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Edge meets Peter 
Molyneux, the man behind 
Bul lfrog - one of the world's 
most successfu l  games 
companies. And we present 
fu l l  profiles of Bul lfrog's 
three latest games in 
development: Creation, 
Theme Park and Magic Carpet, 
due for launch next year 

Hardcore engineering 
The PC Engine may be just a dated Sbit console to some .• but not only does it have some of the best arcade 
conversions around, it was also the first machine to move into the CD-ROM era. And with an imminent 32bit 
Engine launch, it's h igh time for a fu l l  retrospective of this classic console 



Prescreen 
Edge profiles some of the best videogames in development around the world, 
including stunn ing new titles from Crye; Saurus (above), MegaRace, and 
Dragonta/es, plus Jaguar newies: Aliens Vs Predator and Chequered Flag II 

A review-packed Testscreen section this month, including a stunn ing four 
pages on Attention To Detai l 's Cybermorph, the first fin ished game for Atari's 
Jaguar. Plus one of our h ighest rated SNES games ever, Secret Of Mana, and 
in-depth reviews of the latest for CD-i, PC Engine, Mac, PC and Mega Drive 

Jon Waldern 84 
Virtual Reality, as we all know, is more 
than just a buzzword: it's soon to be the 
biggest growth area in the videogames market. 
Edge meets the UK's own Virtual Reality pioneer, 
Dr Jon Waldern, and asks him about what his 
latest deal to build Sega Virtual Reality games will 
mean for the videogames consumer 
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Sony CD player on the way, all the hot kit at the t; 
UK's big coin-op show - Edge has all the latest � 
videogames news from around the industry 

16 Charts 

44 

What's sel l ing best worldwide, including the 
current Japanese h its on SNES and Mega Drive 

The latest and greatest in  the world of gaming. 
Edge meets the Cryo team, and rounds up the 
upcoming goodies for the Atari Jaguar 

One of the most successful companies in the 
videogames world shows its newest wares, 
Creation, Magic Carpet, and Theme Park 

Release dates 
You've read the reviews, you know what you 
want. Here's when you can expect it to appear 

Edge reviews NEC's PC Engine - one of 
the most successful consoles ever overseas -
but sti l l  seen as a cult machine in the UK 

With its fi nger right on the pulse of videogami ng, 
Edge rates the best of this month's releases, 
inc luding Cybermorph for the Atari Jaguar 

Dr Jon Waldern is head of the Virtuality Group, 
the company responsible for the new generation 
of Sega VR games. Edge finds out more 

87 Edge recruitment 
Three packed pages with all  the best jobs in the 
videogames industry. Get busy . . .  

90 Subscribe 
Don't miss out. Get Edge del ivered every month 

92 Letters 
You write, and we answer. Simple eh? 

95 Back Issues 
Second chance to get Edge one, two, and three 

96 Questions & Answers 
Edge's very own helpl ine once again attempts 
to solve all your videogame queries 

98 Over the Edge 
Next month Edge gets to work on the Atari 
Jaguar. All the kit, all the games. No messing 
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Sony enter the videogame arena, page 6 ••• Philips' Digital Video cartridge goes on sale, 

page 8 ••• Atari Jaguar launches in New York, page 9 ••• 3D steals the show at Associated 

Leisure Preview '94 page 10 ••• Alien War begins in London, page 14 ••• 

The very latest news from across the entire world of videogaming 

Sony multimedia 
machine for '94 

With Hollywood 

and the music 

industry firmly in 

its grasp, Japanese 

electronics giant 

Sony is now 

casting its steely 

eye over the 

games market ... 

With experience in TV, video, CD and Minidisc audio, LaserDisc, CO.i and electronic 
multimedia, Sony are well placed to enter the videogame market - and take it over 

B fter years of speculation and one or 
two false starts, Sony has 
announced that it is to enter the 

interactive entertainment hardware market 
in the latter half of next year. 

The global electronics giant will launch a 
CD console into the Japanese market in late 
1994 with a European launch pencilled in 
for mid-1995. It is being developed by a 
newly formed subsidiary called Sony 
Computer Entertainment <SC El, which will 
also be developing software for the format 
as well as licensing the technology to third 

party developers. 
Already the new machine is being 

thought of internally as 'one of the most 
significant hardware launches of the decade'. 

In its official announcement, Sony 
commented: 'The next generation games 
machine is expected to offer high speed, 
simultaneous movement of characters and 
high quality backgrounds together with 
powerful three-dimensional computer 
graphics. 

'In order to achieve such high quality 
images, the hardware must generate images -+ 

Project 
Un-Reality? 
Rumour has it that Silicon 
Graphics have already 
pulled out of Nintendo's 
vapourous next 
generation home system. 

Dubbed 'Project 
Reality', the much 
vaunted 64bit graphics 
engine was to be a joint 
hardware venture 
between Nintendo and 30 
graphics specialists SGI. 

A 30 coin-op is still in 
the pipeline, employing 
30 hardware developed by 
SGI, but the home system 
has hit problems. 

It appears Nintendo 
were a little premature in 
declaring the tie-up and 
SGI have since decided 
that it conflicts with their 
core business. 

A major re-think of 
Nintendo's next step is 
currently under way, 
although rumours suggest 
a more realistic cartridge 
based 32bit system has 
started development. 

Edge reckons 
Nintendo should give 
Atari a call and solve 
everybody's problems. 



Konix from 
the ashes ... 
From the ashes of the 

Konix Multisystem has 

arisen an exciting new 

CD-based machine 

offering impressive 

technical specifications. 

The new console is 

being developed by Konix 

engineers MSU in 

conjunction with TXC 

corporation, a large 

Taiwanese company. 

Scheduled for launch 

at the Las Vegas CES, the 

TXE Multisystem console 

is said to resemble a 

domestic CD player, but 

The Konix Multisystem: 
innovative, original . . .  
and totally doomed 

slightly larger and with a 

double-speed CD drive. 

At the heart of the 

system is an 80X86 

processor - probably an 

80386SX clocked at 

2SMHz - with two further 

processors sharing the 

workload, plus a custom 

CD interface. 

The first chip is a 

Blitter, which performs 

graphic manipulations 

and animation effects. 

The second is a Texas 

Instruments DSP, which 

is used to produce 16bit 

CD-quality stereo sound. 

However it can also be 

used for graphics 

processing, such as 3D 

rotation routines. An 

arithmetic logic unit in 

the DSP can multiply two 

16bit numbers to produce 

a 32bit result in two 

cycles; a 68000 takes 70 

cycles to do the same. 

Little is known about 

third party developers, 

but the first titles are said 

to include Fl6, Team 
Suzuki, Detox, Lotus 
Challenge and Robocod. 

Sony's portable CD-i unit: a token nod 
towards the standard, and another 
step nearer their own CD machine 

� in real time and the images must respond 
instantly to commands from the controls.' 

It is rumoured that the machine will 
offer the same level of performance as high­
end graphics workstations. 

A Sony insider told Edge: 'It's more 
powerful than any machine on the market or 
in development by a huge margin.' 

The feeling in the games market is that 
whatever Sony is doing has got to be a 
serious contender. The company has a 
current turnover of $34,421,707,000, 
which converts into sterling at over £20 
billion. If the firm decided to to throw its 
weight behind the machine (which it seems 
certain to do if it regards it as one of its 
most important launches of the '90s) it 
could more or less buy the games market. 

But Edge understands that the new 
format is being aimed at far broader 
applications than just gameplaying. As well 
as the ability to play audio C Ds, the capacity 
to play Digital Video movies from CD is 
almost certainly being built into the unit. 

Sony already own a vast 
multimedia empire incorporating Columbia 
Tri-Star Studios and C B S  records. More 
recently it decided to become a fully fledged 
games publisher, initiating the Sony 
Imagesoft label and acquiring software 
houses like Psygnosis. 

A well-placed Sony source explained: 
'This is the culmination of many years and 
billions of dollars of investment. The new 
machine is just the logical conclusion of 
acquisitions like Columbia and C B S.' 

It seems, then, that whilst the initial 
announcement has concentrated on the 
videogaming capabilities of the format, Sony 
is eyeing the sort of market that 3DO is 
currently trying to define rather than the one 
dominated by Nintendo and Sega. 

What it may be trying to do, in fact, is 
wrap the game, audio and video markets up 
in one machine. And as a Sony insider 
commented: '3 DO's dream of using film 

news g 

studios and record labels to create the ideal 
multimedia world is wonderful, but a little 
difficult logistically when you're trying to 
pull so many different companies together. If 
you own the movie studios and the record 
labels, it becomes much more of a reality.' 

The new CD console under 
development at Sony is not the first games 
machine built by the firm. 

A few years ago it entered into an 
agreement with Nintendo to make a machine 
called the Playstation. The idea was that the 
Playstation would run S N ES carts plus a 
new format, S N E S  C D. It would be Sony 
branded while Nintendo would produce a 
standalone S N E S  CD drive (like the Mega 
C D) under its own name. The two products 
were to be totally compatible. 

Neither project ever saw the light of day. 
It seems that Nintendo got cold feet about 
C Ds and Sony saw no point in launching its 
Playstation in isolation. 

There would certainly have been an 
outcry from existing S N  ES owners if they 
had been asked to pay for the machine they 
already owned all over again to get their 
hands on CD technology. A separate drive 
from Nintendo was crucial to the whole plan. 

But the Playstation was built and did get 
beyond the prototype stage. Apparently 200 
finished units are gathering dust in Sony 
offices around the world. 

A source within the firm told Edge that 
Sony also completed one CD title for the 
machine which was 'absolutely awesome'. 

Although the project was scrapped and 
will never reach the market, the firm is 
insistent that the Playstation was not a 
waste of time or money. Many engineers that 
developed the machine are central to the 
development of the new console and the 
Playstation experience, one source claimed, 
'proved invaluable'. 

With 3 DO, Jaguar, Nintendo, Sega, 
N E C  and now Sony all vying for a slice of 
the market, 1994 could be a very £ interesting - and expensive - year. 

When is it? 
It's the year Nintendo 
launched their new, next 
generation machine, 
promising to deliver an 
add-on mass storage 
medium with the 
capacity for amazing new 
tites. Gamers went wild 
and held their breath in 
anticipation ... 

An artist's impression of Sony's aborted Playstation. Whatever their 
new machine, you can bet it'll be matt black with high build quality 
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'[The Jaguar's tech-spec] 
is terrific, the best 1 've 
seen ••• If Nintendo said 
they'd be lau nching this at 
around £200, we'd be 
jumping through hoops 
and shouting it from the 
rooftops.' 

Gary Bracey, Software development director, Ocean Software 

'[The Jaguar] is either an 
over-specced cartridge 
machine or an under­
specced CD machine. If 
you're going to launch a CD 
machine you must be 
committed to the format and 
make it CD from day one.' 

Ian Heatherington, M D  Psygnosis 

it is ... 
1990. Nintendo's new 
Super Famicom appears 
and the gaming world 
begins the long wait for 
the Super CD-ROM. 
Three years on and 
Nintendo have dropped 
the idea of CDs, while 
confusion reigns over 
their 32/64bit machine 

CD-i gets Digital Video 
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The first run of DY 
demos feature one 
disc of the movie Top 
Gun. Generally the 
image quality is good 
(top), but fast moving 
or busy images 
(middle, bottom) 
suffer severe blocking 
and break up. Philips 
assure us that hasty 
encoding is to blame 
and that the finished 
article is of a much 
higher quality. Honest 

This unlikely looking block of metal and silicon enables CD-I machines to play films and 
FMV games directly from CD. Could It signal the end for VHS and L.aserDlscs? m hi lips' DV cartridge - which many 

see as the saviour of the system - is 
now on sale. The 2.5 Mb cartridge 

incorporates a RISC chipset that 
decompresses CD data to the M P EG 1 
standard, allowing any C D-i player to 
display full-motion video from C D. 

Initially, this means movies on two or 
three C Ds, music videos, videogames and 
educational titles incorporating full-motion 
video and, later, interactive movies. 

A licensing deal between Philips and 
Paramount means that the first batch of DV 
titles includes Top Gun, Naked Gun 2X, 
Indecent Proposal, Beverley Hills Cop, Hunt 
For Red October, Patriot Games and Star 
Trek VI - all Paramount titles. 

A new Star Trek movie is also in 
development, but this time the viewer can 
interact with the cast, changing the plotline 

and influencing the film's ending . 
At just £15.99 for a two- C D  pack, the 

DV movies represent pretty good value for 
money, but are they any good? 

There's still some debate over the picture 
quality of Digital Video. M P EG compression 
works by storing key frames in their entirety, 
and then by storing the difference between a 
key frame and subsequent frames. So, the 
picture quality depends upon the how the 
image changes during a sequence. 

On the demo discs Edge has 
encountered, this has varied from a subtle 
'heat-haze' around objects to an annoying 
mosaic effect, where the entire screen is 
broken up into blocks. Philips maintain that 
these problems can be overcome by careful 
encoding and that the movies on sale are of 
superior quality. And if they want to £ 
beat V H S, they'd better be ... 

The age of Digital 

Video is upon us. 

Philips' FMV 

cartridge and the 

first batch of DV 

movies are now 

on sale. Edge 

examines the new 

medium 



Jaguar launch 
Atari recently 

celebrated the 

(impending) 

launch of the 

Jaguar in New 

York. Edge was 

there and lived to 

tell the tale 

Neo Geo CD 
ROM for '94 
S NK is finally committing 
itself to launching 
CD-ROM hardware for its 
Neo-Geo arcade and home 
platform. It's expected 
that the system, which 
includes 7Mb of DRAM -
the largest memory of 
any home CD system -
will be launched 
worldwide in June 1994, 
starting in the arcades. A 
price for the hardware 
hasn't yet been set, but 
president, Eikichi 
Kawasaki, suggested that 
software pricing would 
undercut current console 
software prices in Japan. 
180 meg games will 
apparently cost between 
¥7,000-8,000 (£40-50). 
More news soon . . .  

delayed 

Sam (left) and Jack Tramlel pose among 
the greenery and girls while Skylar from 
Cybennorph <- p58) clutches on 
tightly to an empty Jaguar box . . .  

T o celebrate the launch of their new 
machine - and to persuade 
magazines that the Jaguar is 

actually worth talking about - Atari held a 
launch party in New York at the beginning 
of November, and flew a group of 11 
European journalists over there. Edge, 
obviously, was invited to attend. 

The launch itself was a good do: lots of 
freely flowing wine, girls attired in velvet 
catsuits crawling around the floor pawing at 
attendee's legs, and a speech from Atari 
President, Sam Tramiel. Sam assured the 
assembled crowds that Atari are going to 
back the machine by overcoming their usual 
aversion to marketing and actually 
advertising the thing. 

All were all suitably impressed despite 
not being able to see any of the promised 
dignitaries (like the mayor of New York) 
and the fact that the games expected to be 
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Highest rated: Cannon Fodder 94% 

Lowest rated: Prime Mover 22% 

ready by the release date had diminished 
from five to four - Crescent Galaxy, Raiden, 

Evolution Dino Dudes and Cybermorph, 

which comes bundled with the machine. 
Edge played on the display Jaguars and 

then tried to persuade Atari to sel I us one of 
the boxed machines. We were there, cash in 
hand, ready to pay. But was there a Jaguar 
to be had? Was there hell. New York and 
San Francisco would have to wait just a 
while longer for their shipment ... 

However, all is not bad news for Atari. 
Three more top licencees have added their 
backing to the project: Gremlin Graphics, 
Microprose and 2lst Century Entertainment. 

Gremlin already have Zoo/ 2 in 
production for Jaguar with other games 
under consideration; M icroprose will be 
using the polygon capabilities of the machine 
to convert some of their simulation software; 
and 2lst Century will no doubt do a 64bit, 
16.7 million colour pinball game. 

More delays notwithstanding, some 
10,000 units will be available in the UK 
from November 22, onsale at H MV, £ 
Virgin and Harrods. Start queueing ... 

Full-Motion Video 
cor FMV is amazing 

because i t 's  l i ke 

watc h i ng te l l y  right but 

with FMV the scenery 's  

a l l  com puter generated 

l i ke in the smarties' ad 

and the game is  l i ke 

l a i d  over the to p so the 

FMV background is 

great but i t 's  got cack 

sprites and it 's not 

rea l ly interactive come 

to th i n k  of it FMV i s  

l i ke drago n ' s  l a ir and 

who wants to p lay that 

when you can be 

watc h i ng te l l y  i nstead . . .  
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The recent UK 

coin-op show in 

London was the 

first chance for 

British arcade 

owners to see 

games like Sega's 

Virtua Fighting, 
Capcom's Super 
SF 11, and 

Namco's utterly 

stunning Super 
Sled. Edge was in 

attendance ... 

at ALP show 

The Brent Leisure stand had few games, but Namco's two biggies more than made up 
for it. Air Combat kept players enthralled with its great visuals and intricate gameplay 

B ssociated Leisure recently held their 
annual arcade preview show at the 
Novotel Hotel in Hammersmith. It 

was a chance for the British trade to have 
their first look at games like Sega's Virtua 

Fighting, Capcom's Super Street Fighter II 
and Namco's utterly stunning Cyber Sled. 

The Electrocoin stand understandably 
attracted a lot of interest. Taito's latest 
twoplayer driving game, Ground Effects, 

made its debut but had a hard time 
interesting people. That's not to say that 
Ground Effects was a bad game - far from 

it, in fact it was great. It was just that a 
certain Capcom game was casting a 
formidable shadow over Taito's effort: their 
four tournament-prepared Super Street 

Fighter II machines, to be precise. 
Capcom staff fighter Isaac Philip was 

there, willing and most definitely able to 
challenge any visitors brave enough to take 
him on. As reported in Edge two, Super 

S treet Fighter II has dropped in speed. 
Isaac explained, 'I really was surprised 

to see that the game has come down in 
speed. I'm used to the Turbo edition, but this -+ 

Street Fighter II, for 
once, was not the most 
popular beat 'em up at 
the show. Virtua 
Fighting took that 
honour - the most 
explosive, realistic and 
fun to play one-on-one 
beat 'em up ever 



Namco's Cyber Sled may 
look impressive in these 
screenshots, but it's one 
of those games that 
can't be appreciated 
until you've actually 
played it. The twoplayer 
option must be one of 
the best ever 

Deith Leisure displayed some of the latest American Laser Games. Mad God McCree 2 
was a slight improvement over the original, but Crime Patrol was far superior to both 

+-version has far more variety and more skill 
is required to finish the game. There's also a 
lot more to it, lots of hidden things.' 

Isaac wouldn't disclose what 'hidden' 
features the game had but hinted at the 
possibility of surprise endings, and 
apparently Zangief has more than his fair 
share of fighting tricks. 

Taking centre stage on the Brent Leisure 
stand was without doubt one of the most 
talked about games of the whole show -

Namco's Cyber Sled. Remember that 'tank' 
game in Combat on the old Atari VCS? 
Well, imagine you're being thrust towards 
one of the playfields in that game at lOOmph 
only to land slightly behind your tank, then 
imagine that the world you're now in is made 
up of ultra-smooth 30 polygons. Add to that 
some rather special extra weapons, a 
thumping rock base soundtrack and a 
simultaneous twoplayer option, and you'll 
have some idea as to what all the fuss at the 
show was about. 

After choosing a 'sled' from a selection 
of six, you're then literally dropped into one 
of six fields of play. Using the terrain to 
roam around, you have to make your way 
towards your opponent - using Battlezone­

type controllers - with the object being to 
blast your opponent to bits. Graphically 
Cyber Sled is great, with some stages even 
shrouded in mist and darkness - full use of 
your radar is essential for survival here. 

Namco's other game, Air Combat, 

lacked the immediate punch of Cyber Sled 

even though it used similarly structured 
graphics and game design. However, if its 4 
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it is ... 
Attention To Detail. The 
console was the Konix 
Multisystem and the 
game, The Last Ninja 2. 
A TD also helped de-bug 
the jaguar and coded 
Cybermorph which is the 
launch title. Let's hope 
their efforts are better 
rewarded this time ... 

Outrunnens debuted for 
the first time in Britain. 
With a choice of eight 
cars and 30 locations, it 
proved good fun. But 
compared with Sega's 
other games, It's already 
looking dated 

Although Alien3 - The Gun had to share a stand with Virtue Fighting, it still managed to 
entice players to grapple with Its guns. Great AllelHtyle backgrounds and sprites 

+-immediate impact was in question, its lasting 
appeal certainly wasn't. After perseverance, 
it proved to be a more involving game than 
Cyber Sled: the aerial dog fights had 

particular appeal. 
Although S uper Street Fighter II was 

popular, it was Sega's other fighting effort -
Virtua Fighting- that won over most 

beat 'em up fans. And ranking alongside 
Cyber Sled in the 'wow' department, Deith 
Leisure proudly showed it off. 

Sega hope to have the machine in the 
arcades by the time you read this, but as 
they're reputed to cost £14,000 each, don't 
expect to see one in your 'local' arcade. 
Using the same engine that's in Sega's 
Virtua Racing, it allows the use of some 

impressive 'camera' angles and smooth 
polygon routines. 

Virtua Fighting contains some of the 
most explosive and impressive fighting action 
yet seen in any videogame. Although the 
game lacks the depth of Street Fighter, 

aesthetically at least, it's far, far superior. 
After choosing your fighter from the 12 

on offer, you're placed inside a fighting ring. 
The backdrops are very simple and dull, but 
it's what goes on inside the ring that really 
catches the eye. You can win a bout by one 
of two methods: sending your opponent to 
sleep with a barrage of concussive blows, or 
even more impressive, sending your opponent 
flying out of the ring with a chillingly 
accurate attack. 

The sound effects can only be described 
as crunching. In fact they're so realistic, 
onlookers could be seen wincing throughout 
a bout. Using two attack buttons and one -+ 

The game people came from miles to -- Ridge Racer- wasn't even at the show. It 
was a mystery that even the Namco representatives wouldn't comment on . . .  

The game many people 
thought would steal the 
show, Super Street 
Fighter 2, didn't. It still 
managed to pull In the 
crowds and the staff 
fighters made having a 
go on the machine all 
the more challenging 



Using an ultnt-fast 3D road routine, Talto's twoplayer racing game, 
Ground Effect.., was by far the best driving game at the show 
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+-block button, the game - although fun - did 
seem a little limited. Still, when this 
eventually does appear, you'll find those 
alluring visuals hard to resist. 

Alien3 - The Gun, was also displayed on 
the Deith Leisure stand. Another in a long 
line of Operation Wolf variants, this one is 
probably the best of the lot. Twoplayer 
action and some astounding graphics ensured 
this was a success. 

Although the show was quite a success, it 
wasn't without its disappointments. Probably 
the biggest disappointment was the 
mysterious absence of Namco's real biggie: 
Ridge Racer. Still, there was enough there to 

please most of those who attended, and it 
proved to be a perfect prelude to the ATE I 
show - the really big event in the arcade 
calender - due to take place at Earls £ 
Court at the end of January. 

news z 

Iii Duer the wire 
A regular spot where Edge reports on bow 
technology will shape the news of the 
not-too-distant future ... 
... Reuters Newsline, 15:33, 1012/99 
via NJ Sa tLink 
In Thorpseville Louisiana today, doctors and 
programmers were fighting to save not the 
body ,  but the mind of 17-year-old Sandy 
Voigt, who was critically injured in a 
traffic accident three months ago . 
Voigt's inj uries are so extensive that 
doctors are predicting a minimum 7 3% tissue 
loss. If Voigt were to survive, he would be 
limbless, massively traumatised and unable to 
survive outside the laboratory. State-of-the­
art surgical and bioMech t echniques have 
maintained rudimentary digestive and 
circulatory functions, but doctors are more 
concerned about Voigt's s tate of mind . 
"No patient has ever experienced this degree 
of injury and tissue loss before . In our 
judgement, the psychodynamic shock on 
discovering his injuri es would kill Mr . 
Voigt.• - Surgeon General Alex vanDerMann , 
Thorpseville Medicenter . 

In an effort to prevent this discovery, 
doctors are using a hastily -adapted VR system 
to •sidestep the harsh reality• while they 
decide how best to treat the crippled Voigt . 
But Voigt has rapidly come to accept the VR 
world as reality, and now controls his 
computerised self with a skill and finesse 
which has impressed the programmers and 
worried the doctors. 

Cambridge biodynamicist Byron Renck explains: 
"The biomechanical functions of a post­
comatose patient must often be 're-l earned' 
by the brain. In this case, Mr . Voigt ' s brain 
has unwittingly substituted the oculo­
auditory input from the VR helmet for his 
normal human senses.• 

Voigt's vi rtual world covers an area of 
approximately four acres. It has buildings , 
vegetation and facsimiles of wildlife - even 
people. The VR system's technicals are 
working to increase the world ' s size and 
frequently 'visit' Voigt via their own 
headset terminals and virtual bodies. After 
suitable psych iatric pre- counselling, Voigt ' s 
parents are to be allowed to 'see' him by the 
same means. 

Opinion is divided over Sandy Voigt . Medical 
and scientific experts are keen to continue 
with the pioneering technique which, they 
claim, has already given Voigt •an infinitely 
better life than he could otherwise expect•. 
But a consortium of religious groups has 
petitioned the High Court for termination of 
the l ife support. 

Meanwhi le, the VR system's developers have 
put up 5M Eurodollars to launch a trust fund 
aimed at maintaining Voigt's BioLab and VR 
'world' for the rest of his life , and are 

believed to be negotiating terms of 
employment with him . 

... transmission ends ... 
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Alien War is being 

branded the UK's 

first 'total reality' 

ride. But 

exploring a maze 

with men in 

rubber suits 

chasing you isn't 

everyone's idea of 

a great day out ... 

Edge reports 

Sigourney Weaver, 
suitably terrified after 
her ordeal . . .  

reality' ride? 

A massive Alien Queen at the entrance to Alien War. You get to meet the whole 
family within the complex, from eggs and face huggers to full blown xenomorphs 

T he producers of Alien War, the new 
attraction at the Trocadero in 
London, have made some big 

claims. Forget Virtual Reality, this is Total 
Reality - or so ran the hype. They've 
promised a new era in public entertainment, 
a participatory experience to scare you out 
of your wits, or to put it in the words of 
American venture capitalist Charles Buggy, 
'I hope you brought a change of drawers'. 

Alien War follows on from the movie 
Alien 3. The story is that the Weyland­
Yutani Corporation have managed to get a 
face hugger back to Earth, having captured 
it for the Bio-Weapons Division. The aliens 
are being held in a Research Utility and you 
are set for a tour through the alien's life 
cycle. At the beginning of your tour, 
something goes wrong (of course) - aliens 
are on the loose and you only have 15 
minutes to escape the labyrinthine 
installation to safety. 

The experience is that of a sophisticated 
ghost train on foot. Colonial Marines drag 
and bully you through the complex, hurrying 
you past aliens and shooting at them. The 
public play themselves - civilians caught up 
in the movie. The maze itself is closely based 
on the sets from Aliens, and much of the 
scenery is taken from the original vacformed 
panels constructed at Pinewood studios. 

The Colonial Marines guides were 
selected from hundreds of applicants, and 

are a burly bunch. After an intensive two 
week training course and crewcuts, they 
really look the part. Their heavy body 
armour is made out of fibreglass from casts 
provided by Twentieth Century Fox. The 
Marines also carry huge assault rifles taken 
straight from the film, plus blank-firing 
nickel plated Barretas. The participants 
don't actually get to discharge any weaponry 
themselves - all the seriously loud fire power 
is taken care of by the Marines. 

