work) or while 

development was underway (such as making 

audible 30,000 words of text which tended to 

change with every new twist during play testing) 

or were simply too dull in the cold light of play. 

CTA2 is as deceptive as its precursor. The 

amount of effort involved to make it happen is 

often underestimated by anyone who hasn't 

worked on it - particularly by mechanics who 

scoff at the seemingly simple technology used to 

bring to life little people, box vehicles and buildings. 

There are so many little parts to be 

manufactured and managed individually and 

interactively. The sum is a vast whole with an 

appropriate scope for error. Creating and 

"Research is underway to assess the technical 
and creative implications of a suitable environment 

for hundreds of players - working title: Crimeworld" 

important to conduct a post mortem to review what 

we did and identify what lessons can be learned. 

Trawling through the project's lifetime is 

revealing - particularly when it comes to realising 

how much went into CTA2 and how much didn't. 

Some features were discarded because they 

adversely affected the flow of play. A built-in map, 

for example, has a tendency to remove focus from 

the playfield and undermine the atmosphere. 

Some were left out because they took too long 

(such as detailed jobs and challenging bonuses), 

others because they were considered too high a 

risk to implement before we started development 

(going inside buildings, for example, was felt to add 
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maintaining the illusion of a living, breathing city is 

one thing; allowing people to play with it, interfere 

wi th and exploit its flow and catering for all those 

individual play styles and cheeky and sneaky ways 

to play .. It's controlled chaos. 

Every new feature introduced tends to have an 

effect on every other established feature and the 

collective balance. We have to accommodate every 

conceivable incidental and instigated outcome. But 

often we have no idea how it might happen or how 

different players might make it happen. 

CTA works on many levels and embraces 

most of the time-honoured game styles. There's 

the sense of a so-called god sim in a simple city 

simulation, with a pointer in the form of an 

action figure capable of disrupting the flow 

and initiating compound interaction. 

There are layers of cause and effect. There's 

the sense of adventure - adopting a multitude of 

roles (such as driver, courier, thief, assassin and 

serial killer) and taking on a variety of jobs linked 

by a loose narrative. 

There's the underlying structure of pinball, 

except the ball is an action figure (and a multiball 

feature represented by a miniature gang) knocking 

down targets - people and vehicles. There is the 

recognition and reward of complex interaction with 

special bonuses and the supposedly old-fashioned 

notion of points (cash). 

There's a diversity of action encompassing 

running, jumping, shooting, racing, chasing and 

wholesale destruction on foot and in dozens of 

vehicles. The result is a compendium of 

naughtiness wider than it is deep. With CTA there's 

transgression - doing all those things that cannot 

be done in real life wi thout facing severe 

reprimand. The theme and content are 

undeniably satisfying to the extreme. 

Even without considering the sheer number 

of city-based games in development, it's clear 

that the dramatic simulation of a city environment 

provides enormous potential for exploitation, 

particularly the development of characters, stories, 

player roles and complex interaction. 

It's also clear that even though no one else 

is doing it quite like DMA that's no reason to 

get complacent. Research is underway to assess 

the technical and creative implications of a 

suitable environment for hundreds of players -

working title: Crimeworld. 

We also have a full 3D city up and running 

but, as we discovered when we built a relatively 

simplistic 3D prototype during the development 

of CTA, there are a great many new va riables to 

address - fo r example the use of the camera, 

particularly when it's controlled by the player. 

CTA just doesn't feel right when the camera 

angle is subjective (firstperson) or point of view 

Uust above and behind the player toy) instead of 

objective (the familiar bird's-eye view) - probably 

because a closer camera offers less emphasis on 

the whole environment. 

A thick layer of implication is lost when you 

get down to street level and see the whites of 

their eyes. The violence is all the more obvious 

which is inevitably going to raise all manner of 

issues with our moral guardians. 

Being closer to the toy set also calls for 

increased aesthetic detail which will inva riably leave 

us with less time to exploit the toy set and rules. 

CTA doesn't play so well without the objective 

view. It's difficult to appreciate the bustle of city life 

and the results of the compound interaction all 

around (particularly the scale of the havoc in your 

wake). It's impossible to see what's behind you 

when being chased forwards or backwards (in a 

vehicle or on foot, guns ablazing). 

On the face of it there are no benefits to 

repositioning the camera - yet there's increasing 

pressure from all angles to reconsider, to move 

away from what works because it's occasiona lly 

considered technologically inadequate. 

We haven't made a decision one way or 

another but fans of CTA can rest assured 

that playability will dictate the outcome. £ 



TRAINING AND COURSES TO ADVERTISE CALL AMAR HUSSAIN ON 020 7317 2645 OR fMAIL amar.hussain @futurenet.co.uk ~ 

0 Want to get into Games, 
Animation or Television? 

Announcing a new Government sponsored training 
and research facility in the centre of London to get 
people into the Games and TV industries . This is an 
initiative to bring new talent into the industry and is 
supported by the DfEE, top facilities houses and 
hardware/ software manufacturers. 

We are launching in January 

More details? 
Ask for information on ''The Finishing School" 
CREATEC, Ealing Studios, Ealing Green, 
London W5 5EP Tel/fax: 0181 758 8619 
courses@nfts-createc. erg. uk 

3D Animation O 3D Studio Max O Maya for Beginners 

and Advanced O Softlmage Beginners and Advanced 0 
Designing for Virtual Sets O and more 
Digit.al Compositing and Effects O Avid Media Illusion 0 
Quant.el Editbox O Quant.el Henry O Aft.er FX 4.0 0 

Premiere 5 0 Avid Digit.al Studio O Discreet Logic Effect •--~ 
0 Discreet Logic Flame O Discreet Logic Edit O and more 

2D AnimationO Toonz O Flash O Animo O and more ~];~;~ 

National 
,Film @ 
Television 
School 



~ CLASSIFIED TO ADVERTISE CALL AMAR HUSSAIN ON 020 7317 2645 

firstplay software 
Technology Relations 

PO Box 28132 London SE6 4WN 
Phone/Fax 0181 699 4921 

CAN YOU FIND THE £ZERO PRODUCT? 

At FirstPlay Software we'' sell: 
:---... 

' 

c ►-

r1aysration . 
DVD ® 

DreamcasL 

AT COMPETITIVE PRICES, DON'T BELIEVE US? VISIT 
OUR WEBSITE, EMAIL OR PHONE US USING THE 

DETAILS SUPPLIED IN THIS AD AND FIND OUT FOR 
YOURSELF. WE ARE CURRENTLY RUNNING A "FIND 

THE £ZERO PRODUCT' COMPETITION ON OUR 
WEBSITE, JUST LOG ON FOR FULL DETAILS. IT HAS 
TO BE THE EASIEST COMPETITION ON THE WEB AND 

WHO KNOWS WHAT YOU MIGHT WIN? 
======i:\ 

CAN YOU FIND THE £ZERO PRODUCT? 
Coming soon to our website: gaming and computer hardware 

EM,ll a mar. h u ssai n @future net . co. u k 

llh 0498 89IDO / 01782 279294 

web: www.firstplay.co.uk WEALSOTRADEAS ANOTHER WORLP AskforColinDimondon 

email: support@firstplay.co.uk NOTTINGHAM: 11 MARKET STREET Tel: 0115 948 4122 NEW wu~\~t:~:~,~~1~:
1
,~orld.,o.uk 

DERBY: 42/43 CASTLEFIELDS, MAINCENTRE Tel: 01332 206 606 E-mail: soles@anotherworld.co.uk 
LEICESTER: 23 SILVER STREET Tel: 0116 251 5266 

Free postage for all items over £20 and £2.50 for all others WOLVERHAMPTON: 23 VICTORIA STREET Tel: 01902 717 4f0 Ii.I ~ El1 ~ 

RAVEN GAMES LONDON~- MAILORDER 
74 BROMLEY ROAD, BECKENHAM KENT BR3 SNP 

TEL: 0181663 6810 ORFORMAILORDER&CREDITCARDORDERS: 01 81663 6822 FAX: 01816630046 
PLEASE CALL FOR OUR FULL PRICE LIST 

FIRST WITH THE LA TEST RELEASES 

00 
US.-\/ JAPANESE DREAM CAST MACHINES IN STOCK 
DREAl\lCAST OFrlCIAL MERCHAN01sr,; A\AILAIILE 
BELOW ACCF.SSORIES JN STOCK 
VMS/ RGB DECODER BOX, LEAD / COl\'TROLLER/ SVHS LEAD / 
VIRTUAL JOYSTICK I RACING CONTROLLER/ POP N MUSIC 
CONTROLLER/ KEYBOARD/ RUMBLE PAK I GUN I MISSION STICK/ 
NEO GEO I DREAMCAST LINK CABLE/ GODZILLA VMS/ 
KEYBOARD / MODEM 
LATEST SOFTWARE JAPAN 
DEATH CRIMSON 2 
STAR GLADIATOR 
GIGA WING 
JOE JOES ADVENTURE 
VIRTUAL STRIKER 2000 
VIRTUAL ON 
FI WORLD GRAND PRIX 
SONIC INTERNATIONAL 
ZOMBIES REVENGE 
02 
SPACE GRIFFIN 

LATEST SOFTWARE USA 
WWF ATTITUDE 
SEGARALLY2 
ROADSTERS 
METROPOLIS 
VIRTUAL FIGl-f!tRS 
TOM CLANCYS RAINBOW 6 
SOULFIGl-f!tR 
STREET FIGHTER ALPHA 3 
NBA2K 
SNOWBOARDING 
EVOLUTION 
FIGHTING FORCE 2 

NEOGEO 

NEW NEO GEO POCKET COLOUR (SMALL VERSI01'~... . ........ .. £69.99 
NEO GEO POCKET COLOUR... . ......................................................... £59.99 
COLOUR SOFTWARE TENNIS 
KJNG OF FIGHTERS R 2 BASEBALL STARS 
PUZZLE BOBBLE MINI DERBY CHAMP 
WORLD SOCCER 98 SAM SPIRITS 2 
METAL SLUG FATAL FURY 
PUYO POP TURF MASTERS 
PACMAN SNK VS CAPCOM 
ACCESSORlf~~ 
, ECK STRAP..... . ............ .£12.99 OFFICIAL HEADPHONES ......... £14.99 
LINK CABLE . . ..... .£19.99 LINK CABLE DREAMCAST ..... £24.99 
All above now avai lable in USA versions 
NEO POCKET B/\V MACHINE £34.99 / ALL B/\V SOffiVARE £19.99 

