






Contacts 
Editorial 

Future Publishing 
30 Monmouth Street 
Bath BAl 2BW 

Telephone 0225 442244 

Fax 0225 446019 

Subscriptions 

Future Publishing 
Cary Court, Somerton 

Somerset TAll 7 BR 

Telephone 0458 74011 

Fax 0458 74378 

People on Edge 

Steve Jarratt editor 
Matthew Williams art editor 
Rob Abbot! deputy art editor 
Harry Wylie production editor 
Jason Brookes writer 
George Andreas writer 

Jonathan Bin! group 
advertising manager 
Simon Moss advertising manager 
Jon Bickley production manager 
Judith Middleton group 
production manager 
Claire Thomas production controller 
Richard Gingell production manager 
Ginette McKeown production 
control assistant 
Simon Windsor colour scanning 
Si m on Chittenden mono scanning 
Jon Moore lino/scanning coordinator 
Mark Glover lino operative 
Heath Parsons lino operative 
Louise Cockcroft advertising 

production manager 
Laura MacGregor production assistant 
Lisa Whitley production assistant 
Tamara Ward promotions assistant 
Sieve Carey publisher 
Greg Ingham group publishing director 
Chris Anderson managing director 

Reproduction 

Avon Scanning and Planning, Bristol 

Print 

Cradley Print 

Warley, West Midlands 

Edge is printed on 
Royal Press 90 gsm 

Typography CAdobe"'J 

ITC Franklin Gothic/Heavy 
Gill Sans/Bold 
Bell Gothic light/Black 

'We're developing the early stages of a 
technology that can allow a person to 

psychologically move from being in the 
real world to being totally immersed in 
a virtual world ... The morals of doing 
that, what it's used for, really aren't 
questions for us to answer. I'm not a 
lawyer, I'm not a politician, I'm not a 

psychologist, I'm not a social worker. 
We're engineers, and there is a clear 
task in front of us which we must 
execute as quickly as possible. And in 
doing so provide what we believe to be a 
totally unique experience ... ' 

Dr Jon Waldern, Virtuality Group 
(source: Edge interview) 
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Virtual Reality 
Virtual real ity wi l l  arrive in the home in 

the next 1 2  months. As a preview, Edge profi les 
the real world of VR - from top NASA simulators 
to major arcade breakth roughs 

Rise of 
the Robots 
Instinct Design are planning to take the 
beat 'em up into a new generation with 
Rise Of The Robots. lt's packed with stunn ing 
rendered graphics and due to hit a brace of 
formats- PC, Amiga, Mega Drive, SNES. But can 
a game that looks this good real ly move fast? 
Edge takes an in-depth look at this 
groundbreaking game, and meets the 
programming team behind it 

Testscreen 
Among the offerings in this month's Edge 
testscreen pages, meet the fi rst 3 DO game, Crash 'n 
Burn- a graphical ly outstanding 3 D  driving game 
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Prescreen 
The best games in 
development around 
the world. Edge 
profiles newies for 
CD-i ,  3 DO, PC, 
Amiga, Macintosh,  
SN ES, and others. The 
pages to watch for a l l  
the latest on the 
games scene,  inc lud ing 
(left) the CD-i action 
adventure, Kether 

Supergun 
The Supergun is a 
s imple piece of kit that 
lets you p lug in and 
play arcade boards on 
a standard TV. Sounds 
expensive? Wel l ,  
bel ieve it or not, you 
could have the whole 
th i ng up and runn ing 
for on ly £200. And 
some of the arcade 
boards going cheap 
are genu ine classics. 
Edge explores the kit 
and shows you the 
best games around for 
the Supergun . . .  

� �-----c . � " 

Core Design 
Competition winner, lan Gray, meets and qu izzes Mega CD Thunderhawk 
programmers, Core Design, us ing questions sent in by Edge readers. We 
report back on how the encounter went . . .  And setup a new interview 

insideview 1 

6 News 
3DO h its the streets, Jaguar l icensees announced, 
Edge has the latest on the world of videogaming 

16 Charts 
Think of it as a gu ide to the games market. We 
show the games that are sel l i ng best worldwide 

18 Prescreen 
After tracking down the best new games on al l  
formats, Edge's i nvestigative team reports back 

39 Competition 

40 

Win a bri l l iant Acorn A30 I 0 with a bundle of 
games and a printer. Just answer one question ... 

Release dates 
You know what you want, you know where to 
get it. Here's when you can expect it to appear 

42 Rise Of The Robots 
The ultimate beat 'em up, or just Street Fighter 
clone? Edge profi les the real mean machines 

Opening the doors of perception, and charting 
new realms, Edge explores the real world of VR 

62 Game genres 
This may be the age of new hardware, but games 
haven't changed since the '80s. Find out why ... 

An Edge reader meets Core Design - the team 
behind Thunderhawk. Find out what they said ... 

106 Subscribe 
Do the right thing and get Edge del ivered every 
month. You save money, and get a free s l ipcase 

108 Letters 
So many letters, so l ittle time. Here we answer a 
selection of the best of the month's missives 

112 Recommended reading 
Edge reveals  what can you expect from the 
other leading games magazines next month 

114 Over the Edge 
A lone image from next month's issue. Edge 
four  is out on November 25th. Be seeing you ... 
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Tri p Hawkins' dream machine l a nds- q u i etly, page 6 ••• Panaso n i c's 3DO in UK, page 8 ••• 
PCs get MPEG Fu l l -Mot ion Video , page 11 ••• Atari  Jaguar previewed, page 12 ••• Internat iona l  

Le i s u re Ind u stry Week show, page 14... Nintendo to fi n a l ly abandon CD-ROM? page 15 ••• 

The very latest news from across the entire world of videogaming 

The 300 dream 
Trip Hawkins, The 
300 Company and 
Panasonic have 
defied their 
critics, launching 
the first 300 
multiplayer on 
October 4 as 
promised. But is it 
any good, and 
what of the UK 
launch next year? 

• 

m achine arr1ves 

At last: the Panasonic FZ-1 300 Interactive Multiplayer finally becomes reality. Edge 
had one of the very first units into the UK, and we gave it a thorough seeing to ••• 

rn n October 4 the initial batch of 

Panasonic's FZ-1 units hit shelves 

across the US, most going into 

software stores like Babbages, Electronic 

Boutique and Software Etc. Most stores got 

just two or three units, and in the week prior 

to launch, many of the computer and console 

retail outlets Edge questioned knew nothing 

about 300, let alone when- or if- they 

would be stocking it. Even American games 

magazines have had to buy their own 

machines, because Panasonic haven't got 

enough machines to go around. 

Our 3 DO was purchased from Software 

Etc, but there was no point-of-sale material, 

no demonstration stand, no software- and � 

So you want 
a 300? 
There are already 3DO 

systems being bought on 

grey import. Companies 

including Raven Games, 

Dream Machines, Console 

Concepts, ACE and Krazy 

Konsoles are handling the 

machine, although stocks 

are low. 

Current going price for 

an NTSC machine will 

vary from £700 to £850 

which Krazy Konsoles are 

charging for specially 

ordered FZ-ls. 

So far no-one has 

managed to pull a Scart 

signal off the machine, 

allowing it to play on PAL 

TVs, however Edge has 

been assured that it is 

possible, so watch the 

mail order ads. 

And if the UK 3DO is a 

bodged NTSC version, 

like the so-called PAL 

SNES and Mega Drive, 

you can expect the grey 

import market to take an 

upswing ••• 



Handling the 
Real Machine 

1. Tile FZ·1 comes with a 
sampler CD, which Is 
split Into three sections. 'Tile Real Machine' Is an 
interactive demo of the 
machine and Its ports 
2. A smart 3D Image of 
the FZ·1 rotates under 
joypad control 
3. The viewer can stop 
the machine on any 
side, at which point 
annotated panels pop up 
4. Click on a panel and a 
rich American voice 
describes that particular 
facet of the machine. 
Sadly, the demo goes 
Into very little detail 

The front of Panasonlc's 300 unit features the CD tray, power button, eject button 
and joypad port. A red light signifies the machine is on; green means accessing data 

+-only one boxed 3DO sitting quietly behind 

the ' Pay Here' counter. 

Obviously 3DO and Panasonic are bullish 

about facts and figures: Bill Pritchard, 

Panasonic's main PR man, said 'Initial sales 

over the first few weeks 

Of course, a machine of this calibre is a 

software-hungry beast: 'I don't know 

specifics,' says Bill, 'but we're looking at 18 

or 20 titles within a week or two after 

launch. Sanctuary Woods' It 's A Bird's Life 

delivered a week or 

have gone very briskly; 

it's sold out very 

quickly in certain stores 

and reaction has been 

very, very positive. 

'In terms of units 

shipped, that's 

proprietary and 

competitive 

information, that we'd 

rather keep it to 

ourselves. The initial 

shipout was to 1,200 or 

1,500 individual store 

fronts, and we aim to 

be delivering to 2,000 

or more stores by the 

Christmas period.' 

'Initial sales over 
the first the few 
weeks have gone 
very briskly; it's 
sold out very 
quickly in certain 
stores and in 
general the 
reaction has been 

two ago, and there are 

additional titles that 

will be available this 

month. By the main 

Christmas selling 

period up to 20 or 25 

titles should be 

available.' 

Considering Trip 

Hawkins, 3DO's boss, 

keeps reminding people 

that there are over 350 

software I icencees, two 

titles onsale at launch 

is pretty dismal. 

So what about 

very, very 
positive' 

peripherals? 'We're currently offering an 

additional controller, the FZ-JP1X, for 

around $40,' proffers Bill, 'and in Spring of 

next year, we'll be introducing our FMV 

cartridge, which I believe conforms to the 

M P EGl standard.' 

�=�==�;���;; So what 
do 

you get for your $699 

(roughly £420)? Well, you get the 

Panasonic FZ-1 REAL 3DO Interactive 

Multiplayer and cables, joypad, a 3DO demo 

disc, a Kodak Photo CD disc and Crystal 

Dynamics' racing game, Crash 'n Burn. 

And not only has 3DO met its deadline, -+ 

Far more interesting is the FZ·1's rear. From left to right: expansion port, channel 
switch, RF port, S.VHS port, composite video port, audio (r and I) ports, power cable 

news 1 

When is it? 
lt's your first chance to 
see the 300- and brand 
new Atari Jaguar ... lt's 
when you can expect to 
see Philips' CD-i FMV 
games up and running, 
and all the latest in the 
future of videogaming. 
lt's your chance to 
decide for yourself ... 
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it is ... 
The Edge Experience at 
the Future 
Entertainment Show. 
Exclusive at the FES, 
Edge will be presenting 
all the very latest in the 
world of videogaming, 
and giving first looks at 
new CD technologies . . .  
Turn t o  page 93. 

Starfox 11 
in progress 
News has reached Edge 

that Starfox ll is well into 

production and being 

coded in the UK by the 

same Argonaut team that 

did the original. 

The sequel to the SNES 

Super FX game features 

twoplayer, split-screen 

action and so far looks to 

be a similar sort of thing 

to the original. However, 

Starfox ll runs on the 

SFXII chip, which is what 

Argonaut intended the 

SFX chip to be but 

Nintendo balked at the 

expense. It's hoped that 

by the time Start ox ll is 

completed, the price of 

the SFXII chip will have 

dropped accordingly. 

Starfox 11 should be the 

big game of next summer. 

Argonaut are also 

working on an arcade 

action game called Citadel 
- rumoured to be best 

SN ES game so far - and 

on Virgin's first 300 title, 

a stunning adventure RPG. 

More news as and when ... 

The left side of the FZ·1 has a mysterious series of holes in a vent am�ngement. lt's 
believed that these enable faiHissisted air to circulate through the machine 

+-Edge is happy to report that it's a very 

smart piece of kit. Build quality is good

certainly as good as any other Panasonic 

branded hardware. Both casing and internals 

are decent quality and even the joypad comes 

with a sensibly long lead- roughly 8ft. The 

page 78). This visually impressive game 

loaded and ran, but before going we went to 

press the game crashed. Over two day's solid 

play, the game crashed four times. 

Not a good sign, but there's probably 

some debugging of hardware and software to 

-:!' 
� " 
. � .. 
� ;;, � 

only worry is the 

slideout CD tray which 

is fragile and wobbly: 

prime suspect for an 

early repair bill. 

But how does it 

perform? Well, without 

the aid of any hidden 

Apple Mac Quadras, 

our 300 machine 

loaded and manipulated 

Kodak Photo COs with 

alarming speed. The 

rotation, mirroring and 

zoom functions happen 

realtime with the 

minimum of fuss. 

CD audio sounds 

quite punchy and is 

accompanied by some 

'My motto is hit 
them where it 
hurts. If they 
want a price war, 
that kind of stuff 
really doesn't 
worry me. For us 
to grab attention , 
how about if we 
launched 3DO at 
£299?' PhlllpKipllng • 300 Project Leader, Panasonic 

be done over the 

coming months. 

Hopefully, the UK PAL 

system will be 

completely bug-free. 

The 300 
experience will first 

appear in the U K under 

the guidance of 

Panasonic, and the 

man chosen to make it 

all happen is Philip 

Kip ling. 

In a company noted 

for its conservative 

'make no waves' 

executives, 

spectacular 24bit colour cycling and pattern

making in time to the music. 

Panasonic's 300 

project leader certainly speaks his mind. The 

reason behind his combative manner may be 

down to the seven years' time he put in for 

Panasonic's Business Systems division. 

Kipling describes this as a 'relatively young' 

And then, without swapping machines or 

plugging in extra chips, the FZ-1 quite 

happily loaded in the 300 demo disk. Fine. 

Next up was Crash 'n Burn (reviewed on division within the austere 

The right side of the FZ·1 conceals the AV Expansion slot. Early next y-, with the 
aid of a plug-in FMV module, the machine will be able to play Digital Videos 

The 300 
sampler CD 

1. The FZ-1 happily drags 
a whole episode of the 
Batman cartoon off CD 
2. The Shell Game from 
Shelley Duvall's 'If's a 
Bird's Ufe'. Spot the ball 
after the shells have 
been shuffled 
3. A snippet of animated 
Thumbelina, again 
dragged off CD 
4. And likewise with the 
more humourous 2 
Stupid Dogs 
5. The impressive, but 
too-fast-for-its-own-good 
Road Race game 
6. Colour Echo is a 
glorious 24bit colour 
pattern maker. Tum on, 
tune in, drop out ... 



Kodak photo 
COs on 300 

1. The original picture 
2. Choose the zoom area 
3. And zoom in 
4. Select another area 
5. And zoom in even 
further 
6. Mirroring is almost 
instant. This shot 
catches it in mid-mirror 
7. Rotation is similarly 
rapid. Again, mid-rotate 

news i 

t- Panasonic/Matsushita entity, and one that 

has been brought up in the rollercoaster ride 

of the U K's personal computer industry. 

So when Edge enquired as to the likely 

price for the FZ-1 when it launches here in 

the second quarter of 94 (our bet is on 

April) we didn't get the usual 'no comment'. 

'We haven't set a retail price in the U K  

yet,' h e  begins. 'It's $699 i n  the US; we'll 

make our decision depending on how many 

they sell and how Sega and Nintendo react 

to that. And undoubtedly they will respond.' 

And he continues: ' My motto is hit them 

where it hurts. If they want a price war, as 

the man from the computer industry where 

price war is an everyday thing, that kind of 

stuff doesn't worry me. For us to grab 

attention, how about 300 at £299?- that 

would shock the pants off Sega and Phi lips.' 

This fighting talk has already provoked a 

miffed reaction from Sega: 'Sticks and 

stones may break my bones, but I'll be kept 

safe by my installed user base of Mega COs,' 

responds Sega's Simon Morris. 

But if such sabre-rattling at rivals is to 

be expected, Kipling is not above gently 

chucking some mudpies at the saintly figure 

of Trip Hawkins. The trouble it seems is that 

while dear old Trip is a salesman par 

excellence, he does tend to fly off on 

visionary tangents. Philip Kipling, by 

contrast, is more of a hard-nosed realist. 

When asked if he shares Trip's glowing 

forecasts of hardware sales (forecasts which, 

incidentally, have helped his 300 company's 

share price along) Phi I says no, not really. 

'I've seen some of the figures from Mr 

Hawk ins- he certainly wears rose-tinted 

spectacles doesn't he? He's talking about 

250,000 units a month from day one. I'm 

not too sure about that. If you look at the 

UK market, Sega ship 50,000 Mega COs a 

month- let's say they're going to sell 

500,000 a year. If we could sell that I don't 

.r::. 
+-J 
c 
0 Highest rated: Sensible Soccer/EA Soccer 94% 

Lowest rated : Dracula CD 49% 

E 22� en 
.r::. 
+-J 

Highest rated : Yo Joe! 84% 

Lowest rated: Street Fighter 11 28% 

241 
Highest rated : Plok! 90% 

Cl) 
en 
ea 
Cl) Lowest rated : Robocop vs Tenninator 27% 

-

Cl) 
... 221 c 

0 
Highest rated : Wiz 'n' Uz/Uridium 2 78% 

Lowest rated : Huckleberry Hound 5% 

think we will have a problem.' 

But Kipling's job is 'sorting out' the 

software companies to try and make sure 

there's a decent raft of titles ready for 3 DO's 

U K debut. And once again he is under no 

illusions about the task ahead. While Trip 

Hawkins hails to the 350-odd licencees of 

3 DO as evidence of a ground swell of support 

for the system among publishers, the view on 

the ground is rather different. 

'I bet the number of development kits -+ 

lnteractivity 

The FZ-JP1 joypad (left) is solidly constructed and very ergonomic. By unclipping the 
panel and plugging in another joypad (right), players are daisy-chained together 

the thing most people 

don't realise is that it's 

not the graphics or the 

sound that makes 

games it's the 

interactivity and you 

only get it on C D  
because without 24bit 

colour and CD sound 

the interactivity just 

isn't like the real thing 

have you seen sam 

jones in return to zork 

you can interact with 

him like he was really 

there yeah i reckon 

carts have had it ... 
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'I think the 'Virtual Reality, 
gee-whizz' era wil l ease 
back a little bit, and what 
we're into now is great 
content . . .  there's a 
tremendous opportunity to 
create some really 
compelling products.' 

Talk 
back 
Tl1r: t',dr-�rr:s rn;:JrVr:t IS 

u,r:r1Vdll/ k(J puu:r'' 

'--,hr:r;p ·.,•,·hr; '/ill I l;lj/ 

v;halr:vr:r CJny'(J(If; tr:!lc, 

llir:tn 1() thr; r..,()rt r;f 

pr;r;plr_: ·/ihU IJIJ'j flarr;<., 

;mrl plr;tfr;rrn shr;r;s 

[;r;r_;JIJC,r: 1 [ir;y ;Jrr: bfJLV 

lf1 f;JSf!lfHI. 

John Hare, of S ens i ble 

Software, on why 

genres are k illing the 

games industry. (Edge 

report on page 62). 

·w1th Vrrtu;t! .1\dvr:n�urr:<-, 

ttrur:·'> '-.,1/ pr:orlr: Sll1111f{ 

111 thr: r.()d'p i l l()fl.r;t'if;f, 

tt1r:y r.;w1 fru:ly rrllr:r;F,t 
/illilf;fJl,llr;IIIU. ti1r;y 

r,;HI ··/JrJfV fJ'-, fl lr:fJI11. 

v;lr1rJ1 till!!) 11 l;r: ;J rr:rJIIy 

l�r;orJ f;lllilly r:xpr:riUHJ; · 
Jell Edwards of Evans & 
Sutherland on the 

future of VR (page 52). 

Dr Jon Waldem, CEO, Virtuality 

� sold is nowhere near the number of licencees, 

especially when you take on board that EA 

alone probably has around 20 kits.' 

To help speed things along, Kipling is 

examining several options which range from 

footing the costs of software development, 

striking longterm publishing deals with 

software firms, to even going out and buying 

a publisher outright. Nothing has been 

decided yet, but l<ipling hints that longterm 

deal making is the front runner. 

Despite his problems mobilising U K 

software companies Kipling maintains he is 

still a fortunate man- at least he isn't in the 

shoes of his US counterparts. 'The machine's 

launched and they've got about six software 

titles finished and ready,' he chuckles. 

He reckons the first titles to really 

exploit 3DO's fearsome capabilities will start 

to appear in November and December. 

' Meanwhile I can sit here and watch the titles 

build up and build up.' He plans to have 85-

100 games for the U I<- which suggests that 

even Mr Kipling is not immune to Trippus 

Estimatus (otherwise known as 'think of a 

number, double it and add a zero' syndrome). 

On the hardware front though, Kip ling 

says things are moving along nicely. Sanyo 

has already shown a player and 'it is only a 

matter of time before JVC have a 3DO box.' 

But there are some potential problems 

with distribution. Dixons, which accounts for 

hills the rqular spot In 
Edae In which we 
� apportion .... to the belt lnpme lntros 

."Ye .... tMt month. 
Phillps' CD-I machine �does the business If it's 

pl"'ldlJ pictures you're after. 
K.tfJer (Prescreen p20) shows 
.,... Cllft be done with 1 6-7 
mllion colours and 650Mb of CD 
..,..... And there's e¥en a 
baB4ecent pme In there too ... 

All•••rlll .... 
IIRibiiOtlll.......,f/11 

....,... drll'la tllfou&lt tlle ...., YOIILA ....... '-alllll ._ 
............................. 
...... ..... ..,........ ......, 
(t.llaout). ............... .... wlew,lllllldllftlle ......... .... 

'The problem with VR is 
that there are plenty of 
hungry people, and when 
you come out from under 
your headset you'll find the 
bastards have trashed your 
car and nicked your stereo. 
On a global scale.' 

a massive 25% o f  all videogame sales, have 

told l<ipling they will not be stocking 3DO. 

'They've got a huge affinity for CD-i. 

When they heard we were producing an 

interactive CD player the first thing they 

asked was 'Is it CD-i compatible?' We said, 

' Perhaps not.' They said 'We won't be selling 

it then". Kipling predicts Dixons will change 

its tune when the 3DO sales figures come in. 

On C D-i generally he is more generous 

than you might expect. 'The concept of C D-i 

is great, [butJ they were unfortunate in the 

timing. There was nothing like it on the 

market when it came out,' says Kip ling. 

' Philips are the classic pioneer- he's the guy 

with all the tyre marks across his back as the 

other people have ridden over him.' 

But with Philips starting to get its act 

together with Digital Video and genuine 

quality titles, isn't CD-i emerging as a 

serious rival to 3DO at last? 

'They've put a huge amount of money in 

the software [andl it's going to be a pretty 

unpleasant fight. There's a lot of money at 

stake for both sides,' is Kipling's reply. 

And he is adamant that in any boxing 

match, 3DO is the Lennox Lewis to CD-i's 

Frank Bruno. 'We don't want consumers to 

lose out because they bought the wrong 

standard. My dad bought a V2000 

VCR and then bought a Betamax! I £ � 
know what I'm talking about here ... ' � 

Terry Pratchett, Author 

300 playing 
CD audio 

� - - �' 

;,;� ' 
1. The 3DO automatically 
detects an audio CD and 
brings up this control 
screen (full options are 
accessed via the joypad). 
The 3DO logos flap about 
In time to the beat 
2. With the CD playing, 
you can choose several 
pattern types. Here the 
3DO logo swirls around 
on a background made up 
of itself ... freak out, baby 

,_ •..... lllnlll&fd- fill 
2001: A ...... ..,._,, a 

,._ ....... _........, 
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................. _ ........ ...-.AaltewoopaPIIII 
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For 'just' £399, ReeiMagic brings the won de rs of Digi tal Vi de o an d FMV 
game s to y our PC, and i t  e ven work s  on 16-eol our VGA m oni tors 

PC owners feeling 

left out of the 

buzz surrounding 

full-motion video 

can rest easy. 

Reelmagic is a 

plug-in graphics 

board which 

brings any 386 or 

486 PC up to 

MPEG FMV 
standard. It's 

showtime ... 

igma Designs have just released 

their Reel Magic M P EG-standard 

full-motion video player. This 

plug-in PC board supports the M P EG video 

standard, allowing ordinary I B M  PCs to 

play Video COs and games containing 

full-motion video. 

Reel Magic plays 32 K colour video at 25 

frames per second (PAL) up to a resolution 

of 1,024 x 768- which is higher than TV. 

As long as your PC's graphics card has a 

V ESA-compliant VGA feature connector, the 

Reel Magic board can receive graphic data 

from a VGA or S-VGA card and overlay the 

FMV on top. This means that even PCs with 

a 16-colour VGA card can still display FMV 

with 32,768 colours onscreen. 

All MP EG decompression is independent 

of the C P U, so a 386SX 16M Hz <that's the 

minimum requirement for your hardware) 

displays the same video rate as a 486DX2. 

As if that's not enough, Reel Magic is 

also a 16bit PC M soundcard, giving 

CD-quality stereo via M PEG audio. It also 

works with Yamaha's O P L2 synthesizer. 

The board, costing £399, comes with an 

FMV version of Activision's Return To Zork 

on CD, plus a CD-ROM containing 

'interactive documentation' and playable 

demos of other FMV titles, including 

ReadySoft's Dragon's Lair. 

Reel Magic works with any CD-RO M  

system including 150 K/sec drives. 

Anyone wanting to watch Top Gun or 

Frauds on their PC should contact 

Silica Systems on (081) 309 1111, 

sort of nowish. £ 

An FMV ve rsi on of Retum To Zorfc (Te stscreen , p 90) i s  In cl ude d wi th ReeiMagi c 

Who is it? 
He's a leading games 
programmer, but he's 
only produced three 
games in ten years. His 
latest game, which has 
been in development for 
five years, is a sequel to 
his first. And the very 
first game he worked on 
set him up for life ... 

11 
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it is ... 
David Braben, the man 
behind Elite, Zarch (Virus), 
and now Elite 11. Elite sold 
750,000 copies on all 
formats, making it one of 
the biggest selling games 
of all time. Edge gives his 
new creation, the sequel 
to Elite, the Prescreen 
treatment on page 26 

EA back on 
the Nintendo 
cart trail 
Following the report in 

Edge two about EA's 

decision to drop the 

SNES, Nintendo have 

stepped in with a new 

cartridge pricing policy. 

To ease the burden on 

thirdparty licencees, 

Nintendo will now allow 

publishers to purchase 

base cartridges in dollars 

rather than yen. This will 

result in considerable 

savings for licencees, 

better profit margins and, 

hopefully, lower RRPs in 

time for Christmas sales. 

Before the 

announcement, thirdparty 

S N ES titles were 

suffering from inflated 

prices, giving Mega Drive 

titles an advantage of up 

to £10, also forcing high 

megabit titles into the 

stratospheric £60 region. 

In response to the 

move, Electronic Arts has 

said that it is ready to 

start thinking about 

releasing Nintendo 

products again. But the 

first units won't appear 

until early next year. 

'major licencees' to be announced

including heavyweights like Virgin, Gremlin, 

Accolade and Acclaim. But more news on 

this next issue ... 

Atari U K are also in favour of having a 

shipout of 5,000 Jaguar machines before 

Christmas in the U K. The decision whether 

this will actually happen or not rests with 

Atari's US headquarters. The American 

launch of Jaguar will happen in early 

November in New York. 

The  hardware 
Edge was invited down t o  Atari's H Q  in 

Slough for a preview of the new 64bit 

Jaguar. The machine itself is a nice looking 

piece of kit- slightly overdesigned perhaps, 

but well made and solid. The case is a slick 

matt-black affair with heavily embossed red 

Jaguar logo- no mere cheap paint job, this. 

Sadly, the same cannot be said about the 

joypad, which feels cheap and very tacky. 

The suspiciously lightweight shiny black unit 

isn't terribly comfortable to hold- not 

surprising, considering the 12-button pad in 

tow- and both control pad and fire buttons 

were spongy and unresponsive. 

The software 
At the heart of any new system is its 

software. The 3DO Multiplayer rolled out 

with the excellent Crash 'n Burn (but little 

else)- so what can eager would-be Jaguar 

owners expect to be playing? 

Cybermorph 

This game is a cross between Virus and 

Starfox and while it sounds the most 

promising of all the Jaguar's games on 

paper, it could be a major disappointment. 

The 3D vector graphic landscape is projected 

only into the middle distance, as if you are 

flying over a tabletop which is continually 

being contoured. And you have react very 

quickly, as enemy ships and buildings appear 

suddenly rather than gliding into view. 

But Cybermorph does go some way to 

showing what the Jaguar can do. It shifts a 

load of lightsourced polygons realtime. 

Aliens Vs Predator 

Possibly the most visually impressive of the 

group, Aliens Vs Predator is a slick 

firstperson perspective shoot 'em up set 

The belly of the be ast. The two bl ack sq uare s in the mi ddle are T om 
an d Je rry - a 64bi t graphi cs an d 32bi t soun d p roce ssor, re spe ctively 

inside a colonial complex- just like Aliens, 

in fact. Here, the player gets to race around 

shooting aliens, predators or even your own 

colonial marines if you feel so disposed. 

The scrolling 3D hallways and corridors 

are smooth and detailed using texture 

mapping. But it's no more than owners of a 

486DX would expect. The saving grace is the 

fully animated, scaled and depth-cued 

baddies: when they're in place and moving 

well, it could be a whole new ballgame. 

Tempest 2000 

This early version of Tempest 2000 is a 

direct conversion of the original coin-op, 

although the programmer, Jeff M inter, 

intends having two versions on the cart, one 

with filled polygons. Playability-wise, this is 

best of the bunch, although it too was 

slightly marred by a piercing death-scream 

that went on far too long. At least it really 

makes you dread losing a life. 

Checkered Flag 11 
In great Atari tradition, one of the first 

Jaguar games is a road racer based on their 

classic coin-op. Checkered Flag JJ is -+ 

Am ong the Jag uar' s 
opening salv o  of game s 
are Checke ted Flag 11 
( top) a fast, p olygon 
based F1 sim ul ator. An d 
Cybe nnorph (bottom) , a 
fast p olygon -base d 
combat sim ul ator. If 
n othing el se ,  at le ast i t  
p rove s  th at the Jag uar 
sure can h an dle th ose 
p olygon s  ... 



First Jaguar 
developers 
announced 
So, here's that list of 

software developers 

working on games for the 

Jaguar. Not quite as many 

as Trip Hawkin's 350 

'devoted' third party 

developers, but maybe 

some of these Jaguar 

licencees will use their 

developer's machines as 

more than just 

paperweights, eh? 

Anco Software 

Beyond Games 

Dimension Technologies 

Eurosoft 

High Voltage Software 

Krisalis Software 

Loriciel SA 

Maxis Software 

Microids 

Midnight Software 

Ocean Software 

Rebellion Software 

Retour 2048 

Silmarils 

Telegames 

Tiertex 

Tit us 

Tradewest 

Trimark Interactive 

US Gold 

• 
• 
• 
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� something of a quantum leap over its 

inspiration, though. The graphics are made 

entirely of polygons, Virtua Racing-style. 

Again, this was a very early demo, and so 

while it's unfair to pass any major judgement, it 

did look basic- not up to the best PC racers

and the car was decidedly uncontrollable. 

Of course, just how much garners actually 

need another Formula One simulator is another 

matter altogether ... 

Trevor McFurr In Crescent Galaxy 

And finally we come to Trev and his space 

shoot 'em up. Now much as we realise that it's 

early days, and programmers need time to get to 

grips with the Jaguar's 64bit architecture etc, 

this has to be the most dismal piece of software 

Edge has seen for a long time. 

At best, it's a colourful horizontally 

scrolling shooter, with cleverly animated bosses. 

At worst, it is an ill-conceived, poorly designed, 

badly implemented and utterly random blaster 

with almost no redeeming features. 

The scenery is moderately pretty at times; 

although believable- if indeed any- parallax 

seems beyond the capabilities of 64bit 

processing. Enemies attack, not so much in 

waves, as in random clusters. And the only thing 

that seems to connect the game together is that 

the stars of the show are humanoid animals

hence the Trev of the title- whose photorealistic 

images are made up of army officers' bodies 

with animals' heads 'glued' on. Laugh? We 

nearly started ... If there is only one cart 

available when Jaguar launches, and this is it, 

please don't buy it. 

So, all in all, something of a mixed bag. All still 

have plenty of work to be done on them (one 

actually needs restarting from scratch) £ and hopes for the machine remain high . 
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With big US 
Virtual Reality 
companies 
showing their 
wares at the 
International 
LIW show in 
Birmingham, it's 
only a matter of 
time before the 
UK becomes 
immersed ... 

NEC's 
Iron Man 
for Spring 
1994� 
Rumours about N EC's 

proposed 32bit system -

nicknamed Iron Man -

have long been 

circulating in Japan, and 

now it's expected that the 

system will be released in 

the Spring of 1994. 

NEC revealed their 

proprietary 32bit 

hardware back in the 

summer of 1992. A board 

containing five custom 

chips developed by 

Hudson Soft- the 

company behind the PC 

Engine's dedicated 

graphics chips- showed 

off the polygon graphics 

capabilities of the system. 

However, it's uncertain 

whether this is the same 

hardware destined for 

inclusion in the Iron Man. 

As the main CPU, NEC 

have used a 32bit RISC 

chip (running twice as 

fast as the one found in 

the 3D D), but have 

included dedicated 3D 

graphics engines which 

apparently leapfrog the 

performance of the 

custom animation cells 

inside the 3D D. 

If Hudson Soft create 

the first 32bit games for 

the Iron Man, you 

probably won't see the 

fiasco that currently 

plagues Atari and their 

wasted Jaguar system ... 

leisure show 

There's a new vi de ogame coming to t own. lwerks Entert ainment are t arge tting the 
UK for their Cinetrop olis theme p arks, with ri des like Su b-Oce anic Shu ttle ( ab ove) 

D 
he U l<'s biggest exhibition of out

of-home leisure products and 

services took place at the N EC in 

Birmingham on the 5th to the 7th of 

October. The International Leisure Industry 

Week (LIW) featured material from all the 

big names in entertainment, including the 

latest on interactive Virtual Reality rides. 

lwerks Entertainment makes big screen 

theatres and produces films screened at 

these venues. The company is behind a film 

ride based on the soon to be released 

RoboCop 3. 

But, more interestingly, Iwerks has been 

working on a ride with Virtual Reality big 

timers Evans & Sutherland, and the secret 

project is now close to completion. 

The first in their Virtual Adventure 

series, this new underwater ride is made up 

of eight 'submersible' pods that seat six 

occupants. The pods are static, but viewing 

screens are all linked to a high-powered 

image generator providing a 30 underwater 

playscape that truthfully reflects the virtual 

movement of all eight 'subs'. 

The objective of the ride is to explore an 

undersea world, collecting eggs belonging to 

the Loch Ness Monster. The teams in the 

eight different pods play either scientists, 

collecting them for a museum, or bounty 

hunters stealing them for a fat profit. 

The extra excitement of prehistoric 

amphibians and the race to beat the other 

pods just adds to the fun. The whole 

development is planned to open in the middle 

of 1994 at Iwerks' own Cinetropolis, a 

movie-based theme park opening in America. 

There's one 
other new VR 

project that has also been swathed in 

secrecy. Edison Brothers, a big operator of 

arcades at malls in America, and Paramount 

Pictures, have been developing a Star Trek: 

The Next Generation entertainment centre. 

It's planned for the end of 1994. 

Powerful VR, linked with Motion 

platform technology and computer-generated 

imagery will be used to recreate the Battle 

Bridge, Transporter Room, Engineering and 

Holodeck of the Starship Enterprise. 

The biggest revelation concerning this 

venue is that the software environments for 

the centre will be programmed by Spectrum 

Holobyte. The California based company is 

already working on 300 titles using the Star 

Trek: The Next Generation licence. 

Competition was stiff amongst softies to 

be involved in what could be 1994's largest 

virtual entertainment programming project. 

Information from well-placed sources 

suggests that Microprose, Sega, Silicon 

Graphics and even Atari were in the running 

to land this prize. 

But it was commitment to simulation 

gaming and a strong programming 

background (and a lot of arm £ twisting), that led to the decision ... 



Nintendo backs 
out of CD-ROM 

The pros 
and cons 
of CD-ROM 
So what are pros of cons 

of CD-ROM technology? 

With 650Mb of storage 

space, COs can store 

encyclopedic amounts of 

information, over an hour 

of music, pre-rendered 

graphics and now, with 

the advent of MPEG 

standardisation, 

full-motion video. 

With slow access times 

and data rates of 150-

3001</second, they are 

clumsy and slow. But the 

amount of data needed to 

teed sound and pictures 

to a 64bit machine really 

require CD storage. 

And, what's more, 

they're relatively cheap to 

manufacture. Unlike 

cartridges -and we 

already know how much 

they cost ..• 
For more into, see 

CD-ROM: The Truth, 

featured in Edge two. 

m intendo seems set to fly in the face 

of accepted games wisdom by 

designing its next generation console 

to run on cartridges, not C Ds. The snub for 

the format- which almost every other major 

player believes to be the future of gaming

has not yet been announced officially, but 

sources close to N intendo say that the 

decision has already been made. 

It was significant that in its recent 

announcement of a linkup with Silicon 

Graphics to produce a 64bit superconsole in 

1995, Nintendo did not specify what the 

machine would run, but took care not to 

mention the word CD. 

If the firm does choose to stick to carts, 

many games pundits believe it will be basing 

its decision purely on commercial rather than 

technical reasons. N intendo has become one 

of the most successful companies in the 

world by selling hardware as cheap as 

possible, building up massive installed user 

bases and then making money on every piece 

of software sold to feed the machines. 

