





he prospect of a videogaming
mass market in the UK - as
z investigated on page 68 - is a
phenomenon that has been gradually
unfolding over the past two years. It is
also one that looks set to make further
inroads into the consciousness of the
great British gaming public, broadening
the appeal of videogames way beyond the
current industry perception.

This isn't the first time that huge
numbers of consoles have sold into UK
homes - both the Mega Drive and SNES
reaped the rewards of a boom period in
the early “90s. But the UK console market
in 1998 is a markedly different beast.
Now, the demands and expectations of
maturing gamesplayers are juxtaposed
with the detached neutrality of casual
participants. It's a culture clash that has
gaming creatives dodging arrows from
critics such as Edge, as they design (and
compromise) products to be suited to the
lowest common denominator of mass-
market taste.

Riven and Myst provide adequate
evidence that mass market — or in this
case, non-videogaming - tastes can be
dramatically opposed to those of the
established gaming populace. These titles
have tapped into a rich vein of public
interest, quietly attaining staggering sales
figures, despite being universally shunned
by the specialist games press. These are
consumers who may choose Crash over
Mario, consumers who possibly see the
Nintendo 64 with its lower price tag and
‘old-fashioned’ plug-in cartridges, as an
inferior machine to the PlayStation....

As the market for interactive
entertainment continues to encompass
wider demographics, the potential exists
for videogaming content to bloom and
become as diverse and enlightening as
film. However, this only seems likely if the
people who are playing them become
more ‘educated’ in the process. That could
take some time...
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The Seattle start-up
has plenty more where
Total Annihilation
came from. Edge
breaks the good news

TESTSCREEN

The most trustworthy,
accurate videogame
reviews in the world
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Sega’s AM2 division takes Edge racing at the Motegi
Honda Circuit, Japan, then starts Daytona 2’s engine

B

- il
e

AN AUDIENCE WITH..

Acclaim’s CEO Greg Fischbach, who

travelled to the brink of failure and back

PRESCREEN 29

With the E3 gaming showcase looming, fresh games
are hard to find. Which makes this lot indispensable
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Katana readies for battle; E3 previewed;
Nintendo's woes grow; Matrox's 3Dfx killer

Sony sponsors thrashing and hanging; Florida
clamps down on ‘sick’ games; BMG's Three
Lions party; Game On vs Game Over

Tank busting in Terra; How to be a beta tester

Sony's SRSPC71s — the B&O of speakers;
Casio’s handheld TV; CyberStik joystick

Edge parties with the CEOs of Sega and Sony,
then takes a boat trip with the AM1 division.
Plus, Capcom recruits for Resident Evil 3

Daikatana heads up alphas, plus ODT, Glover,
Earthworm Jim 3D, Riverworld, N20 and Xi

Forsaken, Dead Ball Zone, Vampire Savior,
Spec Ops, Starcraft, Incoming, Circuit Breakers,
Three Lions, Jane’s F-15, Gran Turismo (PAL)

Capcom's Generations 1 &2 (including 1942,
1943, Ghosts ‘n Goblins and Ghouls n
Ghosts) plus Midway's Rampage

Sequels galore with Dynamite Deka 2, Street
Fighter EX 2 and Extreme Rally

Gran Turismo and Starship Titanic renders

DirectX 6 and speech recognition technology
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= fter many years of reading

... Edge I've been forced to
comment on a recent issue, having
resisted the best debates: Nintendo
vs Sega, PlayStation vs Sega and
now PlayStation vs Nintendo, the
marking scheme (10/10 = 100 per
cent?), the extras/incentives debate
(more/less posters/CDs). I've even
held back when some of my
preferred articles were removed for
lesser readings (Q&A out, nuMedia
nonsense in, for example).

What has finally broken my
silence is the double May 1998
issue. Why? For collectors and other
people alike, this can only be seen
as a blatant attempt to increase
circulation. If you really wished to
supply extra value, you could have
made one of those (useless)
posters again, or placed the second
picture on a fold-out. The content of
both versions was identical — correct
me if I'm wrong. | was forced to buy
both (okay, forced’ is not the
correct term, but it's like offering an
England fan two sets of tickets to
the World Cup finals). My fear is
that if this gimmick is successful,
Edge will continue such trickery
while letting the standard of the
publication decline. | fear that you
must be experiencing difficulties
similar to those of a certain other
ground-breaking magazine...

“Xover’,
via email

can't believe you slammed
the Atari 2600 version of Pac
Man (E58). I'm horrified.

Let me tell you a story. Once
upon a time, there was this kid. He
was about nine-years-old, and once
a week he went down to the youth
club and played Pac Man with his
mates. The game fascinated him, so
he learned to program his parent's
ZX81and wrote Pac-Man on it.
Granted, it was a very slow version,
but it was an introduction to coding.
The kid decided that when he grew
up, he'd be a games writer. Fifteen
years later, he co-wrote /-War.

Rich Aidley,
Particle Systems,
Senior Programmer

Edge's disappointment with the
2600's iteration of Pac Man
stemmed from a love for the
coin-op original that appears to
match that nine-year-old's own.
Thanks to the wonders of MAME,
Namco's golden-oldie still plays a
passing role in the magazine's late
completion. By the way, have you
considered a ZX81 version of /-War?

ealism is fun. TOCA Touring
~ Cars allows me to immerse
myself in something that | am very
interested in. The gritty graphical

point. Gamers, who a few years ago
relied on pocket money to buy
games, are now salaried and expect
to buy games en masse. They want
games that replicate all the things
that they pay money to see in the
cinema and follow on TV.

The mass market is where we
are heading, where the public
purchases console games as they
would videotapes, where football
fans buy soccer games as they
would go to a match, and where
motorsport fans play F1 ‘98 without
even considering themselves

would be rewritten..

Last month's Digital Disasters feature celebrated the great gaming failures that
time has not forgotten. Without them, though, videogaming history
. See the letter from Rich Aidley below
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style of titles such as Tomb Raider
and Resident Evil seems much more
appealing than Diddy Kong Racing
or Mario 64. GoldenEye is hardly
the N64 trendsetter — look at the
titles coming out this year; Metal
Gear Solid, Gran Turismo, Tekken 3
and Resident Evil 2.

It's a crying shame, because if
Nintendo realised that the gaming
world is growing up, it has a fine
console that could really corner the

" market. It just seems Nintendo's

marketing people keep missing the
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gamers. That is where the real
money is — market penetration is
still relatively low compared to that
of Oasis CDs or the massive box
office take of ‘Titanic'.

Sony’s approach is heading in
this direction, with the mainstream
being the target. At last we are very
close to a time when your mates
don't rib you for playing computer
games, because they enjoy Tekken
themselves. Your girlfriend might
not relate to the pleasures of Lara
Croft's tight vest-top, but at least

she doesn't consider your interest to
be on a par with the construction of
Airfix models. | believe Sony does
see this because it realise the need
to sell to the other 90 per cent of
the population. This can only be
done by allowing the public the
pleasure of thrashing a Renault
Laguna around Silverstone, or
having a gloriously misproportioned
girl in shorts as key titles. A chubby
Italian plumber who's only foray
into the mainstream was an
unsuccessful B-movie doesn't really
put a wicked smile on your face.

David Walker,

Norfolk

Mario doesn't put a smile on your
face? Videogaming may need to
take itself seriously if it wants to
appeal to the mass market, but not
that seriously...

iscussing Epic’s manual in last
month’s Digital Disasters
article, you referred to it as a shoddy
affair in which, ‘many sections were
incomplete — for ‘lon’, the glossary
read, ‘a particle of fill in later.
Typos eh? They can creep up
on even the most dedicated editor,
including your own who allowed
the Dead or Alive review go to press
with the following highly
illuminating captions: "...jkj glk the
caption for this thing jhg gkjg...
Dale,
via email
A horribly tight deadline for E58's
Sony supplement tested the good
ship Edge’s hull strength to its limits
last month, and inevitably a few
cracks appeared. Strangely, the
completed page didn't make it to
the printers, while a much earlier,
gibberish-ridden version did...

old it right there! The music in

[ Gran Turismo is bad, even
cheesy? Please, | understand that
we Europeans don't particularly like
RPG games because of their lack of
intelligence, but those comments in
that review can only be a sign of
lack of education, too.

GT happens to boast the most
extraordinary funk, fusion, jazz and
R&B vibes I've ever heard in a game,
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and that's awesome! Finally some
educated music, and not any more
of these intelligence-insulting
techno beats. And that song in the
ending? Brilliant! A cross between
Spyro Gyra and the Rippingtons —
and yes, that's a good thing.

I've always respected your
magazine for recognising the roots
of computer gaming. Now, please
don't disappoint me by
dishonouring the roots of modern
music — which jazz is, and what
fusion has sprung from. And for
the sake of the continuing
intellectual evolution of the
human species, please don't ask
for more brain-eating techno!

Robert Hagenstrom,

Sweden

Regardless of whatever contribution
Spyro Gyra may have made to the
world’s musical arena, Edge can't
help feeling that the aforementioned
mass market will appreciate the
Chemical Brothers-assisted
European version of GT rather more.

1 have been looking for a job in
. the design sector of the games
industry for about two years, on and
off (between my A-levels and my
degree). To this end, | drew up
some of my better designs to
‘Industry Standards’, and then sent
these off to various parties in the
hope of getting myself that elusive
title of ‘games designer'. After
waiting several weeks for a reply
| started hearing back from the
various companies, and the usual
response started with the words
‘Although we enjoyed your designs,
unfortunately we have no vacancies
at the present time..." Fair enough,
| thought, at least they replied.
However, recently in Edge | have
started reading about games which
are remarkably close in design to
those I sent off 15 months or so
ago. Now, | know as well as anyone
that the laws of probability mean
more than one person is going to
think of the same idea on occasion,
but exactly the same ideas coming
from the same people | sent the
ideas off to... perhaps a little more
than chance.

L

I'm not trying to get any
compensation for this (obviously my
claims of ‘design theft’ would be
very hard to prove), but would just
like to say this to all budding
designers out there: be careful who
you send your designs to, and make
sure that you have some way of
proving they were your original
ideas if you do ever happen to see
any ‘copycats’ at work.

In the meantime I'll save my
ideas until I've finished my
Computer Science degree, and

ensure that the only one gaining
the credit for them is my company.
You have been warned!

L) Hayward,

via email

Generally, companies won't look
at game design documents for fear
of the same accusations as you
make, especially if levelled in court.
However, if possible, place a date-
marked, duplicate copy of any
concept documents in the possession
of a lawyer, which ensures a strong
position should any claims of
plagiarism need to be made.

‘m no coder, but | reckon Sony

© could drastically reduce

imports if the following program

(here written in the BASIC | learned

at school ten years ago) was

included in its UK game releases. I'd

want a licensing fee, of course...

10 Print “To choose your preferred

format please push either ‘X’ for 60

Hz RGB SCART mode or ‘O’ for 50

Hz composite mode:"

20 if X then goto line 40

30 if O then goto line 60

40 play track 2 (60 Hz code)

50 end

60 play track 3 (50 Hz code)

70 end

Surely programming poetry!

Ben Bufton,
via email

777 here exactly is the cutting
Ez edge of realtime graphics
heading? As an avid follower of the
realtime graphics scene, | can quite
easily foresee polygonal approaches
to rendering reaching a plateau
given the rapid advances in 3D
accelerator technology. Even this
year, we are told to expect
affordable, high quality chips that
can push out well over a million
sustained polygons a second
(reaching a peak of six to eight
million). Arcade machines are only

just delivering that now.

Are we not going to reach a
point where our machines are
constantly under stress as they
attempt to ship multi-megabyte
geometry from chip to chip just to
render a fantastically detailed ball
(for instance) which you'll only see
for a short time and probably won't
focus on anyway? Even now
developers are realising that storing

Can Project X (top) and ShinK’s
forthcoming Messiah break the
videogaming world’s polygon mould?

all these detailed models is going to
take a large amount of space.

Shiny's Messiah synthesises
meshes from mathematical models
in real time, and it looks as if id’s
graphics engine for Quake 3 will
pre-compute a certain detail level
mesh world at load time, allowing
for dynamic landscape changes by
modifying a Bezier surface and then
re-triangulating on the fly. Both
these attempts to curb the massive
storage required to create a
convincing environment are
commendable, but they are still
limited by the 3D accelerators’
requirement for the data to be
supplied as 3D vertices.

As a student in my final year
studying Computer Science, | have
had experience with mathematical
models such as Bezier surfaces
and procedural textures. One of
our first assignments was to write
a program to triangulate Bezier
surfaces — but why bother? It is
relatively simple to write a software
render for mathematical models
which give smooth, accurate
surfaces and take up very little
space. Why not just develop a
silicon accelerator to display these?

If I'm right then, that's exactly
what Project X does, and if so, we
are going to see some unbelievable
graphics very soon indeed. Jeff
Minter is a lucky guy. Somebody
send me a Dev Kit and let me loose!

Alex Fry,

via email
It is starting to be recognised within
the videogame industry that the
current era of polygon dominance
cannot last forever. Developments
of other technologies such as nurbs
and voxels (see this issue’s Outcast
prescreen feature), are likely to see
more active use over the next five
years. Advances in CGI seem locked
onto an exponential curve, similar
to Moody’s law of increases in
processor power.

With developers still finding
ways to use 3D worlds which are
interesting to play in, however, it's
doubtful that advances in-game
design will be able to keep up
with the visuals that clothe it.
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THE LATEST NEWS FROM THE WORLD OF INTERACTIVE ENTERTAINMENT

What's booked Edge’s tickets to E3

Zelda 64 (NCL, N64)
Miyamoto is rumoured to be avoiding
Rare’s daunting output while he finishes
this masterwork

‘That Rare Lineup’ (Rare, Né4)

A sequel to GoldenEye, Donkey Kong 64
and a Gran Turismo beater would be
Edge’s heavenly trio

Banjo-Kazooie (Rare, N64)
Guaranteed. Edge had originally

hoped to pick this up on the way

home. Has slipped to July

Metal Gear Solid (Konami, PS)

Can Konami'’s gold standard keep the
PlayStation market liquid? US and UK
release dates to be confirmed
command and Conquer 2:

Tiberian Sun (Westwood, PC)

Will it be the true C&C sequel Red Alert
never was? Can it go where Starcraft
dared not?

Daikatana (lon Storm, PC)

Jon Romero has a lot to prove. Some
will go to E3 just to see him fail

Turok 2 (Acclaim, N64)

The prehistoric spiritual precursor to
GoldenEye gets a second chance. World
debut for Iguana’s long-awited sequel
Amen: The Awakening

(Cavedog, PC)

This could dwarf the PC competition.
First chance to see it up-and-running
Trespasser

(Dreamworks Interactive, PC)

A PC game making big promises.

But just how clumsy are those
dinosaurs in realtime?

Spyro the Dragon (SCEA, PS)

Finally, a decent Mario 64-style romp on
the PlayStation? Could be huge at E3

‘spyroyle Dragon (Ps)‘

E* THE GREATEST SHOW ON EA

Who will be showing up for the biggest date in the gaming calendar?

his year’s forthcoming E3 show
in Atlanta will most likely be

remembered for the conspicuous lack
of major hardware announcements
than for its previously predicted salute
to an industry finally reaching maturity.

Quite what Sega hopes to achieve
by resolutely refusing to publicly show
the much-vaunted Katana remains a
mystery, but its tactics carry the
disturbing echo of the Saturn launch.
Yet, given the size of the company’s
huge stand it will, at least, be there in
spirit, possibly together with video
footage of probable Katana software.

This is likely to include a Mario-
esque Sonic title, a conversion of
Daytona 2, Sega's latest coin-op racing
extravaganza, as well as a couple of
games that belie the PowerVR heritage
of the hardware, such as Ultimate Race
Pro from French codeshop Kalisto.
Warp’s D2 could also be shown, its
official launch having passed by on May
23. (E3 runs from May 28 to May 30.)

Set to make announcements at E3,
but possibly shown behind closed
doors, will be VM Labs" Projectx
technology. To date, no firm alliances
with either specific developers or
publishers have been revealed leading
Edge to suspect that few big name
publishers and softcos have
signed on the dotted line.

Having booked its stand i :
next to Sega, Sony will be z 3
showing its winter line-up. 5]
As the PlayStation %
approaches its twilight years,
Sony's console shows little sign
of slowing down and if the recent
output is any indication of things to
come, the company should have
little trouble in deflecting press
attention away from PlayStation 2.
Sales of the console are still riding
high, and there should be plenty
of excitement surrounding future
PlayStation projects such as Konami's
Metal Gear Solid and Psygnosis’
Wipeout 3.

Namco, whose recent success with
Tekken 3 will no doubt spawn a stand
adorned with cheesy-looking ‘martial
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Sony will have a huge presence at E3, but Nintendo has been saving
valuable ammunition. Without Katana, Sega will find itself squeezed

artists’ rather than the far more eye-
pleasing 30-odd ‘Tekken girls’ present
at March’s Tokyo Game Show, is
unlikely to announce anything new,
though Edge fully expects a Rage
Racer reply to Sony’s Gran Turismo
some time this year. Crash Bandicoot 3
will also make an appearance, with
Sony shoring up the racing angle with
its forthcoming powerboat title, Turbo
Prop Cycle.
But Sony’s biggest draw is likely
to be Spyro the Dragon,
a Mario 64-style,
" free-roaming platformer,
created by Insomniac
N games (Disruptor) and
Mark Cerny (technical
supremo behind Crash

Madness). Appointments have
been booked accordingly.

With its stand next to Sega'’s and
Sony's, Nintendo plans to go head to
head against its two competitors even
if the comapny itself is unlikely to be
showing any new internal projects.
After a rough-ride in Japan (recent
figures reveal that Saturn is still selling
faster than the Né4), Nintendo will be
setting its sights firmly on the US
market. Accordingly, Edge suspects
that the 64DD will be absent from the

Bandicoot and creator of Marble

stand, with press and buyers alike
directed to an impressive yet highly
documented software line-up.

Zelda, of course, will lead the
charge, along with F-Zero X, Twelve
Tails: Conker 64 and Banjo-Kazooie, but
it will be the potentially lethal combo of
Rare's GoldenEye successor (not Bond-
based) and a much rumoured Donkey
Kong 64 that could catapult the
Nintendo machine back into the
limelight. Lucas Arts’ Rogue Squadron
will be on the stand, as well as F1 ‘98
from Psygnosis — who may also reveal
Wipeout 64. Konami should emerge as
one of the publishers of the show with
a cluster of blue-chip Né4 titles
including Castlevania 64, ISS 98, Hybrid

" Heaven, Blades of Steel and an as-yet

unseen action adventure entitled
Survivor. Nintendo's attack will be
topped off with the only new hardware
announcement of the show: the colour
Game Boy.

Last year, the show was dominated
by the PC, with the early promise of 3D
acceleration largely amounting to
nothing more than a few more Quake
clones in the year that followed. Edge
expects this year's E3 (barring a sudden
rally by Sega) to boil down to an

interesting software battle E
between Sony and Nintendo.



EDGE’ JUNE 1998 |

NEWS

09

KATANA COMETH

Sega will unveil the successor to Saturn prior to Atlanta’s E3 show

ith the Saturn riding high above the Nintendo 64 in the

Japanese charts and Katana speculation reaching a
fever pitch, Sega is finalising the official announcement of its
next-generation console. Edge will visit Sega’s headquarters
for a sneak preview of the machine later this month, before
moving on to the Entertainment Expo in Atlanta, where Katana
could yet be shown behind closed doors.

Whereas previous speculation had focused on the silicon
powering the machine, attention is now turning to eyewitness
reports of the development kit in operation. This, no doubt,
parallels the wider dispersal of Katana kits into the gaming
community. Developers who've spoken about the machine
have unanimously praised its performance.

All leaks confirm Katana's startling graphics capabilities.
(Liquid metal effects seem particularly popular with Sega’s
demo creators.) However, Edge reckons it will hover
somewhere between Sega’s Model 2 and Model 3
performance. Of course, these evaluations are based on
development kits running inside PCs. Sega’s programmers are
unlikely to have got the best out of their new hardware yet.

As reported in last month’s Edge, Katana shares the same
basic VideoLogic graphic architecture as Sega’s upcoming
Naomi arcade board. The significance of this is now becoming
clear, with Sega’'s AM2 division focusing its efforts on Naomi.
Games are apparently being created for the arcade hardware
and then quickly ported to Katana. Meanwhile AM2's Yu
Suzuki has shifted his efforts to the new console. The ease of
porting between the two platforms has won over blue-chip
arcade publishers like Capcom and Konami. Incidentally, a
Resident Evil title for Katana is a rumour that refuses to die.

The past weeks have seen Sega of America’s president
Bernie Stolar launching an offensive on US game's developers.
After Saturn’s poor reception from such shores, the support of
companies like GT Interactive, Acclaim and Electronic Arts will

Liquid metal effects are easy on
Katana, with VideoLogic’s chips
making the graphic trickery ‘free’

Daytona 2 is likely to be one of a dozen Katana
launch titles, not all of which will be arcade games

be a key to the new console’s success in the West. Stolar has
also said that Katana will launch in the US for less than $299.

But it's Katana’s built-in modem that continues to intrigue
Edge. The inclusion of a modem seems a direct response to
Nintendo’s Pocket Monster phenomenon and the never-ready
64DD drive. It remains to be seen how effectively Sega can
exploit this connectivity without rewriteable disc media. If
Sega envisages a broad-based online community similar to the
US Quake community then it will need to set up a sleek
infrastructure to compensate for the lack of flexibility afforded
by a hard disk.

Some sources have told Edge that it might be possible
to swap data between a Katana box and a Naomi arcade
machine, perhaps via a memory card. This would enable
players to develop game characters at home, then use
those characters in the arcade. It's a similar concept to
Nintendo's Pocket Monster-to-Né4 device. If true, these
rumours reinforce Edge's belief that connectivity is set to
play a defining role in the future development of Japan's
game culture.

Katana will be based around an Hitachi SH-4 CPU teamed
with (possibly more than one) next-generation VideoLogic
PowerVR 3D graphics chipset, running under Microsoft’s
Wwindows CE operating system. The media will be a proprietary
CD-ROM format holding up to 1Gb of data. It will incorporate
either a 28.8 or a 33.6Kbps modem. Katana will go on sale this
autumn in Japan, with a UK launch unlikely for twelve months
after that. Edge will feature the first definitive report on Sega’s
saviour next month. .

Incidentally, the original date for Katana’s launch was
set for May 15. Understandably, Sega moved the slot when
it discovered that Square had picked the same day to E
announce Final Fantasy VIll...

Sources indicate that the word
‘Dream’ will feature in the
final name of Sega’s next

- console. Sega Dream? Dream
Maker? Dream Machine sounds

the best, and the most unlikely...

E58's look at the emerging under-
graduate route into the games
industry has prompted feedback -
not all of it complimentary.

In particular, certain pictures
were incorrectly credited within
the feature. The following images
were all created by students at
Bournemouth Unlversltyf Mission
on Mars (p70), Robot (top two
small images, p71), Prophecy
(bottom, p71) and Gargoyles (p72).

Edge has also been contacted
by the University of Huddersfield
which offers courses in
Multimedia and VR Design.
Subjects covered include interface
and interaction design, C, C++ and
Java, VR and 3D graphics
animation, sound and video.

Prosy con-

tact Derek Hales on 01484 472064.

FEEL THE TERROR

A Capcom spokesperson revealed in a recent
interview in Japan that the company is working
on new versions of both Resident Evil Director's
Cut and Resident Evil 2. The main addition to
both titles will be support for Sony's Dual Shock
Analog Pad.

SQUARE CIRCLES THE GLOBE

In a surprise move, Square Japan and EA have
announced a deal that will result in the two
companies distributing each other’s products in
their respective territories. Among the first titles to
benefit from the deal are Square's RPG
Xenogears and EA's World Cup '98.

ACTIVISION GETS INTO IT

Activision is to publish two titles for the N64.
Converted from their PlayStation and PC originals,
Nightmare Creatures and Quake Il should appear
on Nintendo's game-strapped system before the
year is out. Quake 64's lead programmer is
working on the second installment.
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NINTENDO FA

NCL’s Shigeru Miyamoto is
apologetic for late N64 releases

he latest sales figures published

in Japan have cast the N64
position in the cold light of a harsh day.
While the PlayStation is on the cusp of
pushing through the seven million mark
this year, Nintendo's console is trailing
300,000 units behind the Saturn, having
sold only 1.3 million in the past 12
months. While the numbers for the US
and Europe make for more encouraging
reading, NCL's lack of success in its
own backyard could
well prove irreversible, unless large
numbers of unmissable titles start
arriving - and fast. Of the 100
best-selling Japanese videogames in
1997, it's remarkable that only six
were Né4 releases, while PlayStation

Rareware’s Banjo-Kazooie will
be the next high-flying N64 title
to make a retail appearance

TWO TIMES 3DFX

The increasingly popular Voodoo chipsets
are starting to pay serious dividends for
creator 3Dfx. After doubling expected
revenues to $50 million for the first quarter,
the company’s stock rose sharply on the
Wall Street stock exchange.

CES TESTING TIMES

titles occupied 65 of the top slots, and
Saturn games, 21.

There are, however, encouraging
rumblings from Western videogame
developers, including the part-Nintendo
owned Rareware. The UK creator of
GoldenEye is set to fire off a barrage
of new titles at E3, which should help
the machine along considerably — and
tip NCL back on its feet. Clearly, though,
the PlayStation’s CD-ROM drive is
allowing the Japanese to play the kind
of extensive RPGs they have always
enjoyed. The 64DD add-on may be a
classic case of ‘too little, too late’ to
save the Né4 in Japan, although (if well
deployed) its ability to store 32Mb of
data could be its saving grace. When
Edge spoke to THE's Dick Francis (see
Console Nation, page 68), he revealed
that the DD is to be released in the UK,
which given that the Né4 has sold

800,000 units here makes a modicum of

sense. European Né4 sales are now
outstripping Japan's, meaning that if the
64DD hardware isn't hindered by PAL
complications, the only major outlay
needed for its launch will be the
obligatory marketing spend.

In the short-term, only Rare’s June
scheduled Banjo-Kazooie (which is
rumoured to be superb) can salvage
Nintendo's reputation, particularly in
PAL television territories. When
interviewed by an Internet news site,
NCL's Shigeru Miyamoto admitted
that he now sees the Warwickshire-
based company as a rival, and that
Banjo has affected the content of Zelda:
Ocarina of Time. As reported last
month, Zelda has now been delayed
until November, much to the frustration
of many gamers. F-Zero X will now be
the first in-house Nintendo title to see
the light of day, in August. Keen to
explain the holes in the Né4 release
schedule, Miyamoto-san recently
commented frankly to a Japanese
games magazine about the situation.

‘Last year, Nintendo released some
original titles, but between Starfox and
Yoshi's Story we didn't release
anything. To be honest, | think there
weren't enough titles. By releasing
Zelda and F-Zero last year, we would
have shown the volume of games
expected from Nintendo.” Interestingly,
he adds that the N64's underwhelming

ACTIVE ACTIVISION

Continuing its remarkable run of quality PC

releases, Activision has announced the signing

of international rights to distribute Quake /Il.

Although no release date has been set, the
title is thought to incorporate a host of new

graphic technologies.

Nintendo’s E3 assault will include (from top) Zelda: Ocarina of Time,
now postponed until November in Japan, Rare’s stunning Banjo-
Kazooie, due for release soon, and the perenially delayed F-Zero X

performance in Japan is, ‘not really
important... because the software
line-up sold very well in the USA," which
clearly illustrates NCL's key
marketplace. In light of such comments,
E3 must now rank as Nintendo’s most
important show, worldwide.

Edge will be on hand in Atlanta to
see whether the software line-up can
save the N64 — and to find out just how
far Nintendo has gone to appease
Western tastes at the expense of
its core domestic market.

ROYAL EMAIL

Thanks to the ever-lovable Microsoft Corporation
teaming up with the Royal Mail, it is now possible
to send email to those not blessed with an
Internet connection. Visit wwwi.relayone.msn.com
to send documents of up to 50 pages in length,
anywhere in the world.

AUSTRALIAN PAL

While Europe will have to wait until later in the
year to play Nintendo's 1080° Snowboarding,
Australian gamers (also afflicted by the PAL
television system) are to receive the fitle in

~ time for their winter soon. Expect the UK N64

import market to hit a new high in the meantime.
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MIATROX AND 3 ANNOUNCE NEW CHIPS

ike serial gamblers, two more big PC graphics vendors

have put their chips on the table and are nearly ready
to show their cards. With Voodoo2-based boards out and
selling well, and Intel and Videologic still hyping their
respective i740 and 2nd gen Power VR technologies,
graphics giants Matrox and S3 have joined the game.

Both companies are bringing out chips designed
specifically for Intel’s advanced graphics port (AGP) which is
found on all new Pentium Il motherboards. As such, the
Savage 3D from S3 and the G200 by Matrox combine 2D and
3D functionality with TV/video handling for all-in-one graphics
solutions. It's highly likely nVIDIA will do the same with its TNT
chip, leaving the PCI-bound, 3D-only Voodoo2 chipset rather
isolated as other big players move to AGP.

That won't worry 3Dfx. The company has built-up strong
relationships with game designers and a loyal brand following
among players. Yet S3 claims its Savage 3D will offer the same
performance as Voodoo2, with extra features, at a fraction of
the cost. ‘We have a really hot piece of hardware. It's very,
very fast,’ says Paul Ayscough, senior manager at S3. ‘That's
what developers want to hear and | imagine it's what
consumers eventually want as well."

The Savage boasts a fill rate of 90 megapixels per
second (mps) sustained. That equals Voodoo2, while
PowerVR 2 claims a sustained rate of 100mps.

Behind that raw power, S3 also carries the full complement
of features to be supported in DirectX6.0 - trilinear filtering,
bump-mapping, alpha blending and so on.

Most importantly, Ayscough is keen to stress that the
Savage won't dip in performance when games actually
begin accessing these effects. ‘Those features, when
they're all turned on, should not degrade the speed,’ he
confidently claims. ‘So you know that when you program
something, it's going to go as fast as it was in the beginning,
not go down from 30fps to 5fps because you've turned on
trilinear filtering.’

Matrox hasn’t spoken of speed in relation to 3D features,
but the G200 will support everything on the Directx6.0
menu. Like the Savage, it works in 24bit colour throughout
its rendering processes, only dithering to lower colour depths
at output, and has 32bit Z-buffering. In addition, this 128bit
chip has an ‘Innovative 2D feature. When processing 2D
images, it splits its power into dual 64-bit buses in order to
read and write to the frame buffer simultaneously. The
chip’s made on .35micron silicon like the i740, whereas
Savage is on slimmer .25micron circuitry which is cheaper,
cooler and uses less power.

The G200 will appear on the Mystique G200 board,
costing £129 (with 8Mb onboard memory) from June. A
16Mb card will follow, which should offer 24bit colour at the
massive resolution of 1,280x1,024. For professional 3D
designers, a Matrox Millennium G200 will also be released
with a slightly faster RAMDAC to improve quality at the
highest resolutions. Both chips will be OpenGL compatible.

S3is yet to announce any boards for the Savage 3D,
though it's likely the chip will appear on cards from
Diamond and STB in the summer. S3 is currently E
seeding cards to developers.

Unreal's long-awaited textures and special effects
will test older graphics chips and revel in new ones

Savage 3D will process through DirectX6.0.
Chips will be made available in June

CONSOLE COLLABORATION?
Sony and Microsoft have declared their plan to
create a home networking system that aims to
link the PC with consumer electronics. According
to Sony President Nobuyuki Idei, ‘Sony supports
the seamless integration of PC and AV products.
PlayStation 2 anyone?

TOWERING ACHIEVEMENT
Nintendo is to construct itself a new HQ in Kyoto,
Japan. Standing seven storeys tall and containing
27,000 squaré meters of office space, NCL's
citadel should be completed by the year 2000 —
as will Zelda: Ocarina of Time at its current rate
of development...

TOUCHING NEWS

Hot on the heels of its Rumble Pack-compatible
steering wheel for the N64, LMP has confirmed
a similarly-equipped version for the PlayStation.
Rather than communicating with Dual Shock
signals, the Gamester wheel reacts to sound
inputs from the television. So no shouting.

Diamond Multimedia is one
graphics hardware company

that seems unlikely to lose out
no-matter which chip wins the 3D
jackpot. The company has signed
with Intel to produce a card based
on the i740 chip with its AGP 2x,
2D/3D and MPEG play-back
capabilities. Specs and prices have
yet to be announced. This is in
addition to the Voodoo2-based
Monster 3D i, and the Viper 330
which comes in AGP and PCI
flavours and uses nVIDIA’s RIVA
128 chipset. In the future Diamond
cards will probably be based on S3's
Savage 3D and TNT from nVIDIA.

MURDER@NET.COM

A furore has formed in the US around what
is thought to be the first murder confession
on the Internet. Computer programmer Larry
Froistad claimed to have horrifically murdered
his five-year-old daughter during an online
support group session. The trial continues.
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REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY

In an industry taking fewer creative risks with each passing day, it is refreshing
to see that there are still some genuinely bizarre ideas out there. How about
Datel's Game Booster, for example: a Game Boy emulator for the N64.
Simply slot it into the cart port, add a PAL N64 game on one side and the
desired Game Boy classic on the other and, hey presto! — SuperMario land on
your television. Not only that, but Game Booster also boasts a unique user-
definable colour palette (play Tetris with a blue background!), dodgy,
corrupted sound and hundreds of Game Boy cheats taken from the
company's famed Action Replay ‘game enhancer cart. It's just that, for £40,
most people are going to buy themselves a Game Boy instead, aren't they?

An habitual underachiever BMG may be — as its recent sale to Take 2
demonstrates — but its recent Three Lions launch party, held in London’s
fashionable Riverside Studios, was far from an own goal. With a number of
England's finest in attendance — including David Seaman, lan Wright and
West Ham prodigy Les Ferdinand — guests were able to play PC and
PlayStation versions of Three Lions against a seemingly unstoppable tide of
minor celebrities.

Having provided the title track for Lions, it seemed appropriate that Ocean
Colour Scene were on hand to perform a brief set, alongside big-name DJs
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Gaming evangelists who would see
games replace TV and the football
terraces, better be careful what they
ask for. Latest indications from the
States are that when Joe Public
goes gaming, he shuns the delights
of Mario 64 and Final Fantasy VII.
No, Joe wants to annihilate wildlife
with a .306 Remington rifle. GT
Interactive's $20 title Deer Hunter
has held off rival Wal-Mart favourites
like Riven and Frogger for months,
with sales surpassing 700,000.

So it's no surprise that others are
hopping onto the PC hunting
bandwagon — ‘Wild Turkey Shoot'
being the latest to thrill these
nascent gamers. However, Deer

Hunter developer Sunstorm
Interactive, is returning fire with an
add-on pack for the original.
Doubtless, it enables players to skin
and gut their hapless quarry before
wearing the results to a redneck
line dance. There are no plans to
launch Deer Hunter in the UK.

such as Dave Seaman and Ashley Beadle. Fortunately, most punters with
common-or-garden tickets failed to discover that the main bar was dry until
the end of the performance, so missiles thrown were kept to a minimum.

Retiring to the more exclusive VIP lounge after this musical interlude, an

eclectic range of footballers and other recognisable faces (such as Julian

Clary, Dani Behr and ‘Going Live' favourite Jamie Theakston) could be

found huddled in discussion while supping the fizzy stuff. It's unlikely,

however, that Three Lions" much-vaunted, one-touch passing or shot

targeting system ranked highly among conversational topics...

Injury-prone Spurs striker Les Ferdinand (far
left) and Ocean Colour Scene (centre, below)
were among the attractions that performed
at BMG's star-studded Three Lions bash
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BARDS PLAYING AT BOTH FINAL DAYS

Sponsor to snowboarders and mountain
bikers, Sony is now supporting skate comps

A skate to victory

In its never-ending quest to become the coolest console company ever, SCEE
is now sponsoring the first amateur skate competition for ten years. The event
— open to all levels of skaters — is set to take place over five regional heats
starting at the Storm Skatepark in Derby on 20 June and ending in London on
6 September. There will be separate events for inline and skateboard entrants,
and the finals for both will feature live appearances by the Dust Junkys, The
Young Offenders and Maximum Roach. The first prize is two return tickets to
the USA and £1,000 to spend on ridiculous baggy trousers, Oakley sunglasses
and great big rubber G-Shock watches. Plus, PlayStations, T-shirts and
skateboards are included among the runner-up prizes. Application forms for
the event can be found in 'Sidewalk Surfer" or 'DNA" magazines, or inquire

at a local skatepark or skate shop.

