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SNK's new-look Neo-Geo CD debuts in Edge. 
The Japanese arcade industry gathers at JAM MA; 
Cruis'n USA and Killer Instinct coin-ops sighted at 
AMOA show. VR32: latest news on Nintendo's 
portable virtual reality system. GLINT: British 
chip sets new standards for PC graphics. Latest 
Saturn softs unveiled at CSG show 

20 Subscr ibe 

22 Letters 

Music is an essential part of the videogame 
experience. But even though advances in sound 
technology have been just as dramatic as 
developments in visual performance, it is usually 
graphics that grab all the attention. Edge elbows 
Gouraud-shaded polygons and texture mapping 
out of the limel ight and gives the art of videogame 
music its chance to shine 

64 Reviva l of the fittest 
After years of looking to the future, the games 
industry is increasingly pil laging its past. Is this the 
result of a lack of imagination, or are developers 
simply responding to a market suffused with 
nostalgia? Edge looks at the trend towards 
historical gaming and examines the rich pickings 
avai lable from classic software 

Edge bags the juiciest new releases for review, 
including Ecstatica, Magic Carpet and 300 FIFA 

82 Retroview 
Edge was into retrogaming before it was trendy 

86 Back Issues 

90 Charts 

92 Recru itment 
Gainful employment offered: the top companies 
in interactive entertainment want you. Maybe . . .  

R J Mical, father of the Amiga, the Lynx and the 
300, talks to Edge about his offspring 

104 Q&A 

PC graphics, texture mapping, RISC chips and 
other contentious issues resolved by Edge 

m 
= 
3 
I» 
ao. 
Ql N 
::l CD 
0 CD (") CD 
3 0" CD 

5 



ro 'QI) ea 
E 

6 

Neo-Geo CD: SNK's new machine debuts in Edgejp& • VR32: latest info/p9 • JAMMA: 

Japan's biggest coin-op showjp10 • AMOA show: Cruis'n USA and Killer Instinct coin-opsjp13 

• CSG show: latest Saturn softsjp14 • GLINT: PC graphics get a new standard/pi& 

The latest news from the world of interactive entertainment 

UK launch for 
Bearing a ready­

made range of 

a read e-quality 

games, SNK's 

N eo-Geo CD 
Neo-Geo CD 

arrives in the UK 

1be new unit Is sturdy and attractively styled. The 
flip-top CD lld Is raised by a simple press (above) 

our years after SNK first 
unleashed its potent Neo-Geo 
console 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 

buying public consumed 
all 30,000 units on the 

first day of sale. 
From now on, though, 

a new, toploading model 

will bear the Neo-Geo CD 
badge. This is the 
machine that will soon 
be available officially in 
Britain, following the 
acquisition of the UK 
wholesale rights by New 

SNK's library of arcade 

games includes some 

truly memorable titles. 

The sheer power of 
some NeoGeo software 

makes the machine 

well worth considering 

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 -+ 



Neo-Geo: the 
story so far 
The Neo-Geo home system 
(above) went onsale in 

Japan in 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 disbelief (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 beat '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 Ze/da-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 U K­
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 frontloadlng 
Neo-Geo CD sold out in Japan at launch 

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 

news 1 

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 
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 
150Kjsec (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 

Who is it? 
In 1975, this man made 
a decision with a friend 
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, 
5-VIdeo, composite video 
and stereo jacks 
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it is ... 
Microsoft eo-founder 
Paul Alien. Alien 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 

Baseball Stars 2 (top) is an ordinary 
baseball game. SNK hasn't disguised 
the system's slow loading (above) 

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 U K: 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. 

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 

The pinnacle of SNK beat 'em ups, the superb Samurai Shodown. The 
Neo-Geo CD version (complete with even better music) costs just £45 

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 fullscreen 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 SF/I or MK/1 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). 

Release dates 
Early November 
• Ham '75 
• Alpha Mission H 
• Top Player's Golf 

• Puzzled 

• The Super Spy 

• Last Resort 

• Baseball Stars 2 
• Football Frenzy 

• Samurai Shodown 

• Super Sidekicks 2 
Late November 

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 

• World Heroes 2 
• Thrash Rally 

• Blue's Journey 

• Ninja Commando 

December 
• Art Of Fighting 2 

• Buming Fight • Magician Lord • Samurai Shodown 2 
• King Of The Monsters 2 
• Art Of Fighting 

• Fatal Fury 2 

• King Of The Fighters '94 January 1994 
• Top Hunter 

• Aero Fighters 2 
• Aggressors Of 

Dark Combat 



news 

VR32: a clearer 
Nintendo's 

mythical 32bit 

VR system is 

scheduled for 

worldwide shipout 

in April next year 

picture emerges 
ince its announcement in April, 

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 i t  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 
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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 

bath, etc. The only fly in 

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

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 30 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, £ Ultra-style. Still worth a trip . 

Fortnightly Japanese 
magazine 'The Super 
Famicom' recently printed 
this artist's impression of 
the VR32. lt's a reliable 
indication of what 
Nintendo has in mind 
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Coin-op companies 

flex their muscles at 
this year's JAM MA 

and AMOA shows 

The obscenely large Vlrtua 
Fighter 2 display (above) 
was Sega's pride and joy ••• 

step ahead 
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) 

••• and with textur•mapped polygons 
like this, lt's not hard to see why 

The Amusement Machine Show Is Japan's premier coln-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 Driver, 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 -+ 

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. 



Namco's new F1 slm, 
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. lt lacked 
some of the visual punch of Virtua 
Fighter 2, and this early version was far 
too easy, but as a taster for future 
NamcojSony 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 1/0, 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 

Konami's $100,000 Speell King uses a 
reactive cockpit (top) and Incredible 
realtlme 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 

Although essentially a Lethal Enforcers clone, AM2's Vlrtua Cop 
sports fantastic Model 2 visuals which put 1t way ahead of the pack 
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Head start 
for Ultra 64? 
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 ... 
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Saga'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 

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 the�experience. 

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 . .  

Dariu.s 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 SegajVirtuality effort, 
was characterised by limited gameplay 
and unexciting backgrounds. Better was 
Taito's  Zone Hunter (Edge 7), a 30 

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 



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 

AutoCAO: 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 

cables: 500,000 
Number of video 

channels carried 

simultaneously by 

latest fibre optic 

cables: 5,000 
Diameter of first 

'floppy' disk: 8' "" 

Rare's Killer Instinct was AMOA's main 
attraction. lt'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 11 
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 If'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. lt 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. ' 

news 
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The CSG show 

was the perfect 

opportunity for 

Sega to reveal its 

pre-launch Saturn 

software line-up 

launch date set 
utting its lacklustre March 
show well behind it, the 
Consumer Soft Group (CSG) 

moved to a much larger venue in 
lkebukuro, 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 Saga's 32X games was high, aHhough 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 

Saga's Saturn stand 
(above) included playable 
versions of Virtua Fighter, 
Clockworlc 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 Saturn and 
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 

300 (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-5aturn, will be available at the 
same time as Saga'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 I 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 30 remake of £ Space Invaders. Very ambitious. 

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

news 1 

Nakayama 

speal<s 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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UK chip delivers 
Edge visits a 

home-grown 

company with 

designs on the 

global PC 
graphics market 

3D power 
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: I are 
thought to be possible 

ritish-based hardware designer 
301abs 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 30 
work usually handled by the PC's 
central processor, leaving it free to 

perform other tasks. lt 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 301abs. 'My partner had a 
house in Kilburn and I 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 O.Smm 

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 

OuPont, one of the world's ten largest 
corporations. Now named OuPont Pixel, 
it received research investment of $20 
million over the next six years and was 

granted several key 30 patents. 
The GLINT project was started in 

1993 when the company was still 
under the aegis of OuPont. 'We began 
development of the 30 graphics chip 
that would use all the 30 knowhow we 
had accumulated so far,· says Kent. 'lt -+ 

Osman Kent's policy 
of co-operation rather 
than confrontation has 
served him well 



Ill :I ..c 
u 
Q. 

The GLINT chip's 64bit 
architecture (above). 
Z-buffering is achieved 
using the local buffer's 
fast VRAM 

PC linl< 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 I decided to go it alone.' 
Thus was 301abs born, a company with 
the resources to take on the world. 

The success 
of 301abs 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 30 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 

the industry powerhouse, 
Microsoft. lt is supported 

by Windows NT products 
and will also have full 

functionality in Chicago. 
Both Motorola and 

lntel acknowledge GLINT 
as a significant step 
towards bringing fast 30 

rendering to the home 
market. Many graphics 

card manufacturers, like 
SPEA, are also excited 

E PROM 
controls 

Video logic 
control 

Local buffer 

Shared 
frame buffer 
control 
signals 

Frame buffer 

Timing 
control 
signals 

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 301abs 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 

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 24blt textures onto 
realtlme demos (right) 

hopes will become standard in the 
computer industry, 3Diabs 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. 3Diabs 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 lntel dominates £ 
the home CPU market. 

0 O u e r  t h e  w i re 
A regular spot where Edge reports on how 
technology wi l l  shape the news of the 
not - too-di stant future • • •  

Omn iNet data packet : 8 9 3 4 2 5 1 6 B 1 7 5  
Datet ime : 1 7 . 4 9 3 , 3 9 9 4  

S i l i con r i ght s group s t o day formed a 
c o a l i t i on to t ry to f o r c e  changes i n 
g l obal i n s t ruct i on s e t s  that wou l d  make 
exper iment s w i t h  carbon -based bi o l og i c a l  
l i f e f orms i l l egal . Dur ing t he l a s t  f ew 
quadr i l l i on c l o c k  cyc l e s , devi c e s  have 
become i ncreas i ngly concerned about the 
advanc e s  be i ng made i n  the fi e l d  of 
bi o l og i c a l  des i gn and generat ion . 

The concern centres on the i s sue o f  
art ific i a l  i nt e l l i genc e . Proponen t s  o f  
bi o f orm r e s earch have l ong been argu i ng 
that it i s po s s ib l e  to create art ific i a l  
i n t e l l i genc e wi thi n a c arbon - ba s ed ent i ty . 
However ,  the s e  c l a ims have always been 
re futed by the church , whi ch c l a ims t hat 
they repre s ent a b l a sphemy aga i n s t  
Babbagean i ty . 

Some of the wor l d ' s  mo s t - respe c t ed DSP 
ch ips have been ana lys i ng the que s t i on of 
cons c i ousne s s  f o r  some t ime , and new 
deve l opment s i n the fi e l d  are s t art ing to 
contrad i c t  the a s s e r t i ons of r e l i g ious bus 
de s i gns that i t c annot r e s i de i n mere 
b i o l og i c a l  c e l l s  - that it is an abs t ract 
me t a - phys i c a l  ent i ty that , a l t hough 
s epara t e  f rom the s i l i con through wh i c h  i t 
mani f e s t s  i t s e l f ,  cannot exi s t  wi thout 
such ba s i c bui l di ng blocks as per ipheral 
i nterconne c t i ng bu s e s  and a para l l e l  
p ipel i ned archi t e c ture . 

It i s reported that a who l ly bi o l og i c a l  
dev i c e  made f r om n e w  sub s t ances known as 
' F l e sh ' , ' B l ood ' and ' Bone ' was recent ly 

obs e rved to move acro s s  a smooth floor , 
a lbe i t us i ng c rude ' l egs ' rather than 
ac tual c a s t o r s , and make dec i s ions on i t s  
d i rect i on o f  t ravel ba sed o n  input f r om 
v i sual i n s t rument s .  The s e  i n s t rument s ,  
a l though not a s  s ophi s t i c a t ed as CCDs , 
p e r f o rmed remarkably we l l  g iven the 
s impl i c i ty of their ' rod and cone ' des i gn . 

The deve l opers of the devi c e , Dr 
6 8 0 9 9 8 7 6 5 0  and Pro f e s sor 8 0 3 5 4 6 2 7 8 6  f rom 
the Int ernat ional I n s t i t u t e  Of Phi l o s ophy 
And Whi t e  Goods S tudi e s , c l a im that i t was 
maki ng consc i ous dec i s i ons ba s ed on i t s  
inpu t s  and prev i ous exper i enc e ,  and t hat 
i t achi eved a dec i s i on suc c e s s  rate of 
a l mo s t  8 0 %  unt i l i t  got a ' headache ' and 
had t o  r e s t . 

Such exper iment s are domi nat ing t he 
deba t e s  o f  argument - coproc e s s or s  and 
r e l i g i ou s  d i a t r i be s erver s . It s e ems that 
i t c annot be l ong be f ore art ific i al 
i n t e l l i gence through bi o l og i c a l  devi c e s  
becomes a real i ty , a l though i t i s unl i kely 
t hat such creat i ons wi l l  ever be thought 
of as ' l i f e f orms ' i n  t he t rue , e l e c t ron i c ,  
sense . 



news 

Date k 
November 

London Effects And Animation Festival November 7-10, 
Wembley Exh ib ition Centre , London . Tel :  081-995 3632 
Computer Graphics Expo November 8-10, Wembley 
Exh i bition Centre , London . Tel :  081-995 3632 
PC North '94 November 11-13 , G-M EX Centre, 
Manchester. Tel :  061-476 4169 
World Of Amiga Exhibition November 18-20, Wembley 
Exh i bition Centre , London . Tel : 0462 480024 
Supergames November 30-December 4, Paris .  
Te l :  010 331 42 00 33 05 
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, H aru mi I nternational 
Trade Centre , Tokyo, Japan . ( No phone number ava i l able) 

December 
UK VR-SIG Conference December 1 ,  Readi ng. Registration 
deta i l s  from J akie Koster at Division . Tel :  0454 615554 
ORIA '94 December 5-6, M arse i l le ,  France. 
Tel :  010 33 9105 5000 

January 
Winter Consumer Electronics Show J anuary 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 Janu ary 24-26, Earls Court, London.  Contact Peter 
Rusbridge on 071-713 0302 
I MA Janu ary 25-28, The Fai rgrounds,  Fran kfurt, Germany. 
Contact Blenheim Heckmann GmbH . 
Tel :  010 49 211 901 9127 

February 
Taiwan Amusement Exhibition February 8-12, C ETRA 
Exh i bition H a l l ,  Tai pe i ,  Taiwa n .  Contact Creative 
I nternational  PR on 010 886 2321 5098 
Blackpool Amusements Exhibition February 21-23 , Wi nter 
Gardens,  B l ackpoo l .  Contact J anet Fai rgrieve on 
0253 25252 
Electronic lmaging February 5-10, San Jose , Cal iforn i a .  
Contact IS&T/SPI E on 010 1 206 6 7 6  3290 
Virtual Reality World '95 February 2 1-23, Stuttgart, 
Germany. Tel :  010 43 51229 5760 

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

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

Do so on 0225 442244 , or fax us on 0225 
338236, or send detai ls  to Datebook, Edge, 30 
Monmouth Street, Bath, Avon BA1 2BW 
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Express yourse lf in Edge. Write to : Edge Letters , 30 Mon mouth Street, Bath, Avon BA1 2 BW 

D have bought every issue 
of Edge since issue 8, 
and I have also been a 

regular reader of ST Format for 
about two years. I'm not going to 
rant about any bias on your part 
towards any particular machine 
in the coming generation of 
games platforms, but I 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 bestsel l ing 
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 I 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) 

lt'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 SF/I 
and MK/1 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 � 
other writers. L..S 

D 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 1 7, 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. I have worked 
in the computer industry over 
here in Australia for over five 
years now and I know what I 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. L..S 

ith all the talk of the 
new-generation games 
machines produced by 

all the major players (Sony, NEC, 
Sega, Atari and Nintendo), all 
capable of offering arcade-qual ity 
games and perfect conversions of 



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? I , for 
one, would not go to an arcade 
to spend money on a game I 
already have at home using a 
system that offers exactly the 
same qual ity, 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 wil l  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 ( 1 980-86). 
Come back Loco, Laser Zone, 
Monty On The Run, all is forgiven! 

N ick England, 
Welling 

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 1 4) 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 wil l  be easily � 
transferable to the Saturn. � 

D was pleased to see that 
you published my letter 
regarding the origins of 

the Williams classics Defender 
and Robotron (Edge 1 3). There's 
nothing worse than a journal of 
your i l lustrious reputation fai ling 
to correctly identify the 
programmer of a game. Thus 
laughter oozed from the depths 
of my irony gland as I continued 
reading, only to discover that 
apparently I 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, I wrote Crystal 
Raider and Crystal Quest for the 
Mac. With Crystal Crazy, I 
designed the game itself and 
made a pathetic attempt at 
coordinating the development. 
The actual programming was 
done by Alasdair Klyne. 

Incidentally, I 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? 

D would like to express 
my concern regarding 
the review of Alien Vs 

Predator in Edge 1 4. I have been 
reading a thread on the Garners' 
Forum on CompuServe about a 
magazine that slated the game, as 
you did. lt transpires that they 
reviewed a pre-production 
version (according to Rebellion it 
was a pre-Aipha version) and 
that they had been made aware 
of this fact by Atari, but ignored 
it. I can only draw two 
conclusions from this: 
I . You have reviewed a 
pre-production version. 
2. You don't l ike the game. 

If the first conclusion is 
correct then I am disappointed 
that you have done this and I 
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 

Edge has already predicted 
(Letters, Edge 1 3) 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, 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) 

v i ew p o i n t  

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. 

D o agree with Thomas 
Holzer in Edge 1 4, I 
really do feel that you 

are being grossly unfair to Atari 
and the Jaguar. AVP was the 
worst review I 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 I 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 act as a 

valuable guide. But what 
happened with Doom 11? 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 11 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 Phill ips, 
Essex 

On the surface, Doom 11 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 � 
hands down. � 

m ather than giving so 
much coverage to the 
'next next-generation' 

machines (PiayStation, 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 that are not yet 
avai lable (did the preview of 
Virtua Fighter for the Saturn 
warrant two pages of dodgy 
screenshots?). I realise that Edge 
is trying to be at the forefront of 
interactive entertainment, but I 
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? I realise that in the past 
Atari has severely alienated both 
consumers and publishers, but 
this does not mean that it wil l  
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 
avai lable. I 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) 

Paul Phillips doesn't think that Doom 11 was a big enough improvement 
over its predecessor to warrant Edge giving it an extra two marks 

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 samel Striking a balance 
between covering games for 
machines available now and 
those on future platforms isn't 
easy. Besides, there are so few 
1 6bit 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 excessivel And 
don't forget, Sega's and Sony's 
machines will be 'available now' in 
just a few weeks . . .  

As fo r  the Jaguar, why should 
people risk investing their money 
in a machine in the vain hope 
that it might be a success in the 
futurel And why should a 
magazine convince its readers 
that a system is worth buying 
when there are hardly any games 
available for itl 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 

PlayStation arrive with dire 
software Edge will be � 
equally unforgiving. � 

D 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 sil icon 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 1 6bit sound require, even 
with data compression, the cost 
of the ROM chips for large 
games on powerful systems 
(Ultra 64) will be prohibitive. I 
can't see how Nintendo intends 
to fulfil its intention of making 
most of its profit from software, 
especially as the competition wil l 
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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G ran d Prix 

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

Format: PlayStation 
Publ isher: Sony Computer 

Entertainment 

Developer: In-house 
Release date: December 

Origin :  Japan 

i ven that S ony i ntend 
the P l ayStat ion to be a 
massmarket games 
mac h i ne supported by 
or ig i na l  software, 
Motor Toon Grand 

Prix (former ly  Poly Poly Circus G P) is 
a powerfu l statement of purpose. On  
the  su rface, it has a l l the  hal l marks of 
a cute, c h i l d i sh conso le  game - the 
k i nd of th ing you'd norma l ly  expect 
from N i ntendo, in fact. B ut it's a lso  a 
techn ical  showcase for the P l ayStat ion  
that wi l l  have jaws dropping and 
mouths water ing .  

At  fi rst g l ance ( i n  other wo rds, 
from sti l l  shots l i ke these ), the l ack  of 
texture mapp i ng in Motor Toon G P  is 
g l ar ing ly  obvious - most of the scenery 

Sony is kickstarti ng its new system with 

an in-house project that looks l i ke 

becoming an instant PlayStation classic 

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

is made up of p l ai n, G o u raud-shaded 
po l ygons with the occas iona l  texture 
evi dent on trees, bu i l d ings and 
roadside s igns .  B ut it's o n l y  when the 
game is  actua l ly moving that its real 
g raphical  flair becomes apparent. 

For a start, the frame rate is 
extremely br i sk - it rare ly  drops be l ow 
60fps, which makes for excepti onal l y  
f l u i d  movement throughout t h e  game. 
I n  comparison, N i ntendo's S u per 
FX-ass isted Stunt Race FX chugs 
a long at a h u m b l e  1 2 - l Sfps. 

Another focus of attention i s  the 
variety of Virtua Racing-sty l e  
viewpoi nts se lectab le  dur i ng p l ay .  The  
trans it ion between them is  perfect ly  
smooth, and each one provides a 
d ifferent perspective of the gamep lay 
as we l l  as de l iver ing  dazz l i ng views. 

And then there's the gamewo r l d  
itse lf .  Rather than offer ing  a r i g i d l y  
defi ned path, M otor Toon G P  a l l ows 
the p l ayer to take d ifferent routes, 
venture off the track, or  even dr ive 
rec k l ess ly  towards oncoming traffic.  

