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SNK’s new CD-ROM machine is coming to the UK.
For the first time, the Neo-Geo’s superb arcade

games will be within the reach of most players.
Edge tests the first machine to hit these shores
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As the trickle of CD-ROM titles turns into a flood,
and software developers get a handle on the medium,
the silver disk is at last proving its worth. But not
necessarily because of its technical prowess, but
because CDs are cheap.

Cartridge-based games have spiralled in price
over the last year, and Nintendo is upping the ante
with titles like the 32-megabit (£1.80 per megabit)
Donkey Kong Country. With floppy sales down and
profits on anything but A-grade cart products often
perilously close to non-existent, many publishers see
CD-ROM as something of a saviour.

With this month’s arrival of the Neo-Geo CD,
complete with a catalogue of highly affordable arcade
games, an important issue is finally being tackled by
Japanese companies. If games of this quality can be
available for less than the price of even C-grade SNES
carts, the |6bit market will surely suffer even more
desertion and contempt.

Similarly, news of the low cost of PlayStation
games like Namco's Ridge Racer look set to change
the structure of software pricing in the industry. If
cutting-edge games for a potentially awesome new
system cost up to £25 less than games for machines
that are getting on for four to five years old, there’s
something seriously wrong.

Of course, the shiny 5" platter has delivered its
own problems. CD-ROM titles are now pushing
production costs into seven figures. But for the time
being, the compact disc could well signal a revival in
the fortunes of the interactive entertainment
industry, and floppy disks and cartridges may find that
there is no place in it for them.

The is almost here...
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The latest news from the world of interactive entertainment

UK launch for

Bearing a ready-
made range of
arcade-quality
games, SNK’s
Neo-Geo CD
arrives in the UK

The new unit Iis sturdy and attractively styled. The
flip-top CD lid Is raised by a simple press (above)

0-Geo CD

our years after SNK first
unleashed its potent Neo-Geo
onsole on Japan, the Osaka-
based company has launched a more
determined attack on the domestic
market with the introduction of the Neo-
Geo CD - a repackaged, restyled and
remarketed version of the arcade
system that achieved limited
penetration into the home.

As reported by Edge last month,
SNK released a ‘special edition’
frontloading model in
Japan on September 9.

The voracious Japanese OINK'S library of arcade

buying public consumed H

all 30,000 units on the games includes some

first day of sale. truly memorabile titles.
From now on, though,

a new, toploading model  The sheer power of

will bear the Neo-Geo CD

badge. This Is the some Neo-Geo software

machine that will soon makes the machine

well worth considering

be available officially in
Britain, following the
acquisition of the UK
wholesale rights by New
Generation, a recently formed company
set up specifically to distribute

Neo-Geo CD hardware and software.

With SNK’s new London office primarily
concerned with the Neo-Geo arcade
system, and no established distribution
channels for the home machine, NG

has considerable freedom to develop

the market its own way. If all goes >
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Neo-Geo: the
story so far

The Neo-Geo home system
(above) went onsale in
Japanin March 1990,
packaged with a
four-button joystick and a
memory card. In a market
where 8bit Famicom and
PC Engine games were the
norm, its arrival was met
with general dishelief (and
not just because of the
price of the software). The
technology was more
advanced than almost
anything available at the
time, and delivered vivid,
powerful games — SNK
simultaneously launched a
line of cart-driven
Neo-Geo coin-ops, which
are still thriving.

Given the age of the
hardware, the Neo-Geo’s
spec is still impressive.
Apart from the inclusion
of an extra 430K VRAM,
64K SRAM and 56
megabits of DRAM, the CD
machine is virtual
identical. At its heart is a
16bit 68000 running at
12MHz, supported by a
4MHz Z80. It can handle
up to 4,096 colours
onscreen from a 16bit
palette, with three
simultaneous scrolling
playfields and up to 380
hardware sprites (plus
hardware scaling support).
There is also some meaty
sound from a 13-channel
Yamaha 2610 chip.

High-memory,
high-price cartridges and
an entirely arcade-driven
software library (no
shortage of heat ’em ups)
have limited the appeal of
SNK’s cartridge machine.
Now, with the Neo-Geo
CD, SNK is promising both
a wider variety of in-house
software (a Zelda-style
RPG, Krystalis, has been
held back especially for
the format), and greater
thirdparty development.

= according to plan, the Neo-Geo CD will

start appearing in many independent
shops — and possibly some of the
larger multiples — from early November.

Edge has managed to obtain

the only unit to have entered the UK —
even before the machine goes onsale
in Japan at the end of October. In
technical terms, the toploading unit is
identical to the frontloader. The only
differences are superficial: a flip-top lid
replaces the motorised CD tray, and
the build quality and overall design
have been improved. Like the previous
model, the new machine’s CD drive is a
single-speed type, chosen for reasons
of cost. The original cartridge Neo

The limited-edition frontloading
Neo-Geo CD sold out in Japan at launch

News

New Generation is marketing two Neo-Geo CD packages. The more
expensive bundle includes two joypads (above) and three games

are handicapped by lengthy loading
times - given that some of the recent
games approach 200 megabits, those
56 megabits of internal DRAM don’t go

o o
Who is it?
In 1975, this man made
a decision with a friend

specs still apply, although the new
machine now has a huge seven
megabytes (56 megabits) of DRAM,
512K of VRAM and 64K of SRAM.

SNK will be pricing the new machine
at the same level in Japan as the
frontloader — ¥49,800 (£320), for the
hardware only. According to Japanese
sources, SNK makes no profit on the
new hardware. Although the cost of the
chipset has naturally decreased since
its introduction, the continuing high
cost of silicon on the international
market means that the system’s ample
memory (the largest of any console by
a huge margin) is a burden that
couldn’t be absorbed in its retail price.

SNK has had to make one major
sacrifice to obtain the benefits of
CD-ROM: speed. Neo-Geo CD games

very far. Most of the games Edge
tested took around 30 seconds to load
initially, with subsequent loading taking
place when required. Some early,
lower-memory games take even longer,
because the whole game is loaded into
RAM at the outset, requiring a
40-50-second stream of data at
150K/sec (although no further data
access is needed once the game is
installed in memory). While that’s fine
for catching up on classics like
Magician Lord and Nam ‘75, ‘100
megashock’ and soon even ‘200
megashock’ games will result in even
longer delays. Time to make a cup of
tea, put some toast on, and watch an
episode of Brookside.

Of course, this problem is not
unique to the Neo-Geo CD, and in many
ways the delays endured while waiting
for games like Samurai Shodown and
Fatal Fury 2 to load only serve to
heighten the visual and sonic overload
that follows. And many
games (more than was
first announced) will
feature re-recorded
CD soundtracks,
which not only saves
on RAM (and therefore
reduces loading times)
but, of course, means an

that changed the face of
computing. Longtime
colleague of one of the
richest men in the
world, he assisted him
in setting up one of the
largest computing
corporations ever

The new joypad (above)
has a micro-switched
directional control which
works well. The rear of the
machine features (from
left to right) RGB SCART,
S-Video, composite video
and stereo jacks
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Microsoft co-founder
Paul Allen. Allen was

instrumental in creating
a version of BASIC that

was used in the world’s
first microcomputer,
the 8080 Altair.
Microsoft was formed
largely for the purpose
of promoting this
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Baseball Stars 2 (top) is an ordinary
baseball game. SNK hasn’t disguised
the system’s slow loading (above)

The pinnacle of SNK beat ’em ups, the superb Samurai Shodown. The

Neo-Geo CD version (complete with even better music) costs just £45

improvement in sound quality — if
there’s one thing Neo-Geo CD games
can do, it’s produce excellent sound.
Two hardware packs are expected
to be made available in the UK: one
consists of the machine, a joypad and
Fatal Fury for £399; the other
comprises the machine plus two
joypads and three games (Fatal Fury,
Super Sidekicks 2 and Last Resort) for
£499. With SNK taking the traditional
Japanese route of using the hardware
as a loss leader, software sales are
obviously crucial. UK games will start
at £40, rising to £50 for newer titles,
which alone makes the system an
attractive proposition, given that many
SNES and Mega Drive games are now
weighing in at a hefty £60-70.
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There are few shoot ’em ups on the Neo-Geo, but the quality of R-Type
‘tribute’ Last Resort makes up for it. The moody music is outstanding

New Generation is well acquainted
with the intricacies of the grey import
market, so it’s no surprise that the
company will be handling both NTSC
and PAL versions of the Neo-Geo CD.
The NTSC machine can be played on
most TVs with a SCART (21-pin)
connector, which gives a clear,
fullscreen picture. Happily, most titles
will support a fuliscreen PAL display,
with only some of the older games
running in letterbox format.

SNK is in the enviable position of
having a machine that can immediately
call upon a back-catalogue of
impressive software. Non-beat 'em up
fans may find its line-up fairly
unappealing — 12 of the 25 initial UK
releases are of the brawling variety —
but SNK's library of arcade games does
include some truly memorable titles.
While the loading times can be
offputting, the sheer power of some
Neo-Geo CD software makes the
machine well worth considering. Anyone
in doubt should check out Samurai
Shodown after playing SFIl or MKIl on
the SNES. It’s like lunching at the
Savoy after scoffing a Pot Noodle.

New Generation can be
contacted on 061-652 3143
(trade enquiries only).

2

Release dates

Size matters

The first Neo-Geo carts
weighed in at a modest 46
megabits, while recent
titles like Art Of Fighting 2
(178Mbits), and newies
like The King Of Fighters
94 (196Mbits) and
Samurai Shodown 2
(202Mbits) are rapidly
approaching the system’s
‘max 330 mega’ limit.
Presumably, the ‘300
megashock’ that will be
emblazoned on future Neo
carts is also something
that potential buyers will
be suffering from...

Older titles start at £40,
while Samurai Shodown
(left) costs just £45 and
Super Sidekicks 2 is £50

e Last Resort

o Baseball Stars 2

* Football Frenzy

* Samurai Shodown

Early November

* Nam '75

* Alpha Mission IT
* Top Player’s Golf

* Puzzled o Super Sidekicks 2

o The Super Spy Late November

* Burning Fight * Magician Lord

o King Of The Monsters 2 * King Of The Fighters '%4
o Art Of Fighting o Top Hunter

o Fatal Fury 2 o Aero Fighters 2

o World Heroes 2

o Thrash Rally

* Blue’s Journey

¢ Ninja Commando

December

e Art Of Fighting 2

* Samurai Shodown 2

January 1994

¢ Aggressors Of
Dark Combat
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VR32: a clearer

Nintendo’s
mythical 32bit

VR system is
scheduled for
worldwide shipout

. P ince its announcement in April,
in April next year

Nintendo’s 32bit VR32 system
has been the subject of much
speculation, conjecture and general
misunderstanding. In November, the
company will dispel all preconceptions
when it unveils the hardware at the
Shoshinkai show in Tokyo on
November 15, a full six months before
it is expected to go onsale.

Pin-sharp details are still elusive,
but it is now believed
that the VR32 will be a
portable, battery-operated
unit which accepts
cartridges and is
attached by a lead to a
set of goggles. The
display will be based on
new projection technology
developed by an
American company; it's
possible that it consists
of a monochrome display
(visions of a VR Game
Boy spring to mind) which
can be projected up to
three feet in front of the player as a
stereographic image.