Knee-jerks

Two politicians in Florida are currently promoting a bill to ban the display of
videogames containing graphic violence' in public places - to take coin-ops
which show ‘blood-letting or grotesque cruelty’ out of cinema lobbies, family
arcades and public places altogether. However, the bill is so vaguely worded
it could conceivably be stretched to prevent shop-keepers displaying the
boxes of games deemed to be too violent for under 17s. It could even be
the first step in a blanket ban on videogame violence. In response, the US
games industry led by the American Amusement Machine Association and
the Interactive Digital Software Association, is preparing a defence based on
the success of its own voluntary ratings system, endorsed by right-wing zealot
Senator Lieberman.

Meanwhile, one of the politicians backing the bill explained his action,
thus: ‘The bill is trying to allow our society to protect itself and its young
people from the scourge of the rampant violence that permeates our society'.
Supporters of the legislation had better hope his written arguments are more
coherent than his interviews.

Senator John Grant
(far left), supported
by Barry Silver (left),
is leading the
protest against
“graphic violence’
in videogames.

The bill calls for
widespread
restrictions on
games available

to under 17s

PC 3D acceleration hardware, which, according to market
studies, will saturate the PC games market within two years.

Mame 0.31 for running 478 coin-ops under PC/Mac emulation,
and now even higher-powered games such as Strider, UN
Squadron, and Atari's white-water classic, Toobin’. Fabulous.

Mame 0.31 for dévaluing the timeless appeal of classic coin-ops.
On a computer screen a lot of the original charm is lost. Long live
console retro compilations (with reliable controls and sound).
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Graphically, Terra: Battle for the
Outland is workaday. It's the
unpredictability of the human
opponents that makes the game,
together with higher level graphics

Gnm l00KksS,

o the casual onlooker, online games often seem
antiquated in comparison with the latest
releases. It's certainly true that graphically stunning
multiplayer games like Quake I/ are in the minority, but
perhaps that isn't necessarily a bad thing. Online games
are still rooted in the gameplay ethic, partly because
latency sets very tight boundaries for developers and
also because players often pay by the minute, and
quickly abandon unsatisfying experiences.

Developers lacking the resources to produce
graphically lavish games can more easily enter the
online market, provided they've got some good ideas.
A good example is Kaon Interactive, the developers
behind the Terra: Battle for the Outland, a massively
multiplayer tank blaster. Were Terra simply a standard
off-the-shelf game, it would be slammed for its
lacklustre graphics. But Kaon has created a game with
stacks of other features to exploit an online environment.

Terra is set in a persistent world. This means that
when a player leaves the game world, it carries on
without him. This huge world is dotted with fortresses.
Players and their clans capture fortresses to earn
money to fund repairs and upgrades. Tying the whole
game together is an evolving campaign and a complete
economic model.

Because the sun never sets on Terra, fortresses
(and the robots that guard it) don't just disappear when
their owners leave the PC. Assaults by rivals are likely to

For more details on Terra and the free, downloadable
4.5Mb demo, visit www.kaon.com. The first month is free

great personalities

succeed unless one or more of the human players is
there to defend the fortresses. Theoretically, if players
want to stay protected, they must join a clan, which
promotes truly co-operative gameplay. (Different clan
members calling each other to arms via email is far
from uncommon.)

While strategy is the main focus, a couple of the
game's developers hail from the Pentagon where
they'd designed tank simulators for the military. This
makes the warfare fairly realistic. Tanks are more
vulnerable to attacks from the rear, while burning
wrecks and terrain make for a confusing battlefield. A
nice touch is a live battle map, which can be accessed
from Kaon's Web page. This enables players to get an
instant snapshot of the game in progress, and so judge
whether its worth closing down Microsoft Word and
loading up Terra to join the fray.

Terra's biggest hindrance is a lack of players. A
huge world isn't much fun if only around 60 people
visit it. This has the unfortunate effect of encouraging
players to simply engage in Quake-style deathmatches
— hardly the game's strong point. Playing from the UK,
lag, as ever, can also cause problems.

expertise to tank design and manoeuvres

I Pentagon-trained developers added real

Gettmg beta all the time

SimGuild's World War I
flying game and The Grid,
Dot Studios isometric shoot
em ‘up, are two online
fames currently on the
ookout for beta testers

ublic beta testing of online
W games is a common

occurrence. When a game nears
completion, developers recruit a
cadre of enthusiasts to put it through
its paces. When the game appears
to be working satisfactorily (or when
publishers start applying the
thumbscrews), the game is then
relaunched and released. Trusted
beta testers often hold positions of
responsibility in the subsequent
game, particularly in worlds like
Meridian 59 and Ultima Online.

The practice of open beta testing
comes from an old MUD tradition,
and also from the fact that many
online game developers simply.
don't have the resources to fully test
a game themselves. But even the
big guns have adopted the practice
— Origin held an open beta test for

Ultima Online and Blizzard let
thousands of gamers play Diablo for
weeks for free in return for them
digging out all the bugs.

Testing online games s tricky.
Large numbers of random people
interacting with each other are much
more difficult to predict than the
pre-programmed Al characters, and
human beings will quickly exploit
any flaws in a game's design. Worse
still, though, online gamers are quick
to tell the world about the flaws or
shortcuts they discover, meaning
games can collapse in literally hours.
Ultima Online and Diablo both
suffered from this syndrome, despite
the extensive beta testing.

Anyone who wants to have real
input in games could enjoy beta
testing, and the game will be free.
The drawback is... it might not work.

Keeping track of the games available for beta testing can be difficult. Luckily, there
is a site to help out. Visit www.ogr.com/specials/betasite/betasite.shtml




“only the raising of the Earth in order to make way for an mtergalactlc bypass could prevent
Starshlp Titanic from bemg a watertight sucr.ess.” The Dally Telegraph Feb ‘98
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Sony SRSPC71 Speakers

Standing just under 30cm high, the
SRSPC71s boast a standard of industrial
design far higher than that inflicted on
many contemporaries. Magnetically
shielded on the inside edges to prevent
distorting the onscreen image, Sony's
speakers have forward-facing tweeters
to direct detailed sounds at the player,
while the bass ports out of the sides.
The bass quality is solid enough at
lower volumes, while stereo separation
is well handled, although distortion
soon crackles onto the scene when the

dial is cranked up. Curiously, the PC71s
have a distinct control for treble level,
yet bass is left to limit the overall output
volume, which is rated at 15W.

With their fine looks and
reasonable sound, the PC71's could
be described as the Bang & Olufsen of
PC speakers - particularly given Sony's
high price tag. However, there’s enough
in the way of extras, such as an output
for attaching a sub-woofer and a
second, mixable input, to make the
PC71s a worthwhile investment.

£80

Sony

Tel: 0990 424424
Out now

TUNING

Casio JY10 Portable Television

The handheld portable TV is hardly a
new concept, but it may be on the
verge of a renaissance — thanks mostly
to the fact that many people have
precious little lesiure time, and no-one
can be bothered to work out how to
programme a VCR for that crucial
episode of ‘Eastenders’ (if that isn't

a contradiction in terms).

Casio has got in there early to
exploit this potential new marketplace
of Tv-addicted workaholics with the
JY10; a brightly coloured portable

complete with earphone socket, four
hour battery and a crisp 2.3-inch
display. There is also an A/V input so
users can get instant playback of
Camcorder footage or connect the TV
to their video recorder. It'll even take an
RF cable so you can play videogames.

Perhaps one day all these minute
lifestyle gadgets will merge, making the
line, ‘is that a Tv/phone/ palmtop
PC/DVD player/ modem combo unit in
your pocket, or are you just pleased to
see me?’ a distinct possibility.

£100

Casio

Tel: 0181 450 9131
Out now

fter the sublime meanderings of the Bristol-
¢ based collective’s last album ‘Protection’,
this latest aural outing marks a return to roots.
Touching down in deeper, darker, dubbier places,
‘Mezzanine’ (‘a place in-between’) is an early
morning drive through Sunday cities. This is angst
without emphasising the pain, introspection without
the guilt. Massive Attack express themselves in the
same English way that defined the Jam and the
Smiths. American influences may echo through
their music, but the real home for these beats is
Africa, Asia, and the souled-out, post-ecstasy
Britain of the '90s. Welcome to the real ‘new deal’.

i
L

Mezzanine
Massive Attack
Virgin

ust when the big DJ compilation was looking
increasingly redundant, old-hand Digweed
delivers this tasty collection of house and tribal
techno wonders, fresh from the decks on his tour
of 0z. Crucial to this winning formula are the
genuinely underground names. Even mare familiar
artists, like David Alvarado, Shapeshifter, Paul van
Dyk and The Crystal Method (last seen contributing
atrack to EA's FIFA 98) are at the credible end of
the spectrum. In fact, Danny Tenaglias Elements
aside, this double set is free of chart names. Which
may disappoint the handbag crowd, but can only
be a good thing for lovers of quality dance music.

Global Underground: Sidney
Mixed by John Digweed
Global Underground
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CyberStik

Virtual Reality is a constantly misused
and misunderstood term, but itis
possible to forgive transgressors like
CyberStuff who have at least applied
the label to something interesting. The
Cyberstik VR2000 - winner of the ‘Best
of Comdex’ Award at last year's
Comdex show - is a joystick that
doesn't need a base, so players are free
to waft the thing about with balletic
relish rather than having to plantiton a
desktop and keep the base as still as
possible. CyberStuff are not giving away
how it works, but there are no moving
parts and no mercury switches involved.
There is, however, a micro-processor in
the stick which gets all the info it needs
from 32,000 lines of code. Ingenious

LX4 Steering Wheel

Despite the existence of a few steering
wheels for the Né4, this latest model
from Gamester is the first to incorporate

and innovative, perhaps, but this
certainly isn't an ‘exciting VR
experience’ as the manual would have
it. It's just a piece of digital fun.

That said, using the Stik is
surprisingly workable. It doesn’t come
with complex drivers as it emulates the
CH Flightstick Pro controller — which
means installation and configuration are
easy. It's also possible to alter the
sensitivity of the device — so you don‘t
have to throw it halfway across the
room to get anything to happen (plus,
there is a base provided for less VR-
minded people). An interesting piece of
kit, then, and one which CyberStuff
promises will soon come in PlayStation,
Mac and Né4 incarnations.

£80
Cyberstuff/Arcave
Tel: 01258 459988
Out now

return to its centre position, making it
impossible to negotiate corners with the

delicacy needed for a decent qualifying
lap, for example. A pair of pedals make
up the rest of the package, and although
a little stiff, they prove significantly less
trouble than their circular counterpart.
Essentially, this isn't a bad
peripheral, but with the superb analogue

a rumble effect with the aim of
furthering the degree of realism.
Unfortunately, Edge’s review
specimen refused to vibrate, so an
assessment of this new feature was
impossible. However, this is by no

£70 means the peripheral’s major problem. stick of the Né4 pad as standard (with
Gamester That would have to be the excessive the optional Rumble Pack plugged in),
Tel: 0800 018 3061 strength of the wheel's spring which only the real racing aficionado may
Out now constantly fights a player's forearms to think it worth the investment.

ike labelmates Faithless (who lend a hand
on a number of tracks here), Skinny take a
chameleon-like approach to music, their style being
to have no single style. But while those other dance
favourites at least used a recognisable keyboard
sound to hang a few hit singles around, Skinny’s
recent hit ‘Failure’ is really the only chart-friendly
offering on ‘The Weekend'. The other cuts take a
little longer to work their magic. Given time, though,
the curious blend of moody electronic grooves,
Underworld-meets-Tears For Fears crooning, and
rolling piano and guitar lines make this a fabulously
urban and utterly essential chillout album.

11 double CD release from the imprint behind
\%% some of the more emotive releases on the
house-trance scene, and one that has a few gems
worth checking out. Most of the tracks on CD1
follow the Italian/Euro-trance blueprint with
Cé4-style cascading synths punctuating punchy,
uplifting basslines with occasionally dazzling effect.
So it's a shame that some of Quietman’s
better moments are diluted by slushy piano-tinkling
and rich orchestral portentousness — the second
ambient CD is a case in point. Trance-ite fans
are sure to lap it up — but remember — too much
sugar rots the teeth...

The Weekend
Skinny Shhh!
Cheeky Records Platipus

Quietman
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MIR

It's 2036. The Internet is all encompassing and epidermal
programming is a reality. Here, computer users employ
sentient tattoos as online avitars: these move from the
physical to the digital world at will, taking their wearer’s
characteristics with them. As is usual with cybernetic futures,
however, all is not well. A virulent bio-software virus — the
Mir of the title — has escaped and is being passed around
the hacker community like the clap on a Club 18-30 holiday.
Its aim is, of course, total world domination - and only
investigator Trevor Gobi can stop it.

Alexander Besher's intriguing cyber thriller is essentially
a book in two acts. The firstis a scene-setter — a baroque
exploration of standard cyberpunk themes and ideas, given
the author’s distinctive and innovative slant. It's in act two
that Gobi steps into the spotlight, and the main plot-line takes
over - effectively encasing a classic thriller comfortably
within the fashionable confines of the cyberpunk genre. Like
fellow dark future prophets Neal Stephenson and William
Gibson, Bersher is able to create a completely believable
environment where technology that's only just emerging
today, is commonplace. The only disappointment, in fact,
is the less-than-exciting conclusion which drafts a weak
mystical element on to an otherwise excellent page-turner.

Alexander Besher
Publisher: Orbit
ISBN: 1-85723-531-2
Price: £10

Eyewitness History of the World 2.0

Attempting to cram the entire history of the world onto a single CD is always going to be an
impossible task, but this substantial update of Dorling Kindersley's attempt does, incredibly, manage
to cram in almost every notable event from the last four million years. Like DK's Eyewitness books,
the success of this multimedia extravaganza can be attributed to snappy, sensible presentation, and
near-flawless editing. Few publishers are able to produce reference works and guide books so
readable and yet so packed with salient information. Obviously, space for any one subject is limited,
but with heavy use of sub-topics, illustration, and bite-size factoids, every topic from the birth of man
to the depicting of modern war on television is presented in surprising detail.

Inevitably one or two topics slip through the net, and not enough use is made of video footage
or hypertext linkages. A couple of factual contradictions are also present; one section claims Australia
was inhabited 42,000 years ago, while another quotes 60,000 years, for instance. It's a minor point
but, if this is to be used as a serious reference tool for education purposes, one worth noting.

But for the most part, History Of The World 2.0 is a dazzlingly confident example of modern
multimedia. The format can often hinder rather than help users to access information, but thanks
to sensible menu systems and that user-friendly Eyewitness layout style, using this particular disc
actually feels more convenient than attempting to unearth similar information in a book. In the long
term a more detailed look at specific aspects of the earth’s history would be welcome, but for now
this latest addition to the Eyewitness serious will do Dorling Kindersley’s reputation no harm at all.

ith its funky, but lilting tones and
immaculate production values, deep house
has acquired the kind of underground credibility
synonymous with shuffling around a club sipping
champagne. Hands in the air aren't really needed
when basslines are as clean and inoffensive as this.
168 (aka Omid Nourizadeh) has crafted a
e 70-minute soundscape that ditches immediacy
and big tune-style hooks for a framework of chunky
basslines, well-crafted percussion and subtle
harmonics. It's tame, it's samey, and works best
as background music — but it is oddly secuctive.
Chic choons for the clubbing cognescenti.

L A
Sounds from another room

Sounds From Another Room

EyeQ

The Last Best Thing

The fact that so much fiction has been set in Silicon Valley over
the last few years is testament both to the esoteric

characters inhabiting the area, and the narrative opportunities
offered by cutting edge technology. The latest insider to take
advantage of this fertility is Pat Dillon, who has managed to
construct a whole tale of greed and rampant egotism around
the development of a new killer app.

The basis of the story is certainly immediately
recognisable. JP McCorwin is the archetypal software
company CEO, blessed with enough wit and tenacity to
wrangle venture capital with only a few sketchy ideas and an
evangelical approach to boardroom management, his mission
is to make bundles of cash, at all costs.

But this is insider exposé at its thinnest. Whereas Douglas
Coupland'’s ‘MicroSerfs’ drew the reader into a
fascinating world of stock options and paranoid schizophrenia,
Dillon only manages to go through the motions with a
formulaic plot too many techno-writers have picked up, dusted
off, and regurgitated before him. More importantly, though,
neither the characters, nor the situations they find themselves
in, are convincing. Dillon is clearly fascinated by the Valley and
knows the sort of people who flourish there, but he has
painted them with little depth or substance —
preferring instead to stick with caricature. A novel that looked
beyond the company hype and gargantuan personalities
(already covered brilliantly in several non-fiction books) would
perhaps have been more gripping.

034 Marhem i Silicen esieg

/ PAT DILLON 7

Pat Dillon
Publisher: Simon & Schuster
ISBN: 0-684 83614-9
Price: £16

Published by Dorling Kindersley
Developed in-house
£40
Out now (PC)

ow a regular at Ibiza's Space and Ku and
London'’s Ministry, Alfredo was the man
responsible for spinning the dance tracks for
Balearic clubbers back in the eighties. Judging by
his latest work he hasn't lost any of the passion or
that knack for selecting top tunes. Unashamedly
hedonistic, the good time vibe is carried right
through, as latin, funk, and even old skool disco
flavours are blended together effortlessly. The
result is totally energetic and is free of the usual
cheese content found in house-based compilations.
1t's enough to make you think again about choosing
Ibiza for your summer destination...

The Sound of the Underground Ibiza
Mixed by DJ Alfredo
Master Dance Tones
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THIS MONTH...

JOIN THE PARTY

FOOD FIGHTS

GAMING AWARDS 1997

Party Time

Two recent gatherings in Tokyo
demonstrated the twin sides of the
Japanese public image. Edge put on
its bravest face for both events.

With Bio Hazard 2 having shifted
over three million copies in Japan
(overtaking Gran Turismo and catching
up with Final Fantasy Vi) Capcom felt
in partying mood, and invited the
heads of both Sega and Sony
Computer Entertainment to a victory
bash. Held at the lavish Hotel New
Otani in downtown Tokyo — just a few
hundred metres from SCE's
headquarters — the party attracted
Capcom staff and journalists as well as
foot-soldiers from both Sega and Sony,
ready to step in if things got messy.

Somewhat sensationally, Irijimari,
head of Sega, and Tokunaka, SCE's
president, both spoke in the opening
speech. After a few words from
Capcom's president, Irijimari delivered
a jaunty address which talked about
the Saturn version of the first Bio
Hazard and the part played by Sega in
Bio Hazard's success. He was followed
by Tokunaka, who openly attributed the
success of Bio Hazard to Sony's
console. It was one of the very few
times when both Irijimari and Tokunaka

Bio Hasard 2, known s Resident Evil 2 in overseas, has sold through more thus §

onlllion wnity sinee ity release {3 million uaits in Jﬂp and | million wnits in the USA).

Three million sales of Bio Hazard 2 prompted Capcom to issue special phonecards (left). At
the star-studded celebration party, Sega’s CEO (far right) joined Capcom’s (centre) on-stage

have delivered opening speeches, for
obvious reasons.

Capcom clearly wants to maintain
a smooth relationship with Sega.
Maybe the imminent announcement
of Katana explains why Irijimari was
invited. Sega's Naomi arcade board is
certain to make a very good platform
for Capcom’s games.

Coincidentally enough, the other
top party in Tokyo last month was held
by Sega's AM1 division for the
announcement of Dynamite Deka 2
(see Arcadeview, page 100). Since the
game's action takes place on a boat, it
seemed only natural for Sega to invite
journalists out for a moonlit boat trip
across Tokyo Bay. The producer and
director got into the spirit of the

evening, dressing up as gung-ho
characters from the game, and
meeting attendees brandishing the
depicted weapons.

After an opening speech from
AM1's head, the producer began a
Q&A session. He started to explain
that Dynamite Deka 2 will include
elements from the first part — a group
of terrorists attack a boat carrying the
president's daughter — and as he
spoke, a girl's voice could be heard
moaning from under the boat's piano.
Bizarrely, the president's daughter
then crawled out from underneath,
in exactly the same way as it happens
in the game. Alas, the ‘lovely lady’
(another AM1 team member)
had forgotten to shave. E

Sega's AM1 division modestly slips its
moorings (top left). A team member
reveals the spirit which created some of
the '90s best-loved games (top centre).
Music to the madness (bottom right)
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An Amusing Arcade

Only the Japanese would squeeze

an amusement park into a shopping
centre, and so it comes as little surprise
that Namco NamjaTown has been
occupying 12,000 square metres of
Tokyo's Ikebukuro commercial building
since 1996.

The theme is 1950s Japan, an era
representing the spiritual roots of
today's Japanese society. However, to
Westerners, wonderfully weird would
be a more apt description. Interactive
rides sit within a fascinating mix of
arcades and souvenir shops, all divided
into six discrete settings.

After a romantic dinner at
Restaurant Napalm, for example,
couples may feel the urge to team-up
and shoot down invading alien forces
within the confines of a hydraulically-
powered VR-based ride. Or perhaps

Cooking up a Frenzy
Not every Japanese game reaches
these shores. Some are just too
expensive to translate. A few — like
Cooking Fighter — are untranslatable.
Cooking Fighter ("Wept tears will
make better food") gives a new
meaning to turning your enemies
into mincemeat. An action RPG, it mixes
an everyday story of life in a Chinese
kitchen with a battle mode. Players hunt
down ingredients, which, bizarrely
enough, are to be found alive. The

jump into Sumo wrestler shaped
bumper cars and fight for supremacy
within a ring, while frantically
shouting ‘Dosukai’ into a seatbelt-
mounted microphone for short bursts
of extra power.

Yet that isn't the most surreal
experience awaiting visitors. One has
adults carefully riding around on a
tricycle for fear of disturbing the plastic
cat residing in the bike's handlebar
basket. Should the tricyclist get close
to an interesting ornament, the
synthetic feline will burst into an
agitated meow, forcing players to
approach and scrutinise said object in
order to silence the irritating creature.

But the park's piece de resistance
must be the traditional medieval
Japanese village found on the ground
floor. Here visitors wander around in
almost total darkness and interact with

player must defeat the food in combat
before rustling up a little something.
Cooking Fighter goes on sale in
May at your nearest Japanese
restaurant. That is, your nearest
Japanese Japanese restaurant...

ALIIN

Wanted: Fresh Blood

Capcom is recruiting staff in Tokyo and Osaka
to work on its 'next Bio Hazard project, which

it claims will be the ‘complete horror’. While
Edge shudders to think what happened to the
last batch of programmers and artists (madness
and terminal gibbering most likely) the news
will certainly cheer Bio Hazard/Resident Evil 2's
7,000,000 fans. No platform is mentioned,

but another PlayStation outing seems assured.

Sumo wrestling in dodgems is a justifiably
popular attraction at Namco's Namjatown

objects and situations depicting
Japanese ghost stories and legends.
After the substantial initial
adaptation period necessary for
guaranteed mental stability,
NamjaTown's bizarre world quickly
develops into something remarkably
natural. Rejoining the real world,
however, may take more adjustment.

The CESA Gaming Awards 1997
Japan's Computer Entertainment Software Association
recently held its annual awards. Edge attended to applaud

and berate the results. No GoldenEye prize — no surprise.

The Crand Prize: Final Fantasy VII
Best-Programming and Graphics : Grand Turismo

Best Character : Klonoa

Others awarded games : 1Q, Grandia, Densha de Go,

Yoshi’s Story, Ultima Online, Monster Farm

Best PlayStation sales ever: Derby Stallion

THIS MONTH...

JOIN THE PARTY

FOOD FIGHTS

GAMING AWARDS 1997
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After unprecedented about the roller coaster
success in the eighties, ride that has seen some
Acclaim found itself shrewd acquisitions
~ at the brink of financial and a new philosophy
¥ disaste!' in_ the ’nineties. combine to secure

Acclaim’s position in the -

AN RUDIENCE WITH...
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ack in the days of Super
E NES and Genesis, you
couldn’t swing a joypad

without hitting mountains of carts
based on big movie tie-ins and
superhero cash-ins. Rambo,

Hulk Hogan, Batman, Arnold
Schwarzenegger, The Simpsons,
Bruce Lee... the list could go on.
Typically, these types of games were
poor. Typically, they got slammed by
the press. Typically, the gameplay

consisted of walking in a straight line,

then punching, kicking, and ‘special
moving' brainless enemies. Typically,
the name on the box was Acclaim.

As the 16bit systems gave way
to the PlayStation and Nintendo 64,
the market for such asinine
entertainment crashed. Acclaim
found itself with too much money
invested in too many games that
clearly couldn't be sold at full price.
The company almost went under.

But Acclaim refused to die. It
fought hard to survive, regrouped,
adopted a new strategy, and is now
beginning to regain much of its
former swagger. Its gamble of
purchasing development studios
Iguana Entertainment, Probe
Software, and Sculptured has
already paid off with Turok: Dinosaur
Hunter and Quarterback Club. It
looks set to hit the jackpot again
soon with Forsaken (reviewed this
issue) and Shadow Man.

So how has Acclaim managed
to turn itself around? What's the
secret of its new success? Why did it
release so many erroneous platform
games in the first place? Edge met
with Acclaim’s chairman Greg
Fischbach at the company’s
headquarters in New York...

Edge: Before we talk about the
present and the future, let's talk
about the past. And let’s get one
thing straight from the outset:
Acclaim games were frequently
terrible. Can you admit this?
Greg Fischbach: Can | deny reality?
Certainly there were a lot of games
that didn't sell well. Acclaim was
built on a half dozen different
products, and that's where we got
the strength to go forward. Look at
Mortal Kombat. The first game sold
six million copies worldwide, the
second sold four million. The

‘1 don't think that you ca
B-grade products had a b

don’t think people stopp
“-'-” 't think hat you n y tht cr;1ny releasin
baslaia't think that you can say that a company releasin

original NBA Jam sold four million
copies, the Tournament Edition sold
another two million. These are huge
numbers. They are so big that you
can hide a lot of not-so-good stuff
in-between these big hits.

Edge: Let's talk about that
‘not-so-good’ stuff. There’s no
denying that Mortal Kombat and
NBA Jam were very popular. But
in the early 1990s, a bunch of
terrible games found their way
into the hands of unsuspecting
gamers, courtesy of Acclaim...
GF: We were a different company
back then. Besides, when you're
dealing with issues of quality,
someone’s making a decision as to
what's good quality and what's not.

It's a subjective thing. Entertainment
doesn’t deal in areas of absolutes.
You and | aren't always going to
agree on what's good, what's bad,
and what's indifferent.

Edge: During this period, do
you think Acclaim was an asset
or a liability to the videogame
industry? By forcing a bunch

of B-grade games into the
marketplace, you may have put
off a lot of people from playing
videogames for good.

GF: You talk about B-grade games,
but you could say the same thing
about B-movies, and whether they
should be released? | don't know
of any movie that set out to be a
B-movie. Everyone aims for the top.
Similarly, | don’t know of any game
that sets out to be a B-game.

Edge: But Acclaim did set out
to release B-games deliberately!
It's obvious that your strategy
was to spend a lot of money
securing a big-name license
and then spend a lot more
money marketing it. The

game itself was of little
importance and was developed
on a relatively tiny budget.

GF: Okay, but what effect did this
have on the industry? Personally, |
don't think that you can say that a
company releasing B-grade products

had a bad effect on the industry. |
don't think people stopped playing
games as a result. Look at it this
way - | was in the music industry
for a long time, | know first-hand
that some awful records were
released, and yet people haven't
stopped listening to music.
Edge: That's fair enough. But
why, instead of investing in
gameplay quality, did Acclaim
spend so much on big-name
licenses and marketing in the
first place?
GF: The nature of the videogame
business was different back in the
late 1980s and early 1990s. Up until
1995 and 1996, hit games came from
three places. Either they came from
the hardware companies, such as
Nintendo with Mario and Sega with
Sonic, or they came from the
arcades, such as Capcom with Street
Fighter 2 and Midway with Mortal
Kombat. Or they came from licenses.
We aren't a hardware company, and
we didn't have an arcade division
then, so we had to go with licenses.
It's a strategy we've been
criticised for, but it was the only way
we could get our products into retail.
Edge: You're saying that, at
this time, retailers wanted
big-name licenses?
GF: I remember taking titles like
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<« Wizards and Warriors [Acclaim's first

endemic title] to a buyer for a large
chain of retail stores, and he would
say, ‘No, | don't want it. You bring
me a name | recognise and I'll buy
your title." So we brought him Rambo
and he put it in his release schedule.
Now, Rambo was not as good a
game as Wizards and Warriors, but
that was the way he worked, and
we had to deal with that.

Edge: But other companies
were releasing high-quality
games based on innovation

and gameplay... like Electronic
Arts, for example.

GF: EA, I think in hindsight, had

a better strategy. But EA is the

only exception. The rest of us, for
whatever reasons, went in a
different direction. But to understand
our position, I think you have to look
at what we were trying to achieve
and where Acclaim had come from.
Edge: Please, explain...

GF: Acclaim is a little different from
most of the other companies in the
games industry because Acclaim
didn't have any venture financing.
Acclaim was financed solely by
myself and Jimmy Scoropski
[Acclaim’s co-chairman of the board).
We'd both been in the videogame
business previously: Jimmy on the
sales and marketing side, and myself
running the international group at
Activision - kind of on the deal side.
I knew everyone in the game
business at that time, so when we
decided to start Acclaim, we already
had a relationship with Nintendo and
some Japanese publishers, such as
Square. Initially our business was
based on licensing software from
Japan to bring to the US.

Edge: What kind of games did
you release?

GF: There were very few publishers
at that time who were supporting
Nintendo’s 8bit system, and the
market was not very discriminate.
Basically, there wasn't enough

E——T"4

software to fill shelves. However,
most publishers - in the US and
Japan - were reluctant to come into
the cartridge business because they
all remembered the debacle of the
Atari 2600, and no-one wanted to go
there again. But in Acclaim'’s first
year, with less than 12 people, we
made about $40 million in business.
The next year we made $70 million.
And that provided the capital for the
further development of the company.
Edge: And up to this point you
weren't actually making games
yourself. You were just buying
games in one country and selling
them in another?

GF: Our focus was on marketing,
sales and distribution. What we
wanted to do was take a property
and maximise our revenues from it
- exploit it as much as we could, all
over the world.

Edge: And at the height of
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Mortal Kombat's popularity,
Acclaim was the biggest
third-party software publisher

in the world. But in 1996, at the
end of the 16bit era, you ran into
extreme financial difficulties.
What led to these problems?

GF: The industry changed. As the
hardware systems changed from
16bit to 32bit, we chose a strategy of
simply doing a lot more stuff. We
would throw mud at the wall, hoping
that some of it would stick until the
market settled down aggain and we
could be more selective. But then the
market said, ‘Enough is enough -

we don't want all that stuff.” And

we found ourselves in trouble.
Edge: Why did the market
decide it'd had enough?

GF: In 1995 and 96 the specialist
magazines and the Internet became
much more influential in dictating
taste, establishing products, and
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making products successful. Gamers
became a whole lot better informed.
You can now read reviews, previews,
and pre-previews of games in
development all over the world on
a daily basis. Opinion-formers, both
journalists and hobbyists, become
the critics of our industry.

And retail took notice. Before
this time retail wouldn't recognise
a Turok, or any other little-known
game with great gameplay for that
matter. In fact, retail didn't really pay
attention to the quality of the game
at all. But now there was a real buzz
for them to tap into, and they started
paying close attention.
Edge: You're saying it got more
difficult to sneak a bad game
onto the market.
GF: Almost impossible. But they do
still occasionally get there [laughs].
Edge: How close did you come to
going under?
GF: In 1996 it seemed that we
couldn’t do anything right. We could
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see the bottom. And it wasn't a
pretty sight.
Edge: Wasn't it Batman Forever
that almost sunk the ship?
GF: There were others, too. But yes,
Batman Forever and forever
and forever [laughs]...

But everything got sold
eventually. Everything always has
a price point. Whether it starts at
$50 and then drops to $40, to $30,
to $20, to $10, to $5 — everything
sells eventually. | mean, nothing
ended up getting buried. And if you
remember back to 1995, Toys ‘R’ Us
had racks of games at hugely
discounted prices — it wasn't just us.
Edge: But despite everything,
Acclaim didn't go under.
GF: We lost a lot of money. But
we fought tooth and nail in order to
survive, It would have been easier
just to let it fail, but we didn't let it
do that. As a result we have a strong
organisation, and a lot going for us
at this point in time.
Edge: Do you regret the ‘old’

et i
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Acclaim? Do you think you

made the wrong decisions?

GF: I don't necessarily think that

we chose wrongly. But we were

late building a creative organisation.
In 1995 we bought Probe, Iguana,
and Sculptured, these are the
investments that are paying off
today and will help us survive... A lot
of people would say that they were
just conversion houses - and now
we're asking them to change. We've
told them that we want original,
unique software. And we'll spend
more money on it and put more
people on different projects. So far
at least, they have risen to this
challenge. Had we not done this,

we would not be here today, sure.
But then, on the other hand, had the
‘old” Acclaim not taken the steps that
got us the capital to buy these
development studios, then we
wouldn't be here today either.

Edge: That was then, this is now.
In 1998, Acclaim is riding high
on the success of its Nintendo
64 line-up and looks set to make
a big impact with Forsaken and
other new projects. How did you
manage the sharp turnaround?
GF: We cut our release schedule by
two-thirds. We are now spending
anything between $1.5 million and
$2.5 million to produce a title. We
made the decision to release fewer
- but better - titles and embark on

a real quest for excellence. And we
are not afraid to kill our children —
our games in development — if we
find that they don't work.
Edge: But how do you explain
Fantastic Four?
GF: Sometimes, like in the case of
Fantastic Four, we have to continue
with a project, whether we like to or
not because we have a contractual
obligation to do so. So there are
some things that we do from time
to time that don't appear to make
any sense to anybody.

Also, you can't always make a
100 per cent accurate decision as to
whether or not you should cut
something or let it go. Our numbers
aren't quite as big as the film
numbers, but they're still pretty big.
And if you were running a film studio
in 1997 and Titanic was one of the
titles on your release schedule,
when development costs got to $100

ade the decision to
p fewer - but better

million, would you have said, ‘No, it's
got too expensive, I'll never make
back the money | need to put into
this, I'm going to cut it,” or would
you allocate it the extra $20 million
needed to finish the job? In the case
of Titanic, that extra $20 million
turned into an extra $100 million, but
the film was a big hit. The pointis,
you can never be 100 per cent sure
and sometimes you have to live with
your mistakes. If it works out, you're
a hero. If not, you've got problems.
Edge: In what other ways has
Acclaim’s approach to making
games changed?

GF: Product development was run by
someone else back then. Now we're
focused a little differently.

Edge: Let's talk about where
Acclaim is today. Most
third-party publishers have said,
‘We don't like the Né4 cartridge
business. It's too risky and it's
not profitable.” Acclaim,
however, has forged ahead and
enjoyed tremendous success
with Turok and Quarterback
Club. So is it profitable?

GF: The Né4 cartridge business can
be very profitable. Certainly there are
better profit margins in the Sony or
PC markets, but we could not have
achieved the same kind of success in
these other places that we have
achieved with Nintendo.

Edge: Why not?

GF: In early 1996 we looked at the
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<« market and tried to see where

Acclaim could fit in. PlayStation
looked good, but the market was
crowded and a lot of companies
were making some very big
investments. On Né4 it was a
little more open. Besides, we just
happened to own two or three
development studios who really liked
Né4. They liked the technology and
they'd figured out how to make
games on it that looked different
to everything else.

Also, our decision to
concentrate on fewer titles fits
with Nintendo 64, and we also had
experience, both good and bad, with
cartridges. ‘Once burned, twice shy’,
sure, but we're experienced enough

to make sure that it's been profitable.

Now, having Turok as part of
Nintendo’s new $40 line means
that soon we're not going to have
any Turok inventory left at all. And
that's smart management. Other
companies don't have the models
or the experience to do this.