Obviously it profits from those titles that 

it publishes itself, but by controlling all 

manufacturing of Nintendo carts and 

charging premium prices for the process, it 

also profits from every sale of every 

thirdparty title. This level of control would 

be extremely difficult to maintain when 

operating in a more open environment such 

as CD, and it would be more or less 

impossible to charge thirdparties the sort of 

prices for CD duplication as it does for 

cartridges (around £10-£15). 

One prominent publisher told Edge: 

'They can argue till they're blue in the face 

but they cannot tell me one single advantage 

that cartridges have over CDs. The only 

reason they're sticking to carts is to follow 

the pattern that's made them their fortunes.' 

Footnote: Atari seem to have taken a 

similar step with their 64bit Jaguar, which is 

to be sold without a CD drive. The first batch 

of games come on normal sized cartridges. 

However, Atari have managed to increase 

cart capacity up to�OMbytes using £ J P E G  data compression techniques. 

news i 

Date book 
November 
Future Entertainment Show: November T h u rsday 11th
S u nday 14th, O lympia, London (0225 44224). T h u rsday 
11th, 10.00-8.00 ( l ate ope n i ng for GamesMaster Live 
broadcast sess ion), Frid ay 12th, 10.00-5.00, Satu rday 
and S u n d ay 9.00-5.00. Tickets a l l  £6.95; fam i ly gro u p  
(fou r  peo ple with a t  least one adu lt) £24.95. 
Christmas International Computer Show: November 
Fri d ay 19th-Su n d ay 21st, Wembley Exh i bit ion Hal l, (0222 
512128). O pen 10.00-6.00, Fri,Sat; 10.00-4.00, S u n. 
Tickets £6 on the door; £8 by advance booking. 
Supergames: November Wed nesday 24th-Su n d ay 28th, 
Parte de Vers a i l les, Paris (010 331-4200 3305). 
VR User Show: Monday 29th November-Th u rsday 2nd 
Decem ber, London Novote l (081-994 6477). Tickets £7 
(free if you pre-register). 
Virtual Reality Show: New York Hi lton, New York. Monday 
29th November-T h u rsday 2nd December. Free Ad m ission. 

December 
Computer Shopper Show Christmas '93: Th u rsday 2nd
S u n d ay 5th December, Grand H a l l, O lympia, London. 
(071-373 8141). Tickets £7 adu lts, £5 kids (cheaper 
when booked i n  advance). Open 10.00-6.00 T h u rs-Sat; 
10.00-5.00 S u n. 

January '94 
Consumer Electronics Show, Las Vegas: Th u rsday 6th
S u n d ay 9th January, The Show Centre, Las Vegas, 
Cal iforn i a  USA o rgan i sed by Consumer Electron ics Gro u p  
o f  E lectro n ics Industries Assoc i ation. (0101 202-457 
8700). Former trade-on ly event is  now open to pub l ic. 

February 
Virtual Reality '94: Novote l, Hammersm ith, London (071 
976-0405). Feb 1st-Feb 2nd, Open from 9.30-5.00. 
Tickets £10 on the door. Trade free. 

April 
International Computer Show: Frid ay 22nd Apri l -S u n d ay 
24th, We mbley Exh i b it ion Ha l l  (0222-512128), Open 
10.00-6.00 Fri-Sat, 10.00-4.00 S u n. Tickets £7 adu lts, 
c h i l d ren u n der 10-£5. Advance ticket d i scou nt. 
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Championship Manager Am iga Mortal Kombat S u per  NES Mortal Kombat Mega Drive 

Night Trap Mega CD Tourneco's Great Adventure S u pe r  Fam icom (Japan) Silpheed 

MD (Japan) Day Of The Tentacle PC CD-ROM Microsoft Flight Simulator PC . . .  

The very latest charts 
from across the entire 
world of videogaming 
Amiga 
1 Championship Manager 

Domark (£26) 

2 Syndicate EA (£35)  

3 Project X Team 17 (£13) 

4 Alien Breed Special 

Edition 92 Team 17 (£11) 

5 F17 Challenge 

Team 17 (£13) 

6 Premier Manager 

Gre m l i n  Graphics (£26) 

7 Dogfight M icroprose (£35) 

8 Sensible Soccer 92/93 

Renegade/M i ndscape (£26) 

9 Gunship 2000 

M icroprose (£35)  

10 Soccer Kid Krisa l i s  (£30) 

Football games seem to ba all the rage at the 
moment, and Domark's offering is no exception 

Domark's Championship Manager is  
currently winn ing the battle of the footy 
s ims,  and it takes hold of the number one 
spot. M icroprose's Dogfight comes from 
nowhere to fly straight in at number 7, but 
the rest of the titles have just re-shuffled. 

Super NES 
Acclaim seem to 
have got their 
marketing 
strategy just 
right. Mortal 
Kombat steam 
rolls its way 
right to the top 

10 Batman Returns Konami (£50) 

9 Tiny loons: Buster Busts 

Loose Konami  (£50) 

8 Super Star Wars JVC (£50) 

7 Alien 3 UN (£50) 

6 Starwing N i ntendo (£50) 

5 Super Mario Kart 

N i ntendo (£40) 

4 Street Fighter 11 Turbo 

Capcom (£60) 

3 Striker El ite (£45) 

2 Mario All Stars 

N i ntendo (£50) 

1 Mortal Kombat Acclaim (£60) 

Mega Drive 
1 Mortal Kombat 

Acc la im (£50) 

2 Jungle Strike EA (£45) 

3 Jurassic Park Sega (£50) 

4 Micro Machines 

Code Masters (£35)  

5 PGA Tour Golf 2 EA (£40) 

6 Bubsy The Bobcat 

Acco l ade (£40) 

7 Flashback US Go ld (£45) 

8 Ecco Sega (£40) 

9 Cool Spot Vi rg in  (£45) 

10 Sonic The Hedgehog 2 

Sega (£40) 

MegaCD 
1 Night Trap 

Digita l P ictu res (£50) 

2 Batman Returns 

Konami  (£50) 

3 Final Fight Capcom (£45) 

4 Road Avenger 

Renovat ion (£40) 

5 Jaguar XJ220 

Core Design (£45) 

6 Sherlock Holmes Sega (£45) 

7 Prince Of Persia JVC (£45) 

8 After Burner 3 Sega (£40) 

9 Wolfchild Sega (£45) 

10 Black Hole Assault 

Sega (£40) 

The rather clumsy Night Trap still leads the 
way, but for how much longer? 

The Mega CD is in d i re need of decent 
software. The positions seem to j ust shuffle 
from month to month. Final Fight sti l l  
hasn't got what it takes to steal the number 
one position, unt i l  next month that is  . . .  

The Mega Drive version of Mortal Kombat 
retains the blood and guts of its arcade parent 



SFC Qapan) 

The cu t-cl own beginners' RPG , Final Fantasy 
USA, hi t the US fi rst as F.F. Mystic Quest 

Chun Soft - the creator of the Dragon 

Quest series has scored a h it  with the great 
looking action RPG Torneco's Great 
Adventure. And what about Koei's horse 
racing game Winning Post? At ¥ 1 2800 (about 
£85 !) this has to be the most expensive 
game around.  Who in their right mind 

. wou ld  buy that? The Japanese, that's who. 

1 Torneco's Great Adventure 

C Soft (¥9800) 

2 Winning Post 

Koei (¥12 ,800) 

3 Augusta Masters 2 

T & E Soft (¥9900) 

4 Final Fantasy USA 

Sq uare Soft (¥7900) 

5 Super Mario Collection 

N i ntendo (¥9800) 

6 SD Gundam 2 

Ange l (¥9800) 

7 Super Horse Racing 

l ' max (¥9700) 

8 Mario and Wario 

N i ntendo (¥9800) 

9 Seiken 2 Sq uare (¥9800) 

10 Super Bomberman 

H udson Soft (¥7800) 

US Gold's DOTT 

yet again  holds off 
Virgin 's  expensive 
7th Guest, and stays 
top of the charts. 
And that other  
Virgin smooth ie,  
Dune, i s  a lso 
stationary th is  
month i n  its 
number three s lot. 
Dune (on Mega CD) 
i s  reviewed i n  this 
issue on page 86. 

MD Qapan) 
1 Silpheed GameArts (¥8800) 

2 3X3 eyes Sega (¥8800) 

3 Puyo Puyo Sega (¥4800) 

4 Ecco The Dolphin 

Sega (¥8800) 

5 J·league Sega (¥7800) 

· 6 Super Shinobi 11 
Sega (¥6800) 

7 Golden Axe Ill 

Sega (¥6800) 

8 Mega Schwarzchild 

Sega (¥7800) 

9 Arcus 1.11.11 (¥8800) 

10 Fatal Fury Sega (¥8800) 

Seem s like the Japane se h ave de ci de d to 
stop u sing thei r Mega CDs as door stop s 

PC CD-ROM 
1 Day Of The Tentacle 

US Go ld  (£46) 

2 The 7th Guest Virgi n (£70) 

3 Dune Virgi n (£50) 

4 King's Quest V 

Sierra O n l i ne (£50) 

5 Sherlock Holmes 3 

M i ndscape (£50) 

6 Chessmaster 3000 

M i ndscape (£45) 

7 Great Naval Battles 

US Go ld (£45) 

8 Indiana Jones US Go ld (£46) 

9 Laura Bow 2 

Sierra O n l i ne (£45) 

10 Eric The Unready 

Acco lade (£35) 

n ews i 

PC 

The uHra- re ali sti c  Right Simulator from 
Mi crosoft seem s  to h ave m ade a big imp act 

Sensible Soccer is gradual ly s l ipp ing down 
the PC chart, as is  Day Of The Tentacle. 

But the sudden emergence of Zoo/ proves 
that PC owners also l i ke a bit of arcade 
fun from time to time . 

10 Links 386 Pro 

US Go ld (£46) 

9 Sensible Soccer 92/93 

Renegade/M i ndscape (£33) 

8 Railroad Deluxe 

M icroprose (£40) 

7 Populous & Promised Lands 

H it Squad (£15) 

6 Day Of The Tentacle 

US Go ld (£43) 

5 Links - Belfry US Gold (£23) 

4 X·Wing US Go ld (£46) 

3 Zool Grem l i n  Graphics (£35) 

2 Wing Commander: Privateer 

US Go ld (£50) 

1 Microsoft Flight Simu lator 

Most Wanted 
After the bri l l iant Crash 'n Burn, 
Crystal Dynamics now have a loyal 

fol lowing. Total Eclipse is the most 

wanted this month, with Power Slide 
coming a close second. Forgotten 
Castle gained a few more votes than 

Virtua Racing, and Atari's Jaguar joins 

the el ite with Crescent Galaxy. 

5 Crescent Galaxy Jaguar  

4 Virtua Racing Mega Drive 

3 Forgotten Castle PC 

2 Power Slide SNES 

1 Total Eclipse 300 
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This sequence aptly 
demonstrates Total 
Eclipse in full flow. Yes, 
this all moves smoothly 
and yes it's all rendered 
reaHime. No kidding 
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Total C rystal Dynam ics '  second 3 00 
title i s  we l l  named - it cou l d  wel l  
ec l i pse a l l  other  3 00 titles . . .  

"' " 
"' 

3 
0' 
"' 

Format:  3DO 

Pub l is her:  Crystal Dynamics 

Deve l o per:  In-house 

Release d ate : November 

Size :  1 CD 

Origi n :  US 

h e re is some debate 
over what the 3 DO 
l o g o  actu a l l y  stands  
for ,  but  with  Tota l 

Eclipse it m ust be ' 3 ' ,  
' D i me n s i o n a l ' and  

' O utstand i n g ' - C rysta l Dynam ics  
certa i n l y  are n ' t  p u l l i n g  any p u n c hes 
with  the i r  f i rst 3 D O t i t l e s .  

Th i s  space com bat s i m u l ator 
e m p l oys C rysta l ' s  p r o p r i etary Dynam i c  
C o o r d i nat i o n  M ap p i n g  S yste m 
W C M S ) - effect i ve l y  a texture
mapped p o l y g o n  e n v i ronment ,  r u n n i n g  
a t  ove r 2 0  frames p e r  seco n d .  

A n d  i t ' s  very ,  very i m p ress ive .  Y o u  
g u i d e  a F i re W i n g  f i g hter across 
depthcued p l anet su rfaces ,  a l o n g  
tw i st i n g  canyons and t h r o u g h  
z i g-zag g i n g  t u n n e l s .  T h e  v i s u a l s  a r e  
sm ooth , detai l ed  and utte r l y  

Tunnel interiors (above top) have an 
amazing level of texture-mapped detail 

Ecl ipse 
conv i n c i n g .  T h e  fact that i t ' s  a l l  
gene rated rea l t i m e  means that y o u  can 
f ly anywhe r e ,  any way - u n l i ke 
C D-based games l i ke S ilpheed. 

As with Crash ' n Burn ( page 7 8 )  
y o u  c a n  f l y  from t h e  p i l ot ' s  seat or  i n  a 
chase p l an e ,  v i ewi n g  y o u r  own craft 
from beh i n d .  T h e re are d i fferent 
weapon syste m s  to co l l ect i n c l u d i n g  a 
' P h ase C o i l '  w h i c h  d i ffuses the s h i p  so 
that i t  appears to f l y  through so l i d  
objects - a v i s u a l  t r i c k  re l i ant o n  
3 D O ' s  c u stom hardware . 

I n  fact the ent i re game is testament 
to the 3 D O ' s  capab i l i t i e s :  ' It ' s  p u re 
3 D O  arch itectu re , '  sa id  C rysta l ' s  
market i n g  manag e r ,  Scott Steinberg 
when we v i s ited C rysta l ' s  C a l i forn ian  
HQ i n  Edge o n e .  

B ut l e t ' s  hope  C rystal D y n a m i c s  
have n ' t  b e e n  b l i nded by sc i ence to t h e  
detr i ment  of game p l ay .  N o  matte r h o w  
smooth the g ra p h i c s ,  i f  i t ' s  j u st a demo 
of the 3 D O ' s  tec h n i ca l  p rowess ,  i t ' l l  
se l l  u n i ts ,  but  wo n ' t  make any f r i ends .  

To ta l Eclipse gets  the Edge £ testsc reen treatment next i s sue .  

Even the tunnels 
contain animated 
doorways, force fields 
and gun emplacements 

Unlike the software texture mapping evident on PC games, the 3DO's 
hardware gets 'right up close' without pixellating or breaking up 

19 



Q) 
.0 

E 
Q) (.) 
Q) 

Cl 

Q) 
c 

N "' 
'0.0 

p r e s c r e e n  

I Kether 

20 

With Kether, 
Phi l ips' CD-i 

system shows 

that it can do 

more than 

show pretty 

pictu res and 

play great 

sound. Though 

it does that 

too . . .  

The 3D flying sections (above) of Kether are hugely impressive. In the first sequence, you have to run the gauntlet of 
a particularly nasty asteroid belt. However, your ship's energy can be replenished by hi tting the green orbs (inset) 

Format:  CD-i 

P u b l isher :  Phil ips 

Deve l o per :  lnfogrames 

Release d ate : November 

Size :  1 CD 

Origi n :  France 

The initial jaw-drop of Kether 
comes in the shape of 3D 
sequences which, like those of 
Silpheed, have polygon backdrops 
which are pre-rendered and spooled 
off the CD. The aim here is to steer 
your ship through the maze of 
buildings and avoid getting 
smashed to bits. However, this is 
made tricky by pilot controls (pull 
down to go up) and the cretinous 
CD-i joystick. To give an impression 
of how these sequences look 
here's a series of screenshots en 
route to one of the temples . . .  

li Your ship swoops into an alien I .& city and heads at high speed 
towards a doorway . . .  

he  ver itab l e  f lood of 
h i g h  q u a l ity C D- i  t i t l e s  
cont i nues  with !<ether. 

T h i s  . . .  original space 
shoot 'em u p  is 
someth i n g  of a c ross 

between Silpheed and Dungeon 

Master, with a pseudo re l i g i o u s  theme 
and l ots of sh i ny meta l .  

lj . . .  Which opens just in time, I ..: allowing you to whizz through 
the arch and up a hallway 

f3 Avoiding the columns and I 01 pyramids you fly under the face 
and into the next chamber 



p r e s c r e e n 1 

In si de the temple , the g ame swi tche s to an expl ore r' s eye- view. The aim he re Is to di scove r the l ocati on of six h all s, signifie d by a g ol den doorway 
( top left). Su rvive the alien gu ards (bott om left) an d y ou en te r  a stunningly -ren dere d room , con taining gh ostly appari ti on s  an d a pie ce of se cre t code 

A cross 
between 
Silpheed 
and 
Dungeon 
Master 
with lots 
of shiny 
metal 

The  g a m e  i s  s p l i t  u p  i nto f i ve 
m i s s i o n s  with stu n n i n g  3 D  f l y i n g  
seq uences fo l l owed by n ot-q u ite-so 
stu n n i n g  3 D  l abyr i nth sect i o n s .  

U po n  c h o o s i n g  a m i ss i o n  you  h ave 
to g u i d e  y o u r  sh i p  t h r o u g h  a 3 D  
sect i o n ,  d o d g i n g  aste r o i d s  o r  avo i d i ng 
enemy s h i ps and b u i l d i n g s ,  depe n d i n g  
wh i c h  e n e m y  tem p l e  yo u ' re attem pt i n g  
to i nf i l t rate . 

These sect i o n s  are by far the most 
i m p ress i ve part of the  game, and 
a l though S ilpheed' s v i s u a l s  are m o re 
of a ro l l e rcoaster r i d e ,  the 
bac k g ro u n d s  i n  Kether are j ust as 
swe rve- i n d u c i n g  as you d u c k  beneath 
t h o u sand-ton aste r o i d s  o r  sneak 
through the  narrowest of t u n n e l s .  

Because these bac k g r o u n d s  are 
s p o o l e d  off C D ,  you can ' t  alter y o u r  
c o u rse t h r o u g h  the l eve l .  H owever you  
can sti l l  co l l i d e  with  obj ects and  enemy 
s h i ps ,  wh i c h  rea l l y  p l aces y o u  with i n  
t h e  e n v i r o n ment .  

H av i n g  s u rv i ved the 3D t r i p ,  you  
then  h ave to enter  the te m p l e  itse l f ,  by 
s o l v i n g  a p u z z l e  s u b-game.  W i th i n  the 

f4 D odging a flee t of enemy ships, 1 • y ou fly up the st ai rway an d 
th rough an othe r doorway 

Is In to the nex t ch amber an d y our I " ship swoop s down an d under 
the h angars on the fl oor 

te m p l e  the game changes  ag a i n  to a 
f i rstpe rson  v i ew of the catac o m bs .  
Y o u r  e x p l orat i o n  i s  h i n d e red by a l i e n  
g uards ,  but  sad l y  these c reatu res e x i st 
o n l y  i n  two l ocat i o n s :  ' d own the h a l l a 
b i t '  and  ' r i g ht up c l ose ' .  M o re frames 
of 3D u pdate wou l d  have h e i g htened 
the effect c o n s i derab l y .  

Kether o n  C D- i  does  g o  some way 
to showi ng  what the system can do  -
certa i n l y  the 2 4- b i t  i mages are 
wonderfu l .  And a l t h o u g h  the s u b
sect i o n s  are a l i tt l e  d i sparate , the 
game as a who l e  i s  e n g ross i n g  and 
v i s u a l l y  i m p ress ive .  Edge wi l l  £ 
h ave a fu l l  rev iew next i s sue .  

Credits 
Programming: Benoit Arri bart 

Programming: Pierre Crooks 

3D animation: Eric Coutu re 

3D animation: Yves Lognonne 

Graphics: Jos iane Gi rard 

Graphics: L a u rent Cl uzel 

Music: Jaques Roux 

T o  begin a mi ssi on , y ou 
ch oose a temple ( top). 
Su rvi ve the 3D se ction 
an d the re' s a ne at 
sequen ce sh owing y ou r  
cr aft swooping i n  to l an d  

r;, C arefully avoi ding the side s I ' an d m ore enemy ships, y ou fly 
ou t an d he ad for a gi an t  statue 

IQ Skimming the m assi ve stone I 0 he ads, y ou pull ou t of the ci ty 
and off into the wil d  pink y on der . • •  
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lt  sold out i n  

the fi rst days 

of release i n  

Japan. And 

now US SNES 

owners are 

about to find 

out why. Edge 
joins the quest 

ana 

The adven tu re h as ju st began ( above) an d ou r he ro en te rs a 
frien dly town. In typi cal RPG fashi on ,  h ou se s  m ay be se arche d for 
u seful Item s. Unfortun ately thi s  one (left) h as n othing to offe r 

Format :  SNES 

P u b l isher :  Square Soft 

Deve l o per :  In-house 

Release:  November ( US) 

Size :  16 Mbit + BB 

O rigi n :  Japan 

Cl 
o l e- p l ay i n g  games are 
very ,  very big b u s i ness 
- in J apan .  F o r  some 
reas o n ,  B r i t i s h  c o n s o l e  
p u b  I i s h e rs h ave steered 
we l l  away from 

b r i n g i n g  these  games to weste rn  
s h o res .  W h i l e  M eg a  D r ive p l ayers h ave 
the Phantasy S tar ser ies  and L and 

S ta lker, U K S N  ES p l ayers are o n l y  
j ust see i n g  t h e  f i rst s i g n s  of R P G  l i fe 
c rawl onto the scen e .  

W ith  the except i o n  of Zelda ,  and a 

U S  tran s l at i o n  of Final Fantasy I V  

( renamed Final Fantasy JJ) , t h e  o n l y  
opt i o n  o p e n  t o  m ost B r i t i sh  S N  E S 
own i n g  R P G fans h as meant b u y i n g  
J apanese vers i o n s  and wad i ng t h r o u g h  
screen afte r screen of J apanese text. 

B ut the rather  nervous  att i tude  of 
B r i t i s h  p u b l i s h e rs towards t h i s  g e n re is 
s l ow l y  but  s u re l y  chang i n g .  And i t ' s  
about  t i m e  too .  I t  wou l d  be i ro n i c  i f  
S q uare S oft ' s  e n g ross i n g  Final 

There's a 
wealth of 
characters 
to interact 
with, and 
teleports to 
take you to 
strange 
dimensions 
and hidden 
worlds 



Sq uare S oft ,  h aving 
virt ually corne re d  the 
Jap ane se RPG m arke t, 
are re ady to b ring one of 
thei r biggest selling 
ti tle s  to We ste rn sh ore s 

The ln tro seq uen ce ( ab ove) 
di spl ay s  the scene ry in 
gl ori ous Mode 7. Thi s 
cann on ( righ t) Is use d to 
bl ast y ou across to othe r 
se cti on s of the l an d  

Fantasy I V  and V, two of t h e  b i ggest 
se l l i n g  games ever i n  J ap a n ,  were 
never re l eased in t h i s  c o u ntry.  B ut the 
i m pen d i n g  U K re l ease of  the  
beg i n ners '  Final Fantasy g a m e ,  Mystic 

Quest, - the f i rst of a S q u are S oft and  
N i ntendo l i c e n s i n g  dea l - s u ggests the 
games c o u l d  be o n  the i r  way. 

The Secret Of Mana i s  the 
U S  name fo r the J apanese act i o n  
R P G ,  Seiken Densetsu 2 - one  of t h e  
m ost eage r l y  awaited R P G s  J apan ' s  
e v e r  see n .  N ot s u r p r i s i n g ,  s i nce  t h e  
c o m pany respo n s i b l e  a r e  S q u a re S oft , 
second o n l y  to N i nten d o  i n  the  
pop u l ar ity stakes  over  there .  A n d  the 
U S  arm of the c o m pany has taken the 
i n i t iat ive  of b r i n g i n g  th is  t it le  to the 
U S  m arket.  N i ntendo are e xpected to 
re l ease i t  in the U K next year. 

L i ke m ost S q uare S oft games ,  
S eiken 2 so ld  out  with i n  the f i rst few 
days of re l ease in J apan .  So what ' s  so 
spec i a l  about t h i s  S q uare S oft t i t l e?  

p r e s c r e e n  1 

W e l l ,  the act i o n  is v iewed i n  a 
� top-down perspect ive ,  not u n l i ke 
that of Zelda ' s .  B ut i t ' s  g raph i ca l l y  
s u p e r i o r ,  with  a v i b rant c o l o u r  scheme.  
Sound i s  e q u a l l y  i m p ress ive .  The  
s o u n dtrac ks h ave an etherea l ,  a l m o st 
new-age a m b i e n c e ,  and  are beaut ifu l l y 
c o m posed - another  recog n i sa b l e  
trademark  of S q u are S oft , i n  fact. 

B ut i t  seem s  the J apanese were 
most i m p ressed by the q uest - both 
h u g e  and e n g ag i n g ,  with the act i o n 
based sty l e  be i n g  a r e a l  departu re f o r  
S q uare .  A n d  f u n n i l y e n o u g h ,  i t  see ms  
the game was n ' t  q u ite as pe rfect as  
J apanese p l ayers were  expect i n g - it  
conta i n s  a b u g  and can ' t  be f i n i shed 
u n l ess the p l ayer  k i l l s a certa i n  
m o n ste r .  S o meth i n g  that ' s  natu ra l l y  
b e e n  amended f o r  the U S  re l ease. 

B ut the m ost i n novat i ve t h i n g  about 
Secret Of M ana i s  the  th reep l ayer  
opt i o n .  U s i n g  the  S u per  M u l t itap 
once  the other two characters are met 
u p  with  - th ree p l ayers can take o n  the 
huge q u est,  i n  a s i m i l a r ,  but  m o re 
soph i st i cated fas h i o n  to the Dungeon 

Explorer games o n  the PC E n g i ne .  
The Secret Of Mana i s  an  

enormous  game :  there are a wea l th  of 
characte rs to ta l k  to and  i nteract w i th ,  
and there are  l oads of te l e p o rts that 
take y o u  to strange  new d i me n s i o n s  
and h i dden  u nd e r g ro u n d  w o r l d s .  

F o r  t h o s e  of  y o u  who found  t h e  
Zelda s e r i e s  e v e n  remote l y  appea l i n g ,  
t h i s  i s  o n e  g a m e  y o u  sh o u l d  £ def i n ite l y  take a l o o k  at. 

Credits 
Programmer: Nasir  

Composed by: H Kikuta 

Directed by: K l s h i i  

Produced by: H Tanaka 

The most 
innovative 
thing 
about The 
Secret Of 
Mana is 
the three· 
player 
option . . .  

Finding the sword i s  y our 
fi rst, an d e asie st, task 
( top). Thi s Is the view y ou 
ge t ( ab ove) afte r  mi susing 
the cann on. Again Mode 7 
p ort ray s all the action 
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p r e s c r e e n 

Alone In  The 

E ach ch aracte r in AITD2 
moves in a p reo rd ained 
fashion as defined by 
the anim ato r (top). 
Here a gun-toting sailo r 
st rides afte r  you, fi ring 
his pistols and then 
spinning them into the 
ai r befo re cat ching 
them and fi ring again 

At the st art of the game, supe rn atu ral sleuth Edward C amby h as to bl ast his way p ast 
some of One Eyed Jack's zombies. The de ce ased unde ad are spi rited away (inset) 

Format :  PC/PC-CD ROM 

P u b l i s her :  lnfogrames 

Deve l o per :  In-house 

Release d ate : 01/94 

Size :  8 Disks/1 CD 

O rigi n :  France m ne of l ast year ' s  v i s u a l  
jaw-d roppers  was 
I nfogrames '  A lone In 

the Dark. U s i n g  3 0  
vecto r g ra p h i c s ,  and 
with c i ne m a-sty l e  c uts 

from scene to sce n e ,  A l TO won a s l ew 
of i m portant i n d u stry awards .  

E i g hteen m o nths  on ,  and  the 
i nev i tab l e  seq u e l  h as arr ived .  But,  
than kfu l l y ,  u n l i ke the f i l m  i n d u stry 
m ost v i deogame seq u e l s  are bette r 
than the i r  p redecessors - and A I TD2 i s  
n o  except i o n .  The  m a i n  c o m p l a i nts 
l eve l l e d  at the o r i g i na l  were that i t  was 
s m a l l ,  easy to f i n i s h  and that the m a i n  
characte r was t r i c ky to contro l .  A lone 

In The Dark 2 has p retty m u c h  s o l ved 
a l l those p r o b l e m s :  i t ' s  fo u r  t i mes  
b i g g e r ,  conta i n s  m o re c o m p l e x  p u z z l e s  
and has a m a i n  characte r who n o w  
m oves th ree t i m e s  m o re q u i c k l y .  

I n  A I TD2 E dward C a r n by rep r i ses  
h is  ro le  of supe rnatura l  p r i vate eye ,  as 
he  attem pts to track down the 
whereabo uts of h i s  PI f r i e n d  Ted 

A sequel to the 

excel lent Alone 
In The Dark, 
was inevitable. 

Edge reports 

on l nfogrames' 

new improved 

action RPG 

Ed gets a tho rough 
p asting at the h ands of 
two m ani acal zombies 

11 To show how AITD2's came ra system wo rks, I ... he re's a sequen ce showing Ed C amby 
discove ring his old friend, Ted Sti cke r . . .  

f2 Climbing down a l adde r, Ed steps on the I .,. rusty rung, whi ch sn aps off and sends him 
hurtling to the ground 

f3 Ed tumbles across the floo r, coming to rest I "" on a walkway. In a d aze, he accident ally 
kno cks his m achine gun ove r the side 



p r e s c r e e n 1 

In a scene stolen from 
Je an C octe au' s Be auty 
An d The Beast, S an ta 
C ranby battle s wi th 
spectral wall-m oun te d 
sword-waving arm s 

E very ch aracte r 
crumple s re ali sti cally to 
the g roun d before dying 

In the kH chen, Eel comes across a chef 
arme d wi th bl ow-pipe. S upe rb anim ati on, 
but i t' s  dange rous to si t aroun d an d watch 

St icker .  St i cker  went m i s s i n g  d u r i n g  
h i s  i nvest i g at i o n  o f  t h e  k i d nap of 
G race S a u n d e r s ,  an  e i g ht yearo l d  g i r l .  
P r i me suspects are O n e  Eyed J ac k  and  
h i s  band of boot l e g g e rs .  

Set o n  C h r i stmas eve , t h i s  game i s  
a b i t  of a S anta C l aus  meets T h e  
Krypton F acto r meets D a w n  Of T h e  
Dead , w i t h  a besu ited hero  s o l v i n g  
p u z z l e s  and  destroy i n g  z o m b i e s  i n  a 
var iety of g r i s l y  ways .  

As we l l  as w i e l d i n g  m ac h i nes g u n s ,  
swo rds and other i na n i m ate obj ects 
( both backhand  and forehand ) ,  
E dward k i c k s  and  p u n ches  and a l s o  
pe rfo r m s  a mean headb utt. T h e r e ' s  
p l e nty of b l ood  and  i t ' s  def i n ite l y  not  a 
game for the fa i nthearte d .  

With  2 5 0  bac k g r o u n d s  and  8 0  
d i fferent characte rs ,  there ' s  around  5 0  
h o u rs o f  p l ay i n g  t i m e  i n  A I TD2. 

B ac k g ro u n d s  n ow feature 2 D 
a n i m at i o n s  to m o re conv i n c i n g l y  set 
the scene and the camera system h as 
been ref i n e d  so that i n  l arger  rooms 
you  h ave seve ra l  d i fferent a n g l e s ,  
depe n d i n g  u p o n  w h e r e  y o u r  characte r 
is stan d i n g .  A n d  j u st as you  c o u l d  
c hoose t o  p l ay a s  a m a n  o r  woman i n  
A l TO, t h e  seq u e l  has t h e  p l ayer  i n  
c o ntro l o f  both E dward and , u p o n  h i s  
capture ,  G race - whose s i ze means  she  
can perform tasks  that E d  c o u l d  n ot .  

C e rta i n l y  the a n i m at i o n  of a l l the 
c h aracte rs i s  very i m p ress i v e ,  and the 
camera cuts s h o u l d  make p l ay i n g  
A I TD2 a very u n i q u e  e x p e r i e nce .  

One thing th at Alone In The Dark 2 doe sn't do i s  p ull p un che s. E ve ry slap, 
he adbuH an d bullet hi t i s  accomp anie d by h orribly re ali sti c soun d  effect 
an d a sh owe r of bl ood. Go od job i t' s  ju st m akebelie ve . . .  

Jack In The Dark 
is a 

sma l l  two-room p u z z l e  that comes  as 
an extra b o n u s  for anyone b u y i n g  
A lone I n  The Dark 2 o n  C D- R O M  o r  
f l oppy ,  o r  the o r i g i n a l , w h i c h  i s  be i n g  
repackaged f o r  a C h r i stmas re-re l ease. 

T h i s  m i n i g a m e  h as a y u l et ide  
theme .  S anta has been captured  by an 
ev i l J ac k  In the Box and you  c o ntro l a 
g i r l  tas ked with  re leas i n g  the c h u bby 
yo-ho-ho  me rchant.  As freeb ies  £ 
g o ,  Jack In The Dark i s  g reat. 

Credits 
Programmer: Franck de G i ro l a m i  

Programmer: Vi ncent Terra i l lo n  

Graphics: Freder ique Nantermet 

Graphics: Sylvie S i lvi 

Animation: Jean-Marie Naza ret 

Animation: Freder ique Bourgin 

Music: Jean-Luc Escal ant 

AITD2 is a 
bit of a 
Santa 
Claus 
meets The 
Krypton 
Factor 
meets 
Dawn Of 
The Dead . . .  

f4 C rossing the ch asm, E d  spo ts a sh ape at the 
1 • fa r en d of the dimly li t walkway. Pl ucking up 
courage, he de ci de s to In ve stig ate 

ri" As he ne ars the sh ape, E d  re cogni se s  hi s ol d 
1 .., frien d an d p ri vate eye, Te d S ti cker. Te d 
appears to be h aving a crafty kip 

l.i Bu t on clo ser inspe ction it appears th at I v Te d' s  sle uthing day s h ave come to an en d. 
G ue ss yo u can forget that £20 you owe him . . .  
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p r e s c r e e n 

Frontier: 
Format:  PC/Amiga 

P u b l i sher :  Gametek 

Deve l o per :  David Braben 

Release d ate : November 

S ize : 1 disk 

O rigi n :  UK 

e 

I 
The gam e  

that launched 

a thousand 

space s h i ps.  

That was Elite 
back i n  1 984. 
Edge tal ked 

to its author 

about the 

l ong-awaited 

seq u e l . . .  

Elite fan s  will enj oy skimming ove r pl ane t surf ace s, b ut the effect i s  unf ort un ately le t down by the crude 3D 
en vi ronmen t - the pl ane t surface s are je rky when fully de taile d. In space , th ough , i t' s  all a l ot sm oothe r, n aturally. A s  
f o r  the tex ture-m appe d sp ace craft - they l ook m ore like they ' ve been carpe te d  th an any thing el se • • •  

o r  someone  whose f i rst 
game s o l d  around  
th ree q uarters of a 
m i l l i o n  c o p i e s ,  David 
Braben is a fai r l y  
u n assu m i n g  characte r .  

H e ' s  coy about the h u g e l y  successfu l 
Elite w h i c h  started out  on the B B C  
M i c r o ,  went l 6 b it ,  and  then f i n i shed  
u p  o n  the N E S - Dav i d ' s  favo u r ite 
vers i o n  of the game.  

A n d  when  q u i zzed about 
prog ram m i n g  i n  g e n e ra l ,  he  screws up 
h is  face in  d i staste . Fron tier: Elite II  

has c l ea r l y  been a labour  of i m mense  

p r o p o rt i o n s ,  l ast i n g  over f i ve years.  
' I 've a l ways been very i nterested i n  

Astro n o my , '  h e  c l a i m s ,  ' and  what I 
a l ways wanted Elite to h ave was a 
m o re rea l i st i c  bac k d r o p  with a 
co m p l i cated game w o r l d  on top . '  

Frontier certa i n l y  h as that .  A 
deta i l e d  and  pa i nsta k i n g l y  accu rate 
rep resentat i o n  of space has been 
c reated , and  our own so lar syste m ' s  
p l anets and  m o o n s  acc u rate l y  mapped .  
A n d  as i f  that was n ' t  e n o u g h ,  there ' s  
t r u e  d ata s u p p o rt i n g  the s o l a r  syste ms  
with i n  a 2 0  l i g htyear rad i u s  of o u r  own 
s u n ,  p l u s  othe r  m o re d i stant but  we l l  

• 

The In-c ockpi t viewp oin t  In cl ude s  the famili ar 
3D scanne r, an d i t' s  still as effecti ve 

P urple ship ,  g reen exh aust , pink wallpape r • • •  
thi s  m ust be the fi rst rave sp ace sim ul ator 

W an t  to be In con spi cuous In deepe st darke st 
space? Well , green le op ard skin ' s  all the rage 



p r e s c r e e n  1 

Elite' s orbH al sp ace stati on s are still in e vi den ce. An d th ough vastly 
Imp rove d, the graphi cs still l ook cru de comp are d to othe r PC ti tle s  

Frontier 
has no 
particular 
set goal.  
lt's very 
much up 
to the 
player 
where 
they go, 
and what 
they get 
up to . . .  

k n own syste ms .  Outs ide  that ,  
eve ryth i n g  e l se i s  stat i st i ca l l y  
c a l c u l ated o n  t h e  f l y .  