An additional member of the group is an 
anonymous screamer, planted in your midst 
to heighten the excitement. At one point in 
the maze, a lift breaks down and the doors 
are forced open by an alien who drags the 
screamer out (assuming his comrades let him 
go, of course). The aliens within the maze 

'One of those things has gotten in 
here. Check under your seats!' your 
Colonial Marine escort advises . . .  



A typically burly Colonial Marine brandishes an assault rifle with 
attached grenade launcher, an original prop from the movie Aliens 
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appear both as models and fully mobile 
figures, again using kit supplied by 
Twentieth Century Fox. The animated 
models range from an alien head complete 
with secondary mouth and dribbling slime, to 
an unconvincing face hugger which just 
dangles from the ceiling. 

In an era where interactive 
entertainment is on the rise, what r91e will 
Alien.War actually play, seeing that it offers 
very little actual interaction beyond sliding a 
door open7 Gary Gillies, the brains behind 
the venture, thinks it has its part to play. 
' Everybody's shooting lasers around or 
sticking Virtual Reality helmets on their 
heads. We thought we'd try a completely new 
thing and do Total Reality. You're not sitting 
on your backside looking at a film - you're 
actually taking part in it.' 

But in spite of his efforts, Alien War 
feels like it lacks innovation. The effort to 
stimulate all senses falls far short: there's no 
smell inside the complex other than dry ice, 
and the sound effects have a limited range, 
including mainly sirens and a throaty rumble 
whenever an alien is about to appear. 

But was it actually scary? Sigourney 
Weaver who said she was 'personally not 
very brave' before going in, only said 'It was 
a lot of fun'' when she came out. 

And as for Edge, we reckoned being 
cooped up with a hysterical crowd in a maze 
was more scary than being chased by burly 
men in rubber alien suits. Still, thankfully 
the Edge 'drawers' remained largely £ 
unsullied throughout ... 

news I 

Datebook 
December 
Computer Shopper Show Christmas '93: T h u rsday 2nd­
S u n d ay 5th December, Grand H a l l, Olym p i a, London. 
(071-373 8141). T ickets £7 adu lts, £5 kids (cheaper 
when booked in 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: T h u rsday 6th­
S u n d ay 9th J a n u a ry, The Show Centre, Las Vegas, Nevada 
USA orga n ised by Consumer El ectro n ics Gro u p  of 
Electron ics Industries Assoc i ation. (0101 202-457 8700). 
Former trade-on ly event is now open to pub l ic. 
ATEI: J a n u a ry 25th-27th, Earls Cou rt, London. Contact 
BACTA, Regents Wharf, 6 A l l  Sa i nts Street, London (071 
713 0302), Trade show on ly. 

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

March 
AOU Show, M a rch 2nd-3rd. J a pan Convention Centre, 
M a k u h a ri Messe, 2-M a kabe C h i ba-sh i ,  C h i ba, To kyo (010 
81-3-866-9371) 
ACME show. M a rch 17th-19th. O'H a re Exposit ion Center, 
Ch icago, US. For fu rther deta i l s  c a l l  0101-708-333-9292. 

April 
International Computer Show: Frid ay 22nd Apri l -S u n d ay 
24th, We mbley Exh i b it ion H a 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 re n  under  10 £5. Advance ticket d i scou nt. 
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Frontier: Elite II Amiga Super Mario All Stars Super NES Mortal Kombat Mega Drive 
Batman Returns Mega CD Prime Goal Super Famicom (Japan) Street Fighter II 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 Frontier: Elite II 

Gametek (£30) 

2 Hired Guns Psygnosis (£35) 

3 Championship Manager '93 

Domark (£26) 

4 Premier Manager 2 

Gremlin Graphics (£26) 

5 Space Hulk EA (£35) 

6 Premier Manager 

Gremlin Graphics (£26) 

7 Sensible Soccer '92/'93 

Renegade/Mindscape (£26) 

8 Graham Taylor 

Soccer Challenge Buzz (£10) 

9 Goal! Virgin (£31) 

10 Project X Team 17 (£13) 

Despite being a real slowcoach on the standard 
ASOO, Frontier enters at the top spot 

Six of the top ten Amiga games this month 
are soccer games, which suggests that the 
Amiga software market is stuck in  a rut. 
Elite II flounces its way to number one, but 
is hamstrung by the speed of the Amiga, 
compared to the rapid PC version. 

Super NES 

What can we 
say about Super 
Mario All Stars 
that hasn't been 
said already? 
Instant legend: 
go and buy It 
this very Instant 

10 Starwing Nintendo (£50) 

9 Krusty's Super Fun House 

Acclaim (£45) 

8 Super Star Wars JVC (£50) 

7 Kevin Keegan's Player 

Manager lmagineer (£48) 

6 Super Kick Off 
lmagineer (£48) 

5 Mario Kart Nintendo (£40) 

4 Striker Elite (£45) 

3 Mortal Kombat Acclaim (£60) 

2 Street Fighter II Turbo 

Capcom (£60) 

1 Mario All Stars Nintendo (£50) 

Mega Drive 

1 Mortal Kombat 

Acclaim (£50) 

2 Street Fighter II Champ 

Edition Sega (£60) 

3 Jungle Strike EA (£45) 

4 Micro Machines 

Code Masters (£35) 

5 Aladdin Sega (£50) 

6 Ultimate Soccer Sega (£45) 

7 Sonic The Hedgehog 2 

Sega (£40) 

8 PGA Tour Golf EA (£40) 

9 NHLPA Hockey 1994 EA (£45) 

10 Jurassic Park Sega (£50) 

Mega CD 
1 Batman Returns 

Konami (£50) 

2 Night Trap 

Digital Picture (£50) 

3 Final Fight Capcom (£45) 

4 Road Avenger 

Renovation (£40) 

5 Sherlock Holmes Sega (£45) 

6 Jaguar XJ220 

Core Design (£45) 

7 Prince Of Persia JVC (£45) 

8 Afterburner Ill Sega (£40) 

9 Wolfchild Sega (£40) 

10 Black Hole Assault Sega (£40) 

Batman Retums on the Mega CD - even 
though he'd never been away In the first place 

The same old M-CD titles inhabit the top 
ten - very few of which deserve the 
accolade. But expect al l  this to change next 
month when Thunderhawk should fly 
straight to the top. 

MD Mortal Kombat - not a patch on SRI but 
everyone bought It just the same ••• 



SFC Oapan) 

SNES Prime Goal appears from nowhere to 
put one In the back of the net, so to speak 

Namco's J -League soccer s imulator sneaks 
in past Super Mario Collection to take the top 
slot. The Japanese, if you didn't know, are 
soccer mad. It's actually surprising that 
Super Mario has done that wel l ,  s ince the 
Japanese have seen all four  games on the 
N ES at one time or another - inc luding the 
UK/US SMB2 which was Doki Doki Panic. 

1 Prime Goal 

Namco (¥8500) 

2 Super Mario Collection 

Nintendo (¥9800) 

3 Mario And Wario 

Nintendo (¥6800) 

4 Winning Post Koei (¥12800) 

5 Seiken Densetsu 2 

Square Soft (¥9800) 

6 Suzuka Eight Hours 

Namco (¥8800) 

7 Sailor Moon Angel (¥9800) 

8 Torneco's Great Adventure 

Chun Soft (¥9600) 

9 Street Fighter II 
Capcom (¥9980) 

10 Super Bomberman 

Hudson Soft (¥7800) 

Day Of The T entac/e 
sti l l  reigns supreme 
in  the CD charts, 
but given the 
wealth of stunn ing 
new titles on their 
way, th is s ituation 
should soon change. 
Be on the look out 

l for titles l ike Rebel 
Assault, Saurus, 
Wo/fPack and 
MegaRace - to 
name but a few . . .  

MD Oapan) 
1 Street Fighter II 

Capcom (¥9800) 

2 Silpheed GameArts (¥8800) 

3 Rocket Knight Adventures 

Konami (¥8800) 

4 Shining Force 2 Sega (¥8800) 

5 3x3 Eyes Sega (¥8800) 

6 Gunstar Heroes Sega (¥8800) 

7 Ecco The Dolphin 

Sega (¥8800) 

8 Keio Flying Squadron 

JVC (¥8800) 

9 Jurassic Park Sega (¥8800) 

10 Puyo Puyo Sega (¥4800) 

Street Fl/lhffff" II tops the Japanese MD 
chart. And why not? It's flamln' great ... 

PC CD-ROM 
1 Day Of The Tentacle 

US Gold (£46) 

2 Dune Virgin (£50) 

3 The 7th Guest Virgin (£70) 

4 Dracula Unleashed 

Mindscape (£50) 

5 Return To Zork Activision (£50) 

6 Sherlock Holmes 

Mindscape (£40) 

7 Kings Quest 6 
Sierra On-line (£50) 

8 Great Naval Battles 

US Gold (£45) 

9 Space Shuttle 

Mindscape (£40) 

10 Eric The Unready 

Accolade (£35) 

news i 

PC 

You can't keep a good flight sim down. The 
grandaddy of them all is back at no. 1 

As the PC's appeal broadens so does the 
variety of titles in  the top ten. Sadly, this 
variety extends to a certain dismal beat 
'em up (which shall remain nameless). Be 
warned: avoid this turkey! 

10 Links - the Challenge 

Of Golf Kixx (£17) 

9 X·Wing US Gold (£46) 

8 Zool Gremlin Graphics (£35) 

7 Privateer (Speech Park) 

EA (£20) 

6 Populous & Promised Lands 

Hit Squad (£15) 

5 Kasparov's Gambit EA (£45) 

4 Street Fighter II 
US Gold (£30) 

3 Wing Commander: 

Privateer EA (£50) 

2 Frontier: Elite 2 Gametek (£40 

1 Microsoft Flight Simulator 
Microsoft (£40) 

Most Wanted 
After the brilliant Crash 'n Burn, 
Crystal Dynamics now have a loyal 

following. Total Eclipse is the most 
wanted this month, with Elite's Power 
Slide coming a close second. Send 
your 'most wanted' lists to Edge, 30 
Monmouth Street, Bath, Avon BAI 
2BW. All lists gratefully received. 

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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p r e s c r e e n 

Demolition 
Blad e ru n n e r  m e ets T2 

i n  Stal l o n e 's n ew actio n  

fl i c k  - a n d  t h e  3 00 

'� 
"'' • 1 .r. . . ' 

� ... : 
CD storage allows room 
for lots of scene-setting 
graphics - like Sly's 
mean 'n' moody stare 

Following 
Terminator 
2, it's a 
futuristic 
shootout, 
and like 
the T2 
coin-op, 
Demolition 
Man is an 
Opel'ation 
Wolf clone 

Format:  300 M ani s n 't far beh i n d  . . .  

Pub l isher :  Virgin 

Deve loper: I n-house 

Release date : Apri l 93 ( US) 

Size :  1 CD 

Origi n :  US m esc r i bed b y  B a r ry 
N o rman on F i l m  ' 9 3  
a s  so meth i n g  that 
wou l d  ' m ake a bette r 
c o m p uter game than a 
m o v i e ' ,  D e m o l i t i o n  

M an i s  t h i s  yea r ' s  b i g  sc i -f i  act i o n  
f l i c k .  F o l l ow i n g  i n  t h e  ste ps o f  
Term i n ator  2 ,  i t ' s  a futu r i st i c  one-on­
o n e  s h o otout,  and  l i ke the T 2  c o i n - o p ,  
Demolition M a n  i s  a n  O p  Wolf c l o n e .  

Deve l oped a l o n g s i d e  the m o v i e  
p r o d u ct i o n ,  footage of S y l vester 
S ta l l o ne and Wes ley  S n i pes was 
gene rated by v i d e o i n g  them ag a i n st 
g reenscree n ,  i so l at i n g  the i m ag e  a n d  
then c l ea n i n g  them u p  o n  an A p p l e  
M ac ,  f r a m e  by f r a m e .  V i rg i n  a l s o  h a d  
access to s o u n d  effects a n d  d i a l og u e  
f r o m  t h e  f i l m ,  e n ab l i n g  t h e m  to make 

fu l l  use of the C D  aud i o .  
I g n o r i n g  what l i tt l e  p l ot there i s ,  

cop J o h n  S partan ( Sta l l o n e )  i s  o n  the 
tra i l of bad guy S i m o n  P h o e n i x  
( S n i pe s ) .  The g a m e  segues f r o m  sce ne 
to scene us ing  f i l m  c l i ps and  
pre-re n d e red bac k g r o u n d s  st reamed 
off C D . A stat i c  screen then appears at 
w h i c h  p o i nt you  take c o ntro l of 
S pa rtan and d i rect h i s  f i re .  O nce the 
screen i s  c l eared of bad d i e s ,  the act i o n  
m oves to another l ocat i o n .  

O kay,  so t h e  g a m e p l a y ' s  hard l y  
state of t h e  a r t ,  b u t  t h e  v i s u a l s  are 
very effective and from what 
Edge h as seen i t ' s  at l e ast a £ 
s l i c k ,  sty I i s h  act i o n -fest. 

The bulk of the action takes place against static backdrops (above and top). Actors 
were filmed against greenscreen, isolated, cleaned up and turned into sprites 

Shots of Stallone in 
suitably heroic poses are 
overlaid on pre-rendered 
3D backgrounds to link 
the action scenes. Clips 
of the movie are also 
stored on CD 
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The 

Saurus is the smallscreen equivalent of 
Jurassic Park, with thousands of frames of 
30 rendered dino-mayhem 

game 
The argument that C D- R O M  just isn 't interactive 

could we ll be quashed by French coders , Cr yo .  

With their new C D- R O M  tit les , they 're proving 

that gra phics are ever ything . Edge exp lores 

��:��:;st 

synonymous with 
CD-ROM 
development. Their 
three latest titles -

Saurus, Dragontales, and cover star 
MegaRace - al l  use simi lar systems of 
bolting gameplay onto pre-rendered 
graphics streamed off CD - and if 
noth ing else, they all look gorgeous. 

Once allegiances with the gentle herbivores are formed, the player 
has a useful mode of transport between his bases 

Saurus contains some of the most 
enigmatic images Edge has seen for a 
whi le. This PC CD-ROM title is set in 
a land of legend, where humans and 
dinosaurs co-exist. The story fol lows 
your  character's efforts to form 



p r e s c r e e n i 

Dragontale• plunge• the player Into the familiar world of dungeons, mazes and spellcastlng. Fast becoming de rigeur in adventure games, all the 
scenery Is pre-rendered and stored on CD. However, Cryo are Intent on realising everything this way - Including all the characters you meet 

al legiances with peacefu l herbivores 
l ike the Diplodocus, in order to do 
battle with the violent meateaters: 
Tyrannosaurus Rex and co. 

Jean-Martial Lefranc, founder 
member of the SO-strong Cryo team, 
expands: 'You fi rst have to discover 
what your destiny is; then you must 
find out how to make the good 
dinosaurs ally with you. Then you go 
and fight against the bad dinosaurs. 

' It's an adventure game in a 
rendered environment, but you are 
able to move around this 
environment, meet characters and 
interact with them. It's a point and 
cl ick interface: it's different but it's 
going to have the look and feel of The 

7th Guest. The big cinematic scenes 
are included as part of the scenario.' 

These cinematic sequences 
should be the game's major lure. Since 
August of last year, a ten-man team 
has been model l ing and animating 
dinosaurs in Autodesk's 30 Studio. 
One sequence can take as long as 48 
hours to render and there are about 
SO rendered sequences, each lasting 
between five and 20 seconds apiece at 

24 frames per second. With around 
1 8,000 frames, it's no surprise that 

Jean th inks the 'CD is completely fu l l ! '  
With the appearance of  the 

movie J u rassic Park - which Jean 
admits will help the marketing of 
Saurus - Silicon Graphics workstations 
have been al l  the rage. 'We have some 
Si l icon Graphics machines al ready,' 
says Jean, 'but the real issue in using 
SG machines is the defin ition you 
want to end up with. I think it's 
useless using Si l icon Graphics to do 
VGA images, but as the new consoles 
approach broadcast definition it starts 
making sense.' 

Saurus goes on sale in the Spring 
of '94 and is publ ished by Virgin. 

Cryo's second project i s  
an  RPG in the Dungeons & Dragons 
mould, being developed for Mindscape 
on PC CD-ROM. One could be 
forgiven for th inking this an 
oversubscribed genre, but Jean is 
confident that this game is d ifferent. 

'The main innovation in  
Dragonta/es is that you're going to be 

Since 
August of 
last year, 
a ten-man 
team has 
been 
modelling 
and 
animating 
dinosaurs 

All these Images from Dragontale• were produced using 3D Studio on the PC, and make the scenery in The 7th Gue.t look like it was done on 
Marlo Paint. Of course, rendering stills is a doddle; making them move fluidly within a game structure Is another carton of worms entirely 
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p r e s c r e e n 

The beauty of using CD-ROM to store the tracks for MegaRace is that you can do what you like. Unfettered by the 
restrictions of 3D polygons, your racetrack can be In the middle of a neon city (top) or in an asteroid belt (above) 

able to interact realtime with 3D 
generated characters in a 3D 
generated environment,' he explains. 
'The backgrounds and characters are 
al l  rendered; they are qu ite detai led. 
The issue here was to develop a 
zooming system that al lows you to 
interact with the characters - we've 
produced images of the characters as 
seen from various points of view.' 

Dragonta/es should be dropping 
jaws when it h its PCs in the new year. 

Destined for PC-CD ROM. 
3DO and Mega CD, MegaRace is 
possibly Cryo's most techn ically 
proficient product. Jean explains, 'The 
idea of the game was that the 
racetrack and surrounding scenery 
was rendered, and that the cars are 
put on as sprites. The big technical 
trick is to have the sprite fol low the 
rendered track as you play, and 
getting the car to go away from you 
or getting closer, as you race. 

The main problem Cryo encountered with MegaRace is the sheer volume of sprites needed to realistically portray the player's car, and all the other 
cars on the course. There are a number of different vehicles at your disposal, each one with different handling characteristics - and dashboard 



p r e s c r e e n i 

'The big 
technical 
trick is to 
have the 
sprite 
follow the 
rendered 
track as 
you play' 

MegaRace o n  3DO should certainly give Crash 'n Burn a run for its money. The extra colours afforded the Panasonic 
machine certainly make a difference; and the beauty of CD means designers don't have to skimp on scenery . . .  

While some Interactivity 
might be lost in using a 
CD-ROM system, you 
can certainly show 
things that no home 
machine could handle in 
polygons. The next 
closest thing to this is 
actually being there . . .  

Like Silpheed or Kether, the 
scenery always remains the same -
but Cryo have managed to 
incorporate a h igh degree of 
interactivity into what is essential ly a 
non-interactive system. 

'You have to store the relative 
position of the car to the track, 
because the track actual ly interacts 
with the car,' attests Jean. 'What 
happens is that track contains zones 
that affect your car: you can get 
booster points, a weapons point, a 
braking point, and the car even spins 
when you cross a certain zone. The 
bulk of the game code enables the 
sprite car to interact with the 
pre-calculated background. '  

And, of course, speed is of the 
essence: the program cleverly 
increases or decreases the number of 
frames displayed per second to give 
the impression of acceleration or 
deceleration, accordingly. 

Difficult as this may sound, Jean 
maintains that the car is the more 
techn ical ly difficult element: 'Because 
the car is seen from lots of d ifferent 
angles, you have to hold lots of 
d ifferent sprites in memory. That 
takes up the most RAM space, so 
we've had to find a tool that would 
provide very effective compression of 
each frame.' 

There are 1 7  tracks in MegaRace 

(plus a few hidden ones) and a single 
lap can take anyth ing from 20 to 60 
seconds. To keep the scenery shifting 
at a decent rate, image compression 
squeezed each frame down to just SK. 

Given that MegaRace is 3DO 
bound, comparisons between it and 
Crash 'n Bum are inevitable. ' I  th ink 
MegaRace's graphics are going to be a 
lot better,' says Jean. 'The gameplay is 
going to be a lot deeper, and I th ink 
the acting on the video wi l l  be a 
whole lot better, although we haven't 
got the same amount of budget £ 
to spend on so many wigs ! '  

A scene-setting shot of 
one of MegaRace's 17 
tortuous tracks 

A glorious option screen hom the 3DO version. The main difference is 
colours: the PC version Is 256 while 3DO can handle 24bit colour 
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R-Type wouldn't be R·Type 
without a squirmy level 
full of wriggly, vaguely 
amphibian aliens (above). 
Reach the end and It's 
killer sperm time (right) 

Format: Super NES 

Pub l i sher :  l rem 

Deve loper :  In-house 

Release date : Dec (Japan) 

Size :  16 Mbit 

Origi n :  Japan 

ent i o n  the name ! re m  
to m o st g a m e r s ,  a n d  
they' l l  re p l y  ' R -Type ' .  
T h e i r  g ro u n d-break i n g  
1 9 8 7  c o i n-op became 
an i nstant c l as s i c  and 

paved the way for a new b reed of 
g raph i ca l l y  o utsta n d i n g  s h o ot 'em u p s .  

R- Type appeared o n  m ost h o m e  
formats - i n c l u d i ng a neve r-bette red 
vers i o n  o n  the PC E n g i ne - and was 
seq u e l  led in 1 9 9 0 .  H oweve r ,  t h i n g s  
t o o k  someth i n g  o f  a d owntu r n  w i t h  the 
S N E S game, S uper R- Type. A m i xt u re 
of R- Type I and II, the game was 

The 
Th i rd 
Lightn ing 

Edge takes u p  arms agai n st the evi l 

Bydo Empire i n  the th i rd i n stal l ment of 

l rem's classic deep space saga . . .  

A new Ingredient in the R-Type recipe is this diagonally scrolling 
section. Intelligent use of The Force Is needed to protect and survive 

p l ag u e d  by s l owdown and frustrat i n g  
restart p o i nts. It was st i 1 1  successfu I 
but fa i l ed  to make any c o n ve rts. 

W ith R- Type III, ! re m  h ave cut 
down the s i ze and c o m p l e x ity of the 
Bydonese bad d ies  - red u c i n g  
s l ow-down to a m i n i m u m  - a n d  h ave 
restructu red the t i t l e  so that i t ' s  l ess 
frustrat i n g  to p l ay .  The prog rammers 
h ave a lso d i scovered the wonders of  
M ode 7 ,  us ing it to d i s p l ay rotat i n g  
l eve l s  and bosses that z o o m  i nto a n d  
out  of the sc ree n .  

G am e p l ay reta i n s  a l l t h e  c l ass ic  
R- Type e l e ments :  otherwo r l d l y  
g r ap h i c s ,  l eve l g u ar d i a n s  a n d  the 
u n m i stakab l e  R-9 s h i p ,  c o m p l ete with 
u p g radeab l e  weapo n s  and F o rce s h i e l d  
- t h e  trademark s p h e re that s i t s  o n  the 
front o r  rear of the s h i p .  

I n  t h i s  th i rd out i n g ,  t h e  R-9 has 



Having survived the giant 
crusher (right) you are faced 
with this Mode 7 monster. 
Avoiding the circling blobs, 
the spinning creature and 
Its laser fire Is well hard 

---
- ---,. - . � ----

For R·Type Ill, lrem's 
designers have 
Incorporated three 
different 'Force' 
shields (top to bottom). 
Here the first weapon 
pick-up Is discharged in 
a variety of ways 

p r e s c r e e n i 

Removing 
the slow­
down, 
lrem have 
reduced 
the impact 
- there's a 
certain 
weediness 
to it all 
now . . .  

Moments before these walls of metal come crushing together, a circle of light blinks 
In the background showing you where to park your ship. Miss it and it's certain death 

been u p g raded so it can carry d i ffe rent 
F o rces.  T h e re are th ree types 
se l ectab l e  at the start of the g a m e ,  
d i ffe r i n g  i n  aesthet ics and i n  the way 
that power- u p s  are ut i l ised , with 
var ied weapon b l asts o r  l aser bo lts .  

As with prev i o u s  games,  the F o rce 
i s  i m p o rtant tacti c a l l y  because it both 
acts as a s h i e l d  and a l s o  d i rects the 
b u l k  of your f i repower.  C e rta i n  areas 
req u i re that it be attached to e ither  the 
front o r  back of the R-9 - and the 
p o i nt at w h i c h  you h ave to ' c h a n g e  
e n d s '  i s  u s ua l l y  i n  a conf ined  space , 
w h i c h  adds to the c h a l l e n g e .  

S uper R - Type's two-stage powe r - u p  
i s  sti l l  i n  ev idence ,  w h e re h o l d i n g  d o w n  
o n  the f i re button charges u p  the s h i p ' s  
b l aste r ;  re l ease t h e  button a n d  a p l u m e  
of f i repower h u rt l es across t h e  sc ree n .  
H o l d  down t h e  b utto n f o r  l o n g e r  and 
the second-stage meter  f l ashes i n  
p reparat i o n  for a n  even b i g g e r  wave of 
seeth i n g ,  wh ite-hot p l as m a  energy .  

Of c o u rse ,  wh i l e y o u ' re s i tt i n g  
a r o u n d  f o r  t h e  power meter to h i t  
m a x ,  y o u r  te mporar i l y  i m potent s h i p  i s  
someth i n g  o f  a s i tt i n g  d u c k  . . .  

In rem ovi n g  
the cause of the 

s l ow-d own , ! re m  h ave a l so red u ced the 
i m pact of the game. There's a certa i n  
weed i ness about it a l  I n o w :  bosses a l  I 
f it  easi l y  with i n  a s i n g l e  scree n ,  and  
m i d- l eve l bad d i es are i n d ist i n g u ishab l e  
from r u n-of-the-m i l l  can n o n  fodder .  

Even the M ode 7 stages are l ess of  
an event - in  fact, they u s u a l l y  
i nte r r u pt t h e  f l ow o f  t h e  act i o n ,  
m a k i n g  y o u  s i t  a r o u n d  unt i l i t ' s  

f i n i shed d o i n g  i t s  rotat i n g  a n d  sca l i n g  
before l ett i n g  y o u  c o nt i n ue t h e  batt l e .  

A n d  R - Type III h a s  d o n e  away with 
d i ff i c u l ty leve l s ,  so to prog ress yo u ' l l  
h ave to meet the c h a  I l e n g e  o n  offe r .  
T h e  J apanese vers i o n  i s  avai l a b l e  o n  
i m p o rt n o w  w i t h  a U I< re l ease £ 
p l an n e d  for ear l y  1 9 9 4 .  

Early o n  you find yourself hurtling through alien constructions (above 
and top); like most R·Type scenery, it's meaningless but very smart 
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Paying smallscreen homage to Sega's 
phenomenally popular Virtua Racing, the 
tentatively-titled Chequered Flag II 

Rebellion 
o tware 

The external views are by far the most appealing aspect of Chequered 
Flag II. Pressing a button zooms you out from behind the car 

f Atari's Jaguar takes 
off, Oxford-based 
developers, 
Rebel l ion, wi l l  be 
one of several teams 
pinning their hopes 

on a rosy future for the machine. 
After attending a conference 

around a year ago, where Atari 
dangled the Jaguar's tempting specs in 
the faces of various developers, the 
nine man outfit was commissioned for 
two games - a polygon-based driving 
game, Chequered Flag II, and a 
firstperson perspective 
adventure/shoot 'em up based on the 
Aliens vs Predator l icence. 