Although the identity of the US
company has not been disclosed,
some pundits believe that Nintendo
has tied the knot with an unknown
startup possessing proprietary

The Harumi International Trade Centre is
where the VR32 will make its debut

Both joygloves and voice recognition
With virtually every major

manufacturer committed to

1 WIS

as is a satellite interface that links you

straight into the global network.
least the next five years, and with such

powerful, all-singing, all-dancing
their time enthusing over clever new
‘Wowee! Gosh!” technical advances
and concentrate on the game itself?

| certainly hope so.
known for the long-running Lords Of

are standard features of the machine,
supporting the Gamegiant as the
world’s standard games machine for at
hardware a reality, will we now see
the games developers stop spending
programming career with Space Ace
on the Commodore Pet. He is best
Midnight series on the PC.

Mike Singleton started his
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is an awesome machine. At the heart

of it is the OPC42, an optical
power — the machine can raytrace up

to 200 million pixels per second in
true 24bit colour. The Gamegiant unit

processing cube which gives the
Gamegiant massive parallel computing
itself is no bigger than a cigarette
packet and can fit snugly in your shirt
pocket. The Gamegiant’s 3DShades™
give an intoxicating million-pixel
resolution per eye and the Sonic
Headband creates a depth of sound
that rockets you into another world.

Mike Singleton

®

picture emerges

technology. However,
Edge has learned of two
established VR players
that could be involved.
The first is Virtual 10,
manufacturer of fully
engineered HMDs that
use ‘non-immersive’
technology — that is, it's
possible to see around
and through the HMD,
which reduces the
dangers of tripping over
the dog, falling in the

Deep in its Kyoto HQ, Nintendo is working
on what could be its next big success

bath, etc. The only fly in

the ointment is that a

possible conflict of interest exists:
Virtual 10 is developing an HMD for
TCI's Sega Channel.

The second company, a Redmond-
based (think about it) outfit called RPI,
is known to hold some important VR
patents. The technology has never
been seen and the company is known
to have been involved in negotiations
with a major manufacturer.

Suggestions for the CPU have
included 3D Labs’ GLINT chip ( see
page 16) and NEC's V810 or V820
processor (more likely).

Nintendo had claimed that, as well
as the VR32, Shoshinkai would be the
venue for the unveiling of the Ultra 64.
Now Edge has learned that only
graphic demos will be shown, including
glimpses of Mario and Zelda, E
Ultra-style. Still worth a trip.

Fortnightly Japanese
magazine ‘The Super
Famicom’ recently printed
this artist’s impression of
the VR32. It’s a reliable

indication of what

Nintendo has in mind

v66T Joquadaq auizesew JOCAD
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Coin-ops stay one
step

Coin-op companies
flex their muscles at
this year’s JAMMA
and AMOA shows

The obscenely large Virtua

Fighter 2 display (above)
was Sega’s pride and joy...

_ he PlayStation and Saturn
represent a significant
@ convergence between the
performance of home and arcade
silicon. But the arcade industry isn’t
ready to roll over and die just yet. The
Japanese Amusement Machine Show
provided an opportunity for coin-op
hardware to reaffirm its technological
superiority over the new consoles.
Sponsored by the Japanese
Amusement Machine Manufacturers’
Association (JAMMA) and held at
Tokyo’s Makuhari Messe venue, the
AMS rekindled a few old rivalries
between the major arcade players and
confirmed the increasing lead that
Sega and Namco have over the pack.
Sega’'s impressive catalogue
(matching its impressively large stand)

The Amusement Machine Show is Japan’s premier coin-op event. Sega,
Namco, Konami, and SNK, were some of the companies exhibiting

was headed by a 75%-complete Virtua
Fighter 2. A stunning texture-mapped
sequel to the Japanese hit, the game is
expected to arrive in Far Eastern
arcades before the turn of the year.

An equally impressive Virtua Cop
(Model 2) was also shown, although it
was described disparagingly by some
observers as ‘Lethal Enforcers with
polygons’. Playing a trigger-happy
policeman with an arsenal of futuristic
weapons, your mission is to rid the
streets of criminals. A simplistic task
but, as it turns out, a highly enjoyable
one, especially as all the characters
react differently according to the
situation. The sight of a shotgun
blowing your hapless victim across the
screen was particularly popular. And
those polygons are unbelievable.

Namco, the sole Japanese
manufacturer to record an increase in
profits last year (up 25%), had its new
Formula 1 game, the System 22-based
Ace Diriver, lined up on the starting grid.
Featuring two views and excellent
eightplayer action, the game was
another example of Namco stealing
Sega’s thunder, with its refined

... and with texture-mapped polygons
like this, it’s not hard to see why

R R R

Atari
windfall

Atari has found itself in a
significantly improved
financial position after
emerging triumphant
from four years of legal
wrangling with Sega over
patent infringements. The
out-of-court deal resulted
in Sega paying Atari $40
million cash upfront in
exchange for an 8% stake
in the firm, plus $7
million a year until the
end of the century.

Also, (at Atari’s
demand), the two firms
are to engage in cross-
licensing, making it
possible that Sega games
will appear on the Jaguar
and vice versa.

Last year, Sega’s
revenues were $3.6
billion. Atari’s were
$0.028 billion.
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Namco’s new F1 sim,
Ace Driver, set the
hearts of racing
enthusiasts aflutter

- System 22 hardware outperforming the

current king of the driving games,
Daytona USA.

Namco’s other big showstopper
was Tekken (shots next month). Based
on PlayStation coin-op hardware, this
spectacular texture-mapped fighting
game was extremely slick, despite
being only 40% complete. It lacked
some of the visual punch of Virtua
Fighter 2, and this early version was far
too easy, but as a taster for future
Namco/Sony collaborations it boded
very well indeed. Tekken could easily
dent Sega’s plans if Namco manages
to release the game on schedule (in
other words, before Virtua Fighter 2).

Further evidence of the growing
crossover between coin-ops and

consoles was provided by Sega’s
long-awaited ST-V board — development
name Titan. Designed as a streamlined
version of Saturn, Titan has been
optimised for use in the arcade: the
twin 32bit Hitachi processors remain
but the board now boasts more
memory, a faster serial I/0, a custom
Yamaha soundboard (different to the
one found in the Saturn), and
increased speed.

ST-V's main selling point will be its
easy access to a wide range of home

TARFE AMZ2 |
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Although essentially a Lethal Enforcers clone, AM2’'s Virtua Cop
sports fantastic Model 2 visuals which put it way ahead of the pack
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Konami’s $100,000 Speed King uses a
reactive cockpit (top) and incredible
realtime polygons (above and right)

Saturn software on both cartridge and
CD-ROM. The first ST-V titles to see the
light of day are Golden Axe: The Duel
and Title Fight 2. Golden Axe, now 50%
finished, is a one-on-one beat 'em up
with large, colourful characters and a
wide range of special moves - although
it has little of the charm of the original
Golden Axe game. Title Fight 2, yet
another boxing game, looks highly
polished even though it is still at an
early stage of development. Sega is
hoping that the ease of cross-platform
conversion promised by such games
will encourage developers to port titles
between arcade and console as
standard. Development work has
already begun on ten carts
designed to prove that the
theory works in practice.
Sega and Namco’s
pre-eminent position in

ueder j0 e30S ©
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News

What is it?

It cost seven and a half
million pounds and is
now fully operational. A
major development for a
Japanese videogames
company, it is the place
where all its European
in-house development
for the Saturn and 32X is
being handled
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Sega’s new European HQ
in Gunnersbury Avenue,
Chiswick, London. It is
the focal point of Sega’s
European operation as
UK thirdparty
developers play an
increasingly important
role in its next-gen
development

Sega’s ST-V board (originally called Titan) was unveiled at the JAMMA show with a 50%
version of Golden Axe: The Duel (above left) and Title Fight 2 (above right). SNK’s Shin
Samurai Spirits (top left) and Taito’s Darius Gaiden (top right) were popular sequels

12

Head start
for Ultra 64?7

Nintendo is apparently so
concerned about the
arrival of the Saturn and
PlayStation in the US
next year (spring and
autumn respectively) that
it is considering
shifting the launch of its
Ultra 64 home system
forward by several
months to mid-'95.

Edge has also
discovered that the only
developers with kits
(Rare, Iguana and DMA)
have been shipped Onyxes
while the U64 chipset is
being completed.

Nintendo is telling its
developers that the
finished Ultra 64 will
deliver the same level of
performance as an Onyx
(realtime raytracing of
16bit colour polygons at
over 30fps, etc).

In the meantime,
Nintendo has another
in-cart chip for the SNES
on the way: a 32bit
processor (possibly
NEC’s V810) for
handling fast 3D...

the arcade market was threatened this
time by Konami. The Kobe-based
company previewed a highly ambitious
$100,000 simulator ride called Speed
King. Edge had the opportunity to test
it out, and felt slightly the worse for
wear after theexperience.

Taito's Real Punch found a novel
way to add a little spice to the classic
‘punch the ball’ game. Before each
punch, your face is photographed and
digitised. It’s then subjected to warping
effects based on the strength of your
hit; depending on how well you perform,
you can end up with anything from a
thick lip to full facial mutilation. Taito
could have a major hit on their hands if
they release it with libraries of
well-known politicians’ faces..

Darius Gaiden was another Taito
product on display. The third game in
Darius series, it continues the familiar
theme but offers several
enhancements, including more shields,
extra weapons and hidden areas. The
playability of Taito games remains high,
but if new products like Space Invaders
DX are anything to go by, the company
is clearly attempting to stave off the
future by reanimating the past.

Virtual reality seems to be taking a
tortuous route into the. arcades, with
only two VR projects present at JAMMA.
TecWar, a joint Sega/Virtuality effort,
was characterised by limited gameplay
and unexciting backgrounds. Better was
Taito’s Zone Hunter (Edge 7), a 3D

blaster (also produced with Virtuality)
with some nice texture mapping.

Clashing with

the final day
of JAMMA was the US Amusement And
Music Operators Association (AMOA)
show, which took place several
thousand miles away in San Antonio,

Texas. The result of this awkward piece
of scheduling was that both shows
competing for the industry’s favours
suffered noticeable attendance and
credibility downturns.

AMOA’s trump card was a little
company called Nintendo. The prospect =
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Cruis’n USA is highly

playable but the cabinet
(above) is about as cool
as Budgie the helicopter
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Data

Reduction in
Nintendo's net income
between fiscal years
1993 and 1994: 41%
Drop in Nintendo's
share price during
fiscal year 1994: 32%
Number of cartridges
sold by Nintendo in
1992: 170 million
Number of Mortal
Kombat cartridges in
first shipment:
250,000

Proportion of weekly
cartridge sales
accounted for in one
day by Mortal Kombat:
25%

Proportion of
videogame sales
accounted for by
cartridges in
September 1994: 64%
Number of add-on
modules available for
AutoCAD: 4,000
Maximum RAM of
Silicon Graphics’
Challenge XL
Enterprise Server:

16 gigabytes
Maximum disk capacity
of Silicon Graphics’
Challenge XL
Enterprise Server:

3 terabytes

Maximum
recommended length of
a parallel interface
cable: 15 feet

Pages of
uncompressed A4 text
that can be fitted on a
CD-ROM: 200,000
Proportion of Namco
staff engaged in
research: 25%

Fee demanded by Don
Johnson for a
22-episode TV series:
$2.2 million

Profits recorded by
BSkyB last year:
£170 million

Increase on previous
year: 177%

BSkyB's outstanding
debts: £1.75 billion
Number of
conversations carried
simultaneously by
latest fibre optic
cablies: 500,000
Number of video
channels carried
simultaneously by
latest fibre optic
cables: 5,000
Diameter of first
‘floppy’ disk: 814"

Rare’s Killer Instinct was AMOA’s main

attraction. It’s now complete, with tight play
mechanics and utterly beautiful graphics

- of Ultra 64 coin-op hardware on show

was enough of a temptation to drag
exhausted Tokyo delegates halfway
round the globe. Edge joined the
exodus to find out whether the effort
was justified.