Edge: Are you claiming that
selling a Nintendo 64 cartridge
at $40 is profitable?

GF: Turok does okay at this price. But
the important thing is that Nintendo
will be back on TV to support this
with a $4 million campaign. This
keeps the Acclaim and Turok brands
alive and fresh in the marketplace,
which has to be a good thing.
Edge: Nintendo has recently
made releasing games for N64
a whole lot more attractive to
other third-party publishers.
Can you maintain your profile
and success?

GF: It'll get more crowded. But | still
think that in Turok and Quarterback
Club we have a couple of good
brands that will provide the same
kind of return that we've seen in

the past. And, of course, more
publishers are joining in because

the market is growing. And this
bodes well for our business.

Edge: What's your PC strategy?
GF: Our PC strategy is going to be
very high-end and focused. You'll see
some of our sports brands appearing
in the PC space, but you won't see
too many releases. Probably just six
or seven in the year.

Edge: How about PlayStation?
GF: We're very happy with Riven. It
exceeded our expectations, with
healthy re-orders. | think PlayStation
really is making the most of its older
demographic.

Edge: So are you pleased with
where Acclaim is today?

GF: What you see today is a result of
the choices we made 18 months ago,
and with titles like Turok, Quarterback
Club, Forsaken, and then Shadow
Man, yes — we're very pleased .

We recently told analysts that
we might take a loss this financial
quarter because we chose not to
release a product that we felt wasn't
complete. I'm talking about Forsaken
and Batman and Robin. Now, the old
Acclaim may have pushed these
projects into the marketplace. This
is a new stance for us.

~We set an example that everyone
d attention to. | mean, we

fifounce profitable results and

Edge: And how is the Acclaim
brand perceived today?

GF: A lot better than it was
yesterday [laughs). Take Forsaken
as an example of our PC strategy,
and you can see that we're aiming
at the top end of the market. We're
taking this hard route and sticking
with it. And if this limits our sales,
then so be it — because we'll be

defining ourselves as a premier label.

Edge: Do you feel that the
videogame press has been fair
to Acclaim over the years?

GF: In the long term, yes. Buton a
day-to-day basis, I've felt that the
press has been overcritical. During
the time we were rebuilding, we
were very quiet. And we suffered
the slings and arrows of the press
for what had gone before, and all
we could offer in reply was, ‘Trust
us! We're working on becoming

a new company.’ And the people
you see here at Acclaim today are
the ones who didn't listen to the
press saying, ‘They're never gonna
make it" and instead knuckled down
to the job at hand.

Edge: When everything went
wrong at the end of 16bit, at
any point did you consider
abandoning the Acclaim brand
altogether? It can’t have held
a warm place in the hearts of
too many gamers...

GF: You may disagree with me, but
| think there has always been a lot
of equity in the brand itself, both at
a consumer and retail level. we've
used other brands in the past, but

fody calls. But announce a big
§ and | can't hide fast enough’

Acclaim sticks - certainly within

the financial community.

Edge: You caught a lot of bad
press when Mortal Kombat
was accused of encouraging
and condoning violence...

GF: [Laughs] | think the industry has
done a good job in pulling together
and dealing with this. The big issues
right now are facing the different
content regulations from country to
country, which forces us to develop
individually from country to country.
And this stands in the way of our
progress of becoming a truly
international business.

Edge: Most publishers are taking
a similar ‘fewer games, higher
quality’ strategy. Do you think
they have learned a lesson
from Acclaim’s high-profile
brush with disaster?

GF: We set an example that
everyone paid attention to [smiles].
| mean, we announce profitable
results and nobody calls. But
announce a big loss and | can't

hide fast enough.

Edge: Is it your goal to
recapture the market share
Acclaim enjoyed at the height
of the 16hit boom?

GF: If you look at my background, |
come from the music business, and
in the music business there are five
or six record companies that
basically dominate the business
and divide market share. | think that
this model applies well to the game
industry. You are the prey or the
predator —that's just part of the
natural evolution of an industry.
Edge: And Acclaim will remain
a predator?

GF: We're getting stronger every day.
And it will take us a couple of years,
but | think we can make it

back up to the top. E
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A ROLL CALL OF THE NEWEST ARRIVALS IN THE WORLD OF VIDEOGAMING

Hide and seek

Edge sifts the fact from the fiction in the run-up to this year’s E3 in Atlanta

T he western videogames industry’s two key events are ECTS (European Computer Trade Show), held
every September in London, and the forthcoming E3 (Electronic Entertainment Exhibition) at the end
of May. Gracing Atlanta with its presence once more, E3 is undeniably the more important of the two and
acts as a global stage for the announcement of new titles, despite its obvious American orientation. And
as an event, E3 is a trade show rivalled by none: brighter lights and bigger stands are impossible to find.
Back across the pond, videogames magazines (including Edge) are faced with a difficult situation,
unable to show their readers fresh and exciting material in the run-up to the event, with the majority of
announcements being saved until the show doors open. A game of hide and seek (although "show and tell’
might be more apposite, given the exhibition’s location) takes place between the videogames media and
development community, the former trying to find out what's going to be there, the latter trying not to
let on. Rumour mongering is rife. Will Katana be there? What titles will Rare have to surprise the world?
Will Nintendo once again silence its increasing army of critics? Time will tell.
Obviously, Edge’s approach is tempered by a healthy degree of cynicism — and the knowledge of a
few solid facts. Rare has more than a few tricks up its sleeve, as would be expected from a company of
such repute. A successor to GoldenEye is on its way, but it won't feature a James Bond license this time
(the license for Tomorrow Never Dies is held by MGM Interactive), and the Né4's appeal is set to be further
broadened by a Gran Turismo rival now in production at Rare’s Warwickshire headquarters. But like so
many other titles (including Psygnosis’ Wipeout 64), both of these are being kept away from the glare of
media attention, prior to delivering a knockout blow at E3.
One prevailing trend that is likely to be upheld at this year’s E3 will be the huge number of ‘me too’
titles that shamelessly ram-raid the progressive designs of games that have captured the public’s
imagination. Expect an onslaught of Tomb Raider and GoldenEye ‘tributes’, while the PC looks set to be
invaded by an army of polygon-based C&C clones and yet more multi-player, Quake-style corridor fests.
Finally, PlayStation owners will at last be able to look forward to an (allegedly) decent Mario 64 rival
courtesy of Sony. Expect a exhaustive - but discerning — report direct from Atlanta in E60...

E3 will inevitably revive Nintendo’s flagging reputation: 64bit versions of both Wipeout (left)
and even a Gran Turismo-style racer (centre) will join the much-delayed Body Harvest (right)

Edge’s most wanted

GoldenEye ‘Sequel’

Superbikes

The videogames making waves before their arrival

Daytona 2

Outcast

Metal Gear Solid

(N64) Rare

(PC) Milestone

(Arcade) Sega

(PC) Appeal

(PS) Konami

Expected at E3, the UK
codeshop'’s latest project
uses an improved version
of the GoldenEye engine.
No James Bond, but Edge
can't wait all the same. L

The Edge journo that
recently visited the Italian
developers behind quality
PC racer, Screamer Rally,
won't shut up about how
good the follow-up is...

After the disappointments
of Touring Car and Le
Mans 24, a dark cloud of
responsibility looms large
over Sega. Can Daytona 2
regain the coin-op crown? L

The most beautifully
organic environments yet
seen in a videogame are
bolstered by intelligent
characters and a meaty
structure. Very promising.

September 3, 1998. Carve
the date on the wall and
sit sweating, waiting for
Konami’s potential
masterwork to arrive.

Genre-busting software. l
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PRESCREEN ALPHAS

EDGE PREMIERS THE FRESHEST FACES ON THE INTERACTIVE ENTERTAINMENT STAGE

D H I K H T H N H FORMAT: PC DEVELOPER: ION STORM

Some might find it hard to believe that this is

the same game that lon Storm debuted at last
year's E3. Having experienced the perils of letting
industry pundits speculate about a title with less
than adequate visuals, Jon Romero’s team has
polished up Daikatana's ambitious visuals for
Atlanta ‘98 while continuing to develop the
game's RPG-style gameplay. As players progress
through Daikatana's four time periods, they earn
experience, which can be allocated across five
attributes: attack power, attack speed,
constitution, acrobatic skill and movement speed.
The age-old choice between creating a jack of all
trades or a specialist, thus raises its head afresh.
More RPG flavouring comes courtesy of the NPC
allies who sometimes fight alongside the player.
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T R E S P H S S E R FORMAT: PC_DEVELOPER: DREAMWORKS INTERACTIVE >

An ambitious puzzle-based adventure set during a single day, Trespasser's
dinosaur skin maps make Turok's beasts look like Tonka toys. Seamus
Blackley (who created Flight Unlimited) is attempting to program an engine
where every object has weight and mass, and they all interact in realtime.

D R IVE R FORMAT: PC/PLAYSTATION DEVELOPER: REFLECTIONS

While the Destruction Derby team has departed to form Pitbull (developer of Test Drive 4), the remainder of
Reflections has been toiling to create Driver (which looks far more interesting than the efforts of its ex-comrades).
Similar in concept to the Japan-only Greatest 70s (but with better cars), Driver allows the player to cruise around US
cities in a selection of authentic 1970’s automobiles. These shots are all taken from the PlayStation version.
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INTERSTATE ‘82

EDGE JUNE 1998

This lone screenshot appeared
on Activision’s US FTP site, yet
little is known regarding the new
version of the enjoyable PC title,
Interstate ‘76. Much of the
latter's enjoyment resulted from
the rich seventies-based
atmosphere of its proceedings
combined with well designed
and immersive missions. Set in
a decidedly less hip decade,
Edge wonders how /'82 will fare

Hot on the heels of Activision’s successful Battlezone update, Asteroids has been hauled from its place of rest for
a similar reworking. Currently embroiled in the creative process with London-based Quickdraw Developments, the
all-new Asteroids will ‘recapture the non-stop dodging and firing of the original’. Edge will be interested to see
how well the coin-op’s 360° gameplay translates to a three dimensional environment. It looks great, though...

COLONY WARS VENGEANCE

FORMAT: PLAYSTATION DEVELOPER: PSYGNOSIS

Not quite scraping into Edge’s top ten list, the space shoot ‘em up Colony
Wars (six out of ten, ES2) was curiously less involving than it could have
been - perhaps due to its weak mission structure. Vengeance is intended
to make amends, and offers a few extras such as the exterior view shown
below right. As before, it's graphically superior to contemporary titles.
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R ET U R N F I R E 2 FORMAT: PC/PLAYSTATION DEVELOPER: PROLIFIC F-IERO X

The release date for Nintendo’s

futuristic racer looms ever
closer and these latest shots
are continued reassurance that

- in visual terms, at least -
there is little reason to question
the title’s potential. In
preparation for its arrival (and
the four-player mode), Edge
continues to brush up on its
aero-gliding skills by engaging
in endless sessions of the
ageing, original SNES classic

Nestled among the game collection of any serious PlayStation owner
should be a copy of the premier 3DO title Return Fire. Although the
viewpoint has switched from top-down to third-person, hopefully Prolific
has retained the original’s intense two-player action for the sequel.

FORMAT: N64 DEVELOPER: HUDSON SOFT

SC- 134202
A 8‘:?(3[1 152

Back in the late eighties, Hudson Soft game designer supremo Takahashi
Yujin created Star Soldier for the 8bit Famicom, and later, a Super version
for NEC's PC Engine console. Now he’s back in the spotlight working on a
3D update for Nintendo’s console. Should be better than Xevious 3D...

FORMAT: PLAYSTATION DEVELOPER: STRANGE PRODUCTIONS
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Rather than opt for the realistic approach of Codemasters’ Colin McRae
title, Europress has signed the double world rally champion to endorse an
arcade-inspired PlayStation racing experience. Expect over 60 tracks and
a multitude of weather and road conditions, with a promising track editor.




ALPHAS EDGE JUNE 1998

< SAGA: RAGE OF THE VIKINGS T H E 3 R D M I LLE N N I U M FORMAT: PC DEVELOPER: CRYO

This exclusive shot of

Cryo's interpretation of Sim City takes a rather more serious, highly
elaborate, and altogether more cerebral approach to the socio-economic
sim genre. Players have 500 years during which they must win over
nations via politics while taking into account every possible demographic
aspect of their electorate, such as religions and ethnic groups, for example.

Cryo's forthcoming realtime
strategy-management title
does little justice to the game's
ambitious aims. Based on a
mixture of Viking mythology

and historical facts, players
must control their Viking clan
and attempt to subjugate the
world's other residents (Trolls,
Elves and Giants) rather than
killing them, while maintaining
the Viking code of conduct
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What would happen, wondered one of Microprose’s manual writers, if the realtime strategy of the X-COM series
was combined with a first-person space blaster? A year on and X-COM: Interceptor is shaping up nicely. The
realtime strategy engine dynamically responds to events such as attacks by the player on alien supply lines or
mining facilities, neatly sidestepping the constrictive mission structure which dogged Colony Wars and even [-War.
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LU N H TI K FORMAT: PC DEVELOPER: PURE ENTERTAINMENT DUKE NUKEM FOREVER

Still no release date for the
return of Doom’s wise-cracking
nemesis. Indeed, the game
remains shrouded in a secrecy
almost unheard of among

the PC's first-person shooter
community. Latest reports
from the 3D Realms camp
speak of pilotable vehicles
(including a jet fighter, said to
feature in a ‘Tomorrow Never
Dies'-style action segment),
and a continuing emphasis on
interactive terrain. Swearing,
strippers and an ‘awesome’

An as-yet unprintable publishing deal has been finalised for developer Pure character skinning tool suggest
Entertainment’s PC shoot ‘em up, doubtless triggering the release of this Duke Nukem Forever will

batch of screenshots. To be released in June, Lunatik’s previously complex continue the series’ tradition of
environments have been tamed by constraining vertical movement to ‘rails’. strong, seedy characterisation

FORMAT: N64 DEVELOPER: BOSS GAME STUDIOS

While it would be easy to write off Twisted Edge amid the flurry of plaudits
that have pelted Nintendo's 7080° Snowboarding, it has certain features that
could keep it in the running. Multiple opponents will feature in races, while
successfully performing tricks adds speed. Expect a US release this autumn.

..do you?

www.newman-haas.com WWW.psygnosis.com

: L~ —
-~
" and are of Sony Comp! Inc. © 1998 Psyg Ltd. Psyg and the Psyg logo are TM or ® Psygnosis Ltd. [Vt
033 qu 1d in conjunction with Bizarre Creations. Newman Haas is a trademark of Newman Haas Racing. Real tracks and drivers appear under licence. ALL RIGHTS RESERVED.




Copyright © 1998 3Dix I ive, Inc. The 3Dfx ive logo and Voodoo Graphics, Voodoo? and Voodoo Rush are trademarks of 3Dfx Interactive, Inc. Pyros image}mm Ultima: Ascension z;an Vampire image frgm Wing Commander Prophecy cour
sl k of Jang’s

tesy of ORIGIN Systems. © 1998 ORIGIN Systems, Inc. ORIGIN is an Electronic Arts company, F-15 image from F-15 is courtesy of Jane’s Combat Jane g roup, Ltd. Images from FIFA Road
World Cup "98 and World Cup Soccer '98 are courtesy of Electronic Arts. © 1998 Electronic Arts. FIFA Official licensed product of the FIFA World Cup France 98. All rights reserved. All other trademarks and the trade names are the 8mpenies of their respec
tive owners. Cloud image from Final Fantasy Vi1 is courtesy of Eidos Interactive and SquareSoft © 1997, 1998 Squars Co., Ltd. All Rights Reserved. Final Fantasy and SquareSoft are registered trademarks of Square Co,, Ltd. HIRO MIYAMOTO image f;or
Daikatana is courtesy of Eidos Interactive and ION Storm, HIRO MIYAMOTO name and character are trademarks of JON Storm, L.P. Copyn‘gm © 1998 I1ON Storm, L.P. All rights reserved. Lara image from Tomb Raider is courtesy of Eidos Interactive. Tom
Raider, Lara Croft and her likeness are trademarks of Eidos Interactive. © 1998 Eidos Interactive. Elexis image from SiN is courtesy of Ritual Entertainment. Ritual and SiN are trademarks of Ritual Entertainment. SiN images are copyright © Ritu:




Take a Ride.

Power. Software. Visuals. Quality. Wicked Fast.

ntertalnment. Activision ® is a registered trademark of Activision, Inc. Half-Life lmas{e is courtesy of Valve, lic. and Sierra-On-Line, Inc. Half-Life is a registered trademark of Sierra-On-Line, Inc. StarSiege image is courtesy of Dynamics and Sierra-On-Line,
ic. StarSiege is a registered trademark of Sierra-On-Line, Inc. © 1998 Sierra-On-Line, Inc. Forsaken image is courtesy of Acclaim Entertainment and Probe Entertainment. Forsaken is'a rssgﬂstemd trademark of Acclaim Entertainment. © 1998 Acclaim
ntertainment, Inc. Skies image is courtesy of SegaSoft Networks, Inc. Skies is registered trademark of SegaSoft Networks, Inc. © 1998 SegaSoft Networks, Inc. Messiah image is courtesy of Shiny Entertainment and Interplay Productions. Messiah images
re trademarks of Shiny Entertainment. © Copyright Shiny Entertainment 1998. Monster Truck image from Monster Truck Madness 11 is courtesy of Terminal Reality and Microsoft Games. Microsoft and Monster Truck Madness |1 are registered trademarks
f Microsoft Corporation. © Copyright Microsoft Corporation 1998. fncoming image courtesy of Rage Soff , plo. ing is a regi i trademark of Rage Sbftware, plc. © 1998 Copyright Rage Sof , plc. All other trademarks are the property of
weir respective owners. All rights reserved. -

www.3dix.com




38

PRESCREEN

O0DT

Psygnosis, France, combines visual flare, gallic idiosyncrasies and several winning
gameplay genres to create a dark and imaginative action adventure...

e ~e— —— v ———

L e

as the introduction of RPG elements into an action title (above, right)

‘ The intricate detail present in some stages is as commendable (above)

&

|29 years
1ms, 112 Kg

! {Shoot fiest !

/| Then negoclate...

A huge amount of
time has been spent
on character design

W hen the beautiful, but dull-to-play, City
of Lost Children was released two years

ago, accusations of style over content were
rife in the press, perhaps leading Psygnasis'’
French studio into a radical re-think on game
design policy. After all, expecting PlayStation
owners to take control of an eight-year-old
girl with no weapons was perhaps an
unwisely radical venture in itself.

Not that the team’s latest title, Escape or
Die Trying (ODT), eradicates all vestiges of
Gallic eccentricity... The game is set on the
planet Tonantzin, where a deadly epidemic is
decimating the population of a large city. The
only hope is a mystical, green-pearl being
brought to the ailing metropolis by Captain
Lamat, and a crew of four, aboard the
Nautiflyius - a weird zeppelin-like craft.
Unfortunately, on its return to the city, the
craft crashes in a desolate area called the
Forbidden Zone, where the pearl is stolen.
The player has to pick one of the crew and
set out to find the powerful pearl.

As well as this slightly more archetypal
and promising videogame plot, ODT is also
packed with content. Taking inspiration from
dependables such as Chaos Engine, Tomb
Raider and Gauntlet, this is a third-person
action adventure, splattered with bloody
shoot-outs but infused with RPG elements.
The characters can jump, roll and sidle along
cliff edges a la Ms Croft, but they can also

In true RPG form, players have to decide
how to distribute their experience points

perform spells and pick up experience points
by killing enemies and solving puzzles. These
points can then be distributed between three
areas: Armour, Spirit and Weapon. However,
the four crew members have different
strengths which must be taken into
consideration by the player. One, for
example, is a great marksman, so plying
experience points into his weapon-skill rating
produces a deadly assassin. He will only ever
be able to gain a novice's grasp on spells,
however, so putting all those points into Spirit
(the element of his inventory which controls
magic), is pointless.

Gameplay is similarly divided between
shoot ‘em ups and the fantasy-based RPG.

EDGE JUNE 1998
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Although not conveyed by these screenshots, the effort Psygnosis has put into the characters’ motion capture has paid
off, adding an extra element of realism as players search their surroundings in order to progress on to the next stage

Some of ODT's monsters are
particularly impressive and
defeating them requires
more than the traditional
frantic shooting approach

Some of the incidental
detail adds a lot to the
game’s atmosphere

There is a lot of exploration and puzzling, but
there is also a fair amount of blasting.
Inhabitants of the Forbidden Zone take many
forms including lurching lizard-like monsters
and mythical vampire-bat harpies, and all
move with incredible realism thanks to some
skilled use of motion-capture technology.
Most impressive, however, are the simply
mammoth end-of-level baddies (there are
seven distinct levels, each split into 5-12
subsections) — which retain incredible detail,
muscle-tone and smooth animation despite
their screen-filling size.

And, fortunately, the term ‘puzzle solving’
extends beyond looking for keys. Players also
have to learn to use objects in the
environment, and to combine weapons to kill
certain foes. Psygnosis France, it seems, is
determined to add considerable depth to an
RPG system which at first glance looks simple
compared to, say, Final Fantasy VII's huge
library of inventories, spells and magic objects.

Each of the levels features its own
themed graphical style, ranging from dank
stone-walled medieval dungeons, to Greek
bath houses, plus, there’s excellent use of
lighting effects — especially in the dark

dungeon areas where flickering torches
provide the only light. These can be put out
during the game so enemies can't spot the
player - a nice little touch that hints at a
concern for the smaller details, which
appears evident in every aspect of the game.
There are 15 spells, ranging from useful
tactical charms like invisibility, to powerful
weapons which can freeze, miniaturise or
electrocute the baddies. As well as the usual
hand-to-hand combat, the fighters have four
different types of weapon to call upon which
can be powered up throughout the game.
With an even more visually stunning PC
version due a few months after the
PlayStation original, ODT could well be one of
the key games of 1998/9 for Psygnosis. The
gameplay appears varied and challenging,
while the enemies and levels seem to be
packed with imagination. However, this type
of game - juggling several genres at once —
requires a delicate touch. ODT may not be
quite the gamble City of Lost Children was,
but a finely-tuned knowledge of videogame
dynamics will be necessary for success. From
the evidence so far, Edge believes that
may well be within the team'’s grasp. E

The dynamic lighting
effects throughout
are put to good use
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GLOVER

With a reputation for playable 8bit budget titles, it should be no surprise that the Oliver twins’
first N64 title should recall two 8bit classics: Marble Madness and Head Over Heels

There’s a puzzle to solve at the end of the haunted house levels, but this
Frankenstein’s monster chases players when attempting to complete it

eteran coders the Oliver twins are
Y probably still best known for a series of

ZX Spectrum budget classics — notably, the
Dizzy titles and the numerous arcade racing
‘simulators’ — that they developed for
Codemasters. Now operating their own
independent development company,
Interactive Studios, the brothers Oliver are
currently finishing what's scheduled to be
their first Né4 release: the unusual and
original, if strangely titled, Glover.

'The closest comparison | can draw is
Marble Madness meets Head Over Heels," is
the way Philip Oliver describes the game,
swiftly adding, ‘This does not really do the
game justice but you can see how there are
elements from both games reflected in
Glover' The Marble Madness factor is evident
where the player must guide a ball through
a series of obstacles and puzzles; the Head
Over Heels connection comes from the
innovative control system that's at the heart
of the game. Like Head Over Heels (Jon
Ritman'’s fondly-remembered isometric
arcade adventure for Spectrum), the game
features two central characters: the glove,
Glover, and the ball.

‘The player does not actually control the
ball directly,” explains Oliver. ‘'The game’s
central character is the glove, who can
physically interact with or without the ball.
Alone, Glover can perform all the moves you

One of the original
concept sketches for
Glover, the Oliver bros’
debut N64 title

Format:
Publisher: I
Developer:  Int St

Release: No

origin: Ut

HEALTH

e

Although Glover should be an original-playing N64 title, some of

the level designs are reminscent of Mario 64’s seminal landscapes

would expect from a modern day platform
game, but the game comes into its own when
you pick up the ball, as the whole control
method changes.”’

When this happens, play switches from
running and jumping about as the glove, in
order to prod the ball in the right direction, to
rolling around the somewhat Mario-esque
cartoon landscape.

The ball itself can change states at points
during Glover, a touch that Oliver is
particularly proud of.

‘There are various pickups to be found
which can turn the ball into anything from a
beach ball to a ball bearing — each with its
own unique feel and purpose. Also, if you roll
the ball around in snow, it will gradually turn
into a huge snowball, and will feel heavier
and less responsive.” Some of 30 enemies
present in Glover can also affect the ball. For

There are shades of
Mario’s ghost houses
in this, one of Glover's
six themed worlds
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P
Control the game like a
regular platform hero
without the ball (right) or
by rolling with it (above)

example, a ghost character, Ethel Real, will
either turn the ball into fragile crystal, forcing
you to handle it very gingerly, or into a
deformed mutant ball which throbs away
making it very hard to control.

Other enemies are equally as inventive...
Swish, a pirate cutlass, tries to slash at the
two lead characters but Glover can grab it
and use it to attack other enemies. Then
there’s Dennis, a punningly-named space
hopper, who can also be grabbed and ridden
around the level, and Jules, an alien that can
suck the ball into her hat and spit it out high
into the air.

‘As the player gets deeper into the game,
they will face more taxing and complex
puzzles, enemies and environments,’ says
Oliver. In order to progress, you have to
make full use of the huge array of moves
available. Believe me, you will need them all!’

Glover is structured around six themed
worlds, all connected by a central hub, the
Crystal Kingdom. The six worlds take in the

rooftops of a pirate city, a bizarre carnival and

- those gameplay-altering favourites so
beloved by the platform genre — a frozen ice
world and a low gravity alien environment.
The exit to each world is guarded by a boss
—in the case of the haunted houses world,
it's a cartoonish Frankenstein’s monster.

e Later levels will require adept ball control and precise timing
to make it across the more complex platform layouts

He lumbers around the room as forked
lightning shoots down from above and Glover
and the ball have to stay out of harm’s way,
all the time trying to solve a puzzle that will
unlock the exit.

With its novel gameplay and skewed take
on typical platform mannerisms, Glover is
certainly intriguing, and Oliver believes
they've created something special.

‘In my opinion, we've managed to create
a game that's both original (something that's
sadly lacking these days) and fun to play, but
every developer says that.” If nothing else,
Glover will, as Oliver states, ‘come as a
breath of fresh air in a market full of tired
genres'. For that reason, Edge l00ks
forward to its arrival. E

Glover’'s twin control
method - with and
without ball - adds
more than novelty

HEFILTH

Roll the ball across one of the winter
levels and it’ll form into a huge snowball o
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RIVERWORLD

In a move away from its multimedia roots, Paris-based Cryo is developing a title
that looks set to take a realtime 3D environment into the strategy management arena

must be recruited and instructed to build a variety of useful objects

The land in Riverworld is populated by a wide range of individuals which

aving been subjected to a series of
delays, Riverworld was first scheduled
to appear in April 1997. Given the rather
ambitious nature of the project, Edge is
hardly surprised to be having a second
look at the title, more than a year after its
first tentative release date.

Based on a Philip José Farmer novel, the
game is set in a strange alternative world
whose secret is held in the seemingly endless
river that dissects the land. Starting in the
Stone Age, players must explore a large
number of territories and recruit as many of
the numerous individuals roaming the land
as possible. Once acquired, these can be
managed and instructed to search their
surroundings for materials such as wood, for
example (or later on in the game, iron) for the
construction of military-based structures,
be they buildings or weapons. More than a
hundred interactive characters inhabit the
world and all possess different skills and
aptitudes - it's the player’s responsibility to
assign the different tasks accordingly, so as
to maximise their productivity.

As players progress through the game's
11 technological ages, hundreds of objects
and vehicles relating to that particular
period can be found, invented and put to
good use. However, as in a real life,
defending their territory against invading
forces becomes necessary and war naturally
ensues. During these frequent clashes, Cryo’s
inclusion of a zoom-out function - allowing
the switch from a first-person perspective to

Different machines
from different eras

an overhead view — could prove particularly
useful when planning battle strategy,
although this feature can also be used for
the game’s exploration aspect.

With Riverworld, Cryo is bravely
attempting to successfully incorporate a
strategy and resource management game
within a living, breathing 3D world. A tall
order, but one, should it succeed, that
could pay off handsomely.

Some of the game’s more adventurous
graphical effects are highly impressive




EDGE JUNE 1998 |

PRESCREEN

EARTHWORM JIM 3D

The still virgin, but much fancied, Vis Interactive is going all the way for its ) )
debut platformer, Earthworm Jim 3D. The neurotic worm has returned...

The six game worlds in Earthworm Jim 3D comprise 32 levels in total. The
recurring theme of the subconscious is clear from this outlandish dreamscape

hy, Edge asks Vis Interactive’s Kirk
W Ewing, have the majority of 3D
platform games been so risible?

‘Let’s not underestimate the task at hand,’
he replies diplomatically. ‘Writing a game to
play well in 3D is a largely unknown and
particularly tricky science. The only thing you
can do is think very hard, try lots of things
and be childish enough to throw down the
joypad if it doesn't feel right."

The crashing sound of joypads has filled
the air at the Dunfermline-based developer
for a year now. When Edge visited back in
E47 (July 1997), Earthworm Jim 3D was a
bundle of great ideas. Now up-and-running,
mixing the 2D visual style of a comic book
with a 3D environment seems to be bearing
unique fruits.

‘| suppose the most difficult thing was
finding the right look for the character and
world," says Ewing. ‘Translating the gnarled
comic look of the first games into 3D just
wasn't possible, so we've had to develop a
new look that puts across the humour
without drowning in polys. The cartoon side
of Jim is critical. No one's going to buy a
super-realistic Uber-Worm.’

The game’s level design is as idiosyncratic
as the visuals. Its central tenet is Jim's brain,
and his psychoses and neuroses. These traits
theme the game'’s six worlds — and the
plethora of sub-games which they contain.

‘Like an omnipotent digital shrink, the
player has to pull Jim together by visiting each
section and shooting things,’ says Ewing.

Fighting fire with fire, the player is

Sub-games include
pig sledging (top) and
pocket rocket rides

Disco zombies get their hips a shakin’ a la John Travolta, whilst old
faves making a reappearance include the Psycrow and Evil the Cat

equipped with 13 manic weapons. Particular
favourites are the suicide fish and the gnome
gun. Ewing denies that the equally weird
armoury in the stablemate HEDZ project
provided inspiration, although he does
concede that HEDZ 'helped by messing with
our minds so much that we can’t remember
what's normal any more'.

Ewing says that ignoring the long shadow
that was cast by the ‘fucking good’ Mario 64
has been a tough challenge. Almost as
difficult must have been working under the
albeit distant gaze of Jim's creator, Shiny
President, Dave Perry. (He retains approval
rights over the licence.)

‘Dave has been a great tanned asset,’
jokes Ewing.

All three versions of Earthworm Jim 3D
will have slight gameplay differences (slightly
different weapons, abilities and music)
although these are yet to be finalised. But
Ewing seems confident.

‘Good gameplay is non-platform specific,’
he says. ‘If it works on a blue background
with a stickworm as Jim, it'll work on any of
the next-gen machines.’

Giant pizzas? Pig sledging? Stay E
off the tequila worm, lads.




PRESCREEN

EDGE JUNE 1998

N,0

Following the lurid colourings of Wetrix, is the UK's development community expressing
a predilection for acid-tinged videogaming? Edge spaces out with Tony Crowther’s latest blast...

g g

Freefalling onto a seemingly endless chain of enemies, N,0 leaves the player

with no room to breathe. Tunnels morph as the game progresses

0002370 e
®000
g

orever enshrined in the videogame halls
of fame for his 8bit creation Monty
Mole, Tony Crowther has created N,0 as an
ode to Atari's classic shoot ‘em up, Tempest.

‘| tried to recreate the experiences | had
while playing it so I'm not really surprised at
the comparisons. | just hope the public will
enjoy this as much - hopefully even more.’

1996's Tempest X has already given
PlayStation owners the chance to sample the
frantic, into-the-screen blasting that made
Atari’s original 1982 coin-op so popular. What
inspired Crowther to ‘update’?

‘When | was initially asked to write a
PlayStation title, | decided there was a void as
regards good shoot ‘em ups. So | decided to
write a game with an old feel to it, but that
would also be able to stand up against the
quality of games currently available.’

At the very least, N,0 is capable of
matching contemporary graphic standards.
Flying down scrolling tunnels, the player is
relentlessly bombarded by a rainbow of
lighting effects, psychedelic patterns and
enemies. Crowther denies the influence of
certain psychotropic substances, claiming
that, 'l wanted to write a game to show off

Format: P
Publisher:
Developer:
Release:
origin:

The US version of N,0 will feature dance
act Crystal Methodj:ut this is yet to be
confirmed for the game’s European release

the “power of the PlayStation” but not kill the
game by hiding the action in special effects.’

In terms of gameplay, N0 is best
described as relentless. After selecting a
craft, the player is catapulted into the tunnels,
able only to brake for a few moments before
being launched on again. The more enemies
that are dispatched, the faster the ship
moves, powered by the N,0 that's released
by their corpses. Development started in
February ‘97 and has progressed rapidly,
with a multitude of insectile enemies, a
split-screen and full-screen two-player mode,
and many additional weapons.

‘I'm very pleased | managed to do what
| set out to do with flying colours,” grins
Crowther. ‘I wanted a simple shoot ‘em up
that reminded me of the old days, but that
also shows off the PlayStation to it fullest
and would appeal to players of any age E
- | believe N,0 fits the bill perfectly.’
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Initially, Xi may appear simplistic, yet the project’s finalisation alone
took a whole year, with a further eight months devoted to development

X1

While most pulishers channel their resources into churning out overdone, safety-in-numbers genres,
it's comforting to see SCEI placing so much emphasis on bringing out yet another original title

The hi-res visuals
benefit from a rich and
varied colour palette

Format: P
Publisher:
Developer:
Release:
Qrigin:

S adly, such is the current cost of
producing a videogame that few
companies would gamble on the release of
a new title that adhered to a commercially

unproven genre.

Sony, of course, is in the enviable position
of being able to take such a gamble and,
commendably, as with Parappa the Rapper,
for example, the company has done so in the
past with a substantial amount of success.
SCEI's internal teams have, therefore,
continued to strive to come up with new and
interesting ideas, and the company proudly
showed off its latest production to a receptive
crowd at the recent Tokyo Game Show.

Xi, then, is a puzzle game where players
control a small Teletubby-like character that
spends most of its time running around on a
dice with the simple objective of matching
the top side of the dice with similarly
positioned cubes.

The number of dice needed to be joined
in order to be eliminated is directly related to
the number displayed on the surface so, for
instance, six dice all showing six dots must be
positioned touching each other before they
gently 'sink’ into the game board.

However, players wishing to radically
increase their score will soon realise that it's
possible to join any other 'six' onto the slowly

disappearing original sextuple, thus allowing
the elimination of several dice in one chained
sequence. The more dice that are added onto
the chain, the bigger the score.

As with most puzzle titles, several modes
of play are offered. Lonely individuals can
occupy their time by engaging in the highly
addictive one-player or 100-level puzzle
option (the latter requiring puzzlers to
eliminate a varying humber of dice in a
predetermined number of moves). Adding a
second joypad enables two players to
cooperate in order to progress in the trial
mode or, conversely, they can battle it out for
points. Add a multitap and the war mode will
allow five players to enter a frantic free-for-all
point-seeking combat zone, in an attempt to
eliminate each other from the contest.

Xi is the perfect example of SCEI's
commitment to innovative, yet highly playable
software titles. A remarkably simple concept,
SCEI's puzzler has the potential to hold
players engrossed for hours on end, and,
on current form, it could bring out an E
awful lot of closet puzzle gameplayers.

PRESCREEN

The one-player trial
mode (top), perplexing
puzzle mode (middle)
and frantic five-player
war mode (above)
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In the dog house

Like Meg Ryan to Tom Hanks, the finesse of
A A Total Annihilation drew Edge irresistibly to
Seattle. Sneak previews of three titles prove
TA's creator, Cavedog, is learning new tricks
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Ron Gilbert's TA team
poses outside the brand
new Cavedog HQ (below)
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he twenty-something taxi driver
scratches his head like a
chipmunk. ‘This just doesn’t make
sense,’ he says in a Northwestern
American accent familiar to anyone
who lived through the ‘grunge’ era.
16932 should be right here.’