Edge asked Rebel l ion's creative 

As Atari 's  

licencees 

start to crawl 

out of h id i ng ,  

Edge vis i ted 

Oxford-based 

develo pers , 

Re bell ion , for 

a look at two 

new t i tles . . .  



p r e s c r e e n i 

A selection of shots from Chequered Flag II shows the different perspectives available. The in-car viewpoint (top right) keeps those driver's hands 
firmly in view - they're just polygons like all the other graphics in the game. As far as smoothness goes, though, there's still work to be done 

'The 
Jaguar's 
superb, 
and so 
much a 
step up 
from 
previous 
consoles. ' 

di rector, Jason Kingsley, about the 
console and its potential. ' It's superb, 
and so much of a step up from 
previous consoles. Even comparisons 
with PCs are favourable. I 'd say, that 
speed-wise in 256 colours, a 486 DX2 
(66MHz) PC wi l l  just about match the 
performance of the Jaguar. But then 
the Jaguar will probably be able to 

') lf'N 
..... 

- ] �))>m -·�� 
fl!I'_ r'._.., 

Note how the driver's arms animate 
as he turns the wheel. It's a nice 
effect that works well 

offer the same speed in 1 6  or 24bit 
colour. Of course, there are always 
things you'd l ike to be changed with a 
new system, but that's going to be the 
same with every system ever released. 
For the foreseeable futu re, this is a 
great platform to work on. '  

Aliens vs Predator, the more 
complete of Rebel l ion's two games, 
looks s l ick, boasting texture-mapped 
30 corridors and smooth scrol l ing. 
However the graphics weren't 
created in the usual way. Instead of 
being drawn on the screen in the 

traditional manner, Rebel l ion opted 
for model-making techniques, 
constructing smal l  panels to make up 
the wal ls ,  floor and cei l ings, and using 
latex models for many of the sprites. 
These were then photographed and 
d igitised for incl usion in the game. 
'Funn i ly enough,' Jason adds, 'we 
thought the process wou ld take 
longer than drawing everything, but it 
actual ly worked out quicker. 

'We also dressed someone up in 
the actual costume that Hicks wore in 
the Al iens movie and then 
photographed and digitised him for a 
sequence of animations. Of course, a l l  
these graphics eat up a lot of space, 
and even with the Jaguar's 

Rebellion maintain that, despite the simple polygons, the graphics here 
are just as technically advanced as those in Aliens vs Predator 

"' 
3 .. 

ao. "' N 
:::> CD 

2 7  



Q) 

c 

N "' 
'0.0 .. 
E 

... 

I 

28 

p r e s c r e e n  

The most Impressive aspect of Aliens vs Predator is the way you see through the windows and doors into the other 
rooms. The whole environment is texture-mapped, and when you see it move It's pretty damn Impressive too 

compression, we're restricted more 
than we'd l ike to be. We're working 
on 2Mb cartridges for the first two 
games, and you sti l l  can't put a lot of 
1 6  or 24bit colour bitmaps into such 
l ittle space.' 

The static screens in the game use 
24bit colour - over 1 6  mi l l ion colours 
- whi le the bu lk of the game uses 
I 6bit colour which displays around 

65,000 colours onscreen. 
The game is essential ly a 30  shoot 

Much further down the road is Dungeon, the 
working title for a firstperson adventure 

'em up with strategic 
overtones set in a 

space station. There 
are seven levels, and 

you start on the 
central level, 
making your  
way either to 
the top floor 

where the 
Predator ship has 
docked, or 

down to the 
lowest level, 

where the 
Alien ship 

l ies .  It 's your  
choice, and 

you can take control 
of one of three 
characters - either an 
Alien, the Predator, 

or a Colonial Marine. Playing a Marine, 
your  objective is to rescue your  
troops and, obvious ly, get rid o f  a l l  
the al iens and predators. Playing an 
al ien or predator involves taking out 
the opponent's ship whi le col lecting as 
many dead Marines as possib le! 

At the time of our visit, the game 
was a few weeks from completion and 
looked extremely good. A lot of 
thought has gone into the layout of 
the station - offering players mu ltiple 
routes and lots of secret locations to 
d iscover. The 30  scrol l ing was fast 
and smooth - currently running at 
between 1 2  and 1 5  frames per 
second. And while this isn't qu ite as 
smooth as some of the newer OX2 
RPGs, the level of detail and depth of 
vision more than make up for it. 

The only thing that was missing at 
the time of the visit were the I 6bit 
samples, also being handled in-house. 
When compared to Activision's sad 
AVP beat 'em up for the SNES, this 
looks l ike being the first game to do 
justice to the l icence. 

Rebel l ion's other project in 
development, currently codenamed 
Chequered Flag II, is less impressive 
however. Some aspects of the game 
are great - particu larly the look of the 
depth-cued graphics and the choice of 
perspectives. By using plain polygons, 

'The 
Jaguar's 
power has 
tru ly great 
potential 
for 
detailed 
real-time 
3D 
scenes. ' 



p re s c r e e n I 

Each character has his own onscreen interface. Top left: A Colonial Marine takes on an alien face to face. Top centre: Open spaces give a much 
wider perspective. Top right: Even in the distance, the detailed texture-mapped writing is clear to read. Bottom left: Inside the head of the Predator 
looking through a doorway. Centre: A Colonial Marine awaits to exit a lift bay. Bottom right: Inside the Alien and with a Predator clearly In view 

A model skeleton and 
a preliminary sketch. 
Both from Dungeon 

the game tries to emu late Virtua 

Racing - which is no bad thing in itself 
- but Edge reckoned the car was 
decidedly tricky to handle and the 
s l ightly s luggish frame rate spoils the 
3D effect. To be fai r, the developers 
said there's sti l l  a fair amount of work 
to do, and they're recoding an 
important part of the polygon routine 
which should push the frame rate up 
significantly. The width of the track 
wi l l  increase too - something that 
needs to be done if the comparisons 
with Virtua Racing are to be borne out. 

There are two other projects 
in the pipel ine at Rebe l l ion, but both 
are sti l l  in the early design stage. The 
first, a 3D dungeon game using the 
Aliens vs Predator graphic engine, wi l l  
be in the mould of the Ultimo 
Underworld games inc luding skeletons 
- again d igitised from models - and a l l  
manner of typical fantasy creatures. 

The other game's a combat flight 
s imu lator set in a futuristic 
Cyberpunk-style city. The intention is 
to create a Bladerunner-esque 
environment, inc lud ing effects l ike 
smog and neon l ights. 

'The thing about the Jaguar,' Jason 
reckons, ' is that its power has truly 
great potential for detai led real-time 
3 D  environments. We're real ly 
pushing to make the games as 
interactive as possible. ' Edge only 

wishes more developers wou ld do the 
same. Expect both games to 
appear for the Jaguar sometime £ 
around January. 

Credits 
Creative Director: J ason Kings l ey 

Programmer (AVP): M i ke Beaton 

Programmer: Andrew Wh ittaker 

Programmer ( CF/I):  Rob D i b ley 

Graphics: Toby H a rrison-Banfie ld  

Graphics: Stua rt Wi lson 

Graphics ( CF/I): J u st in  Rey 

Sound: C h ri s  Ki ngs ley 

Even the eggs were 
modelled In latex before 
being photographed and 
fully digitised 
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With the luxury of CD storage, Captive II includes animated scenes. 
This is one of the droids who, you hope, is going to save your neck 

With 
650Mb 
at its 
disposal 
Captive II 
should be 
even 
bigger 
than its 
vast 
namesake 

Format:  Amiga CD32 

Pub l isher :  Mindscape 

Deve loper :  Tony Crowther 

Release date : Jan '94 
Size :  1 CD 

Origi n :  UK 

he o r i g i n a l  Captive 

caused someth i n g  of a 
st i r  bac k  i n  1 9 9 1 .  It  
was a b l atant r i p-off of 
Dungeon Master, but 
no-one  cou l d  deny that 

it took the g e n re seve ral  steps forward.  
N ow,  2 �  yea r ' s  l ater ,  Tony 

C rowther h as re p r i sed h i s  game for the 
C D32  u s i n g  CD storage to bo lt  o n  
s l i c k e r  p resentat i o n  a n d ,  m o re 
i m p o rtant l y ,  he ut i l i ses the extra 
power and c o l o u r  of the C D 3 2 ' s  A G A  

Of course, i f  open debate fails, you can always 
rely on a hefty blast from your variety of weapons 

I Liberation 

The new, texture-mapped game world 
is a far cry from the original Captive 

c h i pset to texture-map the 3 D  sce nery.  
L i ke its p redecess o r ,  Captive II 

p l aces you i n  charge of a q u artet of 
d r o i d s  who you can contro l 
i n d i v i d u a l l y :  o n l y  with the i r  ass i stance 
can y o u  g u arantee your freed o m .  

T h i s  t i m e  the d r o i d s  a r e  so m u c h  
m o re soph i st i cate d ,  a b l e  to carry a 
var i ety of heavy weap o n ry and ite m s ,  
and can i n d i v i d u a l l y  i nteract with 
other c h aracte rs that they meet.  

A n d  with 6 5 0 M b  at its d i s posa l ,  
Captive I I  s h o u l d  b e  even b i g g e r  £ 
than its vast namesake.  

CD32  own e rs 

h ave had l ittl e  

t o  s h o ut 

abo ut.  Edge 

takes contro l  

o f  the gam e  

that's set to 

change a l l  

that . . .  

Here the full wealth of controls is apparent. Inventories, maps, energy 
levels . . .  and even the other droid's viewpoint (see pie on left) 
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Uke Microcosm, 
Scavenger 4 is full of 
great cut scenes. But, 
unlike Microcosm, 
there's a bit of real 
gameplay too . . .  

Scavenge r 

The first level takes place on a volcanic 
planet. The fiery effects are quite 
staggering, as is the level of detail 

Format:  FM Towns Marty 

Pub l i sher :  Psygnosis 

Deve loper :  In-house 

Release date : TBA 

Size :  1 CD 

Origi n :  UK 

syg n o s i s  were o n e  of 
the f i rst B r i t i sh  
c o m p a n i e s  to fu I l y  
rea l ise  t h e  advantages 
of prod u c i n g  software 
o n  C D . T h e i r  f i rst 

effort - M icrocosm on the M a rty -
was e n c o u rag i n g ,  but sad l y  suffered 
from the ' a l l show and n o  g o '  
syndrome.  W i th Sca venger 4,  

A volcanic valley, and your first 
encounter with the enemy 

P syg n o s i s  are h o p i n g  to show the 
w o r l d  that a game of real  q u a l ity can 
be nest l e d  beneath a l av i s h  rendered 
g r ap h i c  exte r i o r .  

W e l l ,  pred i ctab l y ,  Sca venger' s g ot 
al I the s p l e n d i d  rendered v i s u a l s  of 
M icrocosm for starte rs.  The 
l an d scapes that you f l y  over are very 
i m p ress ive :  s m o oth , c o l o u rfu l ,  and  
above a l  I o r i g i n a l  - some of the 
p l anets even h ave f i re e r u pt i n g  t h r o u g h  

the i r  s u rface .  
T h e  game i s  actu a l l y  s e t  with i n  the 

same B ator  system used in M icrocosm. 

Richard Browne, P syg n o s i s  producer ,  
e x p l a i ns ' We ' re atte m pt i n g  to b u i l d  a 

Psygnos is '  

Scavenger 4 
takes the C D  
s hoot 'em u p  
i nto the real 

wor ld .  Edge 

gets o n  the 

case . . .  

Although it may look great, Scavenger 4 is also sonically quite impressive. Even more so when you discover that the sound - unlike these visuals -
is not being streamed off the CD. Psygnosis have used the Marty's internal sound chip to great effect. This phoenix (above) is an end-of.level boss 



... you know by the size of Its explosion 
that it was well worth the effort. 

wh o l e  new s o l a r  syste m ,  w h i c h  i n  a few 
product 's  t i m e  w i l l  be a b e l ieva b l e  
atmosphere ,  w i t h  c h aracte rs and c raft 
from o n e  game be i n g  seen i n  the next. ' 

I nterest i n g l y ,  the ' g a m e  w i ndow'  
actu a l l y  l oo k s  b igger  than the o n e  in  
Microcosm, but i t ' s  rea l l y  j u st the 
same.  The prog ram m e rs have used a 
c l ever stretc h i n g  tec h n i q u e to make the 
main game p l ay w i ndow f it  the fu l l  
screen of the M a rty. 

B ut that ' s  not the o n l y  t h i n g  that 
d i ffers from Microcosm: P syg n o s i s  
h ave a l s o  switched to a s e c o n d  type o f  
3 0  g ra p h i cs package o n  the i r  S i l i c o n  
G ra p h i cs m ac h i nes .  I n  ad d i t i o n  to Soft 

Image, A lias - the same package used 
to b u i l d  the d i nosaurs  in  J u rass i c  Park 
- h as been used to prod uce some very 

The elite Scavenger 4 unit is being ordered to head for the planet 
Calhlnor. Each and every planet has its own theme and style 

p r e s c r e e n I 

Another explosion. This one's created 
in Atlas, Psygnosis' new SG 3D package 

c l ever g ra p h i c a l  effects. T h i n g s  l i ke 
' Le n s  G I are'  h ave been added to c reate 
some b r i l l iant sce nes.  Soft Image was 
used to c reate the f i re effects o n  the 
v o l c a n i c  p l anet.  

Accord i n g  to R i chard , ' U s i n g  
c l ever textu r i n g  tec h n i q ue s ,  g reat 
effects l i ke the f i re can be c reate d .  
T h e s e  textu res a r e  m a p p e d  onto g r i d s  
o r  s p h e res ,  and then a n i m ated to g i ve 
the effect of the f i re mov i n g . '  

Sca venger 4 has o n l y  been i n  
deve l o p m e nt f o r  f ive m o nths a n d  i s  
a l ready very n e a r  c o m p l e t i o n .  T h e re i s  
a M eg a  C D  vers i o n  p l an n e d , w i t h  other 
formats yet to be c o n f i r m e d .  

B u t  d o u bts h ave a l ready b e e n  
e x p ressed as to whethe r  P syg n o s i s  c a n  
back u p  t h e s e  i m p ress i ve rendered 
v isua ls  with any real  game p l ay .  W i l l  it  
j u st be 'another '  M icrocosm? R i c hard 
rec k o n s  n ot - ' W i th Sca venger 4 m ost 
of the code was wr itte n for game p l ay ,  
w i t h  M icrocosm it  was wr itten to s e e  i f  
it  w a s  poss i b l e ! '  

F i nd out  m o re i n  o u r  review 
of Sca venger 4 next i ssue .  

Credits 

£ 

Lead Programmer: GP Ken Everett 

Programmer: Rob Sm ith 

Programmer: Zafar Qamar 

Programmer: O l i  Wright 

Programmer: M ark H u l a  

Lead Artist: P a u l  Fra n k l i n  

Intro Sequence: L Caru s-Westcott 

Music: C h ri s  N i c h o l l s  

Original Concept: Richard B rowne 

The bosses are lncrecllbly 
detailed, but you'd expect 
nothing less from Pygnosis 

'Most of 
the code 
for 
Scavenger 
was 
written for 
gameplay, 
with 
Microcosm 
it was 
written to 
see if it 
was 
possible' 
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Journeyrpan 
1 Pr0Ject 

Journeyman, a 

b izarre t i m e  

trave l gam e ,  i s  

desti n e d  t o  h it the 

UK any d ay n ow. 

Edge repo rts 

Format:  Mac CD-ROM 

Pub l isher :  Gametek 

Deve loper: Presto Studios 

Release date : 30/11/93 
Size :  1 CD 

Origi n :  US 

f b e i n g  th rown i nto a 
c o m p l ete l y  a l i e n  
i n fested wo r l d  i s  y o u r  
i d ea of f u n ,  t h e n  The 

Journeyman Project 

from A m e r ican des i g n  
team P resto Stud i os co u l d  b e  j u st what 
you ' re l oo k i n g  for .  

Y o u  are a m e m b e r  of the 
Temporal  P r otecto rate - an e l ite 
g r o u p  of agents - and i t ' s  y o u r  j o b  to 
safeguard h i story from sabotag e .  T h i s  
b i zarre task h as been made a l l the 
m o re d i ff i c u l t  by some sco u n d r e l  

trave l l i n g  bac k  i n  t i m e  
and i n  d o i n g  s o ,  pe rve rt i n g  
t h e  cou rse o f  h i story.  

S o  i t ' s  now u p  to you to 
j u m p  back in t i m e  and 
p revent t h i s  c o r r u p t i o n  
from e v e r  happe n i n g .  
C o n s i d e r i n g  y o u  start i n  

You're given total freedom within this 3D environment (main). Digitised 
footage (insert) adds another degree of believability to Journeyman 

Unarmed time travel can be a dangerous pastime. This happy looklng 
fellow could help you in your task, but a million pounds says he won't 

the year 2 3 1 8 ,  i t ' s  a task that c o u l d  
take a l o n g ,  l o n g  t i m e .  

Y o u r  J o u rneyman a n t i c s  take y o u  
to wo r l ds s e t  both i n  the past and t h e  
future.  B oast i n g  g o rgeo u s l y  p rese nted 
p h otorea l i st i c  3 D w o r l d s ,  and ove r 3 0  
m i n utes o f  v ideo  footag e ,  The 

Journeyman Project is defi n i te l y  a 
g reat l o o ke r .  A n d  than kfu l l y th i s  
beauty i s  not o n l y  screen deep.  

It h as a b ran c h i n g  sto ry l i ne as  
c o m p l e x  as a feat u re fi l m  and you d o  
y o u r  tasks i n  any order .  Add to that 
the fact that there ' s  seve ra l  ways to do 
each tas k ,  and yo u ' l l  beg i n  to 
u n de rstand why th i s  game £ caused such  a st i r  i n  the States .  

Helpful information windows can be 
accessed at any time during the game 



Future Zone is heaven on earth for computer and video games l overs . 
We've got al l  the latest in hardware , games and accessories with al l  the 
top names.  There's even a Test Zone where you can try out the games 

before you buy. So make sure you zap down to Future Zone this Christmas 
because there's no place quite l ike it in  the whole worl d .  

This Christmas dan't b e  a laser, get yaur capy a f  aur Magazag - the tatally crucial Christmas brochure, 
spansared by Kanami. Jain aur exclusive Zane Club and enjay same wicked exclusive afters. 





Funti me at 

Bu l l frog 's Peter Mo l yneux is the man behind 

some of the most successfu l videogames 

ever . Edge re por ts on his new projects , 

Theme Park, Creation and Magic Carpet 

Cl 
or the past seven years 
Bul lfrog have been at the 
forefront of British 
software development. 
The Gui ldford based 
company has been 

responsible for some of the most ingen ious 
and intricately designed software titles to 
date. Past efforts, Populous, Powermonger 
and the more recent hit Syndicate prove 
this. I ndeed, you'd be hard pushed to th ink 
of a badly written game brandishing the 
Bul lfrog logo. 

Peter Molyneux, the eccentric and 
successfu l  founder of Bul lfrog, is hoping for 
continued success with three new titles 
planned for release early next year: 
Creation, Theme Park and Magic Carpet, and 
only one of the three is even remotely 
'god' based. 

Although Bul lfrog's games contain 
huge complexities, it's the ease with which 
those complexities are made accessible to 
the player that makes the games so 
successfu l .  Peter explains, 'Our phi losophy 
is to create games not just for people who 
play loads of games, but for those people 
who don't normally play at all . I mean, 
people can't real ly associate with a 
hedgehog running around a screen. We've 
used this phi losophy with Magic Carpet, and 
al l  our games in fact.' 

Magic Carpet has a distinct Arabian 

p r e s c r e e n i 

'Our phi losophy 
is to create 
games not just 
for people who 
play loads of 
games, but for 
those who 
don 't normally 
play at al l '  

Peter Molyneux, 
MD, Bullfrog Productions 
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Magic Carpet thrusts you into a completely three dimensional Arabian Knights world. Unlike some games, Bullfrog have given you total freedom 
within this environment. The system used to generate these landscapes is a hybrid of the system used in Populous. Each landscape is individual and 
is generated by randomly adjusting its parameters. The data and variables for each landscape are compressed into just 56 bytes 

'Magic Carpet 
is sort of l ike a 
flight simu lator 
but with any of 
the hassle of 
flight simu lator 
controls . . .  ' 

Kn ights look and feel .  The story goes that 
you have fallen in love with a prince or 
princess (you can choose), and a Su ltan has 
set you several tasks. Your  character is 
sent down into a dungeon fu l l  of magical 
treasures, and he picks two to help him on 
his quest: a genie and a magic carpet. 

According to Peter, 'Magic Carpet is 
sort of l ike a flight s imu lator, but without 
any of the hassle of flight s imu lator 
controls, and it's set in an environment that 
people can easily understand.' 

I n  creating the landscape, the 
computer is generating a completely fractal 
world. 'What we wanted to do was to 
create a flexible and easy to use 
environment in which you have total 
freedom', Peter says. Indeed, the world is 
so accessible that is possib le to fly 
anywhere you want. You can fly h igh into 
the sky, skim the surface of the ocean or 
even fly through towering canyons. 

The landscapes look incredibly 
realistic and the attention to detail is qu ite 
astonishing: even the sea moves up and 

down the shore. Peter explained 'What 
we've tried to do is make this world as real 
as possible, because nowadays it's the l ittle 
things that make all the d ifference. So for 
example, everything in the world has 
shadows - the birds, the trees, the 
dragons, the carpet, everything. As time 
passes and the sun comes down, so al l  the 
shadows move accordingly. I don't think 
th is has been done on the PC before. 

'The sea level fol lows all the moon 
patterns, so the tide wi l l  actual ly move up 
and down according to the time of day it is. 
This obviously hasn't got a huge relevance 
to the game but it shows the kind of world 
we've created.' 

Glenn Corpes is the main 
programmer behind Magic Carpet and he 
was responsible for getting the 3D world 
to look and move as it does. Glenn says, ' I  
was responsible for the 3 D  routine. It took 
around two months to generate a 
landscape and another three months to get 
things l ike trees moving around properly 
on that landscape. Some games that look 



simi lar have used a technique cal led Voxen 
Space. But this technique takes up far too 
much memory. 

'A simi lar map created via Voxen 
Space wou ld  have taken upto two megs of 
memory. One of my maps only takes up 
256K.' Glenn - who has been with Bul lfrog 
since the start, and worked on projects l ike 
Populous and Power Monger - is happy with 
his efforts so far, but feels he's now found 
an even better way of do ing it. 

According to Peter, 'The landscape is 
constructed purely of polygons. After we 
place down the polygons, we texture map 
them and then add Gouraud shading on top 
of that. The next stage is to depthcue the 
whole lot and then final ly put the fog down. 
The reason behind the fog is twofold. 
Fi rstly it obviously looks quite nice, and 
secondly it means that we don't have to 
draw too far.' 

Although the landscapes look very 
impressive, especially in the hi-res version, 
the in-game characters - at this stage at 
least - look rather crude. Some h igh 
powered graphics equipment is needed to 
improve them, and sure enough a Si l icon 
Graphics workstation is Gu i ldford bound. 

There won't be a problem in 
translating the graphics as everyth ing in 
Magic Carpet has al ready been created as a 
3 D  model, and al l  the frames can be 
transported to and from the Si l icon 
Graphics workstations with relative ease. 

'We can bring the meshes d irectly 
over from the Si l icon Graphics stations and 
render them in real time d i rectly into our 

Russell Shaw, Bullfrog's only sound man, 
taking time out. Russell had to digitise the 
sound from a real fairground for Theme Parle 
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As with all the best games, Magic Carpet started life on the drawing board. This extract from 
the story explains how your character originally managed to get hold of the magic carpet 

game,' Peter says. 'Rendering objects that 
are created on things l ike Si l icon Graphics 
machines wi l l  also be a bit of an 
achievement. As Peter explains, 'The 
animation for al l  the main characters will be 
done using a special su it that is connected 
up to the Si l icon Graphics station. The suit 
has special sensors in a l l  the major joints so 
whatever movements you make in the su it 
are fed d irectly into the workstation. This 
wi l l  hopeful ly produce perfect animation.' 

I ,OOO frames worth of perfect 
animation, to be precise. The team are 
hoping to give the main character in the 
final game about that many frames. A lot of 
time is being spent on getting the final 
product as real istic as possible, and 
accord ing to Peter, 'The more real ism you 
have, the more real ism people wi l l  expect. 
Two frames of animation for something is 
not going to be acceptable any more. 
These aren't film qual ity graphics, but 
they're closer to film qual ity than we've 
had for some time - and I think it should 
move as wel l  as it looks.' 

As well as looking great, Magic Carpet 
is also very easy to just pick up and play. 
The team have made it so you can't actual ly 
physical ly crash the carpet. What they want 
is anyone to come along and pick up the 
mouse and start flying straight away. And 
Edge can testify that, so far at least, 
they've succeeded in doing this. 

Peter stresses, 'You won't have to go 
to fl ight school for two years before you 
get started with Magic Carpet'. 

Another factor that the team are 
working hard on is the continu ity. I n  
Syndicate, if something died, i t  stayed where 
it fel l .  The same applies in Magic Carpet. If 
you shoot a dragon down with a spel l ,  it 
l ies on the floor just where it was shot. 
You can fly around for hours and the 
dragon's skeleton will sti l l  be lying where it 
was shot down. Peter says, ' It's something 
that really, real ly annoys me. I real ly feel 

Having worked on all of Bullfrog's projects, 
Glenn Corpes is happy with the 3D routine 
he's achieved in Creation and Magic Carpet 

strongly about games where the bodies just 
d isappear before your  eyes.' 

Adding further to the bel ievabil ity of 
the whole product, Magic Carpet wil l have a 
true 3 D  option. Donning a pair of plastic 
red and green glasses, Peter shows off how 
the 3D will work. 

But these 3 D glasses wi l l  not be 
suppl ied with the game. ' I  wou ld  supply 
simple 3D glasses with the PC game, but 
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Theme Park may 'look' like a simple game, but what you can't see is all the things going on in the background. Tbe 'people' tables are constantly 
updating. Each and every person that enters your park will form their own opinion of it - if the little people think your rides are boring, simply crank 
up the speed of the ride. Tbe people will love it, but the faster it goes, the sooner it breaks down. There's even an option to design your own rides 

' Beneath the 
simple exterior 
of Theme Park 
lurks a 
comprehensive 
business 
simu lator' 

I 

I 'm afraid of the health scare', Peter says. ' I  
can just see it now, 'That Bul lfrog game 
bl inded my sister's, boyfriend's dog.' So we' l l  
just have to wait and see.' 

A 3 00 version is also in development. 
The 3D effect in  th is version will be better 
appreciated because of the machine's custom 
bui lt 3D glasses. H igh-qual ity LCD glasses are 
just one of the many peripheral devices 
planned for the 300 - they should be out 

sometime next year. Magic Carpet is certain 
to be a big 300 hit. 

Russell Shaw, Bul lfrog's sound man, 
has been busi ly working on the sound effects 
and music that you' l l  hear in the final game. 
Russell has also been working on a 'phoneme 
generator' to s imulate speech. He's hoping 
that al l  the characters wil l  be able to speak 
without sounding stupid. 