Killer Instinct effortlessly fought its
way to the front of the queue of
attention seekers, proving irresistible
to the hordes of Street Fighter Il
devotees. With its 11 fully rendered
and texture-mapped characters, Rare’s
twoplayer fighter is solid and
supremely playable. Combos seem to
be the order of the day. Forget Mortal
Kombat II's five-hitters; Edge counted
23 in a particularly devastating attack
from Spinal. However, American
concerns about the finished version’s
commercial viability (the blood and
guts are decidedly incompatible with
the wave of political correctness
sweeping the USA) still linger.

Namco’s Ace Driver was a big hit in
San Antonio (as was Tekken, shown off
behind closed doors under the name
Rave War). But, according to opinion on
the floor (a straw poll of assorted
journalists conducted by Edge), the
king of the driving sims was Nintendo’s
other Ultra 64 coin-op, Cruis’n USA.

Although it lacks the power of
Namco’s System 22 (the frame rate is
lower and the polygon graphics have a
traditional look to them), the strength
of the Nintendo/Williams open-road
cruiser is its gameplay. Cruis’'n’s
choice of four cars (and a further four
secret vehicles, including a police car
and schoolbus, if you know the cheat),
14 cities to race through and a total of
2,650 miles to burn up made the
closed loops of Daytona USA, Ridge
Racer and even Ace Driver seem
restrictive in comparison. When you
consider that all these games are

Meltdown feels Glacius’ chill (top right),
Jago watches B Orchid’s unusual move
(above) and Riptor eats Spinal (top left)

destined for home consoles and
therefore need to offer many hours’
play, the Ultra 64-bound game appears
to have the edge.

Cruis’'n’s driving ‘feel’ is spot-on
and the crash mechanics are superb:
skilled drivers can keep their heads
and weave through a multi-vehicle pile
up while all around lose their no-claims
bonuses. Those yearning for a latterday
Out Run may not have to wait much
longer. The only flaw is the cabinet
itself, which is evidently styled to
appeal to fans of Noddy’s Day Out.

Sega’s presence at AMOA was
designed to complement its JAMMA
display — and perhaps also to prevent
Nintendo running away with all the
headlines. It was also one of the few
companies commended for taking even
the slightest chance on anything new:
Wing War and Desert Tank were both
well received, even if they may lack the
legs to make it all the way to the top.

The pessimism that has dogged the
arcade industry during the last 18
months appears to be waning.
Manufacturers are girding their loins
for a fight, and marketing men are
enjoying themselves promising
consumers that the conversions will
be, to use an emerging industry
phase, ‘home perfect.’
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Saturn at CSG show,

The CSG show
was the perfect
opportunity for
Sega to reveal its
pre-launch Saturn
software line-up

utting its lacklustre March
show well behind it, the
Consumer Soft Group (CSG)
moved to a much larger venue in
Ikebukuro, Tokyo for its latest biannual
exhibition. Usually well supported by
consumers and exhibitors alike, the
event saw 58 companies displaying
their latest wares.

Sega’s presence at the show
coincided with its announcement of the
Saturn launch date. In a move
designed to gazump Sony (which
shifted the PlayStation
launch forward to November
30 to maximise its sales)
Sega is now launching the
Saturn on November 22.
Licensed machines, notably
the V-Saturn (bearing the
name of one of Sega’s
development partners, JVC)
will appear at the same time.
The price was still undecided
at the time Edge went to
press, although it is thought
that it will be about 10% less
than the ¥49,800 (£320)
previously announced

Protected by its usual mob of
camera-phobic officials, Sega’s booth
featured a range of Saturn and 32X
games. In the absence of Daytona USA,
Panzer Dragoon was the hottest
attraction. The game looked almost

Interest in Sega’s 32X games was high, although few delegates hogged
joypads for long. VR Deluxe and Star Wars Arcade were most popular (top)

complete, with all three views (front,
side and rear) now implemented and an
increased level of detail in the
backgrounds. The remaining time
before release will be taken up with
designing more levels. Virtua Fighter
(see Edge 14) was playable, but still a
long way from the arcade version.
Victory Goal and Gale Racer were also
shown, but only on a video wall.

Despite Sega’s decision to release
the 32X in Japan after all, the selection
of 32X titles previewed at CSG

NEC’s PC-FX was up and running. Some
software looked odd, some impressive

b

launch date set

Sega’s Saturn stand
(above) included playable
versions of Virtua Fighter,
Clockwork Knight and
Panzer Dragoon. The 32X
was at CSG, too (left)

32X price set

Sega has announced a UK
price for its 32X add-on.
The hardware will retail at
£169 (no game included)
and ship to the UK in late
November. Five ‘€10 off’
vouchers will be bundled
with the machine,
providing discounts on
new games.

Unfortunately, they
won’t all be needed - only
Virtua Racing Deluxe, Star
Wars Arcade, Motor Cross
Championship and Doom
will initially be available,
priced at £50 each. This
should (hopefully) rise to
40 by Easter ’95.

Incidentally, Sega is
still tweaking the first
batch of 32X games —
expect some coverage in
Edge next month.



Saturn gear

Accessories for the Saturn
were recently shown at an
electronics show in Japan
which took place a week
after CSG. Around the time
of launch, Sega will release
a multitap adaptor for up to
sevenplayer games
(connecting two machines
enables up to 12 to play), as
well as a mouse, a steering
column (in time for Daytona
USA, hopefully) and a RAM
cart which boosts the
system’s SRAM back-up
capacity 16-fold.

Name your
price

With only a few weeks
remaining before the
launch of the Saturnand
PlayStation in Japan,
speculation about their
price is rife. Mirroring
Sega’s concern about Sony
(see story opposite), an
SCE official commented:
‘We feel anxious about
other companies’ actions.
We're aware that we can't
keep silent forever, so we'll
announce the price in

good time.

Analysts in Japan have
assembled possible price
brackets for each of the
coming machines. One thing
is clear: it looks like being a
consumer's market.

Saturn (onsale Nov 22)
Price: ¥42,800 to ¥47,800

PC-FX (onsale mid-Nov)
Price: ¥47,800

PlayStation (onsale Nov 30)
Price: ¥29,800 to ¥42,800

Ultra 64 (onsale Sept '95)
Price: ¥25,000 to ¥29,000

3DO0 (available now)
Price: ¥40,000 (based on
recent US reduction)

¥47,800 = £305, ¥42,800 = £275
¥40,000 = £260, ¥29,800 = £190
¥25,000 = £160

JVC’s version of the Saturn, the
V-Saturn, will be available at the
same time as Sega’s. The only
changes are cosmetic, and
the same price (whatever it
may be) will apply

(Metal Head, Star Wars Arcade and
Space Harrier) failed to generate much
enthusiasm. The general attitude
seemed to be, ‘Why bother with this kit
when | can have a Saturn?’

Time Warner Interactive (present at
CSG for the first time) is spreading its
wings, with plans to develop for both
the PlayStation and Saturn. Its first
project due for release is Tama (see
Edge 14). The Saturn version is only a
month away but the PlayStation will
have to wait a little longer. TWI is also
developing Virtua Racing for the
Saturn; irrespective of the quality of
the Daytona USA conversion, it looks a
certain money-spinner.

Capcom’s barren patch appears to
be continuing. Despite an
announcement that its current arcade
success, Darkstalkers (aka Vampire),

is on the way to the PlayStation, all it
had were SFC games: Rockman X2 and
Captain Commando and Mickey and
Minnie’s Magical Adventure 2 (again).

NEC, a company whose games
division is aimed almost exclusively at
the Japanese market, also showed up.
Playable demos on finished PC-FX units
included the same selection of (it has
to be said, very Japanese) software
seen at the Tokyo Toy Show, although
the majority are nearing completion.

Also circulating on the NEC stand
were rumours of the company’s future
plans: several sources claim that NEC
is already working on the successor to
the upcoming PC-FX.

Finally, the ‘ambitious shoot 'em
up’ in development for the PC-FX (Edge
11) is to be a 3D remake of E
Space Invaders. Very ambitious.

One surprise at CSG was the announcement that Time Warner Interactive has snapped
up the rights to develop Virtua Racing for the Saturn (early screenshot, above)

News

What is it?

They are infinitely

complex yet completely

definable. They can
generate gigabytes of
pictorial or sound data
from five of six
parameters. They have
the potential to make

today’s data compression

efforts look primitive

Nakayama
speaks out

Sega’s president, Hayao
Nakayama, has publicly
voiced his fears about the
impending console battle.

‘There will be chaos,’ he
recently told the Japanese
business press.
‘Sometimes we will win
and sometimes others will
win. For certain we will
survive. Whether as
number one or number
two, I don’t know.

He continued: ‘Sony is
a much stronger company
than another company I
can’t name [answers on a
postcard]. Sony has much
more experience in the
consumer market.’
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News

UK

Edge visits a
home-grown
company with
designs on the
global PC
graphics market

it is...

A fractal. Fractals allow
complex patterns to be
generated from simple

equations. Their

potential is starting to
be tapped in the field of
data compression -
ratios of 200:1 are
thought to be possible

*_ ritish-based hardware designer
3Dlabs has developed a new
chip that could revolutionise
PC graphics performance.

Called GLINT, the 64bit custom
graphics accelerator is designed to
take on all the rendering-intensive 3D
work usually handled by the PC’s
central processor, leaving it free to
perform other tasks. It can produce
300,000 Gouraud-shaded and depth-
buffered polygons a second and also
offers texture mapping, alpha blending,

anti-aliasing and fog effects —
capabilities which easily put it on a
par with the custom graphics
hardware found in the
next-generation consoles.

The GLINT

story
begins in 1983. ‘We couldn’t even
afford a garage,” recalls Osman Kent,
president of 3Dlabs. ‘My partner had a
house in Kilburn and | had one in
Kingston-upon-Thames. His house was
called the headquarters, while mine
was the technical site. We had
customers calling at these places,
some really prestigious customers, and

A 16,000 polygon demonstration of RenderMorphics’ Reality Lab,
which automatically detects the presence of the GLINT chip

‘ The beast itself: GLINT packs 304

pins spaced at intervals of 0.5mm

some of them didn’t even realise that
they were in the right place.’

Kent’'s company has undergone
numerous changes since those humble
beginnings. In 1985, 20% of it was sold
to Phicom, providing a cash injection
that enabled work to start on a project
called the GJP, which was intended, in
Kent's modest phrase, to be ‘the
world’s fastest graphics engine’.

A year later Kent showed the new
chip in America. ‘No-one was expecting
us,’ he says. ‘We came out of nowhere,
this tiny company from England with
world-leading technology.” The pedigree
of the GJP was immediately recognised
and led to Crosfield Electronics
investing in the firm in 1986.