' I ' m  rea l l y  s u r p r i sed h ow l i tt l e  w e  
rea l l y  k n ow about o u r  g a l axy '  Dav i d  
ad d s .  ' M any of the deta i l s  i n  
astronomy books  are actu a l l y  
s u r m i sed .  N o-one  kn ows h ow many 
p l anets are out  there  and no-one 's  
actu a l l y  spent the t ime to accu rate l y  
map 3 0  s pace . '  

S o  m u c h  f o r  t h e  rea l i st ic  bac k d r o p .  
W h at a b o u t  the co m p l i cated g a m e  
wo r l d ?  W e l l ,  i n  m ost syste ms  the c o re 
reg i o n  around  the s u n  i s  h i g h l y  
p o p u l ated , with  futu r i st i c  c i v i l i sat i o n s  
p o p u l at i n g  many w o r l d s .  The  fu rthe r  
out  you  g o  the l ess c i v i l i sed  i t s  gets.  
A n d  i t  i s  here that the front i e r  w o r l d s  
a r e  l ocate d ;  the s p a c e  e q u i va l ent  of t h e  
w i l d  west - p o p u l ated by r o g u e s ,  
vagabonds  and p i rates .  

T h e r e ' s  a p o l i t i ca l  l eve l  to the 
game,  p i tt i n g  a powerf u l  c i v i l i sed 
federat i o n  aga i nst a d i stant and 
c o r r u pt e m p i re .  A state of co ld  war 
e x i sts between the m ,  so there ' s  l ots of 
s py i n g  and sabotage - a n d ,  so Dav i d  
rec k o n s ,  ' m o re scope f o r  t h e  p l ayer  t o  
h ave fu n . '  

As i n  t h e  f i rst game ,  Frontier has 
n o  part i c u l ar set g o a l . It 's  very m u c h  
u p  to the p l ayer  where t h e y  g o ,  a n d  
what t h e y  g e t  u p  to .  Trad i n g  i s  n ow 
m o re s o p h i st i cated ,  but  i t ' s  not the 
foc us  of the game .  I t ' s  now poss i b l e  to 

set y o u rse l f  u p  as a space tax i ,  o r  even 
be h i red by m i l itary corporat i o n s .  

There  a r e  st i l l  s ub-goa l s  to a i m  fo r ,  
t h i n g s  l i ke Elite rat i n g s ,  m e d a l s  for  
successfu l m i ss i o n s  etc , and you  can 
even go for  the  b i g gest s h i p ,  in true 
one-upmansh i p-sty l e .  ' I  l i ke open
ended  sce n a r i o s ,  where the  p l ayer can  
p ick  u p  aga i n  at any t i m e , '  Dav i d  
proc l a i m s ,  ' a  set g o a l  d o e s n ' t  f i t  i n  
w i t h  the ethos of the g a m e .  I f  
anyth i n g ,  stay i n g  a l ive  a s  l o n g  a s  
poss i b l e  i s  the g o a l . '  

70 d iffe rent 
m i s s i o n s  vary 

from s i m p l e  e rrand r u n n i n g  to p l ay i n g  
t h e  part of an assass i n  and  tak i n g  
someone  o ut .  B u t  i f  y o u  j u st b l ow 
someone  o ut of the sky ,  you  co u l d  get 
caught and  w i n d  u p  with a c r i m i na l  
reco rd .  T h e  best b e t  i s  to p l ay i t  safe 
and c h oose to be a covert assass i n ,  
fo l l ow i n g  y o u r  target o u t  i nto space 
and then  l ett i n g  them h ave i t  where 
no-one can see yo u !  

W ith t h i s  l eve l  o f  i ngame detai l ,  
Edge was s u r p r i sed  t o  l earn  that the 
PC vers i o n  of Frontier f its o nto j u st 
one  s i n g l e  h i g h  dens ity d i s k .  
P re-ca l c u l ated g ra p h i cs are m o re o r  
l ess absent ,  and  m e m o ry-h u n g ry i ntros 
and cut  scenes are c o m p l ete l y  i g n o re d .  

S o  why wou l d  someone  de l i be rate l y  
avo i d  the t h i n g s  that P C  owners n o w  
take for  g ranted ? Dav i d  offe rs t h e  

Frontier' s gal acti c  m ap h as m ove d on from the one In Elite. System s are 
di spl aye d In full 3D p rovi ding a genuine feeling of a space en vi ronmen t 

Thinking of buying a new ship? Frontier 
p rovi de s full te ch spe cs on all the new m odel s  

Thi s Is y ou r  basi c tran sp ort. Single exhaust, 
n aff p alntj ob, bu t g ood fuel con sump ti on 

H owe ve r the twin-exh au st  C obra Is mu ch m ore 
sui te d  to bl asting around the g al axy 
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p r e s c r e e n 

T op: Veteran game 
designer, Da vid Braben. 
Ab ove: The original 1 984 
Elite was eo-designed by 
lan Bell and released on 
the BBC and Electr on 

Space stati ons need to be appr oached carefully, especially in the ou ter reaches of 
space. Pirates and space h ooligans are e ven m ore rife than in the original game 

e x p l an at i o n ,  ' I n  these days of m u l t i p l e  
d i s k  games ,  s o m e  peo p l e  a r e  b o u n d  t o  
say ' I s that a l l ,  i t  m ust be r u b b i s h ! '  I 
was actu a l l y  u n d e r  a l ot of p ressu re to 
i n c rease the n u m b e r  of d i s k s ,  even 
t h o u g h  the game d i d n ' t need i t !  

' Person a l l y ,  i t  rea l l y  a n n oys m e  
when peo p l e  a r e  d i sappo i nted when a 
game doesn ' t  come on at l east ten 
d i sks .  W h at ' s  the p o i nt in  h av i n g  so 
many megabytes of p re-stored g raph i c s  
with  on l y  3 0 1< a l l ocated to the  
i m p o rtant b i t - the game code? ' 

The Amiga versi on of Frontier has n o  texture-mapping, so with surface 
detail turned off, this PC sh ot is what Amiga owners can expect to see 

Frontier saves 
a l ot of 

d i s k  space by gene rati n g  its g ra p h i c s  
o n  the f l y .  S o  the b u l k  of the m e m o ry 
is used for  the g a m e ' s  mechan ics - the 
gamep l ay - i n stead of for  ren d e red 
i m ages .  B ut ,  rea l i st i ca l l y ,  Frontier 

wou l d  h ave benef ited from some bette r 
g raph i cs .  O n  the P C  its A m i g a  o r i g i ns 
are m o re than apparent.  

T h e  main p r o b l e m  i s  with  the 
texture-mapped 3 D .  Even o n  a fast 
4 8 6  it's j e rky ,  req u i r i n g  the deta i l to 
be switched  off for  a s m o oth r i d e .  And 
next to so meth i n g  l i ke TFX it l o o k s  
dec ided l y  c rude .  O n  the A S O O ,  i t ' s  even 
s l owe r ,  n atu ra l l y .  

T h e  game des i g n  certa i n l y  has 
g reat potent i a l , but  without a rea l i st i c  
l o o k i n g  and  v a r i e d  e n v i r o n m e nt ,  j ust 
how m u c h  i nterest can be susta i ned?  

O n e  th ing  that does  sh ine ,  thou g h ,  
i s  t h e  R o l an d  m u s i c - t h e  i ntra theme 
i s  e m i nent l y  h u m mab l e !  

C h e c k  o u t  Edge fo u r  t o  see 
how Frontier fares. 

Credits 
£ 

Game designer/programmer: 

David B raben 

PC version: Chris Sawyer 

Music: Dave Lowe 

Frontier 
would 
have 
benefited 
from some 
better 
graphics. 
On the PC, 
its Amiga 
origins are 
more than 
apparent . . .  

D ocking wi th space stati ons is aut omatic n ow. 
N one of that awkward r otating business 

There are four le vels of surface detail - here 's 
what it l ooks like wi th ou t  textu re-mapping 

Skimming the planet surface of Ma rs. 
A tm osphere p rocessors h ave turne d i t  blue 



p r e s c r e e n i 

M across i s  a new Japanese shoot 'em M ac ross: u p, based o n  the an ime series. 

Edge takes an early look 

I Scramble Valkyrie 

C ould this be the next decent CybematoMityle sh oot 'em up to hit the S upe r Famic om? 
With graphics like these, it j ust might . . .  Macross is based on a Japanese anime TV se ries 

Format :  Super Famicom 

P u b l isher :  Zamuse 

Deve l o per :  In-house 

Release d ate : 29/10/93 

Size :  8 Mbit 

O rigi n :  Japan 

h e re seem s  to h ave 
been someth i n g  of a 
ceasef i re on the S u p  e r  
F a m i c o m  shoot ' e m  u p  
front recent l y ,  with  
the on ly  n otab l e  

re l ease , Darius Force, rece i v i n g  a 
part i c u l a r l y  l u kewarm recept i o n .  S o  i f  
you  can ' t  wa it  unt i l R- Type III comes  
out at  C h r i stmas , i t  m i g ht be worth 
kee p i n g  an eye out  for  M across - a 
convers i o n  of a B a n p resto c o i n-op that 
appeared i n  J apan ear l i e r  t h i s  year.  

PC E n g i ne 
owners w i l l  
k n ow the 
M across 

se r i e s ,  with  

In Macross space ships can t urn int o r ob ots (t op), and 
he re's the th ree cha racte rs in the game (above} 

a shoot ' e m  up and  a strateg y  game 
a l ready out o n  P C - E .  

M across g i ves y o u  t h e  th ree m a i n  
characte rs f r o m  t h e  s h o w  to c h oose 
fro m ,  and  wh i l e  there ' s  n oth i n g  spec i a l  
about the weapons  they ' ve got to p l ay 
with  - th e  standard l asers ,  rockets ,  
s p read f ire ,  and  so o n - the i r  s h i ps are 
rather  handy.  Each  s h i p  h as th ree 
d i fferent shapes to transfo rm i nt o ,  
i n c l u d i n g  r o b o t i c  mecha su its .  

Tech n i ca l l y ,  Macross seem s  a l i tt l e  
m o re acco m p l i shed  t h a n  m u c h  of t h e  
d ross around - it  l o o ks n i ce r  f o r  s u r e ,  
w i t h  some i nterest i n g  backg rounds  a n d  
spr i tes .  O t h e r  t h a n  that there doesn ' t  
seem to be m u c h  new about i t ,  so  we  
can on ly  h o pe M across comes £ 
a l i ve when you  actua l l y p l ay i t .  
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Rebe l 
Assau lt 

With a n oth e r  th ree movies i n  the 

p i p e l i n e  and an e n d l ess  stream of games,  

the Star Wars saga co nti n u e s  . . .  

Un surp ri slngly, Rebel Assault incl ude s a fai r  am oun t  of deep sp ace 
dogfigh ting. De ath S tar, S tar De stroyer, TIE Fighters, oh i t' s  all he re . . .  

The wealth 
of fi lm 
footage 
makes CD 
a very 
tempting 
medium 

Format:  PC/MCD 

Pub l isher :  US Gold/JVC 

Deve l o per :  LucasArts 

Release d ate : Nov/TBA 

Size :  1 CD 

O rigi n :  US 

ucasArts ' Rebel 

A ssault is to be the i r  
f i rst C D-on l y  g a m e ;  
the wea l th  of ava i l ab l e  
f i  I m footage and  
s o u n dtrac k s ,  m ust 

make C D  a very tem pt i n g  med i u m .  
By  stream i n g  prere n d e red  

P art of the game In vol ve s infil trating an 
Impe ri al camp on f oot. Re d 5, I'm g oing in . . .  

bac k g ro u n d s  off  the C D - Silpheed

sty l e - they a i m  to b r i n g  a c i nemat i c  
fee l to Rebel A ssault' s f l y i n g  sect i o n s .  
A n d  by m a k i n g  the i mage l arger  than 
the  scree n ,  the  p l ayer i s  t r i c ked i nto 
b e l i ev i n g  they h ave m o re i nf l uence  
over the c raft : swerve l eft and the 
sce n e ry s h i fts accord i n g l y .  

H oweve r ,  t h i s  tec h n i c a l  feat m ay be 
at the expense  of deta i l :  the c l i p  Edge 
saw conta i ned o n l y  very bas i c  scenery .  

Rebel A ssault i s  head i n g  for  P C  
C D- R O M ,  M eg a  C D  and  even C D- i .  
A n d  i f  that i s n ' t  e n o u g h ,  
B -W i n g ,  t h e  t r u e  seq u e l  t o  £ X -W i ng is approac h i ng fast . . .  

The rebel figh te r' s a 
sp ri te; the b ackgroun d Is 
p ulle d off CD. Musi c Is 
courte sy of John Willl am s  

A s  wi th X·Wing, L ucasArt s' fi.Wing con tain s g orge ous scene- se tting 
graphics, en ough to se t any S tar W ars fan a-d rooling . . .  



p r e s c r e e n  1 

The Lawn mower 

The clnem atlo-s tyle 
platfonn se cti on l ooks 
Imp re ssi ve but i s  
h an dle d in m uch the 
same way as Dragon's 
Lair, wi th seq uen ce s  
dragge d f rom C D  

Format :  PC CD-ROM/MCD 

Pu b l i sher :  Storm 

Deve lo per :  In-house 

Release d ate : NovjSpring 

Size :  1 CD/1 CD 

O rigi n :  UK 

torm have been b u s i l y  
beave r i n g  away o n  
convers i o n s  of t h e  f i l m  
that b r o u g ht the i dea  
of V i rtua l  Rea l ity to  
the attent i o n  of the  

p u b l i c - The  Lawn m owe r M an .  Even  
with  a c l i ched  sto ry l i ne and  some 
w i l d l y  esote r i c  spec i a l  effects , the f i l m  
sti l l  p roved a h u g e  success.  

Storm are l o o k i n g  to e m u l ate the 
success of the f i l m  and  are putt i n g  the 
f i n i s h i n g  touches  to a l l  vers i o n s .  The  
P C  C D- R O M  game i s  the c l osest to 
be i n g  f i n i shed , and  it 's  a lso l o o k i n g  
t h e  m o st i m p ress i ve a t  t h i s  stage .  

a h u man g u i nea p i g  i n  o n e  of y o u r  
V i rtua l  Rea l ity e x p e r i m e nts.  
S ometh i n g  goes  h o r r i b l y  wrong and 
the h u m b l e  and  i ntroverted J obe turns  
i nto a h i g h l y  destruct ive be i n g ,  and  
now h i s  on ly  i ntent i o n  i s  to take  over  
the wo r l d  v i a  its c o m p ute r netwo rks .  

B ut f i rst he  seeks reve n g e ,  revenge  
for  the  i nj u st i ce  carr i ed  o ut agai nst 
h i m ,  and it 's you h e ' s  after .  U s i n g  h i s  
newly  fo u n d  powers ' C yberj o b e '  p u l l s  
y o u  i nto t h e  V R wo r l d .  

T h e  g a m e  h a s  y o u  p i tt i n g  y o u r  
i nte l l ect aga inst h i s  i n  a se r i e s  of 
p u z z l e s  and arcade sect i o n s .  The  
game p l ay i s  s p l i t  i nto th ree ma in  
areas : math e m at ica l  and  l o g i ca l  
p u z z l e s ,  c i nemat ic  sty l e  sect i o n s ,  and 
arcade type f l y i n g  seq uences .  

U s i n g  some  stu n n i n g  i nte ract ive 
raytraced 3D g ra p h i c  sequences ,  the  
look  of the f i l m  has def i n ite l y  been 
captured .  B ut h o pefu l l y  i t  w i l l  
p l ay m o re a s  a game than £ another i nteractive mov ie .  

Man 
Bi l led as an 

i nteractive 

movie,  based 

on a Virtual 

Real ity fi lm,  

Storm's The 
Lawn mower 
Man had 

better cut it . . .  

T h e  sce n a r i o  fo l l ows the  p l ot of the  
f i l m ,  giving you c o ntro l of D r  A n g e l o .  
J obe - a s i m p l eton  gardene r - atta i n s  
superhu man powers afte r be i n g  u s e d  as 

The flying se cti on s (bel ow) p rovi de ample opportuni ty 
for some st unning 3D cyberspace vi sual s 

The be auty of CIHIOM I s  the exq ui si te Im age s th at can be 
stored. TLM p romi se s  to ex cel in th at dep artmen t, an d if i t  
pl ay s  well , we coul d be i n  for vl de ogame he aven . . .  

In one of the p uzzle game s 
( above) y our m ove s are 
taken by robo t pie ce s  
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p r e s c r e e n  

se 2000's attention to 
detail is stunning, as 
shown by this hospital, 
church, police station, 
jail an d fusion reactor 

As your 
kudos 
grows so 
do the 
rewards • • •  

up to an 
enormous 
edifice 
dedicated 
to your 
greatness 

Suspension bri dges not 
only help to link areas of 
your city, but also look 
very smart in dee d 

Format :  Apple Mac/PC 

P u b l isher :  Maxis 

Deve l o per :  In-house 

Rel ease d ate : 01/94 

Size :  1 disk/1 disk 

O rigi n :  US 

m 
m e r i can coders  M ax i s  
are rea l l y  o n l y  k n own 
for one  p rod uct - S i  m 

City - and var iat i o n s  
thereof.  S im Earth, 

S im Farm, S im A n t  

( for  heave n ' s  sake ) ,  h ave a l l  g rown 
from the S i  m City see d .  And now 
M ax i s  h ave come fu l l  c i rc l e ,  prod u c i n g  
an updated vers i o n  of S i  m City w h i c h  
i ncorpo rates the best e l e m e nts of a l l  
the i r  p rev i o u s  games and i m p roves 
m ass i ve l y  upon the o r i g i n a l .  

S im City 2 0 0 0  certa i n l y  l oo k s  
g reat o n  the M ac ,  w i t h  h i g h  reso l ut i o n  
g raph i c s  i n  2 5 6  c o l ours .  I t ' s  a l s o  now 
a c ross between S i  m City and 
Populous, with an  i sometr ic  v i ew and 
proper  3D l andscape ,  wh ich  can be 
des igned and a l te red at w i l l .  Y o u  want 
to p o p u l ate M o nt B l anc?  N o  prob l e m .  

G iven that h i l l s  a n d  skyscrapers can 
obsc u re your v i ew of the c i ty beyo n d ,  
y o u  c a n  n o w  su rvey y o u r  tee m i ng 
metro po l i s from o n e  of fo u r  d i fferent 
ang l es .  The  3D aspect a lso adds a l ot 
m o re depth to the des i g n  d i sc i p l i ne s :  i t  

Sim City 2000 is  the latest in a long l ine  of 

city-bu i l d i ng strategy games. So why is  

th is one so d ifferent? Edge explores 

takes  cash to f l atte n land ;  you  h ave 
b r i d g e s  and t u n n e l s  to contend with ; 
you  can c o n struct a su bway system 
beneath the c ity ;  and you  a l s o  h ave to 
l o o k  after the e n d l ess m i l e s  of 
u nd e r g r o u n d  wate r p i pes .  

S im City 2 0 0 0  now carr ies  many 
m o re o pt i o n s  for  the wou l d -be c ity 
arch itect. You sti l l  a l l ocate l an d  to 
i n d ustry,  c o m m e rce or h o u s i n g ,  but 
can now make them heavy o r  I i g ht ,  
depe n d i n g  u p o n  the l ocat i o n  a n d  
perso n a l  p refe rence .  

T h e re are now e i g ht types  of 
powe rstat i o n  with wh i c h  to keep the 
c ity h u m m i n g ;  you can b u i l d  sch o o l s ,  

T o  keep the E dgevllle 
ten ants happy, they've 
been given a new stadium 
an d a nice new marina 
( above). But they can 
damn well pey for it by 
working In the commercial 
zone (left) an d paying 
thei r taxes • • •  



Repeatedly make bad 
decisions and you run the 
risk of riots. Time to call 
your mates in the militia 

p r e s c r e e n i 

Arcologies are cities within cities, which 
also need maintaining and controlling 

c o l l eges ,  l i b rar ies  and m use u m s  to 
keep the i n hab itants ed ucate d ;  you can 
p l ace parks ,  zoos ,  m a r i n as and 
stad i u m s  for  e nterta i n ment ;  and as  
we l l  as p o l i ce  and  f i re stat i o n s ,  you  
can construct pr i sons  and h o s p i t a l s  for  
the overa l l safety and we l l -be i n g  of 
your p e o p l e .  

A l l  the b u i l d i n gs  a r e  beaut ifu l l y 
d rawn , with  t i n y  a n i m at i o n s  such  as 
peop l e  m i l l i n g  aro u n d ,  f lags  f l y i n g  and 
so o n .  As befo re , cars d r i ve across  
town , tra i n s  shutt l e  back and fo rth and 
t iny  a n i m ated ae ro p l anes cont i n u a l l y  
p l u m met i nto y o u r  heav i l y  p o p u l ated 
u rban areas. S i g h t i n g  a i r p o rts out of 

Beneath your city lies a tangled web of 
tunnels (grey), water mains (blue) and 
underground rail networks (green) 

town is perhaps n ot a bad i dea . . .  
T h e re are a l s o  rewards for  be i n g  

t h e  ( s uccessfu l )  mayor o f  y o u r  c i ty. A s  
y o u r  k u d o s  g rows , so do  t h e  rewards ,  
start i n g  with a p l ush  mayora l  house ,  
through to a c ity h a l l ,  a statue of your  
esteemed se l f  and eventu a l l y  you  get  
an enormous  sc u l ptured ed i f i ce  
ded i cated to y o u r  g reatness. 

From E d g e ' s  a l l -but-f i n i shed beta 
vers i o n ,  S im City 2000 certa i n l y  l oo k s  
to be the b u s i ness .  I t ' s  f a r  m o re 
c o m p l e x  than Si m City and so has 
bette r l o n g-te rm appea l .  Devotees of 
S i  m City sh o u l d  watch out for  t h i s  new 
re l ease , due to h it PC and A p p l e  £ 
M ac i n  the next few m o nths .  

Credits 
Chief designer: Wi l l  Wright 

Co-designer: Fred Hass i m  

Producer: Don Wa iters 

Graphics: J e n ny Marti n 

Manuals: Michael Bremer 

Should the fates decree that your city is to be ravaged by an enormous space monster, 
this is what you can expect. Sadly, having crossed the boundless eternities of space 
and time, all it wants to do is kick the c rap out of your housing estates . . .  

You can now design 
your own landscape to 
populate. You can plant 
trees, make rivers, 
c reate valleys, even 
raise the water level 
(from top to bo ttom) 

One of the worst disasters is 
the volcano. Not only does it 
set fi re to the surrounding 
area, but it's an instant hill 
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p r e s c r e e n 

SSN-2 1 Seawolf 

._ ., -
�- / 

..... � 1'l:'" 
The s on ar room ( above) 
m ay n ot l ook th at 
exci ting, but i t's whe re 
all th ose won derful 
s oun ds c an be he ard 

Format: PC 
Pub l isher :  Electronic Arts 
Developer:  In-house 
Release d ate : 11/93 
Size:  5 disks 
O rigi n :  UK 

T he  sti l l - i n -product i o n  S S N - 2 1  
S eawo l f  i s  c l a i med  t o  b e  the 
fastest, dee pest d i v i n g ,  m ost 

heav i l y-armed U S  s u b m a r i n e  ever .  A n d  
before i t  has e v e n  e ntered fu 1 1  m i I itary 
serv i c e ,  EA h ave p rod uced a PC s i m  
based o n  i t s  deep sea ant ics .  

E veryone k n ows s u b m a r i n e  
s i m u l at i o n s  a r e  usua l l y  d u l l - w i t h  
l i tt l e  i n  the way of v i s u a l s  and s o u n d .  
Of course ,  w i t h  Seawolf, E A  c l a i m s  
i t ' s  a l l d i fferent.  A n d  i ndeed ,  the 

Sub Wars 2050 

' 

� .. : � • '  ;._:�· .. j .4ir-4fd'..A. ' 
The c ockpi t view ( above 
righ t) displ ays y our 
we ap ons an d the 
c urren t p osi ti on of y our 
s ub. Th at p urple 'mesh' 
( top) is the the rm al 
l aye r. Rise above i t  an d 
y ou' re p rone to radar. 
An enemy s ub ( above) 
p rep ares for i ts l aunch 

Format: PC 
Publ isher :  Microprose 
Devel oper:  In-house 
Release d ate : 11/11/93 
Size:  5 disks 
O rigi n :  UK 

S u rfac i n g  at about the same 
t ime as EA's Seawo/f, 

Subwars 2050 has adopted a 
s i  i g ht l y  d i fferent app roach to the s u b  
s i m u l at i o n  g e n re .  W h e reas Seawolf 

re l i es  o n  strateg y  and  3 D  
aud i o - i m ag i n g ,  M i c ro p rose ' s  effort 
uses l ush  3 D  fracta l -gene rated 
u n d e rwate r l a ndscapes.  

T h e  sto ry i s  as fo l l ows : in  the year 
2 0 5 0 ,  two m aj o r  corporat i o n s  d i scover  
a m i nera l  that g i ves  vast  trad i n g  

g a m e ' s  best feature  i s  i t s  1 6 b i t  ste reo 
s o u n d .  You get 1 0 0  sam p l e s ,  i n c l u d i n g  
torpedoes l o ad i n g  a n d  f i r i n g ,  sonar  
p i ng s - even a wha le  s o n g .  4 0  var iet ies  
of su rface s h i ps and 25 s u b m a r i nes  
can be i nd iv i d u a l l y  i dent i f i ed  by the i r  
own u n i q u e  sonar  s i g natures.  

But  it 's  a good t h i n g  that the s o u n d  
i s  so i m press ive ,  as m ost of the g a m e  
i s  p l ayed i n  the s h i p ' s  sonar  room.  A 
shame rea l l y ,  as the  p e r i scope v iew 
g ra p h i c s  are q u ite n i ce ,  with  sto rm 
effects and  good  d i g i t i sed  e x p l os i o n s  . 

N ot a bad try ,  but  whether those 
s i m p l i s t i c  sonar  g ra p h i c s  w i l l  be  
e n o u g h  for  wou l d-be Seawolf 

capta i n s  rem a i n s  to be see n .  £ 

powe r .  U nderstandab l y ,  both 
c o m p a n i e s  wish to c o ntro l as m u c h  
u n d e rwater act i v ity as poss i b l e .  A n d  
that ' s  w h e r e  you  come i n .  Y o u  j o i n  t h e  
game as a t r a i n e e  s u b m a r i n e  
p i l ot/mercenary ,  and  e ither  c o m pany i s  
w i l l i n g  to pay l arge amou nts of m o ney 
for  y o u r  serv ices .  

M i s s i o n s  range from cutt i n g  off  the 
c o m petito r ' s  fue l  s u p p l y ,  to i m prov i n g  
t h e  i m ag e  of y o u r  corporat i o n  b y  
sav i n g  stranded wha les  o r  - b i zarre l y  -
h e l p i n g  p reg nant d o l p h i ns g i ve b i rth .  

T h e  3D g ra p h i c s  are the game 's  
strongest po i nt ,  and  v i s u a l l y  t h i s  game 
b l ows Seawolf out of the wate r .  
There ' s  some i nterest i n g ,  i f  £ u n u s u a l , game p l ay i n  there , too .  

Al th ough Seawolf relies 
on s oun d  for In -game 
atm osphe re, the vis uals 
aren' t too bad ei ther 
(bel ow). The Se awolf 
c omes eq uippe d wi th all 
l ates t  we apons - as this 
enemy c argo freigh te r  
(bel ow left) fin ds out 

A stran de d se am an 
nee ds saving from a 
wate ry grave ( above). 
B raving the c on di ti ons 
y our s ub accep ts the 
ch allenge. First y ou 
m ust attemp t to 
sq ueeze th rough a 
c re vice In the se a be d 
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p r e s c r e e n 

Pyramid Patrol 
Fo rmat: LaserActive Mega LD 
Publ isher :  Taito 
Developer:  In-house 
Release d ate : Out now 
Size:  1 LD 
Origi n :  Japan 

The first LaserActive game looks great. Gorgeous even. But how much 
gameplay can ever be realistically bolted onto a demo like thi s? 

L aser D i sc games . . .  'what an 
utte r l y  sexy p rospect'  you 
m i ght  be tem pted to th i n k .  On 

the other han d ,  i f  you ' re the k i nd of 
c l ued-up  p l ayer who u nde rstands  the 
d rawbac ks of fu l l - m o t i o n  v i d e o ,  you  
m i g ht take  an a l together  d i fferent 
v i ewpo i nt.  S o meth i n g  l i ke 'what a l oad 
of ba l oney '  perhaps .  E i ther  way , Ta ito 

Super Darius 1 1  

/ // 
.· :::"7���: . . 

� --� - � -
The graphics aren't 
looking bad - considering 
the game's age 

Fo rmat: PC Engine 
Super CD-ROM2 

Publ isher :  NEC Avenue 
Developer:  AWave 
Rel ease date : December 
Size :  1 CD 
Origi n :  Japan 

ne of the g reatest shoot ' e m  
ups  f o r  the P C  E n g i ne was 
N EC Aven u e ' s  S uper Darius 

from 1 9 9 0 .  It  was a maste r p i ece of 
PC E n g i ne prog ram m i n g ,  and h i g h  
h o pes are h e l d  f o r  t h e  seq u e l .  

T h e  o n l y  foreseeab l e  p r o b l e m s  are , 
a) the game is gett i n g  on a b i t - the 

Of course you could take the view that the splendour of those 
rendered graphics make up for it. Great robotic pharaoh, too. 

has the f i rst M ega L D  game i n  J apan 
for P i oneer ' s  LaserActive syste m ,  and 
i t  see ms  ear l y  fears  about the syste m ' s  
c red i b i l ity have been conf i rmed b y  the 
sha l l ow nature of the f i rst re l ease. 

I mag i n e  another S ilpheed 

re m e m b e r ,  G ame Arts has managed 
th is  sty l e  of n o n - i nte ract i v i ty bette r 
than m ost - but with  a 
stu n n i n g rendered 
bac k d r o p  in  p l ace of a l l 
those l o ve l y  p o l y g o n s .  
N ow,  b u n g  a s i l l y 
presto red 3 D  M ega D r i ve 
shoot ' e m  up on the top of 
i t ,  with - get th i s - n o  
co l l i s i o n  detect i o n  w i t h  
the bac k d r o p ,  and that ' s  
Pyramid Patrol. 

Better cance l that 
Laser Active for the £ 
t i me be i n g ,  e h ?  

M ega D r i ve vers i o n  ( a d m itte d l y  a b i t  
c r u m my ) ,  has been  out for a few years 
now,  and b) N EC Avenue  seem to have 
got bored with the p roject and 
free l anced i t  out  to deve l o pers  A Wave 
who have a l ess than pe rfect trac k 
record .  A h ,  th i ng s  d o n ' t  l o o k  so rosy 
now do  they? Let ' s  j u st hope the 
December  re l ease h o l d s - it 's  been 
resched u l ed m o re t i mes  than B r i t i sh  
Ra i l ' s  N ewport to Bath  serv i ce .  £ 
And that ' s  g o i n g  some.  

All 27 levels from the 
Oar/us 11 (Saga/a) 
coin-op are included in 
Super Darius 11 (top). 
And the robotic sea 
creatures are still as 
imaginative (above) 



p r e s c r e e n  

3 00 Scene 
Edge takes a 

look at the 

games now in 
/-

development 

for the 3 00 
M u lti p layer 

MegaRace - C ryo's 
fu tu risti c  ra cing game, 
wi th rende red graphi cs 
pulled straigh t off the 
CD. Bu t don't le t tha t  
pu t you off jus t ye t. 
C rys tal Dynami cs' thi rd 
game is a fan tasy-style 
ad ven tu re called The 
Horde (inse t) 

T he 3 D O C o m pany c l a i med 
there ' d  be 10 t it les  ava i l ab l e  
t o  c o i n c i d e  w i t h  t h e  ro l l -out  of 

Panaso n i c ' s  R E A L  p l ayers in ear l y  
October .  B ut i n  rea l ity i t  was n ' t  to be .  

A d m itte d l y  the l ac k  of software 
was n ' t  q u ite as e m barrass i n g  as the 
C o m m o d o re ' s  C D32  f iasco - the 
i n c l u s i o n  of C rash 'n  B u rn meant you 
cou l d  actua l l y  p l ay someth ing - but a 
base of decent games w i l l  certa i n l y  
take some t i m e  t o  be estab l i s hed .  

W ith over a h u n d red t i t l e s  
c u rrent ly  be i n g  deve l oped ,  h e r e ' s  a 
b r i ef l o o k  at some of the  m o re 
i nterest i n g  stuff c u rrent l y  on the 
3 D O  h o r i z o n  . . .  £ Textu re-mapped graphi cs like Road Race's a re al ready a standa rd 

fea tu re of 3DO games. Hopefully, no t at the expense of speed, though 

Natu rally, one of EA's mos t an ti cipa ted 
ti tles is Road Rash. Ea rly ingame 
demos migh t no t ha ve been tha t 
impressi ve but i t  certainly has time to 
imp ro ve - i t's no t expe cted until sp ring 
1994. The presen ta tion is al ready pre tty 
ou tstanding, though 

PGA Tour Golf has the 
po ten tial to be a big selle r. 
The ea rly graphi cs look great 

Red Baron, Dynamix's 3DO. 
effort. Let's hope it's bette r 
than the Amiga ve rsion . . .  

MCA's con ve rsion of Jurassic Park is s till in i ts ea rly stages and being handled 
in-house at The 3DO Company. The film's sound track will also be in cluded 
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SALACIOUS SPIDER WOMEN. • • •  

LIFE SUCKINC HARLOTS • • • •  

MUTANT SERPENTS, 
.·��•� DESCEND 

UPON 
TOKYO 

WICKED 
CITY 

As the non-aggression treaty 
that exists between humans 
and the world of the 
demons nears its expil)' 
date, a plague of fiendish 
teiTOrists descends upon 
the city, conspiring to 
sabotage any new 
agreement. As the 
shadows close in, the 
fate of humanity is in 

the hands of a group 
undercover operatives, known 
as the Black Guard. 

£12.99 SRP 
� � � �  

BATTLES, BETRAYAL AND 
BLOODSHED 
THE HEROIC LEGEND OF 

ARISLAN PART 11 
Driven out from his homeland of Pulse, by the 

powerful lusitanian anny, the young prince 

Arislan is detennined to regain his throne. But 

as events unfold, Arislan is forced to question 

the legitimacy of his claim to the Pulsean 

throne. Can there be any truth in the wild claims of Silver Mask? 

£10.99 SRP 

8011t AVAILABLE AT VIRGIN, HMV, WH SMmt, OUR PRICE, VIRGIN GAMES, JOHN MENZIES, GAME LTD, FUIURE ZONE, WOOlWORTH, 
TOWER RECORDS, FORBIDDEN PlANET, BEATilES OF LONDON, VIRilJAL REAlJTY AND ALL GOOD VIDEO AND COMIC SHOPS. 

A Division of 
Manp Entertainment UmHed. 

An Island lntemallonal Company 
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A l ad d i n  Lethal Enforcers So n i c  S p i n b a l l  Winter Olympics S u pe r  D a ri u s  1 1  Subwar 2050 
To p Racer 2 Fatal Fury Special The 7th G u e st TFX La m b o rgh i n i  Rockman X B ri a n  The L i o n  

B-Wing A r t  Of Fighti ng 2 Wolf Pack Tec m o  S u pe r  B o w l  Terminator Rampage Caes a r ' s  Box i n g  

Teenage Mutant Ninja Turtles: Tournament 
Fighters - hardly the most original concept in 
the world. So will Konami's reputation be 
tainted by this blatant SF// rip-off? 

Rockman X, to be known as Mega Man X in 
the US & UK, should be just as successful on 
the Super Famicom as it was on the NES . . .  