Magic Carpet wil l  just contain speech, 

All the graphics in Theme Park have been constructed using 3D Studio, surprising considering their 
simplistic appearance. Bullfrog are hoping to render the entire park In 3D by using these meshes 



and there' l l  be no written text in the game 
at all. Russel l pointed out that it's proving 
tough to do at the moment because he's 
trying to get the generator to understand 
French and German for those markets. 

Although Magic Carpet is now only 
60% fin ished, the team hope to get the 
product out for the first quarter of '94. 

Bul lfrog are 1ooking at an earl ier 
release for their other game - Theme Park. 
The idea behind the game is simply this: 
you manage and build your own theme 
park to compete with 40 other theme 
parks in the world. 

Peter outl ines the inspiration behind 
the game, 'When I first started writing 
software back in '83, the first game I wrote 
was a business s imu lator. After I had made 
the game I was so convinced that it was 
going to make me my first mi l l ion. I rang up 
the local post office and warned them that 
they had better get more postmen on the 
job to cope with all the extra mail I was 
going to receive. As I looked round the 
small office I was working in, it suddenly 
dawned on me that my post box in  the 
door wasn't big enough to cope with the 
extra mai l ,  so I sawed a big hole in the 
bottom of it. 

'I took an advert out in the local 
paper and had calculated that Thursday was 
the day that a l l  the mail wou ld arrive. I sat 
down by the door at 7.30am, knowing that 
the mail usual ly came at 8.00am, and 
waited. I then heard some footsteps 
approaching the door and thought at the 
time that it was a bit strange that it was 
only one pai r of footsteps, I thought maybe 
they've come to warn me that a huge truck 
was on its way to dump al l  my mail. 

'Just then, two envelopes came 
fluttering through the door. Sure enough 
they were orders for my game, but they 

Sketches were used to decide on how the 
little people would look In each country. This 
figure can be found In the Japanese park 
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If you thought that Theme Patfc doesn't need a story board, you'd be right. This story board isn't 
for the actual game, It's being used to outline the game's stunning introduction sequence 

were the only orders I ever received. And 
to this day, I 'm utterly, utterly convinced 
that one of those orders was from my 
mother. Everyone who played that game 
really l iked it and so did I .  I 've always felt 
that that business game was well worth 
pursuing, and so I came up with the idea of 
Theme Park.' 

Beneath the s imple looking exterior of 
Theme Park beats the heart of a 
comprehensive business s imulator. Again,  
a l l  the complexities have been made easily 
accessible to the player, so bui ld ing a 
theme park couldn't be easier: just pick an 
icon and then place it on the barren field 
that you're given to start with. But 
probably the most innovative thing about 
Theme Park is the l ittle people that come 
into the park. 

Each and every one of them has its 
own ind ividual personal ity. It's l ike an 
invasion of the ' Little Computer People'. 
According to Peter, Donald Mitchy, the 
father of artificial inte l l igence, and 'without 
doubt the leading l ight in artificial 
inte l l igence', came to see Theme Park and 
said that he'd never seen anyth ing so 
incredible. And it's easy to see why. 

Each l ittle person has its own identity 
- they all have individual hunger, individual 
boredom, individual thirst, they get happy 
and they can become sad. They can even 
appreciate the design of your  park. 

Each l ittle person takes up around 200 
bytes of memory. A structure holds all the 
variables for each person, and these 
variables are constantly updated. The l ittle 
people in Populous contained around 1 5  
l ines of information. Peter displayed the 

code for one person in Theme Park, it was 
at least ten times longer. 

'Although the people are very 
complex in structure they only take up 
around 3% of the total game logic, because 
of the way we've written it. We've used 
time sl ic ing and event-driven inte l l igences, 
which means that we only address the 
character's variables exactly when we need 
to. But it's the way we've processed them 
that's the clever part. ' 

Theme Park can be played in one of 
three ways: Sand Box mode - which is 

Phil Jones, one of the main programmers 
behind Creation. It took him three months 
to get the desired underwater effect 
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Creation is Bullfrog's most ambitious effort yet. Back in '91 it started life as another 'god' game. But two years on the team have decided to take the 
3D routine from Magic Carpet and throw the whole thing underwater. Working from library pictures, Phil Jones has concentrated on animating certain 
blocks to give that underwater feeling. The sun diffracting through the water is a nice touch: the further down you go, the darker the water gets 

' I n  Creation, by 
strapping 
devices to you r  
fish, you can 
use them to 
attack the 
other bases' 

based on just bui ld ing a successfu l  theme 
park with a l ittle strategy thrown in ;  half 
Sand Box, half pure strategy; and lastly a fu l l  
blown business s imulator. 

In the business s imulator you can even 
alter the amount of salt that goes on the 
chips sold in the park. The more thirsty the 
people are, the more they wil l  dr ink, the 
more they drink, the more money you 
make - simple but yet so clever. 

Theme Park has been enjoyably 
researched - the team travel led around the 
world visiting the best theme parks - and 
notes were made of the rides and the 
atmosphere certain parks had. 

The sound was sampled from real 
theme parks and some trad itional 
fairground tunes will also be heard in the 
final version. Even the sound effects in the 
game are event driven. For example, the 
l ittle people scream piercingly as they go 
round a loop on the rol lercoaster. 

Peter explains, 'We've tried to make 
everyth ing as real istic as possible, hence 
the sound. You should also be able to look 

at the screen and know exactly what's 
going on. If a l ittle kid is crying it's for a 
reason. If your  workers are not working 
d i l igently enough, again it's for a reason -
maybe they want a payrise or something.' 

Another sound feature that the team 
hope to get into the game is a novel one -
you' l l  be able to place a microphone on 
anyone in the park and l isten in to their 
conversations. You' l l  be able to fol low that 
person around and hear exactly what the 
people th ink of your park. Peter is even 
th inking of putting in a s imi lar camera 
option, so you cou ld look th,rough the 
person's eyes with a 3D perspective. 

'Al l the graphics - although they look 
simple - have been constructed out of 
meshes, just as they have been in Magic 

Carpet. It's a l l  been constructed using a 
model ler rather than just a normal graphics 
painting package. 

'So we've al ready got all these meshes, 
and we can then bring them in and render 
the whole park in real time. But to store alt 
the meshes as well as al l  the graphics 



would take up a lot of memory. So we may 
do it on the 3DO version or the PC CD 
version only.' 

Theme Park is al l  set for a release early 
next year, and the Bul lfrog team have 
al ready started coding what Peter describes 
as 'the most exciting topic we're working 
on' - and that is Creation. 

Some of you may we1 1  recognise the 
name. It was an idea that started l ife way 
back in '9 1 ,  and the idea then was to create 
different l ifeforms to survive in d ifferent 
locations. The Bul lfrog team must have 
shelved that idea, as this Creation has on ly 
been in development for a couple of 
months and is more than a l ittle d ifferent. 

Visually, Creation looks just l ike an 
underwater version of Magic Carpet - not 
surprising as it's using a very simi lar graphic 
system. Phil Jones heads the Creation 
development team, and he worked 
particu larly hard on getting the whole 
landscape to look l ike it's underwater. 

Phi l  has had to work from l ibrary 
pictures to get the feel and the mood of 
scenery just right. ' I 've also been working 
on getting the 'shimmering' effect just right. 
This has been done by animating the 
blocks, and there's also an additional 
sh immering effect which is down to the 
way the individual blocks are Gouraud 
shaded. I 've also put in a starfield to give 
the feel ing of motion.' 

A sl ightly d ifferent approach has been 
employed to give the surface of the ocean a 
'rugged' and 'eroded' look. After the usual 
texture maps were added, an extra layer of 
bump maps was added, which basically adds 
indentations to the surface to fu l ly 
complete the underwater effect. 

The idea behind the game isn't a 
mi l l ion mi les away from the original plot. 
Peter says ' It's all set in the future, and it 
uses a s imi lar method to Syndicate in  the 
way you can control things. You're inside 
an underwater base with breeding tanks, 
and the idea is to defend your base against 
other attacking bases. 

'You can catch fish and bring them 
back to base and start breeding them. You 
can then - by strapping certain devices to 
their backs - control the fish you've 
created to attack the other bases.' 

Ph i l  continued, 'We have around ten 
breeds of fish, and we're looking to get 
more in there. They're al l  rendered in 3 D  
and take up between 8 0  and I 20K.' 

Although Creation is at a very early 
stage, it's looking very impressive. Peter 
and his team are even currently looking 
into the possibi l ity of interl inking both 

p r e s c r e e n i 

The Bullfrog team: (Top row, from the left) Mark Webley, Russell Shaw, Phil Jones, Glen Corpes, 
Peter Molyneux, Paul Mclaughlin, Guy Simmons. (Bottom row, from the left) James Robertson, 
Dennis Hassabls, Mark Lamport, and - last but not least - Fin Mcgechie 

Creation and Magic Carpet. 
Peter explains ' If you're playing Magic 

Carpet you wi l l  be able to jump off the 
carpet and into the ocean, the computer 
will then sense whether you have Creation 
on your  hard disk and p lunge you straight 
into that, based total ly on the world you 
were just flying around. ' 

Creation, Theme Park and Magic Carpet 

wil l  a l l  be multiplayer compatible. Up to 
eight players can tackle missions together 
in Magic Carpet, bui ld the most successfu l  
park in Theme Park or attack each other in 
Creation. Peter bel ieves this is the way 
forward with games. 'Everyone is going on 
about CD being the real revolution, but it's 
going to be noth ing compared with what 
you can do with mu ltiplayer games. In the 
States, and especially in Japan, they're real ly 
pioneering the use of multiplayer games. 

'They have whole towns playing 
games. This mu ltiplayer idea is not going to 
go away, it's going to get more prevalent. I 
just want to make sure al l  our games wi l l  
be compatible now.' 

Whether these three games will be 
good enough to have 'whole towns' playing 
them remains to be seen, but based on 
what Edge has al ready seen, Bul lfrog can 
certainly look forward to next year £ 
with some confidence. 
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Programmer: 
Programmer: 
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Cybermorph Dragonsphere Xmas Lemmings Mr Nutz Total Eclipse Kether TMNT Tournament 

Cool Spot Zool Aliens Vs Predator Delta V Raiden MegaRace Castlevania Microcosm Plok 

Virtua Racing Marble Madness U niverse Star Trek Human Grand Prix Dragon's Lair Twisted 

§ 
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Aladdin on the SNES (Testscreen p76). If only 
Capcom could sort out their difficulty 
settings, they'd have the perfect platfonner . . .  

Zoo/ on the Mega Drive: cleverly marketed, 
brilliantly hyped, and totally overrated. No 
doubt it'll sell bucketloads on the 'Drive 

E d g e ' s  u niq ue m ultiformat 
release schedule ,  covering the 

entire world of videogaming 

Date Game Title Type Publisher Country 

Super NES 
December Cool Spot platform Virgin U K  

E December Lamborgh i n i  racing Titus UK 

1 December FF Mystic Quest RPG Square Soft U K  

1 December Plok Trade West U K  

UK 
1 December FF Mystic Quest RPG Square Soft U K  

02 December Plok platform N intendo UK 

03 December TMNT Tournament combat Japan UK 

17 December Rockman X platform Capcom Japan 

18 December Dragon Quest I . I I  RPG Enix Japan 

December Pro Basebal l  '94 sports Epic/Sony Japan 

December R-Type I l l  shooter I rem Japan 

12 December Romancing Saga 2 RPG Square Soft Japan 

December Human Grand Prix racing Human Japan 

December Ganbare Goeman 2 adventure Konami Japan 

December Art Of Fighting combat S N K  Japan 

December Dragon Ball Z 2 combat Bandai Japan 

December Super F1 Hero 2 racing Varie Japan 

22 December Top Racer 2 racing Kemco . Japan 

December Lethal Enforcers l ight gun Konami Japan 

December Tecmo Su per Bowl sports Tecmo us 
December Rushing Beat combat Jaleco Japan 

December Super J-League Soccer sports Jaleco Japan 

December Ranma 1/2 combat Ocean U K  

December Denn is  platform Ocean U K  

December M r  Nutz platform Ocean U K  

January Young Merl i n  adventure Virgin UK 

January Rainbow Bell Adventure platform Konami Japan 

January Rockman Soccer adventure Virgin UK 

February Muhammad Al i  sports Virgin UK 

Mega Drive/Mega CD 
3 December TMNT Fighters combat Konami UK 

10 December Lethal Enforcers l ight gun Konami UK 

10 December Virtual P inbal l  s imulation E lectronic Arts UK 

14 December James Pond 3 platform Electronic Arts U K  

14 December Lotus I I  - RECS racing E lectronic Arts UK 

17 December B lades Of Vengeance combat E lectronic Arts U K  

December Fantasy Star IV RPG Sega Japan 

December F1 C i rcus CD racing N i hon Bussan Japan 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  
NOTE: Publisher's release schedules are as reliable as a 38-year-old Robin Reliant on a damp morning 



§ Date Game Title Type 
,; ii Mega Drive/Mega CD ••ntlnued 
" 

December 

December 

December 

23 December 

24 December 

December 

- December 

- December 

14 January 

14 January 

January 

- U ndecided 

Pop 'n' Land 

Microcosm (CD) 

FIFA Soccer 

F117 N ight Storm 

BW Col lege Footbal l  

Winter Olympics 

Bubba 'n  • Stix 

TMNT Tournament 

NHL Hockey '94 

Power Monger 

Gunship 

Castlevania 

RPG 

action 

sport 

s imulation 

sports 

sports 

action 

combat 

sports 

strategy 

s imulation 

platform 

Publisher 

Sega 

Psygnosis 

Country 

Japan 

UK 

Electronic Arts UK 

Electronic Arts UK 

Electronic Arts UK 

US Gold UK 

Core Design UK 

Konami UK 

Electronic Arts UK 

Electronic Arts UK 

US Gold UK 

Konami UK 

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

10 December Bomberman '94 ( H )  action 

17 December Martial  Champions combat 

18 December · Fatal Fury 2 (18M CD) combat 

22 December Ys IV RPG 

December 

Undecided 

U ndecided 

U ndecided 

U ndecided 

U ndecided 

U ndecided 

U ndecided 

U ndecided 

January 

Neo Geo 
December 

January 

U ndecided 

U ndecided 

U ndecided 

PC 
29 November 

3 December 

7 December 

December 

December 

December 

December 

December 

December 

December 

December 

December 

January 

January 

January 

January 

January 

January 

January 

January 

January 

January 

January 

January 

January 

February 

Super Darius I I  

Marble Madness ( H )  

Super Fantasy Zone 

Strider (CD-ROM') 

Galaxy Force II 

Mega Twins 

Hel lfire ( H )  

shooter 

puzzle 

shooter 

platform 

shooter 

action 

shooter 

N Warriors (CD-ROM') action 

Gods 

Emerald Dragon 

Top H unter 

Art Of Fighting 2 

Magician Lord 2 

Reactor 

Samurai  Shodown 2 

Over The Edge 

Victory At Sea 

U ltima 8 

Star Trek (CD) 

Armoured Fist 

Delta V 

Winter Olympics 

Synd icate Data Disk 

action 

RPG 

shooter 

combat 

action 

combat 

combat 

action 

s imulation 

RPG 

adventure 

s imulation 

action 

sports 

action 

Super Strike Command s imulation 

Master Of Orion adventure 

Xmas Lemmings strategy 

Ryder Cup sports 

Burn i n '  Rubber 

Pacific strike 

Wolf Pack (CD Rom) 

racing 

s imu lation 

action 

Armoured Fist action 

The Dig strategy 

Tie Fighter action 

Evo lutio n :  Lost I n  Time adventure 

Raiden 

Al-Quadim 

Starlord 

Star Trek 25th (CD) 

Ten Year Anniversary 

Bloodnet (CD) 

Dragonsphere (CD) 

shooter 

action 

strategy 

adventure 

compi lation 

action 

adventure 

H udson Soft 

Konami 

H udson Soft 

H udson Soft 

NEC Avenue 

Tengen 

NEC Avenue 

N EC Avenue 

NEC Avenue 

NEC Avenue 

NEC Avenue 

NEC Avenue 

NEC Avenue 

NEC Avenue 

SNK 

SNK 

Alpha 

SNK 

SNK 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

Japan 

U K/Jap 

U K/Jap 

U K/Jap 

U K/Jap 

U K/Jap 

US Gold U K  

Electronic Arts U K  

Origin UK 

I nterplay U K  

US Gold U K  

US Gold UK 

US Gold UK 

Electronic Arts UK 

Electronic Arts UK 

Microprose U K  

Psygnosis UK 

Ocean U K  

Ocean U K  

Electronic Arts U K  

U S  Gold UK 

U S  Gold 

US Gold 

US Gold 

US Gold 

US Gold 

U S  Gold 

Microprose 

I nterplay 

I nterplay 

Microprose 

Microprose 

UK 

U K  

U K  

U K  

U K  

U K  

U K  

U K  

U K  

U K  

U K  

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

Date 

Amiga 
29 November 

1 December 

December 

December 

December 

December 

December 

December 

December 

December 

December 

December 

December 

January 

January 

January 

January 

January 

CD-i 
December 

December 

U ndecided 

3DO 
15 November 

19 November 

November 

November 

November 

November 

December 

December 

December 

December 

January 

February 

February 

Jaguar 

Game Title 

Star Trek (A1200) 

Cool Spot 

Darkmere 

Bubba ' n '  Stix 

Ryder Cup (A500) 

Winter Olympics 

Type 

adventure 

platform 

RPG 

action 

sports 

sports 

Evo lution : Lost I n  Time adventure 

Raiden shooter 

Castles II (CD32) action 

Assassin - Specia l  Ed action 

Microcosm (CD32) action 

Ryder Cup (CD32) sports 

Ryder Cup (A1200) sports 

Mr  Nutz (A1200) action 

TFX (CD32) s imu lation 

Dark Stone adventure 

U n iverse 

Heimdal l  2 

Caesar's Boxing 

Kether 

Microcosm 

Total Ecl i pse 

John Madden 3DO 

Twisted 

Zombie adventure 

Who Shot J Rock? 

Drago n ' s  Lair 

CPU Bach 

Mega Race 

Peter Pan 

Super W Commander 

Shadow Caster 

Out Of This World 

Battle Chess 

adventure 

action 

sports 

action 

shooter 

shooter 

sports 

game show 

adventure 

shooter 

action 

music 

racing 

action 

s imulation 

adventure 

action 

s imulation 

E December Cybermorph shooter 

E December 

E December 

E U ndecided 

January 

January 

January 

January 

January 

Raiden sports 

Crescent Galaxy action 

Evol ution Dino Dudes platform 

Tempest 2000 shooter 

Checkered Flag 2 racing 

Al ien Vs Predator sports 

Tiny Toon Adventures pl atform 

Club Drive driving 

Magazines 
9 December 

9 December 

9 December 

9 December 

16 December 

16 December 

23 December 

23 December 

23 December 

23 December 

23 December 

PC Gamer 

Super Play 

Sega Power 

Game Zone 

Amiga Power 

GamesMaster 

TOTAL! 

M EGA 

PC Format 

Sega Zone 

Edge 5 

PC 

SNES 

Sega 

N intendo 

Amiga 

mu ltiformat 

N intendo 

Mega Drive 

PC 

Sega 

multiformat 

Publisher 

I nterplay 

Virgin 

Core Design 

Core Design 

Ocean 

US Gold 

U S  Gold 

US Gold 

I nterplay 

Team 17 

Psygnosis 

Ocean 

Ocean 

Ocean 

Ocean 

Core Design 

Core Design 

Core Design 

Ph i l ips 

Ph i l ips 

Phi l i ps 

Country 

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  

Crys Dynamics U S  

Electronic Arts U S  

Electronic Arts US 

Electronic Arts Us 

A Laser Games US 

S Toolworks US 

Microprose US 

S Toolworks US 

Electronic Arts US 

Origi n U S  

Origi n U S  

I nterplay US 

I nterplay US 

Atari 

Atari 

Atari 

Atari 

Atari 

Atari 

Atari 

Atari 

Atari 

Future 

Future 

Future 

Future 

Future 

Future 

Future 

Future 

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  
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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 
microproces sor c an provide . 

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

enhanced graphic s ,  the Intel  i486 DX2 i s  able to 
© 1 993 Intel Corporation 

i .  

cope with ease:  B y  using Inte l ' s  latest speed doubling 

. technology. 

Of course ,  it guarantees c ompatibility, as all of 

today's most popular s o ftw are i s  designed to run on 

Intel microprocessors . It also generates enough power 



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

Pe rform a n c e ,  c o m p a t i b i l i t y  a n d  room fo r the 

future - three powerful  re asons  to buy a PC with an 

Intel i486 DX2 inside. 

For more information, / simply 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 h v i e w :  P C  E n g i n e  I 

H ardcore 
engineeri ng 
Hardcore games p layers adore it , 

and the PC Engine continues to 

earn res pect des pite being almost 

six years o ld .  Edge reflects on the 

technology, the games , and even 

the whis pers of a 3 2bit Engine . . .  

he PC Engine was launched in Japan on October 
30th 1 987. Next to the 8bit Famicom, which by 
this time had establ ished itself in one out of four 
Japanese homes, it looked unbeatable. This was a 
hugely powerfu l machine, with software that 
wouldn't have looked out of place in an arcade. 

But it was HudsonSoft's R-Type which arrived in early '88, that sold 
the machine in large numbers. Few gamers could resist a 
coin-op perfect conversion of a cutting-edge game l ike this. The PC 
Engine probably represents the most significant jump in gaming 
power the console market has ever seen. This was one time when 
gaming power in the home most definitely caught up with 
technology in the arcades. And yet sti l l  only in 8bit. 

It was perhaps this aspect that caused the most confusion, too. 
Next to the 8bit computers of the day l ike MSX, and in this country 
the C64 and Spectrum, the PC Engine's performance was in a 
d ifferent league - firmly in the I 6bit league, even surpassing the 
performance of the best I 6bit computers of the day l ike the Amiga. 
Conflicting reports of the machine's abi l ities in the UK computer 
press now seem absurd, given the level of interest the Japanese 

N a m e :  Devil Crash 
By: Naxat (1990) 
Format: 4 Mbit HuCard 

Devil Crash is a hugely impressive 
pinball game for a number of 
reasons. The graphics are brilliant, 
the scrolling table works really well, 
and best of al I it plays a really mean 
game. It's also more imaginative 
than Pinball Dreams/Fantasies. 

Name:  World Court Tennis 
By: Namco (1988) 
Format: 2 Mbit HuCard 

The first fourplayer tennis game for 
the Engine was very well received, 
and still plays better than almost 
any tennis game on any system. As a 
one or twoplayer game it's perhaps 
eclipsed by Super Tennis on the 
S N ES, but it is still pretty great. 
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t e c h v i e w :  P C  E n g i n e  

The original white PC Engine and the newest addition to the stable, the Core 
Grafx II. To date, the PC Engine has sold 5.4 million systems in Japan alone . . .  

market now sustains over here. But this was a time when the 
import market was in its infancy. In  many ways the PC Engine set 
the bal l rol l ing for the wealth of choice the consumer now enjoys. 

Throughout the l ifetime of the Engine NEC has consistently 
catered for the enthusiast. Whi le Nintendo l ike to release one 
standard and sel l  it mi l l ions over, NEC take a more spl intered 
approach - a wealth of upgrades and accessories for its games 
machines have always been the company's trademark. Who else 
would produce a cushion that vibrates to the sound of your games? 
And nine different versions of the PC Engine? What about 
CD-ROM?  For years NEC were the pioneers of this medium in the 
console industry, having had a few years headstart on Sega and 
Fujitsu with its CD-ROM2 add-on system for the standard Engine. 

The PC Engine CD-ROM2 system was a neat piece of kit - a 
styl ish grey briefcase that positioned a smal l white NEC CD drive 
next to an Engine. Unfortunately the first operating system was 

Name:  Parodius 
By: Konami (1991) 
Fo rmat: 8 Mbit HuCard 

The scrolling shoot 'em up that was 
a success on the S N  ES appeared 
first on the PC Engine, and in many 
ways it makes more impressive use 
of the hardware. There's no slow 
down, the parallax scrolling is great 
and the use of colour is excellent. 

N a m e :  PC Kid 
By: HudsonSoft (1989) 
Format: 3 Mbit HuCard 

Sega has Sonic. Nintendo has 
Mario. And N E C  has PC !<id (or 
Bonk as he's known in the US). But 
don't be fooled by the cacky graphic 
- it's the gameplay that counts and 
that's fabulous. It's also worth 
checking o�t PC Kid 2 and 3. 

The original CD-ROM system for the PC Engine - a stylish 
briefcase and CD player - was launched way.back in 1988 

hugely flawed, relying on the tiny 64K of buffer RAM in the 
briefcase interface. An upgraded operating system card included a 
supplementary 1 .5 megabits - the Super System 3.0 card was 
released in 1 99 1  roughly at the same time as the Super CD cl ip-on 
system and the al l- in-one Duo. Immediately CD-ROM releases 
flourished as programmers found they cou ld do so much more with 
the system. With this, the PC Engine CD-ROM system has become 
the most successfu l CD-ROM games system yet produced. 

In  order to further satisfy the fickle diet of the Japanese 
gamesplayer, NEC produced a laptop version of the PC Engine in 
1 990. Inc luding a superb h igh qual ity LCD screen - one of the less 
impressive aspects of the GT - the PC Engine LT was the u ltimate 
gadget for the gamer on the move, although it's possible to slot it 
into the old CD-ROM briefcase to play CD games, too. It was 
horrendously expensive when first released (approximately £500!) , 
the LT can now be picked up for around ¥47,000 (£300). Which 

Name: Ghouls 'n' Ghosts 
By: NEC Avenue (1991) 
Format: 8 Mbit SG HuCard 

The best conversion of the coin-op 
you'll find. And still the best Super 
Grafx game out of the six available. 
What separates this from the Mega 
Drive version is the sprite colour and 
parallax backgrounds; gameplay is 
just as unforgiving as the coin-op. 

Name:  Gradius II 
By: Konami (1992) 
Format: Super CD-ROM2 

Impressive use of the Super C D  can 
be seen in Gradius II. Konami's 
fantastic conversion of the Vulcan 

Venture coin-op has been very 
difficult to get hold of since it was 
released in December last year, but 
fans of the series shouldn't miss it. 



The American PC Engine, the Turbo Grafx, wasn't the same success 
story, though two million units and 100,000 CD systems have been sold 

sti l l  makes it (gu lp) ten times more expensive than a Game Boy. 
Ever heard of the PC Engine Shuttle ?  Wel l  few people did ever 

get to hear about it. This spacesh ip-shaped version of the PC 
Engine released at the same time as the Core Grahe, and was 
targeted di rectly at the younger player. While this idea might have 
worked in theory, in practice it was unsuccessfu l .  By sel l ing it at 
only marginal ly less than the price of a standard Core Grahe, and at 
more than the price of the white PC Engine that many shops sti l l  
stocked, there wasn't much  point to  the  Shuttle. And besides, it 
couldn't be hooked up to the CD-ROM system, which the future of 
the Engine was based around. The Shuttle was a mistake but it 
wasn't on its own in that respect, as you're about to see. 