PLEASE CALL FORA Rill. LISI OF HARDWARE AND somv.\11£ 
BEWW IS A SMALL SELE CHON or GAMES IN STOCK 
R TYPE II / PC KID LI / GUNHEAD / SPLATfERHOUSE / SUPERSTAR 
SOLDIER / LEG-AXE /SHINOBI/ R TYPE / PC KID / GRADlUS / FINAL 
SOLDIER/ P47 CHAN AND CHAN/ MOTOROADER / FINAL LAP / J. CHAN 
KUNG FU ORDYNE/ ALIEN CRUSH 

50/60HZCONVERSION. PLAY ANY GAME(NO BORDER)..... . ....... £44.99 
P+P £10 

somVARE S'OLL IN STOCK 
FINAL FIGfn- / ST FIGHTER ZERO 3 / SHINING FORCE 3 IT.3 / SHINL'<G FORCE 
3 IT.2/ RADLANT SILVER GUN/ DEAD OR ALIVE/ ALLCAPCOM 
GENERATIONS /DRACULA X / MARVEL VS STREET F!Gfn-ER / KING OF 
FIGHTERS 97 / MAGIC KN!Gfn- RAY EAR'lli (USA) DUNGEONS & DRAGONS 
+ LOTS MORE.. . . .... PLEASE CALL FOR AJLL LIST 

SEGA NOMAD (USA) IN STOCK... . .. .. ................... ....... . ..... ...... .£99.99 
SEGA NOMAD CONVERTED TO RUN UK/USA GAMES .. . ....... . £1 29.99 

PLE~SltCAI.I. FOR J, ,\'J'ESl Mi\tLOJU)hk PIUCf:SON UEI.OW S(lf'l'\V,\kl-: 
JAP /USA/ UK - SPYRO 2 /TOMB RALDER 4 / K I GRAND PRIX /CYBERNETIC 
EMPIRE / NBA SHOOT otrr / TOURING CAR CHALLENGE/ SHADOW TOWER/ 
BASS RISE /TOMORROW NEVER DIES/ JURASS IC PARK WARPATH /TOY 
STORY 2 / READY 2 RUMl3LE/TOM G RAINBOW 6/ B!O HAZARD 3/ SLED STORM / 
BROKEN SWORD 2 / QUA KE 2/ DINO CRISIS /GRAN TURlSMO 2 

RPGS f'i STOCK - PARASITE EVE2 / CLOCK TOWER 2/GRANDIA I ALUNDRA 2 / 
flNAL FMffASY A!\'THOLOOY flll.OUSAND ARMS / JADE COCOON / ALUNDRA / 
LUNAR (LTD EDIT!Ol\')/ LF..GE.ND OF MANA / VANOl)L HEARTS II / AZURE DREAMS I 
SAGA FRO:-..'llER/TALES OF DESTINY / LEGEi'ID OF LEGAIA / STAR OCF.AN / ANAL 
FANTASY vm (USA) 

Al.,l.f.lt>JORAO'.l•SSUl< lt:~"i 1\VI\II.ABU, 

LATEST SOf-'fWARE 
TOP GEAR RAJ.LY 2/ RAYMAN. IV BANGA IOH IWINBACK / READY 2 RUM BLE / 

TUR OK RAGE WARS / CASll.EVANIA LEGACY I JET FORCE GEMINI/ SOlJJ"H PARK 
RALJ_Y I J LEAGUE 99 / RES EVIL 2 I DONKEY KONG 64 / RIDGE RACER 

OWN \OUR OWN HOMh ARCADE MACHINE 
J\S FEATURED ON TV AND IU:\'IEWED IN THE EDGE 

SUPERGUN DELUXE INC. JOYPAD ............................. .... ... ........... .£179.99 
6 BUTTON JOYPAD ........ £24.99 3 BUTTON JOYPAD .. .............. £ 19.99 

OTHER tXTRi\S,\V,\IJARI.E I RJl,L BACK UP SERVICE 
BELOW ARCADE PCIJS'\N ~"fOCK • PLEASE CALL FOR FULL UPDATED LISf 
GRY20R (V) ff,5.(fJ/ l~ll\: MUSTANG £30.00 / SEARCH + RESCUE (5) £30.00 / MORTAL 
K0~1BAT i.75.00 / STRI ~ORCE£95.00/ GREAT IOOJ MILE RALLY £80.00/ NOSE TO 
TAIL (V) £30.00 / MYSTil'fRIOERS £75.00/ SUPER COITTRA (V) £65.00 / SHADOW 
WARRIORS £65.00/ Rollocor II £75.00 I POW £55.00 I GI-IOST AND GOBLINS £95.00 I 
COMMANOO (V) £65.00 hCHAMPION WRESTLER £50.00 I KNIGHTS OF THE ROUND 
£95.00 I OOUBLE DRAGON £50.00 I FORGOTl"EN WORLDS £95.00/ BLACKHOLE (V) 
£35.00 I E SWAT £75.00 I DD CREW £70.00 / BATI"LE RANGERS (BLOODY WOLF) £30.00 
I SPIDERM AN £11 5.00/ DODGE BALL£25.00/ PARODIOUS £85.00/ LEGEND OF KYRA 
£35.00 / TIGER HELi (V) r6s.oo I DARK SEAL £65.00 / SHINOBI £75.00 / WRESTLE 
WARS (V) £65.00 / WORLD CUP 90 £25.00 I CHOPPER I (V) £45.00 I EURO FOOTBALL 
CHAi\1P £.)5.00 / MA IN EVENT WRESTLING £45.00 / SI-IOGU I WARRIORS £45.00 I 
DUNGEONS AND DRAGONS: TOWER £ 169.00 / GREEN BERET £55.00 / TETRIS (V) 
£45.00/ MAG IC SWORD £110.00 I GOLDEN AXE £75.00 / IMAGE FlGI-IT (V) £70.00/ 
WRESTLE FEAST £50.00 I NEMESIS £95.00/ NEW ZEALAND STORY £95.00 / FIRE 
SHARK (V) £55.00/TOKI £55.00/ BOMBERMAN WORLD £70.00/ SNOW BROTHERS 
£.65.00 I OLYMPIC SOCCER 92 £60.00/ RACK EM UP (V) £30.00 I 1943 (V) £65.00 I 
WARDNER £40.00/ BELLS & WH ISTLES (V) fJS.00/ SIDE ARMS £75.00/ SUPER ST 
FIGHTER ZERO 2 £i)5.00 / ST FIGHTER 2 TURBO HYPER £85.00 I ST flGI-ITER EX 
£145.00 I ST FIGl-ll'P.R 2 CI-IAMP ~75.00 I ST FIGHTER 2 WORLD WARRIORS £70.00 
Please 110/e 1/rm a/1 1,cbs are original jamma mu/ are all fully 1es1c,I before bei11g .1·em 
(VJ= VERTICJ\LGJ\ME 

WE ALSO STOCK 

VIRTUAL BOY / 300 I ATARI LYNX/ JAGUAR / SNES / SEGA MEGA 
DRI VE / LATEST GAME HfNT GUIDES / JAPANESE MAGAZlNES / 
COLOR GAMEBOY / USA ACTION FIGURES/ DVD REGION 2 

USED TITLES AVAILABLE - WE ALSO DO REPAIRS AND CONVERSIONS 

OPENING HOUR S MOND AY-SATURDAY 10 A M - 5.30PM, W E DNE SDAY lOAM-lPM 
P+P: J CAME £1 .5012 GAMES £2.50 ETC. I MACHINES £10 I P CBS £10 I SMA LL ACCESSORIES £1.50 I NEXT DA Y DELIVER Y AVA ILA BLE 

PLEASE NOTE: A BOVE PRICES A RE MAIL ORD E R O NLY. S HOP PRICES M AY VA RY 
PLEASE CALL FOR A FULL P RICE LIST I PLEASE MAKE C H EQUES PAYABLE TO RAVEN GAMES LOND ON I TRADE ENQUIRIES WE LCOM E 

ALL ABOVE SUBJ ECT TO AVAILABILITY ESTABLIS H E D S INCE 1988 

BE AWARE, CHIPPING VOIDS ANY SONY UK WARRANTY ON YOUR PLAYSTATION. PROCEED AT YOUR OWN RISK 
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GAMES : DVD : VIDEOS : MUSIC 
-. ~ - IIIB• Megadrivo Nmtendo• ) •Supcrnintendo ri] ■ ~ SlilliilA ••·''"'"''"m ( . •Gamoboy 

C>rcarnci£,i • Gamegenr 

IMPORTS Dreamcast Games IMPORTS 

NEW USED NEW USED 

AERODANCING .......... £39.99 .. £24.99 SEGA RALLY 2 ........ . .. £44.99 .. £29.99 

AIR FORCE DELTA . .... . . . £44.99 . . £34.99 GET BASS+ ROD . . . . .. . . £69.99 . . £49.99 

BLUE STINGER . . . . . .. . . . £44.99 . . £34.99 SHUTO KO BATTLE . . . .. . . £44.99 .. £34.99 

BUGGY HEAT . .... . ...... £44.99 .. £29.99 SONIC ADVENTURE .. . ... £34.99 . . £19.99 

COOLBOARDERS ........ £49.99 .. £39.99 SOUL CALIBUR ......... . £49.99 .. £39.99 

DYNAMITE DEKA 2 . . . . . .. £39.99 . . £29.99 SUPER SPEED RACING ... £39.99 . . £29.99 

GIANT GRAM . . ...... . ... £44.99 .. £34.99 HOUSE OF DEAD+ GUN ... £69.99 . . £49.99 

KING OF FIGHTERS . . . .... £39.99 .. £29.99 VIRTUA FIGHTER 3 ....... £34.99 .. £24.99 

MARVEL VS CAPCOM ..... £34.99 .. £24.99 PEN·PEN ................ £29.99 .. £19.99 

POWERSTONE . .......... £44.99 . . £34.99 STREETFIGHTER ZERO 3 .. £44.99 .. £34.99 

PUYO PUYO 4 . . . . .. . . . . . . £34.99 .. £19.99 GUNDAM .. . . . . . . . . . .... . £49.99 . . £39.99 

MONACO GP 2 . . . . .. . ... . £34.99 . . £24.99 GODZILLA . .. .. . .. . . . .. . £29.99 . . £19.99 

RED LINE RACING ........ £34.99 .. £24.99 PSYCHIC FORCE . . .. . ... . £29.99 .. £19.99 

INCOMING . . . .. . . . . .. . . . £29.99 .. £19.99 SEVENTH CROSS . . . .... . £29.99 .. £19.99 

TETRIS 4D .... . ... . . . .. . £29.99 .. £19.99 TOUKON RETSUDEN 4 . .. . £44.99 . . £34.99 

SENGOKUTURB . . . . . .. . . £29.99 . . £19.99 MARIONETTE HANDLER . . £34.99 . . £24.99 

ES~ION AGENTS N~.~~ I ZOMBIES REVENGE N~.~~ I SHEN MUE t~~.~~ 
Please call for availability 

13 THE ARCADE, LITTLE WELLINGTON ST, ALDERSHOT, HANTS GU11 1 EE 
Open 1 O.O0am-6.00pm Mon-Fri • 9.00am-5.30pm Sat 

(Also at Blackbushe Market, Row M1288 Sunday) 

iii El Tel: 01252 343737 ~ ~ 

• ness 
LE 

@CP O@J 
prime location: 

quare, Northampton. 
Two more shops at Weston Favell Shopping Centre, 

Northampton (opposite Tesco's), 
& Swansgate Shopping Centre, Wellingborough (be 

HMV & Argos). 
All have high goodwill factor, business 

profile & repeat custom. 
May sell separately. 