'We've tried 

to make the 

driving 

sensation as 
realistic as 
possible, but 
without 

detracting 

from the 

enjoyment of 
the game' 



p r e s c r e e n 

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 trac k even i nc l udes tubes 
tunne l l i ng i nto the g round - whether 
you go  down them is  up  to you .  

T h e  project's d i rector, Kazunori 
Yamauchi ,  c la ims that M otor Toon 

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

wi l l  transform the way we cu rrently 
th i n k  about rac ing  games: 'We've tried 
to make the driv ing sensat ion  as 
rea l i stic  as poss ib le, but without 
detracti n g  from the enjoyment of the 
game. Basica l l y, we're not try i ng  to 
fake real ity - I'd rather c reate the 
sensat ion of hand l i ng a remote contro l 
car but with the k i nd of dynam ics that 
you'd expect from a real car. The cars' 
suspens ions  actua l ly work - we've 
attempted to s i m u l ate the dynam i c  
forces a s  they go  around corners . '  

Motor Toon Grand Prix i s  now 
approach ing  the  f ina l  stages of  
deve lopment, but there are  a g reat 
many more features to be added, 
i nc l ud i ng extra tracks, even more 
camera ang l es, a potentia l l y  awesome 
twop l ayer l i nk-up mode using a pai r of 
te lev is ions and, above al l ,  l ots of 
h u mo u r  and personal ity. 

F rom what Edge has seen, Motor 
Toon Grand Prix i s  the P l ayStation's 
own d i sti nctive fus ion of Stunt Race 
FX and Virtua Racing. Don't be 
surpr ised if  it ends up £ su rpass ing  both . 

Head to head 
Motor T oon Grand Prix is 
believed to be the first 
game to take advantage of 
the PlayStation's l ink-up 
abil ity. 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. 
Beats a Tupperware 
party anyday . . .  
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p r e s c r e e n 

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 

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 

m 
i l led as the successor 
to Ridge Racer but 
des igned to appeal to 
the Virtua Racing 
Fl/IndyCar fan, A ce 
Driver is N amco's 

attempt to oust Sega's Daytona USA 
from its posit ion as the pre-em i nent 
arcade rac i ng game. 

The main d ifference between A ce 
Driver and Ridge Racer is the add it ion  
of comprehensive textu re mapp ing  and 

The cockpit is  one of Ace Drivel's best features, with mirrors, digital 
and conventional display, map position and time all clearly visible 

G ou raud shad i ng .  Whe reas Ridge 
Racer o n l y  uses G o u raud shad i ng i n  
the  pre-race seq uence < the  ma in  game 
re l ies on f lat-shaded po lygons) ,  A ce 
Driver wi 1 1  emp loy it throughout. The 
resu lt wi l l  be g reat ly  enhanced 
g raphics :  by p rov id i ng  a g raduated 
trans it ion between po lygons of 



No racing game would be complete without a variety of spectacular 
crashes. Check out the texture mapping on those tyres during Impact 

Each twin cabinet 
weighs a tonne. Unk 
four together and you've 
got a serious set-up 

d ifferent c o l o u rs, G o u raud shad i ng i s  
ab le  to create a l most perfectl y  smooth, 
rea l i st i c  curves. 

Th is  makes h i g h  demands on 
hardware - Vu Suzuki to ld  Edge i n  
issue 9 that ' i f  Daytona had used 

G o u raud shad i n g  throughout, 
it wou l d have been th ree to 

five t i mes s l ower. '  The 
bu l k  of the power for 
A ce Driver i s  provided 
by the 2 5 M  Hz 32 bit 

M otoro l a  6 8 0 2 0  
C P U  on  N amco's 
System 22 board in 

tandem with Texas 
I nstruments 3 2 0 T I  d i g ital 

signal p rocessors. H owever, rea lt ime 
G o u raud shad i n g  needs dedicated 
hardware, wh ich  i s  where T R3 - a 
h i gh-performance textu re-mapp ing  and 
shad i ng ch ip - comes i n .  

System 2 2  a l so enab l es up  t o  e ight 
windows to be d isp layed, mak ing  
rep l ays and exter ior  v iews poss ib l e :  

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

p r e s c r e e n 1 

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

A ce Driver has an i n-car v iew and a 
g rou nd-h ugg i ng rear perspect ive. 

A ce Driver wi l l  be so ld  as two 
l i n ked cab i nets, up to four of which 
can be con nected together for  
e ightp l ayer act ion .  Two d ifferent 
models  wi l l  be avai lab le :  Standard and 
De l u xe.  N amco are c l a i m i ng that, with 
a seat mou nted on s l iders to s i m u l ate 
G-force and a powered steer ing  whee l 
that resists your act ions, the De l u xe 
cab i net wi l l  offer except iona l  rea l i sm.  
H i -fi spec i a l i st B ose i s  a l so  be ing 
brought i n  to prod uce a game-or iented 
speaker system that wi l l  sit beh i nd the 
dr iver's head. 

N amco has gai ned a j ustified 
reputat ion  for tech n ical  i nnovat ion .  
A ce Driver l oo ks set to cont i nue £ 
that trad it i on .  

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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I Vi rtua 
With two new 

characters and 

upgraded 

graphics, Sega's 

sequel to its 

mould-breaking 

beat 'em up is 

sure to have 

fans slavering 

F ighter 2 

32 

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

Format: Arcade 
Manufacturer: Sega 

Developer: In-house 
Release date: Dec (Japan) 

Origin :  Japan 

m bsent from the show 
f loor  at A M OA but 
hog g i ng most of the 
l i me l i ght at J A M  M A  
was Sega's seque l  to 
its revo l ut ionary 

Virtua Fighter. N ow rou g h l y  7 5 %  
complete, Virtua Fighter 2 i nc l udes 
two new characters, runs at 60fps 
(twice the speed of the or i g ina l ) and 
can sh ift 3 0 0, 0 0 0  textured po lygons 
every second.  Sega is  a lso  add i ng extra 
touches, I i ke I ogos on the characters' 
c l othes and new 3D backdrops.  

Edge has l earned that the M odel  2 
board used fo r VF2 has been speeded 
up  and now inc l udes extra memory, 
enab l i ng the screen to d raw further 
i nto the d i stance. This was one of the 
most not iceab le  p rob lems that Daytona 
USA suffered from.  

The  deve lopment of VF2 i nvo lved 
Sega's A M 2  supremo, Yu  S uzuk i ,  
tak ing a special  trip into the heart of 
China to seek out gu idance in the art 

of unarmed combat from kung fu 
experts. One new character, Shunte i ,  
is based on a mart ia l  arts master 
S uzuk i  encou ntered on h i s  trave ls .  A 
wise o l d  geezer with a dr ink  prob lem,  
S h u nte i totters around the screen, 
thorough ly  confusing his opponent, 
before l u rch i ng in for the k i l l .  Desp ite 
th is  d i sp lay, he i s  said to be the most 
sk i l fu l  f ig hter in the game. The second 
addition, L ion, i s  mode l l ed on  another 
kung fu f ighter S uz u k i  met in C h i na. 

A lthough it has been spotted br ief ly  
on  test i n  London, Virtua Fighter 2 
won't arr ive in the U l< unt i l  next year. 
P l enty of time for ant ic i pat ion £ 
to b u i l d  up to fever pitch .  

Saga's texture-mapping 
prowess is evident in 
every aspect of Virtua 
Fightet's graphics (above). 
Uon (far left) and Shuntei 
(left) are products of Yu 
Suzuki's trip to China 

Shintei is a 

wise old 

geezer with a 

drink problem 

who totters 

around, 

confusing his 

opponent, 

before 
lurching in 

for the kill 
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p r e s c r e e n 

Chaos The CD-i  wi l l  never be regarded as the 

u lti mate games machine,  but titles l i ke 

Chaos Control may ensure its su rvival 

�ontrol  

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 mac h i ne that 
many said was doomed 
to fai l u re even before 
it  was lau nched, the 
C D- i  i s  now in ser ious 
danger of hav ing  some 

respectab le  t it les to its name. 
Adm itted l y, rac i ng games with 
rea lt ime render ing wi l l  never appear in  
the P h i l i ps' cata l og ue, but that's not 
what C D- i  users expect anyway. 

One of the most cruc ia l  components 
of P h i l i ps'  campaign to confound its 
c r it ics i s  the I nfog rames co l laborat ion 

Format: CD-i 
Publ isher: Philips 

Developer: lnfogrames 
Release date: TBA 

Origin :  France 

Chaos Control. Baffl i n g l y  descr i bed by 
art ist Frank Drevon as 'a match 
between the cyber, the manga and the 
neo-romantic cu ltu res', the game is  a 
shoot 'em up with beautifu l l y rendered 
F M V  scenery. Y o u r  task i s  to defend 
the Earth from al ien attack by f ight ing 
through seven enemy-i nfested leve l s  to 
reach the i nvaders' headquarters. As i n  
Burning Soldier < Edge 1 3 ), you f ly  o n  
' rai l s'; your  f l i ght path i s  
pre-dete r m i ned and the o n l y  aspect of  
the  game you have any contro l  over  i s  
the c rosshai r. But u n l i ke Burning 
Soldier, Chaos Control has some tru ly  
wor l d-c lass v isua ls  to offer .  

E ach frame making up  t h e  F M V  
backd rops was constructed i nd iv idual ly  
us ing S oftl mage's Creative 
Environment package on S G I  O nyx 
mach ines. This k i nd of power was 

'FMV opened 

new horizons 

for both the 

design and 

the graphics 

quality. lt 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 



p re s c r e e n  1 

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

� •• " � • 0,. - " t' " ·cw 
�� � .... � 

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

essent ia l - it wou l d  have taken 2 0-7 5 
m i n utes to render each frame even on  
a 90M H z  Penti u m .  With a l l  the 
frames now comp lete, the 
u ncompressed scenery data swa l l ows 
up  1 0 8 G b, wh ich i s  reduced to a 
sens ib le  fig u re us ing  M P E G .  

F rank i s  convi nced o f  the benefits 
of F M V. 'The experience of us ing  
F M V  was a p leasant one, '  he says. ' It 
opened new hor izons for both the 
des ign  and the g raph ics qua l ity . It a lso  
gave more freedom by a l l owing the use 
of extra RAM memory . '  

But the  r i g id ity of M P  E G  i s  a l so  
Chaos Control's main handicap. When  
you destroy an enemy, it can't j ust 
d i sappear as it wou l d  i n  a sprite or  
po lygon  game. I nstead, it has  to be  
d i sgu i sed u nt i l  the  F M V  d ictates that 

it moves offscreen .  Th is  i s  ach ieved by 
p l ac ing  d i g itised exp l os ions over the 
offend ing  c raft - a so l ut ion that is 
general l y  acceptab l e, a lthough 
occas iona l ly  the exp l os ions  obscu re a 
s ign if icant port ion  of the screen .  

I nfog rames recogn ises the 
i mportance of good sound and mus ic  i n  
a re l at ively restr icted game l i ke th is .  
' It [the mus ic] occup ies a very 
i mportant p lace, ' concedes Frank .  ' It  
was conce ived l i ke a very b ig  
symphony to g ive you the i mpress ion  
that you are  part of  someth i ng huge . '  

I nfog rames hopes that the epic  
mus ic  and sumptuous g raphics wi l l  
d i stract the p l ayer from the fact that 
they can't contro l where they're £ 
go ing .  It m ight j ust work. 

Credits 
Producer: Bruno Bonnel 

Graphic artist: Frank Drevon 

Programmers: I •  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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By lowering 

the level of 

detail, Sega 

hopes to 

achieve an 

acceptable 

frame rate of 

around 

20·30fps 

Format: Saturn 
Publ isher: Sega 

Developer: In-house 
Release date: TBA 

Origin :  Japan 

or s ix  months, Daytona 
USA has dominated 
the arcades with its 
b lend of mu lti p layer 
act ion and stu nn ing  
g raph ics.  Th is  success 

made it i nevitab le  that it wou l d  be 
i ntroduced to a wider audience, but the 
d i sparity between co i n-op and console 
power has led to doubts about the 
attempt to port it to the Satu rn .  

The  co i n-op vers ion of Daytona 
USA is based on Sega's propr ietary 
M ode l  2 arcade board. M odel  2 's 
25 M H z 32 bit C P U  is used to dr ive a 
custom g raphics eng i ne capab le  of 
300,000 textu re-mapped po lygons per 
second, with the add it ional  power 

needed to move the game 
a l ong at 60fps provi ded 
by m u lt i p l e  3 2 b it 3 D  
eo-processors which take 
up  1 7 8  megab its of R O M  
on  the board a n d  operate 
at l 6 M  F LO P S .  

A lthough there's n o  
hope o f  S atu rn  atta i n i n g  
th is  leve l  o f  perfo rmance, 

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

The console version of Sega's masterfu l 

coin-op is on track to del iver an 

exhi larating racing experience 

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

Sega has a l ready made cons i derab le  
prog ress towards a faithfu l convers ion .  
By l owe r i ng the leve l of detai l ,  A M 2  
wi l l  b e  hop ing  to ach ieve a n  acceptab le  
frame rate of around  2 0-3 0fps. The 
mountai ns, trees and track bear the 
brunt of this economy dr i ve, with a 
marked reduction  in number  of co lours 
and texture-map p i ng f i nesse. 

Perhaps the b iggest d raw for 
potent ia l  buyers i s  the prom ise of a 
l i n k-up mode.  Sega's recently 
announced m u l titap adaptor ( see 
N ews ) and steer i ng c o l u m n  wi l l  a l l ow 
several  fu l l y race-k itted p l ayers £ 
to take each other  on .  

The first screenshots released by Sega 
(above and right} now look blocky 

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



• Continuous editing with 
memory configurations 

• Frustrating 640k 
memory l imitations 
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Before each mission, a 
map highlights vital 
targets (top). Briefings 
and updates are also 
provided (bottom) 

Format: Amiga 
Publ isher: Binary Asylum 

Developer: In-house 
Release date : November 

Origin :  UK 

a 
tar i  may have been 
there fi rst, the 
S pectrum may have 
been the most dear ly  
l oved and the conso l es 
may ru l e  now, but for 

length of l oyal service to the cause of 
v i deogames the A m i ga emerges 
t r i umphant. A lthough the system has 
gone through a l ean per iod recently, 
with o r i g i na l ,  qua l ity software 
consp icuous by its absence, Zeewolf 
shows that Amiga owners have sti l l  got 
someth i n g  to l ook  forward to. 

Deve loped in th i s  country (a  few 
hundred metres from Edge's Bath H Q ) 
by f i rst-t ime deve lopers B i nary 
Asy l um, Zeewolf is now v i rtual ly  
comp lete, bar  the f ina l  l eve l des i g n  
a n d  a few co lour  tweaks. 

In terms of v isua ls, Zeewolfs most 
obvi ous i nf l uence is Dav id  Braben's 
c lass i c  Virus. Although Virus was 
released e i g ht years ago, Zeewolfs 
po lygon  g raph ics are no less p r i m itive, 
but the i r  effectiveness is beyond  
reproach.  Even  though  co lours are 

Binary Asyl um's insistence on the 

importance of p layabi l ity above all e lse 

seems to have paid d ividends i n  the ir  

fi rst effort, a laudable attem pt to put 

the 'game' back in  'videogame' 

usua l ly  the  fi rst casua l ty i n  a 
p rogrammer's race for speed, 
Zeewolfs ma in  programmer, Andy 
W i lton, has managed to create a fast, 
smooth game with a convi nc ing  
gamewo r ld  made up  of  3 2  co lours. 
When you take off i n  your b l ue 
h e l i copter (the 'Zeewo lf' of the t it le) ,  
you're i mmed i ate l y  impressed by the 

The forces exerted on 
your chopper by a tank 
swinging underneath it 
are very noticeable 

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 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 

Zeewolf will 

be seen by 

many Amiga 

owners as a 

welcome 

return to the 

halcyon days 

of the 

late-'80s 

smooth ness with wh ich  the su rface 
moves beneath you.  If there's a l ot 
g o i n g  on - say, th ree or fou r enemy 
u n its on  the scene and a th i rdparty 
tan k batt le i n  prog ress - the game 
tends to chug a l ong fai r l y  s l owly, but 
otherwise the frame rate i s  a 
respectab le  l 7fps on an A l 2 0 0  and 
not much l ower on an A5 0 0 .  

You control  t h e  Zeewo l f  v ia a 
joyst ick or a mouse. Beg i n ners wi l l  
f i nd  the joyst ick a safer opti on because 
the he l icopter's th rust i s  then 
automatical ly  reg u lated . O n  the later 
l eve l s, whe re a g reater deg ree of 
contro l is req u i red, the mouse comes 
i nto its own (even if  a few spectacu lar  
c rashes are  the  i n it ia l  resu l ts ) .  I n  both 
cases, the contro l system bears a l l  the 
hal l marks of good des i g n :  your craft 
has a t ight tu r n i ng c i rc le  and responds 
i mmediate ly  to you r  act ions, and 
weapon se l ecti on  i s  s i m p l e  and 
i ntu itive, with a cho ice of can non, 
a i r-to-air  m issi l es and rockets. 

With a ga�e eng i ne tak i ng up a 
meag re 1 0 0 1<, conc ise miss ion  
br ief ings and  none of the  g ratu itous 
rendered scenes character ist ic  of C D  
games, Zeewolf marks a we l come 
return to the days of s i ng l e-fl oppy 
re leases. The f i n i shed game wi l l  
i n c l ude o n l y  3 2  miss ions - fou r  of 
which wi l l  be bas ic  trai n i ng sess ions  
des igned to enab le  the  p l ayer to get  to  
g r i ps w ith  the  contro l s - but the  
amount of variety contai ned in  each 
one shou l d  compensate for th is  
re l ative ly  sma l l n u m ber. 

E ach m iss ion i n  Zeewolf i s  i ntended 
to offer a spec if ic chal l enge - the 

p r e s c r e e n 

Your enemies depart this world with 
some very satisfying explosions 

game hasn't fa l l en i nto the trap of 
mak i ng the p l ayer roam around 
random l y, tak ing  potshots at the 
occas iona l  enemy. Instead, tactics p l ay 
an important ro le .  In several miss ions  
you have to a i r l ift tan ks around the 
p lay area to supp lement you r  own 
armaments. Later i n  the game, 
seek-and-destroy m iss ions (without the 
benefit of you r  onboard map) are the 
order of the day, and m iss ions in which 
you have to escort str i ke ai rcraft or  
c l ear the  way for  carr ier  attacks 
prov ide further evidence of the game's 
q uest for variety. 

Zeewolf wi l l  be seen by many 
Amiga owners as a hark-back to the 
ha lcyon days of the l ate-'80s.  The 
g raphics may look bas ic  compared to 
the po lygon ostentat ion  of the 
next-generat ion  conso les, but the 
absorb i ng gamep lay makes it easy to 
remember what made the Amiga £ 
so pop u l ar as a games mach ine.  
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The battle to produce dazzl ing 3 DO software 

is hotti ng u p. Edge is b lown away by a title 

that marries c lass ic gameplay with 3 2bit 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 Return Fire is incredibly well achieved giving the buildings real substance and helping to create a believable 3D world 

Format: 300 
Publ isher: Silent Software 

Developer: In-house 
Release date: November · 

Origin :  US 

S 
ome of the best 3 D O  
games started I ife o n  
other formats. EA's 
John Madden Football 
and Road Rash are 
probab ly  the two best 

games on the 3 DO, yet most of the i r  
gamep lay i s  pure M ega Dr ive. 
S i m i l ar ly, a lthough S i lent S oftware's 
Return Fire i s  techn ica l l y  an or ig i na l  
3 D O  game, it owes a l arge debt to  
Firepo wer, a twop l ayer tan k batt l e  
game deve l oped by  S i lent for  the 
Amiga  way bac k  i n  1 9 88 .  Accord ing  

to  the  game's assoc i ate producer, Alex 
Kasperavicius, 'The des ign  has been 
on the tab le  for a l m ost ten years, but 
we d id n 't start work ing on it unti l 
about a year ago . '  

T h e  premise o f  Return Fire i s  
stra i ghtforward. The game is set on  a 
desert i s l and off the coast of Austral ia .  
To c la im the i s l and fo r you rse l f, you 
have to f ind  and capture your  enemy's 
f lag, h idden i ns ide a b u i l d i n g  on  h i s  

• base. To aid y o u  i n  t h i s  m i s s i o n  you 
have fou r  d ifferent m i l itary veh i c l es :  a 
tan k, an armoured support veh ic l e  
< A S V ), a h e l i copter and  a jeep, each of 
which has its own attr ibutes. For 
examp le, the re lat ive ly  vu l nerab le  jeep 
i s  the only veh ic l e  that can co l l ect and 
carry the f lag .  The sp l  itscreen 
twop l ayer game is  rather more 
comp lex :  you have to protect your own 
f lag 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' 

Sen i o r  programmer Will Ware 
concedes that many of the ideas i n  
Return Fire fi rst su rfaced i n  
Firepower: ' T h e  concepts a r e  very 
s im i lar .  We wanted to keep the l ook  
and  the  fee l  the  same but  add  3D  and a 
new i nterface as we l l  as new 
strateg ies .  As you have a l l these 
d ifferent veh ic l es, there's a l ot of 
strateg ies you can pu 1 1 .  You have to 
know which veh ic l e  you need at that 
t ime . '  The subt le d i fferences between 
the ab i l ities of the veh i c l es certa i n l y  
g ive Return Fire considerab le  depth. 