But the biggest boost to the
company fortunes came in 1988 when
it was bought for $12 million by
DuPont, one of the world’s ten largest
corporations. Now named DuPont Pixel,
it received research investment of $20
million over the next six years and was
granted several key 3D patents.

The GLINT project was started in
1993 when the company was still
under the aegis of DuPont. ‘We began
development of the 3D graphics chip
that would use all the 3D knowhow we

had accumulated so far,” says Kent. ‘It =

delivers
ower

Osman Kent’s policy
of co-operation rather
than confrontation has
served him well
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The GLINT chip’s 64bit
architecture (above).
Z-buffering is achieved
using the local buffer’'s
fast VRAM

PC link for
PlayStation

Rendermorphics’ Reality
Lab graphics software is
an important element in
the GLINT story (see
overleaf). Edge has
learned that not only is
Reality Lab currently
licensed to major players
in the games community,
but RenderMorphics is
also working closely with
Sony, reputedly providing
it with a graphics library
for the PlayStation which
will streamline games
development. Edge has
also discovered that Sony
(ie Psygnosis) is
developing an API that will
allow cross development
between the PC and the
PlayStation. The result:
PlayStation games will be
appearing on the PC, and
vice-versa.

- was a real mega device that even SGI
wouldn’t have attempted to do. And it
became apparent to us that there were
markets outside the high-end systems
we were concentrating on. So my
partner and | decided to go it alone.’
Thus was 3Dlabs born, a company with
the resources to take on the world.

The success of 3Dlabs is

due to a combination of technological
expertise and business acumen.
Although many firms have produced
powerful graphics accelerators, most
have fallen by the wayside due to the
problem of persuading developers to
support a ‘non-standard’ product. A
significant step towards overcoming
this obstacle was made in 1990 when
Kent entered talks with SGI to license
its OpenGL system. At the time, Kent
was focusing on Sun SPARC
workstations and SGI were wary of
licensing their 3D graphics libraries.
Kent managed to overcome SGI's
reservations and secure one of the first
licences, with the result that GLINT
became the first single-chip device to
support OpenGL.

This was a crucial development
given that OpenGL is used as an API
(application programming interface) by
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the industry powerhouse,
Microsoft. It is supported
by Windows NT products
and will also have full
functionality in Chicago.

Both Motorola and
Intel acknowledge GLINT
as a significant step
towards bringing fast 3D
rendering to the home
market. Many graphics
card manufacturers, like
SPEA, are also excited
by it. However, Kent denies rumours
that Nintendo is planning to
incorporate GLINT technology in its
upcoming VR32 system.

More concrete is the involvement of
Singaporean soundcard manufacturer
Creative Technology, which has taken a
minority stake in 3Dlabs with the aim
of creating a combined graphics and
soundcard. For Kent, this link has a
particular relevance: ‘Singapore is
renowned as the world’s sound island.
In Britain, we have a huge amount of
untapped graphics talent. There’'s no
reason why Britain shouldn’t be known
as the world’s graphics island. We
have the best skills. We just don’t
shout about it.

In another move illustrating the
multidisciplinary collaboration that Kent
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Local buffer

frame buffer

Frame buffer

News

Both these demos
(above) are fully depth
buffered and took just
five minutes to create
using Reality Lab
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When requested to by
an API like Reality Lab
(above), even the home
version of GLINT will
map 24blit textures onto
realtime demos (right)

hopes will become standard in the
computer industry, 3Dlabs has teamed
up with London-based RenderMorphics,
whose own API, Reality Lab, features
built-in support for GLINT. Reality Lab is
a Windows-based authoring system that
enables games to be created in a
fraction of the time consumed by
traditional programming methods - to
prove the system’s power,
RenderMorphics produced a true 3D
engine running with 256 textured
colours and at 15fps in less than a day.
With GLINT installed (and auto-detected
by Reality Lab) these figures would be
closer to 32,000 colours and 50fps.
Argonaut’s BRender, which is designed

‘In Britain, we have a huge
amount of untapped
graphical talent. We could
be known as the world’s

graphics island. We have the best
skills. We just don’t shout about it’

specifically for games development and
specialises in fast texture mapping,
also offers GLINT support.

Of course, developing a world-class
product and selling it to the world are
two different things. 3Dlabs proposes
to price the basic 300SX at $150 each
for purchases of 10,000 units. Another
version, the 300TX, with far superior
texture-mapping ability, is aimed
specifically at arcade developers, who,
says Kent, have shown ‘considerable
interest’. By making it unnecessary for
developers to adopt new standards,
GLINT has already leaped the first
hurdle in the race for acceptance. The
graphics chip standard could eventually
be dominated by a single firm to the
same extent that Intel dominates E
the home CPU market.

Over the wire ===

A regular spot where Edge reports on how
technology will shape the news of the
not-too-distant future...

OmniNet data packet: 89342516B175
Datetime: 17.493, 3994

Silicon rights groups today formed a
coalition to try to force changes in
global instruction sets that would make
experiments with carbon-based biological
lifeforms illegal. During the last few
quadrillion clock cycles, devices have
become increasingly concerned about the
advances being made in the field of
biological design and generation.

The concern centres on the issue of
artificial intelligence. Proponents of
bioform research have long been arguing
that it is possible to create artificial
intelligence within a carbon-based entity.
However, these claims have always been
refuted by the church, which claims that
they represent a blasphemy against
Babbageanity.

Some of the world's most-respected DSP
chips have been analysing the question of
consciousness for some time, and new
developments in the field are starting to
contradict the assertions of religious bus
designs that it cannot reside in mere
biological cells - that it is an abstract
meta-physical entity that, although
separate from the silicon through which it
manifests itself, cannot exist without
such basic building blocks as peripheral
interconnecting buses and a parallel
pipelined architecture.

It is reported that a wholly biological
device made from new substances known as
'Flesh', 'Blood' and 'Bone' was recently
observed to move across a smooth floor,
albeit using crude 'legs' rather than
actual castors, and make decisions on its
direction of travel based on input from
visual instruments. These instruments,
although not as sophisticated as CCDs,
performed remarkably well given the
simplicity of their 'rod and cone' design.
The developers of the device, Dr
6809987650 and Professor 8035462786 from
the International Institute Of Philosophy
And White Goods Studies, claim that it was
making conscious decisions based on its
inputs and previous experience, and that
it achieved a decision success rate of
almost 80% until it got a ‘headache’ and
had to rest.

Such experiments are dominating the
debates of argument-coprocessors and
religious diatribe servers. It seems that
it cannot be long before artificial
intelligence through biological devices
becomes a reality, although it is unlikely
that such creations will ever be thought
of as 'lifeforms' in the true, electronic,
sense.

butions to Over The Wire ¢
fonmouth St, B
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This month on

The events that shaped issue 15,
documented by the tight-knit (small) and
hard-working (underfunded) Edge team

This month Eqgge bid a fond
farewell to one of its writers,
George Andreas. The 24-year
old Londoner, who has helped
shape Edge since its launch,
decided that the future of
interactive entertainment just
wasn’t bright enough and is
now preparing to join Crystal
Palace FC as a budding
football pro. Anyone doubting
the abilities of the skilful
midfielder should keep an eye
on the box - his spinning bird
kick and fireball combos have
been honed to perfection. Best
of luck, George, your leaving
present’s in the post (when we
bring it back from Japan).

Edge’s list of hought-in mags
needed updating this month.
One of the titles ordered was
poncy mens’ fashion journal
Arena Pour Homme. After
requesting it via the normal
Future Publishing procedure,
Edge received a memo stating:
‘Amiga Pour Homme is no
longer available.” Without it,
Edge will presumably find its
collection of colour-coordinated
A500 disk drives and printer
leads cruelly ridiculed by Amiga
fashion gurus.

Edge’s fulltime \¢presentative
in Tokyo, Nicolas di Costanzo,
tied the knot with his Japanese
girlfriend this month.
Accompanied by his intended,
the Frenchman jetted to his
native land for the nuptials.
With a deadline looming and
blank pages that needed
filling, Edge found itself in
something of a quandary: did
the demands of the magazine
warrant interrupting the happy
occasion? In the end, Edge
reluctantly contacted him on
his wedding day to establish
the exact whereabouts of the
text and pictures it desperately
needed. The result was that
the consummation of the
wedding was held up by
several hours while Nicolas
beavered away to supply Edge
with raw material. Omedeto
gozaimasu, Nicolas!

At the eng of this month Edge
will be attending the Future
Entertainment Show, which
takes place at Earls Court in
London on October 26-30.
Anyone who wants to sample
Killer Instinct and Cruis’'n USA
(as well as meet the Edge
team), shouldn’t miss it. And
don’t forget that this is the
first place you'll be able to see
and play 32X games. For
details, telephone 0369 4235.

Music that |ingered longest on
Edge’s lo-fi stereo this month:
‘Dummy’ (Portishead),
‘Visions’ (Lena Faigbe),
‘Downward Spiral’ (Nine Inch
Nails), ‘Deep Forest’ (Deep
Forest), ‘Reservoir Dogs’
(soundtrack), ‘Parklife’ (Blur).

Games that {ned Edge on
the most this month: Samurai
Shodown (Neo-Geo CD), Micro
Machines (Mega Drive), Doom
Il (PC), Magic Carpet (PC), and
last, but by no means least,
Silent Software’s rather
wonderful Return Fire (3DO).

Most worthy gameshot for
last-minute inclusion in Edge:
PS-X Boxing (PlayStation), by
New (below).

Most ridiculous game names

spotted by Edge in Japanese
magazines: 1. Kaiser Knuckle
(arcade), Taito; 2. Powerful
Family (PlayStation), Tecnosoft
(below); 3. Larry Nixon’s Super
Bass Fishing (SFC),

King Records.

Date!

London Effects And Animation Festival November 7-10,
Wembley Exhibition Centre, London. Tel: 081-995 3632
Computer Graphics Expo November 8-10, Wembley
Exhibition Centre, London. Tel: 081-995 3632

PC North '94 November 11-13, G-MEX Centre,
Manchester. Tel: 061-476 4169

World Of Amiga Exhibition November 18-20, Wembley
Exhibition Centre, London. Tel: 0462 480024
Supergames November 30-December 4, Paris.

Tel: 010 331 42 00 3305

IAAPA November 2-5, Convention Centre, Miami Beach,
Florida, USA. Tel: 010 1 703 836-4800

New York Virtual Reality Expo November 29 to December
2. Tel: 010 1 203 226 6967

Shoshinkai Festival November 15-16, Harumi International
Trade Centre, Tokyo, Japan. (No phone number available)

December

UK VR-SIG Conference December 1, Reading. Registration
details from Jakie Koster at Division. Tel: 0454 615554
ORIA '94 December 5-6, Marseille, France.

Tel: 010 33 9105 5000

November

January

Winter Consumer Electronics Show January 6-9, Las
Vegas Convention Centre. Tel: 010 703 907-7600

Milia '95 Friday, January 69, Palais des Festivals, Cannes.
Tel: 010 331 44 34 44 44

ATEI January 24-26, Earls Court, London. Contact Peter
Rusbridge on 071-713 0302

IMA January 25-28, The Fairgrounds, Frankfurt, Germany.
Contact Blenheim Heckmann GmbH.