Audited accounts (see web site - or can be faxed/posted) 
show high et rofit & turnover. 

New sales met Back - Hire Charge, 
further e a itability & 

New formats such as 
& figures will be foe 

Business is on offer during a high upward trend; we 
predict Sega's Dreamcast to better the massive success of 

the PlayStation during 2000, & rocketing sales with the 
future PS2 & Nintendo Dolphin. 

wner wants to sell to concentrate on his family. 

ice Negotiable, & all offers considered. 

Please direct enquiries to Web Site: 
Games-World.co.uk 
Fax: 01604 763285 

Email: rob@rholt.greatxscape.net 

IIECU CONSOLEn 
Import & UK Mail Order Games & DVDs 0 

:D "· ·- ,:.-i}: ~tt:t r,,,~': 
DC UK .. . , ... . , ........... .. .. .. £189.99 

1,.111119 
US Jet Force Gemini N64 .£44. 99t4Sil 
US Dreamcast .... mostly £39.99 "II\ DC US (56K) ............ .... £1.99.99 

DCAsiaii .:: .. :.i?> ... o:;~::':l.', ... £Call, 
Region Free DVD ............... £CalL 
Vid~?logic Digith.~9lke~ .£220

1 Co(!sole_ AccessoneL .. e.-... , •. £Call 1 

UK Dreamcast .... . mostly £32.991:::D 
Call for full list of titles. · 1, 
Software price includes P&P. ' 
Latest DVD titles ... .from £13.99 

Tel: 01724 8551 SS 
Hours o!~ business: 9am-7pm Mon-Fri, 9am-6pm Sat 

Website: www.consolecorner.com 
~ -

13LJ"V' - SELL - EX~H,A.l'JC,; 

««<~wr'MC<CW, 
C C>-!;=.C !~STC> A 

INC. SOUL CALIBUR ETC '------- 1NC. QUAKE 2 ETC 

NEED WE SAY MORE??!! 
SHIPPED DIRECT FROM OUR OFFICE IN THE USA USING INSURED, REGISTERED POST TO 

YOUR DOOR IN 3 OR 4 DAYS. IF YOU WANT TO KNOW MORE, GIVE US A CALL. 

"USA DREAMCAST CONSOLES £199.99!!" 
ALL USA DREAMCAST TITLES £39.99 

DREAMCAST CONVERSIONS £36 INC 12 MONTHS WARRANTY!! 

WE STOCK OVER 200 MUSIC CD'S Al THE UK'S BEST PRICES· AND All OURS ARE ORIGINAL NOT FAKES LIKE OUR LOCAL COMPETITORS. 

DREAM-TEK, 1A PITGREEN LANE, NEWCASTLE UNDER LYME, 
~ lilll ml M E'.111 NORTH STAFFS ST5 0DQ OPENING HOURS: 10AM-S.30PM 

'""" MON-SAT EMAIL: DREAMTEK41@HOTMAILCOM 

BE AWARE: CHIPPING VOIDS AN Y SONY UK WARRANTY ON YOUR PLAYSTATION. PROCEED AT YOUR OWN RISK 



~ ~ CLASSIFIED TO ADVERTISE CALL AMAR H USSA IN ON 020 7317 2645 OR EMAIL a ma r.hu ssai n @futurene t .co .uk 

(UJICI{ ANI) EASY JIAU oumm SEll\'l(~E 
!ipecial Millennium Offer 
All Game!i ha 

before i!!OOO 

,
0 

under £30 

DERH 
81 981 4555 

Gameboy Colar, Pokemon, 
N64 & Play!itation Conver!iion!i. 
Japane!ie Dreamca!it £199 . , 

L~ · play!i UK, U!i & Japane!ie Game!i. 

9-10 College Terrace, London E3 SAN 
Fax: 0181 981 4052 

CD ;:~2!!:!Jnl::t'.:; 
No PC required. 4x Write 
speed. 8 speed version 
also available for addlional 
cost. All quality brand CD 
Recorders and CD Readers 
including Sony, Plextor, Yamaha 
etc. Can also be connected to 
your PC J you need to compile 
your own data. Supplied with CD 
Recording software for the PC. 

--Sony DVP-M35 ............... £389.99 
JVC XV-K503TN (DlS) .. ... £404 .99 
Samsung DVD808K ....... £229 .99 

....... £299 .99 

Panasonic Sv'-LP30 ....... £134 .99 
Kebao VCD -M28 ...... . $129 .99 
PSX VCD Card ............. .£34.99 

Call for latest releases 
Also availcole HK Action VCDs 

k. ~ 
~ · eamcost games inst 

The Best Mail Order Games on the Internet 

I!itl11l;?!t E ~!g~,~!1.(£flD/I, 
Visit our web site at : www.cybernet-filmstudio.com 

~p~c:ic:il <:Jff~r-1 
Buy Any Game and Get 2nd for Half Price 

Onl one ,ou on er erson valid until end ol December 1999. Cou on must be resented ol unhase of ame. 

BE AWARE, CHIPPING VOIDS AN Y SONY UK WARRANTY ON YOUR PLAYSTATION. PROCEED AT YOUR OWN RISK 



CLASS IFIED TO ADVERTISE CALL AMAR HUSSAIN ON 020 7317 264 5 OR EMAIL amar.hussain@futurenet .co.uk ~ 

l=OR CASH OR EXCHANGE 

CONSOLES 
COMPUTERS 

GAMES 
RETRO & MODERN 

COMPUTER & GAMES EXCHANGE 
65 Notting Hill Gate, London W11 JIS ff 0171 221 tm 

BUV • SELL • TRADE 
OSTAL SERIIICE AIIAILABLE 

OPEN 7 DAYS 10am - 8pm 
Please bring official ID with address & 

signature when selling/exchanging 

,_,.~~-~~~~(® 
Tel/Fax: 44+(0)U23 462 825 

BUV-SELL-EKCHA~GE 
DREAMCAST CONSOl,E .......... £149.?9 
SCART CABLE .............................. £12.?9 
SCART CAHLE (l'IA Y ALL) ........ £24.99 
CONTROLLER ............................ £19.99 

■son111m-
DINO CRISIS .............. £39.99 
BIO-IIAZARD 3 ............ £49.99 

ARCA DE STICK ······· ............................ ......... £.l9.9'J GAl, IE HUNT ER (pl:i} imporl) ...... £9.99 
COl'/VERTE R (TIIA) 

S~IART2 NTSC/PAL ............................... ....... £.39.99 GAJ\IEBO\' COLOUR .................. £64.99 

~01 I\\ \RF POKEMON }Clhm ....... ................. £29.99 
-' ·LEAGUE SOCCER .................................... £.19.?9 POKEMON son TOY .............. £12.99 
SONIC (IN ENGLISH) .................................. £44.?9 BIG POKEMON SOFT TOY ...... £19.99 
ESPION AGENT-----······ ···· ·····£34·9'J 
ZOMBI E REVENGE .................................... £49.?9 
SIIENMUE _______ ........ ... £69.99 

,10 JO ADVENTURE .................................... £49.?9 
VIRTUA ON 2 ................................................ £.19.9') 
SUi! GL\DIATOR 2 ............. ...................... £49.99 

PLAYSTATION 
~ 

PRE-ORDER 
~C:.W!! 

Trade & wholesale prices please fax 
Te l/Fax: 44+(0J1223 462825 
Email: GAMETRON@UKF. NET 