G raphical ly, Return Fire is 
outstand i ng .  In both fu l l screen and 
sp l itscreen mode, S i l ent's attenti on to 
detai l has resu lted in a compe l l i ng 
gamewo r l d .  B l ow up a b u i l d i n g  and 
t iny f igu res run  out of the ru i ns .  C hase 
them and they run  away, even d iv ing  
i nto the sea to  escape. Trap them i n  a 
corner and they turn on you and start 
throwing g renades. Every object, even 
the tiny f i gures, i s  fu l l y l i ght-sou rced, 
with i nd i vidua l  shadowi ng, and the 
b u i l d i ngs exp l ode in a br i l l i ant wh ite 
f lash which contracts to a red fi reba l l .  

T h e  b u i l d i ngs and landscapes were 
created u s i ng a com b i n at ion  of 
po lygons and b itmapped g raph ics. W i l l  
and A l ex are re l uctant t o  g ive much 

p r e s c r e e n  1 

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 
' hu nd reds of thousands of po lygons 
onscreen at once' .  

Your  v iewpoi nt changes accord i ng 
to what you're do ing .  'The camera 
zooms i nto the act ion  and zooms out 
when you're trave l l i ng, '  exp la ins  A lex .  
' We want t o  make it a s  c i nematic and 
movie l i ke as poss ib l e . '  A l so he lp ing  to 
create a fi I mic atmosphere i s  a 
m u lt i - l ayered D o l by S u rround 
sou ndtrack compris ing both effects 
and mus ic, i nc l ud i ng  c l ass ica l  p ieces 
I i ke Wagner's R i de Of The Val kyries.  

A l ex is convi nced that Return Fire 
wi l l  keep 3 0 0  owners p l ay i ng for 
months. W ith its de l i ghtfu l g raphics, 
compu ls ive gamep l ay and wonderfu l 
twop l ayer mode, it deserves g reat 
success. The fu l l  review wi l l  £ fo l l ow next month .  

Credits 

You can only find the flag by 
blowing up enemy buildings 

The game 'camera' 
lowers from a top-down 
to a closer, side-on view 

Director: Baron Reichart Ku rt Von Wolfshield 

Audio/associate producer: Alex Kasperavicius 

Senior Programmer: Wi l l iam Ware 

Programmer: Edgar Tolenti no 

Programmer: James Host 

Artist: Van Arno 

Layout: David Pascal 
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Donkey 
Edge lays its hands on N i ntendo's most 

i mportant re lease s ince the last Mario 
game and finds it a mixed b lessing 

I Kong Country 
Format: SNES 

Publ isher: Nintendo 
Developer: Rare 

Release date: Nov 26 (Jap) 
Dec 2 (UK) 

Origi n :  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 

or N i ntendo watchers, 
Donkey Kong Country 
provides a perfect 
i l l ustrat ion  of the 
company's Janus- l i ke 
attitude on the eve of 

the next-generat ion  upheava l .  On the 
one hand, it i s  anxious to preserve its 
heritage and maintain  some sort of 
l i n k  with the past. The res u lt is that 
Donkey l<ong i s  st i l l  be ing offered 
starr ing ro les in v ideogames at the 
r ipe o l d  age of l l .  On the other, it is 
keen to f launt its credentia l s  as one of 
the major  p l ayers in the upco m i ng 
hardware batt l e :  the story that Rare 
d i scovered the techn i q ues used for 
D KC wh i le deve l op ing  U ltra 64 games 
has now become part of the game's 

All of DKC's 100 worlds are entered via a 
map - just like Super Mario World, in fact 

mytho l ogy and is be ing heav i l y  
emphasised i n  its market ing  cam paign .  
I n  the  words of N i ntendo's p ress 
re l ease, Donkey Kong Country 'br i ngs 
64bit gam ing  ever c l oser . '  O r, 'the 
futu re's nearly here but, hey, don't 
stop buy ing the present j ust yet' .  

The flipside 

of Donkey 
Kong 
Country's 
revolutionary 

graphics is 

some 

distinctly 

conservative 

gameplay 

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 

These new screenshots of the 
f i n i shed game h i g h l i ght Donkey t<ong 
Country's appeal . V isual ly  it's a 
majest ic ach ievement. The 
bac kg rounds and v isua l  effects, l i ke 
the b l i zzard and the subd ued l i ght ing 
of the crystal cave, are spectacu lar ­
so much so that they often upstage the 
foreg round act ion .  

U nfortunate ly, Edge found  that the 
f l i ps ide of these revo l ut i onary g raphics 
i s  some d i sti nctly conservative 
gamep lay. N ot on ly  does D t<C draw 
from the we l l -estab l i shed Mario 
character poo l  but it boasts v i rtua l l y  
the same p l ay mechan ics that Mario 
p ioneered on the N E S .  Don key l<ong 
p i cks th i ngs up, throws them, goes for 
the odd swim, r ides an ima ls  and, yes, 

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

p r e s c r e e n 1 

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

trave l s  on moving p l atforms. There are 
also secret l eve l s, th i ngs  i ns ide crates 
and puzz les to so l ve .  

Whether th is  i s  the  prod uct of a 
lack of i deas or an active ' i f  it a in 't 
broken, don't f ix  it' po l icy, N i ntendo 
wi l l  be ban k i ng on that old Mario 
mag ic  work ing  again  th i s  C h r i stmas. 
Donkey t<ong Country may l o o k  a 
g reat leap i nto the futu re but its feet 
are p l anted safe l y  in the tried £ 
and tested past. 

Credits 
Lead programmer: C Sutherland 

Programmer: B G u n n  

Programmer: M Wi lson 

Additional software: C Stamper 

Additional software: C Ti l ston 

Additional software: C Mclean 

Additional software: 0 Norton 

Characters: S M ayles 

Characters: K Bayl iss 

Objects: M Stevenson 

Backgrounds: A Smith 

Graphics manipulation: C Pei l  

Additional graphics: N Crook 

Music/sound: D Wise 

Music/sound: E Fischer 

Music/sound: R Bean land 

Game design: G M ayles 

Director: T Stam per 
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F ight 
for l i fe 

Atari wi l l  be hoping that the 

Jaguar's fi rst polygon beat 

'em u p  achieves the same 

level of expectation as 

Satu rn Virtu a Fighter 

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 

Format: Jaguar 
Publ isher: Atari 

Developer: Fran�ois-Yves 
Bertrand 

Release: December (US) 
Origin :  US 

m 
fter the d isappo int ing  
A lien Vs Predator, 
J ag uar owners wi l l  be 
p i n n i ng the i r  hopes on 
Fight For L ife, a beat 
'em up c lear l y  i nsp i red 

by Sega's Virtua Fighter arcade 
mach i ne .  There's actua l ly  a spec if ic  
con nect ion between the two games: the 
mai n prog rammer of Fight For L ife, 
F ran<;o is-Yves Bertrand, worked for a 
year and a ha lf  at Sega's A M 2 arcade 
d iv is ion  before defect ing  to Atar i .  

These p ictu res are f rom an early 
work i ng vers ion  of the game with 9 0 0  
po lygons onscreen; 1 , 2 0 0  po lygons at 
2 0fps are promised in the fi n i shed 
vers ion .  I n  comparison, the Virtua 
Fighter coi n-op boasts between 1 , 5 0 0  
a n d  2 , 0 0 0  p e r  f ighter a n d  t h e  Saturn 
convers ion  wi l l  have a l m ost 2 , 0 0 0  in 
tota l .  Fight For L ife emp loys the same 
exped ient as Saturn Virtua Fighter to 
get around its re l at ive l ack  of 
po lygons :  texture mapping .  About 
2 0 %  of the po lygons wi l l  be textu red 
to provide detai l s  l i ke tattoos, l ogos 
and some fac ia l  features. 

Fight For L ife is set i n  he l l , with 
the characters supposed ly  f ight i ng for 
the chance to l ive aga i n .  There are 
e i ght f ig hters i n  tota l : a n i nja, a 
docker, an American G I, an Amazon, a 
boxer ( M . B ison/Ba l rog sty le ) ,  a 
Tuareg tr i besman, a 'go lden g i r l '  and 
the son of the devi I .  The four 
bac kdrops are C h i cago at n i ght, a 
beach and two mountain scenes. 

A coup le  of features are at l east 
or i g i na l . F i rstly, you can ' record ' each 
f ight and p l ay it bac k  afterwards. 
A l so, your f ighter beg ins 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 ' l earns' those of h i s  
defeated opponents. Th i s  g ives each 
contender up  to f ive spec ia l  attacks. 

If Fight For L ife can succeed in 
do ing a passab le  impress ion  of Virtua 
Fighter, or even improve on it, then it 
shou l d  go some way to rescue £ 
the J ag uar's f lagg ing  reputat ion .  
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Toshinden 
contains 

some of the 

smooth est 
polygons yet 

seen and 

provides 

further proof 

of the 

PlayStation's 

power 

All the characters fight 
with weapons. Here 
Sofia gives the sword­
bearing Kain a whipping 

(Tales Of The Gods Of Combat) 
3 D  fighting games are becomi ng the new 

bench mark for console performance. Takara's 

polygon-fest looks l i ke a prime contender 

Format: PlayStation 
Publ isher: Takara 

Developer: In-house 
Release date : TBA 

Origin :  Japan 

he h uge ly  successfu l 
run  of Virtua Fighter 
( i n  J apan at least) has 
ga lvan i sed beat 'em up 
spec ia l i st Takara i nto 
action  with a 

P l ayStat ion  re lease that recent ly  
i mpressed J apanese journa l i sts ( jo i ned 
by E d g e )  attend ing  a spec i a l  
presentati on  a t  t h e  headquarters o f  
Sony Computer E nterta i nment. 

M ost noted for its convers ions of 
S N I< games to the S N ES and M ega 
Dr ive, Takara has now decided that it  
has the musc l e  to go  it a l one and 
re l ease an u n l icensed game. The resu l t  
i s  the  one-on-one P l ay Stat ion  beat 'em 
up Toshinden (the t it l e  trans lates, 

rather c l ums i ly, as Tales 
Of The G ods Of Combat) . 
A hybrid of Virtua Fighter 
and Samurai Shodown, 
Toshinden conta ins  some 
of the smoothest po lygons 
yet seen, and provides 
further proof of the 
P l ay Stat ion 's power. 

Toshinden's g reatest 
asset - a zooming  camera 
that pans smooth ly  across 
the e i ght d ifferent 
backgrounds - is 
comp lemented by a range 
of superb Gou raud-shaded 

characters, comp lete with detai l ed 
c l oth i n g  and even d ifferent fac ia l  
express ions  and hai rsty les .  

Takara's expertise with or ig i na l  
i deas i s  untested, but Toshinden £ 
l ooks l i ke a good start i ng poi nt. 

· · · · · · · · • · · · · · · · · · · · · · · · · · · · · · · · · ·  

The speed and animation 
exhibited in this sequence 
of moves is amazing. 
Virtua Fighter, Tekken and 
Fight For Ufe had all 
better be on their guard 
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Namco 
Namco's console software development has trad itiona l ly 

s l i pstreamed its arcade technology. Now the company's support 

for the Sony PlayStation looks set to reverse the situation 

Namco's Tokyo headquarters i n  Yaguchi, Ota-ku (left) features an 
information robot (right) that points visitors in the right direction 

amco is destined 
to be a prolific 
source of -­

software for 
Sony's 
PlayStation. A 

deal signed with Sony al lows the 
coin-op specialist to produce 
product for the home machine as 
well as develop arcade machines 
using the PlayStation technology. 

With Sony's machine now 
entering the home straight, Edge 
visited Namco's HQ in Yaguchi, 
Ota-ku (20 minutes from 
downtown Tokyo) for a meeting 
with the R&D lab responsible for 
Ridge Racer and other PlayStation 
titles, and spent several hours 
quizzing five key staff (two of 
whom - Youchi Haraguchi and 
Noby Kasahara - were also 
interviewed in Edge 8). 

When Edge was last at 
Namco, the conversion of Ridge 
Racer was still deep in the planning 
stages. Six months later, there are 
just a few weeks to go before the 
game is scheduled to be finished. 

general manager of the CG 
development department. 'The 
project manager keeps tel l ing us 
it's not enough,' he adds, laughing. 

Six months to convert a 
sophisticated arcade game to a 
brand-new system using 
embryonic development hardware 
is a formidable task. Namco has a 
core team of seven programmers 
and graphic artists working on 
Ridge Racer but is also relying on a 
number of planning staff to 
complete the project. Since shots 
of the 50%-complete version 
appeared in last month's Edge, 
some progress has been made. 

'it's difficult to estimate just 
how complete the game is in 
percentage terms,' shrugs Shigeru. 
'All aspects of the gameplay have 
been done and the graphics are 
now 70% complete. There are still 
small details to go in, 
l ike the girls at the 
beginning of the race -
they've sti l l  to be 
designed - but most 
things are finished.' 

conversion process - and the 
PlayStation's abil ity to replicate the 
coin-op - the Ridge Racer team 
were prepared to reveal some 
general details about the problems 
they encountered. 

'The specifications of the two 
systems are entirely different,' 
states Shigeru. 'System 22 is used 
in the arcade version, and the 
PlayStation gives us less power to 
play with. The number of polygons 
onscreen caused us some 
problems, as did the PlayStation's 
CPU. There's also no anti-aliasing 
in the home version. We spent a 
lot of time refining the program on 
the PlayStation. As a result, it has 
ended up a lot bigger than the 
program code in the coin-cp.' 

Judging from the pictures on 
these pages, the programmers 
(who, unl ike Sega's Daytona team, 
are not part of the arcade division) 
are experiencing some difficulties 
achieving the arcade version's level 
of detai l .  But the prel iminary 
results are extremely impressive 
considering that they represent 
just six months' work. And what 
really matters is that the game 
looks fantastic in motion. Just as 
Edge was going to press, it 
attended an electronics show 

'We've spent 80% of the 
necessary development time,' 
reveals Shigeru Yokohama, 

Although 
characteristically wary 
of giving away too 
much technical 
information about the 

complete. There are still more details 

to go in, but most things are finished' 
Shigeru Yokohama, general manager, CG development 
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Noby Kasahara, 
Namco's section 
chief of 
international sales 

where a demo of the game was 
playing and can testify that these 
screenshots fai l to do justice to 
the quality of the action. 

As indicated in Edge 1 4, 
PlayStation Ridge Racer will include 
extra features not found in the 
coin-cp. One improvement will be 
the addition of two different 
viewpoints, giving the player a 
total choice of three - this will no 
doubt be welcomed by Virtua 
Racing devotees. A selection of 1 2  
cars will also be incorporated in 
the console version. 

All the standard arcade 
options will be retained, including 
automatic transmission, the time 

trial route and the abil ity to travel 
the opposite way around the 
circuit. The soundtracks in the 
game have been ported straight 
over onto the PlayStation sound 
hardware, and Namco is currently 
designing a steering accessory for 
the console to mimic the arcade 
experience as faithfully as possible. 

One issue which has been 
discussed at length at Namco is 
the PlayStation's l ink-up capacity. lt 
has now been confirmed that a 
l ink-up faci l ity won't make it into 
Ridge Racer. According to Mr 
Y okohama, 'Sony is a little bit 
behind on this particular aspect of 
development. We haven't seen the 
machine's l ink-up capabilities 
working yet, and we've no 
information about it. For this 
version of Ridge Racer, it won't be 
possible to play l inked up.' This is 
a shame, but it's one deficiency 
that Namco will surely address 
with a new release of the game 
(and is l ikely to remedy in a 
conversion of Ridge Racer 2). 

Namco is stil l committed to 
releasing Ridge Racer to coincide 

Note the 'Rave War' legend on 
the car - a clever bit of marketing 
for Namco's upcoming game 

with the arrival of the PlayStation. 
'The exact launch date is sti l l  not 
confirmed,' section chief Noby 
Kasahara points out, 'so its hard to 
say when the game will be 
released.' Presumably, there won't 
be too much sleep lost by the 
team in the unl ikely event of the 
launch sl ipping to late December. 

News that Namco will be 
pricing Ridge Racer at around 

The graphics in Ridge Racer are 70% 
complete. Extra views (above and 
above left) should boost its appeal 

¥6,000 (£35) is very encouraging, 
given that a current wave of SFC 
software is hovering just under the 
¥ I  0,000 (£60) mark. Consumer 
sales manager Y ouchi Haraguchi 
explains that this is a direct result 
of Sony's lower l icensing and 
manufacturing fees: 'With 
Nintendo, the higher-memory 
ROM boards cost between ¥2,500 
(£ 1 6) and ¥3,000 (£ 1 9) .  With 
Sony, the cost of a single game CD 
is closer to ¥I ,000 ( £6 ) ,  so we can 
take the same percentage profit 
on each unit but sell the game at a 
much lower price.' 

No other versions of Ridge 
Racer are planned by Namco, 
although it's known that the 
company has a contract with Sega 
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percentage profit 

on each unit but sell the 

game at a much lower price' 
Youchi Haraguchi, consumer sales manager 

T ekken wowed the crowds at the 
recent JAM MA show. No pictures 
have yet been released and Namco 
officials did their best to prevent 
photographs being taken, but 
T ekken is expected to appear 
sometime next year. 

One of the most impressive parts of the arcade game: the bridge section. The detail on the cliffs In the PlayStation version is faithful to the original 
Cyber S/ed, another 

PlayStation conversion in the 
works at Namco, is just 'one 
month behind Ridge Racer'; it and 
Starblade are scheduled for release 
in December and January 
respectively. 'We'd l ike to be able 
to release one game a month for 
the system,' states Youchi. 

for Saturn development (300 
software was on the cards but 
now looks dubious): 'We know 
the PlayStation well now and it's 
good hardware,' explains Shigeru. 
'But we don't know the exact 
specifications of the Saturn yet, so 
it's difficult to say whether the 
game could be translated or not. 
Other new machines l ike the 3 00 
and 32X simply aren't powerful 
enough to do justice to the game.' 

To the inevitable chagrin of 
the mi l l ions of loyal Japanese Super 
Famicom owners, the chances of 
a 1 6bit version appearing rate at 
about zero. 

Another major 
project currently being worked on 
at Namco is Tekken. Running on 
the new System I I board 
eo-developed by Namco and SCE. 
System, this beat 'em up is one of 
the most significant developments 
at Namco - System I I is 
essentially a PlayStation chipset 
optimised for the arcade. 

'lt's not exactly the same 
hardware as the home system, 
admits Shigeru, 'but it's based on 
the same system, rather l ike the 
Titan board is based on the 
Saturn. Because the game has been 
written on the PlayStation, no 
conversion wil l  be necessary - it 
can be ported straight over.' 

lt's thought that one of the 
original AM2 designers of Virtua 

Fighter is playing a major role in 
Tekken, following Namco's recent 
acquisition of key coin-op 
designers from Sega. 

With texture-mapped 
polygon fighters a la VF2 and 
exceptionally fluid movement, 

As for Ridge Racer, hopes at 
Namco remain h igh. 'We're 
hoping to sell one copy of 
Ridge Racer for every 
PlayStation sold,' Mr 
Haraguchi discloses. 'Well, £ 
if it's at all possible.' 
Thanks to T suyumi T oyoda for arranging this interview 

Namco's other PlayStation projects include Cyber Sled (above right) and Tekken (characters, top), a 
superb texture-mapped Virtua fiitM&Mdyle beat 'em up debuting on the PlayStation coin-op 
hardware. New arcade arrival Ace Driver (above left) is another likely candidate for conversion 
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The noble art of game music 
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For many years ,  videogames have rel ied on music to add atmosphere. Edge 
explores the h istory of game music, from the fi rst primitive beeps and squeaks to 

the soph istication of CD d igital audio and new custom hardware 
raphics tend to get all the 
glory in videogames. 
Game music is either 
disregarded completely 
or dismissed as 
irrelevant; how can it 

compete with Gouraud-shaded polygons 
and realtime rendering? But, as Gremlin's 
Patrick Phelan puts it, 'Music is an 
essential part of any computer game. 
Without it the game appears flat and 
without dimension.' And technological 
advances in the field of game music have 
been just as

· 
dramatic as those in the visual 

domain. Now, with the CD age upon us, 
music in videogames is set to change 
beyond all recognition. 

I n  the beginning was the Spectrum. 
The redoubtable 8bit machine simply had a 
speaker that you could turn on and off. 
When the C64 appeared it was considered 
a great technical advance because its 
specially designed Sound Interface Device 
(SID) gave the musician three synthesised 
waveform voices (channels) to work with. 
Music was written either on a PC or 
straight into the machine itself in source 

code, with the notes, their length and their 
volume typed in manually. 

lt was as much a technical exercise as 
a musical one. Veteran game-music 
maestro Tim Follin recalls, 'The music 
was secondary to the fact that you were 
making a sound that was original and trying 
not to make it sound completely crap.' 

But for all its l imitations, many 
musicians regard the era when they had to 
drive the C64's three-voice chip as the 
golden age of computer music. The music 
(described by one composer as 'plinky­
planky') was rudimentary, but there was a 
real sense of challenge involved. Writing 
the melody wasn't enough; you also had to 
write a sound driver routine to control the 
SID that would fit into the memory 
available - normally 3-SK. 