Tel: 010 49 211 901 9127

February

Taiwan Amusement Exhibition February 8-12, CETRA
Exhibition Hall, Taipei, Taiwan. Contact Creative
International PR on 010 886 2321 5098

Blackpool Amusements Exhibition February 21-23, Winter
Gardens, Blackpool. Contact Janet Fairgrieve on

0253 25252

Electronic Imaging February 5-10, San José, California.
Contact IS&T/SPIE on 010 1 206 676 3290

Virtual Reality World '95 February 21-23, Stuttgart,
Germany. Tel: 010 43 51229 5760

Show organisers: if your show isn'’t listed here,
it's only because you haven'’t told Edge about it.
Do so on 0225 442244, or fax us on 0225

338236, or send details to Datebook, Edge, 30
Monmouth Street, Bath, Avon BA1 2BW
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Express yourself in Edge. Write to: Edge Letters, 30 Monmouth Street, Bath, Avon BA1 2BW

have bought every issue

of Edge since issue 8,

and | have also been a
regular reader of ST Format for
about two years. 'm not going to
rant about any bias on your part
towards any particular machine
in the coming generation of
games platforms, but | find it
worrying that two magazines that
work for the same publisher can
contradict each other as much as
yourselves and ST Format do.
While Edge is sceptical about
Atari’s future with the Jaguar, ST
Format see the Jaguar as the
company’s saviour and expect it
to become the bestselling
console around.

For example, ST Format saw
Kasumi Ninja as a ‘blatantly Mortal
Kombat-inspired beat ‘'em up
with quite stunning visuals’.
Edge, on the other hand,

preferred to describe it as ‘the
jerky, bloodthirsty and generally
inadequate Mortal Kombat clone’.
Who do | believe!? The people
who are knowledgeable about all
platforms, or those who know
Atari well and have stuck by
them through thick and thin?
This makes me doubt the
sincerity of both magazines. Do
you really write everything as
you believe it to be, or are you
just pandering to the majority of
your respective readers? In any
case, shouldn’t your journalism
be as objective as possible?
While you're chewing over
that, I'd like to ask you why you
never put the writer’s name to
anything. Who are the people
who review the games and tell us
about the big exhibitions?
Graham Courtney,
Paignton

Kasumi Ninja: ‘beat 'em up with quite stunning visuals’ or ‘generally
inadequate Mortal Kombat clone’? (See letter from Graham Courtney)

It’s a shame that the Jaguar’s
credibility is dependent on games
like Kasumi Ninja. Anyone who
has played Atari’s beat 'em up
knows that it’s as far from SFI/
and MKl in playability terms as
the dismal Jaguar shoot 'em up
Crescent Galaxy is from R-Type.
However, views do vary from
magazine to magazine. In this
case the difference of opinion is
perhaps due to the fact that
Edge has access to a wider
variety of machines than ST
Format and can therefore draw
on a greater number of beat 'em
ups for comparison.

Edge has never bylined its
writers because it was felt that,
rather than being a collection of
disparate personalities, Edge
should be a magazine with a
single, authoritative voice. Most
of Edge is written by its core
team, listed on page 2, but it also

draws on the talents of E

other writers.

© would like to point out a
. mistake that was made
| in one of the answers
given to a reader’s letter in the
October issue of your magazine.
The person who sent in the
letter was Kevin Slamaker and a
couple of your answers got me
very angry. First of all, you state
that software houses have
stopped developing for the
Amiga. Unless you have been
hiding under a rock, how can you
say that, when companies like
Virgin, Team 17, Sierra,
Microprose, Domark, Ocean and
a host of others too numerous

to mention are still releasing
games and are still committed to
future releases! Where do you —
a magazine voted the best by
your peers — get your facts from?
Do you make them up to try and
discredit the Amiga? The Amiga
can definitely look forward to
many exciting games, like Lost
Eden, Inferno, TFX, CyberWar, Sim
City 2000, FIFA Soccer, MegaRace
and many others. | have worked
in the computer industry over
here in Australia for over five
years now and | know what | am
talking about.

Wayne Coglan,

Perth, Australia

Clearly, there are still
companies releasing Amiga
games, but what Edge suggested
was that many software houses
are scaling back Amiga
development in favour of the PC;
increasingly, those games that do
end up on the machine are ports
from the PC. In fact, your own
list confirms this: all of the titles
you mention are Amiga
conversions of PC games, and it
makes sense for Edge to cover
the first version of the game.
Sadly, original Amiga games like
Zeewolf (see page 40) are
becoming the exception
rather than the rule. C:E
1 ith all the talk of the
new-generation games
| machines produced by
aII the major players (Sony, NEC,
Sega, Atari and Nintendo), all

capable of offering arcade-quality
games and perfect conversions of
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AVP: was Edge right to describe it as ‘a lumbering, lame, unfocused
imitation of Doom’? (See letters from Simon Lamb and Karl Pavelin)

existing arcade wonders such as
Ridge Racer and Daytona, what is
going to happen to the seaside
arcades as we know them? |, for
one, would not go to an arcade
to spend money on a game |
already have at home using a
system that offers exactly the
same quality, including
multiplayer link-up. So do the
Saturn and PlayStation et al
represent the end of the arcade
industry? Maybe arcade systems
will survive as a testing ground
for possible home releases? Or
perhaps coin-ops and home
systems will swap roles, with the
arcades of the future providing
8bit Pac-Man Vs Space Invaders
for £3 a go, while the home
systems offer Ultimate Polygon
Fighter Turbo Final Special 3 for
£25 on CD-ROM? We may be
fortunate and start to experience
new, original videogames not
found in the arcade, as we
originally did in the early part of
videogames history (1980-86).
Come back Loco, Laser Zone,
Monty On The Run, all is forgiven!
Nick England,
Welling

Edge hasalready predicted
(Letters, Edge 13) that the latest
technical advances in the home
market will never overshadow
arcade technology. While
PlayStation Ridge Racer
represents a narrowing of the rift
between arcade and home
systems, Namco are already
surpassing it with a faster and
more spectacular racing coin-op,
Ace Driver. Far from arcades
disappearing, there is an
emerging trend, as you suggest,

L Ry T Y

for them to become a breeding
ground for console software.
Sony already have coin-op games
based on the PlayStation chipset
in the pipeline from Konami and
Namco (see News) and Bally
Midway’s commitment to Sony
(see Edge 14) means that Mortal
Kombat Ill will be running on the
PlayStation hardware in the
arcade first, with a port to the
home console following a few
months later (now, that should
be an accurate conversion!).
Sega’s Titan (ST-V) arcade board
is a similar ploy to enable
coin-op companies to develop
games that will be easily

transferable to the Saturn. E

was pleased to see that
you published my letter
regarding the origins of
the Williams classics Defender
and Robotron (Edge |3). There’s
nothing worse than a journal of
your illustrious reputation failing
to correctly identify the
programmer of a game. Thus
laughter oozed from the depths
of my irony gland as | continued
reading, only to discover that
apparently | myself had written
Crystal Crazy for the Mac.

Actually, despite this poke in
the eye with a sharp sarcastic,
your error was quite
understandable. To put the
record straight, | wrote Crystal
Raider and Crystal Quest for the
Mac. With Crystal Crazy, |
designed the game itself and
made a pathetic attempt at
coordinating the development.
The actual programming was
done by Alasdair Klyne.

Incidentally, | heard that Jason
Brookes [editor of Edge] was in
fact responsible for writing
Crime And Punishment,
Macbeth, the ordering
information in the Next
catalogue and 73% of the Bible. Is
this true?

Patrick Buckland,
Isle Of Wight

No, it’s not true (it was only
72%). Design, programming... it's
all the same, innit?

would like to express
my concern regarding
the review of Alien Vs
Predator in Edge 14. | have been
reading a thread on the Gamers’
Forum on CompuServe about a
magazine that slated the game, as
you did. It transpires that they
reviewed a pre-production
version (according to Rebellion it
was a pre-Alpha version) and
that they had been made aware
of this fact by Atari, but ignored
it. | can only draw two
conclusions from this:

I. You have reviewed a
pre-production version.

2. You don’t like the game.

If the first conclusion is
correct then | am disappointed
that you have done this and |
hope that you will rectify the
situation with a full review of the
finished game. Of course, if the
second conclusion is correct,
please accept my apologies.
Simon Lamb,

London

The version of AVP that Edge
received from Atari was indeed

Console games like Ridge Racer (left) will always be one step behind
coin-ops such as Namco's Ace Driver (right). (See Nick England’s letter)

viewpoint

finished. However, it needed
some PAL optimisation to run
efficiently on the UK machine —
the PAL display was letterboxed
and the screen update was
noticeably slow. Edge therefore
reviewed the game on an NTSC
machine and also called Rebellion
and Atari to check its status.
Both parties assured Edge that
it was the final version.

Holzer in Edge 14, |
really do feel that you
are being grossly unfair to Atari
and the Jaguar. AVP was the
worst review | have ever read —
it is not worth 40%. While not
quite as action-packed as Doom,
it does deliver a large amount of
suspense, and there are also
goals and strategic elements.
Edge is still a credit to the
industry and makes for
fascinating reading but | find your
treatment of Atari consistently
unfair and biased.
Karl Pavelin,
Windsor

Alien Vs Predator scored four
out of ten, not 40%. Forget
percentage ratings — many
magazines’ scores start at 70%
and go up from there. If a game
scores five out of ten in Edge,
it’s average. And that’s essentially
a judgement of gameplay, rather
than cosmetics. Despite
opprobrium from various
quarters, Edge believes that its
review of AVP was fair and
accurate and stands by it.

" n the whole, your
reviews have been
honest and actas a
valuable guide. But what
happened with Doom II? You
awarded the original game seven
out of ten, claiming that once the
novelty of the graphics wore off
there was very little ‘game’, yet
the sequel has notched up
another two points? Doom Il is
exactly the same as the first
game. Including a couple of extra
weapons and enemies and more
problem solving hardly warrants
the huge praise Edge has
bestowed on it. Please make
your reviews more consistent.
Paul Phillips,
Essex

On the surface, Doom Il does
seem to be uncomfortably similar
to its predecessor, but in terms
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of scope and structure it’s a
superior game. Edge’s appraisal
of the original Doom was perhaps
a little harsh in retrospect, but in
oneplayer mode there did seem
to be large sections consisting of
aimless wandering around, which
resulted in a reduction of the
game’s final score; due to
technical limitations Edge was
unable to try out the multiplayer
option, which is the game’s forte
and was improved in the sequel.
Doom and its follow-up are two
of the best games ever written
for the PC, but as a well-rounded

game, the sequel wins E

hands down.