WWW.GAMFTRON •FXCH\NGF .CO .UK 
When calling, please quote Ref: 56.\ 

Y@W!?~m ®D • D®@m0 D®~ ©~~ 
mlliadlOO~OOl0©~0 o0©wl 

A fully illusrra1ed monthly fanzine in A4 IOl'mo, 
packed with Jnformo1ion and reviews, ~C b~ngs you 
rhe foscinoring world of l\erro. All closs-c micros and 

~~~~o:f~~s!~ n1~~~6~1;~~yv~rudett~~~ 
also is o 5:E"parare c:i1ol99ue of clo$Sic hardware ond 
sofTwore listing 1 OOOs of collec1oble irems for sole 

ISSUE 23 OUT NOW! 
SUPER FAMICON FEATURE 

+ News & Free Readers Ads 
See us at Odyssey-

The Retrogaming_even! this November. 
Send today for latest issue and our free 

catalogue enclosing a cheque/PO for £:2.50 
payable to 'G Howden' and post ca re ol: 
RETRO CLASSIX (EDGE) 

4 CHATTEUON AVENUE, LINCOLN LN1 3TB 

b!!Jl_ //memb_er$ aol cgm/Bl;laJ;~txWNll_~ html 

SONY PLAYSTATION 
NTSC-PAL Convertor, Memory Card, Panther 
Light Gun & Pedal, Scart Lend, Colowcd 
case, Pocket Station, Dancing Mat, Liok 
Cable , Joypud Extco1ion cable, Guncon 
Adaptor, Pocket sky , Remote Control for 
Movie Card, Jordan Racing Wheel 

GAM E BOY GAMES 
Pokemon Blue (USA) Pokemon Yellow 
Pokemon Red (USA) & Green avallab le 
Pokemon Pinball (USA} on JAP. £CALL 

VCDS ALL £14.99 . no subtitles. 
Bugs Life. I Sllll Know Whal you Did Last 
Summer, Ever Afler, Future Sport Avengers, 
Knock Off. NegoUetor, Soldier. Holy Man, 
Enemy Of the State , Ron in, Excorclst , Thin 
Red Line. She's All That, Urban Legend. 
PLUS MANY MORE ... SEND A SAE for llsl. 

s (I 
3D0 S T 

NINTENDO 
Y G R 

A PC 
~ f§& -===~~ 

COMPUTER & VIDEO GAMES 
IMPORTS AND EXCHANGE 

ALL MAJOR CREDIT CARDS ACCEPTED 

9 Wilton Parade, High Street, Feltham, Miclclx. TW13 4BU 

* Open I 0°6 Monday-Saturday & 12-4 Sunday 

"li" 01818932100/ 844 2575 ~ 01818441944 

AFTER HOURS LINE 6PM-1 0PM 0973 552398 

&azmlc Trading Lm 
No H assle No Fuss 

"mpO <h• Sen ~ocr '°"' GamOag Harnwa~ n...,,, 

PLAY§TATIDI\I DREAMCA§T 
1 Meg Mem Card 15 slols £3.99 Console 
8 Meg Mem Card 120 slots £10.99 NTSC to Pal Convenor 
24MegMemCard360slots £15.99 ~:~~d~r~~e 
Datd 48 Meg Mem Card 720 slots £22.99 1\111\JTEI\IDD 64 
Datel 96 Meg Mem Card 1440 slots £39.99 1 Meg Mem Card 

~=C:~Y~~fe:;:~r) £;;:;; ~~~ei~~~:mcard 
llbze Explorer Pro £44.99 Datel Game Booster Gameboy to N64 
Dual Shock coloured see thru Pads £13.99 Datel Action Replay Professional 
Sooy Du~ Shock (EDGE Mag onM £14.99 (~r\'t'eads 
Dual Shock coloured see thru Racing Pad £17.99 RF Units 

~~ ~Gu~Jc~ ~\;:;; &~~~\c8~v5 
::p~ecoil Pistol f,~::: ~~~~~~~r Dse 
Jordan Grand Prix Racing Wheels/ Pedals £44.99 Pocket Litt Magnifier 
NTSC To Pal Converter £18.99 ~~:~ico~~~c i=~rs & Magnifier) 

~: ~ea::~ver (colours) From f ::~; r:kktb)tor AC Adapler & Bait Pack 
VCD Player with game enhance £39.99 Pocket/Col or Shock Wave 
VCD Infra Red Remote Cootrol Unit £17.99 Ml§( 

£Call 
£18.99 
£9.99 
£9.99 

£S.99 
£24.99 
£26.99 
£39.99 
£39.99 
£11.99 

From.C,U9 
£11.99 

From£2.75 

£S9.99 
£7.49 
£6.99 

£17.99 
£7.99 

£10.99 
£6.99 

£12.99 

Hi Res Vlll)'I Case Stickers £4.99 Orange Pay As You Talk Mobile Phones £49.99 
Replacement coloured see thru Shells £17.99 Pay As You Go Vouchers Available from £10.00 
Universal 'Stealtltuster' PlayStation: ~~J}~~fo~~ ~t ~~64 g;:;; 
fully colour-corrected circuitry with Mobile Phone Alien £9.99 
anti-chip detection system £109.99 PCs and Laptops Available £Call 

CallourOrder Hotline FREE on 0800 542 6169 
Please q uote Edge magazine with all orders. Lots more products available. 

Visit our Website to view or order 24 hrs a day at www.g a zmic .co m 
A ll prices correct at time of going to press. We reserve the right to alter 

prices without notice. A ll prices INCLUDE FREE DELIVERY • 
*excludes steeri ng wheels, - small extra charge required . 

All major credit/debit cards accepted. 

SPEND MORE THAN £20 A MONTH ON VIDEO GAMES? FED UP WITH GETTING A BAD PART EX DEAL? 
We operate a fresh new concept in video game rental. With the convenience of ordering by phone, fax or e·mai l, and the ease of standing order payments ... 
IT IS THE HASSLE-FREE OPTION! Call us for more information Tel/Fax: 01438 364543 10am · 10pm 

BE AWARE: CHIPPING VOIDS ANY SONY UK WARRANTY ON YOUR PLAYSTATION. PROCEED AT YOUR OWN RISK 







Head of ambitious but diminutive 

development studio Vivid Image, 

Mevlut Dine has enjoyed success 

and suffered failure during the 

15 years he's been making games. 

Now, he's looking to the movies ... 

120 £DG£
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I 
t was a twist of fate that 

sidetracked Mevlut Dine from 

his intended career path and led 

him to where he is today. He came to Britain 

from his native Turkey in 1979 intending to 

take a masters degree in economic planning. 

Government policy at the time conspired 

to focus Dine in a different direction. Within six 

years he was carving a name as a pioneering 

computer game programmer. His first solo title 

was Gerry The Germ Goes Body Poppin ', a cult 

hit on the Sinclair Spectrum. 

He soon developed the groundbreaking 

Prodigy, the first proper scrolling isometric 

3D game. The First Samurai and Street Racer 

series cemented the reputation of Vivid Image, 

his Harrow-based development studio, as a 

byword for quality games. 

In recent years Dine has been beset with 

business and creative difficulties, with a critical 

Photugr,1µhy Jude Edglnton 



mauling for last year's PC. PlayStation and 

N64 racer, SCARS. The problems came to a 

head in August this year, with the crushing 

decision from Eidos, Dinc's contracted 

publisher. to cancel Vivid's Street Racer 2 

project months into development. 

Edge caught Dine in a reflective mood 

as he began work on what may be his most 

important game to date. 

Edge: Looking back, how did you get 

started in the games industry? 

Mev Dine: While I was learning English at 

college, in Southampton, I used to work as a 

cable operator making communication cables. 

Any spare time I had was spent playing cards in 

the canteen. which is where I met my very good 

friend Veno Dos Santos, who was instrumental 

in my career change. Veno had a ZX81 and he 

would keep on about how wonderful it was 

and how I should consider getting one. But I 

completely ignored him. 1 just had no interest. 

Edge: What changed your mind? 

MD: When Veno got his zx Spectrum he started 

pestering me again. saying, "Look, this is really 

amazing, now it's got colour and sound. Get 

one, it will help you take your mind off things, 

and stop you being such a miserable git." 

I thought. what the hell, I'll get one. I got 

my first computer - an all-singing, all-dancing 

16K zx Spectrum, with rubber keyboard. 

I think I've still got it somewhere! I had 

absolutely no idea about computing. While 

I was trying to master the English language 

I was about to learn another. 

I taught myself the whole thing in just 

under two years and I decided in March 1985 

that I was good enough to go for it. 1 made 

my first contact in the industry through a 

Commodore 64 programmer who was looking 

for a zx Spectrum programmer to help him 

with the C64 conversion of 30 Am Attack. 

Edge: How do you feel the industry has 

changed since you joined it in 1985? 

MD: The industry's changed totally, for the 

better and the worse. I think the most 

significant change is that it is now a really 

big business involving big bucks and big 

risks. It is still too dynamic, making it 

difficult for it to mature. 

Because of this we see a lot of 

companies come and go. Sometirres the 

really big ones, bringing in lots of muscle 

and money, squander it all and leave a big 

mess behind. hurting a lot of people in the 

process. especially small developers. 

Edge: Do you think it's settling down? 

MD: Yes, it's settling down now. Big companies 

from other industries which come to ours have 

learned a lot from past mistakes. 

AUDIENCE WITH ... 
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"The time is fast approaching where 
we can concentrate on making games 

attractive to both Jenny and Johnny" 

◄ 122 £DG£
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The industry is now really attracting some 

big guns who seem to be doing a little better 

this time around - buying into established 

publishers and products rather than trying 

to swing their money dicks around, signing 

everything they can. 1 also believe that they 

are really serious about our industry, and are 

making a longterm commitment to it rather 

than saying, "We are a big corporation and we 

must get involved in this amazingly dynamic 

and fast growing business." 

Edge: How close do you think the industry 

is to being truly mass market? 

MD : The industry is slowly getting to the 

point where it becomes mass market with 

the convergence of on line gaming, and the 

success of PlayStation. 

we will get even closer to becoming mass 

market with next-gen hardware. Not just 

because they can play DVDs, but because of 

what we can create on them as games. 

There will be enough to please both the 

three-year-old Jenny who wants to watch her 

'A Bug's Life' DVD for the tenth time, and 

ten-year-old Johnny who wants to play the 

Bug's Life videogame instead. 

The time is fast approaching where we 

can concentrate on making games attractive 

to both Jenny and Johnny. 

Reflecting on change 
Edge: How do you think it is to start out 

in the industry today, compared to before? 

MD: It is a lot harder. A few years ago it was 

easier when lots of big companies were coming 

in and investing money in new products. That 

meant almost anyone with a reasonably good 

demo could get funding, but this has caused a 

lot of damage to the industry. 

Now everybody is overcautious and it's very 

difficult to get funding for startup companies. 

Everybody accepts that our money people are 

even more conservative than the Tories when 

it comes to investing in our industry. 

Edge: Presumably it's getting difficult to 

find talented staff? 

MD: 1n the good old days it would just take 

three really talented people to start a company 

and develop a reasonably good title for a 

reasonable amount or money. 1 think all the 

reason has gone now. 

You need at least 15 to 20 people and a 

cool million to develop something decent. It's 

not a game any more - it's real business. 

11 is difficult to find a couple of good people 

to strengthen an existing team, let alone finding 

15 to 20 of them. And that's just talking about 

startup companies established by experienced 

breakaway groups. The talented ones have no 

chance other than to join existing companies. 

Edge: Is there a danger that the industry's 

moving too fast for some to keep up with? 

MD : I spent two years learning to program on 

the Spectrum and I knew the machine inside 

out. It took us guys a couple of years before we 

could really make the Amiga sing and dance. 1 

think this is one of the biggest problems with 

our industry. Before we really learn the existing 

hardware we have to prepare ourselves to 
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embrace the next-generation thing. Look at 

the hi-fi industry- it takes 15 years or so 

before a new format comes along. 

This is a low 
Edge: You've been through some rough 

times in the last few years, haven't you? 

MD: Well, 1994 was a great year with Street 

Racer. I truly enjoy starting a new game. 

creating something out of nothing with lots 

of original ideas that push the hardware to 

its limits. I think a lot of people underestimate 

the importance of pushing the hardware. The 

more performance it gives the more you can 

enhance the game. 

The First Samurai and Street Racer are 

two good examples of this. There are amazing 