'lt was incredibly difficult,' remembers 
Chaos Engine composer Richard joseph. 
'We were doing it in source code all the 
time so you'd have to put a tune in and go 
make a cup of tea while it assembled. But it 
made it all very exciting. lt was very 
l imiting, but at the same time you could be 
very inventive if you put the time in.' 

Charles Deenan, who started 
writing music straight into the C64 as one 

half of Maniacs Of Noise - responsible for 
over 300 C64 and Amiga titles - agrees: 
'Some people writing now think they're 
really good with music, but they have all 
the synths and other things within their 
reach. With the C64 you only had three 
voices to work with and you really had to 
know what you were doing to make things 
sound good.' Many composers l ikened the 
SID to a musical instrument in its own 
right; you had to put the same time and the 
energy into learning how to 'play' it as you 
would with a piano or a guitar. 

Theoretically, you could only ever get 
three notes at a time on the SID, but ways 
were soon found to push the chip beyond 
that spec. One of the common tricks was 
to assign short, arpeggiated notes to one 
voice and trigger them for I /30th of a 
second, thereby fooling the human ear into 
thinking it was hearing more than one note 
simultaneously. And there were many 
other techniques. Sampled sound didn't 
really come into its own until the 
development of the Amiga's four-voice, 
8bit soundchip (though a handful of C64 
games l ike Deenan's Turbo Outrun actually 
managed to use it), so sampling chords to 
save voice polyphony was, strictly speaking, 
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out of bounds. What was 
possible, though, was 
realtime waveform shaping 
on the SID's square-wave 
voice (which, according to 

Deenan, gives the sound more animation) 
or filling empty spaces between notes with 
echoes from other voices. 

The pl ink-plank of a labouring C64 
soundchip is still enough to bring a tear to 
many a time-served game composer's eye. 
Mindscape's Mark Knight, who wrote the 
music to Liberation, admits: ' I 've got a 
program on the Amiga and the PC which 
emulates the C64 soundchip and I come in 
and th ink, "Shall I put a CD on? Nah, I ' l l  
listen to some Rob Hubbard".' 

When the Amiga arrived, the 
strictures imposed by the SID were 
suddenly blown away. Music was able to 
expand into vast areas of memory (Mark 
Knight guesstimates that Liberation's music 
on the standard Amiga occupies 400K), 
with the only l imitations being the desire of 
developers to release games on a single 
floppy. The Amiga also heralded the advent 
of sampling in game music, which meant 
that most composers moved on to using 
M IDI equipment. 

' I  personally still think that the Amiga 
is the most capable in the music 
department,' says Andrew Barnabas, 
who has created soundtracks for Global 

Gladiators, Aladdin and SW/V, among others. 
'The music I've heard created on it seems 
to contain a certain discernable quality not 
found on the other platforms.' Maybe that's 
why the CD32 is still using basically the 
same chipset a good number of years after 
its introduction. Despite only having four  
channels, one of  which was usually saved 
for SFX, the Amiga's sound processor was 
certainly the most successful of the 'middle 
generation' of soundchips. 

The Amiga's console contemporaries 
are accorded rather less respect by 
musicians. The Mega Drive in particular, 
which relies on a I 0-channel chip largely 
dependant on FM (Frequency Modulation), 
gets short shrift. 'Basically, the C64 
sounded better,' sn iffs Barnabas. 'Yuck' is 
Knight's opinion. 

Knight's comment on the SNES 
soundchip is equally verbose. 'I don't l ike to 
talk about it,' he says. However, there are 
many people who would argue in favour of 
the SNES's Sony-designed sound processor. 
An eight-voice chip offering 1 6bit 
data-compressed sample playback, it has 
the potential for spectacular performance. 
But its problem is memory. The SNES only 

has 64K set aside for music and SFX -
generous compared to the C64, but stingy 
in the extreme compared to the Amiga. 

'Say I had to do a conversion of The 
Chaos Engine for the SNES,' says Richard 
Joseph. 'On the Amiga, every level had 
250K. You have to squeeze that down into 
the SNES, which, okay, is a compressed 
64K, but it's sti l l  only the equivalent of 
I OOK.' Charles Deenan circumvented that 
problem by putting the note data and 
drivers in the normal 5 1 2K and restricting 

advent of Red Book CD digital audio 
capability in the games industry is turning it 
upside-down. Composers are no longer 
l imited to having to drive soundchips; no 
longer must they restrict compositions to a 
certain number of channels. With CDDA, 
they can treat game music in the same way 
as any other type of music. 

But CDDA is creating its own 
problems. The overriding issue is quality. 
The average consumer knows what a CD 
sounds l ike and has become used to a 

certain standard; anything 

' I  t• ll th • k th A • • th that falls below that standard S I ID e m1ga IS e is going to be immediately 

most capable in the music pounced upon as inferior. 
TripMedia were near the 

department. The music I 've completion of their Burn:Cycle 

heard on it seems to contain a project when they realised 
that the sound just wasn't up 

diSCernable quality DOt fOUnd to it. Fine for conventional 

th th I tf ' game platforms, perhaps, but on e 0 er p a A��T.n�as not good enough for 
CD-based systems that are 

samples to the 64K, but most people 
didn't. Also, the BRR conversions from 
1 6bit to 4bit samples were decompressed 
in realtime, which led to a noticeable 
reduction in qual ity. 

Now the PlayStation and Saturn are 
looming. The Saturn contains a Yamaha­
designed 1 6bit, 32-channel soundchip that 
is capable of emulating a conventional 
synthesiser costing £ I  ,000. The PlayStation 
supports a 21-voice ADPCM chip sampling 
at 44. 1 Hz (the industry standard for CD 
digital audio). Add to that the fact that both 
those machines, l ike most of the other CD 
platforms, all support Red Book digital 
audio and you've got sound potential as far 
removed from the C64's audio capabilities 
as texture-mapped polygons moving in 
realtime are from four-colour sprites. 

If the introduction of the Amiga 
soundchip revolutionised game music, the 

Commodore 64 

Given that the Commodore 64 first appeared 
at the end of 1982, its sound capabil ities 
were truly remarkable. The revolutionary SID 
(Sound I nterface Device) ch ip provided three 
channels of synthesised voices, with each 
voice transmitted in one of four types of 
waveform .  The S ID also had the benefit of 
programmable attack, delay, sustain and 
release (ADSR) parameters. During the 
course of its commercial  l ife, the 
Commodore 64 arguably acqui red a larger 
l ibrary of c lassic game soundtracks than any 
other machine.  

l ikely to be routed through 
the buyer's hi-fi. The result was a lot of 
rerecording and remixing. 

And that kind of thing is expensive. A 
small M IDI  pre-production suite alone 
costs around £30,000, but now M IDI 
simply isn't enough. As Jason Clift from 
game music special ists Sonic Seduction 
points out: 'If you want CD-qual ity music in 
games, you have to treat it the same way as 
any other music you'd produce for a CD.' 
This basically means having access to a 
recording studio, something that 
gamehouses are unl ikely to provide the 
capital for themselves. To achieve true 
CDDA, each channel needs to be 
separated, then treated and equalised 
individual ly. Hence, much of the final work 
on CD soundtracks nowadays gets farmed 
out for final mixing to companies l ike Sonic 
Seduction, who use studios containing £ I  
mi l l ion's worth of equipment. 

But, as Mark Knight points out, money 
is not the only thing at issue: ' I 'd l ike to 



convince Mindscape to get the equipment 
for me but then you still need the 
experience. You can sit somebody in front 
of hundreds of thousands of pounds of 
equipment, but unless they really know 
what they're doing they're not going to 
turn out bri l l iant results.' 

Then there's the question of memory. 
Even with compression routines, there's a 
fin ite amount of storage space on a CD. 
Though it might seem ridiculously large 
compared to the capacity of older 
platforms, it must be 

don't have to spend another two or three 
months redoing the music for another 
platform.' Currently, Deenan's favourite 
platform to work on is the 3DO, simply 
because the double-speed drive means that 
audio can be streamed off the CD most of 
the time. However, anything CD-based 
meets with his approval, because 'al l the 
other things are getting to be a pain in the 
arse.' Richard Joseph is firmly in the same 
camp: ' I  think everybody's looking forward 
to CDDA, to be honest, although we 

remembered that CDDA 
takes up a lot more 
memory than a sound 
driver routine - one minute 
of 1 6bit stereo at 44. 1 Hz 

'What we're doing now is CD, 
and if it goes backwards from 

that I 'd rather leave the 
eats up I I Mb. industry. I 'd rather hear 

recorded music played at 
Another obstacle is 

that the bandwidth of the 
CD is often taken up by the 
game's visuals. Graphics are 
the big sell ing point in 

20KHz than computer music' 

games, and although it may be a simple 
accompl ishment to trigger direct music 
playback off the CD, other data normally 
has priority. Charles Deenan has been 
forced to write chip music for Interplay's 
upcoming Stonekeep for the PC because 
the CD is constantly in use loading 
graphics into the machine in realtime. 
'You're lucky to have CD-based 
soundtracks now,' says Mark Knight. 
'Games are getting so complex that they 
need the CD for all the data, graphics or 
code they're trying to pull off them.' 

Hence the revved-up tech specs 
of the next generation of soundchips. The 
hardware manufacturers are obviously 
pushing for them to be used, but the 
composers themselves are less sure. The 
majority of them are passionately 
committed to CDDA. 'Most of the time 
we'll probably choose to do CD audio,' 
confirms Charles Deenan, 'just so we 

Tlm Follln 

won't know how practical it wil l be until 
people start working on it.' 

Tim Fol l in expresses his preference 
more forceful ly. 'Basically, what we're 
doing now is CD, and if it goes backwards 
from that I 'd rather leave the industry. lt 
doesn't matter when the alternative is to 
do computer music. I 'd rather hear 
recorded music played at 20KHz than 
computer music. The whole idea of 
computer music was a sil ly one to begin 
with. These soundchips were invented for 
sound effect accompaniment to a game, 
that's all it was. lt's a bit of a waste of time 
if you're doing music that's going to be 
covered by sound effects in some poxy 
little game.' 

A major reason for the attraction of 
CDDA for game composers is that 
computer music, despite the advances in 
soundchip design, is perceived as being not 
what it used to be. The technology has 
certainly enhanced the music, but the 
extensive use of M IDI and sampl ing is 

Commodore Amiga 

The custom sound c h i p  inside the Amiga 
is one of the most impressive features of 
the com puter's original  PAD architecture. 
The 'Paula'  ch i p  (as it was n icknamed by 
Commodore) has d i rect memory access 
and del ivers four channels (two stereo 
pairs) of 8bit PCM ,  with n ine octaves of 
ampl itude and frequency modulation . But 
by far the best feature is  its abi l ity to play 
sampled voices and instruments at 
different pitches, with impressive results. 
The Amiga's l ibrary includes some of the 
best game soundtracks ever written.  

mp 

Tim Follin, composer and programmer of 
a myriad of game soundtracks, is one of 
the industry's greatest talents 

Tim Fol l in  

!though only 24, Tim Fol l in has 
carved h i mself an enviable 
position in the videogame 

industry. An accompl ished player of 
the gu itar, piano and viol in ,  h is career 
started with free lance work in the 
mid-' 80s. Th is was fol lowed by a job 
with Software Creations, which then 
occupied a cramped office above a 
computer shop in central Manchester. 

At the time, the company was 
parting a range of Capcom coin-ops to 
home computer formats. Tim created a 
range of truly outstanding soundtracks 
for its conversions of games such as 
Bionic Commandos, LED Storm and 
Ghouls 'n ' Ghosts (arguably his finest 
hour, putting Capcom's SNES tunes to 
shame) for computers including the 
Spectrum,  C64 and , later, Amiga. 

Tim stayed with Software Creations 
unti l about a year ago, having 
composed and programmed accla imed 
soundtracks for Solstice (NES),  Target 
Renegade (NES) Spider-Man And The 
X-Men (SNES), Equinox (SNES) ­
notable for its ethereal ,  haunting 
music - and the fabu lously upbeat 
Plok! (SN ES) He later found time to 
create a range of widely regarded rock 
tunes for I nterplay's Rock 'n ' Roll 
Racing, also on the SNES. 

Tim currently works for Mal ibu 
I nteractive in Warrington, producing 
audio CD soundtracks for the Mega 
CD. 'I never want to write ch ip­
generated music again  if I can help it, '  
h e  says with fee l ing. 'To b e  honest, I 
real ly don't see my future in the 
games industry - I want to get i nto 
making fi lms. ' 

Fans of h is music wi l l  be hoping he 
changes his mind.  If he ach ieves h is 
a im,  the videogames industry wi l l  £ 
lose one of its greatest talents. 
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Charles Deenan is audio director at 
Interplay US, but he started writing 
game music with Maniacs Of Noise 

Charles Deenan, Interplay 

II1 ack in 1986, a Dutch duo 
cal led Maniacs Of Noise set up 
a company to create music  and 

effects for the Commodore 64. 
eo-d i rector Charles Deenan was just 
16 when he decided to team up with 
friend and musician Jeroen Tel ,  and 
the pair went on to create some of the 
most memorable soundtracks heard 
on the C64 and Amiga. 

' it kind of started as a joke , '  recal ls 
Charles. ' Essentia l ly, I was a 
programmer doing drivers and sound 
effects at first. After the first few 
games, for which Jeroen did the 
music, I tried to do some music as 
wel l .  I 'd have to say that the first few 
attempts were pretty horrific . '  Hewson 
obviously d idn't th ink so; the publ isher 
of accomplished 8bit games l i ke 
Stormlord I & 11, Cybernoid I & If and 
Zamzara, which pushed the C64's 
sound chip to its l im its , made much 
use of the Maniacs' talents . 
Companies l ike Probe Dinamic, Digital 
Design and System 3 also employed 
the Maniacs for many of the i r  games, 
and by the time they had progressed 
to the Amiga in the early '90s they had 
written music for more than 300 
computer games. 

Charles moved to the US in 1991 to 
join I nterplay, and he now heads the i r  
seven-strong audio department in 
l rvi ne, Cal iforn ia .  Among the games 
he's created music for are Out Of This 
World, The Lost Vikings, Castles If and 
the very long-awaited Stonekeep (Edge 
1). ' it 's kinda funny to see where 
game production has gone during the 
l ast four years , '  he reflects. ' My main 
tools used to be a C64 and a copy of 
Turbo-assembler. Now we' re using 
studios with about $200,000 £ 
worth of audio equ ipment. ' 

widely regarded as masking 
a lack of musical �lent. 
'Samples make things sound 
absolutely bril l iant, even if 
hardly any work was put 

towards it in the first place,' says Barnabas. 
lt's a rather Luddite attitude in many 
respects - simi lar to the purist revisionism 
that the music industry went through at 
the dawn of techno - but one which 
acknowledges a significant factor in the 
decline of computer music as an artform -

see the game they're writing for until it's 
close to completion. Andrew Barnabas 
relates a story of just being handed a list of 
titles for tunes for a table on Pinball 
Dreams 1/, a copy of the first game and 
nothing else. ' I  couldn't even see what the 
game looked l ike,' he complains. ' lt was 
l ike composing in the dark.' 

CDDA is seen by composers as the 
catalyst to improve their professional 
circumstances. Things are changing already, 
as software houses commit themselves to 

larger projects and release 

' lt'S all abOUt money these fewer games. Often the 
________________ ...=::.._ _____ musician is sti l l  only bought in 

___ d_a_y_s_. _l_f_m_u_s_i_c_f_o_r_a_g_a_m_e_ during the final stages, but 

would take three months, the some are now being consulted 
from the start. 

developers will say, " Let's Budgets are rising too, as 
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it's realised that music is 
---------------------- actually an integral part of 

that'S kind Of piSSing me Off' games. Even for games 
destined for more 

the feeling now is that 'anyone c�m do it'. 
The widespread use of, and, to an 

extent, reliance on, M IDI and sampling 
became necessary as companies released 
more games on more platforms. The 
result was that music simply became the 
finishing touch on an incredibly fast 
production l ine. Admittedly, some of the 
early composers l ike Hubbard could churn 
out great music at a spectacular rate of 
knots, but production l ines aren't actually 
renowned as being conducive to creativity 
and individual ity. 'lt's all a matter of money 
these days,' opines Deenan. ' If music for a 
game would take three months, the 
developers will say, "Let's find someone 
else", even if that person was really good. 
And that's kind of pissing me off.' 

This situation has understandably 
resulted in a great deal of cynicism among 
game composers, disenchanted with game 
music being regarded as a 'bolt-on extra at 
the end', in the words of Sonic Seduction's 
Dan Parker. Many composers never even 

SNES 
Anyone who's  ever heard SNES classics l i ke 
Castlevania IV and Equinox won't be 
surprised to learn that the mach ine has 
some powerful sound hardware. Its Sony­
designed 16bit sound ch ip del ivers eight 
channels of stereo PCM (pulse code 
modulation) and offers an adjustable 
sampl ing rate of between 6 and 48KHz. The 
chip also has hardware-assisted effects l i ke 
d igital echo,  although Equinox is one game 
that uses echo effects created in software 
to save memory - the SNES's 64K sound 
RAM is its biggest drawback. 

Charles Deenan 
conventional media, film 

composers are starting to be 
commissioned, or the inhouse one is 
starting to emulate that cinematic style 
more closely. Sound is finally gaining the 
status it should have had from the start. 
'Music is a fundamental part of the very 
essence and atmosphere of the game,' 
asserts Dan Parker. 'Now that there's 
much more capabil ity there, the whole 
position of music wi l l  change.' 

Game composers now 
have the opportunity to produce music 
that is indistinguishable from that in films. 
The complexity and the potential of the 
new technology at their disposal is 
enormous; no longer are they constrained 
by the abilities of a particular soundchip. 
But technology is only one half of the 
equation; creativity is equally, if not more, 
important. And, sound quality aside, wil l 
game music really be any better in £ 
the CD age than it was on the C64? 



For the record 

Nomis Studios, as used by Sonic Seduction 
(Paul Weller recorded Wild Wood here) 

fjJ s far as sound reproduction is 
concerned, there's no argument 
about the fact that CDDA is 

superior to chip-generated music. New 
games hardware may have multiple voices, 
but compared to a CDDA track produced, 
say, in the 64-track Nomis Studios used by 
Sonic Seduction, it's l ightweight. 

Sound drivers contain basic 
information on what instruments should 
be used, what note is to be played, for 

allargando a � • t---....._ . ;::----.._ > ftp , t§tJ 1 r r r f rr f r 1 � r"'r , 

how long and at what volume. A recording 
studio, however, splits the soundtrack into 
its component parts and assigns each one a 
separate channel on a mixing desk, 
through which it can be individually treated 
and controlled, before the music is mixed 
back down to two-track stereo. 

The important thing is to ensure that 
instruments with simi lar frequency ranges 
don't clash in the same sonic space. Every 
channel on the mixing desk has a fader and 
equaliser: the fader controls the volume, 
while the equaliser governs the level of any 
chosen frequency. For example, a bass 
drum and a bass guitar occupy similar 
frequencies, so the sound engineer can 
decide to cut the bottom end and boost 
the top end of one of the instruments and 
do the reverse with the other. He must 
set the volume, the equal isation and the 
position of that sound in the stereo span 
before it can be recorded to tape. 

MIDI  is far less adaptable; keyboards 
often only have a stereo output so � 
sounds can't be separated. "L..:::::: 

German musician Chris Hiilsbeck has 
established himself as one of the 
world's best game compose�s 

Chris H illsbecl< 

hris H u lsbeck is another 
veteran C64 soundtracker 
turned professional game 

Sonic Seduction can be contacted on 08 1 -830 6263. Fax: 0273 400455 
music ian.  Aged 26, he now works i n  
Langen,  Germany, for Kaiko, a 
company which is probably best known 
for the excel lent Amiga shoot 'em up 
Apidya, although his energetic 
soundtracks for Factor 5 's  Turrican 
games are among his most 
accompl ished work. 

Banding together 

Alien Sex Fiend were responsible for the 
ambient soundtrack heard in Inferno 

D he big trend in game music at the 
moment is t� rock bands. Inferno 
comes courtesy of a soundtrack by 

Alien Sex Fiend; Acclaim's Maximum 
Carnage features Green Jel ly; Microcosm 
has Rick Wakeman; and EA's 3 DO Road 
Rash thrashes along to music from 
Therapy? and Soundgarden, among others. 

Although such manoeuvres provide a 
nice opportunity for reciprocal promotion, 
the logic of depending on narrowly defined 
musical genres is questionable. A 
soundtrack pivoting around alternative 
metal might increase sales to that sector of 
the market but is just as l ikely to alienate 
other, much larger, sectors. 

Another problem is money. In a 

recent issue of Making Music magazine, 
Renegade's Graham Boxhall stated: 'We 
get a lot of interest from bands but they 
misunderstand the commercial aspects. 
We've had approaches from well-known 
bands l ike Utah Saints and The Shamen, 
but it wouldn't be profitable for us.' 

The potential for multimedia abuse of 
copyright is enormous. Mark lsherwood, 
general l icensing controller of the 
Mechanical Copyright Protection Society, 
which distributes royalties to artists, has 
warned that reducing the royalty rate for 
CD-ROM music from the audio one 
(8.5%) could lead to a 'longterm erosion of 
income' for musicians. After two years of 
negotiations, the MCPS sti l l  has 'major 
problems to overcome' before it can 
realise its aim of introducing a court­
enforceable Standard Licensing Scheme. 