Looking out across flat fields of
cows, big wooden barns and ranks of
conifers, there is no sign of Cavedog
Studios, the development house run
by Ron Gilbert for GT Interactive.
Indeed, there are no houses.

‘Unless it's back in downtown
Woodinville," the driver says, not
unreasonably.

Welcome to Seattle, America’s
latest boomtown. Fuelled not by guitars
or even by the ubiquitous coffee, but
by a little outfit called Microsoft, this
port is growing faster than Bill Gates’
bank account. Seattle's mushrooming
Eastside, lying over Lake Washington
and home to Microsoft's huge
Redmond campus, is treated with a
mixture of disdain and pride by the
smiling grungy girls of Capitol Hill, the
cities’ hippest district. But to Edge, the
new growth is a clear-cut disaster. The
Eastside is simply the worst place on
earth to take a cab.

At last the taxi rolls up at a low
grey building. ‘Sheez, where did this
come from?” wonders the driver. To
think he'd introduced Woodinville as
his hometown.

Running with the wolves
Woodinville is the perfect home for
Cavedog. A low-key company by
nature, nothing must please it more
than its anonymity. Indeed, after the
circuitous nature of its arrival, the fact
that Edge is the first European
publication to be admitted to the studio
seems not so much good taste as
sheer good luck. The company will
S00N Move to new purpose-built
headquarters in Bothell. Having got
lost returning to Bothell for four nights
running, Edge wonders if anyone will
ever visit Cavedog again.

On the gaming map though,
Cavedog's position is growing steadily.
Headed by Ron Gilbert (the man who
created Monkey Island for LucasArts)
Total Annihilation ensured the studio
arrived with a bang. TA’s 3D terrain
revolutionised both the genre's visuals
and gameplay, with other innovations
including a stacked command system,
infinite resources and massive
32Mb game maps. Activision watched
helplessly as the perfectly respectable
Dark Reign sank in comparison.

Even Westwood and Blizzard were
caught off-guard.

Not a bad performance for an
outfit spawned out of a children’s
games label. Few realise that
Cavedog is affiliated to Ron Gilbert's
six-year-old Humongous Games, the
highly successful US publisher of kid's
edutainment. Cavedog kicked off
when TA's designer Chris Taylor
turned up with blueprints for the game
back in 1995. The first the world heard
about the title was in the summer of
1997. At the same time Humongous —
and Cavedog - was bought by
GT Interactive.

While Total Annihilation hasn't
achieved truly stellar sales figures, it's
done well enough. Critical acclaim has
been unanimous, while as of February

Amen: The Awakening, a sprawling
RPG known as Elysium and also Ron
Gilbert's first game, Good & Evil. What's
more, Total Annihilation: Kingdoms, a
fantasy sequel to TA, is due out this
Christmas. But the first new release
will be The Core Contingency, a huge
expansion pack for Total Annihilation.
The Core Contingency certainly
illustrates Cavedog's sense of
occasion. After giving away so many
units over the Web, many fans
wondered what was left for an
expansion pack. How about 75 new
units (as many as most games include
to start with) which offer classes of
vehicles such as hovercrafts, sub-aqua
seaplanes, spies and minelayers?

Smells like team spirit
The philosophy that created these
myriad creations becomes apparent
when Edge challenges several
Cavedog staff to a game involving the
new units. Normally, it's game testers
and programmers who step into such
frays. But here the lead artists and
producers are equally eager to fight.
This shared enthusiasm has a
synergistic effect — much as occurred
at Core Design when it created the
classic, Tomb Raider. At Cavedog, the
abilities of Total Annihilation's unit

Fuelled not by guitars or even by the ubiquitous coffee,
but by a little outfit called Microsoft, this port is
growing faster than Bill Gates’ bank account

this year the Cavedog Website (see
www.cavedog.com) — which offers free
new units on a weekly basis — was
around the thirtieth most popular
destination on the Internet — and the
third most popular games site.

‘We've stuck pretty close to the
gameplan,” an unassuming Ron
Gilbert tells Edge. ‘The goal for
Cavedog is not to become a massive
publisher producing 50 titles a year.
We're looking to have maybe five
high-quality projects in the works.”

Right now, these projects include a
cinematic, first-person game called

have actually changed as a result of
the models that artists have created.
The artists are also responsible for the
cohesive feeling of TA's unit groups,
with individuals assuming responsibility
for families of units and striving to
surpass each other.

Spirits seem particularly buoyant
considering the loss of Chris Taylor,
who left the company in March.
Taylor's enthusiasm and perfectionism
will be hard to replace, although he had
already committed a fair bit of time to
designing the game's follow-ups.

Gilbert seems resigned to the problem  p
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New units from The Core Contingency in fully-rendered glory. Standouts include the Core mine layer (second from left) and the Arm’s spying kBot (far right)

« of keeping on talented staff. ‘It's always
hard. It doesn’t matter whether you're
a small developer or a big monolithic
company, you can always except a bit
of turnover. After all, | worked at
LucasArts for eight years before | left!”

While Chris Taylor is yet to
resurface, news of his legacy, the next
Total Annihilation title, has already
leaked out. Total Annihilation:
Kingdoms will take place in a fantasy
world 10,000 years before the robots
and plasma weapons of the original.
Magic replaces technology, and there
will be four competing sides, which
Cavedog claim will be uniquely
differentiated like Starcraft.

Although Kingdoms is still far from
completion, Gilbert has ruled out the
3D floating camera some hoped for.
‘The whole 3D stuff is kind of tricky
right now because the technology isn't
in the consumers hanas,” he says.

Refusing to be drawn on the exact
details of Kingdoms, Gilbert only says it
will be ‘pretty fun’ before breaking
out in laughter. However, he does
agree that the major focus in realtime

strategy gaming has to be Artificial
Intelligence. With a majority of players
now accustomed to strategy, they

are starting to look for the same
high-level decision making offered
by the otherwise less appealing turn-
based wargames.

‘Yeah, | am not a foot soldier," says
Gilbert. ‘I am a general and my foot
soldiers know how to attack and kill the
enemy. | think that's the next big
evolution. You want to be able to say
‘take that hill" and then a bunch of guys
will go off, do the fighting, move up the
hill, plant the flag and defend it. That
is going to require a leap up in Al.
Everyone touts that they've got the
best Al, but everyone’s Al kind of stinks
because it's just damned hard to do.’

Gilbert is wary of staking Cavedog's
fame on TA alone. ‘We've got a breadth
of stuff out there. It's really nice, if
you're focusing on role-play, to have
guys doing a first-person shooter right
down the hall. It's good to have that
kind of creative mix going on.’

Heir of the dog
Of the non-TA projects, the furthest
advanced is also one of the most

ambitious games. Amen: The
Awakening is a near-future, first-person
3D game set in physically huge
environments, with dramatic sprawling
areas that dwarf those of GoldenEye or
even Quake Il. More importantly,
Amen’s team is on a mission to
fundamentally evolve 3D games.

As a taster of what's on offer,
consider this. While Amen bristles
with weapons, players will be able to
make progress without necessarily
killing anyone. Storyline is what will
drive the game, with its designers
talking passionately about ‘Acts’
instead of levels. Marry this with
the sort of progressive 3D engine

Core Contingency's most
powerful new units are
the Core’s Krogoth kBot
(top) and the Arm’s Vulcan
plasma cannon (bottom)

where a window explodes into
individual shards of glass — which
then enables players to pick up a
shard and wield it as a weapon -
and where every material has its
own specific sound, and you have

a game with both the vision and the
technological muscle to potentially
usher in a new kind of game. More

information on Amen is expected at

Amen: The Awakening is a near-future, first-person 3D game set in
physically huge environments, with dramatic sprawling areas
that dwarf those of

or even Quake II

Ever creative, Cavedog has created entirely new worlds for The Core Contingency. Temblar (left) is played out on high mountain
peaks. Crystal World (centre) is reminiscent of TA's Pincushion map while Lusch World (right) is covered with vegetation
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Cavedog's artists are more
than mouse jockeys, often
contributing to unit design

Urban World (top left)

is studded with ruined
buildings, which can be
drained for metal.
Firefights (right) can now
be even more explosive
as the total number of
units per side limit has

been raised to 250. Those

with fast PCs can remove
this limit altogether

Transit o &

The first screenshot from the audacious Amen: The Awakening. One of three upcoming Cavedog games, Amen could do for
first-person perspective games what Total Annihilation did for realtime strategy. Ambition will certainly make or break this title

this month’s E3 show, which Edge
will, of course, be attending.

Also in the works is Ron Gilbert's
first game since Monkey Island 2. Good
& Evil will be a realtime strategy outing
at heart, but it also borrows heavily
from adventure games and RPGS. Even

at this early stage, it's clearly one to
look out for, not least for Gilbert's
tongue-in-cheek humour, which should
freshen up a genre rather stuffy since
Warcraft Il. The evolving gameplay
should also set it apart from the pack.
For instance, as the game’s diverse
range of opponents are overcome,
renegades swell the player’s army,
which then expands over the levels.
Good & Evil is slated for a release in
late 1999, giving Cavedog breathing
space to implement a free-floating
3D camera with the confidence that
gamer's machines will be able to
handle the results.

Paws for thought

Cavedog's final long-range project

is Elysium. A 3D adventure and
role-playing game set in a mythic
fantasy world, Elysium is said to offer
over 200 hours of gameplay. It's
scheduled for Christmas 1999; Edge
has yet to see the game in action.

With Total Annihilation’s esteemed
status — and GT's financial muscle -
medium-term success seems secure
for Cavedog. The new building in
Bothell will unite the disparate wings
of Ron Gilbert's company under one
roof — at least until it outgrows it again
- and from what Edge has seen, much
interesting work will be going on
beneath it. Businesswise, it's tempting
to see Cavedog as GTi's answer to
EA's Bullfrog. There's one key
difference though — GT has kept hold
of its Molyneux.

‘One of the reasons we were
really interested in GT and we weren't
interested in some of the others was
GT's commitment to creative freedom,’
says Gilbert as Edge readies itself for
another navigationally-challenged
taxi-run to the SEATAC airport. ‘We
weren't interested in selling out,
cashing in and moving to the islands.

| like making games and | want E
to keep making games.’ 4
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< An audience with...

Ron Gilbert

Ron Gilbert's remarkable career has seen impressive titles like Maniac Mansion
and Monkey Island and, more recently, Total Annihilation grace the face of
videogaming. Edge meets a gaming veteran in the dawn of another era

Edge: You've been making games
for over a decade now. Where do
you think they're headed?

Ron Gilbert: | think what you're going to
see over the next three to five years is
a real broadening of the people who
play games. Right now, we're looking at
between one and five million people
worldwide who are hardcore buyers.
Edge: And that will change?

RG: The game market will fragment into
two places. You're going to see stuff
made for the hardcore people — which
is cutting edge 3D, sound and smell
cards [laughs] — and then you're going
to see another, much larger group of
people, who are more interested in
gameplay experiences and less in
technological experiences.

Edge: The classic examples are
Myst and Riven, and now, in the
States at least, Deer Hunter.

RG: The hardcore gaming group hates
Myst and Riven and Deer Hunter and
Frogger and all of these things, but
millions of people are buying them.
For the hardcore audience, we're going
to see slow growth. For the other
audience, we're looking at exponential
growth. The time isn't today, probably
not next year, but it's within five years.
Edge: Have you experimented in
that direction yet?

RG: That's really what Humongous
Games was all about. Me doing
adventure games for kids. You learn
so much about designing games when
you design them for people who aren’t
hardcore gamers. Hardcore gamers
know exactly what they want and

they want more of what they like.
Edge: Can you think of ways

to save traditional adventure
games? Westwood tried to
resurrect the genre by adding

an element of uncertainty to

the ending of Blade Runner.

RG: It's tough with adventure games.
Adventure games are a story, and a
story has a beginning, a middle and
an end. And it's hard as a storyteller
- whether you're doing a movie or an
adventure game - to think up multiple
endings. What I'm more a fan of is
multiple ways to accomplish things

to arrive at the story that | wanted.
Edge: Can you justify that?

RG: | think people want that. And this
new group of people | feel want to play
games - | think they're less interested
in manipulating and changing things —
they just want to be told a good story.
You go and see the next Spielberg

movie because he is a great storyteller.

You don't go in with your little
interactive movie controller to screw
up Steven Spielberg'’s story.

Edge: So what's the alternative?
RG: The concept that | would love to
play with, is not doing interactive
stories but doing participatory stories.

Edge: A lot of people’s vision of
the future involves the Internet.
What's your take on that?

RG: Ten years from now, nearly all
interactive content will be delivered
online. Stores will be gone. People
will start developing content which
is shorter in scope, because people
can just come along and download

it and play it. But we need T1 speeds
in everyone’s home.

Edge: Does creating a persistent
online world like Ultima Online
interest you?

RG: Back at LucasArts, we did Habitat
which was Origin's Ultima Online for
the Commodore 64. That was a
fascinating experience to be part of,

Ron Gilbert at the home of
another Seattle export, the
Redhook beer distillery

‘You go and see the next Spielberg movie because he is a great
storyteller. You don’t go in with your little interactive movie
controller to screw up Steven Spielberg’s story’

That is, a way to let the audience
participate in the story but not so
that they control the story. The
normal person comes home from
work. They're tired, they've been at
work all day long, they're failing, the
boss hates them, they can't get
anything right — the last thing they
want to do is come home and fail in
their evening entertainment. So they
sit down and they watch television.
You know, beads of sweat are not
rolling down your face as you're
watching ‘Seinfeld’, hoping that
you're going to get to the end.

because all these problems that
Ultima Online is running into right
now we experienced about ten
years ago with Habitat.

Edge: Online games sell
themselves on providing an
alternate reality - and all the
problems they suffer from are
caused by the fact they try to offer
something much more exciting
than ‘reality’ in its truest sense.
RG: Yeah, life would not be very
popular if you had to shell out $19

a month just to run around and

do nothing!
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- DAYTONA USA2 T T

180mph in a works-prepared Indy stock car around the twin-ring
Motegi Honda circuit in Toshigi, Japan. Sega’s PR stunt for the
unveiling of the company’s sequel to one of the decade’s most
prevalent coin-ops was an offer Edge simply could not refuse...
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. hen Sega’s Daytona screeched
into the arcades in 1993, the

then equivalent of today’s puffy-jacket
brigade could hardly believe its eyes.
Having been gently introduced to the
polygonal revolutiZ)n with Virtua Racing
a couple of years earlier, few were
prepared for the unprecedented
graphic?al step AM2's Indy stock car
extravaganza represented. But more
than just pretty visuals were on offer...

Unlike the majority of today's
coin-ops, Sega’s revolutionary racer:
proved highly playable and even today,
with competitors having long run out
of fuel, Daytona can séill be seen
around the globe (usually in link-up
form) as a popular and lucrative choice.

In development since March 97,
Daytona 2: Battle on the Edge, takes
the graphical stakes a lap further, and
hopes to improve on the playability of
its predecessor.

‘Of course, there were many things
we wanted to do with Daytona 2 that
Model 3 board would not allow — we'll
have to wait for Model 4, for that,’
explains Toshihiro Nagoshi, the
game's producer and AM2's associate
general manager. ‘But it's always the
same. When we did Daytona USA on
Model 2, for example, we were
substan-tially restricted in terms of
what we wanted to do and what could
be achieved technically. For Daytona 2,
we got some Model 3 experts to set
the limits of the board and the game
was developed specifically with these
limitations in mind.’ g

This’scientific approach aloso
extended to Nagoshi's choice of staff
for his 20-strong team.

‘Nearly all of the programmers
were involved with Scud Race, and
most of the designers were involved in
Virtua Fighter 3, he says. ‘Of course,
there are also a few people who've
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Despite his love of racing games, Toshihiro Nagoshi (left), the game’s producer, is currently
working on a project that doesn’t involve cars. The simplistic first track is reminiscent of the
original Daytona’s and is impressively encased within a gigantic glass dome (above, right)

<« worked for me on racing projects since abandoned vehicles on the track. Of
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New features include the
choice of differently
handling cars (top), a
frantic, motion-captured
and highly efficient pit
crew (middle), as well as
fully animated drivers
and transparency effects
for the windows (above)

Virtua Racing, so they know their stuff.
It would have been nice to get some
new young faces in, but the project’s
too important to allow any mistakes.’

Structurally, the game is very
similar to the original. Three circuits
are available, including a familiar easy
oval-type track for beginners, but
drivers will now also be able to select
their vehicle from a trio that differ in
handling and performance. Out on the
track, 40 cars attempt to slipstream
past each other and finish ahead of the
field, but the inevitable collisions will
take their toll. Expect to see bonnets,
doors and other (car) body parts flying,
as well as exploding engines and

course, a quick visit to the improved
motion-captured pit-stop team (a
direct result of the Virtua Fighter 3
team members) should prevent players
from facing the prospect of being left
stranded in the middle of the track
themselves. As for viewing the action,
pléyers still choose one of four
cameras, but Edge noticed an extra,
impressive cockpit view in Sega'’s
promotional video, which is included
in the final version.

While structurally Daytona 2 was
never going to depart hugely from its
previous incarnation, the real
improvements have been mainly

aesthetic in nature, such as the spark

and transparency effects, or the

intricate amount of detail of the 3D
backgrounds and the degree of realism
present in the car models, all made
possible as a result of Sega’s version 2
of its Model 3 board.

‘We're using three times the
number of polygons,” explains Nagoshi,
‘more than 1,000 polys per car,
including the driver. But the main
difference is in the rendering power
which has improved two-fold — the
game appears to be displaying far
more polygons than it actually is. Also,
without this latest version of the board,
effects wouldn’t have been as nice and
they're very important for racing.’

Racing games are not a new thing
in Nagoshi's life. After joining Sega in
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1989, he worked under Yu Suzuki for
five years as the main designer and
was responsible for Virtua Racing and
Daytona USA, as well as being involved
with most of Sega'’s other motor racing
ventures. And like several of his
colleagues, his passion for fast cars
extends well beyond the polygonal 3D
worlds he creates - best reflected in
the fact that every day, he travels to
work at the wheel of a Ferrari Dino.
' However, the scarlet Italian
machine might have spent its days in a
very different corporate car park.
‘Originally, | wanted to join
Nintendo but it was based in Kyoto
(laughs). I'm from Tokyo and went to
university there. When | was looking
for work, | thought it better to stay in
Tokyo due to the vast number of

companies there. | knew Nintendo had
originated in Kyoto but couldn't believe
it when | found out that such a large
company didn't have an R&D office in
the capital. So | joined Sega.’

Still, a job at Nintendo wouldn't
have allowed him to develop arcade
titles and encase them within cabinets
that continually strive to bridge the gap
between polygons and reality. This is
an aspect of Daytona 2 Nagoshi is
particularly excited about.

‘We're using a development of the
Scud Race cabinet but we've
incorporated a jolting system similar to
Sega Rally 2's. So players can discern
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The Daytona 2 team, and one of the four-wheeled victims that Edge took
for a test drive (above, left). The graphical quality of some of the areas of
the game’s theme park-based second circuit is astounding (top, above)

the direction of impact if rammed by
other players.’

As with its predecessor, eight of
these cabinets can be linked, and if

“We're using a development of the Scud Race cabinet but we’ve

incorporated a jolting system similar to Sega Rally 2's. So players
can discern the direction of impact if rammed by other players’

The length and the ‘theme park’ setting of the second track is such that it has
allowed the developers to incorporate a wildy varying set of racing environments

any of the eight-player Daytona races

Edge has been involved in are anything

to go by, there’s plenty of work in store

for the contraption’s hydraulic system.
Given Nagoshi's access to what is

arguably the world’s most powerful

arcade board and Sega’s proven track

record of superbly designed cabinets,

it is perhaps surprising that he should  »
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The coin-op’s third track is based on New York and compared with the open feel of the other
two circuits, the claustrophobia-inducing narrowness of the city’s streets presents players
with a formidable challenge, requiring a highly technical driving approach in order to succeed

< display more rivalry towards a
PlayStation title than AM Annex’s Sega
Rally sequel, for example.
’Gran‘Turismo is a brilliant console
game offering a very realistic driving
sensation,’ he concedes, ‘and although
we were developing an arcade game
and obviously had to adopt an arcade
approach, of all the titles in production
during Daytona 2's own development,

explains. ‘Given the different car-based
projects within Sega af the time, we
opted for Scud Race although Sega
tried to get us to work on a Daytona
sequel. | didn't feel that confident

about ending up with a good game, as

we'd accomplished everything we
wanted with Daytona. We decided to

ignore the sequel until a later date and

cérry on with a different racing game.’

‘We’'ve seen an increasing number of sequels from Sega because the
original titles were successful and we want to please the fans, but
we also bring out new concepts. Few other companies do this’

The Scud Race-based
cabinet will deliver
four-channel 3D sound
from an MPEG2 board and
hydraulic fun, of course

this is the game we kept an eye on.’

It's been a long wait for fans of the
arcade original. Most will probably be
Wondering why Sega has taken so long
to release this sequel when more
recent arcade titles, such as Sega
Rally, for example, have already seen
their successors rapidly relieving
players of their £1 coins. It's all
Nagoshi's fault, apparently. '

‘After finishing Daytona, the
decision to'release another racing
game was made almost instantly,” he

Nagoshi-san is undeniably-a man
happy with his work, but not to the ,
extent of being unable to see the
current state of the games market and,
in particular, the arcade division.

‘I like any type of game but recently
| feel everyone is doing the same thing.
We've seen an increasing number of
sequels from Sega because the original
titles were successful and we want to
please the fans, but we also bBing out
new concepts. Few other companies
do this. To bring out an originalidea is

adventurous and not always financially

successful. You need to have had a
successful game to be adventurous.’
As for future projects, Nagoshi is
only prepared to hint at them for now.
‘I'm working as producer and
director on another title," he reveals,
‘but it isn‘t a racing game. I'm sure a
Daytona 3 would sell, but I'm not sure

it would be good for the future E
of videogames.” :
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Name: Yves Grolet (left)
position: programmer
Name: Yann Robert (centre)
position: game designer
Name: Franck Sauer (right)
position: game designer

Lumina is the first ‘world’ to be explored and initially works in a similar
fashion to Mario 64 where the player is acclimatised to the environment
and controls. One of the first tasks is for the game's hero, Cutter Slade, to
find transport, either by befriending a creature... or by monetary means
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Lumina’s feudal socie
sustains an agricultura
system overseen by its
guards. Spiritual relief lies
in the region’s temples

C onsidering PC developers can now draw upon vast
reserves of power and have no Uberlord licensor
dictating what software can and cannot be designed, it's
a shame that most users seem content with titles created
from endlessly recycled ideas. With strategy games, flight
sims and corridor-based gun fests making up the largest
part of the dedicated PC gamesplayer's diet, it's a machine
that is still relatively undernourished when compared to its
console cousins. Software pioneers such as id software
and Westwood Studios may have done much to advance
the design of key videogaming genres, but when it comes
to 3D adventure/action titles — like Outcast — the machine
is only just starting to reveal its true potential for games of
immense scope and technical ambition.

Appeal, the creative force behind the project, is based
in Belgium and collectively has only released one game,
so far, in the form of the under-designed and forgettable
3D shooter, No Respect. This 1997 3D blaster employed
voxels instead of polygons but ultimately was undermined
by a lack of time in development.

'No Respect was basically a line test for the graphic
engine we've developed,’ concedes Olivier Masclef,
from its Lyon-based publisher Infogrames. ‘It was
developed in eight months — from the first sketches to
the finished gold master CD. By contrast, Outcast is a
three-year development project and we've had time to
design something strong on the gameplay side, as well
as focus on the graphics.’

One of the best effects created by Appeal’s software technology is the realtime rendering of water, as seen in these shallow lakes located near the temples on |

Lumina. Beautifully realistic ripples are generated by Cutter asgz

e swims, made all the more impressive by the fact that background scenery is reflected perfectly



Since its inception almost three years ago,
considerable advances in Outcast’s graphical
sophistication have silenced any worries voiced by its
publishers regarding its protracted development period.
When Edge first witnessed the title up and running, way
back in February 1997 (E44), it was an impressive, if
chunky, voxel-based engine that would quickly become
eclipsed by the polygon-equipped charge of 3D accelerator
cards. But the danger that its technology would already be
out of date by the time the game was released, wanes with
each passing month, as the team refines its intricate code.
Outcast, as it currently stands, is an extraordinarily
beautiful game and one that is destined to set new
graphical standards for realtime action games.

Most palpably, Outcast’s visual allure is derived from

the free-roaming outdoor locations that are a refreshing
detour from the restrictive (and in Edge’s opinion, insipid)
corridor-based indoor environments favoured by most PC
developers. The reluctance to embark on such daunting

projects is perhaps understandable, especially when

considering that the more ‘open’ something becomes, the

harder it is to draw onscreen, and the harder it is to make
an entertaining and focused game — at least in the kind of
development periods afforded by most publishers. But
innovation thrives on challenge, and just as the ‘outdoor’

These new screenshots of Outcast's weaponry in action
show Appeal’s volumetric lighting to dazzling effect

The second region to
explore is the city of Okriana
where interaction with other
characters will be of prime
importance. Here Cutter
helps a guild of traders hide
from the local tax collectors
and in return is allowed to
buy weapons and ammo

on the black market...

3443
Sy —

The Twon-Ha are
eaceful herbivores that
ive in herds. Despite a
poor sense of direction,
they make ideal transport



Rediana sees Cutter
freeing friends from an
enemy jail, and even
helping slaves to revolt
in the mining camps

approach has worked wonders for Nintendo 64
benchmarks Mario 64, Turok and GoldenEye, so the PC will
inevitably experience an increase in the number of games
set in expansive ‘outdoor’ environments. Outcast is a
prime ambassador for this new generation of action titles.
It is the employment of voxel technology - first seen in
PC titles such as Commarnche — that facilitates Outcast's
design ambition. Undulating landscapes sprawl into the

Appeal estimates it will take players a minimum of 20
hours to complete Outcast... if they know the right way

The scale of some of the environments is simply
incredible - and this all moves smoothly in realtime
on a fast PC without a 3D accelerator. landscapes are
rendered from interpolated voxels while some parts of
the scenery and all of the characters use 3D po'i-)ygons

distance, with hills and mountains rendered with
exceptional clarity, and polygons are only used sparingly
for the depiction of angular scenery such as buildings, as
well as for the skeletons of all the characters in the game.
Edge asks Masclef why it is taking this long for developers
to realise that hardware-dependent polygons do engender
their own set of limitations — particularly in creating games
with detailed outdoor environments.

‘A lot of developers use polygon-only engines that are
very efficient in rendering flat things like walls for example,
so if they want to have a convincing environment they
tend to set it indoors because it looks more realistic.
Console game designers have succeeded in creating
realistic outdoor environments with polygonal technology,
though, so all | can assume is that the average PC
programmer is agoraphobic!’

That Outcast has been designed to run independently
of a 3D accelerator card may seem like a foolish
endeavour, given the ubiquitous presence of such
hardware in today's PCs. But the fact remains that the title
simply doesn’t need polygon assistance and, as such, can‘t
employ dedicated chips such as 3Dfx or POwerVR to its
advantage. ‘We've made some tests and the problem with
videocards is in the setup of the polygons,” reveals lead
programmer, Yann Robert. ‘We actually do it faster with
our method than with 3Dfx. It wouldn’t be possible to draw
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Cyana's swamps apparently contain some rather
frightening creatures that are worrying the local fishermen.
Cutter helps them out, naturally. This section of the game
also sees Cutter intercepting convoys that are supplying
the military training camps with food and provisions

this landscape with polygons anyway."

Curiously, more detail isnt always at the expense of
speed, though, and visible proof lies in the undulating
terrain which dramatically eclipses the scenery seen in
demos previously shown to journalists.

‘With polygons’, adds Robert, ‘the more you draw the
slower it gets. With voxels, strangely enough, the more you
draw the faster it gets’. This paradox is rooted in the way
voxels are drawn — from the camera to the horizon instead
of the other way around, as with polygons — so an increase
in hills and high objects that obscure the horizon means
that hidden detail isn’t considered, and the faster it runs.

The technical accomplishments made since Edge last
saw the project are mainly detectable in the increased
detail in the environments and characters — and

When swimming underwater in certain sections of the
swamps, the game’s camera submerges to great effect

particularly in special effects created by the team such as
volumetric fog and realistic pools of translucent water.

‘All the textures are interpolated now so it fits the
interpolated geometry,” adds another key Appeal talent,
lead programmer, Yves Grolet. ‘There are different
channels of animations for different parts of the
characters’ bodies to prevent ugly cuts as they negotiate
the rough terrain and, because we have a pixel-exact map
of the geometry, we can do things like cast perfect
shadows on the ground.’ The addition of techniques such
as bump-mapping (used on the in-game characters to
create facial and clothing detail) means the resultant look
is an organic one that is radically different to that
increasingly sterile and sanitised facade of many
3D-accelerated PC titles.

A new genre g
But it isn’t just graphics that the team wants to share
with Edge. Outcast is an action/adventure title with
characteristics normally associated with a Japanese role-
playing game such as Final Fantasy or Zelda. This amounts
to a lot of interaction with other characters in the game —
all orchestrated by an intelligent Al engine and an
enormous amount of scripting work on the part of the
team. Lead designer, Franck Sauer, describes his
personal vision of the project.

'The nice graphics immerse the player in something
they can believe in, but it is the artificial intelligence that
will bring the kind of depth not normally found in
adventure games or RPGs — the kind of games where
you have interaction with people. In fact, Outcast is not

In 1985, physicist William
Kauffman proves the
possibility of parallel worlds
However, in order to test his
theory, Kauffman needs a
source of immense power,
which is not available until
another physicist, Anthony
Xue, later performs the first
matter/anti-matter reaction
in 1999. Sponsored by the
military, Xue and Kauffman
work together in high security
to merge their theories and
create a device capable of
transporting objects into the
unknown world of Adelpha.
After a large scientific probe,
designed to send back
realtime pictures and data, is
damaged on Adelpha, a black
hole grows and threatens to
engulf the earth.

The two scientists form a
plan to send themselves, an
exobiologist and a bodyguard
into the parallel world to
recover and repair the probe.
The player takes the role of
bodyguard, Cutter Slade, an
ex-Navy SEAL and now covert
operator for the military, who
is chosen to accompany and
protect the three scientists
while they perform their
duties. Arriving on Adelpha,
however, Slade’s team-mates
are nowhere to be found, and
his mission is to recover the
probe and track down his
estranged colleagues...



Esmeraldia is home
to some distinctly
unfriendly inhabitants,
as well as being rich
in myth and legend

Appeal has designed proprietory tools for the creation of Outcast. Deus
(right) imports and manages all of the game’s resources and allows the
game's designers to creaf}é voxel maps, place polygon objects in the world
and define ambient souncr areas. Sky Map (far right) is another custom-
designed tool that enables the company’s artists to create UV texture
coordinates on the skin for mapping 2D textures onto the game’s 3D
polygon character models (these are first created in Alias PowerAnimator
on SGI machines). It also uses projection-mapping but has a friendly UV
editor to maximise texture definition Whi!e minimising texture memory.

The forgotten, neglected world of Esmeraldia is populated
with thick dense forest and contains ruins of the old
Adelphian civilisation. This is where life first began on the
planet and the civilisation here is primitive and hostile.

Certain characters that should be approached with caution...

designed as a pure action game, it's an ‘action-strategy-
adventure’ game. | would go as far to say it's a new genre.’
The game is divided into five separate areas, or
‘worlds’, to explore, although it is not level-based in the
traditional sense, and the player will be able to teleport
between them using portals. Apart from combat and
exploration, there are set objectives and sub-quests for
Cutter Slade to achieve, if he is to progress — and these
only become obvious through interaction with other
characters. Conversations are arranged contextually and
while some towns contain up to 700 inhabitants, only a
proportion speak enough English to make it worth pursuing
interaction. But it is Appeal’s GAIA engine (game artificial
intelligence with agents) that the team is hoping will mark
a breakthrough in realtime character interaction. This
effectively governs the behaviour of the in-game
inhabitants (agents) through a complex system of realtime
sensing that receives inputs from the non-player-
characters’ (NPC's) eyesight and hearing. Reactions to

situations are then based on its individual memory and
knowledge of the locations so that Cutter will be
recognised if meeting someone for the second time, and
similarly, if sensing danger from Cutter, NPCs will run and
are likely to be triggered by the actions of other NPCs. It's
a sophisticated system.

There is little doubt that Appeal’s ambition for Outcast
is daunting, and success will depend on an intelligent
integration of its disparate elements. Graphical innovation
has always been a trademark of developers in Europe, but
Appeal is confident that the underpinning of sophisticated
gameplay mechanics beneath its extraordinary visuals will
be enough to hold it all together. Outcast is yet another
sign of the PC encompassing a more diverse, action-based
approach that has more in common with console
development, while shedding its unglamorous image as
a machine just for sim-heads and Quake fans. Edge
looks forward to the Autumn when one of the most
promising games of the year steps out.
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AS VIDEOGAMING BECOMES EMBEDDED IN-THE NATION:
CONSCIOUSNESS, THOUSANDS OF CONSUMERS ARE

BUYING INTO THE SILICON DREAMS OF NINTENDO AND

SONY. BUT WHAT ARE THE IMPLICATIONS AS THE BIG

GENERATION...
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T he UK games market has

exploded. Driven upward by a
public interest in the PlayStation and
Nintendo 64, it's a phenomenon that
easily rivals the glory days of the 16bit
era. Over two million people have
bought into the PlayStation lifestyle,
while Nintendo’s machine has
achieved the highest first year sales yet
seen for a UK console release. Top-line
PlayStation releases such as Tomb
Raider 2 are capable of shifting
hundreds of thousands of units. Even
mid-quality titles like the Crash
Bandicoot series are retailing in
astounding numbers, with worldwide
sales of over five million copies. The
British public, and the rest of the world
with it, has fallen in love with the
videogame again.

As usually happens for any new
hardware launch, the initial buyers
were all what could be loosely termed,
‘hardcore gamers'. But after that first

]
wave of eager punters, many of whom |
bought expensive imported machines,

a flood of first-time buyers followed |

(interest continues unabated — 30,000
PlayStations were sold in the UK over

the Easter period). Sega, Nintendo and
sony's targeted audiences reflected

the traditional perceptions of what the
three brands represented. PlayStation
marketing courted style-conscious -
20-somethings, while Sega and '
Nintendo attracted their traditional

younger audiences. However, now that
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by Namco's Ridge Racer. However, it would seem that the public’s appetite is only just whetted

the Nintendo and Sony systems have
filled their niches, both companies are
keenly eyeing each other’s territory.
When questioned about this by
Edge, SCEE President Chris Deering is
unequivocal about Sony’s aims; ‘There
are many more young children and
females of all ages now using
PlayStation. After Christmas 1997, the

OGS

typical age of users dropped to 14.
However, the average age is still 21, so
new owners in the over 30 group have
also increased. PlayStation is becoming
the VHS of TV-based interactive
entertainment, with over 400 games to
choose from and with software for
every user type.’ SCEI's Teri Tokunaka  §
(Deering's opposite number in Japan)
echoed such ambitions in his recent

(4

interview with Edge (E58 supplement),
revealing Sony’s target of selling a
PlayStation to sit next to every
television in Japan. Deering has similar
plans for his territory, ‘Our dream is to
have a PlayStation in every home in
Europe that has a VCR. We still have
90 per cent of the way to go. This is a
marathon, not a sprint. We have miles
to go before we sleep.”

Sony does not make such claims
idly — as Deering says, ‘We always
believed that PlayStation would be a
success, and we worked tirelessly to
prove it'. The implications for gaming
are astounding, in terms of mass
acceptance of what has been viewed
as either an enthusiast's or child's
pursuit. Ford's populist Model T forever
changed the world’s perception of the
automobile’s role. That final step has
yet to be taken by a videogame
system. It seems the elusive adult
sector of the buying public is intent on
staying out of the videogame party.