colours and sound effects in The First Samurai 

and this amazing fourplayer split-screen mode 

in street Racer, which no one dared attempt 

doing until then. 

I know that a lot of similar racing games 

were cancelled by other publishers because 

we'd pushed the envelope so far on the 

SNES. The 16bit was coming to an end and 

the 32bit was starting. 

They were exciting times. unfortunately we 

made a mistake of doing all sorts of versions 

of Street Racer instead of doing what I enjoy 

the most - starting a new game. 

Edge: so what happened? 

MD: I decided that along with Street Racer 1 

would also do another game which had been in 

development. on and off, since 1993. This new 

game - with a working title of Hodja - was very 

ambitious and originally considered for CD32. 

However. it went through a lot oi changes and I 

finally decided it would be the first realtime 30 

arcade adventure on PlayStation. 

But due to expansion. to create capacity to 

develop two games and subsequent staff 

problems. we ended up putting the game on a 

back burner. It is still burning there. Such a 

shame. It could have been the first realtime 3D 

arcade adventure well before Mario 64. 

Edge: And instead you did SCARS? 

MD: Yeah. after the numerous versions of 

Street Racer I decided to have a proper go 

at doing a racing game from scratch on 

PlayStation, which ended up being SCARS. 

This could and should have been good. but 

again suffered due to staffing problems. What 

was otherwise a great product and technically 

superior on the PlayStation was let down by the 

track designs and the lack of gameplay polish. 

Edge: Wasn't Vivid Image developing 

Street Racer 2 at one point? 

MD: By the end of SCARS, in 1998, decided to 

do a new game based loosely on First Samurai. 

It would've been a realtime 3D arcade 

adventure, with lots of new ideas and innovative 

techniques to overcome all the problems 

associated with previous 3D games. We ended 

up starting Street Racer 2 with a view to 

building another team to start Samurai 30. The 

problem was that Eidos really wanted the game 

for Christmas 1999, althOugh everyone 

accepted there was only a 50-50 chance. 

I thought that if this didn't happen we 

could switch over to First Samurai 30 using a lot 

of the technology developed for Street Racer 2. 

But it wasn't to be. I really think that at some 

point Eidos decided it was Christmas or never 

and that was that! 

Ed ge: At what point did you rea lise that 

things were going wrong for you? 

MD: very early on. I just did not fee 

comfortable doing Street Racer and Hodja at 

the same time. Suddenly there were two 

projects on the go and quite a number of 

people working on them. 1 had employed a 
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trainee project manager whom I could teach 

the job and eventually would help run the 

company, leaving time to concentrate on 

the creative aspect of development. 

Clearly, this guy thought he had learned 

enough and left along with three other staff 

members. They were stressful times and it took 

a while to get back to normal. In the end Hodja 

had to bite the bullet. This was creatively very 

frustrating, I was not able to work on the game 

that I really should have. 

Edge: In hindsight, do you feel the 

aborted Street Racer 2 project was 

in fact a blessing in disguise? 

MD: I really hope so. It was a major shock and 

I really felt for the staff. I did not know how to 

handle it. 1 tried talking to them face to face and 

sent them email. It was a complete nightmare. 

I am at the crossroads of my career now, and I 

really want to take the correct turning. 

Edge: What lessons have you learned? 

MD : The most important lesson is that the days 

where you could produce a great game with a 

handful of like-minded people are over. 

Developing games is a real business. And that 

someone like myself should do nothing else 

but work on the creative aspect of game 

development as that's what I enjoy the 

most and I'm best at doing. 

Edge: Have your talents been wasted? 

MD : Absolutely' I have so much to offer. I just 

need the right environment where I could 

concentrate on producing a great game and 

if necessary help with any other products in 

development. I have so many great concepts 

and ideas and I really get frustrated not being 

aole to develop them. 

It's only a game 
Edge: How do you see gameplay trends 

evolving in the coming years? 

MD : The key is to remember that no matter 

what we call our industry and however powerful 

the hardware is we will still be making games. 

we should be able to produce better games so 

that they are more e1hanced and accessible 

and immerse the player more. 

When you buy a better CD player you just 

get to hear more of the music and get closer 

to the sound than the engineer had inte1ded. 

It doesn't suddenly make jazz sound like rock 

or vice versa. A lot oi it just boils down to style 

and presentation. 

'Reservoir Dogs· isn't the fi rst good violent 

gangster movie. Martin Scorcese has been 

successfully producing them for years. Tarantino 

has brought new style, interesting and unusual 

characters and good dialogue. 

Edge: Do you think technology is 

evolving too fast? 

MD : If you mean in terms of programming the 

answer is no. Good programmers will quickly 

learn the new hardware - even hardware 

geared towards 'emotion'. It's crucial that 

manufactures provide the right level of library 

support. The technological jump from 32bit to 

64bit or even to 128bit is not so big a transition 

as it was from 16bit to 32bit, or 2D to 3D. 

The main problem is that we don't 

get enough R&D time to explore all the 

possibilities the new hardware may have to 

offer. With all the marketing and excitement 

about the new technology things get blown 

out of proportion, sometimes raising 

expectations to unattainable levels. 

Everyone starts talking about millions of 

polygons but what this usually means is 

thousands of polygons. 

Edge: Do you think that your 

imagination is limited more by 

financial or technical constraints? 



MD: It has to be financial. This does not 

always mean lack of money. It is the pressure 

of having to finish a game for yesterday 

because tomorrow no one will buy it. 

The movie game 
Edge: so what's next for Mev Dine and 

Vivid Image? 

MD: As the hardware becomes more powerful it 

enables people like me to try to explore new ideas. 

It's like DVD audio - due to the much higher 

resolution it provides it will enable the listener 

to hear the details that they couldn't before. 

This adds a whole new dimension. 

I believe that next-gen hardware will be just 

about powerful enough for trying out new 

things and that's what I and my core team of 

five people are doing. 

Edge: Which is what, exactly? 

MD: I'd love to tell you, but my instinct tells 

me not to! All I will say is that we are working 

on an interactive movie. 

Edge: How will it differ from something like 

Shenmue, another 'interactive movie'? 

MD: It will differ in a big way I've been thinking 

about doing this game for three years. This is 

part of the frustration. 

AUDIENCE WITH .. . 

11Things get blown out of proportion ... 
Everyone starts talking about millions 

of polygons when it should be thousands" 

Edge: What sort of reaction have you had? 

MD: I have not told many people. I have shared 

some of it with Peter Molyneux. He was very 

excited. we·ve had some exploratory talks about 

a possible collaboration. 

Edge: Talking of interactive movies, how do 

you see the relationship between Hollywood 

and the games industry evolving? 

MD: In the near future we will start producing 

games like the movie production companies. 

The games will require proper plots, scripts, 

special effects. music and so on. I think the two 

industries will overlap. It'll be like Pixar and 

Disney producing a film together. 

Edge: What lessons do you think game 

developers should learn from movies? 

MD: We can learn a lot from the movie industry­

scripting, storyboarding, design, choice of music. 

camera and editing. I am really surprised that 

there aren't more film companies coming into our 

industry. we already have so much in common. 

With the next-gen hardware it's going to be 

easier to share technologies. 

Edge: Do you believe that there is still 

a place in the games industry for a small 

developer such as Vivid? 

MD: I think you can have a small developer 

with 15 to 20 people, but with strong ties to 

a big company. 

Edge: Having faced difficulties, what do you 

think is wrong with the industry today? 

MD: It needs to settle down to just a few 

superpublishers and lots of good studios. just 

like the movie and music industries. 

The development community needs a single 

voice and a more creative influence on the 

industry. I started Society of Software Authors with 

Jon Dean a long time ago and we still don't have 

anything like it today. Developers should ~ 

talk to each other a lot more. ~ 
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CHOICE CUTS FROM THE VIDEOGAMING VAULT 

DONKEY KONG 
Having coined a serious amount of consumer cash with Donkey Kong Countr}.'._12arts one to t_bree on the SNE~, it's litlliL_ 
?_Urprise.!_Q_sg_e Rare wheeling out the great a~ the N64 (see p74). How things have changed over 1.lLY-ears, thQ.l!gh_ 

It's difficult to believe today, but in 
1981 Nintendo's biggest noise in the 
west came in the form of a fat ape 

r:'I ecause of the evolutionary nature of computer 

1.:.1 hardware over the last 25 years, one of the foibles 

inherent in videogame design and production has been to 

work around constraints. Or, as Shigeru Miyamoto and his 

team famously did in 1981 when they created Donkey 

Kong, work with them. Miyamoto-san sought to create a 

truly memorable lead character, but the 8bit technology at 

his disposal could animate only diminutive sprites, and by 

his own admission he wasn't much cop when it came to 

drawing a hairstyle with pixels. Thus, Mario gained a cap to 

hide his hair problem, and moved into the plumbing trade 

simply because putting red arms against the blue backdrop 

of a pair of dungarees would make their animation appear 

more obvious and convincing. His moustache, meanwhile, 

was given life simply because Miyamoto-san and co could 

not effectively represent mouth details. 

Similarly, memory constraints forced a limit of four 

levels on to the game. Yet this did not prevent Miyamoto­

san incorporating one particularly notable gameplay 

element: picking up a hammer, Mario switched into 

powered-up mode, something he would go on to do, in 

one form or another, time and again in future games. 

Playing Donkey Kong today requires superhuman 

levels of patience, such is its unforgiving nature. 

But the old charm rarely fai ls to shine through. 

Shigeru Miyamoto's original character sketches 

Having enjoyed 'King Kong', Miyamoto-san shamelessly 
reproduced the theme in game form, prompting the threat 
of legal action from Universal Studios. In typical fashion, the 
game company resisted such triflings, and Donkey Kong went 
on to become Nintendo's first big success outside of Japan 

From left to right: here comes the hammer; later levels offered more complex architecture; passing over rivets brought Kong down; the game as it appears within DK64 

Manufacturer: Nintendo 1981 Developer: Jn-house Coin-op/various 
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EDGEVIEW 
The videogame world never stands still,__ri_g_in g the b_r_e_aj<ing w av_e of advancingJ echnology. In th is re_gular column 