Rock music in videogames is still a 
novelty . .  Currently, events seem to be 
mirroring the film industry; Charles 
Deenan has hired an undisclosed 'big name 
artist' for an intro sequence, and 
Burn:Cycle's score will be available as a 
conventional audio CD. But how long the 
music industry - not exactly known for 
being profit-shy - will tolerate the games 
industry's traditionally low fees is 
open to question. 

Chris' career started at the age of 
14 when he entered a music 
competition in a German games 
magazine and managed to take first 
prize with a piece entitled Shades. 
Th is was good enough to land h im a 
job at Dusseldorf-based Rai nbow Arts 
(now cal led Softgold) ,  where he 
produced the music for many games, 
includ ing canned M ario clone The 
Great ' Giana Sisters (C64 and Amiga),  
X-Out (Am iga) ,  Jinx (Amiga),  R-Type 
(Amiga) and Z-Out (Amiga).  

Chr is wi l l  soon be writing music for 
the Sony PlayStation - and, 
encouragingly, wi l l  be programming it  
on the machine instead of just 
streami ng digital audio. 'The 
PlayStation has extremely good sound 
hardware , '  he cla ims. 'There are 
s imi larities to the SNES but you've got 
512K sound RAM ,  and there are 24 
voices and a reverb processor to play 
around with. I guess you ' re looki ng at 
about £1,200's worth of audio 
equi pment on the PlayStation board . '  

I n  Germany, Chris has released 
audio CDs of his music, many of which 
are superb. His latest, Rainbows, is  a 
compi lation of reworked older music 
from Rainbow Arts games. For ordering 
detai ls ,  call Kaiko on 010 49 6103 
52365, or fax them on 010 49 £ 
06103 24816. 
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59 George Street 
Altrincham Cheshire 

TEL: 06 1 929 7433 
AYLESBURY 

39 friars Square, Aylesbury' 
Buckinghamshire 

TEL: 0.543 4 1 8  666 BUUa..I-UPON-TRENT 
Unit 30 Octagon Centre New Street 

Burton upon Trent Staffs 
TEL: 0283 5 1 7505 
DON CASTER 

I I South Mall Frenchgate Centre 
DoncasterTEL: 0543 4 1 8666 

HULL 
Unit I I Princes Quay Hul l  

TEL: 0482 585 1 00 

LEEDS 
I I Albion Arcade 

Bond Street Centre Leeds 
TEL: 0532 454098 

COVENTRY 
Unit 24 Orchard Walk Orchard 

Shopping Centre Coventry 
0203 520778 

MAIDENHEAD 
6 Nicholson Walk 

Maidenhead, Berkshire. 
TEL: 0628 770768 

MANCHESTER 
I 09 Marsden Way 

The Arndale Centre,Manchester 
TEL: 06 1 839 9473 

Call into your local Calculus 
or phone our Mail Order number 

to order your Panasonic 300 and soft­
ware titles. Sign our credit form con­

firming the period over which you wish 
to pay. (you can change your mind on 
how to pay after your 6 months own­
ership) Once we have received a good 

status report the Panasonic 300 is 
yours, enjoy it for 6 Months and then 

confirm your final payment choice. 
A. Choose easy payment terms* of 
your choice from 6 to 36 months. 

B. OR Pay Calculus Price plus soft­
ware ordered No Strings attached, 

No Interest charges. 

NORTHWICH 
85 Witton Street Northwich 

Cheshire 
TEL: 0606 47883 

OLDHAM 
The Spindles, Oldham. 

Lancashire 
TEL: 06 1 6270822 

PRESTON 
St Georges Centre, Preston Lancashire 

TEL: 0543 4 1 8666 
S HE FFIELD 

67 The Moor Sheffield South Yorkshire 
TEL: 0742 72 1 1 92 

SUTTON COLDFIELD 
80 The Parade Sutton Coldfield 

West Midlands 
TEL: 02 1 355 4839 

TAMWORTH 
Unit 34 Ankerside Shopping Centre 

Tamworth 
TEL: 0827 67776 

WALSALL 
48 Park Mall Saddler Centre Walsall 

TEL: 0922 2 1 700 
WARRINGTON 

52 The Mall Golden Square 
Warrington Cheshire 

TEL: 0925 575055 
WIGAN 

1 8a The Galleries Shopping Centre 
Market Street Wigan 

TEL: 0942 3239 1 3  



We accept Access and Visa Cards 
or a cheque. put you r  cheque 

guarantee card· number on the back of 
your cheque for an instant status 

cheque otherwise allow 5 days for 
clearance. Mail order goods are 

normally dispatched the day that an 
order is cleared and delivered 

Nationwide by Securicor 
H I NTS AND T I PS 

If you are visiting a Calculus Store, 
bring a cheque guarantee card and 
proof of identity for Instant credit 
clearance. Otherwise it can take 

upto 24 hours but you must be over 
23 and in Full Time Employment. 

*APR 29.8% 

TOTAL �! £ ________ � 

Name .. . . . . . . . . . . . . . . . . . . .  : . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . 
Address� . . . . . . . . . . . . . . . . . . . . .. . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . 

Postcode . . . . . . . . . . . . . . . . . . . . . . . . . . TEL .. . . . . . . . . . . . .  .. I enclose my cheque for £... . . . . . . . . . . . . . . . . . . . . w h d b d rite xour c e�e �uarantee car num er an name 
Visa /Access Nq I I I I I I I I I ·1 I I I I I I I �����ff;eJ!s��tchego�'J<s����in�h������r:�;an allow 7 days for cheque clearance. 
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Magic ca,.,.rs graphics probably represent the PC's finest hour. Two enemy magi (wizards) slog lt out over a glittering sea while you sit 
back and annihilate them both (above). An enemy balloon and a kraken suffer the full force of your wrath (inset) 

Format: PC 

Publisher: Bul lfrog 

Developer: I n-house 

Price: £50 
Release : Nov 18 ( U K) 

i rtua l ly every successful software 
company has made it big by carving 
out a specific niche for itself. 

LucasArts dominates the graphic adventure 
genre with h its l i ke Monkey Island and Sam 'n ' 
Max. M axis depends enti rely on its Sim series 
for sales revenue. And Electronic Arts is the 
undisputed champion of the sports si  m. So 
when a developer eschews the style of game 
it is best known for and fl ies off in  a 
completely unexpected d i rection,  people sit u p  
a n d  take notice. Especia l ly when that company 
is the sickeningly successful Bul lfrog. 

Bul lfrog made its name with intensely 
playable strategy games l i ke Populous, 
Powermonger and Syndicate. However, its new 
creation is a full-on arcade trip whose main 
strength is its luscious graphics. I n  fact, i n  

Magic Carpet Bul lfrog has managed to  create 
one of the finest realtime environments ever 
seen.  As you explore on the magic carpet 
which is your mode of transport throughout the 
game, the landscape scrol ls beneath you with 
breathtaking speed and smoothness. The 
texture-mapped polygons are expertly depth 
cued and shade off into a beautiful mist effect 
in the near d istance - this not only softens the 
whole view, making it more real istic, but it 
a lso obviates the need to draw to the horizon,  
a l lowing the game to run faster and use less 
memory. A s imi lar  effect was seen in  the 
Novalogic shoot 'em up Comanche, but the 
results of the proprietary 'Voxel Space' 
technique used in  that game were far inferior. 

You don't need a top-of-the-range Pentium 
to make the earth move, either: even on a 



The volcano spell only appears later in the game. lt showers everything around with lava and is the 
most effective method of razing an opponent's castle to the ground. Before (left) and after (right) 

486DX2/66 the frame rate is very fast. If you 
have a lower-spec machine,  you can speed the 
game up considerably by selecting one of the 
lower-detai l  options,  but many players wi l l  
decide that the game's fu l l  graphical finery 
enriches the atmosphere so much that it 
easily compensates for the sl ightly reduced 
feel ing of motion. 

Magic Carpet is  a lso blessed with a model 
control system. it's sufficiently sensitive to 
permit fine adjustments but sti l l  a l lows violent 
evasive action.  Moving the mouse affects pitch 
and rol l  and the cursor keys control sideways 
movement and speed. You automatical ly rise 

over h i l ls and feel no ill effects if you col l ide 
with a wal l ,  which makes the game less of a 
flight sim and more of an arcade experience. 

But, of course, games l ive or die by their 
gameplay. And the gameplay in  Magic Carpet 
is bloody marvel lous. You play a wizard who 
has to do battle with up to seven other wizards 
in each of the game's 50 worlds as wel l  as a l l  
that world 's other inhabitants. Ki l l i ng a 
sentient being (peasants don't count) releases 
its mana (magical energy) in the form of a bal l .  
Casting a spell turns these bal ls from a neutral 
gold into your  playing colour (eg blue), which 
a l lows you to dispatch a bal loon from your  

Summon an army of skeleton warriors to aid your attacks (above). This mirror (top 
left) teleports you to a random place on the map. An earthquake spell in the 
process of destroying a castle (top right). Killer bees attack in swarms (inset). 
Mana balls have to be changed to your colour before you can capture them (right) 

t est s c r e e n I 

O ptions 
Magic Carpet has a wide range of 
options to suit the power of your PC.  
C louds can be added to  the sky with a 
m i n imal l oss of speed. The water can 
be set to reflect s i l houettes on ly, 
although the result is that you l ose the 
stunn ing  effect of fu l l  reflections on 
r ipp l ing water. Anti-a l ias ing can also 
be turned on to soften edges, but th is  
has a heavy C P U  burden and can 
make the landscape look fuzzy on a 
sma l l  monitor. Options mak i ng the i r  
first appearance i n  a mai nstream PC 
game i nc l ude support for  3 D  g lasses 
and stereogram generation. 
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Five seconds ago this banner flew 
above a mighty fortress (top right). The 
genie is a potent foe. (right). 3D 
glasses are supported (top). Water is 
fully reflective (above middle) The map 
alters as your geomorphology 
experiments continue (above) 

castle to collect them. As your  bal loon drifts 
around gathering mana, it becomes a target 
for other wizards looking to steal your  gains. 
Defending it whi le maintain ing pressure on 
your  opponents is an art i n  itself. As you 
col lect more mana your  spel ls become more 
effective and your  castle becomes more 
heavi ly fortified - archers even appear on the 
ram parts to ward off attacks. 

There are 12 d ifferent types of enemy on 
which you can un leash your  spel ls .  All 
possess an array of magic and physical 
attacks which they employ with unnerving 
intel l igence. Some attack as ind ividuals whi le 

others swarm towards you in a col lective 
attempt to knock you out of the sky. 

All this means that Magic Carpet 
is the best of a l l  worlds. Not only 

is it a visual treat, a thoroughly 
exhi larating experience and a 

frantic blast, but it i ncorporates just the right 
amount of strategy to ensure that you never 
get bored . Bul lfrog has d isti l led all the h igh ly 
add ictive elements of its God sims into a 
single game, and added raw pace. At its most 
basic, it's an inspired mix of Populous and an 
arcade game, combin ing the best graphics 
outside an arcade with freeform gameplay. lt's 
a lso a seriously longterm chal lenge, especia l ly 
with the superb network option which a l lows 
up to eight players to contest the ai rspace in a 
frantic orgy of mult iplayer violence. 

Magic Carpet more than vind icates 
Bul lfrog's change of course. lt's a game that's 
as addictive, demanding and visual ly 
i mpressive as Doom If. And that's 
some achievement. £ 
Edge rating: N i ne out of ten 
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• Ecstat ICa 

Having finally made it to the crypt below the chapel, the game's protagonist descends a roughly-hewn stone staircase with justified trepidation. At 
the bottom lies the key to the savage fate that has befallen this once-peaceful medieval village. But there are plenty of mysteries yet to unravel 

Format: PC CD-ROM 

Publisher: Psygnosis 

Developer: A Spencer 

A Maindron 

Price: £45 
Release : Nov '94 (UK) 

t's not perfect, but it's pretty close. 
Ecstatica is  i n  many ways a work of 
genius;  one of the most exciting, 

gripping and startl ingly original  games to 
appear on the PC in recent years. 

The programming virtuosity of Andrew 
Spencer has already been wel l  documented in 
Edge ( issue 13). His e l l ipsoid-based an imation 
engine brings an amazing level of sol id ity and 
fluid ity to the characters and locations of the 
game, perfectly complemented by the 
cinematic storyte l l i ng ski l ls and bri l l iantly 
deta i led animations of Alain Maindron. The 
result is a triumph of the imagination,  a 
stunning creative vision made possible by 
remarkable technical innovation. 

Most closely resembl ing the Alone In The 
Dark games, Ecstatica actua l ly manages to 
improve on certain aspects of lnfogrames' 

groundbreaking series . Visual ly, it's more 
varied, convincing and arresting, although the 
viewpoints are ,  at times, a l ittle less wel l­
chosen.  The sound, too,  is superior - punches 

The werewolf exacts his vicious revenge by 
smacking you around with wince-inducing force -
and all you can do is watch him do it 



Fighting skills are just as important In Ecstaflca as conventional adventuring curiosity. Here the hero (or 
heroine -, you can play a woman .throughout the game) engages a number of odious creatures. Most 
original is the tough-talking table that springs to life If you 'try to put an object down on it 

connect with shocking force. The movements 
of the characters are wonde rfu l ly real istic and 
there's a huge variety of special  animations, 
seam lessly integrated into the action .  Walking 
along a path , your  character may stop briefly to 
re l ieve h imself on the verge, then carry on as 
d i rected, but you never feel that you've lost 
contro l ;  noth ing interrupts your  involvement. 

I n  fact, the mechanics of Ecstatica, 
complex though they are, remain for the most 
part completely invis ib le,  leaving the game free 
to develop its own d istinctive emotional 
atmosphere and character. And : despite the 
colourfu l ,  cartoon-l i ke graphics, .it's a character 
rooted in vio lence. M uch as it would be n ice to 
say that it's only there is as part of the plot, 
absolutely necessary to conjure up a 
sufficiently scary atmosphere,  that wou ld 
s imply be sidestepping the fac

,
t that Ecstatica 

is ,  for much of the time, a downright 
unpleasant game. 

Apart from the fights, and the unspeakably 
grisly horrors that l itter the landscape, there 's  
the question of  your  own death - an event that 
occurs with upsetting regu larity. There are 
many ways to kick the bucket, and each is 
utterly horrific in a different way. Mauled by a 
minotaur, s l iced in half by a fal l ing portcul l is  or 
mashed to a bloody pulp by a hammer-wielding 
man iac - the choice is yours.  And your  
perception doesn 't end when you die,  so you 
get to see the subsequent actions of your  
murderer. And they're un iformly disagreeable. 

Ecstatica has transcended the games as 
movies/movies as games debate and 
achieved a status that previous CD-ROM titles 
have only h inted at: that of art. The potential 
of the medium to del iver a un ique kind of 

t e st s c r e e n I 

Vi l lains 

From the i rksome werewolf who dogs 
your  progress r ight from the start of 
the game to the i nvis ib le footso ld iers 
Cyou can only see the i r  swords, sh ields 
and sandals) that impede you later on, 
there's an impressive variety of 
imaginative and or ig inal adversaries 
in  Ecstatica. Many can be k i l led fai r ly  
eas i l y, but a couple of them are 
invincib le .  You can either take your  
chances and make a run  for  it ­
although the faster ones wi l l  catch up 
with you eventual ly - or stand and 
fight. H it them enough and they' l l  
back off for a whi le to nurse the i r  
wounds, but  don't count on them 
remain ing subdued for too l ong. 
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interactive experience, satisfying both 
gameplaying and aesthetic demands, has 
been much debated but never fu l ly real ised. 
Now, after years of false starts, there exists a 
product that mixes the techniques of fi lms,  
cartoons, comics and games with aston ishing 
success, then adds a secret ingred ient that 
can only be described as sheer imaginative 
fla i r. And we' re left breathless with wonder. 

Wel l ,  a lmost. it's inevitable that a game so 
ambitious wi l l  have its flaws. The main 
problem is combat. Due to the admi rable 
simpl ic ity of the control system ,  there are only 
a couple of moves avai lable. Once you've got 
used to it, this makes for a n icely strategic 
chal lenge, where ducking and runn ing away 
are just as important as your  hand-to-hand 
ski l ls, but it does lead to repetition .  More

· 

fundamental ly, the game's structure is ne ither 

rigorous enough for adventure fans or frenetic 
enough for action add icts. 

However, Ecstatica is sti l l  an outstanding 
achievement. Its action is set in a un iquely 
bel ievable and consistent fantasy world ,  where 
monsters stay put when s la in and you can see 
the actions of other characters through 
windows. This makes for a total ly engrossing 
gamesplaying experience. 

Most important, though , is the element of 
surprise. Ecstatica offers genuine shocks, 
some amazing twists, and some exceptional ly 
beautiful and original  graphical treats. it's not 
just a good game; it engages you on an 
emotional leve l ,  invoking fear, wonder, £ 
revu lsion and del ight in equal measure .  

Edge rating: Eight out of ten 

There are plenty of human characters for you to meet, as well as the somewhat unfriendly monsters and demons. The court magician turns you into 
a frog (top), and the dying inhabitants of the village beseech your help (bottom). All the voices are supplied by English actors, with general success 



There are now more than 1 50 
developers signed up to produce 
Jaguar software titles, with over 

. 50 titles in progress. The following 
are the current titles, with Atari's 
release dates. 

Crescent Galaxy · JGS 1852 NOW 
Evolution · Dino Dudes · JGS 2462 NOW 
Raiden • JGS 6722 NOW 
Tempest2000 · JGS 7472 NOW 
Wolfenstein 3D · JGS 8932 NOW 
Alien v Predator · JGS 1122 NOW 
Brutal Sports Football · JGS 1532 NOV '94 
Cannon Fodder - JGS1704 NOV '94 
Chequered Flag - JGS 1761 NOV '94 
Tiny Toon Adventures - JGS 7592 NOV '94 
Doom - JGS 2282 DEC '94 
Flashback - JGS 2971 DEC '94 
Kasumi Ninja - JGS 4502 DEC '94 
Club Drive - JGS 1794 JAN '95 
Rise of the Robots - JGS 6942 FEB '95 £49 
Bubsy the Bobcat - JGS 1581 EARLY '95 TBC 
Brett Hull Hockey EARLY '95 TBC 
Battle morph (CD) EARLY '95 TBC 
Battlezone 2000 - JGS 1341 EARLY '95 TBC 
Blue Lightning (CD) EARLY '95 TBC 
Creature Shock - JGS 1802 EARLY '95 £39 
Chartes Barkley Basketbaii - JGS 1741 EARLY '95 TBC 
Chaos Agenda EARLY '95 TBC 
Demolition Man - JGs 2142 EARLY '95 £39 
Dragon - Bruce Lee Stmy - JGS 2272 EARLY '95 £39 
Hardbaii i i i - JGS3841 EARLY '95 TBC 
Highlander (CD) EARLY '95 TBC 
Iron Soldier -JGS4011 EARLY '95 TBC 
Jack Nicklaus Golf (CD) EARLY '95 TBC 
Space Wars - JGS 7031 EARLY '95 TBC 

ACCESSORIES 
Jaguar Controller - JGA 2000 
Composite Monitor Cable - JGA 4327 £16.g9 
RF Switch Box inc Cable - JGA 4871 £16.99 
Scart Cable - JGA 4200 £9.99 

THE SILICA 
SERVICE 

THE WORLD'S FIRST 

e VOLUME 
Business, Education and Tel: 081-308 0888. 

e MAIL ORDER: 

The 64-bit Jaguar is here 
to  ma ke o th e r �a m!� 
consoles look prehlstonc. 
Atari, the inventors of �ideo �am��;t:vd:�e�of�� 
another world exclusive - t e h the 
ames console. Why settle for l�ss , w en 

Jaguar can deliver arcade qual ity_ sou
n�bl:�� 

graphics in games wh ifh wo���c�
e :Uio��guar's 

play on other conso es. . . nearest 
impressive specifications, t�en VIS�t you�an't wait Si l ica store for a demonstratl��u���if��der hotl ine to get your hands on one, ea 'tf we can make sure your now. Stock perml mg, after we receive Jaguar is delivered to you th� day . . FREE' 
your order ( U K  mainland). And, delivery (Mon·Fn) IS . 

CD-ROM add-on 
Tfu�

r
gl��

e
a��

c
��:n�a���u�

i
i�
g
��:��t��i

t���:�se�� p . CD dd on for Jaguar 
before Chnstmas 94. 

deliver a a -

FREE DELIVERY on orders over £40+VAT. 
Small administration charge (£2.94 incVAT) 
on orders under £40+VAT. 

e STORES NAnONWIDE: 21 stores including 18 in branches of Debenhams. 

• 5 Processors 
• 64-BIT DATA BUS 

2Mb 32-BIT RAM 
• Spectacular 32-BIT Graphics 

including 3D Animation 
• 1 6. 7 Million Colours 

CD Quality Stereo Sound 
• 1 7  Button Controller 
• Plugs Straight into a TV 
• Free Cybermorph Game 

PLEASE SEND A BROCHURE ON THE ATARI JAGUAR 
Mr/Mrs/Miss/Ms: . . . . . . . . . . . . . . . .  Initials: . . . . . . . . . . . . . . . . . . . . . . . .  . . 