NEC's most extravagant hour was undoubtedly the 
introduction of the PC Engine Super Grahe console in December 
1 989. This was their attempt at quashing the growing enthusiasm 
for the Mega Drive which had been released in Japan. Aimed at 

N a m e :  R-Type 1-1 1 N a m e :  Ultimate Tiger 
By: HudsonSoft (1988) By: Taito (1989) 
Format: 2 X 2 Mbit HuCard Format: 2 Mbit HuCard 

The graphics are superb in R- Type - The coin-op was overlooked in the 
the detail  and use of colour has arcades but Taito managed to cram 
hardly been bettered. But the it perfectly into 2561<. W ith great 
gameplay is in a class of its own. mus i c  and the best 'copter sound 
Despite the fact that the cartridge ever, Ultimate Tiger' s an intense 
vers ion comes on two HuCards, th is  shoot 'em up worthy of a place in 
is st ill the Engine's f inest hour. any Engine owner's collection. 

t e c h v i e w :  P C  E n g i n e  

To replace the old briefcase CD-ROM system, NEC introduced the PC 
Engine Duo in 1991. A newer white model, the Duo R, is now available 

more dedicated players than the standard engine, the Super Grahe 
was designed as a faster machine, a sort of go-faster, turbo-nutter 
PC Engine for hardcore gamefreaks. 

Techn ical ly it's a strange beast. In order to maintain 
compatib i l ity with the standard Engine, the CPU inside the Super 
Grahe was kept the same. In  fact, most of the Super Grahe is the 
same as a standard PC Engine. The main d ifference l ies with the 
inc lusion of a second video display chip (VDC) - the custom 
graphics chip responsible for the Engine's hardware scrol l ing and 
sprite hand l ing. A second chip doubled the number of available 
sprites to 1 28, reducing potential fl icker, and also added an extra 
playfield, or background, for paral lax scrol l ing. Other differences 
were mainly in the amount of RAM in the machine. Video RAM was 
doubled, natural ly, while the pitifu l SK of main RAM in the original 
Engine was increased fourfold for the Super Grahe. 

Unfortunately, though, the Super Grahe turned out to be a 

Name:  Street Fighter II CE 
By: NEC (1993) 
Format: 20 Mbit HuCard 

People who reckon that the Engine 
is no match to the Mega Drive 
should take a look at th is. The 
graphics are more colourful than the 
Mega Drive game and the samples 
are clearer. It's a shame that Turbo 
mode wasn't included, though. 

Name:  Ys Books 1 & 2 
By: HudsonSoft 
Fo rmat: CD-ROM2 

Many aspects of  th is  action R P G  
ser ies are crude and some o f  the 
graphics looked ropey when it was 
released. But for many this is a cult 
R P G  making great use of the CD for 
speech, animation and probably the 
best music  ever heard on the system. 
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t e c h v i e w :  P C  E n g i n e  

The American Turbo Duo - by far the most popular machine on import -
also runs Japanese PC Engine CDs. Japanese HuCards need an adaptor 

spectacular flop. Why did such an exciting machine fail to take off? 
Wel l ,  first of a l l  it wasn't. Exciting, that is. From a marketing 
viewpoint the plasticky, ugly outer casing wasn't a good choice. 
N EC had tried to go for a mechanical, techy look while increasing 
the size of the machine to fit in with the trend (at the time) for 
bigger home gadgets in  Japan. Many Japanese players thought it 
looked gimmicky - hardly fitting in with the ethos of the PC Engine 
- a compact, understated, but powerful games machine. It made the 
mistake of trying to look more powerfu l than it actual ly was. 

Because of the decision to keep the machine compatible with 
the original Engine, developers found it cumbersome to program. 
Whi le the mach ine was capable  of displaying twice as many sprites, 
as wel l  as running two playfields instead of one, the increased 
workload on the CPU meant the old Sbit processor wasn't real ly 
up to the job. And even worse, the Super Granc's sound capabi l ities 
weren't improved over the original Engine sound - hardly the PC 

N a m e :  Gate Of Thunder · 

By: HudsonSoft 
Fo rmat: Super CD-ROM2 

One of the first games to exploit the 
greater memory of the Super 
C O - R O M 2  system, Gate Of Thunder 

excels in both speed and intensity. 
The graphics aren't the most 
detailed or colourful around, but the 
gameplay is great. 

Name:  Lords Of Thunder 
Pu b l i s her :  HudsonSoft 
Format: Super CD-ROM2 

After the spaceship theme of the 
first game, the old world feel of L O T  

i s  a nice change and the graphics 
are outstanding - using the scrolling 
and sprite handling abilities of the 
Engine to the limit. The music isn't 
quite up to �he first game, though. 

First came the GT (left) and jaws dropped at the price. The brilliant 
laptop Engine, the PC Engine LT, was in another league, though ... 

Engine's original strong point. An in itial manufacturing run of 50,000 

un its was supported by the release of a single game - Battle Ace - a 
crude 3 D  shoot 'em up in the style of A�er Burner. A superb 
conversion of Ghouls 'n' Ghosts fol lowed three months later, but by 
this time the fate of the machine looked certain - Super Granc R. l .P. 

In America NEC had a harder time convincing the publ ic that 
this was a great games machine. After struggl ing along solo for a 
whi le, a joint venture with HudsonSoft establ ished Turbo 
Technologies, who improved the status of the mach ine and its 
software in the US market. However, the badly Americanised 
versions of Japanese games sti l l  d idn't impress, and the restyled 
Turbo Granc made few friends. 

With the release of the Turbo Duo, things improved stateside 
with qual ity Super CD-ROM software sti l l  putting most Sega CD 
games to shame, but real istically it seems un l ikely that TTI wi l l  ever 
be able to gain a substantial share of the US videogames market. 

Name:  Splash Lake 
By: NEC Avenue (1991) 
Format: Super CD-ROM2 

An extremely silly, but popular, 
puzzle game with simple gameplay 
involving a pecking duck and lots of 
tiles. It's fun, but perhaps the best 
aspect of the whole thing is the 
hilarious music - some of it sounds 
like Steptoe and Son. 

Name:  Bloody Wolf 
By: DataEast (1989) 
Format: 4 Mbit HuCard 

This Commando clone looks a bit 
dated, but still has more than its fair 
share of gameplay. It's sufficiently 
violent, it uses an unusual 
perspective, and above al I is very fun 
to play. Just don't compare its looks 
to the state of the art now. 



t e c h v i e w :  P C  E n g i n e  

The Super Grafx was a space-hungry beast on it's own (top right), but when connected to 
the CD-ROM through a huge adaptor, it started to take over the home 

The only ftve dedicated Super Grafx games - 1941, 
Aldynes, Battle Ace, Grand Sword and Ghouls 'n Ghosts 

The arrival f h · . Pc E · h b o t e next generation ng1ne as een 
rumoured for the last couple of years. While 3DO and Atari seem 
confident to usher in a new dawn of technology, NEC has remained 
cautious, l ike its main rivals Nintendo and Sega, preferring to see 
out its 8 and I 6bit hardware to the very end, and waiting until it 
can price new hardware competitively. 

NEC's 32bit technology known as the Tetsuj in (which 
translates as I ron Man) was announced back in the summer of 1 992 
and NEC had original ly planned to release this super console 
around the Christmas period of 1 992, but incomplete software 
persuaded them to delay it until the fol lowing spring. Unfortunately, 
though, Spring 1 993 just wasn't to be either. So, I �  years after the 
completion of the hardware it seems NEC are finally confident of a 
release date for their machine - Spring 1 994. 

A developers' preview of the prototype hardware was held 
way back in December '92 when selected companies from the UK 

N a m e :  Bomberman 
By: HudsonSoft (1990) 
Format: 4 Mbit HuCard ----- -----------�-�--
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Way before any other machine, the 
PC Engine played host to the 
excellent Bomberman. In oneplayer 
mode things get a bit tedious, but 
with up to five players the action 
takes some beating. Probably the 
best multiplayer garne ever created. 

N a m e :  Super Darius 
By: Nee Avenue ( 1990) 
Format: CD-ROM2 

The first of many C D- R D M  shoot 
'em ups to impress on the Engine, 
S uper Darius is an incredibly tough 
blaster, that duplicates the three­
screen coin-op surprisingly well. 
Great Surround Sound music and 
some fantastic boss creatures. 

and Europe were invited to HudsonSoft's headquarters in Sapporo 
to assess the hardware. And here's what was shown: 

A CD-ROM-based machine containing a five-chip custom 
graphics set developed by HudsonSoft, supporting fu l l -screen J PEG 
assisted 24bit colour FMV at 30 fps. The machine also used a ·RISC­
based CPU running at just under 25 MHz and was supported by 
lots of RAM - at least two megabytes as an immediate cache for the 
CD. Most impressively, though, the hardware also al lows for 
around seven or eight hardware playfields, meaning mu ltiple 
paral lax images and complex 3D backgrounds. Remember, the 
original PC Engine only contained a single playfie ld. 

At the same preview HudsonSoft ran a PC Engine emulator on 
their new machine that was powered by the RISC processor, and 
they managed to get their original Engine version of R-Type runn ing 
in  a single playfield. 

And demos of ] PEG-assisted 24bit fu l l -motion video were 

N a m e :  Gunhed 
By: HudsonSoft (1989) 
Format: 3 Mbit 

A highly-rated game at the time, 
Gunhed impressed with its fast 

vertical scrol I ing and great weapons. 
It still plays well, but for the most 
part it's difficult to see why it was 
so highly regarded. Extremely 
impressive sprite handling, though. 

Name:  Super Star Soldier 
By: HudsonSoft (1991) 
Fo rmat: 4 Mbit HuCard 

The second in the Gunhed series has 
more impressive graphics, a darker 
more menacing feel to it, and is a 
bit tougher than its prequel. The 
power ups aren't qui te as over the 
top as those found in Gunhed, but 
the gameplay's just as slick. 
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t e c h v i e w ·  P C  E n g i n e  

The provisional Tetsujin hardware includes a 25 Mhz RISC processor, 
and a custom chipset developed by hardware gurus Hudson 

displayed - the 1 6  mi l l ion colour images ran at 30 frames per 
second and the qual ity was supposedly excel lent - far better than 
the rough CinePak demos the 300 Multiplayer currently offers. 
The only noticeable trade-off appeared to be a l imit of 32 minutes 
of video per CD disc. 

HudsonSoft and NEC Avenue were the only software 
companies to demonstrate any new games - three were shown. A 
3 D  polygon shoot 'em up, provisional ly titled Super Star Soldier 30, 
a far cry from the vertical scrol ler on the PC Engine. Like Namco's 
astonishing Galaxian3, Hudson's game used a fu l l -motion polygon 
backdrop (an advanced version of what is shown above) with 
detai led real time 3D sprites on top. The result? A game that 
· looked remarkably s imi lar to Namco's Solvalou. On a more 
interactive level , an attractive Dungeon Master-style 3 D  role playing 
game was shown, with visuals surpassing even those of Forgotten 
Castle on the PC. The only other thing of interest was a very early 
demo of a robot fighting game which looked good if only for its use 

A tentatively titled Super Star Soldier 30 was one of the early demos 
aimed at whetting the appetites of developers for the Tetsujin . . .  

of rotoscoped animation. 
So NEC and Hudson Soft seem to be onto another winner. 

One developer Edge spoke to, had this to say: 'Hudson's original 
PC Engine was so cleverly designed that we obviously have h igh 
hopes for the new one. What separates Hudson is that they really 
th ink about the kind of games 
they want to see when designing 
hardware - un l ike the guys who 
did 300. That's a typical US 
mess: strange, and restrictive in 
so many ways. Hudson's k it wi l l  
be a whole lot better.' 

But with so many new 
consoles emerging al l  the time, 
how will the Tetsuj in fare against 
the competition ?  ' I n  terms of raw 
specs it's easi ly on par with the 
Jaguar, and defin itely better than 
3 00,' he adds. 'How it compares 
to the Saturn and the new 
Nintendo hardware is another 
matter altogether.' 

Keep up to date with Edge 
for more news on the £ Tetsujin project. 

The most popular machine 
currently available on import 
is the US version of the PC 
Engine Duo, the Turbo Duo, 
but Japanese machines are 
still available. The most 
important thing to remember 
when buying a PC Engine is 
that Start versions need a 
colour booster to compensate 
for the poor RGB quality. 
Without this, colours are 
usually very dark. 
Contacts: Console Concepts -

0782 712759 
Raven Games - 081 663 6810 
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N a m e :  Parasol Stars N a m e :  Salamander 
By: Taito (1991) By: Konami (1991) 
Fo rmat: 3 Mbit Format: 2 Mbit HuCard 

This is closer to Bubble Bobble than Fancy the entire Salamander 

Rainbow Islands, so fans of the first coin-op on one tiny 2 5 6K card? The 
game will probably love it. Parasol graphics look bland at first, but the 
Stars is a colourful and enjoyable speed and playability of the game 
twoplayer platform game with Bub impress from the start. The PC 
and Bob armed with parasols to ki 1 1  Engine has the best Nemesis 

screen after screen of baddies. conversions, around. 

N a m e :  Air Zonk 
By: HudsonSoft (1992) 
Format: 8 Mbit HuCard 

PC Kid in a shoot 'em up might not 
sound like a good combination, but 
this is as skillfully crafted as most 
HudsonSoft releases. Colourful 

graphics, amazing sprite handling ... 
You "ll find the best qualities of the 
top Engine shoot 'em ups in here. 

i:: 
Name:  Dracula X � 
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Format: Super CD-ROM2 "' 
� 

A huge, challenging game with 
multiple routes, secret rooms, a 
choice of characters and that classic 
Castlevania playability. Graphically, 
not quite as good as it could have 
been, but who cares when there's so 
much to get your teeth into. (Sorry.) 
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Format: Jaguar 
Publisher: Atari 

Developer: Attention 
To Detail 

Price: £NA 
Size: 16 Mbit 

Release: December 

With Cybennorph, you can view the 
action from the cockpit (top) or from 
behind your ship, Starwln&'style 
(bottom). You also get a radar in the 
top righthand comer of the screen 
and a ground height/altimeter in the 
bottom righthand corner 

e rm o r 

With 64bit architecture and a host of custom chips, the Jaguar excels at 3D. Indeed, Cybennorph - which 
is bundled with the machine - Is a glorious looking game with Gouraud shading and loads of colours 

fJ tari need a winner.  With the Fa lcon 
dead , the Lynx an endangered species 
and the ST cough ing up  b lood after a 

severe bru is ing from the Amiga, Atar i 's  hopes 
of success - and even survival - are p inned 
on the matt b lack casing of the Jaguar. 

And , l i kewise,  the Jaguar needs a win ner. 
The Super N ES has Super Mario, Starwing and 
Street Fighter II. The Mega Drive has Sonic, 
John Madden and Street Fighter II. 

L ike 3DO,  the Jaguar needs to make an 
i m pact. Thankfu l ly, it has Cybermorph on its 
s ide ,  which comes bund led with the mach ine .  

Cybermorph - coded i n  the U K  by Attention 

To Deta i l  - is  as good a showpiece for the 
Jaguar as Atari could have hoped for. 

Set on a d istant p lanet . . .  wel l ,  52 d istant 
planets to be exact, Cybermorph is a cross 
between Starwing, Virus and a 3D Defender. 
At its most basic,  the game is a co l lect and 
shoot 'em up:  ki l l  the badd ies,  get the 
power-ups and col lect al l  the pods so you can 
exit to the next planet. S imple .  

Of course , there 's  much more to it than 
that. Each pl anet has its own brand of devious 
enemies who shoot at you ,  ram you ,  stick to 
your craft and genera l ly get in the way. 

Pods are h idden , imprisoned , caged up or 



This transport ship shuttles back and forth 
carrying power-ups (the purple and yellow 
discs). Blast it, and they fall to the floor . . .  

guarded by forcefie lds .  And l arge sections of 
the planet are b locked by wal ls  or h idden 
pathways through ravi nes and va l l eys . 

S imp le ,  yes .  Easy, no.  
Okay, you get six weapon systems to 

col lect and three different superweapons with 
which to lay waste your enemies.  

But you also get a paltry three l ives which ,  
on your first attempt, should last about a 
m inute . As you fi nd your way around the mu lti­
button joypad (wh ich isn 't  qu ite as d ismal  as 
Edge first feared) and gradua l ly  learn to 
contro l your sh ip ,  the game opens up to reveal 
h idden depths.  

You also have a guide through th is 
bewi ldering world i n  the shape of Skylar, your 
onboard holograph .  This ba ld  female pops up  
to  proffer the  odd  word of  advice , 
encouragement and to te l l  you when you have 
only one pod left to pick up .  

The speech is 16bit samp le  perfect - rea l 
F-15 cockpit stuff - and is a welcome sound 
amongst the laserfire and explosions.  Skylar 
has a reperto ire of 11 phrases from 'Ouch ' 
when you take a h it, to ' Portal now open '  
when the l ast pod is i n  your possession.  

Spinning triangles are teleporters which warp 
you to different locations. The screen performs 
a swift blue-out, and you reappear elsewhere 

t e s t s c r e e n I 

You can view the action from a number of standpoints: from behind your ship (main), from the 
left (top left), inside the cockpit (top centre), or from the right (top right). You can also view 
the ship from in front which, like the side views, is a nice touch but pretty much useless . . .  

I n  fact it 's a lot of these subtle - almost 
useless - touches, that elevate Cybermorph 
from just another 3D game.  You can view your 
sh ip  from four d ifferent angles, not inc lud ing a 
cockpit view; you can a lter the vo lume of 
sound effects, engi ne whine and Skylar 's  
speech wh i le  the game is  paused ; you can 
toggle the targeting crosshair on and off; and 
you can reconfigure the contro ls  to su it your 
own preferences. Even the cartridge is 
user-fr iendly,  saving your contro l setti ngs and 
h igh scores,  thanks to an E2PROM (E lectr ical ly 
Programmable Read-Only Memory) ch ip  ins ide.  

And speaking, as we were , of contro ls ,  the 
T-Griffon sh ip  is  surpr is i ngly respons ive -
al most over-respons ive at first, unti l you get to 
gri ps with its turn ing circ le and the way i n  
which the  entire 3D l andscape moves around 
the ship.  One exce l lent feature is  that you can 
stop the sh ip  dead , and even go into reverse , 
s l i d i ng backwards over the landscape (a 

3 .. 
II"-
"' 
N 

::J "' 

59 



Q) 

c 

N "' 
'CO .. 
E 

Ill 

a 

60 

t e s t s c r e e n 

Here are two of the pods that you are 
tasked with collecting. Some, like 
these, are found just lying around the 
place while others are secreted in 
prisons or behind huge, apparently 
impregnable forcefields 

Vortex towers (top) sit like tall, 
polygonal plants, infecting the 
landscape with antimatter. Worse, 
Pod Snatchers (bottom) pick up your 
pods up and drop them onto the 
blackened land where they slowly die 
- unless you come to their rescue 

This mlsslle-gobblng head appears as the first end-of.system boss. However he pops again as a standard 
enemy on planet Hades (above). Having dispatched his arsenal, he slides back below ground, out of sight 

t- particu larly usefu l tactic s i nce you can sti l l  fire 
forwards at any oncom ing vehic les) .  

So the T-Griffon is  more l i ke a hel icopter 
than a plane - and a good th ing too . It wou ld 
be far less p layable if ,  on missing a pod , you 
had to fly around for another pass . 

G iven that Cybermorph is a) tricky and b) 
huge , it 's only sens ib le  that ATD have 
inc l uded a password syste m ,  enab l ing you to 
save your game after every e ight p lanets . And 
there 's  a code to a secret system with . . .  wel l ,  
that wou ld  b e  te l l i ng. 

Extra l ives are awarded on ga in i ng h igh 
scores,  and with pick-ups. There are also a 
number of secret worlds to be d iscovered , 
strewn with free power-u ps. 

Without doubt,  Cybermorph' s  main l ure is  
the v isuals :  it sure is  a looker, w ith  m i l l ions of 
colours and stunn ing Gouraud shaded 
landscape. It al l  moves dead smooth ly but, to 
be honest, the 30 sh ips and bu i ld ings are a l l  
a b i t  basic ,  made o f  s i m p l e  shapes with gaudy 
colour schemes. There 's  l ittle  of the fi nesse 
that you fi nd with s imu lators l i ke TFX, and 
even Starwing contains much rnore i nteresti ng 
erwmies.  

But i n  the fina l  assessment, it 's gameplay 
that counts and Cybermorph has noth ing to 
fear in that department. From the first 

firebutton press, it 's pretty much non-stop 
action ,  and even though there 's  no timer, the 
game comes with a bu i lt-i n sense of panic as 
you attempt to scoop up a l l  the pods and hau l  
ass outta there . 

Each p lanet differs enough from the last to 
avo id unwanted sensations of deja  vu,  and 
there are enough new enemies and puzzle 

Your ship - the T-Grlffon, or Transmogriffon -
changes shape depending upon its speed, 
becoming sleeker at high velocity 



elements i ntroduced so that you just never 
qu ite know what 's com ing next . . .  

It 's a lso a perfect first-t ime game for new 
J aguar owners : it's easy to pick up and p lay, 
you can roam around b lasting th ings to b its 
without necessar i ly  knowing what your miss ion 
is ,  and you have a choice of p lanets to p lay 
before you start going over o ld ground .  

But ,  best of  a l l ,  Jaguar owners can fee l  that 
their purchase was justified . Cybermorph is a 

fine game in its own right, and carries with it 
the promise of Jaguar games to come - not 
least of which is the sequel Battlemorph from 
ATD,  due l ate '94. 

L ike Crash 'n Burn which is  bund led with 
Panason ic 's  300, Cybermorph i sn 't  
perfect, but it 's a damn good start. And £ 
that's exactly what the Jaguar needs .  

Edge rating: Eight/ 10 

Later planets provide puzzles t o  solve. The huge, blue forcefield (main) - which looks more Impressive In 
the game itself - separates you from your pods. Fly through the right transporter and you find the 
generator (bottom left) that powers the forcefield. Destroy It, warp back and It's pod city (bottom right) 
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K n o c k o u t  c h a r a c t e r , 
p u n c h y g r a p h i c s  
a n d a s e r i o u s l y  
k i c k i n g s o u n d t r a c k .  



Nin v o l v i n g  
N i n t o  t h e  g r o o v e  
N i n t e n d o  

(Nintendo) 

G a m e a r o u n d  £ 4 0  
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Format: SNES 
Publisher: Square Soft 

Developer: In-house 
Price: £60 (import) 

Size: 16 Mbit + BB 
Release: Out now (US) 

One of the first tough boss opponents 
is this plant-like bird creature 

n the face of th i ngs , the Secret Of 
Mana probably won't  do as wel l  as it 
deserves to , which is a shame as it 's 

such a we l l-crafted piece of software. It 's 
better than Ys I & II  on the PC Engine.  Better 
than Zelda on the SNES.  And yes ,  better than 
Landstalker on the Mega Drive . 
· 

But it arrives in the States completely 
un-hyped and mostly unheard of. Iron ic ,  when 
the Super Fam icom vers ion ,  Seiken 
Densetsu 2, was far and away the most widely 
covered game of the year i n  Japan , generat ing 
huge leve ls  of i nterest, and se l l i ng to 
avid gameplayers by the truckload . 

At a cursory glance Secret Of Mana 
looks l i ke an average Japanese RPG with 
a pre-set story l ine ,  and translated text. 
That i s ,  your t ime's e ither spent 
wandering around the place ki l l i ng th i ngs , 
or ta lk ing to smal l  cute characters. But 
with in  th is  wel l-worn framework Mana 
inc l udes some of the best game des ign 
and features ever seen :  s imu ltaneous 

threeplayer action ,  the best combat system 
ever des igned , the best p layer i nterface ever 
designed , a superb control system ,  and yes ,  
some of  the  most engross ing and  reward ing 
gameplay yet. It rea l ly is in a c l ass of its own 
as far as action RPGs or adventures go . 

And that's the po int to stress here . It 's 
essenti a l ly an adventure - al l  the trad itional  
RPG elements are i ncl uded - but it' s fast, and 
combat p lays a far greater ro le .  Someth ing 
that's far more sk i l lfu l ly hand led and enjoyab le 
than it was i n  Zelda, for example .  There are 

The game begins in earnest when the sprite and girl characters have been found and recruited on the 
quest - in oneplayer mode, two of the characters follow you around the screen, even attacking enemies 
when confronted. With the Super Multitap, threeplayer games are superb. (inset) First steps for the hero 



The game world Is so huge In Secret Of Mana that airborne travel Is one of the fastest ways to get 
around. Pay a small, squat chap about 50 gold coins and you'll get tired from a cannon to a destination 
of your choice. Mode 7 scrolling like this Is used much later In the game when you can ride a dragon 

64 d ifferent types of weapons, 58 types of 
armour, 27 d ifferent spe l ls  and a l l  th is  detai l  
is  hand led b y  a superbly des igned p layer 
i nterface. Selection ri ngs rotate around the 
player and don't obscure the action 
onscreen ,  wh i le  the ab i l ity to select someth ing 
and then give it to one of your companions is  
s imp l ic ity itself. 

And as if all that wasn't  enough , Secret Of 
Mana looks great too .  For a start it 's great to 
see that the Americans have kept the bri l l i ant 
Japanese artwork in  the packaging - usual ly 
the first th ing to go . And the game graphics 
are unique and appea l i ng, reflecting the 
artist's swreal  vision of the game perfectly. 
Some of the n icer graphic effects are saved 
unti l much l ater in the game,  though . What 

In the Witch's castle the characters prepare to 
meet the boss, which lies beyond this room . . .  

can 't be conveyed here is  the beautifu l 
sounds in Secret Of Mana. The wide range of 
folky,  etherea l  soundtracks real ly create a 
wonderfu l atmosphere , even if a few of the 
tunes get a l ittle irritat ing at t imes.  

Of course,  the sheer s ize of Secret Of 
Mana i s  staggeri ng. It 's estimated that the 
average p layer w i l l  take around 70 hours to 
complete it. And for that reason alone it 's a 
ser ious gameplaying proposition ,  offering 
great va lue .  

The fact that it 's a lso an i mmensely 
enterta in i ng game,  makes it an 
u nm issable experience. £ 
Edge rating: Nine/ 10 

Spiky Tiger I s  a tough opponent - here, the girl 
and sprite have died, hence their ghostly shapes 

t e s t s c r e e n I 
The Power of Mana 
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O kay, here's the p l ot in a n utshe l l .  The Ii: 
M ana tree - the stu n n i ng creat ion � 
you ' l l  see on the game box and poster 
- is  the sou rce of a l  I peace and 
harmony in the land.  H oweve r it 's 
under th reat from demons and it 's  
your job to trac k down e i g ht seeds 
which have been scattered through the 
land in order to protect its peop le .  

Once a palace i s  sealed off you ' l  I 
receive an energy orb wh ich i m p roves 
the powe r of your weapons. Of course , 
it 's hard l y  that s i m p l e .  A l ong the way 
the q uest is d i v i ded up i nto dozens of 
sub-quests which wi l l  take ages to get 
through .  E x pect a few s leep less n i g hts 
with th is  one . . .  
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(From the top) Using the whip, our 
heroes can cross gaps; the player 
Interfaces consist of scrolling rings; 
it's possible to set attack patterns; 
each weapon can be powered up too 

65 



� en en .... 
� "' 
::> 

c "' 
"' 
c 

N "' 
'Cl) .. 
E 

Ill 
C5 
m 

66 

t e s t s c r e e n 

M yst 
Format: Mac CD-ROM 

Publisher: Broderbund 
Developer: Cyan 

Price: £40 
Size: 1 CD 

Release UK: Out now 

With lighting and texture effects 
like these, you sometimes feel 
you've wandered into a ray-tracing 
slideshow demo by accident . . .  