Edg~(2_U~ the industry~s 12rog.r_ess in pe~ 12ective with a look at ye~teryear's headlines: fi 'L§__years agQ this month __ 

Edge issue 16, January 1994 

SCE's Terihusa Tokunaka at the 
PlayStation media event, quite 
unaware of what lay ahead 

lr.'II nyone wondering just how Sony's 
!.ii.I PlayStation made such an impact 
on the gaming world need only look at 
an issue of Edge such as this, which 
reported from the company's prelaunch 

press show in Tokyo in terms that can 

only be described as glowing. As Sega's 
Saturn prepared to hit Japan nearly two 
weeks to Sony's machine, PlayStation 

representatives wasted no time in putting 
joypads in the hands of assembled press 
attendees. 'A credit to both the power of 

the hardware and the dedication of 
Namco's development team' was Edge's 
verdict of a preproduction Ridge Racer, 
going on to conclude that 'the PlayStation 
is going to be very difficult to ignore'. 

Despite its inexperience, Sony 

already had Edge melting in its palm. 
But Sega was having a rougher ride, its 
32bit console being examined in detail 

elsewhere in a sl ightly less enthusiastic 
light. Bungled architecture (hurriedly 
pieced together in an effort to match 

up to Sony's specs) was singled out 
as a possible stumbling block. 

Still, Dave Perry (then "a Sega man 

at heart") was "behind Sega all the way." 

Which is why Shiny produced 
so many Saturn games. Er .. 

Clockwise from top left: Edge wastes little time in espousing the merits of 
Sony's new format (even in video form); a classic Edge hardware schematic; 
3DO The Need For Speed, still the best in the series; Final Fantasy /II: genius 

Did they really say that? Did Edge really say that? Testscreens (and ratings) 

Sega's Tom Kalinske: "Saturn will be at a price point 'Sadly, Edge's idea for 'Sci-Fi Naked Birds And LBA (PC; 9/ 10), Burn.· Cycle (CD-i; 7/10), Zeewalf (Amiga; 8/10), FF/II (SNES; 

that wi ll not make it a massmarket item'.' Which Muscle Car Monthly' has not passed the board's 8/10), Doom (Jag; 8/10), Soul Star (MCD; 7/10), Off-World Interceptor 

rather begs the question, why bother launching it? initial screenings'. Blimey, a veritable side-splitter (300; 7/10), Virtua Racing Deluxe (32X; 8/10), Star Wars Arcade (32X, 8/10) 

PIXELPERFECT 
EverY. _ amer has occasional moments of s12arkling excitement, be it the first time 512.eedball booted UR, or com12leting_ 
Sabrewulf. Here, Jason Kingsley, MD of Rebellion (whose CV includes the likes of Aliens Vs Predator), recalls a real RPG 

D was about ten years old and playing 

games like Diplomacy and Risk at 

lunchtime one winter term. But I always found 

them to be limiting in some indefinable way. 

I wanted the cavalry to be able to do 

different tasks in Risk; I wanted to have a navy 

in Diplomacy, so I spent many hours creating 

alternative rules, much to the delight of my 

friends. (The most famous instance was Nuclear 

Monopoly, where a player could purchase a 

nuclear missile and send it against another 

player's property, destroying it and creating a 

radioactive wasteland). 

One day I found a magazine advert for 

a game called Tunnels & Trolls, a kind of poor 

man's Dungeons & Dragons. 

I persuaded my father to write a cheque 

out to the mail-order company and within a 

few weeks this mustard-yellow rule book turned 

up. It was my first experience of roleplaying 

games and was to shape what I wanted to do 

in my professional life. 

The thrill of creating a world for others to 

explore still drives me to create alternative 

universes, on a computer. I still have the 

mustard-yellow rulebook today. 

Okay, it's not a videogame, but 
T&T's influence is undeniable 
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( out there) REPORTAGE 

PlayStation hits choppy waters 
US: Constructed in New Zealand and shipped to the US prior to its attempt at breaking the TransAtlantic sailing record, 

PlayStation, the world's fastest catamaran, is the latest venture for Steve Fossett, world record-setting yachtsman and 

balloonist (and good friend of fellow record-hunter Richard Branson, who is also part of the crew). The current record 

for the 2,888-mile voyage is six days, 13 hours three minutes 32 seconds, set in 1990 by Frenchman Serge Madec. 

A massive 32 metres (105ft) long, with 10,000 square feet of sail and a 40-knot top speed, PlayStation should sail from the New York Harbour to the Lizard in the UK in record time 

Invasion of the pocket snatchers 

Storming the Houses of 

Parliament: Meowth and 

Pikachu see the sights as 

the UK invasion kicks off 
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UK: The impact may not have been as big as it has been previously in 

Japan and the US, but Nintendo's small saviours finally arrived on British 

soil in October, boasting almost three times as many varieties as Heinz. 

And Kyoto's hype machine was on hand to record the progress of 

the little critters (and the big guys dressed in Pikachu and Meowth 

costumes) from their off-loading at the Channel into the heart of London. 

The following week, Pokemon Red and Blue duly took top spot in 

the game sales charts, despite retailing at E25 a pop, adding a few more 

million to the $5bn that the phenomenon has already turned over 

worldwide. Next up will be Pokemon Yellow, a reworking of Red and Blue 

which adds few new creatures but is better tied into the cartoon series. 



American gunheads pack pistols 
US: Not content with simply making a new level for Quake, some people go one step further. 

The latest example is GunFrenzy, a lightgun mode for Quake I( which has been combined with 

ACT Labs GS gun system for the easiest FPS experience ever. Other games, such as Soldier of 

Fortune, will also support the gun. Whether it's actually worth i90 is another matter entirely. 

Onward Christian fraggers 
US: Sickened by the glut of Godless games, 

Christian developer Eternal Warriors has 

turned its hand to making a holy alternative. 

The result is The War In Heaven, a 

firstperson shooter that attempts to 

incorporate Christian values with killing things. 

Players choose to follow either the 

Divine path of Obedience or the Fallen 

Path of Knowledge, playing as an angel 

ascending the 12 levels to heaven or as a 

demon on a highway to hell. 

Throughout, spiritual truths such as the 

fear of the Lord and righteousness are 

revealed. The game is gore and gib free too, 

as the developer wanted to get a teen rating 

from the American software board. Retail 

chains expect it to sell well. Whatever next? 

Happiness is a warm lightgun plus handheld 

controller from http://www.actlab.com 
GunFrenzy download from 

http://www.glitterstream.net/frenzy / 

If The War in Heaven is the next Deer Hunter PC success in the US, expect an Unreal: Prayer Meeting mission pack to follow before too long 
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( out there) REPORTAGE 

Hacking up a CMlisation 
US: With the voracious open-source community desperate for code to improve, the recent 

Atlanta Linux Showcase proved itself the place to be. In particular, the Loki Hack event offered 

30 hackers the chance to get to grips with the guts of the Linux version of the epic Civilisation: 

Coll to Power. Prospective Kevin Mitnicks had just 48 hours in which to add the most 

impressive new features to the game. 

Hacks varied from the sensible, such as the introduction of code that allows players who 

Loki Hack '99 attracted a slew of 

super-eager amateur coders (right). 

Results from the event wi ll be 

made available for download at: 

http://www.lokigames.com/ hack/ 
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Racing at full tilt 
UK: The latest thirdparty controller to tiy to tempt the kids away from their DualShocks is the Airpad. 

Boasting a range of different modes - from digital to analog and JogCon - it uses a combination of 

microprocessor and optical technology. Said to be particularly suited for driving, flying and action 

games, Edge's personal experience suggests that it's well suited to Wipeout-style 

experiences but less comfortable with traditional racing games (the absence of 

any form of resistance makes for a rather detached sensation). One 

obvious benefit of the Airpad is the ability to play using just one 

hand, and it is a supremely customisable unit Definitely 

an acquired taste, versions of the controller for 

Dreamcast and PC are expected to follow 

At launch, 200,000 Airpads 

were shipped to retai l. On 

sale now, it clocks in at £25 

have been dropped out of a networked game to rejoin as the correct civilisation, to the plain 

ridiculous. There was plenty of competition for the latter, with the addition of a 'wonder' to 

the game (which when completed caused all lawyers to explode) and the introduction of 

Tetris and Pong subgames being among the more bizarre. 

Disappointingly, the winner merely added several new stealth units and modified the spy 

unit allowing it to infiltrate an enemy city and view all its stats. The spy died in the process. 



Dreaming Japanese 

UK: As previously reported (E76) the combination of Neil Gaiman and 

Final Fantasy artist Yoshitaka Amano in a new Sandman graphic novel 

is one of the year's visual highlights. Entitled Sandman: The Dream 

Hunters, the illustrated text format mixes text with full-page paintings 

from Amano-san. The artist is also expected to tour selected UK 

bookstores from the end of November, when the volume is released. 

,,,_,,.__,f,.,-11\<yMWteblitl­
_..,....., ..... l,WJ"......,IMI~-~-----•-"".,•-· ....... --... -~ ...... ·~--'" .......... _....,, ,,._ ... __ _ ...,._..,,,_ 

A tale of magic and revenge, Sandman: The Dream Hunters takes Morpheus, king of dreams into the convoluted world of ancient Japan 

The difference is clear 
Japan/ UK: The iMac-ing of consumer electronics is continuing apace. In Japan, 

four coloured Dreamcast joypads are being released, as is a full set of limited­

edition Hello Kitty systems, induding keyboard, console, VMS and joypad. These 

will be available at the end of December in pink and blue varieties at ¥23,000 

(approx. E130). Closer to home, Nintendo is attempting to kickstart the N64's 

wretched sales by shipping 70,000 coloured units into the UK, priced £75 each. 

Did Apple know what it was 

starting? Coloured translucent 

casings wi ll soon be everywhere 

It's got legs (and a belly) 

US: Although it sadly didn't make 

the transition to Europe, the 

Stateside advertising for UbiSoft's 

favourite cute-if-limbless character, 

Rayman, was nothing short of 

inspired. Edge reckons there 

might even be a game concept 

waiting to pop out somewhere. 
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( out there) REPORTAGE 

snappy arcade gaming 

US: Continuing to push the ingenuity of the emulation community comes James Surine, part of the 

MAME project, who has managed to get classics games such as Pac-Man, Frogger and Donkey Kong 

working within the processing and memory constraints of a Kodak DC265 digital camera. Further 

developments should also get the code working on DC220, 260 and 290 units. He will even 

attempt to support sound in a future build. Check it out at: http://members.aol.com/ JWSurine/ 

Digital ca mera MAME: one of the most ingenious, and imaginative, coding feats Edge has seen 

Is the writing on the wall for SOny? 
UK: The morning after witnessing the 

successful Dreamcast launch in central London, 

Edge was surprised to receive an email from 

Sega's PR people containing what looked like a 
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clumsy attempt to convince the world that a 

headstrong fan really had taken the fight to 

Sony, and in particular its head office. However, 

a spokesman for Sony told Edge that the graffiti 