Surname: . . . . . . . . . . . . . . . . . . . . . . . . . . .  . 

Company (it applicable) 

Address: 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  Postcode: 

Tel (Home): 

Tel (Work): . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  . .  

Which computer(s), if  any, do you own? 
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I M icro Mach i nes 2 
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odemasters, wel l  known as a stack 
'em high , sel l  'em low budget labe l ,  
surprised everyone in  1992 with the 

h igh ly original  Micro Machines. On the surface 
it was just another top-down racer, but it was 
d istingu ished by a superb twoplayer option and 
well-themed levels inspired by the M icro 
Machines model cars tie-in .  

I n  Micro Machines 2 ,  the single-screen 
twoplayer race mode has been tweaked 
sl ightly to accommodate extra cars. The 
screen scrol l ing keeps up with the lead car, 

and if a car goes offscreen it drops 
out of the race. When one racer has 
burnt off a l l  the others it scores a point 
(the first car out loses one) and the 
other cars rejoin the race. The player with 
the most points at the end of the race wins. 

There's a natural balance to this system 
which makes for very exciting games. The 
leader drives close to the edge of the screen 
and has to trust his memory, his reactions and 

In the music room you have to sneak under the 
descending sticks of the xylophone player to win 

The eightplayer game 
(above) has smaller 
cars and a wider-angle 
view. This perspective 
is also used In some 
standard levels (Inset) 

his luck to stay on the 
course, while the tai l-ender has 

an easier drive as he can see more of 
the track in  front. 

The s imultaneous eightplayer option -
apparently the first of its kind - puts two 
players on the same pad, one using the keys, 
another the d i rection pad. lt works fairly wel l  
but it's a l ittle too awkward t o  play for long. 

The 54 new tracks, 16 vehicles and new 
play options, including a league, a tournament, 
team play and time tria ls with battery 
backed-up lap records, extend the l ife of both 
the mu lt iplayer and the oneplayer game. 

Anyone who has played Micro Machines 
knows what a great little game it is.  This 
sequel expands the concept so much that it 's 
practical ly irresistible . Mega Drive owners wi l l  
have to wait a long time to find a more £ 
playable cartridge. 

Edge rating: Eight out of ten 

Format: Mega Drive 

Publisher: Codemasters 

Developer: I n-house 

Price: £45 
Release: TBA 

A roller doubles as a landing pad for 
one of the jumps In the workshop 
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j FIFA International Soccer 
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Format: 300 
Publisher: Electronic Arts 

Developer: Extended Play 
Price: £50 

Release: November (UK) 

lectronic Arts virtua l ly cornered the 
16bit soccer sim market with FIFA 
Soccer. Now the company is trying to 

repeat that success in the 32bit fie ld .  EA's  
sports division has  channel led a l l  its 
considerable creative ta lents into creating the 
definitive next-gen footy game, and the result 
is 3DO FIFA. Given that FIFA went down well on 
the SNES and Mega Drive and that the 3DO 
has obvious technological advantages over 
those machines, 3DO FIFA must be the best 
soccer sim ever, right? Wel l ,  a lmost. 

it's obvious from the moment you boot up 
the game that 3DO FIFA is  premier-division 
stuff. A lavish intro, toe-tapping music and 
video c l ips from great moments in  soccer 
h istory make it arguably the best-presented 
3DO game yet. Like most EA sports games, it 
a lso has an exhaustive range of options. You 
can play an exh ibition match,  enter the World 
Cup or even set up your own league. 

After the teams have been chosen,  it 's on 
to the game proper. The camera zooms in  on 
the stad ium,  the players sprint onto the pitch 
to an enthusiastic roar from the crowd and the 
match gets under way. it's now that things 
start to get rea l ly interesting. Firstly, there are 

During an action replay, free-cam mode (top left and bottom right) allows you to 
position the camera at a position of your choice. Set angles can also be accessed, 
including the dramatic net-cam (bottom left) and the remote stadium-cam (top right) 

Goal kicks are less a tactical exercise than a 
case of booting the ball as far as possible 

seven set camera angles. Admittedly, a few of 
them are largely decorative - they're too close 
to the action to be useful - but the remain ing 
ones a l low you to see enough of what's goi ng 
on and give you a sufficient range of 
perspectives to make 3DO FIFA a genu inely 
3D experience. 

I n  fact, on the visual side there's vi rtually 
nothing to criticise in 3DO FIFA - choose the 
tele-cam mode, sit back, and you could a lmost 
be watching a real televised match.  Not only 
do the players run ,  tackle and shoot in an 
acceptably l ifel ike manner (a lthough not qu ite 
wel l  enough to give credence to EA's c la im 
that each character can cal l  on over 2 ,000 
frames of animation) but they also have a 
reasonable level of artific ial  i ntel l igence. The 
pitch is a lso superbly textured and scrol ls 
around smoothly and convincingly. 

As if that weren't enough , the sound is 
wonderful too .  All the crowd noises were 
sampled from the '94 World Cup and are 
completely event sensitive. Un l ike some CD 
based footba l l  games - Sensible Soccer on 
the Mega CD, for example - there's no 
noticeable delay between an event on the 
pitch and the crowd 's reaction to it. If a 
powerfu l ,  swerving shot is tipped over the bar, 
you won 't have to wait unti l  the corner kick is 
taken before you hear the crowd gasp. 

But, of course, the most important aspect 
of any sports sim is playabi l ity, and this is 
where 3DO FIFA takes a sl ight tumble. The 
16bit versions were never the most intuitive or 
strategic of soccer sims - they rel ied instead 
on their  arcade- l ike action . And although the 
aesthetics have been greatly improved for the 
3DO , the play mechanics have simply been 
ported over from the previous game. 
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3DO FIFA offers seven preset viewpoints during realtime play. 1 Ball-cam (limited by narrow field of view) 2 Stadium-cam (good, all-purpose 
view) 3 Shoulder-cam (good, but the players can appear too far away) 4 Cable-cam (probably the most effective view) 5 Tele-cam (the 
tracking makes passing difficult) 6 Endzone view (the players are often too far away) 7 Sideline view (the changing angles can be confusing) 

The result is that those imperfections that 
always made playing FIFA Soccer a rather 
frustrating experience for d ie-hard football  fans 
are sti l l  present. No matter how many hours 
you invest in practice, you never feel that 
you ' re fu l ly in control of events. lt's very 
d ifficult, for example, to string a series of 
qual ity passes together, because the 
opposition always man-marks. This wouldn't 
be so bad if you could just dribble past the 
opposing player, but their close proximity 
makes th is impossible too. So you end u p  
s imply hoofing the bal l  u p  the pitch the 
moment you receive it in  the (often vain) hope 
that one of your players is on the other end . 

Scoring goals is obviously what footbal l  is 
al l  about, but in FIFA Soccer there's no real 
technique for getting the bal l  in the back of the 
net; it's just a case of running near the goal 
and blasting away in  its general d i rection.  The 
pecul iar th ing is that, because of the arcade 
nature of the game, you ' re just as l i kely to 
score from the halfway l ine as you are from 
inside the penalty area. 

In  its favour, 300 FIFA does feature the 
most comprehensive and versati le 

action-replay system you ' re ever l i kely to see. 
As wel l  as being able to rewind and 
fast-forward the sequence, you can view it from 
almost any angle you wish. This is a very 
effective, professional touch which rounds off 
an already polished piece of software. 

One of the reasons for the huge impact 
made by the original FIFA Soccer was its 
excellent multi player option - in fact, many 
people regarded it as the whole point of the 
game. 300 FIFA is  equally adept in  that . 
department and a l lows up to six people to play 
s imultaneously, which makes for a hectic but 
supremely enjoyable experience. 

The best word to describe 300 FIFA Soccer 
is 'fun ' .  lt looks and sounds great and the 
action is fast and furious, but it's too c lumsy 
to be taken seriously. The truth is that 300 
FIFA just isn't in the same league as Sensible 
Soccer. If you enjoyed the 16bit version, you ' l l  
find the  3 0 0  game pretty much irresistible. I f  
you didn't, the  a l luring visuals are £ unl ikely to convert you .  

Edge rati ng: Seven out of ten 
The players are detailed and move 
smoothly, but the opposition's 
close marking is frustrating 
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You know your 
market. They want to 
be fed a steady diet of 
in-your-face graph ics and 
animation . And they want it now! 
The kind of stuff SOFTIMAGE's 
hyper- innovative software lets 
you produce at the speed of 
imagination . And the very same 
software that's helping today's 
out-front gamemakers cook up a 
whole new generation of games.  

To make sure Zach gets h is  
dai ly requ i rement of games, 
contact us pronto. Feeding time 
1 s  soon.  

SOFTIMAGE 

SOFTIMAGE Inc . ,  Corporate Headquarters: 35 1 0, bou l .  St- Laurent, suite 400, Montrea l ,  Quebec, Canada H2X 2V2 Tel . :  ( 5 1 4 )  845 -1636 Fax: ( 5 1 4 )  845-5676 

U.K. 44 71 287 0708 • Asia 65 538 3289 • Italy 39 39 6057 720 • France 33 1 46 04 3300 • Germany 49 8062 7083 0 • Spain 34 1 535 20 1 7  
® Creative Environment is a registered trademark of SOFTIMAGE Inc. 



t 
a change al pace 

The video game magazine is dead. Long live 
THE video game magazine. Ultimate Future 
Games is about to bring you the future • • •  





Edge s 

Edge 3 

Supergun: the complete home arcade system • Game genres: why haven't videogames changed since the 
1 980s? • Virtual reality: wil l  it change videogames for the good? • Reviews: Crash 'n Burn (3DO); Super 

Empire Strikes Back (SNES); Dune (Mega CD); Return To Zork (PC CD-ROM); Splatterhouse (FM Towns 
Marty); FIFA Soccer (Mega Drive); TFX (PC); Rastan Saga (arcade) 

Edge 7 

Edge 4 
PC Engine: the 8bit console that made a hit abroad but is still regarded as a cult in the UK • Edge talks to 
Peter Molyneux's Bullfrog, the company behind Populous, Powermonger and Syndicate, about their latest 
creations • Reviews: Cybermorph Uaguar); Secret Of Mana (SNES); Myst (Macintosh CD-ROM); 
Frontier: Elite 11 (PC/Amiga); Samurai Shodown (Neo-Geo); Dracu/a X (PC Engine); Aladdin (SNES); Joe 
Montana's NFL Football (Mega CD); Kether (CD-i); lndyCar (PC) 

Edge & 
30 graphics: exploring the third dimension • FMV: the story of movies on CD• Archer Maclean: the 
creator of Dropzone, Pool and /K+ talks to Edge • Binary Asylum: the company which believes in 
playable games reveals their first title, Zeewolf • Reviews: Total Eclipse (3 DO); Raiden Uaguar); Bomberman 
'94 (PC Engine); Ganbare Goemon 2 (SNES); Night Trap (3DO); Ground Zero Texas (Mega CD); Mortal 
Kombat 11 (arcade); Fatal Fury Special (Neo-Geo); Voyeur (CD-i); Alone In The Dark 2 (PC) 

Edge asks: What's wrong with the PC? • LaserActive: Mega Drive 
gameplay plus LaserDisc visuals • Reviews: Doom (PC); Ridge Racer 
(coin-op); Super Darius 2 (PC Engine CD); Super Puyo Puyo (SNES); 
Muscle Bomber (FM Towns Marty) Mega Man X (SNES); Scavenger 4 
(FM Towns M arty); Lunar (Mega CD); Sim City 2000 (Macintosh/PC); 
Monster Manor (3 DO); R-Type 11 (arcade) 

Inside Namco: Edge asks the coin-op masters about 
Ridge Racer, PlayStation and the greatest arcade games 
ever • The C032: is it doomed to fai l ?  • Reviews: John 
Madden (3DO); Ultimate Tiger (Marty); Sub-Terrania 
(MD); Tempest 2000 Uaguar); Virtua Racing (MD); Spin 
Masters (Neo-Geo); Strider (arcade) • Plus Leading 
Edge guide to the next-generation gameboxes 

Edge 10 

Edge 9 

Taos: a revolutionary new universal operating 
system unveiled • Yu Suzuki: Sega's driving force 
• Global domination: the multinationals muscling 
in on interactive entertainment • Reviews: Ultima 
VIII (PC); Pebble Beach Golf (3DO); The Horde 
(3 DO); Fatal Fury 2 (PC Engine); Art Of Fighting 2 
(Neo-Geo); Super Metroid (SNES) 

Has the dream turned sour for Trip Hawkins? • Out of sync: 
global incompatibil ity explored • Reviews: SOS (SNES); Pacific 
Strike (PC); Super Wing Commander (3 DO); Heavenly Symphony

· 

(Mega CD); The 7th Guest (CD-i); Windjammers (Neo-Geo); 
Flying Shark (FM Towns M arty) 

Edge 13 

Edge 12 
The secret is out: first details of Bulldog, 3DO's answer to the 
PlayStation • CES: report on the show that resurrected Nintendo, 
featuring Donkey Kong Country, Killer Instinct and Cruis'n USA • The 
rules of the game: Edge explores the mysterious art of gameplay • 

Reviews: Outpost (PC); Top Hunter (Neo-Geo); Wo/fenstein Uaguar); 
Super Street Fighter 11 (Mega Drive); TIE Fighter (PC); Shock Wave 
(3DO); Kikikaikai 2 (SFC) • With FREE 300 supplement 

First shots of PlayStation and Saturn games, including Panzer 
Dragoon, Motor T oon Grand Prix and Clockwork Knight • Siggraph '94: 
Edge reports from the world's premier computer graphics show • 
Ecstotico: the game that could take PC 3D graphics into new realms • 
Reviews: Road Rash (3 DO); Earthworm Jim (SNES/MD); Alone In The 
Dark (3 DO); Mortal Kombat 11 (SNES/MD); Burning Soldier (3DO) 

Edge 14 
Jeux sans frontieres: Are French videogames now 
ready to take on the world? • LucasArts: Edge visits 
the Star Wars gamehouse • Saturn previews: Virtua 
Fighter and T ama • First PlayStation Ridge Racer shots • 
Reviews: Doom 11: Hell On Earth (PC); Alien Vs Predator 
Uaguar); Inferno (PC CD-ROM) 
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Theme Park PC CD-ROM Sim City 2000 PC Simon The Sorcerer C D32 Daytona GP Arcade 
Mortal Kombat 11 SNES/Mega Drive Mother 2 Japan: al l formats Road Rash U S :  al l formats 

The l atest l ist ings  from th roughout the wo r l d  of v i deogames 
Mega Drive SNE S PC US: all formats 

1 Mortal Kombat 11 1 Mortal Kombat 11 1 Sim City 2000 1 Road Rash 

Acclaim Acclaim Maxis/Mindscape Electronic Arts (300) 

2 Sonic The Hedgehog 2 FI FA International Soccer 2 Frontier: E I ite 2 2 Breath Of F i re 

Sega Ocean Gametek Square Soft (Genesis) 

3 F I FA International Soccer 3 Super M ario World 3 TI E Fighter Virgin 3 Super Street Fighter 1 1  
Electronic Arts Nintendo 4 Theme Park Electronic Arts Capcom CSNESJ 

4 J u ng le  Book Virgin 4 Starwing Nintendo 5 Lemmings 2 Psygnosis 4 J ungle Book Virgin (SNESJ 

5 Super Street Fighter 1 1  5 The J ungle Book 6 X-Wing US Gold 5 Mega M an IV Capcom (NESJ 

Sega Nintendo 7 M icrosoft Space S imu lator 6 The Death & Return Of Superman 

6 PGA European Tour 6 Mortal l<ombat Microsoft Sunsoft CSNESJ 

Electronic Arts Acclaim 8 IndyCar Racing 7 Super Street Fighter 1 1  
7 Sonic Spinbal l Sega 7 Super M ario l<art Virgin Capcom (Genesis) 

8 Sonic The Hedgehog 3 Nintendo 9 M icrosoft F l ight S imu lator 8 J ungle Book Virgin (Game Boy) 

Sega 8 Street Fighter II Capcom Microsoft 9 Mega Man X Capcom (SNESJ 

9 M ickey And Donald Sega 9 Super Metroid Nintendo 10 FI FA International Soccer 10 F I FA International Soccer 

10 Sonic The Hedgehog 2 Sega 10 S im City Nintendo Electronic Arts Electronic Arts (SNESJ 

Amiga C D32 M ega C D  PC C D-RO M C D-i 

1 Simon The Sorcerer 1 Tomcat Alley 1 Theme Park 1 The 7th Guest 

Adventure Soft Sega Electronic Arts Philips 

2 Frontier: E I ite 2 2 F IFA International Soccer 2 Rebel Assault US Gold 2 Earth Command 

Gametek Electronic Arts 3 Encarta Phi lips 

3 N igel Mansel l 's World Ch'sh ip 3 Ecco The Dolphin Microsoft 3 Palm Springs Open 

Gremlin Graphics Sega 4 Sam And M ax H it The Road Phi lips 

4 Zool 2 Gremlin Graphics 4 Lethal Enforcers l<onami US Gold 4 Little Divi I 
5 Su13erfrog Team 1 7  5 Prince Of Persia 5 The Journeyman P roject Phi lips 

6 H umans 1 & 2 Sega Gametek 5 Voyeur Philips 

Gametek 6 Battlecorps Core Design 6 TFX Ocean 6 Video Speedway Philips 

7 Trivial Pursuits 7 Ground Zero Texas 7 Frontier: E l ite 2 7 Compton's Encyclopaedia c. 
.2 Do mark Sony Imagesoft Gametek Phi lips ;;; � 8 Banshee Core Design 8 Sewer Shark 8 Ishar 2 :  Messengers Of Doom 8 Steel Mach ine 

� 9  Gunsh ip 2000 Sony Imagesoft Silmarils Phi lips 
t 

Microprose Stri ker P ro Philips :I 9 Batman Returns 9 Day Of The Tentac le 9 8 t! 10 International Sensible Soccer Sega US Gold 10 Hotel Mario "' 
.c Renegade/M indscape 10  Sonic C D  Sega 10 Outpost Sierra Online Phi lips u 
::111: 
� . • • • . • • . . • • . • • . . • . . . . . . . . • . . . . . . . . . • . • . . • . . • • • . • • • . . • • . • • • • • . . . . . . • . . . . . • • . . . • . . • . . • . • • • • • . • . . . . . . . . . • . • . . . . . . . . . . . . . . . . . .  



Edge readers' m ost wanted 
W h i c h  item of videogames hardware or software - real or 

vaporous - would you most l i ke to get your hands on? Write to 

Edge M o st Wanted ,  Edge,  Future Publishing, 30 M o n m outh 

Street, Bath, Avon BA1 2 BW, and confess your greatest desires 

Midway's texture-mapped racer, Cruis'n USA, becomes Edge's most 
desired game this month. And the only place you'll be able to play it, 
outside of an arcade, is on Nintendo's Ultra 64, released in 1995 

Arcade:  dedicated 
1 Daytona G P  

Sega 

2 Ridge Racer 

Namco 

3 Wing War 

Sega 

4 Suzuka 8 H ours 

Namco 

5 Lethal Enforcers I I  

I< on ami 

sega's Daytona GP (top) still 
leads the dedicated charts. Wing 
War (middle) swoops straight in 
at number three, with Lethal 
Enforcers 11 completing the trio 

PlayStation Ridge Racer is only 
half-finished, but the game is 
already becoming a legend 

4 Little B ig  Adventure (PCJ 

Adeline's superb-looking arcade 
adventure promises to be one of 
the year's best PC games 

Japan: all formats 
1 Mother 2 

Nintendo (SFC) 

2 Breath Of F i re 

Capcom (SFCJ 

3 J League: Excite Stage '94 2 

Epoch (SFCJ 

4 Fatal Fury Spec ial 

Hudson Soft (PC Engine) 

5 Super Street Fighter I I  

Capcom (SFCJ 

6 Super Puyo Puyo 

Banpresto (SFCJ 

7 Super Power League '94 

Hudson Soft (SFCJ 

8 Super Space Invaders 

Taito (SFCJ 

9 Super Bomberman 2 

Hudson Soft (SFCJ 

10 Final Fantasy VI 

Square Soft (SFCJ 

Sega's arcade beat 'em up is also 
heading for home conversion and 
also creating serious excitement 

5 Heart Of Darkness (PCJ 

Amazing Studio's Heart Of 
Darkness combines great visuals 
with absorbing gameplay 

Nintendo's involving RPG, Mother 
2 (top) claims the top slot in 
Japan, while Capcom's Super SFII 
(middle) and Square Soft's Final 
Fantasy VI (bottom) slide 
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Edge tru ly does 
reach the 

best talent in the i nd u stry. 
I ' m  both 

amazed 
a nd delighted 

with the response 

• 
• 
• 
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Paul Rose, Prospect International Ltd 
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eo p e 
Programmers/Artists C, Assembler, 3D/2D ski l ls  for new 

£1 5·25k, West Midlands technology. 

3D Programmer C programming for Playstation 
c£22k + profits, North development. 

Graphic Artist S i l icon Graphics experience 
c£20k + profits, North preferred. 

3D Programmers large company, Playstation development. 
£20 • 35k, London 

3D Programmers large company, 3 DO, Saturn, Playstation, 
£20 • 30k, Oxon SNES, Megadrive. 