As you explore the 3D world of Myst, doors can be opened allowing you to enter rooms beyond. 
Amazingly, it would appear that you've stumbled Into a live recording session of Mastermind (inset) 

; 

D t 's  been a wh i le  s i nce we 've seen 
games us ing their a l l-out wei rdness as 
their un ique se l l i ng point. But here 's  a 

game that isn 't  ashamed to do exactly that, 
proc la im ing itself as 'the surreal istic 
adventure that wil l  become your  world ' .  

Now, there have been a number o f  Am iga 
budget re leases whose contri bution to the 
world of videogames can best be described as 
'su rrea l ' .  But at least the creators of Myst can 

c la im that they 
did it de l i berate ly. 

I n  fact , this is  a 
pretty standard ( if  
more than 
standardly pretty) 
graph ic .adventu re 
- the surrea l ism 
is  mostly confined 
to the plot. 

gorgeously ray-traced locations,  starting off on 
an island that looks l i ke the set for a ' 90s 
remake of 'The Prisoner' . There 's  the 
trad it ional selection of objects to c l ick on 
(though d isappoi ntingly few to start off with ) ,  
a n d  some reasonably pleasant an imations 
when you fi nd an object that actua l ly  does 
someth ing. Noth ing to set the CD adventuring 
world a l ight so far, then .  

The obvious crit ic ism to  be made is  that 
the game engine isn 't  anywhere as near as 
soph isticated as the beautifu l ly rendered 
i ngame graphics.  Coming from the people 
responsib le for the influent ia l  Macintosh 
graphic adventure Cosmic Osmo - more 
accurate ly described (by the authors 
themselves) as a ' non-threaten ing exploratory 
environment' - Myst sti l l  has that 'wander 
around adm i ring the pictures and cl icking on 
th i ngs occas ional ly '  fee l ,  with none of the zany 
character interaction that makes games l i ke 
Monkey Island such fun .  

B u t  i f  you prefer Dark Seed over, say, the 
LucasArts games, you cou ld easi ly spend 
hours in  Myst just checking out the £ n ice scenery. 

A wood-panelled library is hidden within this Greek temple. When 
you get in, there aren't many books, so check out the pictures . . .  

You 've fa l len 
i nto a b izarre 
world contained 
with in  the pages 
of a book, and 
you get to point­
and-c l ick your  way 
around a large 
number of Edge rating: Six/ 10 
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Fro nt ie  r • 
• E l ite II 

Format: PC/Amiga 
Publisher: Gametek 

Developer: David Braben 
Price: £45 

Size: 1 disk 
Release UK: Out Now 

All the objects you'll come across, from scout ships to planets, huge transporters to mining outposts, 
have real substance, and can be flown around, into, and even (In the case of this space station) through 

o u ' l l  hate th is  game for at least two 
hours .  Granted , you ' l l  spend those 
hours banging your  head aga inst its 

front-end and gri ping about its graphics,  only 
to fi nd that the qua l ity of the game underneath 
has possessed you wh i le  you were moan ing 

about its presentation , and you ' l l  end up 
loving it to b i ts .  But  the memory of  that i n it ia l  
hatred never qu ite goes away, and sours what 
cou ld have been a perfect relationsh ip .  

With its predecessor, Elite, it was  love at 
fi rst s ight. Every avid Elite fan w i l l  c learly 
remember the day they fi rst saw it. It was 
u n l i ke anyth ing seen before ,  and the origi nal  
game sh ifted some 750,000 un its worldwide.  

Perhaps it 's true that you can only fal l  in  
love once , but  the sequel  s imply lacks the 
thri l l  of its grand parent; it's lost the ' must 
p lay' impact that put Elite way ahead of the 
competition ,  even before you got into it and 
rea l i sed how deep and i nvolving it was . We 've 
seen so many qua l ity games come and go i n  
the  i nterven ing n ine years that Frontier just 
doesn't seem to be push ing back any 
boundaries, as its name wou ld  seem to i m ply. 

The galactic map shows the positions of the 100,000,000,000 stars in the Frontier universe, 
many mapped from existing astronomical data, the rest statistically extrapolated 

The 30 graph ics s i mply aren't  up to 
scratch ,  ranging from being a bit crude and 
jerky (even on a 486 machi ne) to being 
vi rtua l ly unp layably crude and jerky (on an 
A500) .  Th is is  an immediate problem because 
it makes combat extremely difficult ,  as it's 
next to i m possib le  to te l l  where a fast-movi ng 
spacesh ip  is  go ing to be the next time the 
screen updates .  You can learn to deal with it, 
but it doesn't stop the whole experience of 



The Bulletin Board posts details of 
missions or tasks you can choose 
to accept, usually for a large 
payment. The option to purchase 
new ships (including the Viper 
police craft) is one particularly 
welcome new feature 

It all depends on how you look at things . . .  you can view the action from a number of different positions. 
Front view (top right) is the norm, but you will occasionally need to scan behind you (bottom right), 
assume an external viewpoint to align the ship for a landing, or scan all around from the laser turrets 

cru is ing the space h ighways being s l ightly 
frustrating and t i resome,  rather than - as it 
was in Elite - utterly exh i la rating. 

This is  al l water off a duck's back, though , 
to a game as i mpassively vast as Frontier, and 
if you ' re wi l l i ng to take the t ime to get used to 
its pecu l i arities ,  you ' l l  fi nd yourself immersed 
in a whole new world of adventures, dazz l ing i n  
scope and hope lessly addictive . 

On one H igh Dens ity floppy d isk you have , 
qu ite s imply, an enti re un iverse to explore. 
Trader? P i rate? M i ner? Mercenary? Explorer? 

Taxi Driver? There is no set goa l ;  it 's entirely 
up  to you i n  which d i rections you channel  your  
energies.  If you  want to  l ive i n  another worl d ,  
you ' l l  fi nd i t  here, a n d  Frontier m a y  wel l  be the 
best game you 've ever p layed .  If you ' re just 
looki ng for someth ing to pass the t ime with , 
however, you won 't find any cheap th ri l l s .  Get 
hooked , and you ' re hooked for good . £ But there 's  more attractive bait around.  

Edge rating: Seven/ 10 

t e st s c r e e n I 
In Dock  
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The game is d i v i ded i nto two secti ons;  � 
the 3 - D i mensional  space fi i g ht,  where '.: 
you wi l l  encounter enem ies and 
attem pt to l and or  dock your c raft, 
and the e l ectro n i c  commun ication  that 
takes p l ace from the comfort of your 
cockpit,  as you cond uct the real  . 
bus i ness of the game. The fac i l ities 
avai lab le  to you at a space port or 
space stat ion  wi l l  vary depend ing  on 
the economic  and industr ia l  leve l  of 
the wo r l d  you are v is iti n g ,  but you wi l l  
a lways fi n d  a ' stock market ' ,  where 
you can buy fue l ,  trade goods or se l  I 
booty. There shou l d  a lso be a 
sh i pyard , where you can p u rchase 
upg rades to your vesse l - sh i e l d  
generators, m i ss i les ,  repair  systems 
and the l i ke - or  even trade i n  your 
sh i p  for an e nti re l y  d i fferent craft. 

In Space 
T h e  amount o f  t i m e  y o u  spend 
actual l y  fiying your sh i p  wi l l  be 
determi ned l arge ly  by the n u m ber of 
hosti l e  craft you encounter ,  or choose 
to engage in a h osti l e  fash ion .  M ost of 
the navigat ion  wi  1 1  be perfo rmed by 
the autopi l ot ,  now fitted as standard, 
and a much more versat i l e  and usefu l 
p iece of k it  than the pr im itive 
' Dock ing computer '  you had to save 
up for in Elite. Another espec i a l l y  
usefu l add it ion t o  t h e  seque l  h a s  been 
the ' S tardreamer T i m e  Contro l ' ,  a 
system that wi l l  speed up your 
percept ion of the passage of t ime but 
s l ow th ings  down aga i n  shou l d  you 
arrive at your desti nat ion or get i nto a 
fight,  e l i m i nati ng th ose long  run-ups 
to space stat ions that were so much a 
feature of the prev ious  game. 
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Format: Neo Geo 
Publisher: SN K 

Developer: I n-house 
Price: £185 

Size: 118Mbit 
Release UK: Out now 

D t 's  someth ing that has a lmost become 
a fact of l ife , and over the years we 've 
a l l  had to l ive with it .  What is it? Wel l ,  

each a n d  every home system h a s  a game for 
which it tota l ly  exce ls .  

The SNES has its platform games, the 
PC Engi ne has more than its fa i r  share of 
shoot 'em ups, the Mega Drive has an 
abundance of sports s imu lations and you 
can't move for 30 RPGs on the PC . And 
Neo-Geo owners must have a terri b le time 
deciding which beat 'em up  to get next. 

Not surpr is ing rea l ly,  as most of the 
Neo-Geo 's  best games come from this genre. 
King Of The Monsters 2, Fatal Fury 2, Art Of 

Fighting and now Samurai Shodown, without 
doubt one of the best beat 'em ups ever to 
grace the screen of the Neo-Geo - in  fact it 's 
arguably the best one-on-one beat 'em up on 
any home system.  

So what's so specia l  about SNK's latest? 
Wel l ,  its got some knockout v isuals ,  equa l ly 
impressive sound effects and 12 bri l l i antly 
des igned characters . Oh, and it pl ays rea l ly 
we l l  too . But Samurai Shodown's most a l l uring 
feature has to be that the characters fight with 
a range of weapons. 

A l l  too often fighting games re ly on the 
tr ied and tested theme of hand-to-hand 
combat, but oh no ,  not Samurai Shodown. 

Samurai Shodown has some beautifully drawn characters and backdrops. Here one of the Japanese opponents, Kyoshiro, takes on Galford. Galford'• 
weapon may look small compared with Kyoshiro's, but Galford has a four-legged surprise in store: Poppy - his dog - looks like he's set to pounce 



t e s t s c r e e n I 
The C haracters 
Samurai Showdown contains some of 
the b i ggest and m ost v ic ious 
characters ever seen i n  a v ideogame. 
B ut it 's  the i r  weapons that make them 
a l l  the more savage.  For  i n stance . . .  

Nakoruru, f r o m  J apan , i s  a s l i g ht 
th ing  but don 't l et her d i m i n ut ive s ize 
fool  you - she's  j ust as merc i l ess as 
the rest. Her sword i s  smal l but she 's  
devastat i n g l y  qu ick .  

Galford comes from the U S A. H e ' s  
q u ite fast a n d  has a l so brought some 
extra help with him - his dog.  G a l fo rd 
can s i n k  h i s  savage can i n e  i nto 
opponents but it 's q u ite tr icky to d o ,  
so you ' re better off st ick ing  w i t h  h i s  
P ower F l ame t o  start with.  

Haonmaru i s  a l m ost l i ke a ' Ry u '  
character ,  a n d  h a s  a m i xtu re of 
moves. H i s cyc lone punch is  a real 
pun isher and he 's  a lso a very 
accomp l i shed swo rdsman - u n l i ke . . .  

Earth Quake. S i m i lar t o  G a lford ,  
E arth Quake is  from the U SA ,  but 
u n l i ke G a l ford he stands around 2 0  
feet tal l .  H i s sheer b u l k  makes h i m  a 
s l ow mover, but h i s  weapon - a spi ked 
chain - can be used to keep h i s  
opponents at a d i stance. 

Special moves play an Important part in any new beat 'em up. Samurai Shodown contains some of the 
most Ingenious yet seen. If you thought that Street Rgtrtel's moves couldn't be beaten, check this out 

Gen-An looks l i ke he audit ioned for 
the part of B l anka,  but fai led 
m i serab ly .  Th is  g reen hunchback 
comes equ i pped with steel  c l aws. 

With painfu l rea l ism the characters slash and 
hack their way th rough each of their fights . And 
throwing your  opponent hard to the floor and 
then d riving your  b lood drenched sword 
through h i m  is  d isturbingly satisfying. 

If there ' s  one feature that can best 
d isti ngu ish between a fa i r  beat 'em up  and a 
great one,  it wou ld have to be the ab i l ity to pu l l  
off combination attacks . Samurai Shodown 
certa i n ly doesn't  d isappoint here .  The fighters 
are fa i rly easy to control and have a very 
i m pressive array of their  ind iv idua l  spec ia l  
moves.  But  it 's the way i n  wh ich you can pu l l  
off spec ia l  moves i n  succession that makes 
Samurai Shodown so good . 

It is without doubt the best beat 'em up  
cu rrently ava i l ab le  on the  Neo-Geo, but  th is 
comes as no rea l  surprise. A wh i le  back SNK 
managed to entice away some of Capcom's  
origi na l  SF I I  programmers ,  and i t ' s  rumoured 
that Samurai Shodown i s  the fi rst game 
they've worked on for SNK.  

Together with some i m pressive zoom in  and 
out  effects - s im i lar  to  Art Of Fighting, only a 
lot smoother - Samurai Shodown represents a 
new breed of beat 'em up .  Whether it ' l l  have 
the l asting appeal of Street Fighter II remains 
to be seen , but  one th ing 's  for sure - £ you ' l l  have a great t ime fi nd ing out. 

Edge rating: Eight/ 10  
Earth Quake and Gen-An d o  battle at close quarters (above). Get I n  close and you're told to 
hammer the A button (Inset). If you're quicker on the flrabutton than your opponent, ha 
drops his weapon and Is sent reeling, allowing you to step In and take the upper hand 
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D racu la X • 
• 

Devi l 's Castle 
Format: PC Engine 

Super 
CD-ROM2 

Publisher: Konami 
Developer: In-house 

Price: £65 (import) 
Size: 1 CD 

Release: Out now (Jap) 

The famlllar falling bridge section 
appears In one of the later stages. It's 
very nicely handled too 

astlevania is perhaps a sol itary 
gameplaying experience, and the 
popu larity of the series certa i n ly 

e l udes a large chunk of the gaming popu lation 
- let's face it, the somber graphics,  the s low,  
plodd ing pace , it just isn 't  Sonic i s  i t? But 
what it l acks i n  mainstream appea l ,  it makes 
up  for i n  its cult look and fee l .  Cha l lenging 
gameplay, masses of leve ls ,  bri l l iant haunt ing 
music - these are the k ind of th i ngs that the 
more serious p layer appreci ates.  

And the Engine version packs these 
elements i nto an unusua l  CD bund le adding 
enough fri l l s  to satisfy d iehard fans .  I n  fact, 
the imminent, and very basic ,  Mega Drive 

game is we l l  and tru ly ecl i psed by th is  re lease. 
But it 's Castlevania /V on the SNES that 

wi l l  probably be the benchmark aga inst which 
it' l l  be judged . So is  it up  to scratch? 

On starting the game, there 's  a typica l ly 
spectacu lar  an ime-style i ntro , accompanied by 
unsu itably upbeat music .  After that there 's  a 
wonderfu l choirboy's vo ice s inging wh i l e  you 
peruse the mu ltitude of options.  It's n ice to 
see so much effort going i nto peripheral 
screens.  But once the game starts it 's a 
d ifferent matter. The graphics are okay, but 
they' re just not i n  that super league we a l l  
know the Engine 's  capable of. It looks a b i t  
flat at  the  best of  t imes ,  the  co lours having 
been cut down to a l low the para l l ax scro l l i ng.  

On the sound s ide ,  th i ngs are mixed too . 
Effects are surpr is ingly good - far more gut­
wrench i ng than in the SNES game,  but the 
music - one of the Castlevania' s  eternal 
strong poi nts - is  a rea l  letdown , espec ia l ly  
when you can get some fantastic orchestra l 
versions of Castlevania' s  music separate ly on 
CD ( i n  Japan) .  Here, some of the j azzed up  

The game begins with a prologue where our Vampire Hunter rides Into town only t o  b e  met b y  Drac 
himself. The best thing is the great scene-setting sampled rain and hoof sounds played directly off CD 



The first decent section involves this animated beast, who smashes onto the left of the screen and 
chases after you as you negotiate the gaps In the floor. A useful key can be found on this level 

A rock monster (left) looks tough, but a few quick slashes and he's rubble. Find the secret exit on the 
first level and the boss at the end is this fast twisting serpent (middle). Static screens don't do him 
justice either - he moves very realistically. A mid-level boss from the third level bursts into flames (right) 

remixes of o ld tunes are just b land ,  
unsu itab le ,  and a far  cry from the bri l l iant 
atmospheric SNES music .  

Fortunately though , Dracula X i s  saved by 
some rea l ly  so l id  gameplay. On the face of 
th i ngs , it seems a bit sta le  - ma in ly because 
of the l i m ited use of your  cha i n ,  as on the 
NES. However ,  the o ld fash ioned gameplay is 
sti l l  enjoyab le .  Underneath the s l ightly crusty 
exterior there ' s  a depth to Dracula X - main ly 

in the game's  structure - that makes th is  a 
great buy. There are loads of levels in the 
game,  lots of d ifferent routes to completing it, 
and secret rooms al l over the p lace. 

If you ' re a fan of the series, you won 't  want 
to miss th is .  Just don't  expect to be that £ 
impressed the fi rst t ime you see it. 

Edge rating: Eight/ 10  

t e s t s c r e e n § 

Moving ropes with platforms, 
vertical parallax scrolllng, special 
weapons . . .  It's all here 

The O pt ions  
One o f  the m ost i m p ress ive aspects of 
Dracula X, certa i n l y  when compared 
to p rev ious  Castlevania games, i s  the 
wide range of opt ions.  

S et agai nst a backdrop of 
harmo n i c  voca ls ,  the p l ayer can view a 
map screen where i n d i v i d ua l , 
p re-com p l eted stages can be accessed.  
T h i s  works we l l ,  because you never 
rea l l y  know how far there i s  l eft to go 
- the game j ust seems to keep g rowi ng 
and grow i n g .  

A lso ,  there 's  t h e  i nterest ing  
Tech n i c  opti o n ,  a l l owing  the  p l ayer to  
watch a reco rd i n g  of the  strategy 
needed to k i l l  i nd iv idua l  bosses. It 
costs money, m i n d ,  and you can o n l y  
s e e  t h e  o n e s  you 've managed to reach 
you rse lf ,  but for sheer nove l ty val ue ,  
it 's  a n i ce i n c l us ion .  

A cho ice of characters appears 
after the g i r l  gets rescued.  And the 
game save - perhaps the m ost 
i m p o rtant aspect of the game des ign -
works surpr is i n g l y  we l l  too. Restart 
po i nts can be a bit of a pain - o n l y  
w h e n  a l eve l i s  comp leted wi l l  it  
reg i ster a save , but u n l i ke many 
games with back-up,  Konam i have 
made the game tough enough to 
susta i n  i nterest for a good wh i le .  And 
those d i fferent routes travers i n g  the 
game wi l l  take q u ite some t ime to get 
fam i l iar with . . .  
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t e s t s c r e e n 

Alad d • 

1 n  
Format: SNES 

Publisher: Capcom 
Developer: In-house 

Price: £50 
Size: 10 Mbits 

Release: December 

SNES Aladdin Is far more playable than the Mega Drive version. Here, for example, Aladdin can 
swing from poles kick the guards. Pity the game has been spoilt by its low difficulty level . . .  

fter seeing Virgin ' s  smart Mega Drive 
vers ion of Aladdin runn ing at the 
Ch icago CES last summer,  it 's 

rumoured that Capcom went back to the 
d rawing board to i mprove the an imation in 
their  long awaited S N ES game.  But with the 
fi n ished game fi n a l ly here ,  you can't he lp  
feel i ng that their  efforts might have been 
better d i rected at some of the game's more 

'Go on, you can make H!' assures Abu. Aladdin, 
however, quickly realises not to trust monkeys 

immediate flaws . Chiefly its l ack of leve ls .  And 
accord ingly, its lack of any rea l  chal lenge . The 
game is way too short and horri b ly easy to 
fi n ish . And this is a great shame when so 
many of its other characteristics,  notably the 
gameplay,  sh ine so brightly. 

But, despite the cha l lenge factor, i s  the 
game as pretty as the Sega version? Does it 
match up  to the h igh standards set by Virgin 
and Disney? Wel l ,  yes ,  and . . .  sort of. I n  terms 
of game structure , SNES Aladdin i s  basical ly 
the i r  Mickey's Magical Quest game in  a new 
outfit. There are seven leve ls ,  each d ivided 
i nto a few sub-sections, and there are bosses 
at the end of most leve ls .  V irgin 's  game saw 
fit to d ispense with such conventions.  

But where Capcom's  Aladdin rea l ly  scores 
is with the gameplay - it 's a bit more 
sophisticated , borrowing a lot of its appeal 
from Prince Of Persia-style p lay mechanics.  

So,  there 's  a d isti nctive Capcom flavour 
here ,  certa in ly. But wh i le  it pl ays absolutely 
wonderfu l ly ,  it's also lacki ng so much.  And 
what it l acks is  so fundamental that you 



Level two is typical platform fare: 
Aladdin has to traverse the fiery pit 
using platforms that slide along on 
rails. Just like in the movie . . .  

All  seven levels are visually brilliant, but the lava stage is by 
far the most impressive, with around eight layers of parallax 

Aladdin's helium-filled trousers 
help him to negotiate the 
balloon-filled third level 

Level three takes you inside the genie's lamp. Obviously, the 
artists at Capcom made full use of their artistic licence here 

wonder what Capcom are p laying at. It 's hard 
to be l ieve that they could mess up Aladdin 
when they've had so long to work on it. 

Mickey's Magical Quest, another pl atformer 
that l acked content, fared better because it 
had more variety and deta i l  i n  the ind iv idua l  
leve ls .  Sadly Aladdin's  leve ls  are qu ite sparse 
i n  p laces ; one entire level is  wasted on a flying 
carpet bonus section .  Just as bad is  Aladdin's 
soundtrack - a d ismal  warb l i ng rend it ion of the 
fi l m  mus ic ,  using exactly the same sounds 
used i n  every Capcom SNES game ever. 

In many ways the problem with Aladdin i s  
i ntegra l to the l icence. It 's a mainstream 
property so it has to be geared to satisfy the 
casual  p layer fi rst. And the big d rawback with 
this i s  that it makes the game way, way too 
easy. We fi n ished all seven leve ls  i n  just one 
hour of i ntense p laying - that rough ly equates 
to a pound per m inute . Fun wh i le  it £ lasts , but it doesn't  last long enough . 

Edge rating: Six/ 10  

Aladdin expertly negotiates moving 
platforms in the fourth level (above). 
A flying carpet sequence (inset) 
breaks up the action quite nicely, but 
is a simple collect 'em up. Aladdin is 
forced to go with the flow in the sand 
stage (right), where streams of silica 
drag him along or hinder his progress 

t e s t s c r e e n I 
C o ntrol  method 
After V i rg i n ' s br i l l iant M ega Dr ive 
vers i o n ,  th is  S N  E S  ve rsion - co u rtesy 
of Capcom - looks j ust as stu n n i ng 
and p l ays even better.  The o n l y  
tro u b l e  i s  i t ' s  a l l  far t o o  easy. T h e  
p l atfo r m i n g  sections offer n oth i n g  
n e w ,  b u t  A l ad d i n  h i mse l f  d o e s  have a 
rather u n i q ue contro l method.  H e  can 
hang from ledges - Prince Of Persia 

sty l e  - and swi n g  around on po les .  H e  
is  very cat- l i ke i n  h i s  abi l it ies and can 
c l i n g  onto j ust about anyth i n g ;  very 
usefu l if you ' re fa l l i n g  down a ho le .  

Aladd in 's l eve l s  
A laddin i s  sp l it i nto seven l ong 
sections.  Each l eve l is  sp l it i nto 
sub-sect ions ,  some of wh ich have a 
boss for you to deal with.  The game 
starts i n  the Ag rabah M arket and is  
structu red very s i m i lar ly  to the M ega 
Dr ive vers ion .  From here the 
adventu re takes you through the 
genie 's  lamp and over Ag rabah 's  
rooftops on a Rug R i d e ,  and l astly on 
to the fina l  batt le  with a huge snake. 
Each sect ion has its assortment of 
badd ies,  but by far the most common 
are the sword-wi e l d i n g  P a l ace guards. 
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N FL Footbal l  
Format: Mega CD 

Publisher: Sega 
Developer: In-house 

Price: £45 
Size: 1 CD 

Release UK: Out now 

Four different viewpoints show off 
the sprite scaling capabilities of 
the Mega CD, but are only 
accessible In Action Replay mode, 
and are, as such, a little useless 

American Football has never been a simple game, 
but this conversion does the sport no favours 

hat was clearly des igned to be a much­
needed showcase for the Mega CD 's  
technica l  prowess has instead served 

to h ighl ight the fau lts of the mach ine .  
Presumably s ick of  compla ints that most of 

the previous Mega CD games cou ld  have been 
executed just as i nterestingly on cartridge ,  
Sega have pu l led out a l l  the stops t o  prove 
the i r  machine worthy of its price tag. A l l  the 
technica l  resources of the hardware have 
been used : commentary and music pu l led 
d i rectly from the CD; sprite sca l i ng and 
rotation ; even C inePak video technology. It 's a 
great idea,  let down only by the fact that it 's 
so hopelessly executed . 

There are two glar ing and insurmountable 
problems.  The sprite sca l i ng and rotation , a l l  
hand led b y  t h e  Mega CD 's  hardware , is  jerky 
and at t imes surpris i ngly b locky. The p layers 
move s lowly and are unresponsive - a major 
f law i n  a sports s im - and frequently muddy 
together i n  a confus ing mess. 

Even more frustrating, though , is  the 
poi ntlessness of all the ' atmospheric '  

During a time out you can call on  Joe to  proffer 
advice. The CinePak Is smart; his advice Isn't 

addit ions. The d igitised commentary serves no 
rea l  purpose , and the C inePak video footage 
of John Montana provid i ng p laying h ints is 
gra iny and worth lessly inadequate . Even the 
3D pitch was more convi nc ing i n  the cartridge­
based John Madden titles.  

Some effort has c learly been laboured on 
Joe Montana 's NFL Football, but al l  to l ittle 
avai l .  It fa i l s  to outperform its competition on 
graphics or gameplay. And to sacrifice 
p layab i l ity for unconvi nc ing cosmetics:  is  th is  
rea l ly  a l l  we  can  expect from the  next £ generation of CD products? 

Edge rating: Five/ 10 



Format: CD-i 
Publisher: Philips 

Developer: lnfogrames 
Price: TBA 

Size: 1 CD 
Release: Out now 

The 3D section includes ghostly 
apparitions (top) and puzzles 
(bottom), but the 3D walkabout isn't 
fullscreen and is quite jerky (middle) 

t e s t s c r e e n i 

The 3D flying sections are very impressive and full of imaginative touches, but because the images are 
constantly being 'pulled' off the CD, there's no freedom of movement. Your craft can move around the 
screen but llke Sllpheed, your path is predetermined and there's no way of going off the 'rails' 

D he very thought of traversing through 
an a l ien  infested ga laxy in  a h ighly 
manoeuvrable space craft, wi l l  no 

doubt send some of you i nto a state of mental 
frenzy. And Kether, on the good old Ph i l i ps 
CD-i , offers th is and a whole lot more .  