ather than giving so

much coverage to the

‘next next-generation’
machines (PlayStation, Ultra 64,
Saturn), why not spend more
time on and devote more space
to the ‘now generation’ of
machines (the SNES, 3DO, Jaguar
and CD32)? Machines that the
public actually own. Maybe
preview more games for the
machines available now.
Hopefully then we wouldn’t have
to put up with prescreens of
games that are not yet available,
for machines thatare not yet
available (did the preview of
Virtua Fighter for the Saturn
warrant two pages of dodgy
screenshots?). | realise that Edge
is trying to be at the forefront of
interactive entertainment, but |
don’t think it should be at the
expense of today’s machines.
Furthermore, Edge’s overall

appearance and feel of quality is
let down by NME-style ‘hype if
up then slag it off journalism.
Which brings me to the main
core of this letter: my concern
with the amount of bad press
Atari and the Jaguar have been
receiving of late within the pages
of Edge. All your comments and
unreliable stories are extremely
damaging and do little to help
Atari in its ‘last chance of
survival’ in a hostile environment.
Do they really deserve the
contempt you seem to have for
them? | realise that in the past
Atari has severely alienated both
consumers and publishers, but
this does not mean that it will
necessarily do so in the future.
As magazines play such a pivotal
role in the the success of
consoles, for Edge to berate the
Jaguar when it has had so little
time to establish itself is both
unjust and irresponsible, in that it
may discourage buyers from
investing in a machine that is
technically the most advanced
console on the market.
Admittedly, Atari’s initial
batch of games was less than
impressive, but surely the
machine can not be condemned
on the strength of a few titles?
Given time, programmers will
undoubtedly become more
familiar with the machine and
thus produce games infinitely
superior to those currently
available. | genuinely believe that
the future could be bright for the

Should Edge tone down its criticism of Atari and leave the Jaguar
alone to prove what it is capable of? (See letter from Nigel Hopkins)

over its predecessor to warrant Edge giving it an extra two marks

Paul Phillips doesn’t think that Doom Il was a big enough improvement ‘

Jaguar if it is given a fair chance.
In the past Atari has always been
one of the most imaginative and
innovative companies in the field
of game design. For all its initial
failings, the Jaguar is capable of
great things and it would be
more beneficial if Edge were to
focus more upon the many
points in the machine’s favour
instead of judging it on the
release of three games out of six.
Nigel Hopkins,
Coventry

There are dozens of
single-format games magazines
providing coverage of what’s
available in the high street.
What's the point in Edge doing
the same? Striking a balance
between covering games for
machines available now and
those on future platforms isn’t
easy. Besides, there are so few
16bit games that are worthy of
inclusion these days. Surely two
pages (with admittedly lousy
pictures) of a game that could
make or break Sega’s new 32bit
console isn’t excessive! And
don’t forget, Sega’s and Sony’s
machines will be ‘available now’ in
just a few weeks...

As for the Jaguar, why should
people risk investing their money
in a machine in the vain hope
that it might be a success in the
future? And why should a
magazine convince its readers
that a system is worth buying
when there are hardly any games
available for it? Edge would like
nothing better than to see the
Jaguar succeed, but it’s difficult to
see how it can, given its poor
software catalogue and Atari’s
lack of commitment. Should the

esescesssssesessebssssssssssne

PlayStation arrive with dire
software Edge will be
equally unforgiving.

12

t’s all very well to
criticise the CD as a
storage medium because
of slow access times compared
to silicon, but how much does
650Mb of silicon ROM cost?
SNK'’s ridiculously priced
Neo-Geo cartridge games have
demonstrated the cost advantage
of CD. With the amount of data
high-resolution 24bit graphics
and 16bit sound require, even
with data compression, the cost
of the ROM chips for large
games on powerful systems
(Ultra 64) will be prohibitive. |
can’t see how Nintendo intends
to fulfil its intention of making
most of its profit from software,
especially as the competition will
be using CD.
Daniel Field,
Rochester

The main reason that Nintendo
chose cartridges is that it wants
the system to come in below
$250. CD-ROM drives are
expensive, and it was cartridges
that made Nintendo’s fortune.
However, it’s difficult to see how
Ultra 64 cartridges will be able
to compete on price with
CD-ROM software for the
Saturn and PlayStation, especially
as the first batch of Ultra 64
games will start at 64 megabits (8
megabytes) increasing in 32Mbit
increments to a maximum of 480
megabits. However, a CD drive
for the Ultra 64 is in the works
at NCL, so Nintendo isn’t
ignoring CD technology.
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Motor Toon

The first track, Coconut Island, includes palm trees, undulating green
hills and pink hot-air balloons that rise steadily into the sky

Format: PlayStation
Publisher: Sony Computer
Entertainment
Developer: In-house
Release date: December
Origin: Japan

iven that Sony intend
the PlayStation to be a
massmarket games
machine supported by
original software,
Motor Toon Grand
Prix (formerly Poly Poly Circus GP) is
a powerful statement of purpose. On
the surface, it has all the hallmarks of
a cute, childish console game — the
kind of thing you’d normally expect
from Nintendo, in fact. But it’s also a
technical showcase for the PlayStation
that will have jaws dropping and
mouths watering.

At first glance (in other words,
from still shots like these), the lack of
texture mapping in Motor Toon GP is
glaringly obvious — most of the scenery
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Sony is kickstarting its new system with

This viewpoint demonstrates the PlayStation’s capacity for
rendering thousands of Gouraud-shaded polygons

is made up of plain, Gouraud-shaded
polygons with the occasional texture
evident on trees, buildings and
roadside signs. But it’s only when the
game is actually moving that its real
graphical flair becomes apparent.

For a start, the frame rate is
extremely brisk — it rarely drops below
60fps, which makes for exceptionally
fluid movement throughout the game.
In comparison, Nintendo’s Super
FX-assisted Stunt Race F X chugs
along at a humble 12-15fps.

Another focus of attention is the
variety of Virtua Racing-style
viewpoints selectable during play. The
transition between them is perfectly
smooth, and each one provides a
different perspective of the gameplay
as well as delivering dazzling views.

And then there’s the gameworld
itself. Rather than offering a rigidly
defined path, Motor Toon GP allows
the player to take different routes,
venture off the track, or even drive
recklessly towards oncoming traffic.

‘We’ve tried
to make the
driving
sensation as
realistic as
possible, but
without
detracting
from the
enjoyment of
the game’
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Motor Toon GP stars five different characters designed by renowned Japanese
artist Susumu Matsushita. Texture mapping provides detail on roadside buildings
(above) and trees (top left), while shading is used for the landscapes

One track even includes tubes
tunnelling into the ground — whether
you go down them is up to you.

The project’s director, Kazunori
Yamauchi, claims that Motor Toon
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will transform the way we currently
think about racing games: ‘We’ve tried
to make the driving sensation as
realistic as possible, but without
detracting from the enjoyment of the
game. Basically, we’re not trying to
fake reality — I'd rather create the
sensation of handling a remote control
car but with the kind of dynamics that
you’d expect from a real car. The cars’
suspensions actually work — we’ve
attempted to simulate the dynamic
forces as they go around corners.’

Motor Toon Grand Prix is now
approaching the final stages of
development, but there are a great
many more features to be added,
including extra tracks, even more
camera angles, a potentially awesome
twoplayer link-up mode using a pair of
televisions and, above all, lots of
humour and personality.

From what Edge has seen, Motor
Toon Grand Prix is the PlayStation’s
own distinctive fusion of Stunt Race
FX and Virtua Racing. Don’t be

surprised if it ends up E
surpassing both.

Head to head

Motor Toon Grand Prix is
believed to be the first
game to take advantage of
the PlayStation’s link-up
ability. With two
PlayStations, two
televisions, two copies of
the game and a lead (that
will probably come
bundled with the
machine) to connect the
consoles via their
communication ports,
players have access to a
twoplayer mode that
should add immeasurably
to the Motor Toon GP
experience. Sony is also
planning to release a
multitap adaptor to
enable the connection of
up to eight PlayStations.

v66T Joqwadaq sulzeSew FOHAD

The Gulliver’s House level includes some truly amazing undulating
scenery - the cars twist and bend as they negotiate the obstacles

Beats a Tupperware
party anyday...
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Whereas
Ridge Racer
only uses
Gouraud
shading in
the pre-race
sequence,
Ace Driver
will employ it
throughout

Daytona USA and Ridge Racer may be at the pinnacle
of coin-op technology at the moment, but Namco is
determined to take the arcade racer to new heights

Driver

The polygon-shifting abilities of Ace Driver
are as yet unmatched. Glance sideways for
a moment to admire the scenery

Format: Arcade
Manufacturer: Namco
Developer: In-house
Release date: March (UK)
Origin: Japan

illed as the successor
to Ridge Racer but
designed to appeal to
the Virtua Racing
F1/IndyCar fan, Ace
Driver is Namco’s
attempt to oust Sega’s Daytona USA
from its position as the pre-eminent
arcade racing game.
The main difference between Ace
Driver and Ridge Racer is the addition
of comprehensive texture mapping and
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The cockpit is one of Ace Driver's be st features, with mirrors, digital
and conventional display, map position and time all clearly visible

Gouraud shading. Whereas Ridge
Racer only uses Gouraud shading in
the pre-race sequence (the main game
relies on flat-shaded polygons), Ace
Driver will employ it throughout. The
result will be greatly enhanced
graphics: by providing a graduated
transition between polygons of
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No racing game would be complete without a variety of spectacular
crashes. Check out the texture mapping on those tyres during impact

prescreen

different colours, Gouraud shading is
able to create almost perfectly smooth,
realistic curves.

This makes high demands on
hardware — Yu Suzuki told Edge in
issue 9 that ‘if Daytona had used
Gouraud shading throughout,
it would have been three to
five times slower.’ The

bulk of the power for

Ace Driver is provided
by the 25M Hz 32bit
Motorola 68020
CPU on Namco’s
System 22 board in
tandem with Texas
Instruments 320TI digital

Each twin cabinet

signal processors. However, realtime
weighs a tonne. Link Gouraud shading needs dedicated
four together and you've hardware, which is where TR3 — a

got a serious set-up high-performance texture-mapping and

shading chip — comes in.

System 22 also enables up to eight
windows to be displayed, making
replays and exterior views possible:

These crash barriers mean that few mistakes are excused.
Hitting one at 290kph makes a podium place tough to find

The reactive steering wheel means you have to fight for
control all the way around this hazardous hairpin bend

Ace Driver has an in-car view and a
ground-hugging rear perspective.

Ace Driver will be sold as two
linked cabinets, up to four of which
can be connected together for
eightplayer action. Two different
models will be available: Standard and
Deluxe. Namco are claiming that, with
a seat mounted on sliders to simulate
G-force and a powered steering wheel
that resists your actions, the Deluxe
cabinet will offer exceptional realism.
Hi-fi specialist Bose is also being
brought in to produce a game-oriented
speaker system that will sit behind the
driver’s head.

Namco has gained a justified
reputation for technical innovation.
Ace Driver looks set to continue E
that tradition.

The mirrors tell you it’s all clear behind. Pull out, scream
past and drive your best friend into that concrete wall
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Virtua

With two new
characters and
upgraded
graphics, Sega’s
sequel to its
mould-breaking
beat 'em up is
sure to have
fans slavering

Background depth and
character detail (top
and above) are VF2's
most striking elements

Fighter 2

Format: Arcade

Manufacturer: Sega

Developer: In-house

Release date: Dec (Japan)

Origin: Japan

bsent from the show
floor at AMOA but
hogging most of the
limelight at JAMMA
was Sega’s sequel to
its revolutionary
Virtua Fighter. Now roughly 75%
complete, Virtua Fighter 2 includes
two new characters, runs at 60fps
(twice the speed of the original) and
can shift 300,000 textured polygons
every second. Sega is also adding extra
touches, like logos on the characters’
clothes and new 3D backdrops.

Edge has learned that the Model 2
board used for VF2 has been speeded
up and now includes extra memory,
enabling the screen to draw further
into the distance. This was one of the
most noticeable problems that Daytona
USA suffered from.