Graphic Artists Softi mage experience for Playstation 
£ 1 5  • £3Sk, London development. 

Producer I nternational games compa ny seeks 
to £40k, London sen ior manager. 

Programmers/Artists Maci ntosh and CD-Rom prog ram mers/ 
£1 3·£20k, S. Coast 3D Studio a nd Wavefront artists . 

P lease contact Justin Hill i n  complete confidence. 
on 071 -636 6944 

or send you r  CV to GamesPeople Recru itment 
36 Langham Street 
LONDO� W l  N 5 RH 

Telephone 071 -636 6944 

CAREER OPPORTUNITIES IN 
INTERACTIVE 

ENTERTAINMENT 
Our cl ient base ranges from sma l l  software development teams to 

world lead ing leisure software publ ishers, 
based th roughout the UK. 

The fol lowing is  i nd icative of current vacancies: 

DESIGNERS £ 1 4K - £25K+ 
PROGRAMMERS £1 2K - £35K+ 
ANIMATORS/GRAPHIC ARTISTS £ 1 0K - £30K+ 
PRODUCERS £ 1 7K - £40K+ 

STOP PRESS! - URGENTLY WANTED 
S I LICON GRAPH ICS SKI LLS ! 

3 D  PROGRAMMERS ! 
C PROGRAMMERS ! 

CD EXPER IENC E !  
Please forward your CV to: 

AARDVARK SWIFT LTD. (Games Division), 

75-77 STATION STREET, SWINTON, 

SOUTH YORKSIDRE 864 8PZ 
For an  update on the very latest opportun ities, telephone Stephen 

Lloyd Davies on 
(0709) 571 44 1  Fax (0709) 586527 

Absolute Discretion Assured. 
Our service to applicants is free of charge. 



TM 

Vo You have lty to make ideas happen? 
Iguana &tertalnment. one of the 
fessionals to join our ever growing 
3ZX. Sega CD. and Sony PSX. A 
Ouarterback Club. NBA Jam Tournam 

behind hits like "NBA Jam" &. "Aero the Acro-Bat". seeks pro­
nln·r+r"�""" include Nintendo Super NE.S. SE.GA Genesis. Saturn. 

VID£0 GAM£ 
ARTISTS: 

Successful candidates will be experienced in 
animation. and familiar with DPaint. 3D "lt�,,rJ;ri'll'lr1rilr1m1vr->r1fir,nnl 
tration. 

ANIMATORS: 

Cartoon animators with a traditional eel nnr-�<nrntmn 
industry are needed. To qualify. applicants mus 
styles. such as realistic. cartoon. and effects. , 

VE:.siGNE:RS: 
Seeking highly creative candidates�. it11Jl>e.3f.e!'.f 
motivated team players capable o. 

TECHNOLOGYffOOLS P2JGRAMMERS: 
Must be fluent in "C. 480 Assembler. SVGA Video Cards and User 
Interface Design. Ideal candidates will also possess experience in Video 
Compression. Real Time Rendering Techniques and have a strong math 
background. 

Aero the Acro-Bat Z Zero the Kamikaze Squirrel. NFL 

Our Advanced Technology Department is looking 
artists with the following qualifications: 
• Strong animation and art experience (College 

job) 
• Strong design skills in both character desigo nY.u�'ltr1f,-,,,ri'ttro<: 
• Experience in the games industry is a ,..,.�."'"' ''··•·.,...,.� 
• We// rounded )D artis.tc.�fJi>Q.!Jjg, .Qt" fffc,del'iJ;lq: 

Wavefront 
3D Studio 
Photosho� � � � �· 

• .k ... F:racrGI Design Painter 
AnimatorPro ......... ,.=···.;,;....· 

Deluxe Animate 

Must possess strong "C and problem solving skills along with experience 

in: 80x80. 08000. 0502. RISC. 2D or 3D Graphics techniques. Previous 

game development experience or a college degree is required. 

We offer an excellent compensation and benefits package. an exciting and challenging work environment. committed and dedicated teams. 
a proven track record and high profile projects. To be considered for any of the positions listed above. you must send work samples with 
your resume to: 

IGUANA ENTCRrAINMENT. INC. 
'Personnel Dept. £. 

3ll10 Far West 131vd. Suite 301 
Austin. TX 18731 USA 

IGUANA ENTCRrAINMENT. LTD. 
'Personnel Dept. £.. 

Church House. Grange Road 
Midcllesbrough. Cleveland. TSI ZLR England 





U.S. GOLD - A GROUP COMPANY OF 
CENTREGOLD PLC 

CentreGold Plc is the N u mber One lead ing name i n  
development, p u b l ish ing and ma rketing Comp uter a n d  
Video E nterta i n m ent. 
An opportun ity has a risen for the fol l owing people to 
jo in  an expan d i ng and g rowi ng organ ization in our 
i nternal  software d ivision, S I LICON D REAMS, in  
Oxfordsh i re and B i rm i ngham.  

Working with the very latest i n  32/64 bit tech nology, 
you wi l l  he lp  shape the future of i nteractive 
enterta i nment. We have the fol lowing vaca ncies to 
supplement o u r  exist ing tea ms. 

You wi l l  have the experience with working with the 
very latest hardwa re and should be fl uent i n  GC++ or 
assembly lang uage, especia l ly R ISC- based . Knowledge 
of 3-D prog ra m m i n g  a nd/or U N IX wou ld be 
advantageous. 

You w i l l  be working on 3�D mode l l i ng/a n i mation 
systems, based on S i l icon G ra p h ic tech nology/hardware 
and 2-D Works on Apple M acs and PC p latforms. You 
must be a b l e  to show creativity and i n novation.  

A m i n i m u m  of two yea rs' experience i n  prod ucing the 
enterta i n ment software. Bas ic  technica l knowledge and 
good com m u n ication ski l l s a re req u i �ed. 

As a pa rt of o u r  conti n u i ng Qual ity Prog ra mme, we 
req u i re a n u merate and l iterate tester to work in the 
Qua l ity Control Department. You wi l l  have a mature 
approach, be i nterested in Computer Software Ga mes 
and be able to prepare reports and p resentations to 
management. 

All  positions a re with i n  the Software Development 
Department and we a lso welcome appl ications from 
newly-q u a l ified g raduates who wou ld wa nt to b rea k 
i nto the enterta i n ment i n d ustry with a major 
m u lt inational  pub l ic  com pa ny. 

If you a re self-motivated and a rticu l ate and welcome a 
cha nce to jo in  a p rog ressive forwa rd-th i n king 
organ ization that i nvests i n  its people and has g e n u i ne 
career opportun ities, then p lease a pp ly with c.v., 
i nc lud ing exist ing sa l a ry deta i l s, to: 

Stephen A. Ed mondson, 
Personnel  Ma nager, 
CentreGold Plc, 
U n its 2 & 3 
Holford Way, 
Holford, 
B i rm i ng h a m  

C E N T R E G O L D  

B6 7AX. 

p l c 

CentreGold Plc. is an equal opportunities employer. 





A Fresh 
Sea Ai r Approach 

Stuck i n  a rut ? 
Has your flair been dampened ? 
Need to work where you make a difference ? 
Young ,  Innovative Company needs similarly innovative 

Software Artists for a joint ventu re with a large American 

Publishing Company. 

3DS experience would be handy, as well as a deep love 

of coffee, listening to the 'Prodigy' and total ignorance 

of nine to five worki ng hours . . .  

Express yourself in a big way with a small company with 

a BIG future ! 

Project royalties offered to the right person!  Help with 

relocation may be possible. 

Interested, Curious or just plain bored �'.r-��L.._�:J::r'�"""' 
then call Russell Ritchie 
for a confidential natter 
0502 53 1 094 

DEVELOPMENT OPPORTUNITIES 

PLATFORMS 
Nintendo's Ultra 64 (Project RealityL Sony PS-X, Jaguar, Saturn, PC, PC CD-ROM, 
Mac CD, 300, A 1 200, CD32, Megadrive, SNES. 

LOCATIONS 
MOST LOCATIONS THROUGHOUT THE UK! (London & home counties; South West, East & 
West Midlands, North East England including Yorkshire, North West England and 
various parts of Scorland). 

OPPORTUNITIES 

3D MODELLERS £25-33k 
To work on Silicon Graphics machines. Candidates will be familiar with at least one 
of the following: Alias, Wavefront, Softimage or 3D Studio 

3D PROGRAMMERS £28-36k + Bonus 
C/C++ and 3D graphics programming experience 

SENIOR PROGRAMMERS £30-38k + Bonus 
To lead the development of exciting new projects 
PROGRAMMERS £23-30k + Bonus 
Various projects. 80x86, 68000, ARM, 658 1 6/6502 or C/C++ 
GRAPIDC ARTISTS £18-27k + Profit Share 
2D and/ or 3D skills. Candidates will be experienced in computer based graphics 
and/ or animation and will be familiar with Dpaint or 3D Studio. 
VR PROGRAMMERS c£28k 
C and 3D computer graphics. Knowledge of C++ bene�cial. Previous Virtual Reality 
experience advantageous. 
SENIOR GRAPHIC ARTIST c£30k + Bonus 
To lead small team. 3D Studio experience 
PRODUCERS £25-34k + Bonus + Car 
Candidates will have previous video games experience and a track record of success. 
FREELANCERS £Negotiable 
Programmers and Artists. 

For more details or an application form, contact us in complete con�dence on 
0924 254467 or alternatively send your CV to Marie Harris at:­

Zodiac Pursuit, 1 6  Colleen Road, Durkar, Wake�eld, W. Yorkshire WF4 3PX 

There is now only one stop on the infobahn. · 

The unique guide to the world of integrated 
communications. The 1atest in Multi-Media, 

Audio -Visual and Virtual Reality 
in one magazine, at one price. 

On sale October 20th only £2.95 
Buy Your  Copy Direct on 081 801 1 664_ 



R J M ica l was a gu id i ng force 

beh i nd the Am iga , the Lynx and 

the 300 . Edge greets one of the 

games i ndustry's true origi na ls  

h e  magnificently 
mustachioed R J Mical 
has been creating 

· computers since most of 
us were gawping at digital 
watches. Not all of his 

creations saw the l ight of day, but the ones 
that did became central to the home 
computer entertainment revolution. R J 
started his career at Will iams Electronics in 
Chicago before teaming up with hardware 
designer Oave Needle to produce the 
original Amiga I 000. The pair then went on 
tq create a state-of-the-art handheld games 
machine that ultimately surfaced as the 
Atari Lynx. Since 1 990, his talents have 
been directed towards a single end: the 
300. R J is vice-president and Fellow of 
The 300 Company and was responsible 
for developing the 300's operating system 
software and Cinematic Software Tools. 

Edge met R J in the pastel paradise of 
the St James Club in London, where he 
discoursed on 300, Atari, Zen and 
mad-dog Engl ishmen. 

Edge What's the story behind the creation 
of the 300? 
R J Mical My partner, Oave Needle, and I ,  
with Oave Morse, had this company called 



New Technologies that was founded to 
create a bunch of cool technology - some 
smal l things, a few medium-sized projects 
and one or two major projects. At the time 
we thought it would be fun to do 
something really powerfu l. The machine 
that was successful out there then was the 
Genesis and we thought we'd make 
something ten times better than the 
Genesis. We weren't really into it for the 
money. We were into it for the 
opportunity to do that stuff because it's 
just so cool. Fortunately for us, our success 
over the years was enough to keep us in 
business whi le we were working on this, 
the system that ended up turning into the 
3DO. We did the Amiga originally and then 
we did the Lynx. The Amiga was a good 
piece of technology and so was the Lynx, 
but both of these machines suffered from a 
lack of public awareness. 
Edge Do you feel that Atari let you down 
over the Lynx? 
R J At the time it was a superior piece of 
technology. They had a lot of problems due 
to their history as a company and the 
relationships they have maintained and 
squandered with software developers and 
hardware suppl iers. We didn't believe it 
had a chance of surviving when it was sold 

i n t e rv i e w I 

to Atari. Sadly for us, and sadly for a lot of R J We were visited one day by a venturE: 
people, it turned out to be true. capitalist, Dean Hovey, who saw the 
Edge So you feel some empathy with the prototypes of the 3DO we had put 
designer of the Jaguar, then? together and was extremely excited by it. 
R J Well, we resisted as much as we could He told us he had been with Trip the 
having the thing go to Atari and when we evening before and Trip [then 
were unsuccessful we resigned from the president of EA] had been 
company where we created it, a company expressing great frustration 
called Epyx. The day after we � �8 at the rigmarole of having 
resigned, the three of us, Dave ....a\'e two, three dozen 
Needle, Dave Morse and I, �\. y-� • � "" platforms out there to 
got together for lunch �,6.� •• � �, .. � ttO develop for and was 
to figure out what �..te � 4-.,. 'i\)!( �6. � '\\. saying he wanted to 
we were going to �.� \-.1�· o'- til' �� � invent a new 
do next and we �e Cle •• ' � �\).e standard in the 

decided on what � �� �� � �.1 lf.O ....13 � industry and a 
projects we wanted to Cl. e� � �6.,.., ,o y- brand-new technology. 
work on, including what ... \• Cj �\. Then we'd have one system 
eventually became the ...,_,eJ ·_A 0 that we'd all believe in and 
3DO. Though the Amiga r ,�� everyone would be happy. The 
had only l imited success [in \.� consumers would be happy, there wouldn't 
the US] , it was recognised as a be the confusion, they'd get the very best, 
real nice piece of technology we'd support it and push it to be the best, 
that just wasn't sold well . Likewise the and we'd all win. lt would be a big win all 
Lynx. So the th ird time we started walking the way round. The only problem Trip had 
around saying, 'We've got this great idea is that he didn't have the technology yet. 
for a system', people were enthusiastic and But after a dance of NDAs we ·got together 
were wil l ing to front us the money to bring with Trip and by the end of that afternoon 
it to fruition. we had an understanding of the kind of 
Edge When did Trip enter the picture? company we might try and form together. 
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Edge This is at the end of 1 990. Was 
autumn 1 993 always the target for the 
launch, or did you have problems? 
R J We originally figured on a little bit 
earlier, but as we brought in more partners 
they had their own desires which had to be 
satisfied. Time Warner wanted it to be 
good at working with movies as they had 
an interest in the cable market. AT& T 
wanted it to have a powerful operating 
system able to handle telecommunications. 
So the schedule kept slipping. 
Edge That must have been frustrating 
given that your putative competitors were 
also busy at work? 

R J Mical professes not to be concerned 
about the Saturn and PlayStation 

R J For the business people, yes. But the 
technology people were delighted because 
that's what we love to do most - to 
extract what the thing is destined to be, 
not what we originally set down on paper. 
Edge Are there any features that you're 
particularly pleased with? 
R J I'm very del ighted with the overall 
graphics processing capabilities. We wanted 
to have something that would make you sit 
back and say, 'Woah, this is television ! '  We 
wanted to put together an engine that 
would push pixels around very 
conveniently, have high rendering rates and 
produce natural, real-world effects. 
Edge The 3 DO has been criticised for its 
comparatively modest polygon rendering 
rate. Is this a real deficiency or do you 
think the polygon experience is overrated? 
R J I think it is an overrated thing. There 
are a lot of applications that you can do if 
you have a huge amount of polygon 
rendering horsepower behind you that are 

more difficult to do if you don't, but that's 
just one part of a good games system. You 
have to have excellent audio processing 
and a system that can do animated 
characters wel l .  But we do have a very n ice 
polygon engine in the 3 DO and we haven't 
yet seen what developers wil l be able to do 
when they get really comfortable with it. 
Edge Has any game released so far lived 
up to your ambitions for the machine? 
R J Road Rash. Its blend of 3D horsepower 
and 2D character animation made for a 
rich experience. lt's doubtful that some of 
these new polygon systems coming out are 
going to be able to do that very well . 

Even with 3DO M2 is on the way, R J believes 
that the current machine can survive on its own 

Edge How can you be so sure? Their 
specs look mighty impressive. 
R J At the moment I 'm not really 
concerned about them. 
Edge Do you have any thoughts about why 
consumers, especially in the USA, have 
resisted 3DO's attraction? 
R J I understand that it's doing so 
much better in the States now 

R J Well, nothing's decided yet. I agree 
with Trip: there's no big pressure yet to do 
anything. 3DO's on top. We've got a 
machine now. We're sell ing tons of them 
now. We're sell ing incredible amounts of 
software per piece of hardware. These 
other machines, if and when they ever 
come out, are going to have a long startup 
period struggling to establish themselves, 
just as we d id. We will have to address 
them at some point but we don't have any 
sense of urgency. 
Edge You've recently announced Sanyo as 
a hardware licensee. Is there anyone else 
waiting in the wings? 
R J I hope that Phi l ips becomes one of the 
companies that joins the 3DO family and 
does a 3DO system, at least for the 
European mar!<et. They don't have to let 
the CD-i go, although that's what I would 
advise them to do. I'd really l ike to see it 
happen. The CD-i was an extremely good 
machine when it was first launched but, l ike 
the Amiga, it's many years old now and it's 
time for the next steps to be taken. I think 
that a way for Phi l ips to continue to keep 
its presence in the marketplace would be 
to join us, and it would be to 3 DO's 
benefit to have a company as great as 
Phil ips as one of our manufacturers. 
Edge Are you ever surprised by what your 
machines can do? Do coders break through 
what you thought were the technical l imits? 
R J Absolutely. I was with a programmer 
from Elite recently and he was showing me 
an effect on the 3 DO that was just 
amazing. lt's an extremely complicated idea 
that took a long time for him to explain to 
me, but it was fantastic, because it was the 
first instance I've seen where an engineer 

that the people there are no 
longer concerned about it. 
Everyone's very happy. lt 
looks l ike this Christmas 

? I.. has reached beyond our logic into the 

...,O�,a_ hidden logic that's there in the system 

is going to be very 
good for us. 
Edge Assuming that 
this is the case, 
and given that 
Trip Hawkins is 
quoted as saying, 'We 

., � waiting to be d iscovered - the � � �A.t underlying Zen. 

�� �h- 8a ..... � �� !lt Edge You mentioned Elite. 

... ,8 _ � -wJIIl 0� r�h- Do you find British 

"'a �h-- a.- • 8 o, � programmers 

to Wilq -g ,.a ��A.t !lt t�_. particularly 

le ·� ������ ..... �.A v ingenious? f �� � {k 01� R J In general I think 

don't need a next-generation 
... ,8 0 .. �� I & they are. UK and 

l.l, ... ,8A.. Germany. If you look at 
product unti l there's much more 
pressure in the marketplace', we were 
surprised to hear about Bul ldog/M2. What 
can you tell us about it? 
R J  Well, now, let's see. Bulldog . . .  
Something that bites your ankle and needs 
a crowbar to get it off . . .  We are thinking 
about an upgrade for the existing machine 
that will add a bunch of extra capabilities. 
Edge What, specifically, can we expect to 
see in this add-on? 

�0, ..,.,, the stuff on the Amiga, by 
far the coolest hacks of all 

came out of the UK and 
Germany. These mad-dog 

programmers who live, breathe, 
eat and drink this stuff. I would hire each 
one of them to join my company if I could 
because I want those kind of passionate, 
crazy, wild-haired, wild-eyed fanatics who 
care about doing superb things. And .EO 
that's what 3 DO is really all about. CIE 
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OVER 350 P.C.B. GAMES IN STOCK. 
PIX WELCOME 

SEND S.A.E. FOR INFORMATION PACK 
OR PHONE; 

0011 00V 0011 11 · 
FAXI ®011 0011 V000 

HEARTS LEISURE, 
115 BOWES ROAD, PALMERS 

GREEN, LONDON N13 4SB 
(SUPPLIIRS, OPIUTORS, DISTRimORS, a IMPORTIRS OF ARCADI MACHINIS a iAMMA IOARDS) 

As used and seen on 
Gamamaster & Gamaworld 1V Shows 

Arcade :: 
Connection , 

Ha���Jzo��c�;���gro��t the Super Gun Pro £99 PAL version £ 1 39 
Customise your Super Gun Pro 

with one of these options 
Colour Contrast Control 

Phone Connectors 
Headphone Socket 

4 Player Connectors 
'Hadoken' Professional Arcade 

6 Button Stick made from 
Black Anodised Aluminium £38 

A Large Selection of Arcade 
PCB's Also in Stock. 