Us ing the  o ld ' rescue the  k idnapped 
princess' idea,  Kether has l ittle in  the way of a 
scenar io.  What it does have though , is some 
fantastic 30 flying sections,  the fi rst of which 
- the astero id fie ld  - w i l l  have you ducking ahd 
weaving i n  your  chair. The other four  flying 
sequences i n  the game are just as i mpressive 
and the overa l l  qua l ity and speed of the 
graph ics is  qu ite sensationa l .  The only shame 
is  that a l l  the images are just streamed off CD 
so there 's  no genu ine freedom of movement 
and you can't  actua l ly  shoot anyth ing. 

These flying sequences sti l l  look 
spectacu lar  - and they do have another 
purpose. Your character, Mekhor, has to fly 
from p lanet to planet in search of Pri ncess 

Eta . When you arrive on a p lanet the game 
turns i nto a 30 maze. I n  these sections you 
have to search around the corridors in search 
of five va luab le objects . The 30 update here is 
qu ite jerky, but the eerie background music 
he lps add that much needed atmosphere .  

Together with some smart presentation 
screens and a two hour music score , Kether i s  
a very po l i shed product. It 's not  qu ite the 
'frenzy induc ing' game you i n iti a l ly th ink it is -
the action is a l ittle l i m ited - but it' s a l l  
bri l l i antly portrayed.  

After a very shaky start the CD-i is  fi na l ly  
getti ng some qua l ity software , and Kether 
jo ins Inca and the more recent Voyeur to form 
the ' better' brigade. This merry band of titles 
shows what the CD-i is capable of, and what 
with Microcosm and The 7th Guest currently 
getting the FMV treatment, the futu re of £ 
the CD-i is looking brighter.  

Edge rat ing: Six/ 10 
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Dealers 
and 

Traders 
The V ideo Gam e  Pr ice G u i d e  

fo r less than £2 . 50 a wee k .  

We w i l l  p rov ide y o u  w i t h  t h e  

l atest pr ices o f  Sega a n d  

N i ntendo g a m e s  every 

m o nth 

Trade Only 
Compuland . 

96 St. M a rt i n s  St. 

Ports mouth S E 1  1ZX 

Dealers 
and 

Traders 
Tl1 e  Video G a m e  Pr ice G u i d e  

fo r l e s s  than £2 . 50 a week.  

We wi l l  prov ide you with the 

l atest pr ices of Sega and 

N i ntendo games every 

month 

Trade Only 
Compuland . 

96 St. M a rt i n s  St. 

Ports m o uth SE1 1ZX 

Dealers 
and 

Traders 
The V ideo Game Pr ice G u i d e  

fo r l e s s  t h a n  £2 .50 a week.  

We w i l l  p rov ide you with the 

l atest pr ices of Sega and 

N i nte n d o  games eve ry 

m o nth 

Trade Only 
Compuland , 

96 St. M a rt i n s  St. 

Portsm o uth SE1 1ZX 

Dealers 
and 

Traders 
The Video Game Pr ice G u i d e  

fo r less than £2.50 a week.  

We w i l l  prov ide you with the 

l atest pr ices of Sega and 

N i nte n d o  games eve ry 

month 

Trade Only 
Compuland . 

96 St . M a rt ins  St. 

Portsmouth S E 1  1ZX 

Commenc i ng next month Edge starts a new sect ion s i m ply ca l l ed Edge Directory - a 

series of 16th page adverts , provid i ng a n  idea l  opportu n ity to reach the right buye rs . 

Edge i s  written and des igned to appeal  to a n  e l u s ive aud ience , previo u s ly u nta pped 

even in th i s  crowded m arket . By cover ing the maj o r  v ideogame formats and new 

h a rdware p l atforms Edge provides a n  exce l le nt a re n a  for  reac h i ng an e l ite gro u p :  

d iscern i ng gamers with a aes i re to get ho ld  of t h e  very l atest games and mach i nes.  

G ive you rself an  edge : advert ise i n  the Edge Directory . 

To get i n  Edge Directory ta l k  to Jane Geddes on 0225 442244 
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Format: PC 
Publisher: VI E 

Developer: Papyrus 
Price: £50 

Size: 3 disks 
Release UK: 12/93 
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lndyCat comes with a good choice 
of views. (Bottom) This is the view 
hom the blue car's gear box and 
that's your car about to give it an 
almighty shunt up the rear . . .  

" .  

The view hom inside your car shows what lies 
ahead. You could make some progress if those 
Sunday drivers would get the hell out of the way 

or years , PC owners thri l led to the 
obsess ive del ights of Indianapolis 
500, but a l l egiances were switched to 

what was regarded as the defin itive rea l istic 
d riving s imu lation , MicroProse 's  Formula One 
Grand Prix. Now, with powerfu l processors and 
fast graphics cards read i ly and cheaply 
ava i l ab le ,  a new standard is about to be set 

lndyCar Racing is one of the most complete 
s imu lations you ' l l  fi nd on any format The 
attention to deta i l  i n  every aspect of the game 
is  qu ite i ncred ib le ,  but it 's also com pletely 
flexi b le .  You get the chance to go for an 
arcade-style foot-to-the-floor joyride as we l l  as 
a seriously rea l istic championsh i p  season .  

When you c l imb beh ind  the vi rtual  wheel for 
the fi rst t ime,  you can't  fa i l  to be impressed by 
the way the game looks. The graphics are not 
only amazingly deta i led ,  with texture maps 
wherever you look, they' re a lso del ightfu l ly  
smooth . The i mpressive deta i l  extends to the 
gameplay as wel l .  You don't  just choose which 

Crank everything up and the game looks stunning 
without losing much speed. A real technical triumph 

car to d rive , you can decide which combination 
of chassis and engi ne you want. lndyCar 
Racing s attention to deta i l  is daunting, but it 
doesn't  just th row you in at the deep end.  The 
game's  so user definab le that you can make 
the gameplay as s imple or as soph isticated as 
you l i ke .  So if you ' re left cold by the instant 
del ights of the l i kes of Lotus and Jaguar on the 
conso les,  lndyCar Racing has enough £ depth and rea l ism to roast you a l ive. 

Edge rating: Eight/ 10 

The only thing lndyCat doesn't simulate i s  irate 
drivers cursing their opponents after a scrape 

81 







Dr Jon Waldern - the man behind the W lndustriesjVirtuality name. The company is cunently 
working on YR coin-ops with Sega, and is soon to announce details of a home YR system • • •  

An 
aud ience 

with : 

Jon 
Waldern 

T he man be hind t he 

next generation of V R  
systems talks to Edge 

n an age of domination by 
the Japanese and the 
Americans, the UK's own 
W Industries are a big 
success story, occupying a 
unique slot as one of the 

most fruitful high tech businesses of the last 
five years. The man behind this success -
the W in W Industries - is Dr Jon 
Waldern. Edge decided it was t ime for a 
chat with the good doctor. 

Jon Waldern set up W Industries 
(who trade as Virtuality Entertainment 
Systems) to make commercial state of the 
art YR systems available and make them an 
industry standard. 

W Industries started small, and 
they're sti l l  small. A medium-sized 
industrial unit in a leafy suburb of Leicester 
is the sum total of the W Industries 
empire, and that's al l  it needs to be. They 
sell qual ity, not quantity. Small i n  stature, 
but big in business. Or something l ike that. 

John Waldern is not an imposing 
figure, but has an efficient air about h im. 
He's younger than you'd expect, and 
despite the serious b ig business front end 
you occasionally see a flash of wry humour 
- the young windsurfing micro-electronics 
degree student underneath . . .  

Edge So Jon, what preparation did you 
have for W Industries? 
JW My first degree is in micro-electronics 
and computing, and my other degree is 
industrial design engineering. My PhD is in  
computer science. As you can see it's been 
a fairly techn ical orientation through the 
years. That and gathering the necessary 
'ski l l  sets' in preparation for founding 
Virtual ity Entertainment Systems. It's kind 
of a long term plan, and it's sti l l  early days. 
Edge Looking at your products, this was 
obviously the job you were made to do, 
what with your design and techn ical ski l ls. 
JW I 've worked in  Virtual Real ity since 
1 98 1 ,  I basically chose to develop my ideas 
when I started my PhD. Prior to that as a 
design engineer I was us ing CAD systems, 
and thought they were the most appal l i ng 
products ever. It was real ly at that stage I 
became very interested in new ways that 
we could use computers to aid the design 
or creative processes, and to visually see 
and interact in a 3D data set, which is 
fundamental to YR. 
Edge How long has WI been going? 
JW Since 1 987, but we really got going on 
Virtuality mid to late 1 988. It took quite a 
whi le to raise the funds to get underway. 
Edge So you developed your ideas before 
you developed the company? 
JW Very much so. The concept was to 



develop the idea, develop the ful l  
prototype to  sel l the idea, sel l  the idea and 
plan the company, and raise the money. 
Edge So how far down the road are you? 
JW Oh it's not THAT long term, it's just 
to the end of the decade. But in  computing 
terms it's sti l l  very, very long. 
Edge Eons, eh? 
JW Exactly. Where we are now is j ust a 
smal l snapshot in that domain. Virtual ity 
has a long way to go yet. 
Edge How did the company start then ?  
J W  Literal ly with just a few guys that I 
knew. One of the first employees was a 
buddy of mine called Richard, we used to 
windsurf together. He and I have known 
each other for a long time. He's head of 
product design here. We only have 70 
people working here in total, which is 
real ly qu ite tiny compared to some of the 
companies we're working with. 
Edge High tech companies don't have to 
big, then?  
JW No, the reverse. It's bad to have a big 
overhead. Lean and mean is the phrase. 
Edge You started out as a programmer, 
designer and windsurfer, now you're the 
CEO running the business. How do you 
l ike the way your job has changed? 
JW It 's very important, I think, in  h igh 
technology business to have CEOs that 
actually understand the issues. 
Edge How big is the company now? 
JW We have the largest user base for 
Virtual Real ity systems in  the world . . .  
which real ly is an indictment of these early 
stages of this industry rather than a 
reflection of our success! (laugh} 

We have a turnover in  mu ltiple 
mi l l ions, last year our recorded turnover 
was just under £6 mi l l ion. This year, we're 
expanding rapidly. It's very much an 
international business, very l ittle is sold in 
the UK. In  financial terms, the net worth of 
the ·company is way in excess of its trading 
activities. We spend over £ 1  mi l l ion in pure 

i n t e rv i e w i 

An engineer on the production line at W Industries runs a last-minute systems check on one of 
the Virtuality sit-down coin-op machines, before it is shipped off to its LBE destination 

research and development on just VR. 
Key l icensing contracts l ike the one 

we just did with Sega are of critical 
importance. For example on one Sega deal 
I earned more revenue in profit terms than 
on the entire year's activities last year. 
Edge What exactly is this Sega l ink up? 
JW We're helping Sega get into lmmersive 
Virtual Real ity (IVR), and in particular we're 
l icensing our operating system to them. 
Also we're provid ing and writing al l  the 
games to go on their new platform. It's a 
key strategic deal. There's us, Sega and 
Martin Marinetta (General E lectric of the 
US) involved in the link up. 
Edge Was this the VR stuff that Sega were 
showing at a recent show in the US? 
JW No that was their home system, which 
is a qu ite constrained, low tech version of 
Virtual Real ity. We are also working on 
products for the home, and they wi l l  come 
through quite quickly. 
Edge So what are you working on?  
JW Principal ly what we cal l LB�. which is 
Location Based Entertainment. Sega have 
got 50 centres in Japan, they' l l  have 
hundreds in Europe and the same in the 
US. They're all sites for our products. 
Edge So how long before this happens? 
How long before we can walk up and put a 
coin in one of these new mach ines? 
JW Next year, early next year. 
Edge Are the machines nearly finished? 
JW No. Sti l l  very much under 
development. One of the unique things we 
have here is qu ite an advanced toolset, 
which al lows us to author VR experiences 

very rapidly and cheaply. It's the power of 
the toolsets and the authoring capabil ity 
that give us a competitive edge. 
Edge Are you making the coin-op 
machines for Sega? 
JW We make the software for them. They 
make their own electronics . . .  very 
powerfu l electronics. 
Edge How much are Sega paying you ?  
JW The Sega deal is worth £3 .2  mi l l ion 
over two years to start with, and about 
£ 1 .3 mi l l ion after that. 
Edge Right . . .  And have you l icensed your  
technology to anyone else? I s  this a 
di rection you see the company going? 
JW Very much so. We're working on a 
number of key l icensing deals at the 
moment, and we will be announcing them 
later this year. Technology l icensing is 
someth ing we're now doing more of, 
especially for our advanced systems. The 
thing we're l icensing is our development 
environment, so other software houses can 
develop Virtual ity experiences. 
Edge I s  that going to be available on a 
range of platforms? 
JW No, primari ly PC. 
Edge Have you been looking at some of 
the new platforms which have come out 
over the last few months, CD based 
consoles perhaps? 
JW Er, Yes. 
Edge Any particular ones? 
JW We wil l  be making some 
announcements, especial ly with regard to 
the home. 
Edge That's very en igmatic of you. How 
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A scene hom Dactyl Nightmare, a virtual arena in which you have to shoot virtual pterodactyls 
that swoop down on you. The interface allows full 360 degree vision and control of your gun 

easy is it to make a home system do what a 
Yirtuality system does? 
JW I was told by a very famous guy once 
that what's in the arcade one year you can 
pretty much expect 3-4 years later to be in 
the home, in terms of technology . . .  I th ink 
he's out of date ! 
Edge So how long is it going to be before 
the graphics that a Vi rtual Real ity system 
shows look almost completely real ?  
JW That's what we cal l second generation. 
We should have machines doing that 
around the middle of next year. 
Edge You're involved with LBE through 
Sega and the other folks leasing Yirtuality 
machines for coin-op purposes. Are you 
going to be interested in actual ly operating 
your  own Virtual ity centres in future? 
JW We always said when we started that 
we'd never get involved in operation. But 
it's fair to say that we feel that people are 
just making too much money out of our 
systems . . .  so we may just get into 
operation. But on an 'arm's length' basis. 

I think the Virtuality centres we have 
throughout the world are a good start. It's 
been fabulous for teach ing people about 
YR, letting them have a go, try it out, 
experience what's different, and set an 
educational path to the next generation 
where we're going to del iver a very much 
higher fidel ity experience. 
Edge That must be one of the most tricky 
things, real ly, because unless someone 

actually puts on a head mounted disp lay 
and does it, it's very hard to put across 
what the point of it is. 
JW Very true. You have to get into it to 
understand it. Some of our experiences are 
much more successfu l  than others. We're 
very much experimenting, trying it out. 
We're making sure we can provide a fu l l  
su ite of  wel l  supported tools to  al low 
other programmers and other creative 
design houses, games companies etc, to get 
access to the system. 
Edge Are you doing any work with movie 
companies, l ike product placement etc1 
JW I 've been a l ittle conservative about 
that in the past. I mean, Lawnmower Man, 
we did al l  that pi lots for that. We worked a 
lot in Hol lywood to help the distributors 
understand what the hel l  YR was, let 
Paramount understand it, and we used the 
machines in the launch of the film. I think 
that sort of 'YR, gee-whizz, wow' era wi l l  
ease back a l ittle bit, and  what we're into 
now is great content, l ike 'I want to be IN 
Jurassic Park . .  . '  Somebody wants to make it 
on cel lu loid, fine. We want to make it in 
YR. We are achieving this aim, as we' l l  be 
announcing shortly, but there's a 
tremendous opportunity to create some 
real ly compelling l icensed products, 
conversions for immersive Virtual Real ity. 
Edge There's a lot of new graphics 
technology, l ike the 'metabal ls '  techn iques 
they used in  J u rassic Park, for example, 

. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . • . . .  

which is making real time 3 D  graphics very 
exciting. Are you using techniques l ike th is? 
JW These are tools, that are al lowing 
people to describe complex movement and 
complex animation. We actually are 
critical ly involved in  that, right now. 
Edge As for home systems, have you seen 
the Amiga CD32/ 
JW Let me guess: a 32bit Amiga with a CD 
stuck in it? 
Edge Yup. But Commodore did imply at 
the launch that their expansion socket 
would enable applications such as 'Virtual 
Real ity' to be added to the system. What 
do you make of that? 
JW Probably some l ittle 3D accelerator. 
You're gonna need a pretty powerful chip. 
Sti l l ,  there are some arch itectures around 
that are starting to look very exciting. 
Edge Anything in particular you can tel l  us 
about? 
JW (wry grin) There are some 
arch itectures around that are starting to 
look very exciting. (laugh) 
Edge Okay, CD based? 
JW CD is a very usefu l storage medium, 
but it doesn't hold a great deal of impact 
for YR. Apart from mass storage of data 
for things l ike textures etc. We use 
CD-ROM and always have for al l  our 
actor's voices and things l ike that. Al l our 
games are based on CD-ROM, and we've 
been using it for three years now. 
Edge So if YR is the generation beyond the 
current 'multimedia' trend, you aren't 
looking at current platforms to support YR 
for the home? 
JW Hmm, no comment. (grin) 
Edge Thanks, Jonathan. 

F o l l ow i n g  the su ccess of our C o re 

£ 

Des i g n  a1·ti c l e  i n  issue th ree , where an 
Edge 1·eader h e l ped us out with the 
i 11te 1·view. we ' ve deci ded to repeat the 
expe1· ie nce.  S o  a11otl1er Edge reade1·  wi 1 1  
be acco mpany i n g  u s  o n  o u 1·  next two 
i nte rv iews : with Archer Maclean (the 
man beh i n d  Super Dropzonc on the 
S N E S l .  and with the p r n g ra111 111 i 11 g  team 
at Argo naut Software (the cles i g n e1·s of 
N i nte n d o ' s  S u per FX c h i p  aml the 
p r n g 1·a111 mers of Star Wi11g) . 

A l l  you have to do is send in one 
quest i o n  10 1· e ither  one o r  both of these 
i nte 1·v iews. And i f  you ask the best . m ost 
search i n g .  q u esti o 11 ,  yo u ' l l  be the one to 
do the i nte 1·view . . .  

Last l y ,  if  y o u  c a n  sug gest someone to 
be i nte rv iewed in a futu 1·e issue .  then 
that wo u l d  be very we l c o m e .  too.  

Add 1·ess yoUt· q u est i o n s  to Edge .  3 0  
M o n m o uth S t .  B ath , B A l  2 B W .  



A N swfRs 
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 NN l IP A 

Tel: 0 6 0 4  6 0 3 2 4 9  Fax: 0604 3 6 9 6 1 



WANTED! 
SOME OF THE BRIGHTEST MINDS IN THE INDUSTRY TO WORK 
ON A SERIES OF IN-HOUSE AND FREELANCE OPPORTUNITIES 

* PRODUCERS * 
* PROGRAMMERS * 

* 3D PROGRAMMERS * 
* G RAPHIC ARTISTS/ANIMATORS * 

* DESIGNERS * 
* SOFTWARE DEVELOPMENT MANAG ERS * 

* PROJECT MANAG ERS * 
(Salaries range from £10,000-£40,000) 

Successfu l appl icants w i l l  work on State of the A rt Technology, receive 
attractive salaries and excel lent company benefits. 

Aardvark Swift's c l ient base ranges from small software development 
teams right through to some of the world's lead ing leisure software 

publ ishers based in various locations throughout the UK, i nc lud ing: N orth 
East of England, N orth West, Yorksh i re, West M i d lands, East M i d lands, 

London, South East and the South West. 

To be considered for any of the above posit ions, you must have 
completed at least one commercial  product and possess the relevant 

tec h n ical or managerial sk i l ls .  

If  you are currently seeking alternative employment or j ust fancy a change 
then forward a CV to Stephen Lloyd Davies at: 

Aardvark Swift Ltd (Games Division) 
75-n Station Street 
Swinton 
South Yorkshire 564 8PZ. 

Alterna tively telephone: (0709) 5 71441, fax: (0709) 586527 

(The service is free of charge to candidates and all applications 

will be treated in the strictest confidence). 

+ + Career Opportunities + • 
Are you restless? U nder uti l ised? U nderpa id? F ind 

out what opportunities there a re on an i nformal  

basis . Contact us in  comp lete confidence . 

Our current vacancies include : -

• Senior Programmer - Surrey c£25k 
68000 llcll/s. Establllhecl company. 

• Programmers - Slough £16·28k 
PC, Nintendo, Sego llcll/s all required. 

• Senior Programmers - Dorklng to £28k 
COROM llcll/s. Expanding publllher 

• Console Programmer - London £30k 
Must have a publ/shed game to h/$/her name. 

• Artists - South £12k, 16k, 1 8k 
Vodous levels. 3D animation llc/Ns sought. 

• Artist - London £14-22k Someone with games experience. 
• ASS Producer - London £ 15- 1 Sk Expetlence required. Early promotion expected. 
• Producers - Midlands £1 7-22k Ideally from a development background 
• Artists - Midlands £12k, 1 6k, 18k 

Vodous lflvell. 3D animation llcll/s sought. 
• Senior Producer - Cambridgeshire £27k 

w.11 .,,abllshecl 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 

Specialist Recruitment Consultants for the Leisure 
Software Industry 

We are currently working for some of the world's leading Leisure 
Software Publishers, based in various locations throughout the 

United Kingdom, including: Yorkshire, Cheshire, 
Gloucestershire, Scotland, Cambridgeshire, London, 

Birmingham, Warwickshire, Surrey, Manchester, 
West Midlands etc . . .  etc . . .  etc . . .  

There are positions available to work o n  all formats a s  follows: 

PROGRAMMERS 
3D PROGRAMMERS 
GRAPHIC AIUISTS 
ANIMATORS 
MUSICIANS 
PRODUCERS 

£14,000 . £27,000 
£18,000 . £29,000 
£12,000 . £23,000 
£18,000 . £27,000 
£13,000 . £18,000 
£27,000 . £34,000 

For more details, contact us in complete confidence on: 
0924 254467, or send your CV to: Zodiac Pursuit, 

16 Colleen Road, Durkar, Wakefield WF4 3PX 

PRODUCERS • London 

ll(U £ Com petit ive 
O u r  c l i e n t  i s  p art 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 ftware a n d  h o m e  e n t e rt a i n m e n t .  S e g a  is an 
a c k n o wl e d g e d  e x p e r t  i n  p r o d u c i n g  r e m arkably 
entertaining leisure forms.  The group has a record of 
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 Hofer:-

36 Langham Street, London W l N  SRH 
Tel: 07 1 580 60 1 8  
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Iguana Entertainment is an international video game development company, producing games on al l  major for­
mats, including new CD based platforms. Due to expansion and continued growth we are seeking talented pro­
fessionals to join our teams of in-house developers. 

GAM ES PROG RAM M ERS 
M ust be f luent in either 6502, 68000 or ZBO assembly lang uages, preferably SN ES/ M ega Drive console work. M ust 
show outstanding drive and self-motivat ion. 

G RAPHIC ARTISTS 
Experience in Dpaint series tools is req u i red. M ust be able to d raw backg rou nds, foregrou nds and sprite based 
g raph ics. Orig ina l  art and design work is preferred. 

DESIG N ERS 
M ust have experience i n  des i g n i n g  video games, preferably on console p latforms. M ust be h i g h ly 
creative, with a backg rou nd as either a prog rammer or art ist  in the v ideo game i ndustry. 

• DEVELOPERS OF AERO THE ACROBAT AND N BA JAM • 
• EXCELLENT SALARIES AN D ROYALTIES • 

• H I G H  PROFILE PROJ ECTS WITH TOP I NTERNATIONAL P U B LISH ERS • 
• 486 PCs AN D TOP DEVELOPM ENT SYSTEMS • 
• LARG E CHOICE OF PROJ ECTS TO WORK ON • 

If you want to be part of a company that is here to stay, send you C.V.s and samp les of work to: 

Darren Falcus, Iguana Entertainment Ltd., Church House, G range Road, 
M iddlesbrough, Cleveland TS1 2LR 

or ca l l  

(0642) 21 3633 

A ll enquiries are in the strictest confidence. 

Avon Competitive salaries; £negotiable 
MicroProse Ltd are the U.K.  subsidiary o f  MicroProse Inc. , Baltimore. We are currently undergoing a merger with Spectrum 

Holobyte, but already our corporate strategy is clear. With strong projects in the pipeline, and being part of an even larger 
company with financial backers in the corporate communications and film industries ,  the potential for increasing our market share 
across all entertainment software sectors is enormous . . .  and already we are the market leader for the floppy sector. 

Our direction as MicroProse Europe has shifted to a focus on the best-selling European platforms: A l 200, CD32,  SNES, 
Megadrive, and it is products for these machines for which we now require additional developers to join us. We are working on a 
number of conversions of U . S .  PC products, but also on some original game concepts that are set to expand the Micro Prose 
portfolio of products across many game genres. 

GAM ES D ES I G N E R 
You'll need to be highly creative and able to communicate ideas clearly on paper and verbally. You'll have a good 

understanding of how computers and consoles work, an excellent knowledge of games across all formats, and an outline 
knowledge of how to write pseudo-code/algorithms. Our existing games designers are graduates, and this reflects the sort of 
educational background we would be looking for. 

P RO D U C E R  
Responsible for championing a project from "birth" to retail sale, the Producer plans, monitors and controls progress against 

time, cost and quality considerations. Candidates should have management experience (both projects and people) and be able to 
demonstrate the ability to persuade and influence others. 

G RAPH I C  A RT I STS 
We would b e  particularly interested t o  hear from any artist with experience working with 3 D S ,  o r  Alias software running on 

Silicon Graphics machines. Alternatively, if you have a strong portfolio of Amiga/ST artwork, get in touch now! 

SO FTWAR E  E N G I N E E RS 
Our change of direction has led to an immediate demand for Amiga/68000 assembly programmers, to work on the platforms 

mentioned above. If you have a track record of achievement, we are waiting to hear from you. 
All positions are based in our modern offices just outside Bristol and the rewards will be related to abilities and performance 

alone. We have a significant bonus scheme in operation, a staff restaurant, social activities and company pension scheme. 

If  you are over 2 1 ,  send your CV or introductory letter to me 

Rob Groves, H.R. Manager, MicroProse Ltd., The Ridge, Chipping Sodbury BSl 7 6AY 

. ........ PROSE ® 
--- � ·  ---- �- . 

� � - � .... � � .. - - - - .-.-
S I M U L A T I O N • S O F T W A R E  

S e r i o u s l y f u n s o f t w a r e 



Do you 

to see • 

issue 
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T hursday 23rd December is the onsale date of 
Edge five. But you should know that it's not as 
easy as that. Edge sel ls out fast, so to make 

sure of your  copy, fi l l  in reservation coupon number I ,  
and hand it (or s imi lar) to your newsagent, who wil l  
then reserve an issue of Edge for you every month. 

Alternatively, fill in coupon number 2 (or a 
photocopy), put it in an envelope with some su itable 
finance, and send it to: Edge, Future Publishing 
Ltd, Freepost, Somerton TAI I 7BR. 

As a subscriber, not only do you get a free 
s l ipcase, worth £6, but you also receive two extra 
issues - 1 4  for the price of 1 2  - and a copy of Edge 
del ivered to your door every month free of charge. 

Sti l l  not convinced? All right then, fill in coupons 2 
and 3: by subscribing using d irect debit, you gain 
yourself another £4 saving - that's £48's worth of kit 
for just £32: 1 4  issues of Edge plus free del ivery plus 
an u ltra-smart Edge s l ipcase. 