If any company can claim to have
come close to replicating Ford's
achievement, it is Nintendo; its 8bit
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Atari VCS 2600 (1976)

Atari and its 2600 console created the
console scene virtually single-handed.
The original, half-timbered VCS sold in
its millions (the updated version is
shown here), before market saturation
and massive over-production brought
parent company Time Warner to its
knees in 1983. Pac-Man never looked
as chunky (or played as badly) as on

Atari's populist pixel-pusher.

Sinclair ZX Spectrum (1982)

Clive Sinclair's second attempt at
creating a popular home computer is a
stereotypical British success story. Over
a million UK punters eventually found
a place in their hearts for his rubber-
keyed curiosity. While its one-channel
sound, 48K RAM, eight colours and

tape-based storage are now hopelessly

outdated, many of today’s UK coders

cut their teeth on its Z80 processor.
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Famicom (NES) remains the most
successful home entertainment
console, with global sales of nearly 60
million units. However, Nintendo's 64bit
baby is struggling to find its feet in
Japan, trailing in third place behind
Sega'’s ageing Saturn. UK sales of the
Né64 are rapidly approaching those in its
native land, currently standing at
around 800,000 in the year to April ‘98
compared to 1,300,000 for the same
period in Japan. Clearly, NCL's famous
disinterest in the European and PAL
markets is fast running out of currency.

Tapping trends

Nintendo entrusted British distribution
of the N64 to THE Games, an off-shoot
of the long established stationers John
Menzies. Although lacking the financial
clout of Sony and the experience of
Sega’s operation, THE has coped well
with launching the Né4 in the UK. Dick
Francis, THE'S managing director is
confident of his product’s continued
appeal, as he explains, ‘Next generation
videogame consoles have sold over
three million in the UK and we predict
this market to reach at least six million
users. Without question, this
generation of console is appealing to
much larger audiences - the age group
has broadened and it's no longer the
exclusive domain of the hardcore
videogame players. Consoles are a
must-have addition to any home
entertainment system.”

Deering and Francis’ aspirations for
their respective consoles to equal the
VCR's popularity bear a remarkable
similarity to one another. Clearly, their
opinions differ regarding which best
suits the needs of the consumer. ‘The
cartridge format provides an
environment in which gameplay and
graphics can be most powerfully
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The flood of inexperienced consumers has
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reawakened old demons for the
videogames industry — particularly having
to deal with a mass market unable to
distinguish between good and bad game
design. Once the 16bit machines had a
foothold beyond the bedrock of keen
gamers, it soon became clear that any
game based around a decent film license
could virtually guarantee commercial
success. As THE's Dick Francis illustrates,
‘In the 16bit era, licensed titles captured
the public's imagination. However, this
was often for the wrong reasons. Many:
consumers were burnt by a good name
not equalling'a good game."

One compény that has consistently
shied away from trends like licensed titles;
is Konami. Currently riding the tidal wave
of hype that precedes its forthcoming
PlayStation release Metal Gear Solid,
Konami has built a secure reputation for
producing well-crafted games. The firm
has a few black sheep in its flock (most
recently G.A.S.P)), but titles such as last
year's epic 2D platform game Castlevania:
Symphony: of the Night are renowned as
true ‘gamer's games'. However, the British
public didn't receive Castlevania (a
PlayStation release) well, with sales '
struggling to'reach 15,000 units.

Speaking to Peter Stone, Konami
UK's consumer division manager, reveals
a man perplei(ed by the market he serves.
'The strange thing was that Castlevania
was quite a big hit in America. They had
better timing [the UK release clashed with
Final Fantasy VII's}, and for some reason
gamers in:America accepted the 2D."

As for sales numbers in the US, Stone
estimates that, ‘it was a couple of hundred
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thousand — much bigger than in the UK."
He adds, ‘Gamers in the UK and Europe
get hung up on graphics as opposed to

gameplay. So you might have great
gameplay, but unless a game has 3D
graphics, they overlook it

Nintendo's classic SNES platform
game Super Metroid makes an interesting
comparison point for Castlevania. Both
titles are classic, complex 2D. platform
adventures, and both were published for
machines with installed user bases of
around two million. Yet retail sales of the
titles are vastly different, with Metroid's
settled at just under 200,000. It's clear
that the UK market is less willing to accept
titles like these.

Edge has been critical of the movie
magazine ‘Empire’ in the past for its less-
than-accurate game reviews (particularly
the two out of five it awarded to
GoldenEye). However, Empire's inclusion
of tests typifies the seeping of
videogaming onto the pages of UK
lifestyle and youth culture magazines.

‘Empire’ games editor Caroline
Westbrook explains the publication’s
approach. ‘We don't cover every single

Castlevania exemplifies the style of
2D gaming that has fallen from grace
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game that's around. We try and cover stuff
that's relevant to our readers, and
obviously if there’s something really big
out, then we will cover it." When asked
whether readers give much feedback on
the reviews, Westbrook bluntly answers,
‘Not really no. It's one of the least read
parts of the magazine, to be honest. It's
one of those things that's there for you,
and if you're into games you'll read it. |
don't think people actively dislike it."

Both THE and SCE harbour the hope
that their consoles will match the video
recorder in the public's affections. Perhaps
the oft discussed collision between film
and the videogame is set to occur in
consumers' minds, rather than in the
games themselves.

Chris Deering sees a clear link
between the role of the console and the
video, while admitting that the public’s
taste in games has some developing to
do. ‘The VCR turned average consumers
into movie experts. PlayStation is turning
many games beginners into experts. The
more demanding our gamers become the
better our games will be."

Peter Stone takes a different view.
When asked whether the new wave of
videogame consumers are less educated
in game design than before, he is definite.
The mass market | think is; yeah. You've
got the hardcore gamers who read Edge
and that kind of thing, and I think they're
just as educated as ever. But the
PlayStation especially, is a mass market
machine, so once you've got a game that
becomes a hit, you have hundreds of

2

thousands of people buying it who
wouldn't buy anything else. They'll
go for a Tomb Raider or a FIFA.

Commodore 64 (1983)

While its predecessor, the VIC 20,
failed to set the scene alight, the
Commodore 64 (ﬁamed after its
bulging 64kilobyte RAM) had sufficient
muscle to produce a range of
remarkably impressive titles. If the

ZX Spectrum was an elegant English
sports car, then the €64 was
all-American V8 muscle car, with its

chunky casing and matching tape player.

Atari ST (1986)

Under the guidance of ousted

Atari produced

conversions of

Amiga's higher technical specifications

won over the gaming community.

Commodore founder Sam Tramiel,
with 256K RAM and a 16-colour paletté,
the ST became the computer of choice

for British gamers. Good quality

Gauntlet helped things along, before the

the 16bit ST. Supplied

arcade titles such as
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Few games have the broad
appeal of Super Mario 64
(top). Populartitlessuch

as Crash Bandicoot and

<« created and that is what the consumer
wants,” purports Francis, while Deering
claims that, ‘PlayStation is a medium
like a VCR. There is room for all kinds
of games, and gamers. The economics
of disc versus cartridge allows for
much more variety.” While what
Deering says may make sense in
theory, practice has shown that the
PlayStation has been inundated with a
raft of average platform and driving
titles (although Edge has been among
the first to compliment games that
have shone). Chris Deering believes the
quality of PlayStation titles will rise
without interference from Sony, ‘If
games are poor, the market will reject
them. People may not like every game,
but they always love the great games."
Francis is similarly bullish about the
N64's prospects, ‘Super Mario 64 was a
giant leap forward for videogames. We
are very excited about the software
line-up we have for the second half of
1998, with games such as Zelda for
example. These second-generation
N64 games will take another step
forward.’ Given the advances made in
PlayStation and Saturn graphic content
as the machines have aged, there's a
strong possibility that the next ‘
generation of Né4 titles could re-focus
both public and media attention on the
machine. First indications are that
Turok 2, Banjo Kazooie and the
aforementioned Zelda: Ocarina of Time
will almost certainly generate interest
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for Nintendo's cause. Unarguably,

there has been a definite lack of top

grade titles for the console, although
Francis disputes that recent releases

have lacked the polish expected of an
in-house Nintendo game. ‘I think it's -
unfair to say that Yoshi’s Story has

failed to match expectations. The

success has been phenomenal in both
Japan and America and our first two

Commedore Amiga (1987)
Mistakenly touted as a business
machine, the Amiga 1000 was soon
remodelled to form the — deservedly —
popular 500, with 512K RAM, up to
4096 colours on screen and stereo
sound. Commodore went on to sell
2.5 million machines in the UK (a
figure PlayStation has yet to match),
siring classic series such as Speedball,

Turrican and Populous.
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THE's Dick Francis (left) and SCEE’s Chris Deering (right) presid
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ingly strong

UK market. Both would like to see their employers’ consoles become a feature of every home

weeks of sales have done very well.’
(The fact that the title is currently
available in Japan for a less-than-
phenomenal ¥3,000 (£15), paints a
different picture, however.) Francis
also feels a shift in the age range of
Né4 buyers has already begun. ‘Over
50 per cent of our current consumer
base is over the age of 16."

Euro vision

Perhaps one of the best indicators that
the UK and European markets are
being taken more seriously by the
major players in the industry, is the
increasing amount of effort expended
in ensuring the conversion of NTSC
titles to the PAL television system.
Resurrecting a PAL Super Nintendo
with any of Capcom'’s Street Fighter
series inserted, soon confirms the
black borders and loss of speed that
UK videogame consumers suffered.
The early N64 and PlayStation titles,
including ‘big name’ releases such as
Pilotwings 64 and Ridge Racer, were
also blighted by a poor translation from
NTSC. Now that the PAL marketplace

b

¥

offers greater financial rewards for the
industry, a greater portion of a game's
budget can be allotted to ensuring the
technical difficulties of the conversion
can be overcome. As SCE's Deering
confirms, ‘Our goal is to keep pushing
for PAL games that outperform the
norm, in language versioning and in
showing the inherent quality of the PAL
format.” One of the PlayStation’s best
PAL adaptations is Sony's own Gran
Turismo, which maintains a healthy
pace, albeit at the expense of borders
onscreen. ‘GT is just the beginning,’
says Deering, ‘The teams working on
PAL software are the best in the
business. We won't sleep until a PAL
game outsells its NTSC counterpart.”
After the poor PAL versions of
WaveRace 64 and Pilotwings 64, few
could have predicted the full-screen,
and near full-speed treatment that later
titles like Lylat Wars, GoldenEye and
Yoshi’s Story were to receive. ‘It's
Nintendo’s aim that PAL versions are
available as soon as possible after the
release of the game in America, and
we have seen a narrowing between the
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Sega Mega Drive (1990)

In retrospect, Sega's 16bit device
seems the epitomy of mass market
videogaming. Easy to set up,
inexpensive to buy both console and
games, playable titles (not least the
Sonic series), the Mega Drive did
everything right. That Sega could have

possessed the perfect business model

and then made such a mess of the

Saturn, seems inconceivable.
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B @b international release dates. The N64
. .’ has tremendous technical capabilities

and this has enabled PAL conversions
. " to be optimised in terms of gameplay
= . andspeed,’ explains THE's Francis.
B 1§’ Nintendo’s failure to seize its home
s market also has much to do with its
renewed commitment to the European
territories, something Francis tacitly
admits: ‘Nintendo recognises the
importance of the European market —
we are committed to giving gamers
the best PAL version available.

Both Deering and Francis are
confident that the UK videogames
market is far from saturation point, and
that consumers are ready to buy into
their companies’ visions of the future
of interactive entertainment. Both also
have a long haul ahead before a follow-
up to either console is released in the
European territories, although Francis
confirmed that, '64DD is destined for
the UK, bringing with it a new creative
experience that has been unavailable
to games-players in the past.’ The
confirmation of Nintendo's add-on disk
drive for release may come as a
surprise to many, given the history of
failure that such console peripherals
have (although this is an international,
not just British, phenomenon). Francis
is also sure that the consumer base
will be strong enough to support the
64DD: 'As Né4 is well on its way to its
first million in sales, there's already a
viable market in the UK for such a
revolutionary product.’ Its arrival in the
UK will also provide a fresh wave of
media coverage for the parent console.

For Sony, the task of maintaining
PlayStation’s image is more to do with
keeping the ball rolling. When
questioned about becoming
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always exists. We know that
consumers have a choice. If we
become complacent or arrogant,
consumers will be the first to notice.”
As for consumer complacency, while
the PlayStation grows to be a familiar,
everyday object in so many people’s
lives, surely Sony’s only route will be to
extend the price cuts it has already
implemented? ‘Affordability is key to
mass market success,” confirms
Deering, ‘but the game is not just
about hardware pricing. It's about
value for money and cost per hour and
great games. And we will deliver.’
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will continue to be released in the
West, the death knell is ready to sound
for the Saturn, with its su¢cessor on
the cusp of being confirmed.

Featuring a PC-friendly chipset and
operating system, the Katgna (as it is
dubbed), is thought to pag¢k enough 3D
horsepower to leave the N64 and
PlayStation spluttering in its wake.
While Sega remains tight-lipped about
specifics, it will confirm that a UK
launch will not take place|until late
1999. Sega is in no position to make
mistakes — it cannot afford another
third-placed console - ye{ Deering is

Play'to*~ |

IS =

'6400 iS dﬂSti“Ed fUI’ the UK bringing with it a new creative
experience that has been unﬂVﬂI a & t& gﬂwﬂﬁ mwers in Ihﬁ pﬂSI_m__*.

While Sony and Nintendo have é
carved out their places in the UK 2
videogame scene, Sega, one of the
industry‘s most renowned brands has
found itself left by the wayside. The
reasons for the downfall of the Saturn

are manifold, stretching from its

ludicrous launch pricing of just under

£400, to the difficulties developers had
in coding for its complicated chip b
architecture. While key Japanese titles

confident, at this stage, that
PlayStation will remain in gontention.
‘Competition is a healthy thing,” he
begins, ‘We love gaming gnd welcome
the chance to square off 4gainst new
opponents. If Katana arrives, we are
confident that our polygoms will be
more entertaining than their polygons.”
Francis is slightly more circumspect
in detailing Nintendo's position on
Katana, maintaining, ‘We always keep
a close eye on developmgnts in the
market but we're confident that the
technical capabilities of the Né4 will
enable us to continually provide
ground-breaking games s¢ that it will
be setting the standards for a long time
to come.” Whatever happéns over the
next 18 months, it seems the British
appetite for videogames will continue
unabated. Nintendo and Sony's
consoles have struck a chord with

complacent in the face of success, Can Sega regdth l@h@n tpublics™ = the UK's zeitgeist; a chord that may
Deering states, ‘When a product is heart after me‘blunuermade ﬁnﬁ'smmv . Create the strongest videdgames
successful, the risk of complacency - W W scene yet witnessed. E
Super Nintendo Entertainment System (1991) Atari Jaguar (1994)

Although the NES sold more worldwide
than either, it was the dynamic duo of
SNES and Mega Drive that really caught
the UK public's imagination. Launched
with Pilotwings, Super Mario and F-Zero,
the SNES and its graphic tricks (notably
the hardware scaling of Mode 7)
outshone the Mega Drive in game
design, visual clarity and downright

value for money. A classic console.

b

drive were either replaced or canned,

clearing the path to success. If only.

After a shaky start, the Jaguar became a
national — and international —
Backed-up by a core of classic titles,
including updates of past hits such as
Gauntlet, APB, 720° and Toobin’, Atari's
console became the new Mega Drive,
attracting a broad church of gamers. The

dodgy controller, marketing and CD

hit.
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ften viewed as the most involved » @ @
sector of the ‘hardcore’ gaming =1 RS SR
market, the import scene has co-existed w E A
with the mass market for over a decade. - % -~ -
Focused mainly around Japanese — R =
releases, the scene has an ‘underground” \‘ ﬁ @
feel to it, a sense that those buying the e ¥ ¥
titles are more serious about game-
playing than their PAL-purchasing
counterparts. A thriving industry has
developed to service the UK grey import e
market’s demand for fresh products. @
Currently employed by the Midiands- Easily the most striking feature of Jap Nintendo 64 boxes is their change of orientation
based Fantasy World chain of shops, from horizontal to vertical. Import pricing ranges from £50 to £70, depending on availability
Colin Dimond has been importing
consoles and games from Japan and
America since the late '80s, starting with English ‘thing’ about collecting and about ‘It tends to be quite a specialist need,’
NEC's PC Engine. ‘The first company we l underground scenes, and | suppose I'm a Goodman explains, ‘but in the total
set up was PC Engine Supplies, because i part of that.’ scheme of things it's a very small
that was the only console that we felt was The collectable aspect of import percentage of our marketplace. It doesn’t
completely different and underground. It y gamingisa factor Parsons recognises. cost a lot to put that feature on a TV, so
was just unbelievable that this thing was l ‘A lot of people like having the Japanese that's why we tend to do it, but it's not
happening and nobody knew about it." artwork, especially. With a game like something that drives our marketplace.’
The PAL market has expanded under ' Panzer Dragoon or Star Fox, people do Recent PlayStation releases have been
the twin forces of PlayStation and Né4, yet like to have the Japanese packaging and among the machine’s most desirable (and -
Dimond isn't convinced that importers voices — as long as it's not a role-playing best realised) titles. Although taking § &=
have benefited. "You've got guys now in game. A bit more thought seems to be put longer to arrive, the PAL versions have
the UK selling imported products & into the presentation of them. been skillfully coded. However, Dimond
wholesale to people who can't afford to I Additionally, he feels other forces have ‘ - feels that consumers remain unwilling to !§ %
import themselves. | think it probably aided the development of the UK's import tolerate the usual three month delay. ‘I
plays a lesser percentage in terms of scene. ‘The big companies have - until feel I've had a great run out of Resident
(of which there are many), what's happening in the UK overall.’ recently - neglected the UK market. Sony Evil 2 and Gran Turismo - they've more or
often find theirgames Richard Parsons, price analyst for has been far more active in promoting less run their course. They've actually
] ::::s"e;: 's"h:'ﬁdﬁﬁ:‘m“ ~  London's long-established Computer games here first, like the Psygnosis turned people who've got PAL systems
i Exchange, is more positive. ‘Certainly in product. Nintendo has, apparently to us, onto NTSC - people get frustrated.”
London, there's more and more interest. never really given a toss about the UK." According to Richard Parsons, while
Obviously on the Saturn. Nothing ever It's common knowledge among the PlayStation is the strongest import
happens on UK Saturn, but it's still quite experienced games players that the format at the moment, there is a growing
vibrant in Japan. There's a lot of interest in majority of NTSC titles converted to PAL crowd of Saturn owners converting their

import PlayStation, because more people 8 gither suffer from slowdown, horizontal '" PAL machines to run NTSC games. ‘Iit's

are having their machines converted. | ' borders, or both. For some, that fact alone surprising how well Saturn does,’ he says.

suppose it's getting back to the glory days is reason enough for investing in imported ‘Take a title like X-Men vs Street Fighter —

of the SNES. The Né4's a little bit slower.” versions of games. And according to Sony we sell them hand-over-fist. There are
Dimond agrees. ‘People are collecting Consumer Electronics’ Simon Goodman, thousands of people with converted

on the Saturn — which is becoming a over 40 per cent of Sony television sets PlayStations. I'm more surprised to see

parallel with the PC Engine. There's an ' 5old in the UK can display an NTSC signal. r that happen with the Saturn market. From

our point of view, it's the import market
that keeps the Saturn alive.

As for what the future holds, Colin
Dimond is philosophical. ‘I think we're on
the verge of something major with
whatever's next. Looking at Metal Gear
Solid - it's going to make GoldenEye look
like nothing. This is where people are
going, but you've still got to maintain the
fun element. It's nice to have Metal Gear
ble than its estem and all that stuff, but there's a balance,

artwork ~ a factor that influences the purchase of imports and I'm not sure the PAL market E
= : covers that in the same way.’
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W 11 different tracks to race on
& Rain, snow and fog conditions to test your driving to the limit

I Supports up to 8 players over LAN and on the Internet Gaming Zone

B Supports Microsofts SideWinders Force Feedback Pro Joystick

and 3-D acceleration for the ultimate driving experience
Visit www.microsoft.com/uk/gameszone/ for the latest info on
Microsoft games, multi-player gaming and FREE trial versions
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The political climate in Scotland is ohe of‘devolufién,%’i’t’ '
“ ‘_'._ come‘sa,s"no surprise that the current buzzword in the Highlanij .
g flouriShir,l_gigames"Scene is ‘alliance’. A string of promising titlé’s'
. from individual companies has prompted key industry figures to. .
AR develop funding and creative resources under
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espite popular preconceptions,

there's more to Scotland than castles,

fishing, anti-English sentiment and a
big red bridge. Aside from the well-documented
cultural achievements of its great cities, Glasgow
and Edinburgh, Scotland has a flourishing games
development scene which is rapidly becoming
world renewned and the darling of the publishers
—all thanks, implausibly, to the intervention of a
government quango.

The newly formed Scottish Games Alliance
is a perfect example of a more independent,
commercially resurgent Highlands. That the
likes of VIS Interactive, Red Lemon, DMA, Inner
Workings, Creative Edge and Visual Sciences
have created such a buzz among publishers
is impressive, especially g@ven that small
businesses throughout these isles still face
nothing but obstacles in their dealing_s with the
government. It's a success story that Tony Blair’s
razor-suited minions could learn from.

Once upon a time, the Scottish games
deve!bpment industry essentially boiled down to
one three-letter acronym: DMA, the developer
responsible for Lemmings, which single-handedly

HIGHLAND GAMES

The development team at VIS Interactive is not short of ambition.
Having been granted the license for Earthworm Jim 3D, the cocktail of
creative juices has produced some pretty curious and eclectic results

turned Psygnosis into a publishing force to be
reckoned with. Then, out of a chance meeting
between Scottish Enterprise’e Robin Mair
and Chris van der Kuyl, CEO of the newly
formed developer VIS Interactive, the Scottish
Games Alliance was born.

New allies

‘It's important to know what Scottish Enterprise
does - there's no equivalent in England. It's a
government-funded economic development
agency for Scotland,” says Mair. ‘In our area, we

decided that we couldn’t support every industry — »

77
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Scotland’s videogaming crusade; Red Lemon's gladiatorial Aironauts, Inner Working’s arcade-style Plane Crazy and Creative Edge's lively gambling sim Casino Kit’

4 sector, so we |dent|fred key sectors, mcludmg software and
_' multrmedla In November 1996, Chrls and | hacl a meetrng
: about, multrmedra and when we stepped out of this, we
: star_ted talklng about games companies. We realised that
there was a cluster of games companies in Scotland, not
all of which knew each other.’

I'd say that SCOTLAND HAS ALWAYS BEEN
- COM PUTER LlTERATE We produce more computer
screntrsts per head than ANYWHERE IN EUROPE'

‘Robin said he was getting phone calls from games .
companres almost every d_ay, and should he be doing
something for them?' claims van der Kuyl. ‘I said, “Yes,

.5 ;; 3 : " buy us dinner,” and the SGA sprung up from there.’
; . ~ The first tangible results of Scottish Enterprise’s

‘ endeavours were a Web site (www.scottigames.org) and

a Scottish Developers lounge at last year’s E3, which was

jointly funded by Scottrsh Enterprrse and the pamcrpatrng X

_companies. Mair reviews the year’ S actrvrtles

‘We've had some very. successful open meetings in
WhICh we've run seminars for people interested in the
games industry. In December 1997, we did one called The

'Furiding Game, which exﬁlbred how games companies

can go about getting funding, and for which we collected
together bankers, business angels and venture capitalists,

: and put them in the same room as the games companies.
We also had a meeting in January at the new Digital Design

studio funded by Silicon Graphics, which is an advanced

- research and development fecility attached to the Glasgow
“school of Art and Glasgow University.’

Close ties between the educational world and Scottisb

* games companies have been a key factor in the SGA's

success. The University of Abenay in Dundee (s_ee.
last month'’s E58) recently attracted media attention by
starting a degree course in computer games design.
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‘The other Scottish universities have always been strong
on applied 3D graphics and so on,” says Mair. ‘A lot of
people have found their way into the games industry from

the University of Glasgow, the Glaégow School of Art, and . ’

- the same in Dundee. I'd say that Scotland hasuavlwaysbeen
' computer literate. We produce more computer“science
graduates per head than anywhere else in Europe.”
Culturally, it seems, conditions in Scotland are currently
‘ just what's required in order to prodube a thriving games
industry, and it's no surprise that Scottish Enterprise’s
canny leg-up has created quite a buzz. The SGA's next
’ project is a UK-wide competition designed to ;jncover talent
among people not currently employed in the games
industry — students and graphic designers, for instance.

Local talent )

* ‘Recruitment is the biggest issue for the SGA at the
moment,’ says van der Kuyl. ‘We thought we'd get more
bangs for our bucks doing it like this.’

Inner Workings" managing director, Lesley Keen, also
highlights recruitment as an issue.

‘We're always looking for local talent and cofnpeting
against each other to get people. But there's been quite a
lot of enlightened mutual self-interest, shall we say.’

The Scottish developers participating in the SGA give
the impression that, while still competing with each other in
a healthy manner, they also feel part of a collective vibe,

- which is some achievement. Certainly, all parﬁcipants séy

they have derived positive things from the venture.

‘It's a good thing in terms of people’s consciousness,
that there are good things going on,” asserts Keen. ‘Now
that we're a little group with a constitution, we've got ’
an inner sanctum of the six companies which are fully
into games, but we also have more to do with companies
which might get into games, computer graphics services,
financiers and so.on.’

‘I think the SGA has made a global m_érk on the games
industry,” adds Red Lemon’s Andy Campbell. ‘Ultimately,
the games industry in the UK and worldwide should sit up
and take notice of what's going on here.’

‘We've had eight or ten publishers up to see us this
year, and every one has gone on to see at least one of the
other companies,’ claims van der Kuyl. ‘It's something
that's gaining momentum, even at a gdvernment level.

Games are seen as a real industry up here. I'd love E
| 2

to see some of the publishers open up in Scotland.’

Creative Edge’s Gambit, an adventurous
alternative to Aironauts and Plane Crazy

HIGHLAND GAMES
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Forsaken

Forsaken ensures the tunnels never become gloomy with a host of well-implemented lighting and explosion
effects which translate well from the PC to the PlayStation. Probe has opted to use the DirectX API to drive the
game engine, with extra code for individual 3D accelerators. The results (above and left) are highly impressive

Much of the gameplay in
single-player mode revolves
around either shooting
switches, hitting switches, or
blasting every robot in the
immediate area. It's hardly
rocket science, but is effective

hile some are now striving to use 3D
m technology to push originality and ambition to

new levels, there are also those who seek to
refine existing genres. So it is with Probe’s Forsaken,
working, as it does, around a design made popular by
Interplay’s Descent. But while such a tactic gives rise to
accusations of plagiarism, it's hard to begrudge the
developers for taking a strong idea and making it so much
better. What Forsaken lacks in uniqueness it more than
makes up for in almost every other area. Here, gameplay,
rather than the desire to break new ground, is the focus.

ASs Quake Il maximised the potential of Doom, so
Forsaken explores, hones and updates the ideas first used
in Descent. There's no denying that both possess a similar
method of control, with the ability to slide and rotate
about the X, Y, and Z axes providing gamers with an
immense level of freedom. And like Descent, the
environments have been designed to capitalise on that
full 3D movement, with complex networks of tunnels
branching in all directions, ensuring the player is never
quite sure which way they're headed.

Even the nature of the enemies patrolling these
confined spaces feels familiar, with trundling tanks,
dart-like drone craft, and other robotic terrors all on hand
to deplete shields. There are set pieces involving larger
creatures, and face-offs with other mercenaries (the
player takes the role of a futuristic scavenger, looting a

PlayStation/PC (both versions tested) Pub
Out now

desolate earth), but it's those mechanoid defences that
pose the biggest threat. And while they lack visual impact,
it's hard to fault the Al coding that drives their behaviour.
Squads of flying craft roam in packs, other foes dart
behind pillars for cover, and again much use is made of
that gravity-free environment to ensure players never
quite know where the next attack will come from.

While strong in single-player mode - the sixteen
levels each possess a unique feel and vary the challenge
between exploration, switch-flipping, and all-out combat
- it's the multiplayer aspect that's most impressive. Here,

Players choose characters to adopt and select a
vehicle from the range of available ‘pioncycles’

Acclaim Developer: Probe Price: £40



EDGE JUNE 1998

TEST

87

The realistic underwater sections (main) add extra variety, and the controls are suitably sluggish as a result.
Acclaim is obviously hoping that Forsaken’s Internet play option will be as successful as that in the Quake titles

the mercenary theme comes into its own, with gamers
selecting from a range of unique characters, each astride
their own recognisable brand of ‘pioncycle’. It's here that
PC owners fare better than their PlayStation counterparts,
who have to make do with a splitscreen mode. Connected
to a network, or over the Internet, PC gamers can get
involved in 16-way deathmatches, making full use of the
six game flavours on offer (each of which is highly
modifiable). The Bounty Hunt variations are particularly
enjoyable, with all parties attempting to steal a stack of
high-power weaponry from a single player. Even familiar
ideas like Capture the Flag, and straight deathmatch take
on a new lease of life in the claustrophobic confines of
Forsaken's levels. Acclaim intends to have dedicated
multiplayer host servers up and running very soon.

The PC incarnation offers yet another showcase for
3D acceleration, cramming in the sort of effects only
recently tasted for the first time in Quake II. Multiple local
coloured light sources give even the most workmanlike of
locations a glorious radiance, while much use of lensing
and particle explosion effects makes gunplay a gloriously
over-the-top experience. Even the PlayStation version
shines, with texture-warping proving surprisingly scarce,
frame rates rarely dropping, and many of the lighting
tricks employed by the PC edition are present. On a
console awash with 3D-based game engines it's not so
easy to impress, but Forsaken is up there with the best.

The tweaks and refinements made by Probe to an
established idea shouldn’t be ignored, either. Most
impressive of these is the auto-levelling system, an aid
that has its work cut out preventing disorientation in a
game where ceilings are prone to become walls, and
floors are forever taking on the role of walls. The level
designs even go so far as to utilise the feature, with some
locations rolling the player right round for seemingly little
reason but that it looks impressive.

The audio is similarly well-conceived, with each
mercenary possessing a range of comments to

accompany the vocal samples trotted out by the onboard
computer. While many of these clips seem irrelevant in
single-player mode, such characterisation makes
deathmatch games all the more personal. And while
including a range of drum’n’bass tracks is nothing new,
the likelihood that some of the creations featured in
Forsaken may yet be given a commercial release
indicates the calibre of dance cuts on offer.

Forsaken is in fact a near-flawless creation in every
aspect bar originality. It's arguable that the time, talent
and money invested in creating this title should have
been used to fashion something groundbreaking, daring,
and trend-setting. But while Edge applauds all of these
things, there’s no denying that improving and updating
established design ideas has long been crucial to the
success of the software industry and will continue to be
so. And while there are games like Forsaken to show
just how well a familiar theme can be revisited, it's E
something that will cause few to complain.

Edge rating:

Eight out of ten

Single-player deathmatch games make the most
of the post-apocalyptic mercenary theme

The game Eroves surprisingly

suited to the PlayStation. Even
the machine’s ubiquitous
texture-warping proves less
distracting than the enclosed
spaces might suggest
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Dead Ball Zone
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Visually, Dead Ball Zone is a smooth operator, sliding around in slightly higher resolution to
impressive effect. Some details are messy - it’s not always clear which side is being controlled,
especially if the player selects a blue team when the indicator is red. But the lighting is nice...

Dead Ball Zone suffers from the
trait of the CPU’s goalie being
smarter than the player’s own

indless violence and obscene brutality have

often played a part in football, albeit mainly on

the terraces. It took a stroke of twisted genius
from the Bitmap Brothers to relocate the sideline aggro to
the heart of the field. 1988's Amiga classic Speedball
fused the end-to-end adrenaline rush of five-a-side with
the crunching satisfaction of the traditional beat ‘em up,
setting a landmark in digital bad sportsmanship.

Now, Rage has decided the time is right to reintroduce
gamers to the near-forgotten thrill of scoring from the
halfway line, while simultaneously hammering the
defence. With its futuristic setting and industrial feel,
Dead Ball Zone shamelessly tips its hat to Speedball (and
its sequel) for inspiration — although the original concept
dates to the '70s cult movie, ‘Rollerball’. Parallels between
DBZ and the Bitmaps' games are hugely relevant, due to
Rage’s admission of influence, although fresh-faced
PlayStation owners may wonder what all the fuss is about.

As with any standard football simulation, DBZ's
integrity rests on how intuitively the control system and
artificial intelligence have been set up. All ball games are
essentially simple affairs, and future sports games are no
exception to the rule. Sadly, DBZ is frustratingly close to
the mark, failing to score in the above key areas. Passing
the ball to a nearby team member too often results in it
sailing past, rather than the ball locking on to them.
Where Speedball’s players always seemed to be in the
right place, behaving as a team of cognisant individuals,
DBZ's team members stand dumbly about, waiting to be
controlled by the player.

Rage is making a name for itself as a developer of
considerable graphic talent, and Dead Ball Zone upholds
the company’s honour in this respect. Utilising the
PlayStation’s crisper 512x256 mode, the game's graphics

are tinted with dozens of lighting effects, from the
glowing ball to the barriers that surround the pitch.
However, the characters themselves lack the muscular
solidity that participants in such a violent game would
require for survival. Other effects, such as the spatterings
of blood and vomit that spew forth after hard contact, are
nicely implemented.

Overall, Dead Ball Zone has the feel of a game in need
of a dose of highly critical playtesting. Much of what has
been done with the game is fine, and shows that the
development team enjoyed what it was creating. But
returning to Speedball, or a well-engineered football title
such as Konami's ISS 64, reveals that DBZ just doesn't
flow in a natural fashion - something that could E
have been fixed with a little more QA.

Edge rating:

Six out of ten

Scoring trigfers a reward sequence, with the
points scrolling across the goal area’s ‘net’

Format: PlayStation Publisher: GT Interactive Developer: Rage Price: £40 Release: Out now
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vampire Savior

Bring on the big guns. Bulleta’s innocent ‘Little Red Riding
Hood’ exterior conceals a penchant for heavy weaponry

fter Capcom’s incredible X-Men vs Street Fighter
m (E54, nine out of ten), supporters of the 2D beat

‘em up - Edge included - have eagerly awaited
the company's next assault on the genre, Vampire Savior.
From a technical perspective, it's an astonishingly faithful
conversion of the original coin-op, which is now the third
in Capcom'’s Vampire series. Using Sega’s 4Mb RAM cart
to full effect (available as a pack-in deal), Savior features
a mind-numbing number of moves, with 18 characters
available from its outset.

Like its predecessors, Vampire Savior eschews the
fighting game standard of moody males and near
pre-pubescent females in favour of a more eclectic cast.
Most have origins that can be traced back to European
folklore — such as Morrigan, the succubus, and Demitri, a
vampire — but other, more outlandish creations are also
on offer. From the outlandish Egyptian-influenced Ankaris
to the robotic Phobos, Capcom's designers have clearly
been given a free hand to go overboard. It's immediately
apparent that Vampire Savior doesn't take itself too
seriously, but only through learning various moves and
specials will players appreciate to what extent.

Even the most dedicated beat ‘em up adept will be
surprised by the range and scope of Vampire Savior's

it ultimately lacks Street Fighter's cohesive depth

While Savior delivers countless ‘wow’ moments, ‘

Ably assisted by Sega’s 4Mb RAM cartridge, Vampire Savior boasts some of the boldest,
brightest 2D visuals Edge has yet witnessed. Capcom’s character design is simply excellent

moves list. While certain characters (like catgirl Felicia
or Demitri) are reminiscent of Street Fighter combatants,
in terms of the attacks they can perform, others are
exponentially more outlandish. Witness, for example,
Donovan's ranged attacks, Lei Lei's whirling blades or
the fiery punches of Pyron. Though many gamers will
doubtless make the comparison, Vampire Savior's
gameplay is — sadly — a far cry from the more measured,
balanced pugilism of its Street Fighter stablemates.