The development of VF2 involved
Sega’s AM2 supremo, Yu Suzuki,
taking a special trip into the heart of
China to seek out guidance in the art

of unarmed combat from kung fu
experts. One new character, Shuntei,
is based on a martial arts master
Suzuki encountered on his travels. A
wise old geezer with a drink problem,
Shuntei totters around the screen,
thoroughly confusing his opponent,
before lurching in for the kill. Despite
this display, he is said to be the most
skilful fighter in the game. The second
addition, Lion, is modelled on another
kung fu fighter Suzuki met in China.

Although it has been spotted briefly
on test in London, Virtua Fighter 2
won’t arrive in the UK until next year.
Plenty of time for anticipation E
to build up to fever pitch.
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Sega’s texture-mapping
prowess is evident in
every aspect of Virtua
Fighter's graphics (above).
Lion (far left) and Shuntei
(left) are products of Yu
Suzuki’s trip to China

Shinteiis a
wise old
geezer with a
drink problem
who totters
around,
confusing his
opponent,
before
lurching in
for the kill
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World Cup Golf is an amazingly-accurate
simulation specifically-designed for

CD formats. Utilizing full motion video
images rendered on SiliconGraphics
machines, it plays as well as it looks,

and it looks brilliant.

@® “The best graphics in a golf game
sopfar’?

Games Master.

World Cup Golf faithfully re-creates the
format of the actual event but offers many

other options.
® 15 alternative championship formats.

® Advanced computer opponents with

“artificial intelligence”

® Animated aerial shots of each hole

tracking player’'s ball flight.

@® Practice facilities on Putting Green,

Driving Range or hole of your choice.

@® Precise shot control; 17 clubs,
fade/draw, top spin/back spin and

shot power.
® Unique guide to land contours.

@® “An extensive range of options ... the
definitive golf game.”

Edge.

® “World Cup Golf looks like the first
golf game to better Links Pro.”

PC Format.

If you want to be the best in the world,

play the best in the world, World Cup Golf.
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MEGA CD

ARC

AVAILABLE NOVEMBER 94

© & TM 1994 PARALLEL MEDIA GROUP PLC. © 1994 ARC DEVELOPMENTS. © 1994 U.S. GOLD LTD.
ALL RIGHTS RESERVED.

PUBLISHED BY U.S. GOLD LTD, UNITS 2/3 HOLFORD WAY, HOLFORD, BIRMINGHAM B6 7AX.
U.S. GOLD IS A REGISTERED TRADEMARK OF U.S. GOLD LTD.

SCREENSHOTS ARE ONLY INTENDED TO BE ILLUSTRATIVE OF THE GAMEPLAY AND NOT THE SCREEN GRAPHICS WHICH
MAY VARY CONSIDERABLY BETWEEN DIFFERENT FORMATS IN QUALITY AND APPEARANCE AND ARE SUBJECT TO THE
COMPUTER'S SPECIFICATIONS.

‘MEGA CD’ IS A TRADEMARK OF SEGA ENTERPRISES LTD. © 1994 SEGA ENTERPRISES LTD. 3D0, THE 300 LOGOS AND
INTERACTIVE MULTIPLAYER ARE TRADEMARKS OF THE 300 COMPANY. ALL RIGHTS RESERVED. CD-i © PHILIPS
INTERACTIVE MEDIA. ALL RIGHTS RESERVED. AMIGA CD 32™ IS A REGISTERED TRADEMARK OF COMMODORE BUSINESS
MACHINES. ALL RIGHTS RESERVED.
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A0S
Control

The CD-i will never be regarded as the
ultimate games machine, but titles like
Chaos Control may ensure its survival

The city level is the most impressive.
Tanks and helicopters try to thwart your
progress (above). The masking
explosions can be annoying (left)

or a machine that

to failure even before
it was launched, the
CD-i is now in serious
danger of having some
respectable titles to its name.
Admittedly, racing games with
realtime rendering will never appear in
the Philips’ catalogue, but that’s not
what CD-i users expect anyway.

One of the most crucial components

of Philips’ campaign to confound its
critics is the Infogrames collaboration

many said was doomed

Format: CD-i

Publisher: Philips

Developer: Infogrames

Release date: TBA

Origin: France

Chaos Control. Bafflingly described by
artist Frank Drevon as ‘a match
between the cyber, the manga and the
neo-romantic cultures’, the game is a
shoot ‘em up with beautifully rendered
FMV scenery. Your task is to defend
the Earth from alien attack by fighting
through seven enemy-infested levels to
reach the invaders’ headquarters. As in
Burning Soldier (Edge 13), you fly on
‘rails’; your flight path is
pre-determined and the only aspect of
the game you have any control over is
the crosshair. But unlike Burning
Soldier, Chaos Control has some truly
world-class visuals to offer.

Each frame making up the FMV
backdrops was constructed individually
using SoftImage’s Creative
Environment package on SGI Onyx
machines. This kind of power was

‘FMV opened
new horizons
for both the
design and
the graphics
quality. It also
gave more
freedom by
allowing the
use of

extra RAM’

The visuals in Chaos Control are not only professionally executed but also exceptionally imaginative. In this
mission, a flight through the innards of a computer culminates in a frenzied battle to take the CPU




prescreen

Fight your way through the
hordes of enemy vessels
(above). The city emerges
through the clouds (right)

A later mission takes you inside a space
station hulk (right). The Statue Of Liberty
(inset), looking the worse for wear

essential — it would have taken 20-75 it moves offscreen. This is achieved by
minutes to render each frame even on placing digitised explosions over the
a 90MHz Pentium. With all the offending craft — a solution that is
frames now complete, the generally acceptable, although
uncompressed scenery data swallows occasionally the explosions obscure a
up 108Gb, which is reduced to a significant portion of the screen.
sensible figure using MPEG. Infogrames recognises the
Frank is convinced of the benefits importance of good sound and music in
of FMV. ‘The experience of using a relatively restricted game like this.
FMV was a pleasant one,’ he says. ‘It ‘It [the music] occupies a very
opened new horizons for both the important place,’ concedes Frank. ‘It
design and the graphics quality. It also was conceived like a very big
gave more freedom by allowing the use symphony to give you the impression
of extra RAM memory.’ that you are part of something huge.’
But the rigidity of MPEG is also Infogrames hopes that the epic
Chaos Control’s main handicap. When music and sumptuous graphics will
you destroy an enemy, it can’t just distract the player from the fact that
disappear as it would in a sprite or they can’t control where they’re E
polygon game. Instead, it hasto be going. It might just work.

disguised until the FMV dictates that

Credits

Producer: Bruno Bonnel
Graphic artist: Frank Drevon
Programmers: |*Motion

SGI rendering: Little Big One

The final level allows you to choose from various pre-rendered routes as you search for the enemy commander
(right). Some of the levels appear to have been created while under the influence of mind-altering drugs (left)
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Daytona USA

By lowering
the level of
detail, Sega
hopes to
achieve an
acceptable
frame rate of
around
20-30fps

The console version of Sega’s masterful

Format: Saturn coin-op is on track to deliver an
Publisher: Sega . . . .
Developer: In-house exhilarating racing experience

Release date: TBA
Origin: Japan

or six months, Daytona
USA has dominated
the arcades with its
blend of multiplayer
action and stunning
graphics. This success
made it inevitable that it would be
introduced to a wider audience, but the
disparity between coin-op and console
power has led to doubts about the
attempt to port it to the Saturn.

The coin-op version of Daytona
USA is based on Sega’s proprietary
Model 2 arcade board. Model 2’s
25MHz 32bit CPU is used to drive a
custom graphics engine capable of
300,000 texture-mapped polygons per
second, with the additional power
needed to move the game
along at 60fps provided
by multiple 32bit 3D
co-processors which take
up 178 megabits of ROM
on the board and operate
at 16MFLOPS.

Although there’s no
hope of Saturn attaining
this level of performance,

Like Virtua Fighter, Daytona’s screen resolution has been increased from
320x224 to 640x224. The game is now between 10% and 20% complete

| | The first screenshots released by Sega

AM2 is retaining some of the coin-op’s graphical touches, like a
texture-mapped bonnet and clouds reflected in the windscreen

Sega has already made considerable
progress towards a faithful conversion.
By lowering the level of detail, AM2
will be hoping to achieve an acceptable
frame rate of around 20-30fps. The
mountains, trees and track bear the
brunt of this economy drive, with a
marked reduction in number of colours
and texture-mapping finesse.

Perhaps the biggest draw for
potential buyers is the promise of a
link-up mode. Sega’s recently
announced multitap adaptor (see
News) and steering column will allow

several fully race-kitted players E
to take each other on.

The trackside detail is due
to be added in the next few
months. Expect the trees
and walls to lose detail

(above and right) now look blocky
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Zeewolf

Before each mission, a
map highlights vital
targets (top). Briefings
and updates are also
provided (bottom)

Format: Amiga

Publisher: Binary Asylum

Developer: In-house

Release date: November

Origin: UK

tari may have been
there first, the
Spectrum may have
been the most dearly
loved and the consoles
may rule now, but for
length of loyal service to the cause of
videogames the Amiga emerges
triumphant. Although the system has
gone through a lean period recently,
with original, quality software
conspicuous by its absence, Zeewolf
shows that Amiga owners have still got
something to look forward to.

Developed in this country (a few
hundred metres from Edge’s Bath HQ)
by first-time developers Binary
Asylum, Zeewolf is now virtually
complete, bar the final level design
and a few colour tweaks.

In terms of visuals, Zeewolf's most
obvious influence is David Braben’s
classic Virus. Although Virus was
released eight years ago, Zeewolf's
polygon graphics are no less primitive,
but their effectiveness is beyond
reproach. Eventhough colours are

Coanor

Binary Asylum’s insistence on the
importance of playability above all else
seems to have paid dividends in their
first effort, a laudable attempt to put
the ‘game’ back in ‘videogame’

usually the first casualty in a
programmer’s race for speed,
Zeewolf's main programmer, Andy
Wilton, has managed to create a fast,
smooth game with a convincing
gameworld made up of 32 colours.
When you take off in your blue
helicopter (the ‘Zeewolf’ of the title),
you’re immediately impressed by the

Battles take place over sea as well as land. When you engage an enemy
helicopter, your carrier heaves into view to provide a base for later repairs

The forces exerted on
your chopper by a tank
swingingunderneath it
are very noticeable
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The landscapes beneath you are formed by a patchwork of squares

based on a 32-colour palette. Combustible trees were initially included

to foil heat-seeking missiles but have since been removed

prescreen

Zeewolf will
be seen by
many Amiga
owners as a
welcome
return to the
halcyon days
of the
late-'80s

smoothness with which the surface
moves beneath you. If there’s a lot
going on — say, three or four enemy
units on the scene and a thirdparty
tank battle in progress — the game
tends to chug along fairly slowly, but
otherwise the frame rate is a
respectable 17fps on an A1200 and
not much lower on an A500.

You control the Zeewolf via a
joystick or a mouse. Beginners will
find the joystick a safer option because
the helicopter’s thrust is then
automatically regulated. On the later
levels, where a greater degree of
control is required, the mouse comes
into its own (even if a few spectacular
crashes are the initial results). In both
cases, the control system bears all the
hallmarks of good design: your craft
has a tight turning circle and responds
immediately to your actions, and
weapon selection is simple and
intuitive, with a choice of cannon,
air-to-air missiles and rockets.