E d g e ' s  u n i q u e m u l t i fo rm at 
re l ease sc h ed u l e ,  c ove r i n g  t he  

e nt i re wo r l d  of  v i d eogam i ng 

Date Game Title Type Publisher Country 

Super NES 
29 October Art of Fighting combat KAC Japan 
05 November SF I I  Turbo combat Capcom U K  
0 9  November Street Fighter 1 1  Tu rbo combat Capcom U K  
12 November So lst ice 1 1  pl atform Epic Japan 
12 November Yosh i ' s  Safari super scope N i ntendo U K  
19 November Yos h i ' s  Safari super scope N i ntendo U K  
2 6  November S u nset R iders shooting Kon a m i  U K  
M November M ight And Magic 1 1  RPG E l ite U K  

November S u nset R iders action Konami UK 
November Zombies action Kon a m i  U K  

19 November Ys IV RPG Ton k i n  House Japan 
November Cool  Spot pl atform Vi rg in  Japan 
November J-League C u p  Soccer sports J a leco Japan 
November Fata l Fury 2 combat Takara Japan 
November Fi re Emblem RPG N i ntendo Japan 
November GP1 rac ing Atl u s  U K  
November Shadowrun RPG Beam UK 
December Cool  Spot pl atform Vi rg in UK 

E December Lamborgh i n i  rac ing Titus U K  
26 November Super  HQ rac ing Taito Japan 
26 November A laddin pl atform Capcom Japan 
1 December FF Mystic Quest RPG Square Soft U K  
1 December Plok p l atform Trade West U K  
1 December A ladd in  p l atform Capcom UK 
1 December RPG Square Soft U K  

December Pro Basebal l  '94 sports Epic/Sony Japan 
December R-Type I l l  shooter I rem Japan 
December Romancing Saga 2 RPG Square Soft Japan 
December Human Grand Prix rac ing Human Japan 
December Ganbare Goemon 2 adventure Kon a m i  Japan -
December Art Of Fighting 2 com bat S N K  Japan 
December Dragon Bal l  Z 2 combat Bandai  Japan 
December Super  F1 Hero 2 rac ing Var ie Japan 
December Top Racer 2 rac ing Kemco Japan 
December Dragon Quest L l l  RPG Enix Japan 
December Letha l  Enforcers l ight gun Kon a m i  J a p a n  
December Tecmo S u per  Bowl sports Tecmo us 
December Rushing Beat combat J a leco Japan 
December S u per  J-League Soccer sports J a leco Japan 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
NOTE: Companies·  release schedules are often about as re l iab le as a Brit ish Rai l  timetable 



§ Date Game Title Type 
• � Mega DrivejMega CD 
:1 
" - November ! 12 November 

15 November  
1 5  November 
19 November 
26 November 
26 November 
26 November 
26 November 

N ovember  
November 
November 
November 
November 
November 
November 
November 
November 
N ovember 

3 December 
6 December 
10 December 
10 December 

December 
December 
December 

B attle M a n i a  
John  M a d d e n  ' 9 4  
Wiz ' n '  L iz 
Puggsy 
Letha l  Enforcers (CD)  
TMNT Fighters 
Puggsy (CD)  
M icrocosm (CD)  
Beast  2 
Sonic  S p i n b a l l  

action 
sports 
action 
p l atform 
l ight gun 
combat 
p latform 
shooting 
action 
p i n b a l l  

I n struments of Chaos action 
S i l pheed shooting 
Spiderman vs Kingpin action 
Robocop vs Terminator 
G a u ntlet 4 
Rugby 
F1 
Term i n ator (CD)  
Chuck Rock 2 
Letha l  Enforcers 
James Pond 3 
Virtua l  P i n b a l l  
Zoo I 
Fantasy Star IV  
F1 C i rcus C D  
P o p  ' n '  Land 

action 
action 
sports 
rac ing 
act ion 
platform 
l ight gun 
p latform 
s i m u l at ion 
p latform 
RPG 
raci ng 
RPG 

Publisher Country 

Vie Tokai  Japan 
E lectron ic  Arts U K  
Psygnosis U K  
Psygnos is  UK 
Kona m i  U K  
Konami  UK 
Psygnosis U K 
Psygnos is  U K 
Psygnosis U K 
Sega U K  
Sega U K  
Game Arts U K  
Sega U K  
V i rg in  
Tengen 
Domark 
Do mark 

U K  
U K  
U K  
U K  

V i rg in  U K  
Core Design U K  
Kona m i  U K  
Electron ic  A rt s  U K 
E lectron ic  Arts U K  
E lectron ic  Arts U K  
Sega Japan 
N i ho n  Bussan Japan 
Sega Japan 

PC Engine/Super CD-ROM2 <" = Hucard) 

29 October  Dracu l a  X p latform 
RPG 19 November Sword Master 

26 N ovember 
- N ovember 

10 December 
1 7  December 
18 December 
22 December 

December  
December  
U ndecided 
U ndecided 
U ndecided 
U ndecided 
U ndecided 
U ndecided 
U ndecided 
U n d ecided 

Neo Geo 
N ovember 
December 
J a n u a ry 
U ndecided 
U ndecided 

PC 
4 November 
1 1  November 
15 November 
19 November  

November 
November 
November 
November 

Monster Maker  RPG 
PC Cocoroon action 
Bomberman '94 ( H )  action 
M a rt ia l  Champions com bat 
Fatal  Fury 2 (18M CD) com bat 
Ys IV RPG 
S u pe r  Dar ius 1 1  
Emerald Dragon 
M a rb le  Madness ( H )  
S u p e r  Fantasy Zone 
Strider  (CD-ROM') 
G a l axy Force 1 1  
Mega Twins 
He l lfi re ( H )  

shooter 

puzzle 
shooter 
p l atform 
shooter 
action 
shooter 

N .  Warr iors (CD-ROM') action 
Gods action 

Fata l Fu ry S pec i a l  
T o p  H u nter 
Art Of Fight ing 2 
Magic ian Lord 2 
Reactor 

com bat 
shooter 
com bat 
action 
com bat 

I ro n  H e l i x  (CD)  s i m u l at ion 
Subwar 2050 s i m u l at ion 
Strike Commander (CD) s i m u l at ion 
Syn d icate d isc 1 strategy 
S i lverb a l l  p i n b a l l  
Term i n ator Rampage 
B-Wing 
Pebble Beach 

action 
s i m u l at ion 
sports 

Kon a m i  
R ight Stuff 
NEC Avenue 
Wave 
H udson Soft 
Kona m i  
H udson Soft 
Hudson Soft 
NEC Avenue 
NEC Avenue 
Tengen 
N EC Avenue 
NEC Avenue 
NEC Avenue 
NEC Avenue 
NEC Avenue 
N EC Avenue 
N EC Avenue 

SNK 
SNK 
SNK 
Alpha 
SNK 

Japan 
Japan 
Japan 
Japan 
Japan 
Japan 
Japan 
Japan 
Japan 
Japan 
Japan 
Japan 
Japan 
Japan 
Japan 
Japan 
Japan 
Japan 

U KjJap 
U K/ J a p  
U K/ J a p  
U K/ J a p  
U K/Jap 

M icro prose U K  
M icroprose U K  
E lectron ic  Arts U K  
E lectron ic  Arts U K  
Team 1 7  U K  
U S  Go ld  UK 
U S  Go ld  UK 
U S  Gold U K  

r e l e a s e d a t e s i 

Date 

PC continued 

November 
N ovember 
November 
November 
November 
November 
November 
November  
November  
November  
November 
November 

3 December 
7 December 

December 
December 
December 
December 

Amiga 
4 November 
12 November 
12 November 
19 November 
19 November  
26 November  
26 November  

Game Title 

Wolf Pack (CD)  
Commanche D isk  2 
Du ngeon Hack 
Sam & Max 
Rebel  Assault  (CD)  
The E lder  Scro l l s  
K i n g  Maker 
T2 (coi n-op) 
M o rtal Kombat 
TFX 
TFX (CD) 
Star Trek :J  R ights 
Victory At Sea 
U l t ima 8 
Star Trek (CD) 
Arm o u red Fist 
Delta V 
Wi nter Olympics 

F117a 
Wiz 'n '  Uz 
Perehe l ion  
I n n ocent 
Brian the Lion 
Benefactor 
G2 

26 November  Second Samura i  
November  Cyber  Punks 
November  Apocalypse 
November 
November  
November 
November 
November 
November 
November 
November 
November 
November 
November 
November 
December 
December 
December 

CD-i 
November  
November 
December 
December 
U ndecided 

Cannon Fodder  
Mortal  Kombat 
T2 (coi n-op) 
Burning Rubber (A1200) 
Ryde r  C u p  (A1200) 
Ryder C u p  (CD32) 
M r  N utz (A1200) 
M r  N utz (A600) 
Wonderdog 
Assas i n  Spec. Ed 
Star Trek (A1200) 
C reepers 
Darkmere 
Bubba ' n '  Stix 
Ryder  Cup (A500) 

Joy Of Sex 
The 7th Guest 
Caesar 's Boxing 
Kether 
M icrocosm 

Magazines 
1 1  November 
1 1  November 
1 1  November 
18 November 
18 November  
25 November  
25 November  
25 November 
25 November 

PC Gamer  
Super  P lay 
Sega Power 
Amiga Power 
GamesMaster 
TOTAL!  
M EGA 
PC Format 
Edge 4 

Type 

s i m u lat ion 
s i m u l at ion 
RPG 
adventure 
action 
RPG 
RPG 
shooting 
combat 
s i m u lat ion 
s i m u l at ion 
adventure 
s i m u l at ion 
RPG 
adventure 
s i m u l at ion 
act ion 
sports 

s i m u l at ion 
action 
action 
adventu re 
p l atform 
action 
action 
action 
action 
shooting 
act ion 
com bat 
shooting 
rac ing 
sports 
sports 
p l atform 
p l atform 
p l atform 
p l atform 
adventure 
action 
RPG 
action 
sports 

self-h e l p  
adventu re 
sports 
actio n  
shooter 

PC 
SNES 
S EGA 
Am iga 
m u ltiformat 
N i ntendo 
Mega Drive 
PC 
m u ltiformat 

Publisher Country 

U S  Gold U K  
U S  Go ld  UK 
U S  Go ld  UK 
U S  Go ld  UK 
U S  Go ld  UK 
U S  Go ld  UK 
U S  Gold U K  
V i rg in  UK 
V i rg in  U K  
Ocean U K  
Ocean UK 
I nterp lay U K  
E lectron ic  Arts U K  
Or ig in UK 
I nterplay U K  
US Gold UK 
U S  Gold UK 
U S  Gold U K  

M icroprose U K  
Psygnosis UK 
Psygnosis UK 
Psygnosis UK 
Psygnosis U K  
Psygnosis U K  
Psygnosis  UK 
Psygnos is  UK 
Core Des ign U K 
V i rg in  UK 
V i rg in 
V i rg in 
V i rg in 
Ocean 
Ocean 
Ocean 
Ocean 
Ocean 
Core Design 
Team 1 7  
I nterplay 
Psygnos is  
Core Design 
Core Design 
Ocean 

Phi l i ps 
Ph i l i ps 
P h i l i ps 
Ph i l i ps 
P h i l i ps 

Future 
Future 
Future 
Future 
Futu re 
Futu re 
Future 
Future 
Future 

U K  
U K  
U K  
U K  
U K  
U K  
U K  
U K  
U K  
U K  
U K  
U K  
U K  
U K  
U K  

U K  
U K  
U K  
U K  
U K  

U K  
U K  
U K  
U K  
U K  
U K  
U K  
U K  
U K  

Ill 
3 '" 
110, Ol N 
::l "' 
0 "' " "' 
3 
0" "' 

41 



• 

se 
of the 



Rise Of The Robots is Mirage's stun ning new PC 

and Amiga beat 'em up, also destined to grace 

Mega Drive and SNES screens.  Is this just another 

Street Fighter clone,  or really the one to take the 

beat 'em up into the next generation ?  Edge reports 

p r e s c r e e n 1 

i rage's new in-house 
development team -
Instinct Design - are 
boldly attempting to take 
the beat 'em up genre a 
stage further. And the ir  

effort, Rise Of The Robots, looks set  to grab 
the software industry by the scruff of its 
neck and give it a good old shake. 

Ex-Bitmap Brother Sean Griffiths 

leads a team of five coders working on Rise 

Of The Robots. He's confident that the 
product wi l l  be h ighly regarded for many 
reasons: ' it's not a conventional beat 'em 
up.  We're us ing robots that fight and act 
unusual ly, with a very high level of artificial 
i ntel l igence that has never been seen 
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R i se Of  The  R o b ots : t h e  c h a racte rs  
ise Of The Robots p l ays host to some of the m ost b r i l l i ant l y  
des i g ned ch aracters eve r to appear  i n  a beat ' e m  u p .  E ach of the 
metal l i c c o m batants has its own d i st i n ct sty l e  of f i g h t i n g  and a 

ser ies  of spec i a l  moves.  I n  two p l ayer mode  you  ch oose any character you 
l i ke ( e xcept the S u perv i sor )  but  there ' s  no  same characte r vs ch aracte r 
opt i o n .  M aybe t h i s  has been l eft out  for a Champion Edition, e h ?  

Used t o  carry heavy robotic parts the BHF03 Builder (above) i s  a slow mover. 
But it does have powerful arms with a great deal of flexibility. The Crusher 
droid (right) towers over all the other robots. Hs arms are so long it can hold 
struggling droids while dismembering them with its pinchers . . .  



Kwan Lee, the man behind the interior scenes in Rise Of The Robots, was recruited - in spite of 
his lack of experience of 3D Studio - because of his professional interior design skills • . .  

before. We' l l  defin itely have one over on 
Street Fighter 11 . 

' it's inevitable that people are going to 
compare any one-on-one beat 'em up to 
Street Fighter 1/, but after people see Rise 

they wi l l  see it's noth ing l ike Street Fighter.' 

True, it ' looks' noth ing l ike Street 

Fighter, and if graphics alone could sel l  a 
game Rise would se l l  by the bucketload -
the fu l ly rendered visuals are s imply 
breathtaking. Autodesk's 3D studio was 
used to do everyth ing - and it shows. The 
in itial game design was based around two 
robots fighting and it d idn 't use rendered 
images. Sean and team were real ly 
concentrating on making the opponents 

Sean Griffiths, ex-member of the Bitmap 
Brothers, headed the team of five 
programmers working on Rise Of The Robots 

hard to beat, us ing artificial i ntel l igence to 
make interesting fights. Then they came 
upon rendered technology. So they just put 
the two together. 

The game has a very c inematic look to 
it. In between fights a fu l ly animated 
sequence sets up the next part of the 
story. According to Sean, that was also part 
of h is  original concept. 'I wanted to do an 
i nteractive movie type game, but I wanted 
to make a good game out of it, as opposed 
to having br i l l iant images and a d i re game.' 

The design of the robots was left to 
the relatively inexperienced Sean Naden. 

G riffiths wanted someone who'd have a 
total ly fresh outlook to this kind of work 

' lt's not a 
conventional 
beat 'em u p. 
We're using a 
lot of artificial 
intelligence . . .  
We'l l  definitely 
have one over 
on Street 
Fighter If Sean Grlfflths, 

Designer 

p r e s c r e e n i 

R o b ot i c  re n d e r i n g  

Step One :  To create the ro bots and 
d i fferent parts of the anato my Sean f i rst 
had to c reate a ' mesh ' .  T h i s  is b u i l t u p  
f r o m  h u n d reds of c i rc l es and spheres 
wh i c h  are stretched to c reate the des i red 
shape. After the i r  co nstruct i o n ,  Sean can 
beg i n  wo r k i n g  out the a n i mat i o n  rout i ne .  

Step Two : The next stage i s  the b u i l d i n g 
stage .  The  su rface is c o l o u red to c reate a 
true  3 0  i m age.  The  re n d e red g raph i c  now 
starts to take shape but ,  accord i n g  to 
Sean , the f i n i shed rende red i m age l ooked 
'too c l ean ' s o ,  the i m age went  through a 
f i n a l  texture  mapp i n g  stage .  

Step Three : Detai l i ng  the re ndered 
i mage was the next step .  Sean c reated a 
2 D texture map and added co l o u r  and 
detai I i n  order  to make the robots l o o k  
l ess pe rfect. T h i s  texture map was then 
wrapped around the mode l  in  a var i ety of 
ways to c reate the f i n i shed l i m b .  

Step Four:  A n d  here he i s ,  t h e  f i n i shed 
F i g hter i n  a l l h is  rende red g l o ry .  N ow a l l  
that ' s  l eft t o  do  i s  t o  a n i m ate h i m  . . .  
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So much work went into rendering the robots and implementing them, that an unusual stance for all the robots was a must to ensure that all the graphics 
would be seen. Notice how the Cyborg (above) stands side on, but yet all his body is still visible. The shadow effect is very impressive but unfortunately it may 
have to be lost in the final version due to memory restrictions. Each robot is hoped to have 100 frames of animation to complete the 'real' look 

and not have any preconceived ideas. 
Naden optimistically responded to an add 
i n  the local job centre and got an interview. 
G riffiths sent h im away for the weekend 
with a s imple brief: design some kickass 
robots. Naden's ideas appeared to be on 
the save wavelength as G riffiths, and he 
was du ly welcomed onto the team. 

Naden started creati ng the robots in  
conjunction with G riffiths. Al l  the robots 
began their l ife as a 'mesh' frame which was 
created us ing spheres and tubes. Certain 
bits then had to be cut up, rescaled and 

Sean Naden, eo-designer with Sean 
Griffiths of all the robots. He got the job 
from an ad in the local job centre . . .  

stretched to create the desired look. The 
Cyborg is  the most complex because of h is  
muscu lar  physical appearance - the other 
final robots aren't as contoured because 
they're more automated. Naden studied 
muscle magazines in  order to create the 
Cyborg's bel ievable anatomy. 

In creati ng the robots, Sean explains, 
the team ran into a few problems, 'We 
found that as we were bu i ld ing the robots 
they appeared too perfect - rendered 
images are too clean. We wanted to create 
a real world, so the next stage was to 

'As we were 
bu i lding the 
robots, we 
fou nd that 
they appeared 
too perfect . . .  
so the next 
stage was to 
textu re map 
the m a 11  ' Sean Naden, 3D Modeller 

Tables detailing every characteristic ensure 
that each of the robots knows how to fight. 
Here the data is being collated into a table 

textu re-map the objects. We took a 
texture map and added colou r and detai l ,  
and then stretched it around the shape to 
give it that extra level of detai l . '  

The graphics in Rise may look 
impressive, but the game is  also a bit of a 
mover. In the final version each robot is 
expected to have up to I 00 frames of 
animation, and a key frame system has been 
used to ensure the fl u id ity of movement. 

This is a very s imple yet very effective 
way of bringing rendered images to l ife. A 
frame is drawn at the start of a certa in 
movement, for example a punch,  and 
another frame at the end. The computer 
then interpolates the frames, giving a fu l l  
action movement. The smoothness of  the 

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



p r e s c r e e n  1 

image can be adjusted by add ing frames i n  
between the  two points. Sean explains, 
'We were looking for I 0 frames for each 
movement, but it's real ly five frames 
forward, and the same five frames 
backwards to make it look smooth .'  A 
s im i lar techn ique was used to create the 
an imated cut scenes, which are fu l l  of 
swooping camera angles. 

The actual robots take up so much 
memory that the images have to be 
constantly cut up as sprites, squashed up 
and packed down. Each robot for the PC 
version wi l l  take up to 1 ·5 meg of memory 
- this has been drastical ly cut down to only 
200K for the Amiga version, but the images 
sti l l  remain impressive. 

PC programmer and martial arts 
expert Gary Leach was cal led in to 
perfect the robot fighting movements. H i s  
martial arts experience proved vital in  
detai l i ng certain moves. For example, he'd 
say that more snap was requ i red in  a 
particular punch or more h ip  movement 
was needed when del ivering certain kicks. 
But however much they studied real- l i fe 
fighting it couldn't always be converted for 
figures with hydraul ic  legs and arms. 

Both Seans (Griffiths and Naden) got together to design the scenarios for the game. An extract 
(above) from a page of the storyboard shows the Cyborg preparing for his next battle 

lt took two months to fu l ly render 
and animate a robot, and an unusual 
viewpoint was used for a l l  the figures. 
According to Sean, 'We spent such a long 
t ime bu i ld ing the robots that we've had to 
go for an unusual angle so the p layer gets 
to see the whole robot. We used a 'grey 
screen' techn ique which is  s imi lar to b lue 

screen for fi lms, so we were able to 
generate a synthetic actor, cut h im out and 
then paste h im on the background. '  

The backgrounds were also designed 
to be a big part of the game, and the 
Instinct crew took on a pro to help them 
out with them. Kwan Lee, a freelance 
interior designer, responded to an 
advertisement for a graphics artist. Kwan 
eventually convinced Sean that he needed a 

Naden sketched many ideas for robots. Some were ditched, but this soldier (above) was 
lmplementad In the game. The finished image (above right) is fairly faithful to the original idea 

professional interior designer to design the 
rooms. lt sounds obvious doesn't it: if you 
want good room design, why not get a 
profess ional room designer? 

Kwan's involvement with the game 
was h is  idea of a dream come true, because 
for the first t ime he had no set l im its. No 
budgetary l im its, no room d imens ion l im its, 
noth ing. In fact the only l im itation, was h is  
own imagination.  Accord ing to Kwan,  'The 

Gary Leach, himself a martial arts expert, 
perfectad the robots' fighting movements 

whole game wi l l  be set ins ide a s ingle 
bu i ld ing. A robot must be tackled on each 
floor and the h igher you get the c leaner 
and more h ightech the rooms become.' 

Playabi l ity is the one elusive, yet 
total ly vital element missed by so many of 
these graphical ly outstanding games. Andy 

Clark was the programmer responsib le for 
teaching the robots to fight: 'We spent 
nearly two months design ing a col l is ion 
table - it uses a system of coord inates with 
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Rise's biggest downfall could be the way it plays. The major concern centres around the fact that PC owners usually only have one button on their joysticks. 
And the console versions will use the same one button system as the PC, even though those machines have more buttons. However, all the special moves will 
be accessed through tricky combinations of joystick movements, and if it's implemented well enough, this shouldn't detract from the game 

contact and col l is ion points. '  But gameplay 
in Rise Of The Robots has another big asset: 
Artificial I ntel l igence. 

The inte l l igence is a l l  based around the 
various attributes of the robots. Strength, 
i ntel l igence, speed, and motivation alter the 
behaviour of the robot on the screen. 'We 
basical ly set up a huge table  of responses to 
opposing moves, so the player, by us ing h is  
robot's inte l l igence and motivation,  selects 
the best response to the opponent's 
current move. Things l i ke speed and 
strength are also factors, determin ing how 

Programmer Andy Clark was the man behind 
the complex gameplay in Rise Of The Robots. 
lt uses a series of specialised data tables 

much energy is used. Each bout wi l l  be 
d ifferent because all these factors are 
constantly updating', Andy explains.  

Other table generators look at which 
moves you particu larly l i ke us ing and the 
moves you fi nd easiest to get a contact 
with. With other beat 'em ups, if you found 
you were successfu l with a footsweep, you 
could continue to use it. But this system 
actual ly tots up all the statistics in the 
background for particular moves, and if you 
get good at a footsweep, then you r  
opponent w i l l  act more aggressively 

'We spent two 
months design
i ng the 
col l ision 
table . . .  Each 
bout wi l l  be 
different 
because it 's al l  
constantly 
u pdating' Andy Clark, 

Amiga Programmer 

towards that move - it wi l l  block it more 
or jump out of the way and counter attack. 

Other factors l i ke success rate and 
aggression are also taken i nto account. The 
success rate calcu lates how many moves 
have made contact and how many blocks 
have been successfu l .  The aggression factor 
is also qu ite unique.  Attacking moves have 
a pos itive number and defensive moves 
have a negative number. All these are then 
added up over a period of time to give a 
rough account of how aggressive the 
opponent currently is,  which again affects 

This is the original design for the Supervisor -
the last robot you face on the Electrocorp site 



the robot's response to your  moves. 
The motivation factor is calcu lated from 

all these. If the robot is on the defence, it 
wi l l  have low motivation, but if it's attacking, 
motivation wi l l  be high - the h igher the 
motivation the stronger he becomes. 

Apart from jumping around the office 
karate chopping everyth ing in  sight, Gary 
Leach d id have another ro le in the 
development of Rise Of The Robots. Gary 
took the 'AI' tables from the Amiga and 
ported them d i rectly to the PC. 'Andy had 
done the hard part, so porting over the 
tables was qu ite easy. What wasn't qu ite so 
easy was the screen f l ickering we got 
because of the resolution. The 7th Guest used 
the same resolution but the programmers 
d idn't use 'page f l ipping' to get rid of that 
fl icker. If you had a slow mach ine it looked 
qu ite bad, and on Rise it would defin itely 
look f l ickery if I hadn't used this technology. 
So I came up with the page fl ipp ing 
techn ique, which I haven't seen done on a 
PC before. Unfortunately, we' l l  have to lose 
the shadows in  the final version.  They are a 
n ice touch but some of them take up half a 
meg, so if we can fit them in we wi l l . '  

R " . 
I Se I S  one of those games that barely 

needs a plot, but it has one anyway. 
Metropol is 4 is  a city of the future, and is run 
almost enti rely by robots. The Electrocorp 
bu i ld ing is  where all the mi l itary and 
industrial robots that d rive the city are 
manufactured. But it all goes wrong. The 
main robot in  charge of a l l  production -
appropriately cal led the 'Supervisor' - is  
affected by an severe ego virus and he turns 
violent. So, the company sends i n  a Cyborg 
to deal with the matter. 

Rise Of The Robots has a few surprises i n  
store when  you defeat the  final robot. He' l l  
e ither explode into thousands of p ieces (very 
impressive) or, explode i nto thousands of 
pieces only to reform and ki l l  you.  Sean 
hasn't decided what will trigger off the 

p r e s c r e e n 

There was a five-man design team behind Rise Of The Robots. From the right, they are: Andy Clark, 
Sean Naden, Kwan Lee, Sean Griffiths, and lastly the team's martial arts expert, Gary Leach 

perfect ending just yet, but he's h inted on 
the poss ib i l ity of a certain fin i sh ing move . . .  

The game is al ready about 70% 
complete, and versions for the Mega Drive 
and SNES are also planned. Sean did say that 
he wou ld l i ke more time to test the game. 
' Street Fighter 11 was tested for a year, I'd l i ke 
to have that sort of time with Rise.' 

Whether the game will l ive up to its 
name and rise above other beat 'em ups 
remai ns to be seen, but M i rage's PR 
manager, Ju lia Coombs i s  quick to defend 
Rise against accusations of it being just a 
Street Fighter clone: ' it's insu lting to hear it 
being regarded as a Street Fighter clone. I s  
TFX an F 1 9  c lone?  There are  fl ight s ims,  
there are platform games, there are a lso 
combat games. it 's  a genre of product, but 

this isn't just a Street Fighter. lt has gameplay 
that has never been seen before and graphics 
that have never been seen before - it's the 
next generation. '  

Let's hope those words r ing true when 
Rise Of The Robots is final ly released for £ 
PC and Amiga sometime in January. 

Credits 
Designer: Sean Griffiths 
30 model ler: Sean Naden 
Interiors: Kwan Lee 

Amiga programmer: Andy C lark 

PC programmer: Gary Leach 

H ow the  B u i l d e r  d ro i d  c o m p a res  o n  A m i g a  a n d  P C  

The robots in the PC version use up to 1·5 meg of disk space - and still the programmers have had to drop the detailed shadows to speed the game 
up. The Amiga version uses only around 200K for each robot image. The above three screens show the PC and the A500 and A1200 versions of the 
game. The Amiga 500 screen (left) may lack some of the detail of the PC version (right), but the main characteristics of the robots are left intact 
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The affordable power source in 
Today ' s  user friendly software demands a 

lot of power. Power that Intel ' s  i486 DX2 

microproce s sor can provide . 

Where a s  other s y s t e m s  s l o w  d o w n  r u n n i n g  3 D  and 

enhanced graphi c s ,  the Intel  i486 DX2 i s  able  to 

© 1 993 lntel Corporation 

cope with ease .  B y  using Intel ' s  late st speed doubling 

technology. 

Of course ,  it guarantees compatibility, as all of 

today's most popular s o ftw are is d e s i g ned to run on 

Intel microproces sors . It also generates enough power 



your PC to run today's games. 
to cope with the next generation of demanding software . 

Perform an c e ,  c o m p a t i b i l i t y  and room fo r the 

future - three powerful reasons to buy a PC with an 

Intel i486 DX2 inside. 

For more information,  s imply post  the coupon.  

T o :  Intel Corporation, Customer Support Centre, Pipers Way, Swindon, Wilts, 
SN3 l RJ.  Please send me further information on Intel i486 DX2 processors. 

DX3 1 
Name __________________________________________ _ 
Address __________________________________________ _ 

Postcode __________________________ _ 
Country·-----------------------------





t e c hview : V R  i 

The next step . . .  
Vir tual Real ity has for so long been the subject 

of science fictio n ,  hype and co nfusio n .  But 

now, at l ast , it ' s  about to happen . Bigtime . 

Playing videogames wi l l  never be the same 

agai n ; Edge ta kes you into the next di mensio n 

ou probably have your  
own idea  of  what VR is  
and you probably came to 
your  conclus ions after 
spending an afternoon at 
the T rocadero, seeing 

Lawnmower Man, read ing Neuromancer or 
Sel lotaping a Game Boy to you r  face and 
heading into town. 

The truth is ,  however, that VR is sti l l  
defin ing itself. lt currently consists of  lots of 
d ifferent companies coming up with lots of 
new ideas and trans lati ng them into 
i ngen ious hardware and software devices. l t  
consists of Sega l i nki ng up with Vi rtual ity to 
try and introduce VR to the home, it 
consists of all the major coin-op 
manufactu rers in  the world real is ing that 
banging away on a couple of buttons j ust 
won't cut it any more, it consists of the 
industrial and mi l itary giants who are 
experimenting with perception control and 
environment creation, and it consists of a l l  
the major consumer electronics companies VOR's system (opposite) uses the new hi-res 

Personal viewer from Kaiser Electro-Optics 
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t e c hview : VR 

Defi n i n g  Vi rtua l  Rea l i ty 
D here  are many ways to 

gene rate a v i rtua l  
rea l ity o r  i m mers ive 

e x p e r i e nce .  S o meone s i tt i n g  at 
h o m e  p l ay i n g  Sonic The 

Hedgehog on a b i g  TV with 
earphones  on  i s  effect i ve l y  
i m me rs i n g  themse l ves  i n  that 
e n v i ronment :  i nteract i n g  with 
that wo r l d  to the exc l us i o n  of 
other st i m u l i .  

O f  cou rse , the Sonic p l ayer 
i s  very much a th i rd party. 
When S o n i c  runs and j u mps  the 
p l ayer  fee l s  n oth i n g ,  and a l ways 
v i ews the wo r l d  from the 
outs i d e  l o o k i n g  in .  T h i s  is  
i n d i rect i m me rs i o n .  

The  n e x t  ste p i s  to prov ide  a 
f i rstpe rson pe rspective - th i n k  
what i t  wou l d  b e  l i ke p l ay i n g  
Sonic t h r o u g h  S o n i c ' s  eyes? 
And  then ,  i f  every t i me he 
pe rfo rmed a l oop-the- l oo p ,  y o u r  
p u l l ed  the s a m e  G s  and fe lt  t h e  
s a m e  sensat ions?  

T h i s  i s  what the l atest 
generat i o n  of theme park r i des  
e n deavo u r  to d o .  U n iversa l  
Stu d i o ' s  Star Tours ,  Body 
Wars and Back  T o  The  F u t u re 
R i des  are the state-of-the-art i n  
that department,  prov i d i n g  
t h r i l l i n g  ro l l e rcoaste r r i des  
through space and t i m e 
without  ever actu a l l y  m o v i n g  
m o re t h a n  a few feet i n  any 
d i recti o n .  By c h o reog raph i n g  

A great white shark about t o  devour a n  entire IMAX cinema audience. 
This is about as virtual as most people would want to get 

3 D  mot ion  of the hyd rau l i ca l l y
s u p p o rted veh i c l e  to the 
m ovement i nferred by the f i l m  
(wh i c h ,  i n  the case o f  Back  To 
The  Future ,  i s  d i s p l ayed o n  an 
I M A X -sty l e  scree n )  the 
a u d i ence  rea l l y  fee l as i f  they ' re 
t u rn i n g ,  ban k i n g  and d i v i n g .  

Of  cou rse these r i des  are 
l i near .  The spec i a l  effects never 
vary and the a u d i e nce cannot 
a l te r  the outcome of the r i d e :  
i t ' s  a l ways the same.  

A m o re i nte ract ive wo r l d  
c a n  o n l y  be gene rated by u s i n g  
c o m p uter g raph i c s  to render  the 

sce nery in  rea l  t ime.  And  th is  i s  
where the l i kes  of E v a n s  & 
S uther l and come i n ,  with the i r  
V i rtua l  Adventu res r i des .  

T hese are def ined as part i a l  
i m mers i o n  and some m i g ht 
argue  that the p resence of 
others - and also the props and 
veh i c l es - with i n  the exper i ence  
br i ng  i t  a l l back down to earth .  

The  next  step i s  to g o  for  
tota l  i m m e rs i o n ,  where 
eve ryth i n g  that the part i c i pant 
sees i s  gene rated by c o m p uter 
and fed d i rect l y  i nto ste reo 
eye p h o nes in a head - m o u nted 

d i s p l ay < H M D l .  
M ot i o n  sensors detect the 

movement of the part i c i pant 
and adj u st the f i e l d  of v i ew 
accord i n g l y :  sw i n g  y o u r  head to 
the l eft and the v i rtua l  w o r l d 
or p l ayscape - pans past from 
l eft to r i g ht .  

H oweve r ,  the move away 
from pass ive enterta i n ment,  
v ideos ,  mov ies ,  theatres etc , to 
i nteract i ve enterta i n ment 
a l ready d u bbed ' I ntertai n ment'  
may not be a smooth one .  There 
has a l ready been some fears 
vo i ced in the press over l ong
term exposure to L C  D or  C RT 
sc reens i n  c l ose pro x i m ity to the 
eyes. Mark Pesce - fo r m e r l y  of 
the Ono-Senda i  C o rporati on 
e x p l a i n s :  'A head m o u nt 
'decou p l es '  the sense of 
b i noc u l ar para l l ax from the 
movement of the eye m usc les .  In 
essence ,  the H M D  cheats your  
bra i n  i nto see i n g  a stereo i mage ,  
without req u i r i n g  your  eyes to 
deve l op a para l l ax v iew of the 
i mage. T h i s  causes the eyes to 
become l azy [and] unt i l the k i ds  
start wa l k i n g  i nto wal l s  because 
they can't detect depth prope r l y ,  
w e  m a y  n o t  know f o r  sure h ow 
ser ious  th i s  prob lem i s . '  

I f  th i s  debate cont in ues then 
the future of I m mers ive 
Rea l ity E nterta i n ment 
c o u l d  be i n  some d o u bt.  £ 

in the world dedicating at least some of 
their R&D to the subject. Industrial and 

mil itary giants 
are busy 
experimenting 
in perception 
control and 
environment 
creation . . .  

over by budding cybernauts. Other systems 
control robots with stereo cameras in  their 
heads so the person contro l l i ng them sees 
the world exactly as the robot sees it .  This 
is cal led 'telepresence' - you l iteral ly feel as 
if you are somewhere else. 

One day, it wi l l  consist of machines 
that bring together a l l  of this and more for 

a reasonable price, and 
that can immerse 

you i n  worlds 

VPL's Microcosm VR system features the 
EyePhone XVR, a smart, lightweight HMD 

that are you rs to explore and i nteract with. 
For now, however, let's start at the 

top. NASA's Ames Research Centre in 
California is  a hotbed of VR research, 
producing 3D views of the martian 
landscape i n  real time which can be flown 

Contro l l i ng robots in other countries 
or even on other planets and seeing and 
hearing exactly what it sees and hears is  
al ready being d iscussed as a real possib i l ity 
for the future. 

Al l  over body su its would complete 
the vicarious experience. If you want to 
reach out and grab something, you can. 
The arm of the robot wil l repl icate your 
movements, and sensors conveying the 
size, textu re and weight of the object wi l l  
g ive you the i mpression of actual contact. 

The primary appl ication for such 
devices wi l l ,  of course, be space 
exp loration ....: NASA doesn't make 
consoles, yet. Nor, sadly, have they 
announced plans ever to do so. But the 
games market can sti l l  feel  the benefit 



1 Chicago's Battletech centre 
provides a virtual arena where 

giant walking robots attempt to 
demolish one another 

2 The VRB coin-op is probably 
the cheapest VR arcade 

game. The binocular display is 
mounted on a mechanical arm 
which allows the path of the 
viewer to be tracked without 
complicated sensors. The game is 
a 3D Tank Battle 

3 This urban scene shows the 
quality of graphics that can 

be generated real time using a 
Silicon Graphics RealityEngine. 
With hi-res HMDs this is the level 
of realism VR users will be 
enjoying In only a few years time 

4 The Hughes Rediffusion 
Commander is the world's 

first motion based VR capsule. 
However, with the acquisition of 
Rediffusion by Hughes Aircraft, 
the project was cancelled and is 
now up for sale. Offers please . . .  

5 A joint venture between the 
Virtuality Group and 

Matsushita, the CycleExa Virtual 
Exercise Cycle gives the bedroom 
cyclist something to look at while 
he or she cycles for fitness. Pedal 
fast enough, though, and the 
cycle 'takes off' providing an 
aerial view of the countryside 

6 One of Virtuality's stand-up 
coin-ops. Featuring a 

Dungeons And Dragons-style 
experience, the player wields a 
virtual weapon to despatch his 
networked adversaries 

th rough a sort of technological trickledown 
- the process that has al ready seen 
previous space missions spawn items such 
as the non-stick frying pan and the 
electronic calcu lator. 

And the l ike l ihood of such technolcgy 
reach ing the home user is increased as a l l  
organ isations and companies become more 
and more aware of the commercial 
potential of mi l i tary and industrial 
innovation in  the consumer market. 

Evans and Sutherland, one of NASA's 
leading suppl iers of flight d isplay systems 
has al ready forged a l ink with lwerks 
Entertai nment, special ists i n  big screen 
projection and state-of-the-art theme park 
s imu lation experiences. Together they are 
working towards an incredible 3D VR 
arcade system called Virtual Adventures, 
the fi rst of which should be up and runn ing 
in the spring of next year. 

In another broad and promis ing 
a l l iance, a Californian company cal led 
Visions Of Real ity has joined forces with 

aerospace and electronics giant Kaiser -
suppl ier of d isp lays for mi l itary s imu lators 
and actual aircraft. Their aim is to produce 
a range of v irtual real ity games for use in 
arcades or theme parks. 

Their fi rst product, a shoot out in 
space, i s  about to go i nto production soon, 
and future projects include aerial dogfights, 
he l icopter fl ights and car racing s imu lations. 