While Capcom should be praised for creating such a
graphically inventive and varied selection of characters,
in practice Vampire Savior is an unwieldy and ill-measured
game to play. Simply hammering joypad buttons can elicit
success for even the least skillful amateur; those with a
modicum of beat ‘em up experience will find Savior's
combat tempered by how easily, seemingly through sheer
luck alone, devastating specials can be performed.:

Admittedly, a battle between two fighting game
purists would result in a more considered approach to
the combat. It's to such people that Vampire Savior will
appeal most, and it is undoubtably an enjoyable title.
Again, it's hard to understate the sheer range of moves to
master - learning the foibles of the numerous characters
would be a daunting task. There's a lesson implicit in
Vampire Savior's over-usage of screen-high specials and
retina-burning attacks: ‘bigger’ and ‘more’ do not
necessarily equate to ‘better’. If the 2D beat ‘em up is to
remain a contender in these polygon days, Capcom E
could do well to remember that.

Backdrops in the game are superb
(top), and loading times are rapid

Edge rating:

Seven out of ten

Format: Saturn Publisher: Capcom Developer: In-house Price: ¥5,800 (£30) Release: Out now (Japan)
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Spec Ops: Rangers assault

Making effective use of 3D acceleration, Spec Ops’ depiction of the outdoor locations is

superb. Sticking close to the ground and inching slowly forward is usually a more effective
tactic than wading right in. The sniper mode recalls similar moments in Rare’s GoldenEye

Explosions are authentically
hazardous, capable of knocking
over entire trees. Regulation ranger
equipment, such as nightvision
goggles, is available to the player

s the gaming community’s fascination with
m contemporary war themes continues to flourish,

hopes were high that Spec Ops, with its
troop-level control and full 3D depiction of war zones,
would provide a tempting taste of things to come. Sadly,
while developer Zombie's look at the world of US Army
Rangers is agreeable enough, it's easy to see how much
more could have been done with the subject matter.

Central to the Spec Ops experience is the use of
third-person cameras, the over-the-shoulder views
placing the player right in the heart of the action. This
means that, despite the absence of a true first-person
camera, players get to see and hear exactly what their
team can see, be it a shadowy figure running through the
trees, or a sniper waiting on the brow of a hill. Visually, at
least, this idea is carried out near-faultlessly. Despite
limited depth of view, a combination of sympathetic
palette choices, convincing fogging, and detailed 3D
models enables Spec Ops to render some of the most
believable outdoor scenes depicted on the PC so far. Even
the manner in which explosions, fire and spotlights
penetrate the murkiness is carefully implemented.

The same can't be said of the ranger animation and
control, unfortunately, which lacks dynamism. Do Spec
Ops teams really have limps? And why in a game
supposedly meticulously researched are the soldiers
unable to hit the dirt or stand up with any agility, never
mind move at any speed beyond a canter? Even
attempting a crouch while simultaneously moving forward
is beyond these ‘elite’ troops.

It's not just the character movement that lacks
realism; other vital elements, such as weapons usage, fail
to convince. Grenades are available, but can't be used

Format: PC Publ Zombie P

when lying down, and there’s no aiming ability. And while
the computer Al proves adept at controlling the actions of
team-mates (players can switch control between them at
any time), the lack of a multiplayer option is a shame.

The possibilities for network and online battles between
large numbers of soldiers are completely ignored.

And yet, despite the missed opportunities and user
interface issues Spec Ops provides a tense, immersive
experience. Strong level design makes each of the six
mini-campaigns surprisingly challenging, and few games
can conjure up the sense of battleground claustrophobia
this effectively. Viewed as a strategic take on the game
format exploited by Quake, Jedi Knight, and GoldenEye,
this title fares well. It's only when one remembers that
Zombie's original aim was to provice a real war sim from
the soldier’s point of view that it's clear what a E
genre-buster Spec Ops. Rangers Assault ought to be.

Edge rating:

Seven out of ten

e: £40 Rele
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Starcraft

‘ fighters, are among Starcraft’s most thrilling units

The Protoss Fleet Carriers, which house tiny swarming

WO years ago Warcraft Il began notching up
its quietly astonishing million and a half accrued

sales. Diablo and talk of Warcraft Adventures
has only infuriated fans who've been waiting for the
comeback of C&C's old rival. Finally, after another four
months slippage Blizzard has been carefully tweaking the
game, though Warcraft Il fans are unlikely to be disappointed
— less partisan gamers might have expected more.

Paradoxically, Starcraft is both Warcraft Il in space and
an abandonment of the Warcraft legacy. Marketing men
must have relished the prospects of a game boasting its
dwarfs, elves and goblins shoehorned into space suits.
To its credit, Blizzard has opted instead to create a new
mythos. This proves to be its greatest achievement.

Initially, Starcraft is redolent of Warcraft Il. The
gameplay boils down to the same battles over finite
resources, with crystals and ‘Vespene' gas replacing the
wood, oil and gold of Warcraft II. The first of the three
single-player campaigns concentrate on infighting among
the easily managed human Terrans. It's only as the story
unfolds, with the Zerg and Protoss aliens expanding their
bit-part appearances to full blown roles that the game
finally assumes its own identity.

The alien races are the focus of Blizzard's innovation,
anyone who has played Total Annihilation will curse
Starcraft's antiquated control mechanisms and its sprites,
but the units themselves will delight. No other game's
opposing forces have been much more than mirror
images. In contrast, Starcraft offers three unique races.

Format: PC Publisher: Sierra Developer: Blizzard Price: £45 Re

The odd team-based Laser Squad-style level (left) works to advance the storyline but will
probably bore gamers who have come to Starcraft for its huge massed battles (right)

The Terrans are techno-freaks. They can move their
buildings and get reasonably powerful armies quickly
up-and-running. The Zerg are parasitic swarmers —
weaker creatures who attack in force — while the Protoss
are the aristocrats, few in number but heavy-hitting.

In multiplayer gaming, the months taken play-balancing
the individual races seems well spent, they feel different.
From superficial distinctions in the interface and music
to the Protoss’ reliance on psychic energy and shields
or the Zerg's ability to burrow and spread underground,
Starcraft is a true melting pot of extra terrestrials.

combine this with the dependable structure of
Warcraft Il and the result is an enjoyable game that,
despite apparently ignoring the advances of the likes
of Age of Empires and Total Annihilation, can still E

Edge rating:

teach the pretenders a thing or two.
f ten

Seven

The stepped 3D terrain of Starcraft
acts more to define natural barriers
than to dictate battlefield tactics
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Incoming

The final destination alien planet, with
its Egyptian architecture, is given extra
polish with some environment mapping

Multiplayer facilities include a
console-style split-screen option
with various modes of play

The now famous Cape Canaverel launch site (that has been so successfully used in promotions), complete
with several shuttles under alien attack. There are dozens of different operable attack craft to control
during the course of the game, from stationary gunpoints to helicopters and trundling tanks (above left)

f ever a piece of software was in danger of
“ collapsing under the weight of its own

hyperbole, Incoming is it. The game’s not really
akin to the second coming, but it's hard to begrudge
something with such mastery of 3D technology.

Not that Incoming is merely a case of spectacle over
content. As wonderful as the lighting effects, countless
explosions, and other 3D-intensive tricks are, a
substandard game design would still render Incoming
redundant. Certainly, there are few, if any, new gameplay
ideas here, but what concepts have been included have
been handled well. The way levels switch control between
various vehicles, and constantly alter the pace - charging
players with defending installations one minute, sending
them off to attack an alien base in a hover tank the next -
is what sustains the interest when the novelty of watching
some of the best ever in-game visuals has worn off.

Wworking through the six arenas that take in both
Earth-based and stellar environments, Incoming is further
broken down into ten levels per area, with each section
lasting a few minutes. This episodic structure, despite the
use of familiar military aircraft and inertia-laden control
systems, enables Incoming to remain a pacey arcade
experience. Indeed, controlling fixed gun posts offers a 3D
variation on Missile Command, while the flight-based
missions resemble Extreme Assault more than anything.

There are also a number of welcome idiosyncrasies to
further flesh out the simple shoot-'em-up premise. Failing
to defend a radar will render the player’s own detection

Release: Out now

systems useless, for instance. And in something which is
dubbed the Campaign Tactics mode, the first-person
blasting is interspersed with point-and-click, Command &
conquer-inspired interludes. The viewpoint switches to a
remote camera that can be tilted from directly above to
almost side-on. There's little real depth in the section but,
again, it shows a desire to keep gamers on their toes.

And while the graphics predictably feature the whole
range of lighting effects, photo-realistic texturing, fogging
and explosion gimmicks, it's the small things that impress
most... Rather than simply blow up, alien flying saucers
tumble to the ground in a most cinematic manner, and
overhead clouds glow with the fires of war. Later levels
even casually introduce environment mapping. It's not
just an understanding of Direct X that sets Rage apart -
it's the knowledge that God is in the details.

Incoming will never have the same impact as the
Quakes, Mario 64s and Tekkens of this world. And without
all the bells, whistles, whizzes and bangs offered by the
3D system, that ‘never’ notion wouldn’t even be
entertained. And yet, the designers have managed to
produce something more than a lightshow, taking care
to fine-tune a design that, if not exactly original, at least
does its thing with flair and a solid understanding of
gameplay. Advocates of 3D-accelerator technology
can breathe a sigh of relief.

Edge rating:

Eight out of ten

Format: PC (version tested), PlayStation Publisher: Rage Software Developer: In-house Price: £40
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Circuit Breakers' four-player mode is viewed from a traditional top-down view (left), while its single-player mode
mimicks conventional racers. Sadly, this innovative perspective is perhaps wasted on a disappointing solo game

t a glance, Mindscape's Circuit Breakers
m appears to be yet another Micro Machines
clone. But, in sharp contrast to the pseudo 3D
courses of CodeMasters' racer, codeshop Supersonic has
created an almost truly three-dimensional alternative.
Having mimicked the almost ‘fixed’ camera angles
found in Micro Machines with Supersonic Racers, the
team'’s first 32bit title, Supersonic has tinkered with the
formula to good effect. In one-player mode, the view
invariably remains behind the player’s car. Make a sharp
turn to negotiate a corner, however, and the camera
catches up and returns to a following position once the
player accelerates through the bend. In this respect,
Circuit Breakers owes more than a passing nod to a more
traditional brand of racing game, yet retains the arcade
simplicity that typifies its forebears.
Circuit Breakers is a genuinely delightful game to

——— W e = LI
: O-pgos

Predictably, boats appear on the Circuit Breakers
mandate, but lack the appeal of land vehicles

watch. Although the pace of its races prevents the player
from engaging in any real degree of sight-seeing, each
course appears packed with incidental detail. And, while
its music is often ill-suited to a race and is best turned off,
the range of sound effects employed as cars pass from
one surface to another is noteworthy.

It's also hard not to be impressed with Supersonic’s
exemplary course design. With varied locations packed
with cliffs, undulating hills and other such hazards,

Circuit Breakers is immensely challenging. It's a shame,
then, that its one-player game is so lacklustre. The seven
Al-controlled cars in its Championship mode appear to be
designed to hinder the player’s progress, rather than race
for victory. Any satisfaction derived from winning a race,
therefore, is as a result of accomplished driving and not
the besting of seven characterless opponents.

Circuit Breakers' time trial option, however, offers
more palatable racing fare. Without the considerable
annoyance of console-controlled opponents, its courses
are far more enjoyable to race on. And, given their
winding design, a time trial on a Circuit Breakers track is
far more challenging than its Micro Machines equivalent.

But, if the one-player mode disappoints, it's with a
multi-tap and four flesh-and-blood competitors that
Circuit Breakers excels. Though its camera view returns to
a more standard bird’s-eye perspective for multiplayer
matches, its high-speed gameplay, well-judged tracks and
‘Wacky Races'-style power-ups make for an engrossing,
addictive experience. It will undoubtedly carve E

Edge rating:

Format: PlayStation ¥

>r: Mindscape De

itself a niche as an agreeable ‘aprés-pub’ game.
Eight out of ten

r: Supersonic Price: £45 Release: Out now
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Incidental hazards can be found
on most, if not all, solo courses
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Three Lions

While the FIFA, Actua and ISS franchises
ensure mainstream success by staying
inherently arcade-oriented, Z-Axis’
Three Lions is perhaps the closest thing
to a football ‘simulation’ created so far.
With a control system that will daunt all
but the most accomplished of gamers, it
offers one-touch play and set-pieces of
a sophistication far in excess of its
rather more simplistic contemporaries.

Despite being developed by an
American codeshop, it's immediately
apparent that Three Lions has been a
labour of love for a team of genuine
football fans. From its superb tactics
system to the inclusion of trademark
goal celebrations for well-known
players, there’s an astonishing degree
of incidental detail. Almost every player
sports a digitised facial texture, with
many immediately recognisable. A more
ardent supporter will note that team
sheets are accurate and up-to-date.

Visually, Three Lions is a talented
underachiever. Its goalkeepers are, both
in terms of Al and animation, the best
ever to grace a football game. By
contrast, its outfield players appear
unwieldy as they run, with over-long
arms. Lions’ stadia are abysmal, with
over-stretched textures, yet it's hard not
to be impressed with the well-observed
movement of a player taking a shot. In
terms of aesthetic values, Z-Axis have
truly created a game of two halves.

But Lions’ crowning glory could also
be seen as its most significant
shortcoming. The complexity of its
passing system means that players will
need to be skillful in order to succeed.
To win matches at its highest skill
setting requires an enormous amount
of concentration. Players will find there
are times that their form drops, and
usual tactics and techniques fail. Three
Lions is genuinely a title for the
hardcore, football-loving gamer alone.

Edge rating:

Seven out of ten

SHEARER L]

BMG/Take 2 Developer
Out now

Format: PS/PC Publis!
Z-Axis Price: £45 Re

P

Star Wars Supremacy

LucasArts has long had an alarming
attitude to its most precious of movie
licenses, churning out dross like Rebel
Assault alongside the more
respectable titles such as Jedi Knight.
While Supremacy isn't a complete
disaster, it's not the franchise’s finest
hour, either. This is a prime example
of an otherwise very average game,
elevated by its subject matter.

The idea of presenting the
struggle between Alliance and Empire
is sound enough, giving rise to a
game format that uses such strategy
staples as resource collection, unit
construction and exploration within a
galaxy of up to two hundred planetary
systems. Sadly, problems soon
present themselves as soon as
players attempt to build new craft,
train troops, and send key characters
(such as Leia, Han Solo, or Darth
Vader) on special missions.

Keeping track of all the events
going on proves to be a nightmare,
the overly-confusing display systems
making the task all the more difficult.
Overseeing the actions of every single
loyal follower, factory and space craft
soon becomes as bewildering as
filling out a tax return. And even
when the two sides meet, the
ensuing realtime 3D strategy section
turns out to be woefully inadequate.

And yet, there’s something
strangely compulsive about
Supremacy. Despite the shoddy
presentation, there’s a tangible sense
of power, and tension does build
surprisingly well. So powerful are the
names and images peppered through
this otherwise bland-looking sci-fi
strategy game that it actually proves
enjoyable despite itself. Not anywhere
near as enjoyable as a Star Wars title
ought to be, though... LucasArts really
must try harder.

Edge rating:

Six out of ten
t:PCF sher: LucasArts
er: Coolhand Price: £40
Out now

Jane’s F-15

As with Electronic Arts' longer-established sports brand, the Jane's Combat
Simulation label has steadily gained a solid reputation, and more recently led
the way when it comes to presentation and new PC technology. Longbow i
is still probably the most visually arresting flight simulation around, if not the
most appealing. F-15 is perhaps less graphically ambitious as that title, but
demonstrates a new found maturity in other areas. This is easily the series’
finest hour, with producer Andy Hollis turning in a simulation as accessible
and playable as it is authentic.

From the off, novices are encouraged to wade in with all guns blazing,

a dedicated Casual Play mode utilising simplified (but still challenging) flight
physics, game and combat rules. Mid-air refuelling and even landing can be
dispensed with here, such is the focus on getting beginners up in the air

and keeping them there. A separate manual is even provided to help with
the first steps, giving gamers the opportunity to rack up some air time
before even thinking about opening the far weightier tome that accompanies
the Expert mode. And just in case the idea of the instant flight, multiplayer
or full campaign modes still proves alarming, there’s always a wide range of
tutorial flights to try out.

once out in one of the two theatres of war (either a fictional Iranian
conflict, or one based on Desert Storm), gameplay proves equally smooth.
Those visuals, although glitchy when it comes to portraying ground detail,
are marvellously silky, the high frame rates brought about by the high-spec
requirement giving it a look and responsiveness akin to a dedicated flight
simulator. Electing to simulate a traditional jet like the F-15 also brings its
rewards, with most battles occurring with enemies that are well within
visual range. And, for once, audio has been put to great use, constant radio
chatter making the presence of wingmen that bit more believable.

The ability to play F-15 as both a straight game and a serious simulation
lends it great appeal but, ultimately, it is the near-perfectly implemented
in-flight dynamics that make it one of the best around. The likes of F-22 ADF
may better it in terms of campaign structure (although F-15 does include a
mission editor) and mechanical authenticity, but it's arguable whether it
actually plays quite as well as this, a textbook example - in every sense - of
a good flight simulation.

Edge rating:

Eight out of ten

r: Electronic Arts Developer: In-house Price: £40 Release: Out now
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G.A.S.P! Fighters NEXTream

Is it just some sloppy programming and
cheap game design, or is it a more
fundamental problem with Nintendo’s
hardware that has prevented any of the
ever-increasing band of 64bit fighting
games from coming even remotely close
to the mastery of the genre displayed
on the PlayStation?

Perhaps Nintendo's refusal to
release its development libraries is to
blame, or the design of the N64
controller, or simply the fact that none
of Japan’s ‘Big Five’ developers has
released an Né64 fighting game so far.
Whatever the problem, it certainly
hasn’t dissuaded programmers from
trying, and the standard of 64bit
fighters has been slowly improving.

G.A.S.P! is possibly Konami’s
attempt to reverse that trend.
unconvincingly animated, confusing to
play, and totally lacking in character,
G.A.S.P! has nothing to recommend it
ahead of Fighters Destiny, the current
N64 market leader. A few features, such
as a character editor, are interesting
and the arenas are impressive, but that
doesn’t guarantee playability. The game
can be easily completed using only the
simplest of moves - attempting
anything more complex is a deeply
frustrating process of trial and error.

Edge rating:

Four out of ten

1. N64 Put Konami D¢

In-house

Price: ¥6,800 (£35) Release: Qut now (Japan)

Masters of Teras Kasi

Ignoring for a moment the
astonishingly foolish notion behind
this latest Star Wars title, Edge can't
help but wonder how many more
workmanlike beat ‘em up titles the
PlayStation can sustain. While the
characters featured in Masters of
Teras Kasi possess an impressive
diversity in weapon types and other
special moves, the computer
opponents also fail in the most basic
ways — on easy mode it's often
possible to win a round using just
one regular kick or punch, and
tougher opponents tend to act faster
rather than smarter. Single-player
modes are lacking at the best of
times in beat 'em ups, but this is
ridiculous. And because character
response is sluggish, even two-player
matches never really get going.

The 25fps visuals are a mixed
bag, too. For every moment of
inspiration, such as the AT-AT Walker
stomping past the Endor arena, there
are irritations like the mechanical
animation on all the fighters, the fact
that Princess Leia seems to have
gained a foot in height, and the dull
effects that accompany each hit.

But the nagging horror remains
that the Star Wars license is being
used to front a beat ‘em up. There's
something fundamentally wrong
about having Luke Skywalker,
Chewbacca and Han Solo fighting in
such a desperate manner, and

watching the battles unfold on screen

is laughable rather than rousing. By
the time even Darth Vader has been
roped in as a final boss character,

moving at a speed never displayed on

film, most Star Wars fans will have
given up in disgust.

George Lucas would be spinning
in his grave were he not alive.
Masters of Teras Kasi may just put

him there.
Edge rating:
Four out of ten
t: PlayStation ¢
LucasArts Devs in-house
Pr £40 Rele Out now

Pitfall 3D: Beyond the Jungle

With seemingly every classic title being given a 3D revamp these days, it was
perhaps inevitable that Activision should follow suit and develop a version of
its 1982 Atari 2600 release, pitting Harry Pitfall Jr against evil forces within a
three dimensional world.

Technically, the game is accomplished. The main character could have
done with slightly smoother animation, but everything moves along at a
decent pace and, on some of the more intricate levels, the engine deals with
an impressive amount of polygons without signs of difficulty.

Initially, the platform elements that so characterised the original Pitfall
seem suspiciously absent. The vines are still there for some three
dimensional swinging, and pits must be avoided, but there's a refreshing
lack of platforms. However, don't be fooled too quickly... As early as the
second section, players are already required to engage in long sequences of
platform leaping, and one false move sees them repeat the whole frustrating
process. This is Pitfall 3D's downfall. Activision’s title relies on the endless
repetition of highly similar tasks with changing backgrounds. True, the boss
stages offer a refreshing alternative from the jumping, climbing and
swinging, and some of these opponents are particularly impressive.

Ultimately, Pitfall 3D provides a substantial challenge for players with
either exceptional levels of patience or a high degree of nostalgia.

Edge rating:

Six out of ten

PlayStation Publishe

Activision { In-house e: £4S Rele Out now
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Rampage World Tour

It's almost as if the last ten years never
happened. Despite running on a 64bit
machine and occupying a positively
ludicrous 16 megabyte (128Mbit)
cartridge, Midway's conversion of its
1997 coin-op plays almost exactly the
same as the original arcade cabinet.

controlling one of a choice of three
B-movie monsters, the object of the
game is, as ever, to raze an entire city
to the ground using fists, feet and
teeth. Players must climb buildings,
smash windows to reveal power-ups,
and flatten tower blocks by leaping
around on the top. Civilians swarm
around on the streets below, and can
be eaten, kicked, or squashed, while
attempting to prevent this carnage is
an assortment of policemen, angry
shotgun-toting residents, and army
vehicles. These must also be eaten,
kicked or squashed.

Rampage is lightweight fun and the
three-player mode in this version does
make it slightly more enjoyable. Despite
some large, colourful sprites it looks
dated, though, making painfully little
use of 64bit power, and the feeling
persists that this is a game which
would be far more at home on a retro-
compilation CD, rather than on a costly
N64 cartridge.

Edge rating:

Five out of ten

1000

Format: N64 Publisher: Midway Developer: Saffire
Price: $50 (£35) Release: Out now (US) UK: mid June

Armor Command

Having made a name for himself
working with Tom Holland on the
original X Wing and Tie Fighter projects
for LucasArts, Ed Kilham now puts
the lessons he learned to use in the
fast-growing field of 3D realtime
strategy. The result is an interesting
but flawed attempt to make the most
of a polygon-built world, without
sacrificing the strategic element —
unlike Battlezone, which compromised
in unit construction and remote unit
control for Quake-style action.

To facilitate this, a point-and-click
system is employed in preference to
a direct control method, but with the
remote camera always focusing on
the currently selected vehicle to
maintain an action bias. The constant
viewpoint to-ing and fro-ing when
switching between units can get
confusing, but it does at least make it
possible to get directly involved in
fights — even if the 3D perspective
and scenery are superfluous to the
game's mechanics. An overhead view
does enable players to direct events
Total Annihilation-style, though.

Nevertheless, the construction
and selection of units can get
bewildering, thanks to an overly fussy
keypad-driven menu system. Perhaps
mouse control should have also been
used here. And while the graphics are
crisp, and craft designs inventive,
there's a lack of incidental detail and
an angular ‘my first 3Dfx" quality to
the environments.

The same might be said of the
gameplay. It may be because the
game has been paced to give players
time to work through those menus,
or because of the decision to avoid
direct control, but the action never
really hots up. Armor Command
might be an interesting diversion in
the strategy gaming arena, then, but
it's one that is never quite as
immersive or kinetic as the other
exponents of the genre.

Edge rating:

Six out of ten

PC Publish
. Ronin

Out now

Blasto

SCEA spent a lot of time, effort and resources in promoting Blasto at last
year’s E3 show — so much so that Gex 3D, a far more impressive game, was
relegated to a few tiny monitors where its glorious visuals wouldn‘t
overshadow the internally-developed Sony effort. It comes as little surprise,
then, that Blasto is little match for BMG's less than perfect platformer.

In Blasto, players control an arrogant superhero that has to contend with
aliens that have the irritating habit of materialising in the most awkward
places at the most inconvenient - and consequently predictable — times. The
action consists of little more than firing a variety of unexciting and virtually
indistinguishable weapons at extra terrestrials, whilst solving a series of
‘puzzles’ which usually require operating certain levers so as to open doors
or deactivate the force fields holding the ‘babes’ that need rescuing.

There is, of course, a lot of block pushing, obstacle climbing and platform
jumping, yet the clumsy nature of the controls occasionally turns such
seemingly straightforward hand-to-eye coordination action into a potential
joypad-snapping experience. Visually, the game is unlikely to win players’
hearts either. The PlayStation market has seen the arrival of a multitude of
3D platform titles, with some of them displaying technical achievements far
superior to SCEA's effort, leaving it looking significantly dated. Blasto's
polygonal world looks simplistic, and the settings do little to enliven the
game's overall barren appearance.

Essentially, Blasto may provide light, short-term entertainment for
younger players, but even they should find playing through six environments
full of repetitive, unexciting gameplay, a daunting prospect.

Edge rating:

Five out of ten

Format: PlayStation P 1er: SCEA Developer: In-house Price. $35 (£20) Release: Out now (US)
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Air Boarder 64

The most striking aspect of Human's Air
Boarder 64 is its sheer inventiveness.
The game contains some interesting and
varied 3D environments, modelling its
six levels on ideas from the mundane
(such as a playground featuring ramps,
slides, and a working swing) to the
surreal (a giant house, for example, and
a cave made out of dinosaur bones).

Air Boarder is a game that never fails
to surprise, but unfortunately, other
than admiring the pretty landscapes,
there isn’t actually that much to do. The
object is to pilot a floating hoverboard
around the courses, completing tasks
such as collecting coins and performing
tricks, or just to float around for fun,
exploring and finding secret areas. At
no point in the game does the player
get the opportunity to pit his skills
against a CPU opponent, although there
is a split-screen mode to enable limited
competition against a friend.

The hyper-sensitive controls make it
difficult to enjoy as a Pilotwings-style
‘experience’, and the lack of any
defined objective to the single-player
game means that Air Boarder, for all its
imagination and originality, is a rather
empty and unsatisfying experience. Yet
another disappointing third-party N64
release in a month that Nintendo will
surely be keen to forget...

Edge rating:

Five out of ten

_ 9Tt Y

BACKFLIP'360'
B8 NOSE!
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Format: N64 Publisher: Human Developer: In-house
Price: ¥6,800 (£35) Release: Out now (Japan)

Micro Machines \3

The PlayStation version of
Codemasters' third toy-based racing
game has sold over half a million
copies, but PC owners are
traditionally more resistant to such
simple pleasures. And multiplayer
gaming - the console version’s
trump card - has never been quite
so popular outside of network and
Internet gaming circles. Happily, this
conversion from Toolbox Design
copies every winning element and,
unusually for a PC title, proves to be
as fast, fuss-free and enjoyable.
Even 3D card support is handled
automatically, which leaves players
with a front-end as playful as the
original’s, and gameplay identical in
almost every respect, bar resolution.

Micro Machines v3 is a simple
idea, brilliantly executed. Racing toy
cars over baguette bridges and
under deck chairs proves endlessly
appealing, and the inclusion of
power-ups adds a further slapstick
element, with mines, pincer, and
hammers to collect. And the format
is now depicted using a dynamically
moving camera, the polygon-based
environment providing an essential
lick of paint.

The only real new feature is the
ability to win prize cars. Win a rece
and a camper van, Beetle, or other
miniature hot rod is yours. These
can then be taken for a test drive,
and saved to a floppy disk for
play-offs, with ownership of the
competing vehicles at stake.

But the same old grumbles
remain. Learning the layout of each
course is still essential, for example.
Even so, games this informed on the
secrets of playability and the benefits
of multiplayer competition are in the
minority on any format, and very
rare indeed on the PC.

Edge rating:

Eight out of ten

Codemasters

G Darius

The scrolling shoot ‘em up genre has been hotting up of late on the
PlayStation. First, SquareSoft stirred the embers with its credible Einhdnder,
then Irem poured petrol on the pile with the R-Types compilation that graced
E57's cover. Joining this pyromaniac parade is Taito's G Darius, converted
from last year’s arcade cabinet of the same name, which was a development
of the long running Darius series of games.

Playable by either one or two contenders, G Darius treads the familiar
path of throwing successively more and more enemy craft around the screen
as the game progresses. At times, this practice reveals the title's coin-op
roots, as the only way to progress is by ringing up a large number of credits
and taking hits. However, Taito has included enough neat touches to make
its title a worthwhile experience. By shooting out a ‘Capture Ball’, the player
can wrap a tractor beam around opposing craft and attach them to their own
ship, adding new weaponry in the process. What makes this gameplay
feature so interesting is the variety and detail of these extras, with each of
the many different enemies adding a different weapon.

Graphically, G Darius is more redolent of a Saturn game than a
PlayStation release, with bright, colourful textures, although lighting and
transparency effects are used throughout. The various boss characters who
make an appearance at the end of each stage — G Darius makes no break
with tradition in this respect — are impressive in both design and scale.

Where Einhdnder brought structure and pace to the genre, G Darius
delivers pure chaos, with wave after wave of enemies. The game's
underlying level progression is more ordered, with the player advancing
through a pyramidical pattern, able to take alternative roots in successive
attempts. With a variety of play modes and the aforementioned two-player
option, Taito’s blaster is an extensive but transient title - much like a good
shoot ‘em up should be.

Edge rating:

Seven out of ten
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Format: PlayStation Publisher: SCEI Developer: Taito Price: ¥5,800 (£30) Rel

se: Out now (Japan)
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GT &4

It's a disappointing state of affairs that,
so far, N64 developers seem unable to
produce a car-based racing game to
rival the best the PlayStation has to
offer. And despite being based on the
highly popular Official All Japan Grand
Touring Car Championship series, GT 64
is unlikely to change the situation.

Initial impressions are not good. The
jerky update is insulting for a ‘next
generation’ title, and further frames are
lost in the near-unplayable two-player
mode. Cars race round the tracks in a
fairly unconvincing manner, and CPU
players have a tendency to always come
off better from unrealistic collisions as
well as possessing more power, despite
the fact that occasionally the player is
controlling the exact same car.

Oon the positive side, the analogue
control gives a mostly pleasant driving
experience, and a technically-correct
racing approach must be adopted in
order to win races. Powersliding
vehicles is an enjoyable - if second-
wasting - alternative. Also, no fogging
is used other than as a weather effect,
and the track design allows little
opportunity for pop-up to become
painfully evident.

However, GT 64's main technical
drawbacks blemish what would otherwise
have been an above-average title.

Edge rating:

Five out of ten

Format: Né4 Publisher: Infogrames UK Developer
Imagineer Price: £50 Relesse: June

Total Annihilation:
The Core Contingency

Poor Activision. No sooner does it
release the excellent Rise of the
Shadowland expansion pack for Dark
Reign when GTi reply with this little
beauty. It's like the autumn of 1997
all over again...

The statistics alone are
impressive. As well as a whole new
campaign, The Core Contingency
adds some 75 units, 30 multiplayer
maps and six worlds, as well as giving
gamers the same map and mission
editor that Cavedog used. There's a
whole new game struggling to get out.

What's particularly heartening is
that Cavedog has largely created
whole new classes of units or evolved
existing ones, rather than just welding
two existing units together to create
some unlikely hybrid. New classes
include hovercraft, amphibious Kbots,
snipers, spies and some lovely
seaplanes, which can lurk en masse
underwater until rising out on the
player's command. Other standouts
include the Arm’s four-Bertha strong
Vulcan cannon, which requires nine
fusion reactors to operate at peak
efficiency, and the Krogoth — an
almost unstoppable (and impossibly
expensive) Kbot. The pack also
rounds up all the free units Cavedog
has provided via the Internet.

TA's critics argue that it must be
impossible to playtest so many units
effectively, but that's to miss the
point. Where other games' units are
devised with the employment of a
simple paper-scissors-stone
methodology, TA hurls entire
stationary cupboards at the gamer.
Long may it reign.

Edge rating:

Eight out of ten
Format: PC er: GTi D >
Cavedog Price . Qut now

Gran Turismo

The PAL version of Gran Turismo could have been a disaster. When Edge
first heard rumours that the US version of Sony’s supreme driving experience
would be sped up, and cars allowed to jump at the slightest bump on the
road surface, the worst was feared. After all, Gran Turismo’s essence rests
in the way the developer has masterfully fused previously unseen levels of
realism with superb playability. Any tinkering with the game’s dynamics and
that delicate balance would be severely disturbed.

Still, having recognised the need to appease the increasing number of
players fuelled on the artificially-augmented pace of Ridge Racer et al, Sony
has duly tweaked the arcade mode. Sadly, cars now run at an exaggerated
velocity, and all four wheels leave the ground at certain points on some of
the tracks. As a result, the arcade replay mode has been robbed of its
authenticity, and is no longer compulsive viewing.

However, most racing fanatics will only be interested in the GT option
and here things have thankfully remained untouched. This is the game’s
saving grace. The game runs at the same speed as its Japanese counterpart,
and contains all of the elements that made playing the latter such an
amazingly enjoyable and addictive experience. One bonus is the fact that all
of the tuning-up and car information is now in English and proves fascinating
reading as well as an indication of the staggering amount of detail the
developers have crammed into this title.

Other differences from the NTSC version include a not insignificant
amount of letterboxing, new chase-cam view and, although the music has
been (marginally) improved, the overall blend of multiple western artists
somehow doesn’t gel as well as the collection of - admittedly painful -
Japanese tracks.

Despite all of the changes, then, Gran Turismo’s core has been left
undisturbed and, as such, represents a thoroughly essential racing
experience for any PAL PlayStation owner.

Edge rating:

Ten out of ten

se: Out

- Polyphony Digital Price: £45 Re

now
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DYNAMITE DEKA 2

AM1 UPGRADES TO MODEL 2 POWER FOR SEGA'S DIE HARD SEQUEL

Developer: Sega (AM1) eleased in 1996 on Sega's ST-V board,
Release: Out now E and developed by the company's AM 1
team, the first Dynamite Deka coin-op was well
received domestically. But once it had crossed
the Pacific and reached US soll, it proved to be
an even bigger commercial success. In the States

it was known as Die Hard and featured a
character reminiscent of that film’s protagonist.

Dispensing with the Hollywood license this
time around, the game will be released
internationally under its Japanese moniker, as
well as being the first title developed by AM1 in
conjunction with Sega US staff. Several aspects
of the game have changed in this version, but
the most significant alteration has been in the
quality of the graphics. Model 2-generated
visuals now mean better-defined characters,
including the three selectable at the start.

The action takes place on different areas of
the luxurious Bermuda ocean liner, and players
can expect to choose to fight their way through
one of three missions while paying visits to the
kitchen, bathrooms, the bridge, machine rooms
and the bar. Amusingly, and conveniently, it's
possible to use almost any of the objects lying
around as potential enemy-dispatching devices.
Expect to see plenty of chairs, tables, vending
machines and even toilets flying around to usual
effect in the rooms.

Of course, more conventional weapons such
as pistols, machine guns and a missile launcher

Origin: Japan

Graphically, Dynamite Deka 2 is a vast improvement over its predecessor,
and a few gameplay tweaks should see it fare better in the arcades, too

are still available, and can be found dotted
around the different areas.