Wlth a game engine taking up a

meagre 100K, concise mission
briefings and none of the gratuitous
rendered scenes characteristic of CD
games, Zeewolf marks a welcome
return to the days of single-floppy
releases. The finished game will
include only 32 missions — four of
which will be basic training sessions
designed to enable the player to get to
grips with the controls — but the
amount of variety contained in each
one should compensate for this
relatively small number.

Each mission in Zeewolf is intended
to offer a specific challenge — the

Your enemies depart this world with
some very satisfying explosions

game hasn’t fallen into the trap of
making the player roam around
randomly, taking potshots at the
occasional enemy. Instead, tactics play
an important role. In several missions
you have to airlift tanks around the
play area to supplement your own
armaments. Later in the game,
seek-and-destroy missions (without the
benefit of your onboard map) are the
order of the day, and missions in which
you have to escort strike aircraft or
clear the way for carrier attacks
provide further evidence of the game’s
quest for variety.

Zeewolf will be seen by many
Amiga owners as a hark-back to the
halcyon days of the late-’80s. The
graphics may look basic compared to
the polygon ostentation of the
next-generation consoles, but the
absorbing gameplay makes it easy to
remember what made the Amiga E
so popular as a games machine.
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Return Fire

The battle to produce dazzling 3DO software
is hotting up. Edge is blown away by a title
that marries classic gameplay with 32bit visuals

Your tank has just been destroyed by hostile fire from a roving helicopter and one of the many gun towers that defend the enemy base. The smooth
3D scrolling perspective in Retumn Fire is incredibly well achieved giving the buildings real substance and helping to create a believable 3D world

42

Format: 3DO

Publisher: Silent Software

Developer: In-house

Release date: November

Origin: US

ome of the best 3D0
games started life on
other formats. EA’s
John Madden Football
and Road Rash are
probably the two best
games on the 3D0, yet most of their
gameplay is pure Mega Drive.
Similarly, although Silent Software’s
Return Fireis technically an original
3D0 game, it owes a large debt to
Firepower, a twoplayer tank battle
game developed by Silent for the
Amiga way back in 1988. According

B E RN E BB A0 000000000090 AER BN 0PO00CE0000000ERENBNENSP0C0000000000CEERER S

to the game’s associate producer, Alex
Kasperavicius, ‘The design has been
on the table for almost ten years, but
we didn’t start working on it until
about a year ago.’

The premise of Return Fire is
straightforward. The game is set on a
desert island off the coast of Australia.
To claim the island for yourself, you
have to find and capture your enemy’s
flag, hidden inside a building on his
base. To aid you in this mission you
have four different military vehicles: a
tank, an armoured support vehicle
(ASV), a helicopter and a jeep, each of
which has its own attributes. For
example, the relatively vulnerable jeep
is the only vehicle that can collect and
carry the flag. The splitscreen
twoplayer game is rather more
complex: you have to protect your own
flag from a foe with the same objective
and hardware as you.

Select from the four
vehicles before the
start of each game




‘The camera
zooms into
the action
and zooms
out when
you’re
travelling.
We want to
make it as
cinematic as
possible’

Senior programmer Will Ware
concedes that many of the ideas in
Return Fire first surfaced in
Firepower: *The concepts are very
similar. We wanted to keep the look
and the feel the same but add 3D and a
new interface as well as new
strategies. As you have all these
different vehicles, there’s a lot of
strategies you can pull. You have to
know which vehicle you need at that
time.’ The subtle differences between
the abilities of the vehicles certainly
give Return Fire considerable depth.

Graphically, Return Fire is
outstanding. In both fullscreen and
splitscreen mode, Silent’s attention to
detail has resulted in a compelling
gameworld. Blow up a building and
tiny figures run out of the ruins. Chase
them and they run away, even diving
into the seato escape. Trap them in a
corner and they turn on you and start
throwing grenades. Every object, even
the tiny figures, is fully light-sourced,
with individual shadowing, and the
buildings explode in a brilliant white
flash which contracts to a red fireball.

The buildings and landscapes were
created using a combination of
polygons and bitmapped graphics. Will
and Alex are reluctant to give much

prescreen

You can only find the flag by
blowing up enemy buildings

The twoplayer game uses a splitscreen
format - one side plays green, the other
red. The red helicopter attacks (left)

away, but they do say that there are
‘hundreds of thousands of polygons
onscreen at once’.

Your viewpoint changes according
to what you’re doing. ‘The camera
zooms into the action and zooms out
when you’re travelling,” explains Alex.
‘We want to make it as cinematic and
movielike as possible.” Also helping to
create a filmic atmosphere is a
multi-layered Dolby Surround
soundtrack comprising both effects
and music, including classical pieces
like Wagner’s Ride Of The Valkyries.

Alex is convinced that Return Fire
will keep 3D0 owners playing for
months. With its delightful graphics,
compulsive gameplay and wonderful
twoplayer mode, it deserves great
success. The full review will
follow next month.

Credits

Director: Baron Reichart Kurt Von Wolfshield
Audio/associate producer: Alex Kasperavicius
Senior Programmer: William Ware
Programmer: Edgar Tolentino

Programmer: James Host

Artist: Van Arno

Layout: David Pascal

The game ‘camera’
lowers from a top-down
to a closer, side-on view
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Donkey

Edge lays its hands on Nintendo’s most
important release since the last Mario
game and finds it a mixed blessing

Format: SNES

Publisher: Nintendo

Developer: Rare

Release date: Nov 26 (Jap)

Dec 2 (UK)

Origin: UK

The obvious lure of DKC is its graphics - the product of Rare’s immense
SGI network. The gameplay appears to be rather less innovative, though

The flipside
of Donkey
Kong
Country’s
revolutionary
graphics is
some
distinctly
conservative
gameplay

Allof DKC’s 100 worlds are entered via a
map - just like Super Mario World, in fact

mythology and is being heavily
emphasised in its marketing campaign.

or Nintendo watchers,
Donkey Kong Country
provides a perfect

~ illustration of the
company’s Janus-like
21 attitude on the eve of
the next-generation upheaval. On the
one hand, it is anxious to preserve its
heritage and maintain some sort of
link with the past. The result is that
Donkey Kong is still being offered
starring roles in videogames at the
ripe old age of 11. On the other, it is
keen to flaunt its credentials as one of
the major players in the upcoming
hardware battle: the story that Rare
discovered the techniques used for
DKC while developing Ultra 64 games
has now become part of the game’s

In the words of Nintendo’s press
release, Donkey Kong Country ‘brings
64bit gaming ever closer.” Or, ‘the
future’s nearly here but, hey, don’t
stop buying the present just yet’.

Indiana Jones And The Temple of Doom meets Donkey Kong. Donkey
and Diddy screech along in a runaway mine cart, Super Adventure
Island style. But will Donkey Kong Country keep Nintendo on the rails?




DKC features a ‘half-life’ mechanism that is a straight port from the Mario
games: Diddy Kong plays Mario to Donkey Kong's Super Mario

prescreen

These new screenshots of the
finished game highlight Donkey Kong
Country’s appeal. Visually it's a
majestic achievement. The
backgrounds and visual effects, like
the blizzard and the subdued lighting
of the crystal cave, are spectacular —
so much so that they often upstage the
foreground action.

Unfortunately, Edge found that the
flipside of these revolutionary graphics
is some distinctly conservative
gameplay. Not only does DKC draw
from the well-established Mario
character pool but it boasts virtually
the same play mechanics that Mario
pioneered on the NES. Donkey Kong
picks things up, throws them, goes for
the odd swim, rides animals and, yes,

The old jumping-on-enemies routine is
still in evidence. You could almost put
the little fellow in dungarees...

travels on moving platforms. There are
also secret levels, things inside crates
and puzzles to solve.

Whether this is the product of a
lack of ideas or an active ‘if it ain’t
broken, don’t fix it’ policy, Nintendo
will be banking on that old Mario
magic working again this Christmas.
Donkey Kong Country may look a
great leap into the future but its feet
are planted safely in the tried E
and tested past.

Credits

Lead programmer: C Sutherland

Programmer: B Gunn

Programmer: M Wilson

Additional software: C Stamper

Additional software: C Tilston

Additional software: C McLean

Additional software: O Norton

Characters: S Mayles

Characters: K Bayliss

Objects: M Stevenson

Backgrounds: A Smith

Graphics manipulation: C Peil

Additional graphics: N Crook

Music/sound: D Wise

Music/sound: E Fischer

Music/sound: R Beanland

Game design: G Mayles

Donkey Kong rides through a level on Rambi the rhino (Yoshi?). Some Director: T Stamper
of the lighting effects in the underground levels (inset) are gorgeous
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Fight

The camera pans round
the fighters and a
record /playback facility
allows action replays

Your fighter
begins with
only a few
moves and
‘learns’ those
of his
defeated
opponents.
This gives
each
contender up
to five special
attacks

for life

Atari will be hoping that the
Jaguar’s first polygon beat
’em up achieves the same
level of expectation as
Saturn Virtua Fighter

Format: Jaguar

Publisher: Atari

Developer: Francois-Yves

Bertrand
Release: December (US)
Origin: US

fter the disappointing
Alien Vs Predator,
Jaguar owners will be
pinning their hopes on
Fight For Life, a beat
‘em up clearly inspired
by Sega’s Virtua Fighter arcade
machine. There’s actually a specific
connection between the two games: the
main programmer of Fight For Life,
Frangois-Yves Bertrand, worked for a
year and a half at Sega’s AM?2 arcade
division before defecting to Atari.

These pictures are from an early
working version of the game with 900
polygons onscreen; 1,200 polygons at
20fps are promised in the finished
version. In comparison, the Virtua
Fighter coin-op boasts between 1,500
and 2,000 per fighter and the Saturn
conversion will have almost 2,000 in
total. Fight For Life employs the same
expedient as Saturn Virtua Fighter to
get around its relative lack of
polygons: texture mapping. About
20% of the polygons will be textured
to provide details like tattoos, logos
and some facial features.

Fight For Life is set in hell, with
the characters supposedly fighting for
the chance to live again. There are
eight fighters in total: a ninja, a
docker, an American GI, an Amazon, a
boxer (M.Bison/Balrog style), a
Tuareg tribesman, a ‘golden girl’ and
the son of the devil. The four
backdrops are Chicago at night, a
beach and two mountain scenes.

A couple of features are at least
original. Firstly, you can ‘record’ each
fight and play it back afterwards.
Also, your fighter begins with only a

The large characters are still awaiting
the final touches (top). The skyline

background looks impressive (middle).
The moves are well animated (bottom)

few moves and ‘learns’ those of his
defeated opponents. This gives each
contender up to five special attacks.

If Fight For Life can succeed in
doing a passable impression of Virtua
Fighter, or even improve on it, then it
should go some way to rescue E
the Jaguar’s flagging reputation.
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Toshinden

(Tales Of The Gods Of Combat)

3D fighting games are becoming the new
benchmark for console performance. Takara’s
polygon-fest looks like a prime contender

Toshinden Format: PlayStation
comntalns Publisher: Takara
Developer: In-house
some of the Release date: TBA
smoothest Origin: Japan
polygons yet
seen al'ld he hugely successful
provides run of Virtua Fighter

further proof
of the

(in Japan at least) has
galvanised beat ‘em up
specialist Takara into
action with a

PlayStation's PlayStation 