incident pictured below did not in fact happen. 

A whiff of Photoshop trickery was eviden, but 

the fact that the building is the HQ of Sony 

Music not SCEE was the cheny on the cake. 

DataStream 

Active subscriber base of 

EverQuest: 150,000 players 

Number of PlayStation2 titles 
currently in development 

according to Sony: over 160 

Number of levels of pressure 

PlayStation2's Dual Shock 2 
controller can sense: 256 

Percentage of Japanese gamers 

who thought PlayStation2 was 
overpriced: 830/o 

Percentage of Japanese gamers 
who would buy a PlayStation2 on 
its launch day: 340/o 

Percentage of Japanese gamers 
who said they would buy a 64DD 
on its launch day: 40/o 

Number of Neo-Geo Pocket Colar 
handhelds sold in the first six 

weeks of its UK launch: 10,000 

Number of Neo-Geo Pocket Colar 

handhelds sold in Japan during 
the first week of October: 174 

Value of the deal between 
Nintendo and IBM for the Gekko 

chip, making it IBM's largest single 
order ever: S 1 bn 

Number of Tomb Raider IV CDs 

Eidos is giving away during its US 
Pizza Hut promotion: 5m 

Number of Tomb Raider Ill strategy 
guides sold in Germany: 350,000 

Capcom's advertising spend in the 
US for Dino Crisis (PS), Resident 

Evil 3: Nemesis (PS) and Resident 

Evil 2 (N64): $20m 

Predicted increase in Capcom's 
profits for FY'99: fivefold 

Total value of the UK peripherals 

market in 1998: £200 million 

Estimate retail value of pirated CDs 
seized by ELSPA crime unit at a 
Cardiff car boot sale: £67,200 

Number of copies of StarCraft sold 
in Korea: lm 

Number of official Pokemon 
merchandise licensees in US: 90 



( out there) MEDIA 

MATTHEW SWEET 
In Reverse 
(Jive) 
Seve·n albums into his investigation 
of guitar-lead rock, Matthew Sweet's 
taken his crah to new heights. With a 
Wall of Sound vibe on tracks like 
'Thunderstorm', Sweet marshals an 
ensemble of 15 musicians. 
Interspersed with these epics are 

more retrospective ballads, such as 
'Hide' and 'Don't Let Me Go On'. that 
have come to characterise the years 
he's spent as the artist most likely to 
have a big hit. And if he hasn't yet, 
it's nothing to do with the quality, 
only market fickleness. Classic rock 
has never sounded so sophisticated. 

JUNGLE BROTHERS 
V.I.P. 
(V2) 
Produced and co-written with 
Propellerheads' Alex Gifford, New 
York's Jungle Brothers leap back into 
the fray with their 'Very Important 
Party' album. And despite the band's 
hip-hop roots, Gifford seems to have 
brought a large variety of musical 
influences to bear. Everything from 
soul, rock, blues and big beat is 
attempted and guests include Huey 
from FLC and Black Eyed Peas. Still, 
it's the more traditional rap tracks, 
particularly the eas; retrospection 
of 'I Remember'. that work best. 

IAN BROWN 
Golden Greats 
(Polydor) 
It's been a long year for the ex-Stone 
Roses man. Ever since he decided 
to share his thoughts on Nazis, 
homosexuality and whether he 
could fly a commercial airliner, 
music has taken a back seat. So it's 
pleasing that 'Golden Greats' sees 
the self-styled king monkey return so 
robustly. Rock guitars, baggy tunes 
and groovy beats are all in evidence 
and even if the dry vocal style isn't 
immediately endearing this remains 
something of a second coming. 

DVD: THE MATRIX 
(Warner Home Video) £20 
Wachowski brothers Andy and Larry's second directorial 
effort (followng 1996's noirish thriller, 'Bound') is not a 
cinematic masterpiece in narrative terms. However, it 
succeeds in mustering up some of the most stylish ly 
filmed action sequences to ever emerge from a 
Hollywood studio. As such, and assuming you're willing 
to be taken along for the ride, it's riotously entertaining 
stuff, even with Keanu Reeves as the lead protagonist. 

Owners of widescreen monitors will be pleased 
to find a crisp 2.35: I anamorphic pressing waiting to fill 
their screens, while the Dolby Digital soundlrack should 
immerse even the most cynical of critics. Warner offers 
an impressive amount of options (as featured on the US 
disc) thus upgrading the disc to must-have status. 

ALL TOMORROW'S PARTIES 

Despite its !onward-looking title, there's a retro atmosphere 

pervading \11/illiam Gibson's latest take on the uneasy 

cyberspace world he all but invented back in the late '80s. 

This is part¥ due to the reintroduction of some characters 

from his previous books. Gibson has always liked to 

loosely group his books. 'All Tomorrow's Parties' acts as a 
conclusion to the people, places and zeitgeists first 

explored in 'Virtual Light' and 'ldon/ But where 'Virtual 

Light' was a muscular romp, courier Chevette Washington 

chased around a decaying California by freelance cop 

Barry Rydell, 'ldoru' was pure information .- literally a case 

of falling in love with a virtual being. The book resulting of 

a collision of these styles is enigmatic, to say the least In 

many ways, much is promised in 'All Tomorrow's Parties' 

but little happens. Maybe that's the point. 

Deep in cardboard city on a Japanese subway 

platform, Colin Laney sieves infornnation, seeking the 
mother of all nodal points, the place where the 

undisclosed will change. Meanwhile, out in San Francisco, 

Washington and Rydell find themselves drawn back to the 

squatter community which has taken over the Golden 

Gate Bridge. Killers are on the loose, working for who 

knows who. Even the ldoru herself, Rei Toi, appears, 

waiting for something to occur. And while there's action, 

and even some sort of resolution - the word made flesh 

- Gibson seems to be playing a waiting game, as if he's 

already setting up for a sequel. That said, it remains one 
of Gibson's most thoughtful books. 

A BRIEF HISTORY OF THE FUTURE 

With the number of books discussing the place and 

importance of the Internet currently reaming glut-sized 

proportions, here at last is one that treats the 

phenomenon in a humane and reasonable manner. Part 

social history, part layman's journey of amazement, 'A Brief 

History of the Future' particularly focuses on the role of 

information in the development of the Internet 

Starting with post-war mechanical filing systems 

and early computer networks, Observer columnist John 

Naughton stresses the social aspects of the evolving 

technology. Pioneers such as Tim Berners-Lee are well 

known for their contributions, whereas the likes 

of Douglas Engelbart and Paul Baran have fallen by the 

wayside. Ye, as Naughton stresses, from TCP /IP to 

email and HTML, it's been a combined effort 

£DG£
0

133 



VIEWPOINT 
EXPRESS YOURSELF IN EDGE - WRITE TO: LETTERS, EDGE, 30 MONMOUTH STREET, BATH BA 1 2BW (email: edge@futurenet.co.uk) 

171 lthough I have been a reader 

r..l of your reliable mag for a 

long time, I have never really felt a 

need to write in about anything 

until now. Hopefully you can help 

me, since the people in charge 

don't seem to know. 

I, like many others, am a very 

loyal Sega fan, and have bought a 

Dreamcast, and very pleased I am 

too. Gaming is enjoyable again, with 

immediate classics like Sonic and 

Ready 2 Rumble. 

However, I recently sent an email 

to Sega's 'customer service' section, 

enquiring as to whether Soul 

Calibur would include a 60Hz 

option, following the poor 

conversion of Virtua Fighter 3tb. The 

reply was, "We cannot speak for 

thirdparty developers:· Terrific! 

So this is the most anticipated 

game in the 1999 UK Dreamcast 

lineup, and Sega's own support 

team don't know if it's going to be 

a first-rate conversion to lure 

PlayStation owners away from 

Tekken or whether us loyal Sega 

fans will once more be let dow n by 

false promises of 'a new dawn in 

European gaming'. 

I really do hope the Dreamcast 

is a success. I think videogames 

need Sega and software such as 

NiGHTS and Shenmue. But I 

wonder how long the company 

can go on when important 

questions and issues seem to be 

disregarded quite flippantly. 

Danny Edgar, 

via email 

Rest assured, PAL Soul Calibur has a 

50/60Hz option. Good point about 

Sega, though. The company seems 

intent on making its life difficult. 

t;';I his is another letter from a big 

U fan, with big worries about 

the future. Is it just me or is 

Sony's new PlayStation a threat 

to everyone? Obviously it is to Sega, 

Nintendo, and now Microsoft, but I 

think the ones who should be really 

worried are the programmers. The 

SO-story high-rise building with 

some cheap Sellotape and balsa 

wood. It won't work. 

On a final note, maybe with 

the power of the Playstation2 we 

will see a return to the drawing 

'I think the ones who shou ld be 

really worried are the programmers. 
The people who will need to support 

the system will fi nd themselves bogged under' 

people who will need to support 

the system will find themselves 

bogged under in an attempt to 

create great-looking games. Even 

if they do manage it, what of the 

future? New consoles (PlayStation3, 

Dolphin2, Dreamcast2, etc) will 

bring unimaginable levels of 

power to the home, and with it 

a new challenge. 

Quite simply, technology 

for creating 3D - even 2D -

environments is not progressing 

at the same rate as the power 

with which these environments 

are created. It's like building a 

boards with virtual reality. With the 

sheer polygon-pushing abilities of 

the platform, near photorealistic (or 

at least good enough) environments 

wi ll be possible for HMDs. That is, 

of course, only if we can tame 

the power of the beast .. 

Chris Hudson, 

via email 

Regardless of the problems the 

power of PS2 and its ilk may 

present, most developers remain 

upbeat, claiming that finally they are 

being given technology capable of 

truly representing their wildest 

imaginings (having for so long had 

------------- - --
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to scale down projects because of 

the limitations of the PS and N64) . 

Whether they'll be so optimistic in 

two or three years' time remains to 

be seen, of course. 

Cl ow's this for a snapshot of 

the general public's view of 

the Nintendo 64? 

Last Friday, I went into 

Electronics Boutique to buy 

Rayman 2: The Great Escape. 

The guy serving me looked at the 

game, then said, ''I'm sorry, I'm 

going to have to see some ID - this 

game is only for under-fives:' 

Very funny. 

I am 25 years old, and so far 

have enjoyed every minute of my 

£40 game. But how many 

customers have been turned off the 

N64 if the people selling the games 

perceive them to be for kids? 

Obviously the guy was joking -

I'm not that touchy about it. I 

personally don't care if I play three 

or four decent N64 games a year, 

and if all of them are platform 

games. That's just me; I've got other 

things to do in between releases, 

and when the quality releases like 

JFG come out, I will relish them all 

the more. But it is becoming 

obvious from the sales figures 

that thousands of people don't 

see it that way. 

If this is addressed for Dolphin, 

Nintendo w ill do well again. If 

Nintendo doesn't, and continues 

to starve gamers of steady, quality, 

adult releases, it wi ll die. It's as 

simple as that, and it will be a 

crying shame if it happens. 

Tony Ounsworth, 

via email 

D just wanted to express my 

disappointment with the state 



of play with Nintendo 64 software. 

I have been a very loyal follower 

of Nintendo through the ages (NES 

to SNES to N64) and would even go 

as far as to say that my brand loyalty 

made me ignore the PSX in favour 

of waiting an extra year or so for the 

launch of the N64. 

I am, however, regularly irritated 

by the fact that every time I pop into 

any high-street retailer I spy a 

plethora of new, high-quality titles 