Special attacks and signature moves are
included and the fighting now occurs from any
angle, rather than the horizontal restrictions of
the original game. The result is a highly playable,
action-laden coin-op which, unlike many-of its
current technologically-superior arcade
cousins, is a lot of fun. E

Virtually all of the objects found within the iame's settings are interactive and can therefore be used as rather effective
’ weapons (main). Rather than the restrictive horizontal nature of the original’s fights, attacking is now a more 3D affair
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SIREET FIGHTER EX 2

CAPCOM RETURNS WITH ANOTHER POLYGON-INFUSED ADDITION TO ITS POPULAR SERIES

Developer: Capcom (Arika) . m eveloped by Arika (the team composed
Release: Out now of former Capcom and Square
Origin: Japan members), Street Fighter EX 2 takes the

developer's previous effort a step further
although still employs PlayStation-based
hardware, assuring a future conversion. As is
usually the case for sequels; rather than simplify
the gameplay. to try and gain a wider audience,
Arika has produced a beat ‘em up very much
targeted at dedicated Street Fighter players.
The controls and general screen display
have, therefore, remained essentially the same,
and players choose one of 14 contestants
hoping to make it through the game's eight
stages. In addition to regular moves, low attacks
and throwing techniques, a new system of
complex ‘Special Attacks', ‘Secret Techniques',
and 'Super Combos' incorporating ‘cancel’ or
‘break’ options have also been implemented.
One of the title’s more spectacular moves is
throwing an opponent ‘towards’ the monitor
screen, resulting in a broken camera lens effect.
The overall quality and extravagant nature of
the game's highly colourful new combos are

Street Fighter EX 2 sees the
return of the green-skinned
Blanka, the much-loved,
Brazilian wild child who first
appeared in the original SF

The visual effects that reminiscent of Japanese anime action sequences,
accompany attacks are and fit in with the Street Fighter series admirably.
possibly SFEX2’s most In Japan, land of the beat ‘em ups; Arika’s

impressive overhaul 2 » =
latest instalment of these particular EX files is

easily one of the most popular choices |
among fighting fans. E

For special moves, the camera angle
alters resulting in a more dramatic view

e 3N

The special moves have been vastly improved and are now even more visually impressive than the game’s predecessor.
The characters have also benefited from a higher polygon count, resulting in a slightly smoother and less angular look
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~ SNK RE-ENTERS THE HAC]:NG ARENA'WITH ITS LATEST HYPER NEO-GEO-POWERED RELEASE

Developer: SNK - A fter last year's disappointing Road's Edge
Release: TBA (aka Round Trip), the company’s first
Origin: Japan = racing title on the Hyper Neo Geo 64 arcade

board, SNK is hoping to get things right second
time around. Xtreme Rally follows on the same : : CHIC SELECT e B seeeov xx.
conceptual tracks as its predecessor and, as Bl o 4 B = ‘
such, mixes off-road racing with a variety of short ErEEE TR R
cuts and jumps, but promises new. tracks and - TeFAL 2'32™ 3_
improved gameplay. saf e i 20000
‘Battle’ is the first of three modes and allows - '3eM3
four cabinets to be linked together with a quartet -
of players engaging in four-wheel-drive-related
* antics. ‘Trial’ mode requires a particular circuit to
be completed within»a given timelimit while, :
with its three difficulty levels, the ‘Championship’
" “mode represents the main game."
Each of the levels is based on a real country,

The inspiration behind so expect to see beginners racing through Hong
the game’s vehicles Kong's congested night-time traffic, before
?::rf:v'll::eflﬂ.r?vree::o dels tackling the Brazilian jungle and, finally,

attempting to navigate through the narrow and
labyrinthine streets of a generic Italian city.

Eight vehicles, inspired from real-life models,
will feature along with two selectable views.
Provided that SNK has. addressed the problems
of its first racing attempt, Xireme Rally could
prove to be an enjoyable experience . ‘
behind the wheel. - 3 E

SNK's previous attempt at a racing game failed, mainly due to poor
playability. With Xtreme Rally, the company hopes to redress this fault

The visuals, particularly the backgrounds,
are one of the game’s strongest aspects,
boasting an impressive amount of detail for
each level’s varied environment settings




After a great 1997 when we released three games to a¢claiin, ,Frlten ¢
Studios is expanding again. As usual we are looking fofithe; best i "%\*'; P
the business. In return, we offer a great working envifonmdat, exciti ‘°o {
projects and excellent packages. e |

3D Artists

If you’ve got talent, a great portfolio and you’re a team _
player then get in touch. a‘ﬂo‘

 Games Programmers

Loads of C, loads of 3D and experience writing for games.
Only the best need apply!

* R&D Software Engineers

Research and develop the next generation of 3D technologies! DATASCOPE

You must have an in depth knowledge of 3D graphics programming

and have a strong software engineering background. Obviously, To apply please send your CV to Julien Hofer at
youw’ve got to be brilliant as well! 104 Great Portland Street, London W1N 5PE

Tel: 0171-580 6018 Fax: 0171-580 6068
E-mail info@datascope.co.uk

Name, Rank and WE NEED YOL!
Serial Number?

" M
Are you tired of feeling like you're just another name on -
a database? Are you being offered interviews at

companies you've never heard of, in locations you’d
need a degree in geography to find?

If you are, we can provide a solution. At Pelican
Consultants we take the time to find out about you as an
individual. We have an extensive database of exciting
opportunities all over the world. Your CV can tell us
what you can do, but wouldn’t you rather deal with an
agent that knows what you want to do?

For more information, please contact us:

Pelican Consultants International Ltd,
104-106 High Street, Harrow-on-the-Hill,
Middlesex. HA1 3LP. :
TEL: (+44) 181 423 3400 Fax: (+44) 181 423 1117 INTELLIGENT GAMES ARE LOOKING FOR TALENTED INDIVIDUALS TO JOIN

E-mail: online@pelican-consultants.co.uk RO DOR BA LRI04 CAMES STUDIO- IF YO LLARES <
- A PROGRAMMER WITH ¢/¢++, PSX OR 95/NT (DIRECTX AN ADVANTAGE),
http://www.pelican-consultants.com AND GRAPHICS EXPERIENCE.

AN ARTIST, PREFERABLY WITH 1-2 YEARS INDUSTRY EXPERIENCE,
WITH GOOD GRAPHICS AND DRAWING SKILLS.
PHOTOSHOP AND 3D$ MAX BENEFICIAL.

]
e IC; | [ l <+ THEN WE WOLILD LIKE TO HEAR FROM YOLI.
ANN FOSTER u G

INTELLIGENT GAMES, KILN HOLUISE

Cr@NES T oA NS 210 NEW KINGS ROAD

LONDON W6 4NZ www.igl.co.uk




I-Design is an award winning programming and design company hased
inFife, Scotland. We are looking for the following people to expand
our games development team:

Experienced in Visual C++ and Direct 3D

Creative with experience in 3D packages,
preferably 30S or MAX

Tel: 0181 541 5455
Fax: 0181 549 8034

Q) Kamttment
ata

Seriously Addicted to Games?

WE HAVE A CAREER FOR YOU!

We have requirements in the UK for the following skills:

Experienced PlayStation Programmers  C, C++ & Assembler Programmers
3D Artists * 3D Programmers * Web Designers « HTML Authors

If you can cope with being driven by your work then please send your CV to:

PHIL GLEN

Data Recruitment Ltd
Data House, 34 Market Place, Kingston, Surrey KT1 1JH

email: alancorb@datarecruit.com web: http://www.datarecruit.com

ARBOUR

APPOINTMENTS LTD

ASK YOURSELF, “ARE YOU HAPPY?”...
..“YES” - WE’LL MAKE YOU EVEN HAPPIER!

..“NO” - WE’LL DO SOMETHING ABOUT IT!

WE ARE LOOKING FOR PROGRAMMERS WITH STRONG C/C++ SKILLS,
AS WELL AS PEOPLE WITH EXCELLENT ASSEMBLER EXPERIENCE.
CV’S FROM GRADUATES WITH RELEVANT DEGREES ARE ALSO WELCOME.

VISIT OUR WEB PAGE:
http://www.arbour.co.uk

E-MAIL YOUR CV TO:
jobs@arbour.co.uk

ARBOUR APPOINTMENTS LTD.,
THE GRANARY,

HIGH STREET,
WOMBOURNE,
WOLVERHAMPTON,
WEST MIDLANDS,

WV5 9DN.
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Games People

Programmers and Engineers
Games Programmers Milton Keynes; £Neg

This company builds graphics for many different games companies. The projects vary from
chess to broadcast graphics. Games programmers with some indusry experience are
required to work on a variety of games. Ref: 303.

Lead Games Programmer Surrey; £High
Wonderful 3D games is what our client is about. They use their technology o produce mind
boggling 3D graphics for PC and PS-X. They pay well and are a division of a blue chip
multinational. 3D skills and C and games experience please together with team leadership
experience. Ref: 276.

S$/W Engineer - R&D Group Ref: 95. Guildford; £20-35k
Lead 3D Engine Programmers South and Midlands; £35k

A sfartup venture aiming fo produce a game which appeals to the female market. It really is
an innovative idea. It will have a strong musical content. We seek strong maths and C skills.
Ref: 334.

PC Programmer West End of London; £Please telephone
A medium sized developer based in a cool area of London's West End. Their employees are

bright, well motivated and have fun. We seek Win95 with extensive C experience. Also want
specialisation in 3D graphics, or n/w comms or user interface. Ref: 319.

PlayStation Programmer Central London; £High
New start up co. Two fitles - an arcade adventure and a racing game. Action packed games
need action packed programmers with PS-X and C talent. Ref: 314. ”

Central London; £30-32k

3D Engine Programmers Cheshire; £Neg
A well established company which produced one of the best selling futuristic fighting games
of all time. They now have more excitement planned. Young candidates with a strong maths

background and good 3D C/C++ are required here. Ref: 296.
Games Programmers (five positions) Liverpool; £Open

A small company based in an up and coming location. More details to follow. We seek Visual C
and Open GL or/and Dir 3D if possible. We also seek a keen interest in games. Ref: 338.

Senior Programmer North; £40k
Part of a public company, creating a premier product in the North West. We seek a senior
programmer with one or two big published games behind him/her. Salary is negofiable for the
right person. Ref: 340.

TV Programmer Ref: 315.

Star Programmers North East; £30-40k
US owned with a reputation for groovy games. We are now gearing up for the quest of finding
some fop notch programmers. You must have published games under your belt. Ref: 327.

Network Programmer Telford; £Neg
This company is working on a brilliantly innovative method of ransferring PC games to Arcade
format. A programmer with network experience is required to work on an exciting "Tournament
play" system. Ref: 329.

PlayStation Team Oxfordshire; £High, one-off contract rates

A long established company specialising in strategy and historical war games. They also do

sports games. They have had many hits and along with a few other "Britsoft" developers have a

world-wide reputation. Studios in London, Oxfordshire and North East. High level conversion of a

Eolif gcrfneés\/(\)le seek a small team with C, and PS-X experience with at least one PSX game under
elt. Ref: 330.

N6&4 Programmer Ref: 344, North Midlands; circa £30-35k

Games Programmer Canada; $Can 60-80k
Another Canadian based development house. There can be no country more beautiful or offering
a better lifestyle. Triple A experience please. We offer wonderful rewards. Ref: 316.

The above is a selection, for more information visit our Web site:

www.datascope.co.uk/datascope/
~ Programmers £16-45k

 Artist £10-40k

~ Executive and Management fo £100k

Artists

Real-Time 3D Modeller Surrey; £Good with benefits
They are now independent. They like well qualified, bright graduates. Located in a beautiful
part of Surrey. We need 3D modelling skills for a PC flight sim game. The work is real-fime
modelling. 3D Studio skills. Ref: 325.

3D Artist South Hampshire; £16-19k
Developers and publishers of PC and Mac CD-Rom games. Titles include the Lawnmower
Man PC CD-Rom. Worldwide staff of 50 people. We seek texturing and modelling skills.
Industry experience is not a pre-requisite. Ref: 328.

Lead Artist (twe) Ref: 335. South or Midlands; £35k
3D Studio Covent Garden; £27-28k+
This wonderfully centrally located company is producing a big new PC CD Rom game.

A division of a major worldwide television news and media group. It has two hit games
behind it. A 3D Studio Max specialist with a good creative talent. The role is fo create worlds
and background textures. Ref: 310.

West End of London; £Please telephone
Junior Artist North East; £15k

A well run company, small and enthusiastic. 3D Studio Max required for 3D adventure war
game. Ref: 349.

Graphic Artist Ref: 320.

2D Trainee Artist Liverpool; £Neg
This is the company that created the record-breaking Formula 1 game. We seek young

2D fine art talent of any type. This is an excellent opportunity to join an exciting project.

Ref: 337.

Softimage Artists Ref: 331. Oxfordshire and Teeside; £AHractive

Management & Games Design
Development Manager Dublin; £35k

Part of a large US owned games publisher and manufacturer, based in Dublin. To take
responsibility for in-house development across multiple environments, assessing new
technologies and building relationships with US development. Ref: 345.

Manager Liverpool; £Neg
This is the company that created the record-breaking Formula 1 game. To project manage
state of the art games and also control the ongoing design process. Ref: 336.

Producer Ref: 236. Surrey; £30k

Games Designers Ref: 197. Surrey; £0pen

Contact Julien Hofer in complete confidence at:

DATASCOPE

Datascope Recruitment
104 Great Portland Street
London W1N 5PE

Tel 01715806018
0171 580 6068

E-mail: info@datascope.co.uk

Fax




1ers - Graduates and experienced PC or
Playstation pmgrammers required to work on a variety of projects.

- Photoshop & 3DStudio Max artists. Recent Art graduates &
experienced games artists.

roducer - We're looking for an experienced Producer,
or an ex-playstation programmer who's had enough of
programming to co-ordinate our internal PC teams with external
Playstation conversion teams. Thorough technical knowledge,
creativity, and tact required.

P ager - Experienced Product manager with the
skills and motivation to turn 90%- review scores into No. 1
chart positions. The Product Manager will work closely with
the Producer and development teams and will be responsible
for all aspects of Studio Marketing.

er - Interested in running a business ,‘\gﬂ
selling motion capture studio time to other developers? Our @5‘
motion capture rig is idle between shoots for our own @“
products. Mation capture experience and self-motivation ~ §
essential for this open ended role. |

CA was founded in 1987 and develops high quality
sports and original products for Electronic Arts:
We are run by games programmers and live to create

great games. A, te :
send CVs to: L REAT’ VE i

Mike Simpson

Creative Assembly

Weald House

Southwater Business Park
Worthing Road, Southwater
West Sussex, RH13 7HE

In addition to excellent salaries, we offer milestone bonuses and profit
related bonuses. We also offer a fun and creative working environment.

address CV's and supporting material to Mr. Fube,
& quote reference # EM09

Fube Industyies 1.

32 Berrymede Road, Chiswick, London W4 5JD
oremail : mrfube@fube.com No Agencies

Funki People, Funki Games, Funki nell!

SEGA EUROPE

are looking for a number of positions to expand their Produ velopment team in West London

|[SOFTWARE SUPPORT ENGINEER]

An opportunity to work in the technical department of Product Development
within Sega Europe. Applicants must be skilled in C and assembler, preferably
hold an HND or Degree in a Computer Science related field and have experience
in 3D.

PRODUCER (ref:pdo2)

A great opportunity to work on future software titles with some of the best develop
teams. Experience as a producer or assistant producer is essential and speciali
sports software are particularly encouraged to apply.

JUNIOR THIRD PARTY ACCOUNT EXECUTIVE|  (ref:pdo3)

An ideal entry into the video games industry. A role which will expand with time as you
deal with Sega’s Third Party publishers as well as developers. Candidates should be
good communicators, well organised, have a keen interest in video games, be able to
appreciate business issues and preferably have a degree or similar qualification. Salaries dependent on ability and experience.

If you believe you possess the necessary skills
and qualities to be part of the Sega Europe

(ref:pdo1)

Colm Carter
Sega Europe Ltd. 266-270 Gunnersbury Avenue
. don W4 5QB




Climax is one of the world's largest independent
games development studios. We work with the best publishers
in the world across all formats. Our back catalogue includes versions
of Diablo, Warcraft Il, FIFA '98 and SF Rush and our line up for this year is
even more impressive, with technology and content that will redefine our industry.

To help keep us at the top we are looking for exceptional individuals who are both

passionate about games and have the skills to turn their vision into reality. f\)\
~\ X
W)
S ]
What we want.... o

Lead Programmers:

- Previous experience as a team
lead working on top 10 products.

- God-like knowledge of 3D and
excellent organisational skills.

Game Programmers:

+ Minimum of 2 years industry experience,
preferably with 2 or more published products.

- Must be fluent in C/C+ + on either PC or
next-gen console. Relevant assembler
experience an advantage.

Trainee / Tool Programmers:

- Recent graduates (2.1 or better) in
Computer Science, Physics or Maths.

- Must be fluent in C/C+ + and able to
supply a demo.*.

* No demo, no interview.

What We Offer...

Lead Artists:

- Lead on 2 + published titles, animation,
low and high poly modelling, texturing
experience (e.g. 3DS, Softlmage, Alias).

+ Photoshop knowledge essential.

- Understanding of programming a plus.

Artists:

- 1 or more published titles, animation, low
and high poly modelling, texturing experience
(e.g. 3DS, Softlmage, Alias).

- Photoshop knowledge essential, traditional
drawing skills a plus.

+ Must submit a demo 7 showreel.*

Trainee Artists:

- Exceptional pencil and paper skills

+ Experience using relevant 2D or 3D
packages (Photoshop, DPaint, 3DS)
an advantage.

+ Must submit a demo / showreel. *

Does This Sound
Like You...?

+ An excellent remuneration package for the right people.

+ The opportunity to take control of your career and realise
your full potential.

+ The chance to be involved in making some of the biggest
and best games of 1998 and beyond...

Then contact:
Climax Europe
North Park Studios
Wickham, Fareham,
Hampshire, PO17 5LE

Tel: +44 (0)1329 835000 Ext.150
Fax: +44 (0)1329 835001
Email: personnel@climax.co.uk

-~ personnel@climax.co.uk
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Wanted: High Performance Staff

Codemasters - Voted the no.l publisher for highest average review score in 1997 by PlayStation Plus

If you want to work on exceptional games...

TOCA Touring Car Championship ) Jonah Lomu Rughy
“Best racing game on the PlayStation” - Edge Magazine "The best rughy game I've ever come across" - PlayStation Pro
Micro Machines V3 Sampras Extreme Tennis
“Probably the best multi-player racing game to date” - PlayStation Pro "Every aspect of the game is polished until it shines" - PlayStation Plus

...Then what are you waiting for?

© 1996, 1997 & 1998 The Codemasters Software Company Limited and Codemasters Limited. All Rights Reserved.



We want excellent personnel to join us at our Warwickshire and West London sites.

Producers:
» Proven excellent team and project skills preferably within the games
industry for both internal and external products.

Game and Tool Programmers:
¢ Strong C and 3D programming, Direct X or console experience
or: Recent graduate (2.1 or better) in Computer Science, Physics or Maths

Graphic Artists:
e 2D and 3D experience in 3D Max, SoftImage
or: Recent graduate (2.1 or better) in Graphic Art degree or similar
QA Technicians:
« To actively test products developed by the company and assist in Customer
Services, you should have excellent communication skills, Windows ‘95
expertise, attention to detail, and 5 GCSE passes including Maths and English

If you think you fit the bill...

Send your CV with showreel, disk or other work examples to:

Heather Chipperfield, Codemasters, P.O. Box 6, Leamington Spa, Warwickshire, CV32 0SH, UK.

Tel: 01926 814132 Fax: 01926 817595  e-mail: heatherc@codemasters.com

In addition:

Website Manager (Warwickshire):
« Experienced website developer with HTML, JAVA and CGI skills
together with excellent graphic design ability.

DTP Designer (Warwickshire):
= To produce printed materials. At least 3 years reprographic experience.
Proficient at Quark Xpress, Illustrator and Photoshop. Marker visual
and concept skills, a portfolio demonstrating innovative typographical
and graphic designs.

(Codemasters (%, )

www.codemasters.com
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Founded in 1989, Aardvark Swift is the longest established games consultancy around. Over the years we’ve gm'ned a comprel

ive ki

,
ige and

understanding of the market and an extensive network of industry contacts and clients which is second to none.
Many well known clients use our services exclusively, and the bottom line is that if we don’t have your details on file you simply cannot be considered
Jor these opportunities - many of which are never advertised

Programmers

280 Assembler Programmers Any die hard old school quys out there?
Your time has come around again coz your skills are right back in demand!
Three separate companies need 280 for colour gameboy products. Apply now

or forever hold your .... Spectrums

C, C++ Programmer Small highly innovative well funded developer urgently need
experienced or well qualified (PhD or first class honours degree) graduate for PC
adventure game. Founding Directors have very impressive history

£25-30k (South West)
Programmers (x4) Well established (1981), Smart products/peripherals producer.

Huge overseas export demand. Versatile good all rounders sought. C, C++ and
assembler ideal for new PC version of popular product. Games background preferred
£25-32k (West Midlands)

Programmers Innovative developer with huge No. 1 smash hit, require talented
people o produce sequel. Rapidly expanding company. Relaxed yet professional
£15-16k (newly qualified graduates)
£20-25k (experienced) (Isle of Wight)

C++ Programmer Medium sized company with famous Alizn/Strategy product require
exoerienced coder with internet programming skills. Degree beneficial. Chart topping
products ensure this company’s rightful place in the developer hall of fame.

£25-30k + royalties (London)

NG64 Programmers Requirements at 5 different companies. 3 South, 1 North and 1in

the USA Phone for further details

Junior Programmers (x3) Keen and enthusiastic ‘98 graduates sought by well
established PC Sim/Internet company. Rapid in-house 3D engine technology.

£14k + bonuses (North West)
..ENeg

Network Programmer Varied role. Online multiplayer games, 3D graphics, Windows,

YOUng COMPANY ....cooverrerreeereree

Freelance PlayStation Programmers Urgent ...

motion capture and video compression work. C++, HTML ideal. World class developer
£20-25k (London)

C, C++ Windows ‘95 Programmer 3D action sirategy game. Well funded new
company formation. Be there at the outsetl................ £20-25k + bonuses (Chester)
C Programmers Original platiormer and famous 3D PC shoot em up conversion.

Castal location £18-22k + bonuses (North West)

N64 Programmer Experienced console programmer (not necessarily Nintendo)
urgently required for highly regarded soccer game.

£Neg + large royalties (South East)

PlayStation Programmer Hands on technical role and opoortunity to develop
managerial skills by assisting new graduate programmers in their career development.

Leading edge 3D product with unique in house technology......... £25-30k + benefits

C, C++, Windows ‘95, DirectX Programmers Lots of opportunities
£25-35k (Nationwide)

C Programmers Two enthusiastic graduates sought for F1 driving product for PC and

PSX £18-22k (London)
Artists

Softimage Artists/Animators Medium sized company working on four original
projects, including a 3D Space racing Game............ccermwccne £20-30k (London)

Character Animator Small family atmosphere company with big company benefits -
the best of both worlds! Politics free environment, with open honest management
culture. Organisation will shortly be announcing the acquisition of a large prestigious
licence. Creative, autonomous role in friendly working environment

up to £30k (Midlands)

Freelance Artist Home based or in house - the choice is yours. 30 modelling and

animation skills in 3DS Max essential.. £Neg

Animators with 3DS Three northern and 1 southern based company urgently need
3D animators for in house character based work. All well established - take your pick!
Realtime Low Polygon Modellers Mainly character work for well established
outfit with strong historic relationship with Nintendo.

3DS Max preferred £18-26k (London)

Senior Artist Lead new team of artists. Softimage/3DS, Low Polygon, anim and FMV
skills beneficial. Good working environment and atmosphere

£24-28k + royalties (Oxfordshire)

Lightwave 3D Modellers & Animators Develo Edutainment CD-ROM titles for
children for one of the UK’ largest bespoke CBT companies. Also in house VR &

character animation work available £14-18k (North)

Animator 3DS/Nichimen environment. Work in prestigicus UK office of large Americen

company. £20-25k (London)

Graphic Artists (x2) 3D Studio modelling, Haunted House arcade type product for

PlayStation. £16-20k (North)

PlayStation Artist 3DS Max, Low Polygon. Racing project. Good all rounder.
Friendly, small team working environment..................] £20-24k + bonuses (South)
Lightwave Artists Games, TV and FMV work.......................£18-28k (Scotland)
Senior Artist/Director Hands on, creative role on Lucasarts style product. Stable

£25-32k (North)

company. Beautiful location.

Management

External Producer/Senior Programmer Experienced technical project manager or
PlayStation programmer with desire to move into production needed by expanding
company with diverse product portfolio, including strategy and sport sims. Primarily
UK based role. Part of highly successful international leisure group

£Neg + car (South - not London)

Lead PC & PlayStation Programmers Games and educational

company with impressive 3D care proprietary technology need Visual C++, DirectX,

and PSX skills urgently. Licensed motorcross and space exploration products.
£25-35k (Surrey)

Senior PC/PlayStation Programmer Know about code optimisation? Top class
developer with recent no 1 product in every country released. Modern, purpose built

open plan £25-35k + bonuses

Graduate Programmers PC & PlayStation Development Studio seek enthusiastic
talented programmers with C/C++ looking for first break. Company renowned for its

stunning 3D graphics and special effects.............ocrrrcrrcnnn.. £16-18K (Surrey)

Technical Project Manager Leading software and multimedia company with offices
in Europe, Japan and USA. Manage team of software, audio engineers and artists, client
liaison and techniCal PrOCESSES ........ccvcmmuimvesssssvsmnssssnnend £25-30k (North)
Internal Producer Two leading companies North of the border need management

experience to co-ordinate and schedule young development teams. Great locations and

lifestyle £25-28K (Scotland)

Internet Project Manager UK & overseas travel. Oversee development process.
Relaxed environment. On ling service provider background ideal

£25-28k + benefits (London)

QA Manager Major global interactive force. Absolute passion for games needed. Hot
£Neg (South)
Project Manager Team player wanted with scheduling experience. PJM tools and

£30-35k + excellent benefits (South East)
Producer One of the largest developers in Europe. Team leadership/strong PJM skills

new releases lined up for ‘98

time management useful...................

required. Top class working environment

.......................................... £25-35k + benefits + location package (South)
Head Producer Highly successful developer/publisher. Oversee 5 producers. Excallent
career move. Forget the smog. Relocation package.

............................................ £32-35k + bonuses, pension, etc (Yorkshire)
External Producer Proven 3rd party record and good contacts needed for UK and
£30-35k (South)
Assistant Producer Liaise with America, Japan, 3rd parties. Source and acquire

Europe. Part of USA group

software titles. Well known company .... ....£16-20k (London)

Lead Game/Concept Designer Minimum one published product. Company

diversifying into other profitable sectors. Creative management role

£22-28k + benefits (Midlands)

Overseas
NEWS FLASH
We have made arrangements for an American developer to fly to the UK at the end of the
month (May) to meet experienced games people. Anyone interested in working with a
successful games company in California should contact us at their earliest opportunity.
Weekend meglings can be arranged.
Programmers/Artists (USA) Well respected West Coast developer always in the
market for ‘good Brits' to join team in sunny California. Company work for major
publishers, are British owned and are just 7 miles from the beach.

.$65-80k + royalties, medical and legal fees (USA)
..EWow! (Sydney)
3D Modellers/Animators(x5) Wanna be big down under (don't we all? £d.)? Rare

PlayStation Programmer Arcade game. ..................

opportunity to sample the many delights of OZ. 3DS experience needed.
ENeg (Australia)

Other

Games Designers (x3) Just like buses. Nothing for a while then 3 all at the same
time and at the same company. Sworn to secrecy on the product but it a very popular
genre. Great people. Just the types you'd want to spend your evenings with.

£17-25k + bonuses (North)

Technical/User Support New role. New product. User friendly interactive 3D content
development nllallorm. Play the game as you create it with this powerful production tool
£Neg (Paris)

General Manager, Programmers East Coast USA games company urgently require
experienced staff for new UK office. Well established company with successful product
portfolio. Option to work in States on temporary or full time basis. 18-20 vacancies

Exclusive to ourselves (Manchester/Leeds)

Games Designers Dedicated gamers with knowledge of games mechanics across
(North & South)
Musician Not too many vacancies around at the moment. Apply now. Applications
....{Midlands)
Project Team Rare opportunity {o obtain finance and put ideas into practice with

many genres required. Several nationwice

‘must have at least one published title. Inmediate start ..........

current colleagues. Complete development team with track record required. Our client

will help you establish, locate suitable local premises e(c ....................(Anywhere)

As: Opportunities in the USA, CANADA, AUSTRALIA, and for 1998 graduates.

More vacancies at www.ardswift.co.uk

Why not utilise our experience and contacts. It's often who you know that counts, so make friends with an Aardvark today!
Register by sending a CV (& examples where possible) to:
Aardvark Swift Consulting Ltd, Silicon House, Farfield Park, Wath upon Dearne, Rotherham, South Yorkshire S63 7DB
Tel: (01709) 876877 Fax: (01709) 760134 Email: SLD @ardswift.demon.co.uk

Please indicate locational preferences and salary guidelines. All enquiries and applications treated in the strictest confidence.
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Visual Effects &

Character Animators

required for games,

film & television

DigiMania Limited
Hamilton House

Phoenix Crescent
Strathclyde Business Park
Bellshill ML4 3N]J
United Kingdom

Credits Include:
Deathtrap Dungeon: Eidos Interactive

Tel: +44 (0)1698 50 33 00
Fax: +44 (0)1698 50 33 99
e-mail: mike@digital-animations.com
McLaren Fl: McLaren DigiMania Limited is a member of Digital Animations Group www.digital-animations.com

Seige: Telstar Electronic Studios

Silver Surfer: Marvel Characters Inc.
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C/C++ Programmers (Wit
2D Bitmap Attists (D 1
3D Arlists/AR (3DS/Max)
Experience is preferred, butéwt%lem is recognised

-~

Call 01926311284
or visit: wwwiintsstudios. demon co uk

&

o

Write fo us at:
Interactive Studios, P.O.Box 186, Leamington Spa,
Warks. CV324YL. Direct applications preferred.

The Nex! Generation in Real-Time 3D Strategy War Games.

Bored..

...with dull Agency adverts which promise a dull future? All that old clichéd
nonsense like 'We've been
than you do'.

Interested..
...in an Agency that talks your language? Straight talking JOBS language.

The break you've dreamed of..

...Zodiac Pursuit.

und since before the Ark' & 'We know more people

At Zodiac, we specialise in finding the jobs that correspond with Y

And yes..

...we've been around for years and speak to most publishers and development
teams, throughout the UK. We also have an International and European Division.

But hey..

...we don't have to profess about how good we are, we'll prove it.
It won't even cost you anything!

Jobs..

...well, here's an indication of current national requirements:

Programmers, Lead Programmers, 3D Gurus, Team Leaders, Internet Developers,
Graduates, N64, PlayStation, Win95, Saturn, C/C++, Al, DirectX/3D.

Artist - 3DS Max, Lightwave, Photoshop, DPaint, Alias, Softimage.

Reward..
...£16-50k (UK), $55-100k+ (US), but on some £NAME YOUR PRICE!
Plus the chance to work on some of the best products ever created.

Confidential..

...we are, so send your CV to: Marie Harris at Zodiac Pursuit, Raines House,
9 Edgerton Court, Tadcaster, LS24 9NZ. Tel: 01937 835700 Fax: 01937 531986
e-mail: marie@zodiac1.demon.co.uk

Smart Move!

requirements.

Ask not what the game industry can do for you
but what you can do for the game industry
KRS will tell you, Oh yes we will

not, to 1

sed or no lacement. We tal
ESTABLISHED T0O SERVE GAME LOVERS

Programmers with at least 5 years plus game programming with game credits are wanted | g
for lead and senior positions on state of the art projects. PSX/N64 and PC. Salary from £30K
to £35K+ bonus and profit shares. Mention preferred location

PlayStation

3D artists wanted with at least 12 months plus game industry experience or one game credit or better,
Must have extensive low and high modelling and animating techniques like characters and environments.
Salary £18K to £30K-+

PC/MMX mmers (Win95/NT/DirectX/3D)
Our clients are seeking programmers with at least 12 months game programming or one game credit or
better. Extensive knowledge in C, C++, DirectX, 3DFX etc. Salary starts from 518K to £35K+

Name your |)I'i(,'0 Mention preferred location

Nintendo Programmers Wanted

Name your |)rl(,P Mention preferred lnr ation.

1f you are a team of programmers, artists etc, and would like to continue to work together and make
serious money, then talk to us. We have projects for in-house and external PC/PSX games. All teams must
have excellent track records. Deal includes pmm shares and excellent pay

ners Game industry only
Game industry only
5¢/MSc/PhD
5 Wa r‘;*%:-f?«j for P
developmet

We are curre nHy InukmL tn rec um unlvm‘,nv rmvllmh' wllh the 'I|1I|I|y to pm;’mm in 3D graphics.
Candidates must demonstrate their ability to program under Win95/NT and have strong, C, C++, Direct
X/3D or use of 3DFX Voodoo chipset on 3D programming is a bonus. Applicant must submit 3D
programming demo, this is compulsory. (Salary starts from £15K to £20K+)

Please call first before sending CV or showreel

ame Designer Seeking
leam for PC/PSX

iginal project.
nl“l d game designer is seeking an experienced game
industry team of programmers and artists to take a
chance and develop a prototype for original game. Call
if you want to know more

Established game house is seeking 3D programmers
PC/PSX/NGA, and 3DS/Max artists to join them in
developing original and fun games. All applicants must
have game industry experience. Salary will vary according

to experience.

Pondvamitans Articte anAd
rFrogrammers, Artists and
€ Teams from USA.
We are interested in hearing from 3D/Al programmers, artists and
game teams from the USA, as we have clients who are setting up
office in sunny San Francisco. Email us to find out more.

We have opemngs in
London, ridge; Glo u,c.,m ‘m m. (,mnu
ey, W Y, | Ml\

E KRYSTAL RECRUITMENT SERVICES (KRS)
_ EXCLUSIVELY

Recrultment Services

sex, IG3 81N, London UK
Tel: 0181 599 8691 Fax: 0181 262 8696
Email: krystal@panther.netmania.co.uk
WS: httpi/fjaguar.netmania.co.uk/krystal
Submit CV & Demo work to Kassey Chand Jr.
Service is free of charge to all applicants




WE'VE GOT SOME GREAT JOBS,
DO YA WANT ONE?

Producers - Lead Programmers - Lead Artists - Playstation, PC and N64 Programmers
3DSMax, Softimage, Animators and Artists

f Highly competitive + Substantial royalty bonuses + Personal Pension + PHI + Relocation Assistance

Silicon Dreams and Attention to Detail have a unique proposition for you - a working environment where creative people can develop their ideas
into great games....without corporate bulls**t!  Part of the successful GBH group, we have stability and prestigious facilities in Banbury and
Warwick. These are two of the best in the business with a friendly, focused and creative atmosphere, a culture you'll find refreshing (Especially if
you've worked for a large corporate juggernaut). We have a series of quality showcase products and unique licences, utilising leading edge -

in-house technology. Don’t worry about the money - it's very competitive and includes profit share schemes and milestone bonuses.

Want to advance your career? Come and see us.

For more information on this outstanding opportunity, send a CV or contact our consultants at:-

Aardvark Swift Consulting Limited
Silicon House, Farfield Park, Wath-upon-Dearne, Rotherham. S63 7DB

Tel: 01709 876877 Fax: 01709 760134 Email: SLD@ardswift.demon.co.uk

)
o

Silicon Dreams
®

—

GEOFF BROWN HOLDINGS LTD






At this point itd be easy to conjure up some halfhiearted analogy between shooting
stars and Rare’s fortunes in recent months, but we like to think we’re not quite
that sad. So let’s just say that 1997 was our most successful year to date, thanks
largely to spectacular sales of GoldenEye 007 and Diddy Kong Racing.

However, that doesn’t mean we’ll be taking it easy in 1998: far from it, in fact.
Our battle plans are more ambitious than ever, including a midnight foray
into the world of the new Colour Game Boy.

So while you’re waiting for Banjo and Kazooie to fall to earth, why not
get in touch? We're currently interested in the following:

SOFTWARE ENGINEERS: To code cutting-edge software using high-end Silicon
Graphics workstations. Applicants must be fluent in C or Assembler.
Enthusiasm for games a definite advantage.

3D ARTISTS: With good all-round abilities in modelling, animating and
designing characters and their environments. Successful applicants will use

Alias and GameGen software on Silicon Graphics hardware.

Previous experience with 3D packages useful but not essential.

SYSTEM TOOLS ENGINEERS: To create a range of in-house development tools
and editors for use in new and ongoing projects. Knowledge of C and C++ vital.

COLOUR GAME BOY SOFTWARE ENGINEERS: For development of new titles
as part of our dedicated Game Boy team. Must be fluent in Assembler.
Previous Game Boy experience a benefit but not essential.

COLOUR GAME BOY ARTISTS: Having good all-round abilities in character and
backglound design. Some experience with both 2D and
3D packaoes would be advantageous.