Al l  these wi l l  come with a special ly 
designed headset us ing a version of Kaiser's 
technology that contains electro-magnetic 
sensors to provide the computer with 
information about the speed and d i rection 
in  which the player is  moving. The 
computer then responds by generati ng 
h i -res stereo images - al l  in real t ime -
resu lting in what Visions c la im wi l l  be a 
'fu l ly interactive world' .  

Ono-Sendai Corp of Japan 
are very much into making usable and, 
more importantly, saleable VR equipment. 

t e c hview : V R  

Founded i n  1 99 1 ,  Ono-Sendai Corp wants 
to make affordable VR hardware and 
software that' l l  enable consumers to 
interact with the TV and with each other in  
a shared v irtual space. 

The company has a mission: 'to bring 
enabl ing low-cost, high-performance 
software and hardware technologies to 
consumers in  thei r homes, workplaces and 
wherever there is a televis ion. '  

This is  very much the kind of territory 
the l i kes of 3DO are wanting to i nhabit 
too, so it's a poss ib i l ity that these two 
companies may get together. 

They are also developing one of the 
smal lest and l ightest H M Ds ever devised, 
and are currently talki ng to a number of 
companies about l icensing the technology. 

Ono-Sendai has also developed what 
it cal ls  'three d imensional sourceless 
orientation technology' for its vi rtual real ity 
head-mou nted displays. The company has 
d iscovered additional appl ications for the 
sensor, inc lud ing use i n  a remote control 
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t e c hview :  V R  

The  h i st o ry of  Vi rtua l  Rea l ity 
D he ear ly  fore r u n ners of 

V R were exper i ments i n  
c i nema ,  l i ke C i nerama 

and Sensorama, tec h n i q ues 
i nv o l v i n g  very wide screens to 
tota l l y  i nvo lve ,  o r  ' i mmerse ' ,  the 
user in the exper ie nce.  

This c u l m i nated i n  1 9 7 0  
w i t h  t h e  I M AX c i nema,  a tota l l y  
enve l o p i n g  exper ience ,  wh ich  
you can  o n l y  see  i n  the  U I <  at 
the B radford N at iona l  M useum 
of P h otography,  F i l m  and 
Te lev i s ion  ( 0 2 7 4  7 3 2 2 7 7 ) .  

T h e  screens are l arge and 
c u rved and the seats are steep ly  
raked i n  f ront  of the  screen to  
prov ide a huge  70mm mov ie  

for consumer electronic devices. S imply by 
moving the remote up, down or s ideways 
the user wi l l  be able to easi ly perform such 
functions as changing the televis ion channel ,  
adjusting the CD-player volume and 
contro l l i ng a VCR. 

This new sensor technology has been 
l icensed to 'a major videogame company' 
for use i n  a v irtual real ity game system 
sh ipp ing soon in the US. Any guesses who 
it m ight be? 

Other participants i n  the project 
inc lude SenseS, the leading suppl ier of 
software development tools in  the VR fie ld,  
and S i l icon G raphics, the computer design 
company behind the special effects i n  
J u rassic Park and  Termi nator 2 - and  the 
firm with whom N intendo is  working 
towards a 64bit super console. 

N intendo is a company that has had 
l i nks with VR from the early days - th rough 
its PowerGiove VR gaming peripheral ,  
which was designed by VPL. One of the 
fi rst big names i n  the industry, VPL was a 

been i n  the ste reoscope bus i ness.  
This tech n o l ogy evo l ved unt i l 

the l ate '40s  when the 
V i ewmaste r become a s i m i lar  
craze for young and o l d  a l i ke .  
Th i s  was  the fi rst wo r l dwide V R  
exper ience that most peo p l e  had 
access to ,  show i n g  real 3 0  
photograph i c  i m ages of p l aces 
they had never been before -
o n l y  the sound was m i ss i ng .  

(Above) NASA scientists research 
the viability of telepresence using 
underwater ROVs linked to the 
controller via a stereo headset. 
(Left) A virtual ROV explores a 
Martian landscape generated by 
SenseS Corporation's WorldTooiKit 

The Senso rama mac h i nes 
des igned by M o rton H e i l i g in the 
l ate ' 5 0 s  and early '60s came 
c l osest to the v i rtual  real ity 
exper iences we know today. A 
cha i r  sat i n  front of a booth l i ke 
an arcade mac h i n e  and the 
device had a b i nocu lar  v i s i on  
v iewer ,  hand l ebars , jets of a i r  
wh ich  c o u l d  b l ow i n  your  face on 
cue ,  a v i b rat i n g  seat,  vents near 
the nose to gene rate scents ,  and 
ste reo sound v ia  speakers next 
to the ears. 

i mage wh ich  fi l l s your pe r iphera l  
v i s i o n ,  g i v i n g  you the fee l i n g  of  
rea l l y  be i n g  there - whe rever 
'there ' m i g ht be. 

The ride was a ste reoscop ic  
motorcyc l e  r ide  down a 
B rook lyn  street with the sounds ,  
sensat ions  and the sme l l s  a l l 
happe n i ng i n  sync. N oth i n g  l i ke 
th i s  has been made s i nce ,  not 
even with the most expens ive 
computers. H oweve r ,  H e i l i g l ost 
the bac k i n g  of the mov ie  
companies  for h i s  mac h i nes ,  as  
the fi lm bus i ness re l i ed on  
mass ive aud iences and q u i c k  
t u r n  around o f  money.  They 

Another root of V R was the 
old ste reo i mage v iewe rs ,  
i nvented i n  the mid 1 8 0 0 s  by a 
chap ca l l ed Wheatstone.  These 
devices were i n  every home, and 
were someth i n g  of a craze at the 
t i m e :  i f  Sega had been around i n  
V icto r ian  t i mes ,  they wou l d  have 

Sega VR may 
turn out to be 
just a nod 
towards the 
technology -
while it works 
on the real kit 

company that rose and fe l l ,  but  not  without 
causing a sti r i n  the market with its visors, 
datagloves and al lover datasu its. Al l  were 
very h igh qual ity devices which at the time 
represented the state of the art. Its final 
product was the Microcosm home VR un it 
based on a Mac Quadra and i860 graphics 

accelerators. 
The N intendo/Mattel PowerGiove 

that VPL created was designed as a scaled 
down VR peripheral for N intendo N ES 
game consoles. Sadly, the un it was a l ittle 
before its time and soon stopped 
production. I ronical ly it is now one of the 
most used devices in  DIY VR mach ines, due 
to its qual ity and price. When it came out 
it was just $80, as compared to $5 ,000 
upwards for any other kind of dataglove. 

Theme parks and arcades are 
where largescale VR is starting to happen 
fi rst. There are al ready 50 mach ines from 
Virtual ity (formerly W Industries) onsite 
throughout the UK, and with the company 
receiving a massive funding boost th rough a 
stock floatation later in the year, it is set to 
significantly step up its activities. 

The fi rm has al ready signed a deal with 
Sega to work towards machines designed 
for Sega's Vi rtual Real ity theme parks -

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



t e c hview : V R  g 

d i d n 't of cou rse ban k on the 
co i n-op videogame boom be i n g  
j u st around t h e  corner .  

C o m puters were then very 
big comp lex  mac h i nes wh ich  you 
had to adapt yourse l f  to ,  rather 
than the othe r  way round.  There 
were no grap h i cs ,  j u st text, and 
no  v i deo mon itors ,  j u st te l etypes 
and p u nch cards.  It was a very 
comp l i cated and not very 
i ntu i t i ve exper ience .  That is 
unti I in 1 9 6 8  when Doug l as 
E n g e l bart i n vented the use of 
C R T d i s p l ay and the mouse 
po int i ng  dev ice ,  a l o n g  with i cons  
on  screen .  H e  a l so  i nvented the  
word  processor ,  and a 
r u d i m e ntary hypertext system .  

A t  t h e  same t i me on  t h e  E ast 
C oast a guy  ca l led  !van 
S uther land was hatc h i n g  what 
wo u l d  turn  out to be 2 D ,  and 
l ater 3 D ,  com puter g raph ics  
us ing  a l i ght  pen to d raw on  the  
screen of a C RT .  S uther land 

One of Evans & Sutherland's military simulators in full flow. The technology developed for military 
simulations, and head-mounted displays for targetting, have had a major bearing on the development of VR 

a l so i nvented the fi rst head
m o u nted d i s p l ay ( H M D ) wh ich  
was n i c knamed Sword Of  
Damoc les  due  to the  huge  we i g ht 
of eq u i p ment suspended over the 
weare r ' s  head . 

Around  the same t i m e ,  at the 
U n ivers ity of W i scons i n a g u y  
ca l l ed  M yron l< rueger was u s i n g  
computers and v ideo to c reate 
what he c a l l e d  'art ific ia l  
rea l i t ies ' ,  v ideo i nsta l l at ions  

wh ich  enab led users  to wa l k  u p  
a n d  i nteract w i t h  com pute r 
generated objects , n ot u n l i ke the 
recent M anda la  system r u n n i n g  
on  A m i g a  computers. 

l< rueger ' s  exper iments were 
the fi rst V R video games.  Critter 

showed a v ideo  s i l houette of 
your head and sho u l ders and 
i ntrod uced a com puter d r iven 
bug  o nto the scree n .  The  cr itter 

c rawled u p  your  head and c o u l d  
be p i cked off by your  h a n d .  Y o u  
c o u l d  dang l e  t h e  th i n g  before 
fl i c k i n g  it  off - fu n ,  but rea l l y  
serv i n g  no  p u rpose beyond that. 

The th i rd and final e l ement,  
G R O P E, was added by F red r i ck  
B rooks  wo r k i n g  at  the 
U n ivers ity of N o rth Caro l i na i n  
the ear ly  80s .  H e  dev i sed a way 
of creat i ng  3 D  mode l s  of 

m o l ec u l e s  and provi d i n g  the user 
with tact i l e  feedbac k ,  so you 
co u l d  'fee l '  them.  U s i ng a 3 D  
i mage and touc h ,  you cou l d  dock 
m o l ecu les together .  

W ith a l l the p i eces of the V R 
j i gsaw ava i l ab l e ,  a l l that was 
req u i red was for V P L ' s  J aron 
Lan ier  to coin the te rm 
' V i rtua l  Real ity' and a 
myth was born .  £ 

al ready massively popular in Japan, and due 
to be introduced here i n  the new year. 

And from the arcades, of cou rse, the 
trickle down continues. Sega has al ready 
stated that it hopes its relationsh ip with 
Vi rtual ity wi l l  lead to improvements in  its 
consoles and the development of 
increasingly sophisticated home VR. The 
Mega Drive itself, remember, i s  a spin-off 
from Sega's substantial arcade business. 

home and wil l  be avai lable under $200.' 
Half a dozen games are being 

developed for it, and they aren't just Sega 
p latform games with 360 degree screens. 
Although you can p lay ordinary games on 
the H M D, the games written for the 
system wil l  be special ly coded. 

i nto the home, but other tools are coming 
along. The most potent pointing device yet 
created for VR environments is  a sort of 
VR mouse, cal led a six degree of freedom 
(6DOF) mouse. One such mouse is  made 
by Logitech, although not as yet as a 

The Japanese giant al ready has plans 
for a VR headset designed for use with its 
Mega Drive. Fi rst previewed earl ier this 
year, the launch date has been put back, 
possibly in response to a l ukewarm 
reception from press and the industry. 

The un it employs a head-mounted 
d isplay ( H M D) with stereoscopic vis ion and 
motion trackers to move the picture as 
you move you r  head. 360 degree sound is 
suppl ied by the QSound system pioneered 
by Archer Communications, and, accord ing 
to Sega's press release, 'Sega VR wi l l  be the 
fi rst fu l l -colour v irtual real ity unit for the 

These inc lude a cyberspace game 
where you battle hosti le  computer hackers 
in an environment s imi lar to the Wi l l iam 
Gibson books, and a 3D Batt/eZone clone. 
A whole l ine-up of 'proper VR games' are 
planned for release over the 1 2  months 
fol lowing release of the un it. 

In truth, however, Sega VR may turn 
out to be j ust a nod towards the 
technology - a 'me too' gesture letting the 
world know that VR is part of Sega's plans 
wh i le  it works on the real kit with Jon 
Waldern's Virtual ity team.  

Sega's VR headset wi l l  be the fi rst 
step to i ntroducing 'real' VR technology The Virtual Research 'Flight Helmet' -

universal workhorse of the VR community 
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Evans  & Suthe r l and  - VR p i o ne e rs I] or 2 5  years ,  Evans & 
S uther l and of S a l t  Lake 
C i ty i n  U tah , h ave been 

prov i d i n g  ph otorea l i st i c  
c o m p ute r generated i mages f o r  
m i l itary and sc ient i f i c  
s i m u l at i o n s .  

E & S  p r o d u c e  rende r i n g  
h ardware that makes a 
V i rtua l ity co i n-op l o o k  l i ke a 
G ame Boy - the i r  top-end 
I m age G e n e rato r  can d i s p l ay up 
to 2 4 , 0 0 0  texture-mapped 
s u rfaces every s i n g l e  screen 
refresh , real time. No s i tt i n g  
a r o u n d  wait i n g  for  s i n g l e  
frames t o  d raw. 

N ow they ' re putt i n g  the i r  
exper i ence  o f  s i m u l at i n g  
real ity to u s e  i n  s i m u l at i n g  
i mag i nary w o r l d s  for  t h e  
e nterta i n ment f i e l d - co i n
ops  and v i rtua l  rea l ity.  

They ' re c u rrent l y  wo r k i n g  
w i t h  N amco toward t h e  next 
generat i o n  of 3D arcade 

This Martian landscape (above) 
shows what E&S' sub-$100,000 
Uberty system can do. A dragon 
belches flame in 'Hypergatory' 
(left) - E&S' stunning technology 
demo, showing that they can do 
more than tanks and jet fighters 

m ac h i nes and h ave j o i ned 
forces with Iwerks 
E nterta i n m e nt on  the i r  V i rtua l  
Adventu res theme park r ide .  

The  as-yet- u n named r ide  
featu res fo u r  u n d e rsea veh i c l es 
atte mpt i ng  to save the Loch 
N ess m o nster from ext i nct i o n .  
E ach  veh i c l e  h o l d s  s i x  peo p l e :  
p i  l ot ,  nav i g ator ,  two observers 
in the rear with per i scopes and 
two robot arm ope rators who 
co l l ect the endan gered eggs .  

The  ent i re i n sta l l at i o n  
c o nta i ns e i g ht veh i c l e s  with  
fo u r  wo r k i n g  at  any g i ven t i m e ,  
wh i l e  t h e  othe r  fo u r  a r e  be i n g  
prepped f o r  t h e  next r u n .  

Of V i rtua l  Adventures ,  E & S '  
c o m m u n i cat i o n s  manager  Jeff 
Edwards says, 'We rea l l y  
d i d n 't want i t  t o  b e  a n  
i n d i v i d u a l  exper i e nce a s  y o u ' d  
h ave w i t h  a h e l met;  i t ' s  k i nd o f  
a n o n-soc i a l  act iv ity.  

'The V i rtua l  Adventu res 

f4 The flight begins with your 1 ... hanglider launched through a 
portal atop a towering skyscraper 

r.i Uke flying over the edge of the I "" Grand Canyon, you suddenly 
find yourself miles above nothing 

� Swooping down over the edge 1 .., of a building, your stomach 
rendezvous with your throat 

rA As your fellow hangliders carry 1 .. on, you peel off and follow a 
small group of hoverships 

consumer product. it's sold purely as a 
developer's kit, for researchers into VR, 
but who knows - with in  a year this could 
a l l  be in  the home. Think about it .  The 3 D  
G raphical User I nterface (GUI) ,  complete 
with 3D mouse. Not only wi l l  you r  
desktop no longer be confined t o  the 
screen, it won't even be l im ited to two 
d imensions . . .  

But before VR comes crash ing 
i nto the home, let's get a good handle on 
what it is - just so we' l l  recogn ise it when 
it arrives. The elements of a working VR 
system can be broken down into two parts, 
the 'effectors' and the ' real ity engine'. 

The effectors are the H M D  
incorporating the visual d isp lays and 
headphones, the transmitters which locate 
body position and orientation, p lus any 
other control devices l i ke datagloves and 
force bal ls/joysticks. The real ity engine is 
anything which suppl ies and controls the 

Sensors on 
the HMD relay 
your exact 
position to the 
reality engine 
over a 
cable-free link 

experience, l i ke the CPU, the software, 
video cards, sound processors, 
synthesisers, and 1/0 ports for all the 
ind ividual effectors. 

Rendering the 3D image in both 
eyepieces is only a smal l  part of the 
problem, although that in itself has taken 

years of development to get it to even 
today's standards. The thing which real ly 
makes the d ifference between a 3 D  game 
and a VR experience is  tracking the head 
movements from side to side and up and 
down, and relaying those in  real t ime to the 
computer sending the visuals, so that they 
change i n  sync with your  viewpoint. 

Sensors on the top of your  H M D  
receive a signal from a transmitter o n  the 
main un it, and relay you r  exact position to 
the real ity engine over a cable-free l i nk. 

The real ity engine is generally a fast 
computer, at least a 68030 or 68040 Amiga 
or 80486 PC clone, coupled with a pair of 
fast dedicated graphics processors. This 
enables the computer to generate two 
near- identical images in almost real t ime 
with only a marginal t ime lag between 
moving you r  head and the image tracking in 
the viewfinders.  

The Virtual ity system, for example, 
uses an Amiga platform with custom Tl 
34020 graphics chips and its own bu i lt-i n  
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p roject is d i ffe rent because 
there ' s  s ix peo p l e  s i tt i n g  in the 
cockp i t  togethe r .  They can 
free l y  i nte ract with  each other ,  
they  can t rade  p l aces dur i ng  the 
game ,  they can work  as a team , 
wh i c h  m i g ht be a rea l l y  good 
fam i l y exper i ence . '  

T h e  ten- m i n ute V R  r i d e  i s  
powered b y  E & S '  E S I G 2 0 0 0  
i m age gene rator  a n d  t h e  wh o l e  
i n sta l l at i o n  costs a c o o l  
$ 1 m i l l i o n - you  won ' t  f i n d  
m a n y  outs i d e  of m aj o r  theme 
and amusement parks .  The  f i rst 
c u sto m e rs wi  1 1  be a n n o u nced 
s h o rt l y ,  with i nsta l l at i o n s  
o n l i n e  by s p r i n g  1 9 9 4 .  

A n d  see i n g  t h e  potent i a l  o f  
t h i s  e m e r g e n t  mar ketp l ace ,  
E & S  are start i n g  to produce  a 
new fam i l y  of sub-$ 1 0 0 , 0 0 0  
mac h i nes ,  start i n g  with the 
L i berty , which are 
targeted d i rect l y  at the £ 
e nterta i n ment  f i e l d .  

To demonstrate the potential of their systems, E&S have produced a virtual hanglider ride (see below). The 
3D background is rendered realtime as the pilot steers his hanglider through the virtual cityscape 

Is Spiralling round the buildings, I "' you go into a steep dive and 
head for the busy streets below 

� Approaching ground level, your I " hovering convoy skim along 
past shops and traffic 

1-7 Flying low under bridges and I • over walkways, you hurtle 
along a futuristic roadway 

fQ Finally, you come to rest in I u front of a screen advertising 
E&S' 'Uberty' imaging system 

sound.  SenseS Corp use l ntel PCs with 
i750 and i860 graphics chips,  with M I D I  and 
3D sound processors, but some of its 
systems are also based on u ltrapowerfu l 
Sun or Si l icon G raphics workstations. 

Hardware this fast enables you to 
create a fu l l  colour 3 D  world which is able 
to move and fol low your  movements at 
about I 0 frames per second. This doesn't 
sound a lot, but it's enough to give you the 
ride of your  l ife. And the technology is  
improving a l l  the t ime,  and faster machines 
mean faster YR. 

To produce real  3 D  on the f ly,  two 
images are generated in real t ime, 
s imu lating you r  view of the virtual world. 
The two 'cameras' through which you view 
the world are set at eye distance apart. 
This has the effect of generati ng a stereo 
image with enforced depth perception. 

The information is  final ly fed to the 
graphics boards, which generate the images 
for each eye and send the images to the 
H M D  for visual i sation.  

We are sti l l  not qu ite there yet, but 
accord ing to a l l  the experts, true VR in 
your  l iving room or on you r  desktop is  
only about 1 2  months down the l ine.  So 
you'd better get ready. 

Like all poss ib le futures, the one 
where VR becomes a household tool is  
only one of many options. lt may be that 
VR turns out to be a flash in a much larger 
pan, and it merely poi nts us in  the d i rection 
of a new, as yet und iscovered 
communications technology. 

As the phone spawned the TV and the 
TV spawned the computer game and the 
computer game spawned VR, perhaps VR is 
j ust a stepping stone to a h igher form of 
computer i nteraction. On the other hand 
perhaps VR and l ightweight H M Ds wi l l  
become as commonplace as  the mouse or 
Walkman headphones. lt could be. VR is  a 
l i ke a telescope or microscope, a tool to 
make someth ing previously invis ib le more 
access ib le .  Whereas those other tools look 

at d istant stars and minute particles, VR is  a 
tool for looking at i nformation, and 
presenting it in  the most natural way. 
Sound, vis ion and touch,  a l l  these sensory 
tools help us to learn about thi ngs and to 
evolve better ways of working, l iving 
and having fun.  £ Welcome to cyberspace. 

Virtuality's coin-op headset now looks out of 
date compared to the very latest HMDs 
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fe at u r eview i 

Videogames have been around for 2 0  years , but 

game styles have been stuck in a rut since the 

80s . I s  this the death of the games industr y, or 

just the star t of a new generation ? Edge reports 

l i ck through the pages of 
any games magazine and 
you' l l  find . . .  what? Sonic 

and Mario, Street Fighter 11, 

Ultima Underworld and 
dozens of other titles, a l l  

desperately trying to jump on their very 
lucrative bandwagons. 

Every month there's a fresh crop of 
tired o ld p latform games, un insp ired 
beat 'em ups and laborious adventures. 

The videogames industry has been 
arou nd for almost 20 years now, and in 
that time games have comfortably settled 
i nto several d istinctive, repetitive, types. 

Now, fl ick through the pages of an old 
videogames magazine from, say, five or six 
years ago. The same game styles are there 
and chances are the games wi l l  be pretty 
s imi lar too. All the new games and all the 
changes that have occurred so far have 
been largely superficia l ,  and game genres 
have changed l ittle  s ince the mid-eighties. 

The games that have been successfu l ,  

that have become part of  videogames 
h istory, show not only the major 
characteristics of each genre but a lso how 
l im iting these genres are becoming on a l l  
aspects of game design. 

lt doesn't mean that new games aren't 
good, it doesn't mean that they aren't 
better to play than their predecessors, it 
just means that there's not a whole lot of 
d ifference between a new game and one 
that's six or seven years old.  

But what's the problem in  that? Well ,  
if games can't break out of or substantial ly 
improve upon the genres they're stuck in 
there might not be a future for videogames. 
That doesn't mean that they're not going 
to be around anymore, but that they' l l  be 
going nowhere. Up a dead end.  

To be frank, this stagnation shouldn't 
surprise anyone with even half a brain .  
Generic production has been the staple of 
the software industry s ince games fi rst 
came out of the arcades. By producing such 
generic games, whether they're shoot 'em 
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From Donkey Kong (top right) to Manic Miner (bottom right) to Sonic (main picture), platform 
games have become huge sellers but remain horribly basic and rather limited in scope 

D h i n k  p l atfo rms  and m ost peop l e  
th i n k  S onic The Hedgehog o r  
Super Mario Bros. B o t h  of these 

games are ( m o re or  less) f l ashy obstac l e  
races ,  s l i c k ,  easy to g e t  i nto a n d  suffe r i n g  
bad l y  f r o m  seq u e l i t i s .  

S i nce i t s  o r i g i n  as the c o i n-op Donkey 

t<ong i n  1 9 8 1 ,  the p l atfo rm g e n re hasn ' t  
prog ressed very far :  m ost games use the  
same themes estab l i shed by N i nte n d o .  

And  s i nce M ar i o  and S o n i c  took  off, 
the characte rs in p l atfo rmers have 
become as i m p o rtant as the game itse l f .  
E very p l atfo rmer  now has the o b l i gatory 
' c oo l '  characte r l i ke Z o o l  o r  B u bsy ,  o r  an 
i m ported f i l m  or  T V  star .  

C u r rent p l atfo rm games are a t r i u m p h  
of sty l e  o v e r  co nte nt ,  fu l l  of v i s u a l  pazazz 
but be reft of any new i deas ,  and the w h o l e  
g e n re ' s  l o o k i n g  m o re t h a n  a l i tt l e  sta l e .  

G e n re 2 :  Sh o ot ' e m  u p s  

Space Invaders (top left) kickstarted videogames and Nemesis (bottom left) set the 
format that all others have followed. Viewpoint (main) is merely a ZaJCJCon for the 1990s m ow, if there ' s  one  g e n re of game 

that ' s  rea l l y  stu c k  i n  a rut i t ' s  
shoot ' e m  ups .  Space Invaders 

began it  a l l and games l i ke Ga laxians, 

Phoenix, Scramble and Zaxxon deve l o ped 
the genre ,  m o v i n g  from a s i n g l escreen 
format to the s i de-on o r  vert i ca l  scro l l e rs .  

B ut shoot ' e m  ups  have n ' t  rea l l y  
changed s i nce l<onam i ' s  Nemesis w h i c h  
h a d  a l l  t h e  m a i n  featu res we ' re stu c k  with 

today - m u lt i p l e  weap o n s ,  power ups  and 
end-of- l eve l g u ard ians .  

S u re the g raph i cs  have got p rett i e r ,  
and tec h n i ca l l y  m o re c o m p l e x  with 
featu res l i ke para l l a x  scro l l i n g  for 
bac k g r o u n d s .  B ut whether they scro l l  
vert i ca l l y  o r  h o r i zontal l y  they ' re sti l l  the 
same th i n g - you  steer  your s h i p  t h r o u g h  
a h ost i l e  l a n dscape tak i n g  o n  fo rmat i o n s  
of enemy c raft. Stag nat i o n  c ity.  

ups or fl ight s ims, software designers hope 
they're guaranteeing the success of the 
product. But the hidden costs of th is short 
term view may be enormous. 

The main things that shape the 
development of any videogame genre are 
the technology of the games hardware and 
software, the business of producing games 
and people's opin ions of the games. 

So far, though, technology's played the 
most obvious part in  the development of 
game gen res. The basic hardware and the 
l im ited knowledge of software 
programmers made the early videogames 
what they were - simple,  often 
s inglescreen affairs with points-chasing the 
major objective. lt was an achievement for 
some machines to manage scro l l i ng (the PC 
sti l l  has trouble) and the Spectrum's colour 
clash was legendary. 

As programmers got to know a 
mach ine they learnt how to overcome its 
l im itations, and games got better. But just 
as one mach ine was mastered, along came 
a better system, and so the learn ing 
process began a l l  over again .  

Because of this relatively fast 
turnaround in hardware, most of the 
changes brought about by new technology 
have been cosmetic. The better processors 
and extra memory have been, by and large, 
lavished on better graphics and sound, as 
most of the genres are just given a fresh 
l ick of paint. 

Sure, it looks as if the genres have 
improved but ' looks' are generally all that 
has advanced. Once the genres were 
establ ished, all that any new mach ine 
Spectrum, Commodore 64, Atari ST, 



Amiga, Mega Drive or Super N intendo 
has done has been to adapt the game 
design to suit its strengths and weaknesses. 

The other big i nfluence on game 
genre, and the reason for generic 
production,  i s  the s imple fact that 
videogames are big business. 

No company can afford to take too 
many risks, and it's a much safer bet to 
turn out an imitation of a successfu l 
platform game or shoot 'em up than it is to 
attempt someth ing different and risk 
commercial and critical fai l ure. 

Of cou rse, the great games-buying 
public plays its part too. And so do the 
special ist magazines who serve the games 
market. Most magazines only have a two or 
three year l ife span and they take a narrow, 
one game at a time· view - anyth ing older 
than a few months is ancient h istory. Apart 
from the odd retrospective, any critic ism of 

_
games as a form is l im ited to hai l ing certain  
games as classics with in  the ir  type. 

Both the tastes of games players and 
games jou rnal ists are l im ited, not through 
any fault of their own, but because their 
expectations wi l l  be conditioned by 
establ ished genres, and natural ly they' l l  be 
looking for enhancements and not 
necessarily for total ly d ifferent games. 

And most people are conservative in 
their tastes and wi l l  tend towards what 
they know, rather than chance wasting 
their time and money on someth ing they 
know noth ing about. 

Basical ly, what it a l l  adds up to is that 
game genres wi l l  develop as technology 
progresses but any innovation wi l l  be 
moderated by commercial constraints and 
by the conditioned opin ions and 
expectations of players. 

C D-ROM is un iversal ly claimed to 
be the futu re of videogames, and so far 
CD-based systems have been sold on the 
promise of bringing i nteractive movies to 
the gamesplayer. These movie games do 
offer a way forward for game gen res. But 
the sort of movie games we're being sold 
at the moment aren't any d ifferent from 
the 1 983 coin-op, Dragon's Lair - lots of 
superb pictures, but almost no interaction. 

Now, the big problem with interactive 
movies is 'How the hel l  do you interact 
with them?' If a game's graphics are 
presented in the style of a fi lm,  with 
mu ltiple angles, d ifferent points of view and 
fast cutting, it's v irtual ly impossible to 
devise a control method that would work. 

So far most games, l i ke Time Gal and 
Roadblaster FX on the Mega CD, have gone 
for the Dragon's Lair approach - you just 

fe at u r ev i e w 

G e n re 3 :  Beat ' e m u p s  

International Karate Plus (top left) and Double Dragon (bottom left) are the archetypal 
fighting games. Street Fighter 11 (main) does it better but it didn't do it first - by a long way 

eat ' e m  u p s  h ave n ' t  p r o g ressed far 
from M e l b o u r n e  H o use ' s  Way Of 

The Exploding Fist and Syste m 
3 ' s  International t<arate. Both h ave 
moves accessed by c o m p l e x  j oyst i c k  
f i d d l i ng - S F  I !  h a s  1 1  m o re characte rs ,  
and bette r g ra p h i c s  and  s o u n d ,  but  i t ' s  
sti l l  the same game .  O kay, except for  the 
fact that there were n o  Way Of The 

Exp loding Fist f l uffy d o l l s  or u n d e rwear. 

The f i rst beat 'em ups were s i m p l e 
l<ung Fu Master was a bas i c  s i deways 
scro l l e r .  Its d i rect descendent was the 
Double Dragon ser ies  where you wa l ked 
t h r o u g h  a l eve l and fought goons .  Double 

Dragon spawned seve ra l  seq u e l s  and 
c l ones ,  the best  be i n g Fina l Fight, but the 
same featu res are there - big ch aracte rs ,  
a few moves ,  the occas i o n a l  weapo n  and 
huge enemies  at  the end  of each l eve l .  

G e n re 4 :  Adve ntu re s  

Text adventures (top right) started it all off, and the very latest adventures like Return to 
Zork (main) and Ultima (bottom left) try to paint a thousand words with their graphics 

dventu res and r o l e p l ay i n g  games 
have g e n u i n e l y  changed s i nce they 
f i rst appeared.  Text-o n l y  

adventures l i ke I nfoco m ' s  Zork se r i e s  
o r i g i n a l l y  l e d  the way . The  p l ayer wou l d  
read desc r i pt i o n s  of a l ocat i o n  a n d  type i n  
i nstruct i o n s  u s i n g  the keyboard.  

W i th i n  a c o u p l e  of years games l i ke 
Corruption and The Pawn had p i ctu res 
acco mpany i n g  each l ocat i o n ,  and i t  

was n ' t  long befo re S i erra and LucasArts 
i ntrod uced the i r  g ro u nd-break i n g  menu  
syste ms .  R PGs  a l s o  advanced from jerky  
2 D maps to stu n n i n g  f i rstpe rson 
pe rspectives and 3D c o m bat. 

B ut the bas i c  concept of d i scove r i n g  
n e w  l o cati o n s ,  defeat i n g  enem ies  and 
s o l v i n g  p u z z l e s  rem a i n s  the same.  In  fact, 
as i nte rfaces becomes s l i c ke r ,  so the 
gamep l ay i s  reduced to p o i nt and c l i c k .  
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Out Run (top left) outgrossed most games with its graphics, and Formula One Grand Prix 
(main) is incredible but driving has changed little since Pole Position (bottom right) [!] r i v i n g  games were among  the f i rst 

in the arcad e ,  l i ke Atar i ' s Sprint 

se r i e s ,  wh i c h  a l l owed up to e i g ht 
p l ayers to race around  a s i n g l e  trac k .  

A d i fferent sty l e  o f  arcade d r i v i n g  
g a m e  was Data E ast ' s  c o i n -op  Spy 

Hunter, w h i c h  gave a top-down v i ew with  
o n l y  a fract i o n  of the  road v i s i b l e .  

Atar i  ' s  Pole Position rea l l y  set t h e  
sty l e  f o r  d r i v i n g  games ,  w i t h  i t s  3 D  

f i rstpe rson v i ewpo i nt.  C l ones  l i ke 
Chequered Flag and Revs fo l l owed su it .  

F o rm u l a  One  games now reproduce the 
real  cars and  c i rc u its ,  but  the o n l y  b i g  
i n novat i o n  i s  t h e  exte r i o r  v i ews b r o u g ht i n  
b y  Indy 5 0 0  a n d ,  l ater ,  b y  Fl G P. 

I n  the  arcades ,  Sega  made c u stom 
mac h i nes  l i ke Out Run and Virtua Racing, 

but be neath the g ra p h i c s ,  they have n ' t  
moved o n  f r o m  Pole Position. 

G e n re 6 :  Fl i ght s ims 

The latest flight sims like Strike Commander (main) and TFX (bottom left) are highly 
realistic and playable, but not that different from EA's 1988 game, Interceptor (top left) [i l i g h t  s i m u l ators took  a wh i l e  to 

get g o i n g .  O r i g i n a l l y ,  the o n l y  
f l y i n g  games were sh oot ' e m  u p s ,  

a n d  t h e  f i rst games t o  u s e  a pse udo-3 D 
out-of-cockp i t  v i ew were on U S  mac h i nes  
l i ke the App le  I ! .  P s i o n ' s  Flight 

S imulation was about the f i rst in the U I< 
to s i m u l ate f l i g ht ,  but i t  g ot m u c h  m o re 
soph i st i cated with  M i c rop rose ' s  g r o u n d 
b reak i n g  Fl 5 Strike Eagle. 

Apart from the odd d o mest i c  f l i g ht s i m  
l i ke A irbus a n d  Flight S imulator I!, the  
g e n re stayed with  Fl 5 ' s  c o m bat sty l e .  
G raph i c s ,  s o u n d  and  tec h n i c a l  l eve l s  h ave 
advanced ,  but by far the b i g gest change  
was  b r o u g h t  i n  by EA's  Interceptor. 

M u lt i p l e  exte r i o r  v i ews then  became the 
n o r m  o n  any s i  m worth its w i n g s ,  and  the 
PC game S trike Commander i s  now the 
ne  p l u s  u l tra of the g e n re .  

h e l p  the action along the way with a l ittle 
nudge from your  joystick. 

Movie-style graphics have also been 
used to tart up existing genres, l i ke us ing a 
s l ick front end and some attractive 
end-of- level screens in an average shoot 
'em up. Psygnosis's techn ical ly impressive 
Microcosm on the FM Towns Marty CD 
console is  gui lty of this.  There's a five 
minute i ntro that looks as if it was d i rected 
by Ridley Scott, and then the main game 
turns out be a un insp iri ng blaster - the 
gameplay's not much d ifferent from the 
ancient Star Raiders. 

One major s ide effect of this ki nd of 
movie-style  game is the shape and size of 
software development teams. All software 
developers are now keen to stress how 
much they're l i ke film studios in the way 
that they produce games. In most new 
games, there are special ists for each aspect 
with a producer overseeing the whole 
development project. 

The ominous th i ng about such a 
studio system is that it is just l i ke the old 
Hol lywood studio system - and that was 
developed specifical ly to churn out genre 
pictures, with scant variation from product 
to product. A software studio wil l  create a 
much s l icker game than two or three 
programmers, but it's got a lot of salaries 
to pay, and what producer's going to risk a 
year's development on a rad ical game? 

So what does the future hold for 
the existing videogame genres? Well ,  the 
factors determin ing the futu re will be the 
selfsame factors that shaped games in  the 
past - namely technological innovations, 
bus iness concerns and the choices of the 



consumers of videogames. 
There's no getting away from the fact 

that, to most games designers and 
gamesplayers, better technology means 
better graphics and sound.  New machines 
l i ke 3DO are being hyped on the strength 
of a few screens hots, but whi le there's no 
doubt that enhanced graphics and sound do 
make for a more impressive game, they 
doesn't necessarily improve the game. 

Once graphics reach a photoreal istic 
standard and sound is  the same qual ity as 
CDs, there's no real next step for them to 
take. And, with faster processors and the 
enormous storage capacity of CDs, 
mach ine memory can final ly be freed from 
hand l ing sounds and images. 

So if programmers don't have to 
worry about qual ity of representation,  or 
about storing images, maybe they' l l  final ly 
get around to worrying about real game 
design, not variations upon existing types. 