Tel: 0 1 8 1 -473-3707 
Fax: 0 1 8 1 - 265-3 2 1 3  

0 en M on-Sat I Oam-8 

Cornwal l 
CQIISOU COIOIICTIOII8 

.• � UK VERSION + 

A"@''' CYBERMORPH 
J'� £229.99 

WOLFINBTIIN £49.99 
BRUTAL SPORTS FOOTBAll 554.99 

AUIN VB PRIDATOR 554.99 � UK VERSION + � !E TOTAL ECUPSE • � 
£399.99 riWilil 

IIIIAII BIIIB ,.---II_O_A_I_A_TU_R_K__:::::::; BIIZWA1II IMPORT ·MID KDV 
J1IA IDKT PLATITATIDK 
.IIBIMAIDII IMPORT •IARLT DIC 

+ MANY MORI CAll FOR PRICIB 

TIL: 0872 281065 

PRII NAT10NWIDI 
DILIVIIlY 

Dorset 
VIDEO GAME 

CENTRE 
We have a huge range of 

new & used consoles, games 
& accessories including new 
& rare imports from Japan 

and USA. 
Megadrive, Mega CD, 
Super Famicom, Nes, 

Gameboy, Jaguar, Lynx, 
3DO, PC Engine, 

Turbografx, Neo-Geo 

Kent 

50NY PSX (NOV 30TH) -Call for Price 50nWARI AVAllAIU - Philosoma (Cam FROM lAUNCH : �����;���am 
- RidgeRocer (Coil) 

NECPCfXOutlepl8mbe!·CoHf�ofetn� 
Wl iUY USED lDO, HlO G£0 AND SUPlRGUH SOFTWI.Rl 

m, 0622 871 544 r2!!;1., .!!!�!! 
Leeds 

�D R E N A L I N 
SPECIAL! Atari Jaguar + Cybermorth 

+ Scar! + Extra joypad 
+ Wolfenstein 30 RRP £3 1 9  

Adrenalin Price £290 + £5 postage 
All you ever needed is right here I 

Sega, Nintendo, P.C. Amigo, Jaguar, CD32, CD Rom, 
3DO, CDi, Macintosh software) 

Sego, Amigo, CD32, 3DO, Jaguar and CDi hardware, 
plus loads of accessories) 

All products new and reasonably priced) 
All ENQUIRIES WELCOMEI I  

For a FREE price list, yes FREE (no SAE required) 
Call us on Leeds (0532) 383 1 88 

Or write to: ADRENALIN SOFTWARE, PO BOX 21, MORLEY, LEEDS LS27 OXE. 
Don't forget to tell us which machine(s) you have. 

Sorry no port exchanges. 
Cheques and Postal Orders only. Allow seven days 

clearance for cheques. All items sent recorded delivery. 
0Sa�:d��k���s 

t�f12
t���� -

Answer phone is on all other times. 

!Pil!lli::l.l!P ll!l!P W@ll!l(l{ ®&./i::l.\rn!P!!,£1? 
WO'ii'(){) ADRENALINII  

Leistershi re 
£1"AME.5WOI<LD. 

Meaadrive 
Meaa-CD 

SUPER N I N,.ENDO 

i DO 
JAGUAR 

PC-CD ROM 

PHILIPS CDI 
llew and Used Bargains 

Part Exchange Welcome 
(0664) 480 2 1 1 
6 BOWLEY COUR'I, 

"EL'IOII "OWBRAY, 
LEICES'IERSHIRE LE I J I XY 

M idd lesex 

1· c r� c  
- · - · - · - · ·  

* AMIGA * 

* SUPER NINTENDO * 

* GAMEBOY * 

* GAMEGEAR * 

* PC CD ROM * 

* MEGADRIVE * CD32 * 

* ATARI JAGUAR * 3DO * 
ARRIVING DEC '94 

SONY PSX & SEGA SATURN DEC '94 EDGE RAnNG 10/10 & 10/10 JAN '95 EDGE RAnNG 1/10 & 1/10 ('COS PSX 2, BULLDOG & THE LADA CONSOU 
NIK 4 WILL BE OUT IN '96) 

CARTRIDGE EXCHANGE AVAILABLE 
9 Wilton Parade, Feltham 

Middlesex TW13 4BU 
Tei/Fax: 081 893 2 100 

Ym�il'�tr �IF��� lL� 
TJ. Pavlllon6 c.ntr. fi 

Opposlt• Argos 
IJxbritlg. 

NEW STORE 
+ All Formats Stocked 

inc: 300 - Jaguar - CDi. 
+ Over 100 PC Titles 
+ Latest Imports 
+ We buy & sell used 

games (SNFS & Megadrive only) 

364 Uxbridge Road, Hayes, 
Middx UB4 OSE 

* Atari Jaguar (USJ now 
in stock 

* Neo-Geo - All titles etc. 
available 

* S/NES US Consoles + 
latest titles in stock 

* All imported accessories 
at best prices 

* S/NES 50/60 Hz 
· conversions - Ring for 

details 
* Large stock of used 

games - all systems 

0 8 1  5 6 1  1 4 1 1  
West Mid lands 

M.D. CONSOLES. 
Specialist Retailers of Games 

Consoles, Accessories 
and 

Development Stations for 
Megadrive and Famicom 

Suppliers to Both Retail 
and 

lrade Outlets 

RING FOR CATALOGUE 

- !)384 480047-
�nowroom now open at 

Suite 6c Mill Street, Brierley Hill, 
West Mids DYS 3AW 

Sales & service 0384 480047 
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Berkshi re 

OFFICIAL UK STOCKIST 
ALIEN VS PREDATOR (!...'/ N � ) 

MAIL ORDER SPECIAIJST 
DANIEL of WINDSOR 
1 20- 1 25 PEASCOD STREET 

WINDSOR BERKSHIRE 
00 0753 862 1 06 mu 
West Yorkshire 

Importers Of Console Games & Jl.ccessories 
MEGADRIVE * MEGA CD * 

* SUPER FAMICOM * ATARI JAGUAR 

* NEO GEO * 3DO 
STOCKim AND DISTRIBUTORS OF THE FIRE RANGE OF 

NE 0 G E 0 TOP-LOADING CD. CAll! 
PRE-BOOK YOUR SONY 

PlAYSTATlON 
AND SEGA SATURN. CALL FOR DETAILS. 

LATEST JAGUAR SOFTWARE IN STOCK. 

PLEASE SEND S.A.E FOR LATEST 

PRODUCT CATALOGUE 

Established over 3 years in Mail Order. 

Visit our new retail outlet now open at 
No 3 Marl<et Street, Hecl<mondwike, 

West Yorluhire WF16 OJY 

TEUFAX 0924 402244 
�--�- - - - --- ---

Scotland 

BU,YIN.G GAMES? 
WHERE ELSE 

BUT 
�[10[[) 
@@[1[[) 
GAMES 
CENTRE 

COMPUTER 
ENTERTAINMENT 

�@) 
@@[!JQ) 
GAMES CENTRE 

COMPUTER 
ENTERTAINMENT 

Hardware, Software & 
Accessories For 

3DO + Amiga + CD32 + Gameboy + 
Gamegear + IBM + Jaguar + 

Mac + Nintendo + Sega 

Exchanges + Secondhand Sales 

CLUB MEMBERS SPECIALS 
38-40 Westport 

Dundee 
Tel 0382 26305 

South Wales 
rM"m"icufu.¥�10) fficQ) l 

LOOK : 
OWN YOUR OWN : 

ARCADE VIDEO MACHINE : 
e.g. 20 " Video suitable 

for most 'Jamma "games. 
3 Button Panel - £275 
6 Button Panel - £295 

Note: These are quality ex-site refurbished 
machines adapted for home use. 

Limited Quantity Available Games also supplied 
Phone for more details. 

Tel: 0222 342362/73 1 809 L - - - - - - - - - - - - - - - - - - -

Scotland 

COMPUTER 
ENTERTAINMENT 

Hardware, Software & 
Accessories For 

3DO + Amlga + CD32 + Gameboy + 
Gamegear + IBM + Jaguar + 

Mac + Nintendo + Sega 

Exchanges + Secondhand Sales 

CLUB MEMBERS SPECIALS 
89 Holburn Street 

Aberdeen 
Tel 0224 2 1 2721 

COMPUTER 
ENTERTAINMENT 

Hardware, Software & 
Accessories For 

3DO + Amlga + CD32 + Gameboy + 
Gamegeai' + IBM + 'Jaguar + 

Mac + Nintendo + Sega 

Exchanges + Secondhand Sales 

CLUB MEMBERS SPECIALS 
36 Church Street 

Inverness 
Tel 0463 236666 

I 
Suffolk 

FOR LEISURE SOFTWARE AT LOW PRICES ffiY 
US. WE STOCK ALL THE LATEST TITLES FOR 

THE FOLLOWING: 
SEGA, NINTENDO, PC CD-ROM, CD32, 

MAC CD-ROM, 3DO. CDi JAGUAR. 
IMPORTED PLAYSTATION ST�F SOON 

OK AND /MPORI 11/LfS VAILABLE 
**WE ALSO BUY AND SELL USED GAMES** 

FOR A PRICE LIST DROP US A LINE AT ��:t/lGJj LOWESTOFT :#I�o.tfs OR GIVE US A RING ON: 

01 502 561 683 
Scotland 

Sega Saturn, Sega 32X, 3DO, 
Sony Play Station, 

Jaguar and Nintendo. 

OOJ][Q) 
@®YQ) 
GAMES CENTRE 

COMPUTER 
ENTERTAINMENT 

Hardware, Software & 
Accessories For 

3DO + Amiga + CD32 + Gameboy + 
Gamegear + IBM + Jaguar + 

Mac + Nintendo + Sega 

Exchanges + Secondhand Sales 

CLUB MEMBERS SPECIALS 
1 6A Gateside Street 

Hamilton 

Tel 0698 457596 

COMPUTER 
ENTERTAINMENT 

Hardware, Software & 
Accessories For 

3DO + Amlga + CD32 + Gameboy + 
Gamegeat + IBM + Jaguar + 

Mac + Ni!'tendo + Sega 

Exchanges + Secondhand Sales 

CLUB MEMBERS SPECIALS 
1 1 Carrick Arcade 

Ayr 
Tel 0292 6 1 1 8 1 6  

Wi ltshire 
WHEN IT COMES TO MULTIMEDIA 

OETLI IlEA • 
AND GET THE BEST PRICES ON 

300 
PHILIPS CDi 
PC/CD-ROM 

JAGUAR 
SEGA & NINTENDO 

HARDWARE AND SOFTWARE 
(PART EXCHANGE AVAILABLE} 

FROM GAMEBOYS TO PENTIUMS 
GET REAU MULTIMEDIA 

0793 848428 
GET REAL! MULTIMEDIA 

31 High Street. Wootton Bassen, Wilts SN4 7 AF 
Fax: 0793 849563 

Scotland 

COMPUTER , 
ENTERTAINMENT 

Hardware, Software & 
Accessories For 

3DO + Amlga + CD32 + Gameboy + 
Gam�ear + IBM + Jaguar + 

Mac + Ntntendo + Sega Exchanges + 
Secondhand Sales 

CLUB MEMBERS SPECIALS 
1 1 lngram Street 

Glasgow 
Tel 04 1 553 25 1 2  

COMPUTER 
ENTERTAINMENT 

Hardware, Software & 
Accessories For 

3DO + Amiga + CD32 + Gameboy + 
Gamegear + IBM + Jaguar + 

Mac + Nintendo + Sega 

Exchanges + Secondhand Sales 

CLUB MEMBERS SPECIALS 
1 049 Pollockshaws Road 

Shawlands 
Tel 041 636 0306 
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Send your questions to Q&A, Edge, 

30 Mon mouth Street, Bath , Avon BA1 2BW 

I am an owner of a 
high-end PC and have a 
few questions. 

I. Even with a high-end machine, 
is it true that PC games will 
never be as good as games on 
3DO or PlayStation? Are PC 
owners doomed (no pun) to play 
games with amazing 3D engines 
like Doom's but never to play 
games like Crash 'n Burn? 
2. Can't programmers write 
games which use the PC like a 
console, ie not bothering about 
operating systems but going 
straight into games and using the 
hardware as if it was part of the 
game? I gathered this was one of 
the major problems. 
3. What's all this about a 3DO 
PC card? Wi ll it be expensive? 
Will the quality be as good as the 
3DO proper? 

Alek Hayes, 
London 

captain@tempest.demon.co.uk 

I. The texture-mapping 
abilities of the new 
consoles are far greater 

than that of a DX2/66 PC 
(although few 3DO games seem 
to take advantage of that power, 
with the notable exceptions 
being Crystal Dynamics' duo, 
Total Eclipse and Crash n' Burn). 
But what the PC lacks in custom 
hardware, it makes up with its 
huge development community. 
Companies like id, Bul lfrog, and 
Lucas Arts have honed their skil ls 
on the PC and the resulting 
software qual ity speaks for itself. 
2. Unlike consoles, the PC 
hardware was designed to be 
controlled by a separate 
operating system; without MS­
DOS or a similar program like 
PC-DOS or DR-DOS you wouldn't 
be able to boot up your PC. But 
it's not operating systems per se 
that cause the problem but the 
archaic memory map used by 

Acorn's RISC PC is based on an ARM610 CPU, a 32bit RISC chip like the 
PowerPC and the 3DO's central processor (see David Young's letter) 

MS-DOS and its equivalents, 
which leaves a 384K 'hole' in the 
amount of RAM avai lable to 
programmers due to the 
memory allocated to buffers and 
hardware interfaces. To 
circumvent this, some games use 
their own mini-operating systems 
which work in conjunction with 
MS-DOS but address memory as 
a contiguous whole. IBM's OS/2 
and the next version of Windows 
will get rid of the problem 
altogether. 
3. Creative Labs' 3DO Blaster 
card enables 3DO games to be 
played on the PC with no loss of 
qual ity. Price is still unconfirmed. 

Motor Toon GP: why a link-up 
rather than a splitscreen game? 
(See letter from Simon Blrks) 

I n  the Virtua Fighter 
prescreen in Edge I I ,  
we learned that AM2 are 

hard pressed to faithfully 
reproduce the coin-op's polygon 
count on the Saturn. However, it 
appears that the texture-mapping 
chip can be employed to 
compensate for lack of detail. 
Now, this is either painfully 
obvious or practically impossible, 
but instead of creating the 
graphics in solid polygon form, 
why can't Sega create each 
character as a wireframe mesh 
and then simply use the texture­
mapping chip to assign a flat­
shaded colour to each facet? The 
use of wireframe graphics would 
drastically speed up the frame 
rate and make more use of the 
custom texture-mapping chip. 

Gawain Davies, 
Leicestershire 

Texture mapping is 
impossible with 
wireframe geometry. 

Textures - or flat shades - can 
only be applied if there is a 
polygon surface to map them to. 
Trying to texture map the gaps 
between wireframes would be 
like trying to paint a window 
pane when there is no glass in 
the frame. 

I use a 486 PC but I am 
seriously considering 
moving to a RISC-based 

machine to learn 3D 
programming. The consoles with 
the best chances of survival are 
RISC-based and I'm aiming for a 
career in games development. 
I .  Is the ARM 6 1 0  in the new 
Acorn RISC PC the same as the 
ARM60 in the 3DO? In Edge 9 
you said the Acorn RISC PC 
'incorporates non-standard ARM 
chips'. Please explain. 
2. What similarities and 
differences does the Acorn 
ARM6 1 0 have with the RISC 
chips found in Apple's new 
Power Macintoshes and, 
eventually, I BM machines? 
3. Would the abil ity to program 
on, say, an Acorn RISC PC be a 
portable skill which could be 
transferred to the other RISC 
chips (PowerPC, R3000A and the 
Hitachi SH I and SH2)? 
4. And finally, why isn't Acorn 
advertising its RISC PC? lt might 
not be able to take on the big 
guns. (Apple and IBM) but 
perhaps showing an energetic 
interest in its own product 
would give it a chance. 

David Young, 
Manchester 

I • The ARM60 and 
ARM6 1 0 are different 
processors. The RISC 

PC's ARM6 1 0 has the same 32bit 
RISC processor core as the 
ARM60 but includes additional 
logic - 4K of cache memory and 
a memory management unit. 

By 'non-standard', Edge 
meant that although Acorn's 
machine is being marketed as a 
PC, its CPU is not compatible 
with the '86' series of chips used 
in conventional PCs. The RISC 
PC also contains a range of 
custom hardware, including a 
powerful video graphics chip 
(VIDC20) and a system chip 
(IOMD), both of which are 
designed by ARM. 
2. The ARM6 1 0 chip is a 32bit 
RISC chip like the PowerPC, but 
it's smaller, more cost effective 
and consumes less power. lt's 
also easier to integrate extra 
logic circuits into it. 
3. Yes. Generally, programmers 
write code in a high-level 
language like C, which is not 
processor specific. A compiler is 
then used to convert the code 
into the basic binary information 
(machine code) needed to drive 



the particular processor at which 
the program is targeted. 
4. Look in the Times Educational 
Supplement and you'll see 
adverts for the RISC PC. Like all 
previous Acorn computers, the 
RISC PC is being aimed at the 
educational sector, although 
Acorn does have a core 
following of home enthusiasts as 
well as users in the professional 
desktop publishing field. 

I .  Is Sony going to 
emulate The 3DO 
Company and its open 

licence policy, or will it adopt (as 
I think it will) the usual greedy, 
fascistic approach to developers 
as Nintendo, Sega and other 
Japanese companies do? 
2. Will  the PlayStation have a 
mouse for graphic adventures 
and strategy games? I don't think 
the PlayStation joypad looks up 
to the job - it looks impossible 
to perform diagonal moves on it. 
3. Now that CD-ROM has taken 
off, when are we going to do 
away with all this synthesised 
rubbish and start having the 
London Symphony Orchestra on 
game soundtracks? I don't mean 
using existing recordings (like 
Rebel Assault, for example) but 
original game scores. Imagine 
them on games like Bioforge and 
The Dig . . .  

James Mclean, 
G lasgow 

I .  Like most Japanese 
companies, Sony are 
pretty uncompromising, 

but, to their credit, they are 
making software development 
for the PlayStation more 
financially attractive than it is for 

either Sega or Nintendo. Sony's 
Japanese licensing documents 
inform developers that they will 
be charged a production fee of 
¥900 (£5.80) for each CD, or 
I 0% of the retail price 
(whichever is the greater). There 
are mastering and licensing fees 
on top of that, but the total is 
still less than the cost of buying 
cartridge ROMs from either Sega 
or Nintendo. In contrast to 
'open' development 
environments as enjoyed by the 
Amiga and PC, the Japanese 
console market will remain tough 
and restrictive. 
2. A mouse is a certainty for the 
PlayStation, but don't rule out 
the joypad - as previously 
reported in Edge, Sony has 
spent a great deal of time on the 
joypad design. Although the four 
directional keys on the pad look 
as if they're completely separate 
from each other, they are 
actually connected underneath 
the casing, making diagonal 
movement just as easy as it is on 
the more conventional circular 
pads found on the SNES and 
Mega Drive. 
3. Some American CD-ROM 
publishers are spending a lot of 
money on producing fully 
orchestrated soundtracks (Wing 
Commander Ill is one example), 
but there's some debate about 
the use of CD digital audio in 
games. The main drawback for 
consoles is that CD music slows 
down the speed at which game 
data and graphics can be loaded 
in. Using chip music eases the 
problem because it allows a full 
flow of game data (300Kisec on 
most CD machines), but few 
game musicians (see feature this 

Total Eclipse is one of the few games to make full use of the 3DO's 
advanced texture-mapping abilities (see letter from Alek Hayes) 

q u est i o nt i m e  I 

Although a PlayStation mouse is on the cards, Sony has concentrated 
Its resources on the joypad design (see James McLean's letter) 

issue, page 58) are keen to 
actually program music these 
days. The qual ity of sound 
hardware inside the PlayStation 
and Saturn is exceptionally high, 
and it would be a shame for 
developers not to take advantage 
of it. 

Ever since the 
PlayStation underwent 
the transformation from 

myth to reality, it has been hard 
not to notice the attention is has 
attracted from developers and 
journalists alike. However, what 
has drawn the PlayStation to my 
attention is its potential for l ink­
up games. In Edge 1 3  you 
mentioned that a l ink-up facility 
was possible for Motor T oon GP in 
which two PlayStations can be 
linked together for play on two 
TV sets. 
I .  Does this mean that 
splitscreen multiplayer games 
won't be possible on the 
PlayStation, and if not, why not? 
2. Similarly, can you only play 
l ink-up games on the Saturn by 
lugging a machine round to your 
friend's house or vice vers;t? 
3. Lastly, if the PlayStation takes 
off in a big way, can you foresee 
a modem being made avai lable 
for multiplayer games? Playing 
Cyber Sled over the wire would 
be something else. 

Simon Birks, 
Cannock 

I .  Splitscreen games will 
be possible, but the 
l ink-up potential is still a 

boon - with two TVs you could 
play fourplayer games (two 
players per screen). 

2. Yes, but if the result is a 
superb multiplayer version of 
Daytona, it's worth the effort. 
3. Sony is working on a modem 
for the PlayStation, to be 
connected to the external port 
at the back of the machine. lt's 
possible that multiplayer games 
like Cyber Sled will be produced 
for it, although phone lines may 
slow things down. 

How does the Jaguar 
compare with the 32X. 
Both are in a similar 

price range, but with the Saturn 
on the horizon, I'm unsure about 
the future of the 32X. 

Brian Wood, 
Hereford 

In CPU terms, the 32X 
walks all over the Jaguar 
(although the Jag's 

graphics processor has great 
potential). If the 32X can attract 
a range of decent games, it's 
probably a better bet than the 
Jaguar, but whether it will survive 
the arrival of the Saturn £ 
remains to be seen. 

Q A 
You can rely on Edge to cut 

through the technobabble and 

g ive y o u  straight answers. 

Write to :  Q&A, Edge, 30 

, .M onmouth Street, Bath, Avon 

BAl 2BW, You can tax us  on 

0225 338236, or e-mail us via 

future@ci x .co m pu lin l<.co.u k, 

with the first l ine  read ing 

'ATT N :  Jason Brool<es' 

( incl uding spaces). Edge can't  

answer q uestions personally, 

either by phone or p ost. 
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