and an impressive back catalogue 

for the PSX while the N64 cupboard 

remains undeniably bare. The old 

argument from Nintendo and the 

N64 owner was 'quality, not 

quantity', and for a time this was 

almost acceptable, but now, some 

two to three years down the line, 

can Nintendo be pleased with the 

fact that its quality back catalogue 

consists of Super Mario 64, Ocarina 

of Time, Go/denEye and maybe a 

couple of other titles? 

I know Jet Force Gemini is nearly 

with us, ditto Donkey Kong 64, 

Perfect Dork and perhaps a couple 

we don't know about, but the fact 

remains that we have been waiting 

nearly o full year (since Ocarina's 

release) for something worth £40-

£50 to come out on the N64. 

This, along with the fact that 

Sony is releasing Playstation2 as a 

backwardly compatible unit (both 

in software and hardware terms), 

makes me think that Nintendo is 

going to have to pull something 

rather special out of Zelda's 

hat/Mario's cap to make me 

buy a Dolphin. 

Right, with that off my chest I'm 

off down to Electronics Boutique to 

see the happy shoppers grab Fino/ 

Fantasy VIII for 30 quid .. 

Christian Cecchi, 

via email 

D sn't there anything else Edge 

readers have to say? Every 

month these pages are filled with 

everyone's own enlightened opinion 

on the Sony/Sega/Nintendo next­

gen consoles. I don't want to know 

any more. Unless you have 

something profound or new to say, 

please don't waste columns of 

Silicon Volley (N64). Both of these 

titles display obvious problems with 

the camera angles but this flaw is 

not a permissible reason to get my 

money back. 

We often look at the film 

industry as a guide to the future of 

videogames. But how many times 

have you watched a film where the 

'We often look at the fi lm industry 

as a guide to the future Of games. But how 

many t imes have you watched a fi Im 
where the camera got stuck?' 

space comparing the relative 

merits/downsides to every single bit 

of each company's past, present 

and future strategies. 

Every single day we learn a little 

more about the new consoles. 

Absorb the information, sift through 

the rumours and hype, form your 

own opinion. Then keep it to 

yourself. Argue with your mates over 

which console will be better, just 

please don't tell me about it. 

Can't we have some new topics 

of discussion? Something a bit more 

interesting or controversial, maybe? 

I could start here. How about 

smell-based feedback controllers -

the next revolution in gaming? 

Chris Esson, 

via email 

The Edge team has had some of 

those controllers in the office for 

a while now, Chris. Seriously, don't 

believe the hype. 

D f I went out and bought a 

game today and it was faulty 

I could get an exchange or my 

money back. But what if the fault 

was not isolated to my disc, but to 

every other disc being sold? 

Take Sonic Adventure (DC) or 

camera got stuck behind a post or 

got so close to a wall you could see 

the other side? 

I am sick of finding glitches and 

having no way to return the game. 

How will the developers learn if we 

can't influence them with educated 

purchasing decisions? 

Every other type of company 

I can think of will give you your 

money back if the product is less 

than satisfactory, even at the risk 

that people will abuse this setup 

and take back films they have 

watched or clothes that they have 

worn once. 

I work for a company making 

DIY products which are prone to 

being used for a weekend and 

returned for a full refund. This 

creates a free hiring service for 

many people. 

So a message to software 

developers, distributors and 

retailers alike. (I have no idea 

which party is most responsible for 

this situation but you are all taking 

advantage of it.) You are not the 

only industry that has to put up with 

non-faulty returns. By implementing 

this system you are not allowing 

consumers the rights they deserve. 

It is not healthy for the future 

of videogames to allow this to 

continue. Othervvise constantly 

shoddy, rushed games will be 

released on to the market with 

game developers reaping the same 

financial rewards as if they had 

produced a quality game. Not 

everyone reads a games magazine. 

Vladimir Imp, 

via email 

But a surprisingly large number 

of retailers do offer quibble-free 

refund/ exchange policies. And, 

oddly enough, it's more often 

chains that operate this way. It's 

simply a case of shopping around. 

(To cut coders some slack, it's a 

little bit easier to manufacture a 

reliable stepladder than it is to 

engineer the latest Quake, isn't it?) 

D have to agree with Ashley 

Simmons' letter in E77. The 

childish rantings in your letters 

pages about which games are good, 

bad or indifferent are becoming 

tiresome, especially from readers of 

a magazine as informed and 

intelligent as Edge. 

Equally disturbing is that much 

of the blame for there not being 

enough quality in the videogames 

market is placed at the door of Sony 

and its band of casual gamers 

making uninformed choices. 

I own a PlayStation and a PC 

and I have been playing computer 

and videogames for more than 20 

years. I bought FIFA 99 because I 

love football and Tekken 3 because 

the previous two were so good. 

I have bought many other 

games which were hyped too 

much for their own good but they 

were still very good games (Metal 

Gear, Resident evil, Fino/ Fantasy -

the list goes on). 
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Am I a casual gamer? Do I fall 

for the hype and glossy posters in 

HMV? (Drea mcast anyone?) Do I fall 

for Lara's oversized assets or buy a 

game because of flash graphics and 

long FMV sequences? Absolutely 

not. I'm 27, fairly well educated, 

have a reasonably high disposable 

income, and I feel I choose my 

games very carefully. 

I have on ly bought one game 

that I was very disappointed with 

(Birth of the Federation on PC). 

I bought my PlayStation in 1995, 

w hen it was in its infancy, 

confident in Sony. 

The games released at that time 

showed what the machine could 

do. The PlayStation has gone the 

distance fo r those people w ho had 

faith in it four years ago. 

Even now there are games 

being released w hich, although 

not exactly cutting edge, are as 

playable as those ava ilable on 

so-called superior fo rmats. 

People rave about how the 

Saturn is considered the hardcore 

gamers' machine. Well, last 

Christmas I saw a kid in Virgin with 

his dad looking for a new game for 

his Saturn (probably recom mended 

to him by a Dixons sa lesman who 

sa id Sony's machine was inferior, 

just as I was told), but alas there 

were no new games for his 

machine. The poor kid was in tears. 

To you and some of your 

readers, winners and losers in the 

industry are just a fact of life. But 

to some poor kid it means a 

disappointing Christmas. And 

I think those w ho choose 

Dreamcast now w ill have a few 

disappointing Christmases in the 

not-too-distant fu ture. 

Some of your readers are too 

quick to patronise people w ho are 
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w illing to fork out for products they 

fee l comfortable w ith, such as the 

PlayStation, and suggest that the 

mindless masses are killing the 

software industry, just like they 

killed the film industry and the 

music industry no doubt. 

I w ish Sega wou ld concentrate 

on arcade machines and games 

because the company is so good 

at it. I think Sega's consoles have 

at best been average. 

Dreamcast is barely more 

powerful than an average PC with a 

3D ca rd (compared w ith the 

PlayStation, which was much more 

capab le than the average PC in '94). 

It was amusing that Sega started 

talking about Dreamcast 2 three 

weeks before the first Dreamcast 

was availab le in the UK. Is this 

Sega's way of thanking its 

customers for giving the company 

one last chance? 

There wi ll be more add-ons 

fo r Dreamcast than there are for 

the average home PC. I think I' ll 

wait for Play5tation2 if on ly 

because I expect it wi ll have a 

significantly longer lifespan. Or is 

that just casual gamer talk? Have 

I been foo led by the hype? 

Mark Hall, 

via email 

the successive technology to 

become ava ilab le to the media. 

l;";I he Dreamcast is on the 

U shelves, having survived its 

delay. Yet it seems some folk are 

still resentful. Games shop owner 

Terry Charleton (E77) makes much 

of the fact that a handful of 

supposedly hardcore ga mers 

cancelled orders and went the 

import route (and not via him!). 

Big deal - they're not 

hard co re, just intolerant. Mr 

Charleton's condescending 

attitude towards 'nouveau' 

gamers (those w ho started 

videogaming w ith the 

PlayStation's arrival) isn't likely to 

w in him many customers either. 

As a working adult and one of 

your nouveau gamers I no longer 

need my dad paying my deposits or 

anything else. Lose the snobbery. 

As for Dreamcast's delay, 

would you rather see Sega release 

a machine with arguably its 

strongest sell ing point - affordable 

Internet access - not fully sorted? 

And contra ry to Mr Charleton's 

opinion, I'd say a good many 

Dreamcast buyers did so for 

precisely that aspect. The dearth of 

keyboards on launch day seems to 

'To you and some of your readers, Winners 
and losers in the industry are just 

a fact of life. But to some poor kid it 

means a disappointing Christmas' 

More add-ons for DC than PC? 

Hardly. Anyway, for the record, Sega 

itself did not leak info on Dreamcast 

2 to Edge. The information came 

from another source, which must 

rema in anonymous. You can be very 

sure that Sega did not want news of 

suggest a keen on line interest. 

Yes, the Saturn failed - get over 

it. It's old news. Yes, Dreamcast was 

late - it's here now so get over that, 

and get on with it ! 

Chris Jones, 

via email 

D await w ith interest evidence 

of young Mr [Demis] Hassabis' 

infinite polygon engine and the 

changes to humanity's 

understanding of the laws of 

physics that it w ill bring about. 

I have been working on 

someth ing which may also be of 

interest to you. I call it the Infinite 

Monkey Engine. I have developed a 

method of ensuring that all ingame 

characters will react completely 

rea listically to any situation w ith 

w hich they are presented. 

I have achieved this by creating 

a number of independent agents 

equal to the number of possible 

situations wh ich ca n arise within 

the ga me. 

I ca ll these agents monkeys. At 

each decision po int for a character I 

simply locate the monkey which has 

been presented with the character's 

particular situation and apply that 

monkey's actions. 

As the game environment 

becomes more complex, I increase 

the number of monkeys under 

consideration. Ultimately I wi ll have 

an infinite number of monkeys to 

choose from, carrying out an infinite 

number of actions. 

It's inevitable that one of them 

w ill be found to spew out a column 

of self-serving claptrap on a monthly 

basis. He w ill rightfully be declared 

Monkey King and worshipped by all. 

Good for him! 

Actually, an infinite polygon 

engine is easy - all you need is 

either an infinitely slow framerate or 

an infin ite ly long preprocessing 

time. Or maybe just a good 

marketing department. 

G Ushaw, 

via email 

Let's have a w ild guess here: you're 

a coder, aren't you? Thought so. 



Use your loaf ... 

. . . and get a daily slice of news, 
previews and reviews 
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PlayStation, N64, Dreamcast and PC news, previews and 
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