Game genres are here to stay. 
Games and their technology have advanced 
rapidly in  their fi rst few years, but the 
amount of real innovation in  the industry is  
decreasing year by year. 

CD-ROM and VR systems do offer 
some hope, but in  the near future games 
wi l l  continue to be constrained by genre 
the constrai nts may even become more 
rigid as the videogames industry chal lenges 
establ ished entertainments l i ke televis ion 
and the c inema, and the budgets i nvolved 
become larger and larger. 

Of cou rse, a commercial ly d riven 
games market isn't a bad thing necessarily; 
but the downside is that it could be an end 
to i nnovation. Chris Crawford, designer 
of the h ighly original game, Balance Of 

Power, is one who fears the worst. ' I  th ink  
that games are destined to  become a 
backwater, a wel l -defined medium that 
makes money but has been consigned to a 
creative ghetto by society at large.' 

John Hare of Sensible Software 
agrees: The market is  generally 80 per cent 
sheep who wil l buy whatever anyone tel l s  
them to - the sort of  people who buy 
flares and platform shoes because they are 
back in fashion.  The lack of the publ ic's 
appreciation of qual ity as opposed to 
commercial des irabi l ity has long been a 
problem for artists in any media. '  

So the message is c lear, it's up to you 
- the consumer - to alter the way 
videogames industry designs its games. 

And remember that whatever happens 
over the next few years i n  videogaming 
could well  determine its futu re for £ 
decades to come. 

fe at u r e v i e w 1 

G e n re 7 :  Strategy games 

Football Manager (bottom left) was an original strategy game, as was Populous (main) but 
too many games are implementations of board game formats, like V for Victory (top left) 

he strategy  g e n re is a real  m i xed 
bag but  i t  st i l l  o n l y  h as a few 
bas i c  sty les .  C hess was the f i rst 

game p l ayed by c o m p uter and there ' s  not 
much to say except that,  we l l ,  i t 's  chess .  

W ith c o m p uter ised board wargames ,  
the g raph i c s  h ave changed s l i g ht l y ,  and 
the odd  b i t  of arcade act i o n ' s  been th rown 
i n ,  b ut in games l i ke V For Victory and 
Universa l M ilitary S imulator the games 

h ave n ' t  changed m u c h  s i nce they f i rst l eft 
the tab l etop .  

M anagement games have been p o p u l ar 
s i nce Kingdom and Footba ll Manager i n  
the ear l y  e i g ht ies .  A n d  the u l t i mate 
management games are the ' G o d '  games 
- Populous, S im City, Mega-Lo- Mania, 

Civilization - but whether you ' re r u n n i n g  
a footba l l  c l u b  or  ru l i n g t h e  p l anet,  the 
gamep l ay ' s  much the same.  

G e n re 8 :  Sports s imu lators 

Sensible Soccer (main), John Madden (bottom right) and EA Hockey (top right) have all set 
standards for their sport, but are now in danger of being copied, or sequelled, to death 

p o rts s i m u l ators are a d i fferent 
kett l e  of f ish to other g e n res .  
Because the game ' s  try i n g  to 

s i m u l ate someth i n g  rea l ,  the p r o b l e m s  
p r o g ra m m e rs face a r e  what v iew to take 
and what contro l syste m to use .  A n d  once 
it 's set,  peo p l e  st i c k  to it .  

Take footba l l :  Match Day o n  the 
S pectru m ,  International S occer o n  the 
C64,  Kick Off and Sensible S occer o n  the 

A m i ga ,  these are the standards by w h i c h  
a l l  o t h e r  effo rts a r e  j udged .  

The  i n n ovat i o n  i n  recent years i s  that 
sports games have taken on the sty l e  of 
te l e v i s i o n  - p robab l y  because most peo p l e  
h ave n 't seen t h e  sport i n  rea l l i fe a n d  o n l y  
k n o w  it  f r o m  t h e  wo r l d  of i n stant rep l ay .  

E A  pe rfected t h i s  with the i r  exce l l ent  
John Madden 's Football and EA Hockey. 

A n d  then pe rfected them yet aga in  . . .  
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COM MODORE AMIGA A600 L E M M I N G S  PAC K 1 /0 
WITH DELUXE PAINT 3 AND L E M M I N G S  G A M E  
B U I LT-IN T V  MODU LATO R ,  MOUSE,  WORKBENCH 2.0,  1 M E G  RAM E X P A N D A B L E  TO 1 0  
M E G ,  1 YEAR IN-HOME SERVICE WARRANTY. SAVE £50 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 74.99 

COMMODORE AMIGA A600 L E M M I NG S  PAC K 1 /0 AS ABOVE COM PLETE 

WITH SONY 1 4 " FST KVM 1 400 COLOUR TV/MO N ITOR 1---------...1 AND SCART LEAD. SAVE £70 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  354.99 

tr���i"::"T""=:::-, COMMODORE AMIGA A1 200 LEMMINGS PACK 2/0 
WITH D ELUXE PAINT 3, L E M M I N G S ,  N I G E L  MANSELL AND TROLLS, MOUSE,  TV �f);;���=:=� M O D U LATO R ,  2 M E G  RAM EXPANDABLE TO 1 0  M E G ,  32 BIT 68020 1 4  M H z  PROCESSOR, 11 AGA GRAPHICS C H I PSET, 1 YEAR IN-HOME SERVICE WAR RANTY. SAVE £65 . . . . . .  259.99 

COMMODORE AMIGA A1 200 LEMM INGS PACK 2/0 AS ABOVE J::======-_.:::=.J COMPLETE WITH SONY 1 4 "  FST KVM1 400 COLOUR TV/M O N ITOR 
AND SCART LEAD. SAVE £85 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  439.99 

COMMODORE AMIGA A1 200 L E M M I N G S  PACK 2/0 
AS ABOVE PLUS OVERDRIVE 85 M B  H I G H  S P E E D  HARD DRIVE.  SAVE £1 1 5  ON R A P  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  459.98 

C O M M O D O R E  AMIGA A1 200 L E M M INGS PACK 2/0 
AS ABOVE PLUS OVERDRIVE 85 M B  H I G H  S P E E D  HARD DRIVE AND COMPLETE WITH SONY 1 4 "  FST KVM1 400 
COLOUR TV/MONITOR AND SCART LEAD. SAVE £1 35 ON RAP . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  639.98 

C O M M O D O R E  AMIGA A1 200 DESKTOP DYNAM ITE PAC K 
WITH WOR DWORTH 2.0 AGA WORD P ROCESSOR, DELUXE PAINT IV, PRINT MANAG ER, OSCAR AND DENNIS. MOUSE, TV 
MODU LATO R ,  2 MEG RAM EXPAN DABLE TO 1 0  MEG, 32 BIT 68020 1 4  MHz PROCESSOR, AGA GRAPHICS CHIPSET, 1 YEAR 
IN-HOME E WARRANTY. SAVE £50 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  299.99 

COMMODORE AMIGA C D-32 CONSOLE 
W I T H  OSCAR A N D  DIGGERS GAME. CD BASED CONSOLE WITH AMIGA A1 200 POWER, 
256,000 COLOURS FROM 16 M I LLION, FAST 68020 PROCESSOR, 2 MEG RAM AND 11 BUTION 
JOYPAD. PLAYS AUDIO CD'S AND CD+G DISCS. FULL MOTION VIDEO ADAPTOR AVAILABLE. 
SAVE £14 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  285.99 

COMMODORE AMIGA CD-32 AS ABOVE COMP LETE 

WITH SONY 14" FST KVM1 400 COLO U R  TV/MO N ITOR 
AND SCART LEAD. SAVE £40 ON RAP . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  .468.99 

M EGADRIVE 1 & M EGADRIVE 2 DEALS ALL G E N U I N E  U K  VERSIONS 

M EGADRIVE 2 WITH SONIC 2 
& TWO SEGA JOYPADS. SAVE £1 7 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 1 2.99 

M EGADRIVE 2 AS ABOVE C O M PLETE WITH SONY 1 4 " FST 
KVM 1 400 COLOUR TV/MON ITOR A N D  SCART LEAD. 
SAVE £43 O N  R R P  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  295.99 

M EGA C D  2 WITH ROAD AVE N G E R  
(REQU I R ES M EGADRIVE 1 O R  2). SAVE £ 2 0  . . . . . . . . . . . . . . . . . . . . .  229.99 

M EGADRIVE 2 AS ABOVE PLUS M EGA C D  2 AS ABOVE. SAVE £45 . . . . . . . . . . . . . . . . . . . . . . . . . . .  335.99 

M EGADRIVE 2 AS ABOVE PLUS M EGA C D  2 AS ABOVE COMPLETE WITH SONY 1 4 " FST 
KVM 1 400 COLOUR TV/MON ITO R AND SCART LEAD. SAVE £70 ON R R P  . . . . . . . . . . . . . . . . . . . . .  51 8.99 

M EGADRIVE 1 WITH FOU R  GAMES 
2 SEGA CONTROL PADS,  SONIC THE H E DG E H O G ,  
REVENGE O F  S H I N O B I ,  STREETS O F  RAGE A N D  GOLDEN A X E  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 29.99 

SUPER NES DEALS A L L  G E N U I N E  UK VERSIONS 

SUPER N E S  WITH STARWING 
& O N E  N I NTENDO J OYPAD. SAVE £17 . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 1 2.99 

SUPER NES WITH MARIO ALL STARS 
& O N E  N I NTENDO J OYPAD. SAVE £1 7 . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 1 2.99 

SUPER N ES AS ABOVE WITH STARWING O R  MARIO ALL STARS 
COMP LETE WITH SONY 1 4 " FST KVM 1 400 COLOUR TV/M O N ITOR t----------' AND SCART LEAD. SAVE £43 ON R R P  . . . . . . . . . . . . . . . . . . . . . . . . . . .  295.99 

S U P E R  N ES WITH STR EETFIGHTER TURBO (DUE 5TH NOV 1 993) 
& O N E  N I NTENDO JOYPAD. SAVE £1 7 . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  1 22.99 

S U P E R  N ES WITH STR EETFIGHTER TURBO AS ABOVE 
C O M P L ETE WITH SONY 1 4 " FST KVM 1 400 COLOUR TV/MO N ITOR 
AND SCART LEAD. SAVE £43 ON RRP . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  305.99 

A P R ROVED DEALERS FOR EPSON LQ1 00 P R I NT E R  . . .  1 64.99 

Sifl ........... :•• .... ., 
CANON BJ-1 0EX 
B U B B L E  JET P R I NTER . . . . . .  1 99.99 

CANON BJ 1 0  SX 
B U B B L E  J ET P R I NTER . . . . . .  21 5.99 

CITIZEN SWIFT 90C 
COLOUR P R I NT E R  . . . . . . . . . 1 64.99 

CITIZEN SWIFT 200C P R I NT E R  
+ COLOUR KIT . . . . . . . . . . . . . . .  21 6.99 

CITIZEN 240C P R I NT E R  + 
C O L O U R  KIT . . . . . . . . . . . . . . . . . .  259.99 

EPSON STYLUS 800 INKJET 259.99 
STAR SJ1 44 COLOUR 
T H E R M A L  P R I NTER (PC 
COM PATI BLE) . . . . . . . . . . . . . . .  51 9.99 

STAR LS SEX LASER PRINTER 
(PC COM PATI BLE) . . . . . . . . .  649.99 

B LAN K DISKS 
PACK OF 10 SONY HIGH DENSITY 3.5" DISKS + CASE 
WITH LABELS AND FREE PLASTIC FLIP 
TOP DISK BOX . .  . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  7.99 

PACK OF 50 SONY OSOO 3.5" DISKS 
WITH LABELS . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  22.99 

PACK OF 10 TDK MF-200 3.5" DISKS 
(DSDD BRANDED) . . . . . . . . . . . . . . . . . . . . .  7.99 

PACK OF 10 VERBATIM DSDD 3.5" DISKS 
WITH LABELS (BRANDED) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  6.49 3.5" DISK HEAD CLEANER . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  4.49 

SONY KVM 1 400 1 4" FST 
COLO U R  TV/MON ITOR 

WITH R E M OTE CONTROL. 
60 CHANNEL TUNING, REAR 
SCART IN PUT, HEADPHONE 

SOCKET, TWO POSITION TILT, 
BLACK TRINITRON SCREEN, 

LOOP AERIAL. 
FREE SCART LEAD 

(STATE AMIGA, ST, MEGADRIVE OR SNES). 
SONY TV (G R EY) . . . . . .  1 94.99 
SONY TV (WH ITE) . . .  1 94.99 
SONY TV 
WITH FASTEXT . . . . . .  249.99 

GIVES MONITOR QUALITY 
PICTURE FROM SCART INPUT 

Sr=<d R.eM/w$ � C<U< luwe all tl.u . .  C<U< 2f6'tl? 
·tD READ "NRG" Regular Club Magazine 
81] CHOOSE from our Huge Selection 
3 BUY at Best Possible Prices 
� SAVE with our Special Deals 
� SAVE more with our XS Coupons 
� WIN up to £60,000 worth of prizes FREE 

JOIN now from just £4.00 
We only supply members but you can order as you join 

There's no ob l igation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204 . 

As a member of Special Reserve you' l l  receive regular issues of 
NAG magazin e .  NAG is our 48 page colour c lub magazine sent b i·  
monthly only to Special  Reserve members.  NRG contains:  

1 .  The best selection of games,  peripherals and hardware for al l  
popular formats. We are official Sega, N i ntendo and Sony stockists. 
2 .  Reviews in  colour and latest information on new products 
3.  Charts and Release Schedule,  to help you choose and plan 
4. The best prices. Just one purchase wil l  save you your joining fee 
5.  Hundreds of Special Offers. Top games at prices you �on't believe 
6.  XS Super Savers. Money-off coupons worth over £ 1 80 a year 
7.  FREE-to-enter BIG TARGET COMPETITIONS. With cu rrently 
up to £10 ,000 worth in every issue of N A G ,  exclusive to members. 

That"s why over 170,000 people have joined Special 
Reserve, the ·biggest games club In the World! 

0·2,79 600.204 
OPEN TIL 8PM SEVEN DA VS A WEEK 

l Oam to Spm Bank Holidays. Order/Confirmation/Receipt sent for every order. 

You can also Fax your order to us on: 0279 726842 
We pride ourselves on our after-sales service. ( 1 8  customer service l ines) 

I nevitably some games listed may not yet be available. Please phone sales on 
0279 600204 to check availability before ordering.  I n  the event of delay we issue 
refunds on request at any time prior to despatch. We reserve the r ight to change 

prices without prior notification. E .& O . E .  

Registered OHice: Inter-Mediates Ltd, 2 South Block, T h e  Maltings, 
Sawbridgewor1h, Her1s. CM21 9 P G .  

C l u b  S h o p s  at Sawbridgewor1h (address above) and at 
43 Broomfield Road. Chelmsford, Essex. 

Al l  prices include VAT and carriage to U K  mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 

MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 
TRIAL ANNUAL WITH FREE 

MEMBERSHIP MEMBERSHIP HARD BINDER 
UK MEMBERS 4.00 7.00 14.00 
OVERSEAS EC MEMBERS b.OO 9.00 18.00 
OVERSEAS WORlD MEMBERS 7.00 11.00 22.00 
rl - -WE ONLY SuPPLv

-
MEMsERS BuT YoU CAN ORDER AS YOU illiN.- -

I NO SURCHARGES ON TELEPHONED ORDERS (UK) 

I (PLEASE PRINT I N  BLOCK CAPITALS) GONK 
I : Name• ______________________________ _ 
: Address ____________________________ _ 
I 
1----------------------------------
1 : __________________ Postcode ____ __ 
: Phone ____________ Machine· _______ _ 
: Enter membership number (if appl icable) or I I NEW MEMBERSHIP FEE (ANNUAL UK 7.00) . 

! ALL PRICES INCLUDE UK POSTAGE & VAT I L £ ___ __j 
: Cheque/P.O./Access/Mastercard/Switctv'Visa (Switch Issue No ___ ) 
! I I I I I I I I I I I I I I I I I I I I I 
I Card : expiry date ______ Signature, ________________ __ 
: cheques payable to: SPECIAL RESERVE 
1 P.O.  BOX 847,  HAR LOW, CM21 9 P H  : Overseas Orders Surcharge (EC or World): Software orders 

1 please add £2.00 per item. Non·�ottware items please add 
I 25%. Hardware items supplied to UK mainland only. 
I Overseas orders must be paid by credit card. 
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F" r " ng · 

the Supergun 
Eve r fanc i ed p l ay i ng you r  
a l l  t i me  favou r i te co i n-o p i n  
the comfor t  of you r  own 
home? With a Su pe rgu n 
i t ' s  eas i e r  than  you th i n k  . . .  

he golden age of the coin-op 
m ight be well and truly lodged in 
the past, but for many 
gamesplayers, older machines 
sti l l  hold a certain magic. Ever 
wondered why seaside 

amusement arcades are often packed with the 
oldest games? Sure, daytrippers wi l l  play anything 
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t e c h v i e w :  a r c a d e  

JAMMA-standard boards 

D AMMA is a PCB connection standard set by 
the Japanese Amusement Machine 
Man ufacturers' Association.  lt was designed 

to help the arcade manufacturers in  Japan to agree 
upon a standard for the connection of arcade PCBs 
to arcade cabi nets . By th is time the industry had 
qu ickly cottoned onto the idea of repl aceable boards 
- arcade owners s imply had to remove a board from 
a machine and stick in a new one. From 1987,  most 
PCBs became JAM MA com pati ble.  

Because the Su pergun is des igned to work only 
with JAMMA boards, older non-JAMMA PCBs requ i re 
an adaptor loom to be wired off - someth i ng best 
left to a specia l ist. The main reason for th is  is that 
it's compl icated - it requ i res reference to the 
manual for the pi n-out d iagram - often missing with 
older PCBs. 
Companies l i ke 
Euromax (0262 
601006) keep 
reference manuals,  
and wi 1 1  convert 
most older boards 
for only around £30 . 

as long as its cheap, but for the 
average coin-op fan there's usually a 
few cast i ron classics h idden away i n  
a corner that are worthy of 
attention. State of the art? Well ,  
hard ly. But time doesn't taint great 

Supergun.  The Supergun Deluxe is 
the newest un it, and comes from 
Raven Games in London. lt is 
basical ly a s imple box contain ing a 
five volt transformer, JAM MA board 
interface, Scart lead, and credit 
selection button. This p lugs i nto a 
Scart socket-equ ipped televis ion or 
monitor, a l lowing the player to chose 
from a vast range of titles. 

But does the system real ly have 
that much to offer? I sn 't it just an 
e l itist home system with u ltra 
expensive games? El itist? Yes, 

The current range 
gloriously - just th ink  
how many top arcade 
games you can choose 
from. Expensive? Not 

necessari ly. The Supergun 
Edge tested only cost £ 1 60 

exc lud ing a joystick. 
Some older game 
boards are now 

of boards is vast, 
and al l  are destined 
to get cheaper 
gameplay. You'd b e  surprised j ust 
how easy it i s  to play games l ike 
these in the home. 

The Supergun is  hardly a new 
piece of kit - gamesplayers have been 
able to get their hands on various 
versions for a couple of years. 
Funn i ly enough, before that, the U K  
market h a d  been promised a s l icker
looking un it called the Energiser, but 
this fai led to materia l i se, leaving it to 
Far Eastern entrepreneurs to design 
what became known as the 

se l l ing for as l ittle as 
£20, making the whole th ing 
look rather affordable, and 
positively bargain- l ike when 

compared to the price of some of 
the latest imported console titles. 

Taking into account the age of 
the average pu rchaser, videogame 
nostalgia is playing a big part in  the 
success of the Supergun.  Classic 
arcade boards are fast becoming 
col lectable, and this is mostly because 
good new games are increasingly 
harder to come by. 

With expensive dedicated 
arcade machines l i ke Virtua Racing 

currently dominating the arcades in 

Arcade bargains for the 

Supergun - what to look 

for, and where to look . . .  

Rygar: (Tecmo 1986) 
Price:  £25 

Rastan Saga:  ( T  a ito  1987 ) 
Price:  £30 

n the same .way a shrewd 
ant iques dealer scours a car 
boot sale, an arcade game 
h u nter o n  the l o o kout for  
classic c o i n-op b oards 
should check out al l  the 

older seaside arcades, and be prepared to 
make offers o n  the spot.  

But for more cons istent resu lts it's worth 
keeping an eye on the trade press, m ost 
notably the trade paper, C o i n  Slot 
Internat ional .  And as in  any secondhand 
market,  pr ices vary widely,  but d i rt cheap 
PCBs are around if you  look hard enough .  

Edge tracked down some of the best 
bargains for the Supergun .. .  

N ot a over ly  popular game when re leased , 
Rygar soon gai ned a cu lt  fo l l owing.  What 
Rygar has is fast and br i l l iant ly compu l s ive and 
varied gamep lay. Extremely chal leng ing .  

You'd be hard pushed to tell i t  from this 
screenshot, but for a six yearold game, 
Rygar has some exquisite graphics 

Th is  c lassic hack ' n '  s lash arcade game never 
got a decent convers ion  for a home system.  And 
you ' d  be surpr ised j ust how strong the 
gamep lay i s  after al l these years. 

Why wasn't the Amiga treated to a conversion 
of this classic game? Anyone remember the 
less than brilliant C64 version? 



t e c h v i e w :  a r c a d e  i 

Reckon that the Supergun is only ever going to be of any use for crusty old arcade 
games? Not so. Konami's Xexex at £100, while lacking a bit of playability in its UK 
format, knocks spots off many new coin-ops in terms of graphical detail and colour 

terms of takings, interchangeable 
PCBs now lack the pu l l i ng power 
needed to generate decent coin 
flows. That, coupled with the 
competition faced by home consoles, 
is now making the price of the 
average PCB drop faster than ever 
before. And for the Supergun owner, 
this means more and more games to 
choose from. 

The supply of cutting edge PCBs 
might dry out gradual ly, but the 
current range of boards is  vast, and 
a l l  are destined to get cheaper and 

S h i n o b i :  ( Sega 1 9 8 7 )  

Price :  £ 2 0  

cheaper. And ,  of  course, the  appeal 
of original arcade games, and not 
min imal ised console conversions, is a 
big attraction.  

To play a Supergun,  a l l  you ' l l  
need is a Scart socket-equipped 
te levis ion or monitor, sometimes 
referred to as the Euro-connector, 
or Peritel. But, importantly, the Scart 
socket needs to be able to handle an 
RGB signal runn ing at 60Hz - the 
same signal that's outputted from 
imported NTSC versions of consoles 
l i ke the SN ES, Mega D rive PC Engine, 

Xexex: ( l<onami  1 9 9 1 ) 

Price : around £ 1 0 0  

An popu lar  p latfo rm scro l ler  that w o n  fans 
everywhere with its act ion-packed leve ls .  Th ose 
graphics are now look ing  a bit roug h .  For the 
pr ice ,  thoug h ,  who's  com p l a i n i ng? 

There are two vers ions of Xexex, a E u ropean 
and a J apanese ed it ion .  The graphics in both 
are ser ious ly  beautifu l ,  but track down the 
super ior  J apanese vers ion ,  if  you can find it. 

Shinobi never looked that good when it 
appeared in 1987, so naturally, today it 
looks terrible. 1t plays wonderfully, though 

Okay, it looks utterly fantastic, but the 
gameplay in the UK version isn't that hot, to 
be honest. lt's just too hard for words 

Monitoring quality m u n n i ng a Su pergun through a Scart
com pati b le  te lev is ion i s n 't d ifficu lt .  As 
long as the socket can cope with a 60Hz 

RGB sign a l .  Com pared to the system ru n n i ng on a 
speci a l i st mon itor, the control over the p icture i s  
l i m ited . Th i ngs l i ke c o l o u r  ba lance and screen 
s ize often benefit from being opti m i sed on a 
speci a l i st mon itor, l i ke those made by H a ntarex 
in the U K. Quad ristandard models l i ke the CT 
series offer Pal , Secam ,  NTSC , and NTSC 4 -43 
com pati b i l ity th rough a variety of  sockets 
i n c l u d i ng Scart, n i ne-p in  D I N ,  S-VHS,  RGBI-HV etc . 
They' re a lso perfect for systems l i ke 3DO and the 
M a rty that cu rrently req u i re an NTSC-com pati b le 
TV or  mon itor. Compared to the pr ice of 
televi s ions that can cope with NTSC (£700+) ,  

H a ntarex ' s  
mon itors are q u ite 
we l l  priced : 
21" (£538) 
25" (£5 7 2 )  
28" (£599)  
Contact H a ntarex 
on (081) 778 1414 

Strike Force:  ( W i l l iams 1 9 9 2 )  

Price:  £ 1 2 5  

Strike Force i s  the th i rd defender game, and it 
uses i mpress ive graph ics and sound to br ing it 
i nto the n i neties. S u rpr i s i ng l y ,  it flopped i n  the 
arcades , but it sti l l  packs a m i g hty punch .  

Strike Force has some of the best explosions 
you'll ever see, and is only marred by some 
tacky incidental graphics (ie American) 
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The old and new . . .  m ot a l l  arcade boards come as one u n it .  
Some,  l i ke Capco m ' s  CPS board s ,  come 
as a baseboard conta i n i ng al l  the 

processing and graph ics and sound ch ips ,  with 
top-mou nted RAM boards carryi ng each game. 
The benefits are obvious .  Arcades on ly  h ave to 
rem ove the RAM board ,  and th is  costs a lot less 
than a PC B .  Games l i ke Mercs, Strider, Saint 

Dragon, can be obta i ned in top board format, and 
for the Su pergun th is  i s  a cheaper way of p ick ing 
them u p .  Don't  be su rprised , though , .to see 
games sold with the base board attached.  O lder  
games are often kept attached for conven ience.  

Neo Geo,  etc. People fami l iar with 
Scart consoles l i ke these wi l l  be no 
strangers to the fu l l  screen, fu l l  speed 
display that resu lts. As long as your  
televis ion or monitor can 

terms of price and the space it takes 
up. Second-hand prices vary from 
£ I SO up to about £350 depend ing on 
the age of the equipment and size of 
the mon itor, with new machines 
clocking in at about £500-600. 

The main advantage of an arcade 
mach ine is the control the monitor 
gives you over the display - it's 
possib le  to adjust th i ngs l i ke colour 
balance, vertical and horizontal size, 
so that the game's picture can be 

handle this kind of signal - you 
should have no problems 
runn ing a Supergun. 

For p ayers that 
Some problems arise 

from older Scart TVs that hanker after the 
only work at 50Hz and, 
even worse, that 
can only handle a 
composite signal 

atest beat 'em ups, 
where the red, green and b lue 
signals a l l  go through a s ing le t e Neo Geo is 
pin .  Sony and Phi l ips  
televis ions are a safe 
bet for 69Hz RGB 
Scart sockets, 

the ideal machine 
although many TV 
manufacturers are now incorporating 
60Hz technology into their  sets. 
Before parting with you r  cash make 
sure that the company supplying the 
Supergun wi l l  give you a refund 
should you r  televis ion fai l  to be up to 
the job. 

But what are the alternatives to 
someth ing l i ke the Supergun 1  How 
about a stand-up arcade cabinet? 
Surely the most extravagant choice in 

optimised - things that can't be easily 
modified when deal ing with a Scart 
input p icture on the average 
televis ion.  Decent joysticks are 
another bonus. There is  a downside, 
though. Removing boards is fiddly 
and nowhere near as s imple as it i s  
with the Supergun .  

People who snapped up Active's 
erstwhi le  Powarcade system - a 
stand up machine without a monitor 

M e r c s :  ( Capcom 1 99 1 )  
P r i c e :  £ 4 0  (top board ) 

Saint  D ra g o n :  ( J a l eco 1 9 8 8 )  
P r i c e :  £ 3 0  

Dark Sea l :  ( Data E ast 1 9 9 0 )  
P r i c e :  £ 4 0  

L i ke U N  Squadron, Carrier A irwing e t  a l , 
Mercs comes as a data board 'for Capco m ' s  
C P system board.  A m ust fo r Capcom fans 
desp ite the M ega D r i ve convers i o n .  

The d ragon-with-m oveab l e-tai I i n  Saint 

Dragon was bette red in ! rem ' s  Dragon 

Breed, but Saint Dragon is sti l l  worth a few 
goes.  H ard l y  a m u st-buy th o u g h .  

One of t h e  bette r attem pts a t  a fantasy-sty l e  
c o i n-op - a cross between Magic S word and 
Gauntlet. You choose a characte r and 
wander  around cast les  hac k i n g  th i ngs  to b its .  

A threeplayer game in the arcades, Mercs is 
naturally just for two on the Supergun. 
Worth getting if you've got the CPS board 

The gameplay's fun and the graphics are okay, 
but there are more classy shoot 'em ups 
around if you can find them. R·Type perhaps? 

Some interesting graphics and fast paced 
action make Dark Seal worth the trip. And it's 
a darn sight better than Arcus Odyssey 



- had no problems on that count. 
Sadly these systems are no longer i n  
production. 

Another alternative is  the 
powerfu l Neo Geo system.  Us ing 
exactly the same technology as in  
Neo Geo arcade machine, SN K's 
hardware has worn well s ince it was 
launched in 1 990 and it's only the 
lack of variety i n  the games -
someth ing borne out by S N K's 
commitment to its arcade s ide - that 
impairs its appeal. For the players 
hankering after the latest beat 'em 

ups, though, the Neo Geo is  the ideal 
mach ine. Newer games cost over 
£ I 50 - cheap compared to new 
PCBs - but older classics l ike 
Magician Lord and Nam '7 5 now come 
as cheap as £60. 

The Neo Geo looks smart and 
is  exceptional ly wel l  designed, but it's 
real ly geared towards the player that 
wants a state of the art console 
system, rather than a platform to 
play classic coin-ops from the 
past. Of course you could £ always buy them both . . .  

Street Fighter 11 TurlJo purists who even snub the recently released Mega Drive 
version (even when it's running at 60Hz!), could always fork out £40Q-£500 for the 
PCB. H'd be well worth waiting a few months for the price to drop, though, 

R e n e g a d e :  <Ta ito/Technos 1 9 8 6 )  
P r i c e :  £ 2 0  
Technos are t h e  o n l y  com pany capab l e  of 
m a k i n g  a scro l l i n g  beat 'em u p  fun to p l ay ,  
a n d  proof l i es w i t h  Renegade, wh ich  i s  ood les  
m o re fun to p l ay than  Fina l Fight. 

Don't those graphics look appalling in 
1993? What you can't see is the really 
involving gameplay, though 

Barga i n  P C  B s  
Rol l ing  Thunder  £20 

Ghosts And Gob l ins  £20 

1943 £25 

Block Ho le  £25 

Double  Drag o n  £ 2 0  

Renegade £20 

Robocop £20 

Golden  Axe £35 

C o b ra C o m mand £40 

Shinob i  £20 

Terracresta £20  

W o r l d  C u p  '90 £50 

Dark Seal £45 

Salamander £45 

C o mmando £45 

Moon C resta £20 

Speed Rumbler  £50 

Time P i lot '84 £45 

N inja Spir it  £100 

t e c h v i e w :  a r c a d e  i 

The Supergun Deluxe 

D he Su pergun Del uxe costs j u st under 
£160 and was supp l ied by Raven Games 
i n  Kent,  a long estab l ished speci a l i st 

videogame suppl ier .  'We ' d  looked at other 
vers ions of the Su pergun and thought we 'd  be 
ab le to i m prove on them , '  reckons boss Tony 
Ryder.  'As far as we know every JAM MA PCB 
works , o ld  or new, and we 've tr ied about 50·60 
d ifferent ones . '  A select ion of decent PCBs are 
ava i l ab le ,  too ,  and Raven w i l l  even custo m i se the 
Su pergun to buyers ' need s .  The other extra you ' l l  
need i s  an  Apo l l o  joystick costing £55, or even a 
mod ified Neo Geo joyst ick.  To save money,  
though , there ' s  a vers ion that takes s imple Mega 
Drive joypads.  For more deta i l s ,  phone Raven 
Games on: 081 663 6822.  

PCBs and where to get them 

any second hand PCBs can be found 
advertised in Coin Slot International - the 
weekly trade paper for the arnusernent 

mach ine industry, publ ished by The World 's  Fa i r  Ltd . 
For information on how to obtain a copy, phone 061 
624 3687.  Every week the class ified section is 
packed with both trade and private ads. Here 's  a 
selection of com panies regu larly dea l ing in PCBs, but 
the best bargains are often found in the smal ler ads. 

Euromax Electronics (0262 601006) 
Multiplay Leisure (07 4488 6282) 
Congleton Coin (0260 278904) 
Dellfern (021 608 7040) 
Brent Leisure (081 965 0550) 
Electrocoin (081 965 2055) 
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t e s t s c r e e n 

C rash ' n  B urn 

The level of detail in Crash 'n Burn is quite phenomenal: Crystal Dynamics have certainly set a very high standard with their first title. Although the 
screen may look a little blocky (above), it's moving so fast that you won't notice when you're playing. The outside view is best used for overtaking, 
and although the track is nice and wide, the opposition cars suddenly start swerving from one side of the track to the other. These flames may look 
damaging, but your car comes equipped with special body armour, and anyway a quick visit to the pits soon puts them out 

Format: 3DO 

Publisher: Crystal 

Dynam ics 

Developer: I n-house 

Price: NA 

Size: 1 CD 

Release: Out now (US)  

I] or the 3DO to succeed it obvious ly  
needs except iona l  software . If  the 
games are poor ,  the mach ine  wi l l  fa i l .  

i t 's  that s i m p l e .  A ' k i l l e r  a pp ' , as the 
america11s love to c a l l  it, is crit ica l  for the first 
few weeks of the 3DO ' s  l ifet ime.  i t 's  
someth ing the S u pe r  Fam icom had ,  and 
someth ing the Mega C D  has m i serably lacked 
ever s i nce its conceptio n .  

C rysta l Dynam ics a re fi rst u p  t o  try a n d  
co_ovi nce us that t h e  3DO i s  t h e  mach ine to 

h ave - Crash 'n Bum comes bund led with the 
Panasonic R EAL M u lt ip layer, so buyers don't  
h ave much choice.  B ut i s  it good enough to 
se l l  3DOs,  or does it leave the d reams of a 
certa i n  Mr Tri p H awki ns a l ittle fragmented? 

Let ' s  start with Crash 'n Bum's most 
a ppea l i ng aspect, its graph ics .  Take it from us 
- s i nce Edge saw the game at Crysta l 
Dynamics back in J u ly ,  th i ngs have progressed 
considerably.  The frame rate is  h igher 
approac h i ng 20 frames a second - and the 3D 



test s c r e e n 1 

The 'Burn' in Crash 'n Bum, only becomes apparent once the action hots up (above). The· exterior view (top right) gives the game a more arcade look 
but the inside view (bottom right) is best for targeting other cars. Your display provides you with weapon status, ammo count and a rearview radar 

perspective is even more stu n n i ng - it 's  both 

orig i n a l ,  and at t imes b reathta king. Whi le  the 

style of the game steers towards the s i m p l e ,  

no-yo u-can't-tu rn-off-the-road type racer, t h e  3D 

envi ronment more than makes u p  fo r i t .  
Everyth i ng moves i n  3D - hel l ,  even the s ky 
moves in 3 D ,  and the road d i ps and twi sts 

with the most i m pressive bank ing effects 
you ' l l  see outs ide of an a rcade.  

I n  a l l  there a re s ix c i rcu its and each c i rcuit  
has five tracks. The c i rcu its range from the 

comparative ly mundane Crash C o u rse to the 
wi ld ly  u n d u l at ing Wh i p l a s h .  

There a re two p lay opti ons:  R a l ly Racing 

and Tournament Raci ng. The former is  a 
s i m p l e  b l ast down the c i rcu it - fi n i s h  with i n  

the fi rst th ree pos it ions t o  q u a l ify for t h e  next 
trac k. Tournament Racing is an ongo i ng 
campa ign , complete with weapon u pgrades . 

Yes, wea pons.  Not yo u r  ord i n a ry ' bang, 

bang' weapon,  but great 'whoos h ,  boo m '  

b a l l i stic m i s s i l e-type weapons.  Crash 'n  Burn 
certa i n ly l ives up to its name,  and a l l  the cars 

have an i m p ressive armoury.  Weapons a re 

essenti a l  and yo u soon learn the tricks of the 

trade - l i ke a l l ow i ng some of the h a rder 
opponents to overta ke , then showe ring the i r  

ve h i c l e  with a barrage o f  m i s s i l e s .  

There a re s o m e  d i s appo i ntme nts . Q u ite a 

few ,  i n  fact. The sound ' s  not great fo r one 

th i ng. I n  true american style the tunes a re 
b l a n d  and rock-based . And then there ' s  yo u r  
car - it i s n 't t h e  most responsive th i ng i n  the 
worl d .  You h ave to sta rt turning ea rly i n  order 
to negoti ate the corners. But even if  you don 't ,  

yo u r  car can't  fa l l  of the edge of the trac k.  
And re membering th is is a C D-o n ly syste m ,  

the load i ng t imes a re a b i t  offputti ng - they ' re 

espec i a l ly bad consider ing the 3 D O ' s  300 K/s 

d rive , and th is is someth ing that becomes 

more and more noticeab le .  
As the fi rst game for the 3DO th is  is  

i m pressive eno ugh , and certai n ly c h a l l e nging. 

But then fo r $699 (with free 3DO 

£ machine)  what do you expect? 