So don't be dim: reserve your issue or subscribe. 
But don't just strol l  into your newsagent on Thursday 
23rd December with the vague notion of purchasing 
Edge five. There may not be enough to go round . . .  

Reservation co u pon 
To the newsagent:  p lease reserve for me a copy of 

Edge five - onsale Thursday 23rd December. 
Edge ,  p u b l i shed by F uture P u b l i sh i n g ,  is avai l a b l e  

f r o m  your  l ocal  who l esal e r .  

Address ____________ _ 



s u b s c r i b e  i 

2 £DG£ subsc ri pt i o n  o rd e r  .... SC/0194 

D I want to su bsc r i be to Edge , and rece i ve 14  Credit card number 

3 

i ssues for the pr ice of 1 2  DODD DODD DODD 
D £36 U l<1 D £32 U I< d i rect debit1 DODD 
1 I n c l udes free slipcase worth £6 

D £63 E u rope D £92 J apan , U S  
& rest of wo r l d2 

Six month's subscription 

D £18 U I< D £42 E u ro pe 

D £60 J apan , U S  & rest of wo r l d2 

'Overseas subs are sent by A i rmai l 

I'm going t o  pay by: 

D C heque ( payab l e  to F uture P u b l i s h i n g  Ltd l 

D D i rect debit  

D Access D V i sa 

Card e xp i ry date _______________ _ 

E C  custo m e rs reg i stered for VAT 
q u ote your  n u m be r  when orde r i n g  

Name -----------------� 

Address -----------------

Postcode 

Telephone number ________ _ 

D T i c k  h e re if you are wi l l i n g  to take part i n  Edge 
research 

N ote : if  you are p lann ing  to subscr ibe by d i rect debit,  do not 
forget to fi l l  in the d i rect debit form on this page,  and send it to 
us along with your subscr ipt ion form. We wi l l  then se nd the 
d i rect debit form to your bank to arrange for payment. 

£DG£ direct d e b it fo rm 
F i l l  i n  the d i rect debit  form and the subsc r i pt i o n  form if  you wish to subscr i be to Edge and pay d i rect ly  from yo u r  bank 

accou nt. P ay i n g  by d i rect debit  saves you £4 from the pr ice of an annual  subsc r i pt i o n  - that means you get the next 14 
i ssues together with a free s l i pcase for on ly  £32 .  If  you wish to pay by cheque o r  credit card , j ust fi l l  i n  the form above. 

£DG£ D i rect deb it fo rm O rig i n ator ' s 1 0 : 930763 
T h i s  form i n structs your  ban k o r  b u i l d i ng soc iety 
to make payments d i rect from your  acco u nt. 
P l ease c o m p l ete a l l five items and send it  to us 
as d i rected .  
< Banks and building societies may refuse t o  accept 

instructions to pay direct debits from some types of accounts) 

1. Full address of your branch 

To: The M anager 

Bank/Building Society 

2. Account number: D D D D D D D D 
3. Sort code: O D  D O  O D  
4. Account in name of: 

Instructions to 

b a n k/bu i l d i n g soc i ety : 
I instruct you to pay direct debits from my account at the request of 
Future Publishing Ltd 
The amounts are variable and may be debited on various dates. I 
understand that Future Publishing Ltd may change the amounts 
and dates only after giving me prior notice 
I will inform you in writing if I wish to cancel this instruction 
I understand that if any direct debit is paid which breaks the terms 
of this instruction, you will make a refund 

5. Signed ---------------
Date -----------------

"' 
3 ., 
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v i e w p o i n t 
Edge letters, 30 Monmouth Street, Bath, Avon, BA1 2 BW 

What's your opinion? Write and tell us: I 

ongratu lations on 
producing an excellent 
magazine. I found myself 

read ing issue two over and over 
again. Very rare for me! 

I own a Phi l ips CD-i system 
and it's good to find a mag that 
covers this. But it's about time 
that someone spoke about the 
great CD-i Public Rip-Off. 

I bought my CD-i in Jan '93 
After reading and bel ieving all  the 
promising Phi l ips l iterature. The 
Spring '93 catalogue l isted a huge 
l ist of 'soon to be released discs 
- Spring '93 releases' inc luding 
The Mystery Of Kether, Mindquest, 
The Uninvited, Deja Vu, Eye Of The 
Earth, The Secret Name Of Ra . . .  
Not one single disc as promised 
has yet been released. 

I could have saved myself 
£400 and bought a Game Boy. 
The only decent disc that's been 
released is International Tennis, 

but even this is  completely 
d ifferent from the one described 
in  the Phi l ips catalogue, eg, 
there's no action replay, the 
players have no victory gestu res, 
and no press book to record 
professional income, etc. 

It's obvious that CD-i was a 
year away from being ready for a 
decent launch. So what did they 
do? They make up a load of 
release dates for discs that could 
never be ready in  time, and 
thousands of mugs l ike myself 
spent over £500 on a machine 
with nothing but a load of crap 
software to back it up. 

I just hope the FMV cartridge 
will make up for all this, or do 
you think  I should just sell up and 
buy a 300? 

A McKettrick, Runcorn 

Publ isher's release dates are 
notoriously unrel iable, but to 

Philips' CD-I system can now play Digital Video movies, like Top Gun -
but they aren't Digital Video standard (See question from M Hillerby) 

With up-anck:omlng new titles like The 7th Guest (left) and Kether 
(right), owners of Phillps' CD-I system now have several good reasons 
to stop feeling ripped off (See letter from A McKettrlck) 

miss them by a whole year is 
bordering on the inept. 

Sti l l , with games l ike Inca, 
Kether, The 7th Guest, Voyeur, 
Microcosm, The Joy Of Sex and the 
system's saviour, Digital Video, 
appearing over the coming 
months, CD-i owners can finally 
begin to feel that their purchase 
has been justified. At last. 

Before you sell up and buy a 
3 00, let's see what £ CD-i 2 has to offer . . .  m reat mag, but I suspect 

you al ready know that -
the style is good and the 

content is excel lent. Well done. 
After owning many 

computers since 1 98 1  - yep, 
even a ZX8 I - I suddenly got fed 
up with the whole videogame 
business earl ier this year (not 
long after buying an A 1 200) and 
sold everything. I planned to take 
a year off. 

But then Commodore did the 
di rty by releasing the con 
which promised ful l-motion 
video. I am also into video, so it 
seemed perfect - but hold on . . .  
The first FMV fi lms wil l  work 
only on the CD-i?  Nothing 
against the CD-i,  but what 

happened to the un iversal format 
that everyone was talking about? 
Is this the way of the future, or 
have we been conned? 

Final ly, is  it possible to have a 
m ultiformat CD? - and have you 
considered a monthly coverdisc? 
Even If the price went up, it 

• 

would sti l l  be a real ly great buy 
each month. 

M Hillerby, County Durham 

It is  true that the first CD-i films 
wil l  be incompatible with other 
FMV-capable machines, but the 
reason is that Phi l ips have signed 
a l icensing deal for CD-i's FMV 
standard, not for the Digital 
Video standard - although the 
two are effectively the same. 

Obviously the Phi l ips machine 
is the only one avai lable to do 
the job at the moment. But once 
other Digital Video devices are 
on sale, it shouldn't be long 
before it becomes a true 
standard, with DY-branded films 
on disc working on all  M PEG 
Digital Video players. 

A mu ltiformat CD is possi ble 
but Edge won't be covermounting 
one for the foreseeable future. 
And by then, CDs might be £ 
a thing of the past . . .  



I] i rstly I wou ld l ike to 
congratulate you on a 
most sophisticated 

magazine. I'm glad you have 
created a m u ltiformat magazine 
that does not just tell you al l  
about the new releases on SNES 
and Mega Drive, but tel ls  you the 
best sound system, and the latest 
news on the CD picture. 

I would l ike to mention the 
number of adult readers that 
wrote in th inking that this was 
their mag. Well It's not. It's 
equally for kids - just because it's 
in  a smart plastic bag doesn't 
mean teenagers aren't al lowed to 
read it. 

Greg Beveridge ( 1 4), Wick 

Well, to be honest Edge is  
aimed more at adults than kids, 
only because young gamers have 
about 20 titles to choose from: 
adults don't have any. But i f  
Edge appeals to everyone, £ 
then that's fine by us. m aving read the first two 

issues of your Edge 
magazine I feel that 

companies such as Atari have 
been unfai rly slagged off -
particularly over its impending 
Jaguar console. And issue one 
took great del ight in  talking 
about the demise of the ST and 
the Falcon due to the decl ine in  
sales of games software, putting 
the blame on Atari. 

This is  unfair when the blame 
really ought to be heaped 
squarely on the shoulders of the 
software houses, because: 
I • Some of them will not even 
sign for a development machine 
( in the case of the Falcon) 

2. They can't be bothered to 
write games that take ful l  
advantage of the Falcon's 
hardware capabi l ities, when in 
previous years many of them 
have criticised Atari for not 
putting enough custom chips in 
the hardware. 
3. Most games are sloppy and 
half-hearted efforts, and buyers 
are sti l l  expected to shel l  out 
£30+ on them. 

S D Ollett, 
Brighouse, W Yorks 

The success of hardware rests 
entirely with the manufacturers. 
N i ntendo and Sega have achieved 
their successes by pushing the 
machines with i ntensive 
marketing campaigns, and having 
the best possible software ready 
at launch - most of which was 
developed in-house. And then by 
solidly supporting the machine 
throughout its l ife. 

The ST was rushed and 
underspecced. Then when the 
Amiga took hold, Atari u pgraded 
the ST. And then u pgraded it 
again.  And again.  So ST users had 
to continually shell out for 
double-sided d rives or memory 
u pgrades, or even new machines, 
leaving software houses the 
tricky decision of which standard 
to write for. 

The Falcon received no 
advertising outside the special ist 
press, and was launched - in  
paltry amounts - with l ittle or no 
decent software. 

You can hardly blame 
software houses for not 
supporting a machine that has 
sold so few u nits. After al l ,  would 
you spend thousands developing 

Atari's Jaguar will make or break the aged videogame giant. But has 
Edge been unfair In its treatment of them? (See letter from S D Ollett) 

Ocean's TFX has a high frame 
rate, keeping the action smooth 
and believable. Unlike . . .  

a game that had no chance of 
recouping its development costs? 

If Atari successfu l ly launch 
and promote the 64bit Jaguar 
console (as it deserves), Edge 
wil l  be the first to praise £ 
their efforts. 

ith regard to your reply 
in  Edge two about how 
frame rates can affect 

software, I must first correct you 
on something - Eu ropean PAL 
televisions, l ike PAL monitors, 
run at SOHz, not at 25Hz as you 
stated in  your reply. 

With this out of the way, I 
bel ieve you missed the whole 
point of my letter, Disney 
animations may look impressive 
at 25 frames per second, but 
computer games are something 
entirely d ifferent - they req uire a 
h igh frame rate not just to look 
impressive, but to al low the 
player more time to respond. 

And by saying that frame 
rates are 'horses for courses', I 
presume you mean that some 
people are only satisfied with a 
high frame rate - this isn't the 
case. I'm qu ite happy to play a 
vector s imu lation at I Sfps, but, 
l ike everyone else, I would 
rather play one at SOfps. J ust in 
the same way that I wou ld prefer 
a playable game with good 
graphics to a playable game with 
bad graphics. Frame rates aren't 
a specialised thing you know. 

Nathan White, Walsall 

Okay, Edge confesses to having 
made something of a hash of that 

v i ew p o i n t  i 

. .. Race Drivin', which is slow, 
jerky and thus unresponsive. 
(See letter from Nathan White) 

reply. UK PAL TVs do refresh at 
SOHz but they are interlaced,  so 
effectively you get only one 
complete picture every �sth of a 
second, which is where the 
confusion occurs. 

Your point about frame rates 
sti l l  stands. To clarify for other 
readers, a game that updates 
quickly is more responsive. Take 
a f l ight sim for example: as soon 
as you start pushing left or right 
on the stick, you see the effect 
and know almost instantly when 
to stop pushing. However, if the 
frame rate was real ly low - say 
one per second - you wouldn't 
see the result of you r  manoeuvre 
for another second at least. And 
during that ti me, you'd sti l l  be 
pushing on the stick. By the time 
you could see that you'd 
oversteered and corrected the 
manoeuvre, you would have 
al ready gone way too far. You 
can never quite tel l  where you 
plane is - the visual information 
is always a second behind the 
control information, so the 
h igher the frame rate, the more 
instant the visual feedback. 

However, most games aren't 
locked: they vary their frame 
rates depending what's happen ing 
onscreen, so the more detai l ,  the 
slower the frame rate. Therefore 
it would be difficult - and 
probably misleading - to £ 
provide this information. 

Ill 
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v i ew p o i n t  

Should Edge be covering new releases for Commodore's CDTV 
'Multimedia machine'? We don't think so (see letter from Kevin Kendal) 

III ow I must admit your 
magazine is very n ice, 
but you have missed 

somethi ng. I own an A5 70 CD 
d rive for my ASOO+, but you 
don't seem to do anything about 
the A570 or the Commodore 
CDTV Multimedia machine. 

Those of us that own either 
of these machines are very hard 
done by, as we have to struggle 
to get new games and software 
programs for them. 

Could you please try and put 
something in your magazine 
about them, or could you put me 
in touch with someone who 
could tel l  me where I could get 
games and programs. 

Also, could you tel l  me what 
is going on with the CDTV, or 
am I and many others stuck with 
our machines and no games to 
play on them ? 

Kevin Kendal, Cheltenham 

There are so few good CDTV 
games, that it's not really worth 
our while. And, to be honest, 
there aren't too many CDTV 
owners either. I f  anything 
mindblowing appeared on the 
machine, we'd be only too happy 
to cover it. However, with CD32 
titles now starting to appear, this 
is  by far the more interesting of 
the two machines. Now if only 
Commodore could £ 
actually send us one . . .  I] ove the mag, 

congratulations and that. 
But with that said I'd l ike 

to complain. The best part of 
your mag is longer articles, and 
these alone make it worth 

buying, but can you please tel l  
me what is going on with the 
reviews pages? 

I am a SNES owner, so I was 
interested to see that you had 
just two S N ES games in  the 
reviews section of Edge two, 
while the Mega Drive/Mega CD 
had eight or so reviews and 
previews. And as to the SNES 
reviews themselves - Top Gear 2 
and Jurassic Park. Both of these 
games got an average six out of 
ten, whi le you claim in the 
testscreen intro that 'Edge picks 
out only a select few new 
videogames releases, the very 
best new titles'. 

Six out of ten - hardly the 
very best SNES games. And what 
about the following; Rock 'n' Roll 
Racing, Super Empire Strikes Back, 
Virtual Soccer, Syndicate, Might And 
Magic 2 and FX Trax? 

Another point I'd l ike to 
make is why have a three page 
review of an FM Towns Marty 
game, when this machine doesn't 
even get mentioned on the front 
cover, and you you rselves say it's 
un l ikely to have a futu re outside 
Japan ? These pages could have 
been used to even the score for 
SNES reviews. 

David Lammin, Aberdeen 

Being specific to issue 2, 
Jurassic Park and Top Gear 2 were 
the best SNES games we could 
f ind for that issue - and believe 
us, we looked very hard. The 
other games were either 
unavailable for preview/review or 
techn ically un interesting, or both. 
And bear in  mind that those 
reviews are written two or three 

weeks before the magazine 
actually goes onsale. 

Also, Edge does not intend 
to p rovide blanket coverage of 
games for an individual format -
there are plenty of review mags 
out there to do that job for us. 
We s imply act as a showcase for 
the more unique titles that 
month. That's why we gave an 
FM Towns game three pages: 
where else would you get to see 
anything on the game? Likewise 
for Crash 'n Burn which got four 
pages last issue,  and,  to a lesser 
degree, Cybermorph in  this £ 
issue (see page 68). 

ongrats on producing 
the best magazi ne to go 
on sale for many, many 

years. It's a refreshing change to 
find an informative al l-formats 
magazine which does not treat 
its readers l ike five-year-olds. 

I was, as no doubt many 
people were, impressed by the 
Atari Jaguar's technical 
specifications. If this were the 
sole factor in determin ing sales, 
it would be a surefi re winner. 
But, as we all know, it's not. In  
order for Jaguar to succeed, 
Atari m ust ensure that the 
software produced is of high 
enough qual ity - it should not 
rely on conversions from low 
grade home computer games. 

Looking back at the release of 
the SN ES, there was one game 
that sold more machines than 
any impressive technical specs 
ever did - and that was Street 

Cybennorph will be bundled 
with Atari's Jaguar console, but 
Is it a Street RJlhter tn (See 
letter from J C Taylor) 

Fighter II. Atari must find its Street 
Fighter II for the Jaguar, or else, 
bri l l iant machine as it is, Jaguar 
may fade into obscu rity and go 
'the way of the Lynx'. 

J C  Taylor., Bolton 

Exactly right. That is why Edge 
has been so critical of the first 
batch of Jaguar games. Dismal 
titles l ike Trevor McFurr In 
Crescent Galaxy shouldn't be 
released, and we've told  Atari so. 
Hopeful ly, they wil l  have l istened. 

Thankful ly, Cybermorph -
which will  be bundled with the 
Jaguar (see page 58) - is £ 
bloody great. 

The P h i l i ps C D- i  Competit ion 

One scrummy prize: a CD-I player, Digital Video cartridge, and seven 
great CD-I games - so who won them? Find out here . . .  

dge two ran  a c o m petit i o n  offe r i n g  one of the newly des igned 
C D- i  210 p l ayers,  com p l ete with  D i g ital V i deo cart and seven 
g reat games - The Seventh G uest, L ink: The Faces Of Evil, 

Kether, Zelda: The Wand Of Game/on, Internationa l Tennis Open, 

Inca and Earth Command - as fi rst p r i ze .  We were bom barded with 
entries, but sad l y  there can o n l y  be one w i n ner .  And he i s . . .  £ 
Jason Palmer of S p a l d i n g ,  L i nc o l nsh i re .  N i ce one,  J ase. 
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q u e st i o n t i  m e  

each set of chips. Whi le M PEG I 
can handle data rates of between 
I and 4Mbits/second, M PEG 2 
can cope with h igher rates -
between 2 and I 5Mbits/sec. Also, 
M PEG I is  'non-interlaced'. That 
is, it only codes a s ingle 'field' on 
screen (ie half the number of 
l ines in a s ingle TV frame) and is 
therefore a 'sequential' system. 
M PEG 2 on the other hand, 
codes each 'field' separately, 
interlacing the display just as TV 
does. This, coupled with the 
higher n umber of bits in  the data 
stream makes for a h igher qual ity 
picture than with M PEG I .  

Puzzled by so many emerging new videogaming technologies? Need 
some help with your games system? Then write to Edge . . .  

3.  3 DO's control lers are 
daisychained. Up to eight of the 
things can be connected to one 
another through a port on the 
joypad itself. As for multiplayer 
software, that's very much up to 
the publishers. 
4. The US machine doesn't have 
an RGB output because US TVs 
rarely have Scart sockets. It 
looks l ike Panasonic might 
release a specific PAL version of 
the 3DO because of the 50Hz 
refresh rate of standard U K  TVs. 
This is a big problem for 3 DO. 
Panasonic and Sanyo should 
seriously consider manufacturing 
a dual speed (50/60 Hz) version 
of the 3DO for the U K  so that 
owners of modern 60Hz TVs 
(who, let's face it, wil l  be the 
majority of purchasers of 3DO 
systems anyway), can get the 
best use of the machine. Who 
wants to fork out £500 for a 
system, and have to play the 
thing through a letterbox display? 

m Are there any plans to 
develop and release the 
fol lowing games on the 

3 DO? - Dungeon Master I and II, 
Elite I and II, Street Fighter II, 
Mortal Kombat, Virtua Racing and 
Eye Of The Beholder? 

D Hayes, 
West Midlands [J The only real istic 

possi bi l ity is Elite II -
author David Braben 

expressed an interest in  3DO as 
a platform for the game. As for 
SFll - or Super SFll more l ike -
Capcom are rumoured to have 
acquired a 3 DO l icence although 
they haven't announced it yet. m I am intending to buy a 

3DO next spring when it 
is released in this 

country. As I missed the first 
issue (which I understand 
covered the 3DO extensively), I 
don't know half as much about it 
as I'd l ike to. So, could you 
answer the following: 
I .  Will the 3DO have software 

available for word processing and 
art designing, as I read it has 
expansion ports for a keyboard 
and printer? 
2. I understand that M PEG I 
comes onboard the machine as 
standard. What is the difference 
between M PEG I and M PEG 2? 
3.  I noticed only one 
'Control ler' port at the front of 
the Panasonic and Sanyo 
versions. What does Trip 
Hawkins intend to do with 
twoplayer games? 
4. I assume the first machines 
wil l  be of PAL standard in  this 

The 3DO gives you the option of an MPEG 1 add-on. This slot is where the 
add-on will be fitted (see question from Allan MacKenzie) 

cou ntry. Wil l  these machines 
have separate Scart outputs (say 
from an RGB socket, as in the 
case of both the S N ES and the 
Mega Drive?) 
S.  Do you intend to release back 
issues for mail order? I can't find 
any places or people who 
purchased Edge One? 

Allan MacKenzie, 
W Yorkshire [J I .  Possibly, but there's 

been no release date 
announced for either of 

these peripherals. 
2. Actually, 3 DO's hardware 
doesn't include M PEG I as 
standard - it' l l  be an optional 
extra in  the form of a p lug-in 
cartridge. The difference 
between M PEG I and M PEG 2 is 
lodged in the technical abil ity of 

But for this to work, and 
bearing in  mind that US Genesis 
CDs don't run properly on the 
U K  Mega CD (even with Datel's 
Pro CDX cartridge), speed 
synchronisation of software 

The 3DO joypad controller - the port on the front allows controllers to 
be dalsychalned together <- question from Allan MacKenzie) 



q u est i o n t i m e  I 

Will Panasonic's UK 3DO give us a full screen PAL picture (left), or a 
converted NTSC picture (right)? (See question from Allan MacKenzie) 

could be a problem. There's no 
point having a standard at all if 
the software from one country 
won't run on a games machine 
from another. 

LaserDisc and VCR 
manufacturers include NTSC 
playback options. Let's just hope 
3DO manufacturers can get 
round to doing the same . . .  
5.  Yes, back issues of Edge can 
now be bought for £S an issue. 
J ust turn to page 9S for more 
details on how to order issues 
one to three. 

m I have two quick 
questions about the 
forthcoming Atari Jaguar, 

and one general tech nical query. 
I .  What is the d ifference 
between bits and bytes? 
2. Can the Jaguar handle FMV 
games, as it only uses cartridges? 
3. I know the Jaguar is only 64bit 
and that the Pioneer machine can 
use LaserDiscs, but are there any 
companies planning to produce a 
64bit LaserDisc machine? 

Daniel Wood, 
Berkshi re 

I .  A bit is a I or a 0. And 

_ 
there are a total of eight 
bits in  a byte. 

2. Software compression on the 
cartridges Oag-peg) should enable 
some fancy attempts, but don't 
expect it to extend beyond the 
occasional intro. FMV is 
incredibly memory h ungry and 
essentially a stablemate of CD 
and LD tech nology. 
3. Possibly, but LaserDisc isn't a 
format that's being taken 
seriously in games. m Please explain the Atari 

Jaguar's '64bit RISC­
based processing 

architecture' when the CPU is a 
MC68000 as used in the Amiga 
SOO and the Sega Mega Drive. 

Stuart Wetherell,  
North Yorkshire r.J Okay, here goes. The 

Jaguar's hardware only 
uses a I 6bit 68000 as a 

general purpose control 
processor - the other four 
processors in  the machine are a l l  
64bit-based. I n  the Amiga and 
Mega Drive, on the other hand, 
the 68000 carries out the bulk of 
the processing, despite the 
support of graphics and sound 
chips. 3 DO's hardware uses a 
32bit 68000 in the same way as 
the Jaguar - to oversee the 
control of all the other custom 
processor chips. 

The custom chips 'Tom and 
Jerry' lie at the heart of the 
Jaguar. 'Tom' contains the 
Atari-developed 64bit 
graphics processors and 
Jerry the 32bit digital sound 
processors 

The Jaguar's expansion port 
Is designed to handle future 
add-ons to the system, such 
as modem links, cable 
networks, a direct DSP 
(Digital Signal Processor) 
connection and TV I/O 

The 16bit Motorola 68000, 
which is used as the 
general purpose controller 
inside the Jaguar. H's a 
similar chip to the one 
found in the ST, the Amiga 
and the Mega Drive 

The Jaguar uses a 16bit 68000 chip as a general purpose control processor. H Is coupled to four other main 
processors, which are all based on 64blt architecture (see question from Stuart Wetherell) 

I 
Sorry to dig up this 
thorny old topic again, 
but I'm confused about 

frame rates in games. Take Team 
I 7's Overdrive for example. On 

the box it claims that the game 
scrol ls at SOHz (ie at SO frames 
per second). Is  this the fastest 
we're ever going to see a racing 
game scrol l ?  And as a point of 
comparison, what frame rate 
wou ld a game l ike Sonic run at? 

Chris, 
Noaddressvil le 

Answering your first 
question, no, but it's the 
smoothest you' l l  see the 

action on a PAL TV or mon itor 
with a SOHz refresh. 

The frame rate only gives an 
impression of the smoothness of 
the action, and doesn't 
necessarily reflect the speed at 
which the screen moves. If a 
screen scrolls slowly and 
smooth ly it's highly l ikely the 
update is occu rring at every 
screen pixel.  But when a screen 
real ly shifts, as in Sonic for 
example, it might only be 
updating every I 0 pixels or so. 
The human eye can't detect the 
gaps if a screen's moving that 
fast. It s imply won't make any 
difference to the action that you 
see onscreen. 

As for the screen update in 
Sonic, it's sti l l  SOHz on a UK 
Mega Drive. On a US or Japanese 
machine it runs at 60Hz, though, 
(ie 1 7% faster and with a fu l l  
screen). Basically the only 
technical constraint on the speed 
of the scrol l ing in  a game 
lies with the platform that £ 
it's running on. 

Q A 
M o st g a m e r s , at o n e  t i m e  o r  

a n o t h e r ,  h a v e  c o m e  across  a 

t e c h n i ca l p r o b l e m  that t h e y  

c a n 't s o l v e , o r  a q u e ry w i t h  

n o - o n e  t o  answer  i t . T h i s  i s  

w h e r e  E d g e  c o m e s  i n  . . .  

S i m p l y  j ot your p r o b l e m  

d o w n  a n d  s e n d  it t o :  Q&A , 

E d g e ,  30 M o n m o u t h  Street ,  

Bath , A v o n  B A I  2 B W .  

A lternat i v e l y , f a x  u s  o n  0225 

338236 , o r  e - m a i l u s  v ia 

future @c i x .c o m p u l i n l< .c o . u l< .  

w it h  a s u bj e c t  l i n e  o f  

' ATT N : S t e v e  Jarratt ' .  

E d g e  w i l l  d o  a l l  i t c a n  t o  

p r o v i d e  a s o l u t i o n  i n t h e  n e xt 

i ssu e of t h e  m a g a z i n e . S o rry , 

we c a n 't a n s w e r  q u e r i e s  o n  t h e  

p h o n e  a n d  p e r s o n a l  r e p l i e s  are 

n o t  p o s s i b l e .  
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