Please submit CVs and examples
of your work to:

Personnel Dept.
Rare Ltd.

Manor Farmhouse
Church Street
Twycross
Warks. CV9 3P]



DVE TO OUR CONTINVED SVCCESS WE ARE LOOKING
FOR ENTHVUSIASTIC, HARDWORKING INDIVIDVALS
TO Flkk THE FOLLOWING POSITIONS.

3D ARTISTS: 2D ARTISTS:
LOW POLYGON MODELLING DPAINT, PHOTOSHOP
EMPERIENCE PREFERRED. ABILITY REQVIRED.
PROGRAMMERS: ANIMATORS:
MUVST BE FLUENT IN 2D OR 3D, WE ARE
€,C++ OR ASSEMBLER. WILLING TO TRAIN.

PLEASE APPLY IN WRITING TO:

MAT SREAP ol = &
EVROCOM DEVELOPMENTS LTD. ;LLD @M
PO BOX 16

HEANOR CNTERTANMENT
DERBYSHIRE SOFTWARE

DE75 ,ZT FOR MORE INFORMATION PLEASE VISIT OUR WEBSITE AT WWW.EURODLTD.CO.VK




ANSV 'ERS TECHNICAL

Acclaim Entertainment, Eidos Interactive, Electronic Arts, GT Interactive, Ocean Software,
Psygnosis, Sony Computer Entertainment Europe, and Virgin Interactive Entertainment

These are just a few of the companies we place people with

As Europe's leading and most respected recruitment company for the interactive entertainment industry, we at Answers
want to help you find the right position, in the right company, after all, weare the only company renowned for its confidentiality - Don't take risks!

Listed below are a selection of the vacancies we are currently handling. Please write to us in
confidence, or phone one of our team of experts, to help guide your career along the right path.

EUROPEAN DIRECTOR OF STUDIDS London c£100k+package

A very high profile individual is sought by this American publisher. You will have
1 Ct and be able

Ref. 1578

an ly good k of Europe: P «
to attract the best developers that Europe has to offer.

EXTERNAL PRODUCERS ondon ce25-40k+ package

Producers are being sought to work on a pan-European basis for this top
American publisher. Applicants should have shipped product, have an excellent
knowledge of the UK and European development communities, possess good
negotiation skills and be able to acquire and assess products. Ref. 1579

(R HANAGER London £25k+benefits
Experienced QA Manager required by leading publisher. You will be adept at
producing and maintaining test schedules, and be able to motivate. ~ Ref. 1572

JAVR PROGRAMMERS Cambs. £neg

Programmers with Java skills required with good C and C++ experience and a
knowledge of the games industry would be useful but not essential. Ref. 1561

RTISTS London £neg
Proficient in 3DS Max II, background in games or TV. Exhibit excellent modelling
skills, and an ability to animate believable humans. Ref. 1560

PROGRAMMERS Catifornia S$neg
Published games to your name and a senior lead programmer, preferably with a
degree qualification. More information upon application. Ref. 1559

CUSTOMER SERVICES MANRGER London £18-20k+beneits

PROGRAMHER London £35k+

Good programmer with experience of Al and integrating editors into a game. Person with
engine / technology, C; C++ experience would be equally welcome. Ref. 1553

ENCEPTIONAL ARTISTS PROGRAMMERS London £v. Good

This sleeping giant publisher seeks games artists and programmers with exceptional
talents and a proven track record of quality games production. Ref. 1521/1520

PRODUCERS INTERNAL / EXTERNAL London £30-50k-+package

This sleeping giant developer and publisher seeks experienced games producers, one
internal and one external, with a history of producing top quality games. Ref. 1519

TERM LERDER widtands £30-35k +bonusshares

PSX experience and a proven track record in programming. Must be creative,
have leadership experience and be highly self-motivated. One of the best
positions in the Midlands. Ref. 1510

ARTISTS Midiands £15-281-+bonus

Games artists with experience of 3D Studio Max required to work in a team
environment on all type of game genres. Must have genuine artistic ability with a
technical understanding. Ref. 1509

ARTISTS Manchester £18-28k+bonus

Industry experience not essential for more junior positions, but must have fine art
experience and a good technical understanding. For senior positions you must
have 3D Studio Max skills. Ref. 1508

30 ANIMATOR North London ce25k+bonus

Games experience with good low polygon modelling and texturing skills. Working
on an arcade/action cartoon style game for next gen. consoles. A lot of scope for
artistic expression and if ly talented, it could lead to a senior position. To

Experienced person required with a good games knowledge, excellent
manner, dynamic nature, the ability to motivate others and the ability to
distinguish between hardware/software conflicts is a prerequisite. ~ Ref. 1551

ALIAS EXPERT wtias. £25-35k

A games industry experienced artist required by a new company in the Midlands
with a good knowledge of Alias Wavefront. Ref. 1552

use 3D Studio Max Ref. 1453

LEAD PC AND LEAD PSK North London £25-35k+bonus

Arcade/action character based game. Games experienced, with strong technical
capabilities and the ability to plan working milestones. May also be involved in
the design, the look and the feel of the game. For both lead positions you will
need good 3D experience. Ref. 1452

P3X PROGRAMMERS south copen

Three PSX programmers required to work on one of 3 new projects, to be started
ASAP. One to be of lead standard and quite expert with published games
essential. Salary will be whatever it takes. Ref. 1447

ARTISTS Scottand £neg+bonus
Experienced with 3DS Max and/or Softimage. Animators should have exceptional 2D
animation skills or a proven background in 3D animation. Ref. 1374

AATIST south up to £30k+bonus
This creative and independent developer requires games artist who knows 3DS
Max backwards. Ref. 1336

TEST MANAGER North 35-

Experienced industry professional required to head up an existing 100 strong test

Sk+car

department. Either in a similar position or a senior producer looking for more

managerial responsibility. Ref. 1354

PLAYSTATION PROGRAMMERS wsA-west Coast s60-100k

Must be experienced with PSX programming, and at least one published product
to date. Position is with America's largest developer and publisher. Ref. 1327

64 PROGRRMMERS usA- west Coast s60-100k

Either working on, or have worked on an Né4 title. Experience of other consoles is a
definite plus. Position is with America’s largest developer and publisher. Ref. 1326

ARTISTS oxford up to £28k+bonus
Good knowledge of 3D Studio is required, preferably 3DS Max, to work with new
internal team of international developer, on a fantasy game. Ref. 1196

Please submit your CV with demo material on disk,

video or paper, quoting ref. numbers to:

Pascal Cranney, Answers Limited, The Old Bakery, Spratton, Northampton NN6 8HH
Tel: 01604 843336 Fax: 01604 821848

E-mail: recruit@answers.u-net.com

- - More vacancies at http://www.answers-recruitment.com

red lemon studios

It’s a game thing!

Red Lemon Studios is an award winning Glasgow based development

house with one of the most exciting futures in the industry. A rare opportunity
now exists for experienced programmers and artists to work on games for the
next generation of consoles. Perhaps you've got

hat it takes...

ammers

Experienced programmers required to work closely with the game design
team to help generate ground breaking games for next gen consoles. Lead
programmers will be principle programmers on projects and be responsible
for co-ordinating the team. Applicants must have a keen interest in video
games and be able to share a complete vision for the game design.
Applicants must have a full knowledge of C/C++ / assembly. A minimum

of two years experience in the industry is required. Positions available

in low level technical, 3D and Al.

Salary for these responsible positions will be up to £40,000 dependent

upon experience.

Quote reference RLE-0003

Star

Artists are being sought for the production of characters,

me Artists

vironment

graphics, special effects and animated sequences. Games experience and a
passion for games required. 3DS Max and PhotoShop experience preferred.
"In game" graphics experience of real-time models and texture maps is
highly sought after. FMV artists should also apply.

Salary will be up to £25,000, again dependent upon experience.

Quote reference RLE-0004

Red Lemon Studios Limited

[tel] +44 (0141552 5344
[ e mail ] jobs@redlemon.com

141 St James Road, Glasgow G oLT, Scotland,
[ fax] +44 (0)141 303 8303
[ web ] www.redlemon.com
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@ DIGITAL IMAGE DESIGN LTD.

BEST KNOWN FOR ITS WBORLD BDOMINATING FLIGHT SIMULATIONS, TFX,
EF2000 AND F-22 ADF, PID4S PUSHING ITS LATEST 3D TECHNOLOGY, INTO
NEW AND VARIED GAMING-BDIMENSIONS ON BAGTH PE AND CONSOLES. WE’RE
LOOKING FOR TALENTED PEOFPLE TO MAINTAING AND INNOVATION
ACROSS A RANGE OF/ UNUSUAL AND EXCITING | iS. ATTRACTIVE
REMUNERATION AND PROSPEETS AWAIT THE RIGHT CANDIDA

/

A
= /
e 5 .

PROGRAMMERS / \
« Proven abilities in any of the following: C, C++ or Assembler, PC,
DirectX, Win32 or consoles. / 1-

* Graduates with a 2.1 Degree or better in Computer SCIence
Mathematics or Engineering.

* Project leaders with the proven ability to orgamse mof vate and
guide people. /

DID is interested in all levels of experience, from recent graduates to
skilled programmers. A love of games is essential. So is a background
in ‘one or more of the following: 3D and 2D Graphics, Audio, Video,
DSP Physical Modelling, Simulation, Strategy Gaming, Network
Programming or Al ’

GAMES DESIGNERS !
= With a proven track record, to work within DID’s newly formed
Design Group.

H é&‘ ART 4

o

+ Experienced artist, able to judge graphlcal quality and coach
i newersmembers of staff./ :
A senior position that’s ideal for'a skilled game artist and people
manader. Responsibilities include; specification and evaluation of
new technologies and tools; liaising with external soutces; resource
planning; collaboration on strategy and, most importantly,
encouragement and development of a highly skilled team of artists.

e
{
1

ARTISTS

» Experienced in 3D-Studio Max and PhotoShop.

You have high standards. You’ll be able to apply your considerable
talents to both in-game and out-of-game graphics.

APPLY 4
Send your C.V. and work examples,.such as showreel or disk, to
Dawn Ashworth, DID Ltd., Tannery Court, Tanners Lane, Warrington, Cheshire, WA2 7NR.

DIGITAL IMAGE DESIGN LTD. Dla
Employing over 80 staff, and with its HQ in Warrington, DID is conveniently close to Liverpool and Manchester, within

easy reach of local clubs and attractive spots such as the Lake District. Check www.did.com for further details. KL INRRE Gl




Are you unhappy with your prsmnﬁt‘g"ames company? Or looking for yourgametobe
published. Then come and talk to us. Intereality are looking for: = O Gl B TR A

Experienced games teams/developers £Excellent package Prosasty as INDIFFeReNT As THE OTHERS
Are you currently employed In a management position and feel you have outgrown your e iior..

present company? We have consuitancy opportunities for mid fi high-ievel management

staff, with extensive knowledge of the games Industry to work In elther the corporate or OPMisa unique Hew agericy dedicated to
gam e - e meeting the needs of candidates who are tired
 Contracts In US, UK and Australia £Excellent package+benefits. of being just a £ sign in the eye of commission
mdpmr?n%";;mrgqs‘ﬁgixr gg::::gtt:ln? = 370'802 |5§D§_ hungry consultants, and clients who want their
PSX Programmers required for perm & contract UK & Australia £25-70k candicates iactualymatiuieirionpecs:
Freelance PSX & N64 for contracts UK, US & Australla £Neg National vacancies include:

Web staff needed with the following skills for Blue-chip contracts: o games - internet - multimedia

ActiveX, Java, HTML, Pearl, SQL & C/C++ £Excellent rates development

Please send CV (as word attachment via emall) clare@Intereality.com publishing

_Reels and other artwork should be sent by post. distribution

INTEREALITY 18 DUFFERIN ST LONDON EC1Y 8PD retail

press

- T.0171 490 1692/0181 681 6479 I t R I-t :
- E-mail: clareb@cerbernet.co.uk n -e eu I ym

Specialist consultants to the Games Industry for experienced and Senior staff

RE ST
N 7] PN
>
V‘ k‘ °° " % To register your company's vacancies, and/or
N A Small D " submit your cv including preferred location,

salary requirements and supporting material

We now dedicate ourselves
please contact:

Our specialisation is assisting ers; Artists and other experienced
staff finding alternaf "
In particular, if anything m there's a strong likelihood
we're going to Know about it! : se on salary packages, visa's
etc, Immediate openings for PS. ;
and Wi

P

INTERACTIVE!
PERSONNEL

n |

INTERACTIVE]|
PERSONNEL

Send a CV and note of your requirements to:
Dave Hill, Interactive Personnel, 7-11 Kensington High Street, London W8 SNP
Tel: (0171) 411 3184 Fax: (0171) 937 2579 No CV? No problem, see our web site or
Our service is free and strictly confidential, call for details of our CV writing service.

Glassworks Ltd.

London digital effects facility seeks high end
3D animators.

ySed jieH
o~
(1]
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The ideal candidate will be 20-25 years old, have a good
knowledge of film and production techniques,

preferably 2 years experience of Alias/Softimage/3DStudio =
and/or Nurbs modelling, and a good eye for character

animation and detail.

Kingsgate House, 536 Kings Road, London,
SW1

Submit c.v!s and showreels to:

Cara Speller, FMV Producer, Glassworks Ltd.,

33/34 Great Pulteney St.,

London W1R 3DE

email: cara@glassworks.co.uk —

0 0TX
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TEL: 0161 256 3479 FAX: 0161 256 0706 _MOBILE: 0370915210

WWW. gamefront co‘ k Email: mail@gamefront.co.uk

Whynot visit our shop, NEW EAST GAMES
at 87 Princess Street, Manchester M1 4MT

TEL_/FA,X:, 01 61228 0070 (SHOP PRICES MAY VARY)

Blast Corps
Diddy Kong Racing i Biohaza
Doom ) Bushido Blade 2
Duke Nukem Dead or Alive
Extrem Gran Turismo
Parasite Eve
Tekken 3 CALL
Golden| ; X MenVs Street Fighter ~ £49.99
155.64
Lylat Wars + Jolt Pack
o \ ) Mace
WCW Vs NWO g Mario X
* Yoshis Story _ " Mario Kart X Blasto
| Mystical Ninja Bloody Roar
I ® Nagano Olympics Dead orAlive
Pilot Wings Deathtrap Dungeon
Quake . Klonoa
Snow Board Kids Eun!( Sk‘é"'.(l 2
Tetrisphiere It Y i
» Street Fighter Collection
‘%p__(;}m Rally £39.99 X Men
Turok £33.99
WCWVs NWO
Yoshi's Sr.ory
b San Francisco Rush

Stzrfox + jol: Pack Alundra £49.99

eath of Fire 3 CALL
Fmal Fantasy Tactics
Snow. -‘)wdxng
Bomberman
Bummg Rangers Brave Spirits Wrestling
* Dead or Alive Flghters Nextream
| House of the Dead £ Mario Kai .99
* King of Fighters 97 Mulei Ra:mg Champxonshup £24.99
~ Vampire Saviour Tamagortchi £49.99
| X Men Vs Street Fighter Yoshi's Story £24.99 Wild Arms £49.99

| LNIVERSAL CONVERTERS 1 NOW. IN STOCK
y New releases coming on all systems daily - ring for details. Best deals on

part-exchange. Lots of back-catalogue games in stock on all systems.
Trade enquiries welcome. Wide range of N64 second-hand games from £29.99

Next day delivery - Over 200 Import PlayStation Games In Stock

)
Fmal FamzsyVII
£49.99

Kings. F|E£|d 2

Saga Frontier (49.99
Tactics Ogre £49.99

Alsn at: 10 Mill Hill » Leeds ¢ LS1 500 (near Railway Statlnnltltg Centre] Tel: 0113 234 1116
| Our Weh Address. http:/www. newgeneratmn demon/co.uk

"The best mail order :ort estabhshnf:
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%NINTENDO QXPLAYSTATION
AM-8PM 7 DAYS A'WEEK

AVAILABLE NOW
YOSHI'S STORY
BANJO & KAZOOIE
STAR FOX » QUAKE 64

_ WORLD CUP '98

MYSTI

- BIOFREAKS *

~7 .. MISSION IMP
8 Pjaiyl £49.99
lﬁ"ﬂ:o-#ﬂ\"foda “ewww.n64hq.com)

BB 0181-537-8297 / 0181-567-9174 i

OFFICIAL ‘)\-/
SONY ol N
CENTRE

Games Addiction Playstation
treatment centre!  Nintendo 64
Buy * Sell » Exchange S

Best cash & trade-in BEYOND
prices on Earth! THERA i

19 Soho Square, London W1 c? E ©

0171 434 075

| the fascinating world of Retro. All classic micros and

DEDICATED TO GAMERS AND COLLECTORS
WELCOME TO THE TIME-MACHINE
A fully illustrated monthly fanzine in A4 format
packed with information and reviews, RC brings you

games covered, i.e. Arcade, Strategy and Adventure,

together with user information and values. Included

also is a separate catalogue of classic hardware and

software listing 1000s of collectable items for sale.
ISSUE 9 OUT NOW!

NAZI SPACE INVADERS'!
+ ZX81 WORKSHOP
& ATARI CHRONICLES

Send today for latest issue together with a back
copy and our catalogue enclosing a cheque/PO
for £2.50 ma xdc payable to 'G. Howden'

d post care of:
RETRO CLASSIX (EG),
4 CHATTERTON AVENUE,
LINCOLN LN1 3TB

£3999

FOR CASH OR EXCHANGE

CONSOLES
COMPUTERS

GAMES
RETRO & MODERN

Bring (& official ID with address and signature)
or send by post with SAE for cash to:

COMPUTER &

GAMES EXCHANGE
65 Notting Hill Gate, London W11 3JS

OPEN 7 DAYS T 0171 221 1123
NOTHING LEGAL REFUSED?!
Also buy, sell, trade at MVE, Manchester
Arndale Centre (by High St entrance)

T 0161 839 0677

LARGE SELECTION ON SALE
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COMPUTER & VIDEO GAMES
IMPORTS AND EXCHANGE

ALL MAJOR CREDIT CARDS ACCEPTED
9 Wilton Parade, High Street, Feltham, Middx. TWi3 4BU
« Open 10-6 Monday-Saturday  Closed Wednesday « Open [2-4 Sunday
T 0181 893 2100/844 2575 \3:9 0181 844 1944
AFTER HOURS LINE 6PM-10PM 0973 552398

4 villiers buildings, buckingt street, aylesbury, ingk hire HP20 2LE
Nintendo 64 (import) ... .£140 PSX Chip £10
includes a flicker free scart conversion PSX Dual Shock Analogue Pad ....

CD 64 (NW) ..oovorrrrsrssssmssssnss £180 PSX NTSC To Pal Converter

1080 Snowhoarding .......eeesrmsess £45 PSX RGB Scart Cable......
ZOl0A i .Please Call Tekken 3
Dr V64 £240 Bushido Blade 2

TELEPHONE: 01296 337354 _
Next day delivery available :

IMPORT / EXPORT / WHOLESALE ENQUIRIES
3t Fax: 00852 2101 2816

. DELTA
Master

[ty FANTASY WORLD
10 MARKET SQUARE ARCADE, HANLEY, STOKE ON TRENT, ST1 1NU
IMPORT & UK MAIL ORDER

TEL: 0498 897770 OR 01782 279294
PLAYSTATION SEGA SATURN £ NINTENDO 64

GUNBIKE VAMPIRE SAVIOR YOSHI STORY US
K OF FIGHTER 97 D&D COLLECTION ZELDA

PARASITE EVE SAKURA WARS 2 MYSTICAL NINJA
ENIGMA BATTLE GALLEGA BANJO & KAJOOIE
METAL GEAR SOLID | GUN GRIFFON 2 ISSOCCER 98
TEKKEN 3 CASTLEVANIA VIRT PRO WREST
GAME PARADISE 2 METAL SLUG QUAKE 64

BREATH OF FIRE 3 THUNDERFORCE 5 F.ZERO

G DARIUS IMAGE FIGHT FORSAKEN
R-TYPES TIGER PLUS 11 1080 SNOWBOARD
J PRO WREST 3 SAMURAI SHO 4 G.A.S.P.

POINT BLANK LUNAR COMPLETE WORLD CUP 98
GAME MUSIC CDS ANIME WALLSCROLLS FF7KEYS

JAPAN/USA PLAYSTATIONS/DUAL SHOCK PADS/
JAPAN WHITE UNIVERSAL SATURNS/JAPAN/USA N64S

1000S OF USED PSX/SAT/N64/SNES/MEGA/GBOY FOR P/EX
WE ALSO TRADE AS ANOTHER WORLD AT

NOTTINGHAM 11 MARKET ST 0115 948 4122

DERBY 42/43 CASTLEFIELDS MAINCENTRE 01332 206606
LEICESTER 23 SILVER ST 0116 251 5266

PLEASE SEND LARGE S.A.E. FOR CATALOGUE

GAMAR MPEG NTSC/PAL AV-RGB
VideoCD Movie Card £75
SCPH-5903 White PSX VideoCD £245 /
SATURN White Jap vs.NTSC/PAL £189 &S
N64 NTSC with GENG Internal RGB £149
Universal Video CD Movie Player £call
CODELESS DVD Players: SONY S7000,
$3000, PANASONIC A350,450 PIONEER DVL505,606,909

Original Dual Shock Pad (Grey) £35
Limited Ed. Colour Dual Shock Pad £45

PS RGB Cable w/Guncon option £15
SCORPION Gun for PS,SS £call

N64 Game Shark £call, 128M memory Upgrade £45
SMART2 NTSC-PAL PS Top Quality convertor £15
allow all import titles to output in brillant colors

We specialise in UK, European Mail Orders, Imports
from Far East, USA. Next-day delivery on stock items.
Quantity discounts, resellers welcome, UK warranty.
Opening hours: Mon-Sat 10am to 6pm

For the hottest and latest console accessories
Call now for Full price list and catalogue

0I1329-312200
18 Palmerston Business Park, Newgate Lane, Fareham, Hampshire PO14 1DJ 0370 88|038

email: playtronix@mcmail.com  www.playtronix.mcmail.com Fax: (+44)-1329-312211

1160 Yoot Road, Floet
Bampshire. GUI3 $BE.
i England

Plione 07000 PlayStation
| el 444 U252) 610649
| Fax: Lz

New on the N§!

BANJO AND KAZOOIES
New on the P$)
MISSION ALTERNATIVE, 38 D!

MISSION IMPOSSIBLE,

T - AND MORE!!
B NINJA (IO B8, RUNNING WILD, FRONT
LOCEAN 2, REE D MORE!!
R M SEED; SOLO CRISIS,

7 DAYS A WEEK

HOURS: 10AM - 10PM
WWW.NETCOMUK.CO.UK/~OAKLAND

SEE-US ON THE WORLD WIDE WEB!!!

RETROGEMES

(The World's first classic Software & Hardware retaﬂer

PCENGINE, WHAT'S SO SPECIAL"
EPOCH'S FIRST CARTRIDGES -
MORE UNBELIEVABLE RARE MACHINES

ISSUE 15 OUT

For over two years Retrogames has been covering rare and dlassic

consoles ignored by every other magazine. Where else could you
have found out about the Sega SC3000, Epoch GPC, Coleco Telstar
Arcade, Novex, Handheld Nes, Rowtron 2000, Nintendo 15, Casio

PV1000, and countless more. Rare Games, forgotten facts, dlassic

games companies, handheld games, we cover virtually every 8-bit

format. Our inte||igent magazine, written by the author of N64
magazine's "RetroWorld", has become a bible to classic console and
games collectors across the world,

We have a proven reputation for supplying a huge variety of hardware
and software, with over 4000 items listed at the back of the magazine

each month.
Over 400 Atari 2600 cartridges - from 25p
Over 1200 Spectrum games - from ZSg
Over 600 Commodore 64 games - Imm Sp
Over 120 Megadnve games - from 2!
45 Formats Stocked
3DO, VIRTUAL BOY AMIGA, MASTERSYSTEM, MSX
NES, VECI'REX, COLECO ST BBC, GRW, HANDHELDS ++
S '£2.50 (incl P&P)
Back Issues Avallable full first Volume directory i |n Issue 12
GAMEFINDER £1-00 (incl P&P
Full price list of our current stock of over 3000 items,
updated monthly

Cheques or Postal Orders made payable to 'J.Moore' at:-

61 Grove :
Milton Keynes : MK2 3AS 0181 203 8868
Beware of Imitations
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These latest colourful and speed-
evoking Gran Turismo images to
race out of SCEI's office are the
work of Polyphony Digital
Entertainment (former internal SCE|
team, now an independent outfit).
The renders complement the game
beautifully, if only as a result of their-
visual quality. The level of realism
present is again evidence of the
attention to detail displayed by the
developer. Indeed, the Castrol
Toyota Supra GT (main image), ane
of the game's better vehicles, is
impressively realistic, and
painstaking work has gone into
getting every aspect of the car's
livery right. Similarly, the other models
featured on this page display equal
amounts of intricate detail.

at

Images rendered by Polyphony Digital
E i SCEl's headq; Tokyo
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Isabel Molina and Oscar Chichoni’s work roams far beyond the rigid
boundaries of the gaming industry. Before realising Douglas Adams' visions
for Starship Titanic, they designed the sets for the lavish ‘Restoration’
movie. ‘Designing for films gave us the expertise that can translate ideas
into powerful images,’ says Molina. ‘Working with the script for Starship
Titanic, which is full of absolutely brilliant ideas, was very rewarding.
Douglas gave us a lot of freedom in the design of the exterior and interiors
of the Starship and we were able to apply a truly cinematic concept of
space quite opposed to what we had seen in games before’.

Images rendered by John Attard, Darren Blencowe, Nikki Bridgman, Gillian Best,
Bernard Doyle and Philip Dobree at Digital Village, from conceptual art by Isabel
Molina and Oscar Chichoni, using Integraph Windows NT boxes and Softimage’s

3D Extreme and Mental Ray software
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A speech sample showing
the waveform that
represents the sound

Videogame creation under the microscope

It's good to talk

or many years now, games have included sampled speech,
E either during cut-scenes or in the game itself, as another
way of conveying information to the player and adding
atmosphere. Adventure games, such as the recent Curse of
Monkey Island use speech whenever characters talk to one
another. Simulations (in many cases, like the very vehicles they
are simulating) use speech to inform the player of enemy
activities. Nearly every recent sports title has featured a ‘running
commentary’. However, so far sampled speech has had many
drawbacks because it cannot be manipulated as easily by
computers as text or graphics. In order to provide anything other
than a few stock recorded phrases, games must either contain
vast quantities of speech for every occasion (the approach taken
by most adventure games), or string together sentences using
small chunks of speech, such as team names and remarks
(as in most sports games).

The first method has three major disadvantages — the speech
consumes large quantities of precious storage space, and must
be loaded whenever it is required, the recording itself takes a long
time and is therefore expensive, and even with large numbers of
samples, the range of speech is still limited — the player cannot,
for example, enter their name and expect it to appear in the
dialogue. It does, however, produce natural sounding speech,
complete with changes in tone and pace.

The second method, splicing together smaller fragments of
speech, does allow for a large degree of flexibility in phrasing, and
keeps storage space down. In fact, at the lowest level only 49
samples of basic sounds (phonemes) are needed to produce any
English word. The problem with this technique stems from the
fact that while the resulting speech may be recognisable, there
is little or no variation in tone or speed, and the result sounds
‘mechanical’. Even with larger samples (single words, for
example), unless every sample is said in the same voice, there
will be noticeable jumps in the speech. It is an unfortunate fact
that people notice glitches in sound much more readily that in
images, so even slight errors sound unnatural.

There are various ways to process samples in an attempt to
avoid these problems, mainly relying on stretching or distorting
the samples so that they fit together. However, these often do
not work well enough, and even then may well consume too
much processor power to be used in a game.

While speech has often been used as an output device for
games, until recently speech input was not even attempted.
Speech input requires tremendous amounts of processing power
to perform with any degree of accuracy, and even then the

Combined tactics in games like Activision’s Nefstorm
would be easier to coordinate with voice communication

system is likely to have trouble with distorted or accented speech.
However, recently several announcements have been made
regarding speech recognition systems to be used in videogames.

The most bizarre use for speech recognition must surely be in
Nintendo's new Pocket Monsters game, ‘Pikachu genki deshou'
(literally, 'Pikachu is okay!"), which makes use of a
microphone to enable the player to ‘talk’ to f
Pikachu, the title character. While it is ° -
impossible to comment at this stage on the \
accuracy of the system, Nintendo claims it will .
be able to understand simple commands, as
well as detecting the player’s tone of voice and
adjusting Pikachu's mood to suit.

Another system has been developed for use with the PC by
K2 Interactive. Called the ‘verbal commander’, it works as an
add-on board containing a speech processor, which then relays
commands to the game by simulating keypresses. Any command
word can be programmed by sampling it into the system, and
then selecting a key to associate with it. This way, voice
commands can be selected for performing functions such as
switching weapons. This system, while useful, still does not offer
much more than standard keyboard or joystick controls, as the
user is limited to their pre-programmed controls.

Possibly the best speech based input/output system is also
the simplest, yet one of the most underutilised. One of the great
joys of playing multiplayer games over a LAN is being able to
hurl insults at other players using a headset, or
team up and coordinate attacks.
However, this is impossible when
playing over the Internet, as generally
there is no way to communicate by
voice, and anyone who has tried to use
text chat messaging during a game (Quake is a notable
example) knows what the consequences usually are...

The answer is for the game to provide a way to send voice
messages, preferably without any more effort than speaking into
the microphone. This is already a feature of all good conference
software, so there is no reason why games (which generally
need to send less data than a conference program anyway)
cannot do the same. Indeed, a few games, such as Duke Nukem
3D, have already implemented this system, with varying degrees
of success. There are even possibilities for this system to allow
for better gameplay — for example, if the game could
automatically adjust the volume of the speech depending
on distance, so you could speak to people close to you, but
not be heard by others.

Too much reliance on audio, however, can be a mistake, as
text should be provided wherever possible, for players who prefer
to play without sound. Command & Conquer fell foul of this,
becoming substantially more difficult without sound, simply
because vital messages were not audible.

The possibilities for speech systems are now greater than ever,
with current computer systems powerful enough to take
advantage of more complex algorithms. With any luck, developers
will push this technology further to produce more immersive E
games, as well as better multiplayer experiences.

Places to visit:
http://www.k2i.com/ - K2 Interactive, makers of the Verbal Commander

http://www.3drealms.com/ - 3D Realms, developers of Duke Nukem 3D
http://www.nin64.com/ - Nintendo Voice Recognition Headset
http://www.ign64.com/ - Pikachu Genki Dechu
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DirectX 6.0

icrosoft has had trouble convincing the world that it is
m serious about games. When it first turned to publishing,
a string of substandard games (will it ever live down the dire
Microsoft Soccer?) was the main reason behind its lack of
credibility, but with the likes of Age of Empires, it has begun to
address that particular problem. Another huge obstacle, however,
stands in the way of its desire to dominate the games world: the
dreaded global games API for Windows, DirectX.

The PC was designed to run business apps, so the mere
existence of a games AP operating below its OS had to be a good
thing as far as developers and publishers keen to get a slice of the
huge PC market were concerned. But Microsoft got it horribly
wrong. The first DirectX was late, buggy and unfriendly. DirectX 3.0
wasn't any better. DirectX 5.0 (the best way to wind up a
Microsoft games representative is to ask them what happened to
DirectX 4.0) was a step in the right direction, in that it fixed most
of the bugs, was less inclined to take the law into its own hands
when installing and had fewer yawning feature gaps. But it still
induces hoots of derision among the developer community,
thanks mainly to the sheer inadequacy of its Direct3D component.

Direct3D is the API's 3D graphics component, and its stated
aim is to allow developers to write games which address 3D
graphics acceleration hardware transparently — that is, writing one
Direct3D version of a game automatically makes the best use of
whatever 3D hardware is in your PC, be it 3Dfx, PowerVR or
whatever. The developer community has avoided it like the
plague, preferring (with the noble exception of LucasArts' Jedi
Knight) to write hardware-specific versions of its games, using
other APIs like OpenGL and 3DfX's Glide. But it appears that, with
the next release — DirectX 6.0 — due to arrive later this year, the
tide may turn in Microsoft's direction.

Microsoft has pulled out the stops to get DirectX 6.0 right
— through such basic means as assembling an entirely new and
much bigger DirectX team — and, as well as adding a few
components, has concentrated on getting Direct3D right. And as
much as bashing Microsoft is enjoyable, it's almost impossible
to find anyone in the developer world with a bad word for it.

For DirectX 6.0, Microsoft essentially ripped the guts out of
Direct3D and rewrote it. Thus, it has an entirely new (and two
to three times faster) geometry pipeline, a new, more efficient
and (hopefully) robust device driver interface and a new software
rasterizer. It will support the new features found on this year's 3D
graphics cards, including single-pass multi-texturing (Direct3D can
also cope with texture cache management), anisotropic filtering,
bump-mapping and anti-aliasing. The new geometry pipeline
allows colour-per-vertex handling.

What does that mean? It means that the developer community
will actually start to write stuff to Direct3D, unless it's buggy
enough to give a Rentokil operative a heart-attack (and developer
approval suggests it isn't). Microsoft claims that Direct3D 6.0 will
also support 3D acceleration chips scheduled to arrive after it
ships, but this remains to be seen. However, Computer Artworks'
Mark Atkinson is convinced: ‘It looks really good. There are a lot
of speed-ups, new features and the geometry should be faster.
The software renderers are much better, and I'm looking forward
to getting my hands on it

So if it's that good, will it kill off proprietary APIs such as Glide
and OpenGL? Atkinson says: ‘There will always be die-hards who
want to squeeze the last few polygons out of that particular board,
and if they introduce new features, there will be a four-month
window before the next DirectX comes out. But the days of
proprietary APIs are still numbered — even 3Dfx will have

problems keeping backwards-compatibility with its own hardware
sooner or later. And that's presuming it keeps ahead of the 3D
acceleration pack. However, if, as it is desperate to achieve, 3Dfx
manages to get one of its chips in a future-generation console,
Glide's future will be secured.

Conspiracy theorists are worried about OpenGL's future,
though: Microsoft and Silicon Graphics have agreed to ‘merge’
OpenGL and DirectX to form a new uber-AP|, called Fahrenheit,
which will effectively be DirectX 8.0. If they manage to keep the
best elements of both APIs (and Fahrenheit's structure looks very
promising), then this could sound the death knell for the
proprietary APIs. The likes of 3Dfx, however, are keen to suggest
that this will throw up philosophical problems regarding
Microsoft's degree of control, and that OpenGL will end up
becoming subsumed into the Seattle juggernaut. Developers
remain open-minded, however, and are generally keen to be able
to write for Direct3D and let it do all the work.

Elsewhere in DirectX 6.0, changes have been less radical,
although Microsoft has introduced a new component called
DirectMusic, which lets developers write semi-auto-generating
music that responds to in-game events. DirectSound now has a
higher-quality software mixer. DirectPlay — the online gaming
component of DirectX — now has firewall support, improved lobby
services and new APIs covering a greater variety of protocols.
Directinput has decent USB device support, although DirectX 7.0
will probably see API acquiring a force-feedback authoring tool.

But overall, Microsoft has listened to the pleas of developers
and come up with an APl which they will actually use. When it
reaches version 6.0, DirectX will cease to become a curate’s egg
and developers will feel confident enough to commit themselves
to using its central, rather than peripheral components. Has
Microsoft finally grown up to be a serious games company? E

TriTech claims its
Pyramid 3D accelerator
will be the first to fully
support DirectX 6. The
capabilties displayed
here include fogging (top
left), radiosity (left),
environment mapping
(top right) and bump-
mapping (bottom right).
Microsoft licensed
Tritech’s bump-mapping
routines for DirectX 6
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OVER EDGE

NEXTISSUE EDGE REPORTS FROM ATLANTA, USA, THE STAGE FOR THE WORLD'S
BIGGEST VIDEOGAMES EXPO. HERE, THE MOST UPFRONT AND PROGRESSIVE
DEVELOPMENTS IN VIDEOGAMING WILL BE UNVEILED, PAINTING A
TANTALISING PORTRAIT OF THE STATE OF PLAY IN 1998.

STAY ON THE EDGE WITH EGD. . .
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