Edge rati ng: E i ght/ 10  

C i rc u i t  o n e  
T h e  fi rst c i rc u i t  takes afte r its name 

C rash C o u rse and acts as an 

i ntroduct i o n  to some of Crash 'n 
Burn 's  many aspects.  The m a i n  

c o m petitors a r e  i ntroduced a s  are 

some of the bas i c  p l ay e l e m ents i e ,  

k i l l  o r  be k i l l e d .  

These are your main competitors. These digitised actors each g o  through the usual pre-race 
scare tactics. The car of your choice is also displayed as a rendered rotating image 
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C i rc u i t  two 

W h i p l ash c o nta i n s  some of the m o st 

u n d u l at i n g  and treacherous  cou rses 

o n  Crash 'n Burn. The tracks are 

tr icky to negot iate and yo u ' l l  need 

m o re than a fa i r  dose of turbo boost 

to h e l p  you c l i m b  some of the h i l l s .  

A g a i n  t h e  r o a d  moves i m p ress ive l y ,  

but what ' s  m o re i m p ress ive i s  the 

way the s u r ro u n d i n g  sce n e ry moves 

in true 3 D . 

The amount of opponents are limited (only six) but there are 'drone' cars that also 
race around the tracks, and their high level of artificial intelligence makes them 
almost as tough as the opponent's cars. There are times when you 'll be flying down 
a track, with only one car in front of you, but that car will try its best to cut you up 
and block your progress. If you do manage to overtake, your car suddenly turns into 
a moving target, and you have to desperately swerve all over the place to avoid a 
fusillade of laser and missile fire. The M4 was never like this . . .  

The Shockwave circuit is tough, but every bit a s  impressive a s  i t  looks in these 
static shots. A tunnel (above) looms into view, but by the looks of things you 
have heavy traffic to contend with. Everything moves in 3D, not just the track, 
but everything surrounding the track - the sky, the clouds, the canyons, 
everything. lt proves that the 32bit machine has well and truly arrived. Travelling 
at 247mph downhill, towards a very tight bend is not normal practice for racing 
games. Then again Crash 'n Bum is no ordinary race game . . .  

C i rcu i t  three 

S h o c kwave - agai n t h i s  track i s  fu l l  

o f  h i l l s ,  but i t  a l so  has m o re than its 

fai r share of t u n n e l s .  Due to the 

narrow natu re of these t u n n e l s ,  you  

have to app roach them with caut i o n .  

T h e re ' s  g reat cont i n u ity t h r o u g h out 

- i f  you destroy a c o m petito r ' s  car 

o n  a certa i n  sect i o n  of the track it  

rema i n s  there next t ime you g o  

aro u n d .  



Currently in sixth place, and a section of the track appears above you. One of the most annoying 
aspects is the way the car handles, making overtaking (above right) slightly tricky 

The weapon select screen further enhances the quality of this product. There are six main 
weapons to choose from, ranging from shields, missiles, guns, wheels, speed enhancers and 
special weapons. Each and every weapon is rendered and brilliantly shaded and animated (top) 

t e s t s c r e e n  

C i rc u i t  fo ur  
Later o n  i n  the F i resto rm c i rcu i t ,  
transparent tracks can  be seen  ( o r  
rather ,  seen throug h ) .  T hese are very 
i m p ress ive and are we l l  worth 
chec k i n g  out.  The  act ion  i s  now even 
harder than before and you rea l l y  
have t o  u s e  a l l  t h e  weapons  t o  get 
past some of the tougher  oppos it i o n .  

C rystal Dynamics ,  t h e  
c reators of Crash 'n  Burn a n d  
Total Eclipse ( se e  pl9) ,  i s  a 
smal l  c o mpany base d  i n  P a l o  
A l t o ,  C a l i f o r n i a .  Formed by  
Dave M o rs e ,  boss  of the  N e w  
Te c h n o l o g i e s  G r o u p ,  and the 
team b e h i nd 3 D O ' s  hardware, 
the  c o m pany has already 
e stab l ish ed itse lf  as a ne w 
breed of games p r o d u c e r .  

C o m pany boss  Strauss 
Zel n ic l< a l le ge d ly p u l l e d  in a 
m i l l i o n  d o l lars a year in h is 
p r e v i o us ro le - as 
e x- P re s ide nt of Twe nt ieth 
C e nt ury Fox,  n o  less .  N o w  he  
heads u p  Crystal D y nam i cs, 
stee r i n g  the  c o m pany i n  the  
d i re ct i o n  of  H o l lywood 
p ro d uct i o n  te c h n iq ue s  w h i l e  
t h e  p r o g rammers  c o n c e ntrate 
on i m p r o v i n g  gamep lay -
so m eth i n g  H o l l ywo o d  has y e t  
to learn  a b o ut .  

E xp ect t o  see a lot  more  
3 D O  re lease s from Cry stal 
Dynamic s - the  c o mpany is 
e stab l ish i ng an aff i l iate 
l i c e nsi n g  p ro g ram , l i l<e the 
o ne E lectro n i c  Arts has 
a l read y  set u p ,  w h e r e  it wi l l  
p u b l i sh and marl<et other  
d e ve l o p e rs ' gam es f o r  the  
3 D O  sy ste m .  
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Stri l<es Bac l< 
Format: SNES 

Publisher: LucasArts 

Developer: Scu l ptured 

Software 

Price: £50 

Size: 12 meg 

Release US: 15/01/94 

The first level takes place on 
Hoth. Unlike many of the enemy 
here, the boss is mechanical 

.... 

Out of all the 20 levels, Dagobah's two sections are graphically the most impressive. Three layers of 
parallax move both in front and behind the character. Once The Force is learnt your quest is made easier 

hat is it with the m ajority of SNES 
software? Everywhere you look there 
seems to be a variant on the p l atform 

theme. With the except ion of Ocean ' s  Jurassic 

Park, most fi l m  l i cences a l so tend to fo l low 
that we l l-worn path of the p latform gen re .  

Super Star Wars w a s  a l ittle  d ifferent - a l l  
right it d i d  have m a ny platform sections ,  but 
the addit ion of some rathe r  n ifty Mode 7 

sections  and a wonderfu l ly orchestrated 
soundtrack he lped to l ift  it above the crowd . 

Scu l ptu red Software are hop ing to fo l l ow 
up on l ast year 's  success with their  seque l ,  
Super Empire Strikes Back. 

So what have they got in store for us th is  
t ime? Wel l  they obvious ly be l ieve i n  that  o ld  
sayi ng ' i f  it a i n 't broke , don't  fix it' , because i t  
a l l  p l ays and fee l s  very s im i lar  to  the origi n a l  

� .. 
-�-

Still on the planet Hoth, you go 
underground. A snowman tries 
to 'freeze' your progress 

The third section on Hoth and 
Han Solo joins the story. Storm 
Troopers also appear now 

The first of two Mode 7 sections 
involves flying from Hoth to the 
nearby Rebel base 



Bespin, cloud city, is the highest part of the planet (above left). The second Mode 7 section is by far the 
best. On approaching the cloud city (above right) you can fly both above and below the clouds 

vers i o n .  In fact, i t 's  too damn s i m i lar .  
You start the game p layi ng Lu ke on the ice 

p lanet H oth . You fi rst h ave to b l ast you r  way 
across the icy d u nes to confront the boss at 
the e n d .  Th i s  leve l a lso i nc l udes a r ide on the 
back of a Taun-Tau n  - Luke uses the creatu re 
to a id  h i s  trek across the p lanet. 

C hewbacca and Han Solo are once aga i n  
brought i nto t h e  game as t h e  story u nfo lds ,  
but the  action can get a l ittle  repetitive . Th i s  
t ime round t h e  M o d e  7 sect ions i nc lude fly ing 
a Snow Speeder towards a m a rc h i ng army of 
i m per ia l  AT-ATs , and towards Bespi n ,  the 
cloud c ity. Sadly, Han Solo 's  M i l le n n i u m  
Fa lcon sect ion i s  n oth i ng t o  write h o m e  about 
and looks every b it  an  afterthought. 

G raph ica l ly ,  Super Empire Strikes Back is 
better than Star Wars. The bosses are b igger, 
the leve l s  more varied ,  and that rend it ion of 
the Star Wars theme tune accompan ies a host 
of n ew soundtracks which add much to the 
overa l l  fee l  of the game.  

But it 's  a l l  so s i m i l ar. lt fo l l ows the same 
level-boss format and i n  so d o i ng it q u ickly 
losses its a ppea l .  B ut then aga i n ,  the origi n a l  
w a s  cr it ic ised for be i ng w a y  t o o  easy, and 
Scu l ptu red Software have l i stened to the 
cr it ics.  Th i s  vers ion ' s  rock hard .  

I f  you l i ked the origi na l  - a n d  many of you 
did - then Super Empire Strikes Back i s  worth 
a look, but don 't  expect any rad ica l  changes .  

T h e  story h a s  moved o n ,  b u t  t h e  p lay 
mechanics rem a i n  the same , and there ' s  sti l l  
that i rritating s l owdown when t h e  screen £ 
starts to get busy. 

Edge rati ng: Six/ 10 

The last section takes place a t  the reactor. Here 
the Imperial Storm Troopers are meaner than 
ever and can now shield themselves (top) from 
your attacks. The final battle is - as if you didn't 
already know - against a suitably black-caped 
Lord Vader. And old Darthy is very difficult to hit. 
Laser fire is useless and so a battle of the light 
sabres (above) is required to kill him 

Flying through an asteroid field 
Is a hazard, but the Millennium 
Falcon is no ordinary ship 

The snow speeder is once again 
used, this time to attack a huge 
lumbering Imperial Walker 

t e s t s c r e e n i 
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As i n  the fi rst game,  M ode 7 has � 
been used to sp ice  up the act i o n .  The � 
fi y i n g  sect ions  are not as i m p ress ive 
as i n  the fi rst game,  though .  The 3 0  
i s  not as conv i n c i n g  and sect ions  l i ke 
the astero id  fi e l d  appear to have been 
rushed. For exam p l e ,  the s ide  
scro l l i n g  shoot i n g  sect ion  i s  very 
u n p l ayab l e - your  craft takes u p  ha l f  
the screen and can  bare l y  move. 

P l atfo rm sect i ons 
Agai n ,  p l atfo rm sect ions  make up the 
maj o r ity of the game. B ut this t ime  
they ' re a l ot m o re cha l l eng i n g ,  and  
a l though  not  as b i g  as  the o r i g i na l ' s ,  
there a r e  m o re of t h e m .  A usefu l 
featu re is the way the characters 
j u m p - they can perfo rm a 
somersau lt  i n  m i d -j u m p ,  l i ke the 
m ove in Revenge Of Shinobi on the 
M ega Drive. T h i s  h e l ps in negotiat i n g  
some of t h e  b i g g e r  gaps.  The  Left 
and R i ght  buttons are a l so  put to 
good use - they can be used to scro l l  
the screen both u p  and down , agai n 
h e l pf u l  before m a k i n g  a leap.  

teaches you The Force 
85 
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t e s t s c r e e n  

D u ne 
Format: Mega C D  

Publisher: Virgi n 

Developer: Cryo 

Price: £40 

Size: 1 CD 

Release: Out  now 

The Fremen are the native inhabitants of Dune, and you're going to have to play the diplomat if you're 
going to get anywhere in the game. You need them to work the mines and, later on, to fight for you 

Take to the skies in an ornithopter, and travel at speed over miles of undulating dunes and 
rocks. This animated delight isn't really done justice by a static screenschot; even the most 
hardened of arcade battlers will duck as they pass under that ridge 

D here ' s  a very pec u l i a r  moment in th is  
game when you watch you r  videogame 
a lter-ego access h i s  reference 

com puter, in a fu l l-mot ion sequence d igitised 
d i rectly from the fi l m .  S u re enough , u p  come 
al l  the p lanetary charts and data, com puter 
graph ics that were created years ago , then 
fi lmed ,  and now fi nd themse lves re-d igitised 
i nto gra iny video footage . 

i t 's  as if the game is w i n king at you ,  
acknowledging its ra ison d ' etre , which i s  to 
m a ke someth i ng very s i m p le seem extremely 
com plex and i nvo lving, by go ing about it a very 
d iffi c u lt way. 

The funny thing is  that it all somehow 
works . Th i s  heady m i xture of sti l l s ,  a n i m at ion ,  
v ideo,  d igitised speech and m u s i c ,  strategy 
and ro le-pl aying games manages to conj u re an 
exceptio n a l ly a l l u ri ng atmosphere .  Without 
that s pe l l ,  which keeps you r  attention even 
through the longeu rs of CD access,  you ' d  be 
left with a combinat ion of two s i m ple games . 

In one ,  the ro le-playing bit ,  you have to 
trave l from place to p lace,  ta lk ing to people 
and then trave l l i ng somewhere e l se as ,  step 
by l i near step ,  you fo l low the story and 
d iscover the secrets of the pl anet, and you r  
character. I n  t h e  strategy bit ,  you have to 



�� 
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Inside the palace 

This is only a selection of the 
people you'll need to talk to 
and interact with in the game. 
Each character has their own 
voice and mannerisms, from 
the Jack Lemmon soundalike 
Gurney Halleck to the winking 
Duke, Leto Atreides 

A postcard from the palace, showing places of special interest. Surrounding the Duke's throne in the 
centre are the stillsuit store, the main hall, the communications centre, and your own bedroom 

a l l ocate and organ ise resources amongst you r  
troops as y o u  m i n e  t h e  land and defend i t  
aga i n st you r  e n e m i e s ,  j u st as i n  Yellow River 

Kingdom on the BBC M i c ro ( i f  you remember 
it} , but with b ig trucks and more sand .  

But when you  fi nd that a l l  the  people you 
meet a long the way have the i r  own i nd iv idua l  
and l i p-synced vo ices that lend them rea l  
character, you ' re at  fi rst cur ious ,  then 
i nterested . As you m a rvel at  the beautifu l 
flying sequences and love ly backgrounds ,  you 
rea l ly begi n to pay attenti o n ,  u nti l you ' re 
hooked , enth ra l led in a plot that has some 
genu i n e  su rprises and i s  packed with 

i m aginatio n .  
O f  course,  i t 's  n o t  a perfect g a m e  b y  a n y  

means.  lt d o e s  p lay rather s lowly, and the 
rud imentary scaffold ing of the game p lay pokes 
u nattractive ly through its s mooth facade from 
t ime to t ime.  B ut nonethe less,  if you ' re wi l l i ng 
to settle down with it, to become absorbed , 
you ' l l  fi nd p lenty to get you r  teeth i nto. And it 's 
great to see th is  on the M ega C D ,  wh ich has 
h ard ly seen any titles that could be £ termed ' adventurous ' .  U nt i l  now, that i s .  

Edge rat ing:  E i g ht/ 10 

t e s t s c r e e n 1 

The characte rs i n  D u ne 
A key e l ement of the game ' s  success i s  
i t s  creat ion  of a l arge nu mber of other 
peo p l e  for you to meet, befr iend ,  serve 
or  e m p l oy.  There ' s  a vast amount of 
samp led  speech and you get 
conv inc i ng  and fa i r l y  varied react ions 
to a l l  your  successes or  fai I u res.  The 
prog rammers have a lso perfected a 
neat l i ne in l i p-sync i n g ,  and i n  
creat ing  personal ity through raised 
eyebrows and sh i fty eyes. Each person 
has a d i fferent funct i o n :  Duncan 
Idaho (the one who l ooks l i ke 
N o rman Lamontl mon itors the output 
of your m i nes ,  Thufir Hawat ( bottom 
r ight)  can defuse booby traps , and 
your mother ( bottom l eft ) can detect 
the p resence of secret rooms. 

Ins ide the pa l ace 
You p l ay the part of Paul Atreides, 
son of the Duke ,  and the central 
character in the book (and the fi l m )  
on  which th i s  i s  a l l  based.  W ith your  
fam i ly p l aced on  the desert p l anet of  
Arrak i s  by the E mperor to superv i se 
the m i n i n g  of 'the sp ice '  - the most 
prec ious  th i ng  in the u n i verse - you 
beg i n  the game i n  the Pa lace of 
Carthag , and it remains  your home for 
the d u rat ion .  H ere you wi l l  find  a 
n u mber of the key characters you need 
to i nteract with , as we l l  as the 
commun icat ions  centre through wh ich  
the E m peror wi l l  make h is  
h o l ograp h i c  demands for sp ice .  It has 
many secret rooms,  b ut tread 
carefu l l y ;  there may be traps . . .  
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The world's first 32 Bit CD games machine . Amiga 

Advanced Graphics Chips. 2 5 6,000 on screen colours 

from a palette of o"er 16 million. CD ( Digital) quality 

audio sound. Upgradable to run Video CD including 

feature films and music videos.* 32 Bit software for 

up to half the price of most 16 Bit cartridge gam e s .  



Over fifty software titles available before Christmas . great new games. 1\vice as fast and twice as powerful as 

Plugs straight into your Tv. Can play audio CD's. State- of- any other games machine .J:1.W GA CD32 
the-art technology. Price only £299.99 complete with two you can buy. Game over. H A V E  Y 1 1  1 1  T W H A T  I T  T A  I E I 7 
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t e st s c r e e n  

Return To Zorl< 
Format: PC/C D-ROM 

Publisher: Activis ion  

Developer: l nfocom 

Price: £46 (d isk) 

£50 (CD) 

Size: 12 d isks/ 

1 CD 

Release UK: Out now 

Old Boos the Miller is tough to pass until you 
throw logic out of the window and just guess 

l ay Return To Zork and you wi l l  be 
'entranced by a cast of H o l lywood 
stars ' ,  or  so says the gam e ' s  

packaging. Th is  i s  t h e  fi rst c lue  that producers 
l nfocom are rea l ly try ing to push th i s  game as 
a marri age between fi l m  and videogames.  

Wel l ,  there ' s  no Ju l ia  Roberts or  H a rr ison 
Ford and the ' d i rector'  has had al l  
the experience that he l p i ng out on 
a U n ivers ity p lay can g ive you .  
B iggest star i n  i t  i s  S a m  Jones,  
who was i n  F lash Gord o n ,  and who 
probably scrapes onto most casting 
agenc ies '  'Z' l i st.  If he sti l l  has an 
agent, that  i s .  

The way i n  t o  the Troll Caverns. You can examine 
the skeleton, enter the caves or retrace your steps 

Okay, th i s  is be i ng a l ittle  
u nfa i r ,  but Return To Zork rea l ly 
does set itself up for a fa l l .  The 
graph ics and sound try very hard to 
give the game a c inematic fee l ,  
with sections of fu l l-motion video 
( rather l i ke The 7th Guest) ,  a fa i r  
amount o f  s peech a n d  a score 

The Troll Caverns (above) are too dark to see in. 
Ught a match and everything comes into view 

keyed to each location . H owever, i n stead of 
mak ing the game more enjoyab l e ,  they 
bas ica l ly  j u st give it i n s u rmountab le flaws . 

The rea l  troub le is that the adm ittedly 
exce l lent graph ics and sound make you expect 
far more than the average poi nt ' n '  c l i ck  
adventu re that  they concea l .  I n  a typica l  
locat ion you can see every deta i l  g lor iously 
rendered , but you can o n ly p ick u p  the one or 
two items that are needed for the extremely 
bas ic  storyl i n e .  i t 's very frustrat ing: you can 
see a load of usefu l items i n  the background 
but you can 't  use them .  

I nteraction with the characters i s  s i m i l arly 
l i m ited .  M ost of them have a l ittle  speech that 
they give when you fi rst meet the m ,  but then 
they clam u p  and give you a few stock rep l ies  
- or u s u a l ly say noth i ng at  a l l .  M ost of  the 



t e s t s c r e e n 

Beyond the town lies the 
Whispering Woods - dark, 
spooky . . .  all right, it's a maze 

If you beat Moordock at Survivor he'll give you a blunt sword. Now, just 
opposite Moordock's is a Smithy (below left). Present the sword to the 
blacksmith (below right) and he'll sharpen it for you. Oh, how difficult 

Enter Moordock's (above 
bottom) and you'll find the 
one-armed Moordock (above 
middle). He'll challenge you to 
a game of Survivor (above top). 
lt's like chess with two pieces 
but it's ludicrously easy and 
almost impossible to lose 

The door to the general store in East Shanbar 
(above) is sealed. Examine the door more closely 
and you'll find a note (inset) telling readers to take 
what they want if they can get into the store 

FMV and character scenes a re pretty we l l  
executed but some o f  t h e  act ing i s  very 
h a m my, wh ich a l so doesn't  h e l p  much .  

As a game it 's  far too  l i near,  and the  on ly  
p laces that  ho ld  you  u p  are those prob lems 
that don 't  seem i n  the least b it  logica l .  

Return To Zork deserves a b i t  o f  cred it for 
trying to br ing someth i ng d ifferent to the 
videogame worl d .  But the program mers at 
l nfocom should h ave remembered that 
gamep lay needs at least as much 
attention as anyth ing e lse .  

Edge rating: 

£ 
Five/ 1 0  

Inside the Inn you meet Molly (above), the 
receptionist. Pick an object from your 
inventory, like money, and you get a number of 
actions to choose from - give her the money, 
throw it at her or just drop it on the floor 

P l ay i ng Zork 
Return To Zork i s  contro l l ed us ing  a 
mouse and the who le  game i s  
structu red around  th i s  mouse 
env ironment. As you move the mouse 
p o i nter around the screen ,  d i fferent 
icons repl ace the o r i g i na l  po i nter.  
M ove over an object and you ' l l  get a 
set of re l evant icons .  These let you 
pick u p  the object, exam ine  it ,  add it 
to your i nventory , use it i n  some way , 
and other such stuff. 

It's a fa i r l y  s i m p l e  system to use 
but it makes the gamep l ay fa i r l y  
s i m p l e  t o o .  You ' re l i m ited t o  whatever 
the mouse p icks  up  on as you move it 
around scree n ,  so you always know 
exact ly  what opti ons are before you .  
The who le  game then becomes a 
m u lt i p l e  cho ice exerc i se - mere tr ia l  
and error .  

It 's  not a fau lt of th i s  game a lone ,  
p l enty of others have had  s i m i lar ly  
l i near gamep l ay ,  but the  restr ict ions 
are far more noticeab le  when they ' re 
in a v isua l l y  i m p ress ive game wo r ld  
rather than an  obv ious ly  com puter 
generated ,  cartoon wor l d .  

Return To Zork i s  easy t o  p l ay but 
doesn 't offer any real chal lenge at a l l .  

World famous international film 
director Peter Sprague (left) helps 
top Hollywood star Sam 'I was in 
Rash Gordon' Jones (right) get into 
character for his career-saving role 
as Bowman in Retum To Zork 
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Format: FM towns 

M arty 

Publisher: Ving 

Developer: I n-house 

Price: £90 

( import) 

Size: 1 CD 

Release: Out now 

Level three presents you with 
your first real challenge. These 
hanging corpses need a few 
well placed shots (above). This 
chainsaw wielding 'thing' 
(right) is the hardest thing so 
far to kill. Slide attacks work 
best, but watch those saws . . •  

Splatterllouse is full of weird and horrible 
creatures: here an army of fat worms unite in a 
big attack. Watch for the surprise at the end! 

One of the most varied, level five has many surprises. These hands (top left) cause all 
sorts of trouble. Portraits come to life (middle left), and some of the creatures refuse to 
lie down (bottom left). Your girlfriend (above) suddenly shows her true colours • • •  

A poltergeist watches over the end of level two 
(above). Slash the ghouls (right) to meet him 

amco ' s  Sp/atterhouse never rea l ly  set 
the coi n-op world ab l aze when it 
s u rfaced in 1988. Even though it used 

horror - a rare theme in the coi n-op m arket 
the gam e ' s  mechanics were d u l l ,  leaving j u st 
the 'goo ' factor to m a ke it worth a look.  

The game can best be descri bed as a 
horizonta l ly  scro l l i ng hack 'em u p .  Rese m b l i ng 
Jason from the Friday The 13th movies ,  you r  
character has t o  s l ice and d ice h i s  way through 
all sorts of ghastly creations .  

There are seven long stages,  each with  its 
own gory theme and a h i deous boss to defeat. 
Creatu res crawl in and around the scenery.  goo 
dr ips everywhere ,  and the enemies'  attack 
patterns constantly change . This game may be 
o l d ,  but i t 's  sti l l  very cha l lenging. 

Cosmetica l ly,  Splatterhouse can't be 
fau lted : a n i m ation , sprites ,  colour - everyth i ng 
you ' d  expect from a convers ion of the coi n-op 
is here .  The sound is a lso s pot o n ,  the tunes 
and the sound effects create a tru ly ghostly 
backdrop to an a l ready eerie looking game.  

P laying j u st l i ke the arcade vers i o n ,  
Sp/atterhouse's only convers ion  fau lt l ies with 
the FM Towns itself - as with last month ' s  
Tatsujin 2,  t h e  screen d i sp lay i s  very n arrow. 
Th is  isn 't a software prob lem,  but a fau lt of the 
hardware . The FM Towns has a restricted sprite 
wi ndow; it can have up to 1 ,024 hardware 
s prites onscreen at any one t ime,  as long as 
they ' re ins ide th is  wi ndow. Th is  is someth i ng 
that the PC Engi ne d i d n ' t  have to worry about 
when it p l ayed host to Splatterhouse th ree 
years ago , resu lt ing in an another 
arcade-perfect convers i o n .  

And there l ies  t h e  m a i n  problem with 
Sp/atterhouse. Th ree years ago it wou l d  have 
been acceptab le as a console gam e .  
Techn ica l ly ,  i t ' s  fi ne and it can be fu n for a 
short wh i le ,  but nowadays gameplay th is  sta le 
j u st doesn 't cut i t .  £ A sk i l lfu l effort, nonethe less .  

Edge rating: Five/ 10 







Yo u r  last chance  t o  b o o k t i c kets fo r the  F E S  
State your preference for the date y o u  w i s h  to atte nd  the F u t u re 

E nterta i n ment S h ow. W e ' l l  do o u r  best - put l agai nst y o u r  

p refe r red d a y ,  and 2 agai nst y o u r  s e c o n d  c h o i c e : -

D Thursday 11th 

D Saturday 13th 

D Friday 12th 

D Sunday 14th - S O L D  O U T  

P l ease rese rve t h e  fo l l ow i n g  t i c kets f o r  m e :  

Number Total £ 
required 

£6.95 ( S i n g l e  t i c ket)  D £ D 
£24.95 ( Fa m i l y  t i c ket)  D £ 0 

Grand Total £ D 
Method of payment: ( P l ease t i c k  appro p r i ate b o x )  

D C heque  D P osta l O rder  D V i sa D Access 

P l ease make cheque  paya b l e  to : Futu Entertai ment Sho 

C re d i t  card n o :  E x p i ry date : DD DD 
DODO DODO DODO DODO 
P l ease f i l l  i n  t h i s  c o u p o n  c l ea r l y  i n  block capitals 

Name ________________________________________ ___ 
Address ______________________________________ _ 

Postcode _______________ Telephone ______ __ 
Signature _______________________ Date __________ _ 

D Please tick here if you don't wish to receive 
direct mail from other companies 

Please note your tickets will be sent to you before the show. Please return 
this form, your payment and SA E to the address below: 
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Format: Mega Drive 

Publisher: EA 

Developer: Extended 

Play Prods .  

Price: £50 

Size: 16 Mb its 

Release UK: December 

When your goalie has the ball, press 
button C to bring up this little square 
window to place your goal kick 

Soccer  

With loads of animation to watch you'll be oohing and aahing with the rest of the crowd when the 
opposing keeper taps your close range shot over the bar. Unless of course it's your goalkeeper, in which 
case you'll be telling everyone how skillful you are, and how you meant that to happen 

nee upon a t ime there was o n ly one 
footba l l  game.  Wel l ,  on ly  one to speak 
of.  lt was ca l led Kick Off, and for a 

long t ime it, and its n u m e rous updates ,  were 
regarded as the u lt imate su ite of footy games.  

U nt i l  Sens ib le  Software shamelessly set 
about taking a l l  the best bits from every 
previous soccer s i m  and com i ng up with an 
u n beatab le  b lend of p layab le ,  yet i nvo lvi ng 
footba l l  antics . Recently, a M ega Drive vers ion 
of  Sensible Soccer was announced , mak ing i t  
look l i ke Sensib le had it a l l  stitched up .  

But it was on ly a m atter of  months before 
the World C u p  began and everyone was keen 
to cash in on the dea l .  U lt imately though , as 
everyone suspected ,  al l  eyes were on j ust two 
footba l l  products . One was Sensible Soccer, 
and the other,  EA' s  FIFA International Soccer. 

EA, previous ly  und isputed Ki ngs of the 
sport sim worl d ,  were considered the o n ly 
ones capable of giving the Sensib le boys a run 
for the ir  money. So now that the games have 
we l l  and tru ly arrived ,  what's the outcome of 
th is  titan ic  battle . . .  

This is the rather lovely Sensible Soccer which although about football as well, is very 
different from FIFA International Soccer. lt's going to be a tough choice for footy fans . . .  

We l l ,  ted ious as it may sound , i t 's  a score 
d raw. Rather than go for the s u per s l ick 
perfection of Sensible Soccer, EA have gone 
for a s lower-paced ,  graph ica l ly s u perior game 
that re l ies  o n  atmosphere rather than u ltra 
fast dynamics .  Whereas Sensible Soccer 



test s c r e e n i 

Here's another example of that animation and attention to detail as 
the defender clears with an overhead kick. Showoff! 

lt's often said (by people in the know) that if you can win the ball in 
the midfield, you can win the match. Here's an example of that theory 

bri ngs on an adrena l i ne  rush through pure 
speed and head-to-head com petitiveness,  FIFA 

International Soccer gives you a rea l  fee l i ng of 
being there by sett ing the scene,  giving you a l l  
t h e  s ights a n d  sounds and a l l  t h e  deta i l  o f  the 
rea l  game,  wh i le  a l so cram m i ng i n  a load of 
features not norm a l ly seen in footy games. 

For a start,  when you p lay th i s  gam e ,  you 
s i m ply must l i n k  u p  to an a m p  to benefit from 
the s u perb sounds . The crowd constantly 
chants as the game p lays, and more 
i m press ive sti l l ,  adj u sts to what's go i ng on 
onscree n .  Shoot for goa l  and a m ighty roar  
goes u p .  H it the crossbar and the roar 
i m med i ate ly and seamlessly turns i nto a 
moa n .  S u perb!  

Next,  the visuals.  I sometric 3 D  has been 
u sed , and whi le this leads to a s lower gam e ,  it 
also enables a lot more player deta i l  and more 
a n i mations ,  such as the usua l  m i x  of header,  
overhead k icks and a few new ones such as 
the back hee l .  The contro ls  are a l l  very friend ly  

and even p lac i ng a ba l l  from a goa l  k ick or  
th row i n  i s  done effortlessly u s i ng a 
contro l l ab le  crossh a i r  (we l l ,  i t 's  more of a 
wi ndow than a crossha i r ) .  

Add to th is  the see m i ngly end less l i st of 
p lay o pt ions and featu res not norm a l ly seen i n  
footy games,  l i ke t h e  adj u stable areas of 
Defence,  M i dfie ld  and Attack,  and you 've got 
an incred ib ly  rea l i st ic soccer experience on 
you r  hands .  

I n  one-pl ayer mode it 's  not ,  it m u st be 
sa id ,  q u ite as much fu n as Sensible Soccer, 

and that's princ ipa l ly down to the d ifference i n  
speed . B u t  j u st p lug i n  EA' s  new Fou r  Way P lay 
adaptor and you and three friends wi l l  sti l l  
have a lot o f  fu n .  

Probably the best way t o  describe 
International Soccer i s  not so much a console 
footba l l  game as a Saturd ay afternoon £ 
big m atch s i m u l ator. 

Edge rating: E i g ht/ 1 0  

Here w e  are i n  a fourplayer game. Each player has a coloured star t o  determine who i s  who. Thankfully 
the colours don't clash, so you can always tell who you are when it all gets hectic 

Tactical players can allocate an area 
of pitch to be covered by the 
Defence, Midfield and Attack 

There aren't that many formations to 
choose from, but they do each make 
a lot of difference to the match 

If you've not got a lot of imagination, 
you can motivate your team to just 
perform one specific type of play 
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Format: PC 

Publisher: Ocean 

Developer: D I D  

Price: £40 

Size: 9 d isks 

Release UK: 11/93 

The level of ground detail, the stunning angles from which you can view your fighter . . .  TFX looks almost 
too good to play. But you just sit back for a second to admire the scenery and you've got an incoming 
missile (above). Graphics like these leave Origin's Strike Commander looking like last year's flight sim 

fter the ro l l i ng contours of N ovologic ' s  
Comanche and t h e  texture m apped 
excesses of Strike Commander, it's a 

re l i ef to be dea l i ng with good , honest polygons 
aga i n .  There ' s  no better way of conveyi ng the 
senses of scale and speed that  are essenti a l  
i n  a fl ight s i  m - espec i a l ly w h e n  they've been 
hand led as we l l  as th i s .  

T h e  soph istication o f  TFX' s graph ics engine 
a l l ows it to run at a m a n ageable s peed even 
on a re l atively h u m b l e  PC.  On a top end 486 

The UN Commander option in TFX allows you to 
design and fly your own missions. Here we're in 
the operations room, planning a raid on a small 
bridge in the heart of Central America 

The range of weaponry to choose from, 
including air-to-air and air-to-ground rockets, is 
almost overwhelming. But you can just choose 
the default payload - it usually suffices 

system ,  meanwh i l e ,  the smooth ness and 
deta i l  of the graph ics i s  staggering. 

At any given time the screen wi l l  be fu l l  of 
b u i l d i ngs , trees and othe r  a i rcraft , and crafty 
use of h azi ng effects makes sure that th i ngs 
that are far away rea l ly do look far away. Th is  
app l ies  to the vert ical  as we l l  as the horizontal 
axis ,  so those of an uncerta i n  constitution 
wou l d  be advised not to g lance earthwards 
from h igh altitudes.  

Th i s  attention to deta i l  extends to more 

Engines on, reheat to full, and we're up in the 
air within moments. Modern fighter planes 
could probably use their runways widthwise if 
they really wanted . . .  



triv ia l  th i ngs as wel l .  lt goes without saying 
that enemy a i rcraft prod uce contra i l s  from 
the i r  wi ngti ps when they p u l l  h igh G, and that 
when you retract you r  undercarri age it rea l ly 
does retract, not j u st d i s appear. 

And if you 've ever enviously watched fighter 
p i lots on tel ly ski m m i ng a long above the 
c louds,  then th is  is you r  chance to try it for 
you rse lf - TFX' s c louds are actua l ly c louds ,  
rather than j u st a sheet of  wh ite . i t 's  worth 
flyi ng very s lowly over enemy cit ies at n ight 
with a l l  you r  stealth fac i l it ies deactivate d ,  too , 
j u st to watch the tracer b u l lets stre a m i ng 
towards you ,  l ighti ng up the ground beneath 
them in an  a l most c inematic fash i o n .  

A n d  th is  i s  before you ' ve even begun to 
consider the gam e ' s  'vi rtua l  cockpit ' :  when 
you press a key to peer over you r  shoulder and 
scan the s ky for bogies ,  the i n stru ment panel  
spins s mooth ly around i n  3 D ,  be ing made up 
from po lygon s  j u st l i ke everyth i ng e lse .  Th is  is 
usefu l as we l l  as breathtaking,  as it avo ids  the 
d i sor ientat ion that can can occ u r  when the 
v iew fl ips  suddenly to another angl e .  

G raphics are defi n itely TFX' s 
strongpo i nt .  I n  terms of the miss ions you ' l l  be 
flyi ng it 's  more ord i nary - if d ifficu lt to fau lt.  
The game i s  t ightly focused on aer ia l  combat 
( Tactical Fighter eXperiment, remember) a n d ,  
a lthough you ' l l  be b lowi ng u p  p lenty of 
b u i l d i ngs and s h i ps u s i ng the e l aborate range 
of tact ical  ord nance ava i l ab le ,  those hop ing to 
bust tan ks and strafe su pply co lumns wi l l  be 
d i s appoi nted . The l i m ited range of p lanes 
ava i l ab le - the F-117 Stea lth Fighter,  the 
Eu rofighter 2000 and the YF-22 ' S u pe rstar' 
(hem h e m ) ,  two of which aren 't  even in active 
service - could be frustrati ng, too ,  a lthough 
they've each been s i m u l ated to a start l i ng 
degree of accu racy. 

TFX doesn't  do anyth ing you won 't have 
seen before . I n stead it takes fam i l iar  fl ight s i m  
i ngred ients and takes t h e m  t o  whole new 
v istas of refi nement.  

i t 's  tota l ly  beautifu l  to watc h ,  and even if 
that means s l oggi ng through some h u mdrum 
o ld  fl ight m iss ions ,  he l l ,  you ' d  be £ stu p id  to refuse for that reason .  

Edge rati ng: E i g ht/ 1 0  

Resist the temptation t o  blow u p  the massive 
nuclear powerstations and other impressive 
things you might pass on the way - you'll be 
called straight back to base if you do 

Exterior views always make for the 
most poignant flight sim moments, so 
TFX lets you study your plane from 
literally every possible angle (above). 
You can't go wrong with your standard 
cockpit view, though, especially when 
you can slide the instrument panel 
down slightly out of the way, or banish 
it altogether and rely on the straight 
head-up display 

As a military hardware fan you'll have 
been glued to your TV through the Gulf 
War, and you'll have seen plenty of film 
like this (above). H's taken from the 
cameras buiH into Cruise missiles and 
laser guided bombs. And (right) here's 
the view over the right wing - all 
courtesy of TFX's virtual cockpit 

Almost on the target and up springs just what 
you were dreading - a couple of MiG-29s 
heading straight for you, missiles already 
locked. You are hastily given permission to fire 

t e s t s c r e e n  

Flip to the virtual cockpit (above) and 
it'll scroll about as you turn your head 
(okay, press the 'turn your head' keys). If 
you then switch to an exterior view, the 
camera will pan smoothly out through 
the canopy. Impressive stuff . . .  

One slightly battered Eurofighter approaches 
its target. The bridge looks quiet enough, so 
bombs away, and let's get back to base. 
Another giant leap for UN peace-keeping . . .  

Ill 

! 
3 
.. 

110. 
"' 
N 

::J 
cc 

0 
cc 
() 
cc 

3 
er 
cc 

99 





Ketru 1tm e nt 
/' ANSWERS  

R E C R U I T M E N T  
Specialist Consultants to the Computer Leisure Industry 

/ � 
Working on behalf of leading Leisure Software Industry games 

publishers we are constantly looking the following : 
.... S O F T WA R E  D E V E L O P M E N T  

M A N A G E R S  
.,_ P R O D U C E R S  

..._. P R O G RA M M E R S  
._,. G R A P H I C  A R T I S T S  

Graduate trainees to experienced games programmers and 
artists, across all formats, always needed. 

Please apply in writing with full CV 
or call for a confidential chat 

Answers Ltd, 
Anderson House, 50 Bridge Street, Northampton NNl lP A 

Tel:  0 6 0 4  6 0 3 2 4 9  Fax: 0 6 0 4  3 6 9 6 1 

+ + Career Opportunities + + 
Are you restless? Under uti l ised? U nderpaid? F ind 
out what opportun ities there are on an informal 
basis . Contact us in  complete confidence . 
Our current vacancies inc lude: -

• Senior Programmer - Surrey c£25k 
68000 skills. Established company. 

• Programmers - Slough £16-28k 
PC, Nintendo, Sega skills all required. 

• Senior Programmers - Dorking to £28k 
CDROM skills. Expanding publisher 

• Console Programmer - London £30k 
Must have a published game to his/her name. 

• Artists - SoUth £12k, 16k, 18k 
Various levels. 3D animation skills sought. 

• Artist - London £14-22k 
Someone wHh games experience. 

• ASS Producer - London £15- 1 8k 
Experience required. Early promotion expected. 

• Producers - Midlands £17-22k 
Ideally from a development background 

• Artists - Midlands £ 1 2k, 1 6k, 18k 
Various levels. 3D animation skills sought. 

• Senior Producer - Cambridgeshire £27k 
Well established company. strong management. 

The next step is to telephone Justin Hill or 
send your CV to:-

Games People 
Datascope Recruitment, 
36 Langham Street 
London W l N 5RH 
Tel :  07 1 580 6068 

�(UJ[Rj(QJ�(QJ[Mi] 
b.NTb.QTAINMb.NT 60fTWAQb. 

Wanted: Graphic Artists 
Eurocom are one of the leading game 

deve lopers for N intendo and Sega consoles. 
We now have a smal l  number of places on 

offer for ta lented and creative artists, for work 
on SN ES, Megadrive and 3 DO projects, based 

in-house at our Derbyshire office . 

P lease sen d  a disk ( PC!Amiga ) ,  or a video, of 
you r  work for eva l uation to : 

Hugh Binns, Eurocom Developments 
Ltd., 51 Nottingham Road, Ripley, 

Derbyshire DES 3AS 

We are also interested in good qual ity programmers 
and musicians, so please get in touch whatever your 

past experience may be . 

PRODUCERS • London 

IIM £ Com petit ive 
O u r  c l i e n t  i s  p a r t  o f  a m u l t i - m i l l i o n  p o u n d  
international group which i s  a market leader i n  leisure 
s o ft w a r e  a n d  h o m e  e n t e r t a i n m e n t .  S e g a  i s  a n  
a c k n o w l e d g e d  e x p e rt i n  p r o d u c i n g  r e m a rk a b l y  
entertaining leisure forms.  The group has a record o f  
consistent profits growth and strong R&D .  They are 

. looking to recruit additional producers for games on 
platforms including 8 -bit & 1 6-bit consoles and CD 
formats . These are key positions with a key company 
in the industry. 

Suitable candidates should fit the following profile:-

* Knowledge of and enthusiasm for the 
consumer software market. 

* Proven project management skills. 
* Product design or development skills in 

conjunction with technical awareness. 
* Good interpersonal skills. 

If you wish to be part of the industry, please send your CV to Julien Ho fer:-

36 Langham Street, London W 1 N  SRH 
Tel: 07 1 580 60 1 8  



The Core Design team, experts in programming for the Mega CD, prepare to face questions from 
an Edge reader . . .  From the left, Core programmer Mark Avory, graphic artist Jason Gee, Edge 
reader lan Gray, and Core's CD musician Martin lveson 

An 
audience 

with : 
Core Design 

This is the part where 

Edge gives a reader the 

chance to interview top 

developers . This month 

fan Gray meets Core . . .  

o, here we are then. Up 
at Core Design i n  Derby. 
Ready to do an interview 
with the team behind the 
excel lent Thunderhawk for 
the Mega CD - the fi rst 

decent game out on this format. 
Anyway, it turns out that Edge 

readers are brimming over with questions 
for the Core Design team. As you may 
recal l ,  in issue one of Edge we invited you 
to send in questions for a Core i nterview. 
And we promised that whoever asked the 
best question would accompany Edge to 
meet Core. 

Well, the winner was lan G ray, a 23 
yearold  from Derbysh ire. lan works for a 
big hotel chain and has been i nto gaming 
for over ten years. He owns a Mega CD, 
SNES and an A 1 200. So here goes . . .  

Words by Edge 

Questions by lan Gray 

Answers by Core Design team 

programmer Mark Avory 

graph ic  artist jason Gee 

musician Martin lveson 

marketing ch ief Richard Barclay 

lan Gray: If each of you r  could change 
one part of Thunderhawk, what wou ld  it be 
and why? 
jason Gee I 'd  have more colou rs, but 
that's the machine's fau lt. 
lan: How many more? 
jason 252. 
Mark Avory If we had more time there'd 
be more missions. You've got to strike a 
balance between getting the game out and 
putting a lot in .  
Jason You cou ld  develop a game for two 
years, but by then it'd be out of date. 
Mark There's sti l l  a lot of space left, about 
1 50Mb.  But as Jason said if you take two 
years over a game by the time it comes 
out . . .  wel l ,  compared to what we're doing 
now it's a bit out of date. 
I an: The Amiga vers ion of Thunderhawk 
had fi l led 3D polygon graph ics. Why d id  
you change this for the M ega CD version?  
Mark Because the machine can do it! 
Sprites and texture mapped ground are a 
lot better than polygons. 
jason We used polygons fi rst for bu i ld ings. 
Mark We d ropped them 'cos it's too slow. 
Sprites are a lot faster and they look 
prettier, and more impressive. 
I an: I s  it eas ier to do? 
Mark Not really. Sprites are just a screen 
routine, and polygons, well I could have just 
taken the code out of the Amiga version.  
lan: Are the objects rendered and then 
turned i nto sprites? 
Jason Yep. That's what we do. We choose 



a texture, wrap it on the object and render 
it from a l l  angles eight times, and that's 
your  sprite. Then Mark's 3D system 
chooses which angle is  best for where you 
are in  the 3D world and just d isplays it. 
Mark The idea was to get an arcade type 
look, l i ke a typical Sega arcade mach ine.  
They always use sprites. Also Sega wanted 
to use the product to se l l  the Mega CD, so 
it had to push the machine to its l im it. And 
polygons just doesn't use the hardware at 
a l l .  So the idea wasn't to just do a 'cart on 
a d isc'. We wanted to do something which 
could only be done on the Mega CD. 
I an: How much support do Sega give thei r 
developers? 
Richard Barclay I would  say Core Design 
work closer with Sega than anybody else in 
this country. When you th ink  that 
Thunderhawk i s  the sixth or  seventh Mega 
C D  product that we've produced in-house, 
nobody else has that capabi l ity. 
lan: I suppose it's good to be in tight with 
the designer of your machine if you want 
to push out the boundaries? 
Mark Yes, they give you the fu l l  
specification o f  the machine, a n d  you can 
see what the hardware can do. 
Richard Core Design is  about producing 
software, without sounding corny, that's 
right on the edge. (G roan) And you can 
quote me on that. it's going to take a 
couple of years before they've got the 
in-house capabi l ity to produce someth ing 
l i ke Thunderhawk, and as Mark's al ready 
said that's al ready out of date compared to 
some products we've got l ined up. 
lan: As programmers, i s  the Mega CD 

real ly as awful as it appears ? 
Mark lt i sn 't awfu l ,  it's a very n ice mach ine.  
it 's  got two 68000s. You don't run out of 
cartridge space. Having a CD d rive on it 
makes a huge difference, because you can 
do a lot more with it, so you can 
run animation etc. And you've got two 
processors, the Mega D rive one runs at 
7· 1 6M Hz, the CD's one is runn ing at 
1 2·5M Hz, so there's qu ite a bit of extra 
processing power. AND they can run in  
paral le l .  And there's an extra graphics ch ip ,  
a l so runn ing i n  para l le l .  There are some 
dodgy bits. lt is an add on to a Mega D rive, 
so you've got restriction on the colours . . .  

lan: So the restrictions are far more to do 
with it being a Mega D rive than with it 
being a Mega CD?  
Mark Right. it's just that nobody's got to 
grips with it yet. They just say 'Oh, we' l l  
pu l l  these graphics off CD, put a b it  of FMV 
there . . .  but where's the game?  
lan: People were probably impressed by 
games l i ke that at fi rst, but not now. 
Mark That's the other thing about 
Thunderhawk, there's just one programmer, 
not a team. 
lan: J ust having one programmer means 
you have a clear idea of how it a l l  works? 
Mark Yes, you don't read through the 
source to a bit of code and th i n k  'What the 
he l l 's that?' There are d rawbacks though, if 
there are bugs i n  it and there's two of you 
you can blame it on the other person !  
I an: lt also means you can work qu icker? 
Jason You don't have to explain to other 
people what you 're doing a l l  the t ime,  you 
can start at the beginn ing and zip through. 

i n t e rv i e w 

Martin lveson, Core's very own i!Hiouse 
musician, surrounded by expensive kit 

Richard Mark and Jason work real ly wel l  
together. They d id this project i n  six 
months, where other teams might have 
taken two years to get the same result. 
lan: Which programming team do you 
most envy and why? 
Martin lveson None really. 
Jason I don't. (Laugh) No, I th ink  we all 
adm i re a lot of American stuff on the PC. 
Mark But they take years over their 
games. G iven that t ime I could do just as 
wel l .  Fi rst thing we do is  get the back page 
of the manual out and see how many 
people worked on it. You get a flight s i  m 
and you see this programmer d id  the 3 D  
objects, th is  programmer d i d  the maps, this 
programmer d id  the logic, this guy d id the 
front end, etc, etc, and I th ink  bloody he l l !  
They look n ice, but un less they're runn ing 
on 486 DX2s they're crap. Jerking around 
a l l  over the p lace. But if I had to say there 
was an insp iration for Thunderhawk I 'd  say 
it was Strike Commander. I saw that on a PC 
and I thought 'Hey I can do that! '  Original ly 

'So just how well do you guys get on with Sega, then?' A nonplussed lan Gray - Edge's 
interviewer for the day - puts a real toughie to Core's marketing boss, Richard Barclay 

... 
B 
... 
3 .. 

110. '" 
N 

::J "' 
0 "' () "' 
3 
0" 

� 
� ... CD ! CD w ;;' .. 

103 



"' � 
E 
"' 
" 
"' 

0 

"' 
c 

N 
ro 

UD .. E 
Ill 

I 

104 

i n t e rv i e w  

it wasn't going to be a polygon game, but 
once I'd worked out you could do it that 
way, that was it. 
lan: Do you tend to get insp iration from 
d ifferent titles or is it a l l  in-house? Do you 
see someth ing and th ink  we could do that 
better? 
Mark I th i n k  it's someth ing that everybody 
does. You have to look at what's out there, 
now and again you see someth ing and th ink  
'that's c lever'. Or  another programming 
team might come up with an idea they 
haven't used very wel l  and you might th ink, 
' if I do THAT with it, it' l l  be great.' Rather 
than take somebody's game idea, you take 
an element and improve on it. Some people 
have great ideas and they j ust bal ls  it up. 
lan: Which mach ine wou ld  you wait with 
baited breath for and why? 
Mark The 3 2bit Sega, because I 've seen the 
spec. (Laugh) 
lan: What are you looking forward to 
about that? 
Mark It'll beat 3 00. Defin itely destroy the 
CD32.  There's noth ing that can touch it. 
lan: There's a price comparison too, the 
3 DO's an expensive piece of kit . . .  CD-i 's  
expensive . . .  
Mark I th ink the Sega mach ine wi l l  be 
about £300 or £350 . . .  anyth ing else j ust 
won't be worth it. 
lan: There's usual ly a settl i ng down period 
when people start off doing wazzy games 
with no gameplay, then it settles down 
when people learn to use the mach ine . . .  
Mark Yeah, but we want to do proper 
games on it to start with. 
lan: Your association with Sega will he lp  
with that of course. So you've got your 

Richard Barclay: 'No, I don't think £50 is  too 
much for Thunderhawk .. . '  

fi rst two or th ree titles on the new 
mach ine planned then?  
Core team (Conspicuous s i lence) 
lan: Hmm, okay then. Next question,  do 
you see any l im itations in producing 
software on CD?  
jason Besides t ime  . . .  
Mark And space . . .  
Martin J ust C D  space. 
lan: But h igher density COs will solve a lot 
of those problems. You can do FMV at the 
moment but if it takes you two disks to do 
a movie then why bother, just use VHS . . .  
Mark You've got a 74 minute l imit  at the 
moment. 
jason And music takes up most of that. 
Mark They' l l  defin itely get faster, up to 
600K per second, and that's up to hard 
d isk speed. The Mega CD's sti l l  pretty slow 
in  those terms. 
lan: What's you r  opin ion on FMV1 
Mark The only thing that bothers me is  if 
they do put movies on CD, how much are 
they going to charge? Audio COs are 
expensive, so how much more for Video 
CD? And as for games that use FMV 
carts . . .  uh  oh.  L ike Silpheed. Lovely 
backgrounds,  but where's the game? 
jason S i lpheed's just a nine minute i ntro 
but there's no game at the end of it. 
Mark I th i n k  when new mach ines come 
out they' l l  have more powerful graph ics, so 
they won't rely on i ntros for good graphics.  
jason With graphics i ntros of the kind that 
some people do, they're making a 
statement, 'Th is  is what we can do'.  But 
none of it ends up  i n  the game. 
Richard And these games cost money. I 

buy a bunch of COs and that costs me £50, 
and I think I 've spent a lot. Street Fighter 11 
Turbo costs £60. That said I don't th ink  
£49.99 for Thunderhawk i s  too 
much,  consideri ng how much is  in there. 
lan: Will you be us ing the Sega's mode 7 
abi l ity in the production of your  next title? 
Mark Yes, we are al ready. In both of them. 
I 've used a lot of the code from 
Thunderhawk to get those games going. The 
Mode 7-type technique is very usefu l ,  I 'm 
surprised nobody e l se  is  us ing it. 
lan: Looking ahead i nto the future, what 
do you th ink  wi l l  be the most fundamental 
change to games playing? 
jason COs, when they stop doing FMV. 
Mark I th ink  the next breed of mach ines 
wi l l  be graphical ly more powerfu l ,  they' l l  
just use  the  CD drive to  play mus i c  and 
pul l  data off, but they won't be us ing huge 
an imations or flashy backdrops with a 
crappy l ittle sprite . . .  You see that? That's 
you r  sprite that is. Yeah, as a programming 
tech nique,  FMV is a b l ind a l ley. J ust a 
playback routine and that's a l l  the 
programming done. A quick way of 
knocking out games, but with no gameplay. 
I an: Last question . . .  If you were a 
household appl iance, what wou ld  you be? 
Mark Er . .  . 
jason Er . .  . 
Martin Er . .  . 
lan: Bl imey, and a l l  qu ite amusing up to this 
point, eh? 
Richard How about a fridge? 
Mark Oh yeah, a fridge, very cool. 
jason A videogame. 
Mark A faulty alarm system. £ I an: Er, wel l .  . .  thanks guys. 
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v i ew p o i n t  
Edge l etters , 30 Monmouth Street , Bath , Avon ,  BA1 2 BW 

What ' s  you r  opinion? Write and tel l u s :  I 

Atari's Jaguar - is it really the best upandcoming console? And is Edge 
being respectful enough to it? (see question from Glenn Williams) 

ongratulations on 
Edge two. I was 
particularly pleased to 

see some support for Atari's 
Jaguar, it real ly i s  the best 
upandcoming console and its 
success could depend on people 
l ike you. We al l  know Atari have 
had their problems but they 
real ly do deserve more respect 
then they get from most mags. 

One thing I would l i ke to 
tal k  about is  the lack of gameplay 
in an increasing number of new 
games. You only have to play 
some of the games written in the 
early 80s (many of them written 
in 1 6K and under) to see that 
advances in hardware are not 
bringing advances in gameplay. 

The reason for this shortfal l  
i s  due, I th ink, to the fact that 
our industry is  being taken over. 
Corporate su its have moved in 

and pushed the rest of us to one 
side. Okay, they've i njected some 
money (mostly spent on PR and 
marketing, not development) and 
increased the industry's vis ib i l ity 
to the publ ic ,  but they don't care 
about the product. This industry 
was started by people who loved 
videogames. Too many of the 
people with the power only 
real ly love profits not the 
products. There are some 
exceptions, but not enough. I for 
one don't want to see the games 
industry end up in the same mess 
as the audio market. One last 
thing to th ink  about, why do 
programmers and designers get 
paid less than PR and marketing 

,people? Are they less important? 
Glenn Will iams, 

Wil l iams Brothers 
Development, Brierley H i l l ,  

West Mid lands 

Why do Atari deserve more 
respect? Respect is earned, not 
apportioned on a time basis;  and 
over the last few years Atari 
have done l ittle to raise people's 
opinion of them. They've 
practically abandoned the ST, and 
the Lynx and Falcon caused only 
the smal lest of ripples. Whi le the 
Jaguar may be a fine machine,  

it' l l  take more than tech specs 
and a n ice logo to reaffi rm 
Atari's good name. 

There are no signs to 
suggest that today's games aren't 
as p layable as those written years 
ago: you just don't remember 
the dross, and there was an 
awful lot of dross on the 
Spectrum and C64! 

And don't worry about 
people in  marketing: if they 
do their job properly your £ 
royalties wi l l  be h igher. 

D 
n your first issue you 
pri nted a small article 
about FMV (fu l l -motion 

video) on the Phi l ips CD-i player 
and you said that from what you 
had seen VHS has nothi ng to 
worry about. 

I presume by this statement 
you meant that FMV was not as 
good qual ity as VHS: wel l  that's 
where you're wrong. From what 
I saw at the Live '93 show in  
London, VHS is  we l l  and  truly 
knackered. The qual ity of the 
picture is  superb, far better than 
VHS, and the sound on the 
bitstream player was incred i ble. 
You could jump to any part of 
the fi lm instantly without having 
to forward or rewind.  The slow 
motion was pixel perfect and so 
was the pause. On music videos 
you could pause, shr ink, move 

the screen about or practically 
do anyth ing you want with it and 
the music would sti l l  keep playing 
due to the sound being taken 
from the CD on a d ifferent 
channel to the video. 

When more people see just 
how good FMV is, VHS wi l l  
defin itely be no more. 

D J  Reed, Dewsbury, 
W Yorkshire 

As you probably saw in Edge 
two, we did i n  fact retract that 
statement which we made i n  our 
first issue. Early demos of Phi l ips' 
FMV were extremely dodgy, so 
when we saw the increase in 
qual ity it was a very pleasant 
surprise. However, there are sti l l  
some major problems with FMV 
- or rather, D igital Video, as 
Phil ips prefers to call it. The 
qual ity is  sti l l  debatable: it very 
much depends on the qual ity of 
the original fi lm and the 
encoding. Most fi lms wi l l  come 
out on two or even three 
compact discs, and it wi l l  be 
several more years before 
recordable CDs mean that you 
can d igital ly record TV 
programmes as you are used to 
doing with VHS. 

The abi l ity to play around 
with the image is  also gimmicky 
at best: when was the last time 
you used slow motion,  frame 
advance, freeze frame or picture
in-picture (which are al l  h igh 
qual ity on today's videos) ? 

VHS videos are i nstal led in  
too many U K  homes for Digital 
Video to just storm in and take 
over. And look how poorly 
LaserDisc has done over the last 
ten years - and that gives 
images of much h igher £ 
qual ity than VHS or DV. 



was on my way to the 
local computer shop to 
buy an Amiga CD32 

when I saw your second edition, 
and knowing you were going to 
do a feature on CD-ROM, I 
immediately bought it. 

After read ing the ten or so 
pages on 'CD-ROM: The Truth', 
a l l  my enthus iasm to buy the 
dream machine died.  I found 
your article totally soured what I 
thought was a breakthrough. I 
know you d id  not aim your 
article at the CD32, and it was 
not just your own opinion but 
people's i n  the industry as wel l ,  
but it d id  seem to dwel l  on the 
negative side of things and not 
give many positive points. 

I agree that people 
expected too much if they 
thought they would be able to 
play a part in  their favourite fi l m  
a n d  alter t h e  outcome depend ing 
on what path they took. I in no 
way expected th is but I do th ink  
it wi l l  improve games 
d ramatically when the 
programmers real ise the 
l imitations of the current 
mach ines and the expectations of 
today's gamesplayers. 

I am not total ly against your  
article, as  it shou ld  wake up 
some programmers and push 
them in  the right d irection, but 
hopeful ly in  future your articles 
wi l l  be more balanced and tel l  
the whole truth. 

I did not buy the CD32 ; I ' l l  
wait unt i l  after Christmas and 
see how its  doing and what 
software gets launched. But I will 
be buying Edge 3.  

J ason Black, 
Wymondham, Norfolk 

Certain ly, if our feature made 
you pause before buying a CD32 
then that's no bad th ing. Not 
because the CD32 isn't worth 
buying, but because videogamers 
are about to enter another 
format wars, b igger a'nd more 
confus ing than Sega vs N i ntendo. 
CD32, Jaguar, 3DO, and Sega's 
32bit machine wil l  all be vying for 
your attention over the next 
year or so. 

With these h igh-end,  
CD-based machines al l  i n  the ir  
infancy, it's definitely worth 
waiting to see who takes control 
of the market, and see how £ 
the software shapes up. 

0 i rstly I would l i ke to say 
that your magazine is  
excellent, and the idea 

of tel l i ng people about al l  the 
d ifferent hardware that's around 
is  much more i nteresti ng than 
just reviewing games. 

Anyway I have a couple of 
questions to put forward. I am 
hoping to soon own a fabulous 
Atari Jaguar and would l i ke to 
know what if any arcade classics 
wi l l  be converted - l i ke Mortal 
Kombat. Also wi l l  a new Jaguar 
joypad be i ntroduced because 
the one Atari have designed is 
totally crap! 

Finally I hear that movies 
will come on two CDs for 
systems l ike the 3 DO. This 
means having to swap CDs half 
way th rough the movie, so why 
not redesign systems and CDs 
for double-sided compatib i l ity. 
What do you think? 

Adam Lowery, Sel by, 
North Yorkshire 

The Amiga CD32 - undoubtedly hi·tech kit, but is the CD format just too 
slow to provide decent gameplay? (see question from Jason Black) 

'Needs more 
balance between 
the two consoles, 
the PC and the 
Amiga. Right 
now there is too 
much Sega and 
Nintendo.' 

Vvek Bhal la, 

Wembley 

' I 'd be interested 
to know the 
defin ition of 
'game' you use, 
and expect to 
use in  the future.' 

K Parsonage, 

Warrington 

'At last, a worthy 
successor to 
AC E magazine, 
treating 
gamesplayers as 
human beings 
rather than 
snotty kids.' 

Daniel Smith, 

Woolwich 

' I f  Edge can keep 
on reveal ing 
detai led 
technical 
info wel l  ahead of 
its competitors, 
it has it made.' 

W M u rray, 

B ristol 

v i ew p o i n t  

Having handled the Jaguar's 
joypads Edge can only concur 
with your evaluation of their 
worth: they are very poor quality 
i ndeed. H owever, it's extremely 
doubtful that Atari wi l l  i ntroduce 
another joypad for several 
months, if at all. Your best bet is 
to wait unti l  a th i rd party 
manufacturer provides a decent 
replacement. 

There are sti l l  problems 
with double sided CDs. They're 
more d ifficult to produce, and to 
play both sides you need a 
switching mechanism that 
transports the laser from one 
s ide to the other, i ncreasing the 
size and cost of the player. A 
s impler and more immediate 
solution is a m u lti-disc player l i ke 
Sony's audio CD u nit. You can 
shove five CDs i nto its carousel,  
provid i ng u p  to six hours' £ 
continuous play. 

rJ fter read ing Edge two 
thought I just had to 
write and say 'About 

bloody time too! '  
Technophi les and adult 

gamers l i ke myself have been 
patiently waiting for years for a 
decent multiformat magazine to 
h it the shelves. 

And yet so far al l  we've had 
seems to be a tidal wave of 
chi ld ish,  immature drivel. 
Seemingly written by ch i ldren for 
ch i ldren, some sycophantically 
preaching the views of certain big 
manufacturers (mentioning no 
names) and most, printing 
pathetically inane letters which 
serve no purpose but to fi l l  space. 

Now that I 've got that off 
my chest I thought I 'd air my 
views on your magazine. In a 
word I 'd say 'bri l l iant'. The news 
section, which is  one of my 
favourites, is  extremely 
informative and well laid out, and 
I especially l ike the l ittle sn ippets 
of news and i nformation dotted 
here and there. 

The numerous special 
features and i nterviews also 
make a welcome departure from 
the norm, and real ly do make 
compulsive reading - someth ing 
lacking in  most mags. 

In fin ish ing I'd l ike to say 
that, if you can keep this same 
level of qual ity in future issues 
without s inki ng to the level of 
your inferiors, then you' l l  have a 
subscriber for l ife in me, and a 
grateful one at that. 

Steve Mann, 
, F rome, Somerset 
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v i ew p o i n t  

Wel l ,  praise indeed. To be fair 
to other mags, they do serve 
their  i ntended audience, but 
that's why Edge was launched -
to serve an older, more 
i nformed audience which we 
knew to exist. 

And much as most readers 
love what Edge does, let the 
mag know what you do or don't 
want to see; if there are specific 
features you want to read, £ write in and say so. 

D have just been lucky 
enough to purchase 
Edge two and have 

found it a real change from the 
usual crap that constitutes game 
mags. As a Mac games 
programmer wanting to break 
into the console market, it gives 
me a real ins ight into the overal l  
world of videogames. What 
other magazine gives fu l l  
development credits t o  the 
games it previews? 

My only real complaint is 
that the magazine completely 
ignores the Mac. If you were only 
handl ing console games then th is  
m ight be understandable, 
however you do cover the PC. In 
the States, Macs are quite 
legitimate games mach i nes and 
have been for years. 

Even in the UK, surely 
there are more people playing 
games on Macs then there are on 
the FM Towns M arty? 

I feel that if you are going 
to position yourself as an 
unbiased, professional magazine 
covering al l  important formats, 
then you cannot ignore the only 
other widespread desktop 
computer platform. 

And of course, if you want a 
Mac game to review to redress 

this despicable imbalance, then 
'Everyone who Crystal Crazy, t h e  sequel t o  the 

al l -time classic Crystal Quest, has has seen my copy 
just been released . . .  

Patrick Buckland, rates Edge ten 
(author o f  Crystal Quest) 

out of ten.  lt may Newport, Isle of Wight 

At least there's one reader be £3 but it's wel l  
who'l l  be p leased to see our worth it -preview of Sim City 2000 this 
issue. And you can be sure that excel lent 
we'l l  b e  looking a t  more £ Mac games in future issues. presentation and 

qual ity pages. 
Keep it up!'  

Roger l saac, 

Balby 

'P lease don't be 
Sim City 2000 - Edge's first big just another Mac preview. Tum t o  page 32 
to find out what we thought • • •  

game magazine -
be a games I] d g e  i s  s l ick, very s l ick, 

and I 'm not just talking technology 
about the paper here. 

magazine.' For the first time, a computer 
magazine that seems to assume 
its readers may well be a l ittle Crosbie Fitch, 
more than adolescent males. For 

Lewes the record, I'm 28, male, 
married, and an out-and-out 
technophi le. This stuff is  l i ke 

'You should have porn to me, only more so. 
Naked women? Big deal. The 

at least three hardware of  science fiction, here, 
now and avai lable - that's sexy. pages of tips for Please don't get carried 
away with the techie side of al l formats.' 
thi ngs, though. You sort of 
mentioned it you rselves, in the 
excel lent artic le about CD-ROM Kevin Anderson,  
- great graphics, what about the Poole 

The S u rro u nd S o u nd 
C o m pet it i o n  

gameplay1 I don't care about how 
many polygons a second the 
thing uses if it's fun to p lay. 

And please don't make the 
mistake of th inking that just 
because a machine is new, fast 
and powerfu l ,  that it's 
automatically good. 

Along those l i nes, reading 
about fast, powerful ,  cheap, 
state-of-the-art machines and 
glorious software for them, only 
to discover that it has never 
been available outside Japan, is a 
bit of a kick in the teeth. Yes 
Microcosm is very pretty, but 
wouldn't it have been better to 
wait until a reader actually stood 
a chance of getting their hands 
on it before doing a huge article 
on the damn game? 

Any chance of a feature on 
who owns what? I know Sony 
own Psygnosis, but who else? 
Who actually owns Atari or 
Commodore? How many 
d ifferent companies do Time 
Warner actually own, and how 
many of them are competitors? 

Derek Richardson, 
Edinburgh 

Of course Edge i s  porn: why 
do you think it's bagged ?  We 
practice safe reading. 

The idea behind  the 
Microcosm feature was to show 
how the new breed of CD-ROM 
titles are actually being produced. 
And since it's now being 
converted to PC CD-ROM, 
C D-i ,  3DO and Mega CD, it 
seemed to be fair game. Also, if 
we don't show you stuff on FM 
Towns - or Neo Geo and PC 
Engine for that matter - then 
who wi l l ?  

Good feature idea: we' l l  
s e e  what w e  can do for £ issue four of Edge. 

I] dge ran a competition in the first 
issue offering an enormous Tosh iba 
2Sinch Surround Sound stereo TV 

worth £800 - a S N ES, and a copy of the 
bri l l iant Dol by Surround game King Arthur's 
World from Jaleco as first prize. 

games mentioned as wel l .  Sorry about that, 
but you can't expect us to make it too easy, 
can you .  Anyway the answers in fu l l  were: 
Rainbow Islands, Ecco The Dolphin, Gradius 11, 
Super Darius, Super T urrican, King Arthur's 
World, Ren & Stimpy, Jurassic Park, Terminator 
CD and Xenon 11. 

One £800 25inch Toshiba Dolby Surround TV 
- we're all very sad to see it go, actually • • •  

We asked you to name ten games for 
home consoles that support Dol by Surround, 
QSound or Roland Sound Scape (RSS), and 
were also mentioned somewhere i n  our first 
issue. Sadly it seems that an awful lot of you 
forgot that l ittle phrase 'for home consoles'. 
And there were a couple of sneaky arcade 

And lastly, the winner is:  Donald Ridley 
of Poole, Dorset. One massive Tosh iba TV 
del ivery is on the way to you . . .  Better c lear a 
bit of space in your l iving room - it's a 
monster. And for the rest of you, £ better luck next time, eh?  



q u est i o n t i m e  1 

Confused about the tec h n ica l  s ide of v ideoga m i ng? O r  s i m ply cu r ious 
about games? For an  answer to you r  q uer ies , d rop  Edge a l i ne . . .  

MD Virtua Racing - so just how fast 
do those polygons shift then? (below) 

m Last month's Virtua 
Racing Prescreen 
mentioned that the DSP 

i n  the Mega Drive game shifts the 
polygons at about I S  frames per 
second, ie at half the frame rate 
of the coin-op. Is this better than 
the Super FX in  Starfox? 

Richard Phi l ips, Altrincham fJ I 5 frames per second 
looks to be the minimum 
speed that MD Virtua 

Racing runs at - much of the 
action could be as fast as 20fps. 
What separates it from Starfox, 
though, is the detai l  and colour in  
the  graphics and the  b l ind ingly 
fast pace of the racing. it's 
certain ly a darn s ight more 
impressive than the early version 
of N i ntendo's FX Trax ( their 
next Super FX game) shown at 
the CES last June.  But then that 
was an early demo, so things are 
bound to improve. One thing 
that would make MD Virtua 
Racing a classic game, is if Sega 

include a l i nkup cable ( l ike 
S N K  did for the Neo Geo) 
that could branch two or 
more Mega Drives 
together, each playing the 
game on a separate 
television. The game's great 
in one-player mode, but 
fantastic with more players. m I saw in your 

Prescreen of 
Landstalker for the 

Mega Drive that you 
described it as ' 1 6meg'. 
Now to me, a meg is  a 

mi l l ion bytes (as opposed to a 
megabyte which is I ,048,576 
bytes); I th i n k  it came from hard 
disk people who l i ke round 
numbers. Other people use 'meg' 
as short for megabyte. Don't 
start using it for megabits as well 
- I 've only got a simple brain and 
these thi ngs confuse me. And 
why are Sega and N i ntendo 
games described in  megabits 
anyway? Are good old fashioned 
bytes and megabytes not good 
enough for them? 

Anon, C lwyd 

When 8bit N intendo 
games started appearing 
in  Japan in  1 983,  they 

were often only a s ingle megabit 
in size ( 1 28K). Measured i n  
megabytes, t h i s  translates t o  a n  
eighth o f  a megabyte - clumsy 
eh? When games gradually 
increased i n  size it was always a 
jump of a megabit, or two, which 
was easy to quantify. Most MD 
and S N ES games are now either 

4, 8, 1 2  or 1 6  megabits i n  size. 
Since console owners have got 
used to this format, translating 
th ings into megabytes by divid ing 
by eight ( eg SF 11 Turbo at 20 
megabits = 2� megabytes) would 
have confused things fu rther. 
Megabytes are more fam i l iar in 
the computer sector. m Do you th ink  that those 

sensible chaps at 
Commodore will ever 

th ink  of introducing an add-on 
for the Amiga 1 200, which wi l l  
enable its users to play the new 
Amiga CD32 games? 

Dean Pullen, W Sussex 

Will the A1200 ever get a CD 
drive? (see question above) 

fJ Get this. Commodore 
have already developed 
the CD-ROM drive for 

the A 1 200 but won't be releas ing 
it until  after Christmas because 
they claim the manufacturing 
cost is currently too h igh. If they 
released it now they reckon the 
price wou ld  be in  the region of 
£330 - that's £30 quid more than 

a C D32. Yes, we can't quite work 
that one out either. it is  coming 
though, and wil l  appear some 
time after Christmas. 

In Edge two you 
claimed that speeding up 
a UK SNES to 60Hz 

'really doesn't make a big 
d ifference'. When I bought my 
UK Mega Drive I was appal led by 
the slow speed and letter box
style display. So I sold it and 
bought a Japanese 60Hz Scart 
machine. The d ifference in speed 
and picture qual ity was immense 
- almost 20% faster and with a 
borderless, fu l l  screen picture. I s  
th is not  the  same with an  
imported or converted 60Hz 
SNES as opposed to a 50Hz UK 
PAL machine?  

Robi n  Howe, Macclesfield 

You're absolutely right 
about the d ifference 
between a 50Hz PAL 

S N ES (UK model) and a 60 Hz 
Scart S N ES ( imported) - it's the 
same as the d ifference between 
an imported Mega Drive and the 
UK Mega Drive. UK consoles 
suffer from the perennial 
problem of the 1 7% speed loss 
and those ugly screen borders -
someth ing which is unavoidable, 
with so many U K  TVs sti l l  only 
supporting a 50Hz display. 
Getting a UK S N ES converted to 
60Hz isn't recommended, s ince a 
UK machine has a d ifferent video 
processor from the Japanese and 
US imports. If you want a fu l l  
screen, fu l l  speed system, buy an 
i mport - the U K  mach ine 
is  best left with its 
guarantee intact. £ 
Q and A 
M ost garne rs, at one t ime or  

another ,  have  c o m e  across  a 

technical  prob lem that they 

can't so lve ,  or  a q u e ry with 

no-one to answer it.  This  is  

where Edge c o m e s  in  . . .  

S i m p l y  j ot your prob lem 

down and send it t o :  Q&A, 

Edge,  30 M on mouth Street, 

Bath, Avon BAl 2BW. 

Alternatively ,  fax us o n  0225 

338236, o r  e-mail us via 

future@cix.c o m p u l i n l< .co .u l<.  

with a subject l ine  of 

'ATT N :  Steve Jarratt ' .  

Edge wi l l  do  al l  it can to 

provide a solution i n  the next 

issue of the  magazi ne .  Sorry, 

we can't answer q u e ries o n  the 

phone and personal replies are 

not poss ib le .  
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