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The UK racer destined to leave
Mario Kart in its slipstream
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es, yet another Nintendo 64 game
on the cover of Edge, and yet

another outstanding game from
Rare. If any company has the golden touch
at the moment (amply demonstrated with
a certain James Bond license), it is based
in a Warwickshire farmhouse. On page 50
Edge visits the respected codeshop for an
in-depth playtest of Diddy Kong Racing -

~ which looks capable of resetting the

benchmark for console racing games — but
look for a gigantic feature exploring the
company and its not-inconsiderable
achievements in an issue soon.

This month sees a turning point for
the PlayStation’s fortunes, at least in terms
of receiving software that has been
designed specifically for the console rather
than the PC or arcade. Final Fantasy Vil
(p84), the mind-bogglingly expansive
Castlevania (p86) and the stunningly
realistic Gran Turismo (p56) all show signs
that Sony’s console could finally be
receiving the steady stream of high-quality
software it so richly deserves but has been
so wanting of in recent months.

In terms of breakthroughs, Edge is
also responsible for one this month,
having brought together six of the
videogame industry’s most respected
players for a free-for-all discussion
concerning originality, adult software;
artificial intelligence and countless other
game-related topics. Each of the
individuals involved in the forum are from
quite différeryt backgrounds, making for an

especially inviting glimpse into their minds

and motivations.

This-month Edge also attended three
very different videogame shows — JAMMA,
ECTS and the Tokyo Game Show. Covering
home and arcade releases, they offered a

~ glimpse of what's just around the corner...

The future is almost here...
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JAMMA: KONAMI STRIKES WITH COBRA

Edge

latest news from the
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In some ways a disappointment, Konami’s Cobra launch relied on VF3 rival Fighting Wu-Shu (left) but not Racing Jam to impress delegates. The latter was
saved for the company’s lower-priced and lower-specced Hornet board (above) while Wu-Shu fell short on both playability and quality-of-animation counts

or Japan's hardcore gaming fanatics (and let's face it,

there’s a seriously high number), it is possible to attend
a gaming-related event almost every week. But while the
majority offer little but introverted niches of current gaming
phenomena, it's the biggest biannual trade-only events where
videogaming's future trends are revealed.

JAMMA (or the Amusement Machine Show to give it its
full, proper title) takes place six months after its February
equivalent (the AOU) and still generates arguably the greatest
buzz in the gaming industry, acting as a technological catalyst
for all coin-operated videogames.

The 35th show took place just as Edge went to press and
saw Sega once again reasserting its market dominance with a
self-assured sweep across the board.

This was to be the show where Namco and Konami would
leapfrog Sega’s Model 3 benchmark, but it didn't happen.
Konami's Cobra project - revealed on video six months ago at
the AOU - materialised in a form that left Sega executives

breathing a sigh of relief, while Namco held back yet again
from making an announcement regarding its massively
delayed System 33 project — no doubt to the glee of Sega
executives revelling in the continued supremacy of Model 3.

Konami's Cobra did see the light of day at JAMMA but
curiously it was only used to demonstrate the VF3 rival,
Fighting Wu-Shu. Strangely enough, while amazingly rich in
scenic detail and advanced 3D effects, Konami's bid for the 3D
throne was let down by rather a clumsy control system and
disappointing motion-captured animation which lacks the
fluidity of VF3. First impressions of Cobra are dazzling but
under close examination detail appears to be lower than
Sega's board, with less attention paid to the faces and hands
of the characters, for example. It was also uninspiring to see
some blatant plagiarism of VF3's backdrops, with bouts taking
place on top of buildings and by a shoreling, for example. The
incredible depth of field conveyed by the Hong Kong stage is a
sight to behold, however.

From left: Konami's Fighting Wu-Shu easily has some of the best environments ever seen, but is let down slightly by unconvincing motion capture; its other
Cobra game, Racing Jam, has been ported to Hornet, a lower end board; the imaginatively titled Water Ski (Sega); and the ST-V-based Winter Heat (Sega)
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The Cobra version of Racing Jam only made a fleeting appearance at the show on a video tape running on a curved monitor (far left). This deluxe version
is rumoured to be experiencing development difficulties. The company also presented Beatmania, the first game based on - get this - DJ mixing (far right)

The awesome-looking Racing Jam failed to appear as a Cobra
title at JAMMA, having instead been ported to the company’s
Hornet board (a mid-range-spec board previously used to
power Hang Pilot). A full Cobra version is being saved for a
deluxe format with a curved screen — something that revealed
on Konami's stand, which was running the same video of the
game as premiered at the AOU show (and included on Edge’s
CD1 - see E47). Apparently a single-player cabinet will be
marketed at ¥2,600,000 (approx £13,500) and will be targeted
at state-of-the-art game centres almost exclusively. The game
itself offers the kind of options and gameplay features
normally found in a console title, and delegates drew
comparisons with GTi Club.

80, in the g, on fieid at least, it was left to Sega to
steal the show with what was largely considered to be the
most impressive game on display — its Model 3-powered
Virtual-On Oratorio Tangram.

While the original title was produced by AM3, the
responsibility of the sequel has fallen to sister team AM2
following the game’s producer defecting from AM3 to AM2.
The original Virtual-On is still a popular game in Japan and the
elevated importance of this title must surely have been a
consideration in the change of staff.

Scud Race Plus, another sequel from AM2, sees a bizarre
spin on the original Model 3 game with ‘Toy Story’-style
comedy characters (including a rocket car, bus, tank, and,
perhaps most ridiculously, giant cat) to a game that now
features a new beginners course, a mirror mode and even a
‘bowling’ track.

More Model 3 extravagance could be found in Get Bass —
what is surely set to become one of the most popular fishing
games in Japan (yes, this is no one-off) — and Virtua Fighter 3
Team Battle, the latest version of the landmark fighting game
sporting a host of improvements way beyond the kind of
revisions that were made to the VF2 series. This new version
features an improved camera system, three-on-three battles
and extensions to some of the game's settings.

Following the success of its Wave Runner coin-op, AM1
introduced two ski-based games during the show using similar

It was left to Sega to steal the show with
what was largely considered to be the most impressive game -

Virtual-On Oratoria

Tangram, a Model 3-powered extravaganza

cabinets. Water Ski uses Model 2 for its visuals, offering
gameplay focusing on stunts, while Ski Champ represents
Model 3-powered skiing with incredible visuals, generating
perhaps the biggest buzz at the show after the spectacular
Virtual-On secuel.

Meanwhile AM3 continued to show its Le Mans 24h (E48),
as well as Winter Heat on the Saturn-based ST-V board. The
latter may lack the official Nagano winter Olympics license
(which Konami snapped up a while ago), but still impresses
with its Decathlete-style play. Players can choose from eight
sports including speed-skiing, ski jumping, alpine downhill P
racing, slalom, and a bobsleigh, among others.

Model 3 games from Sega featured highlz at JAMMA (from left): Virtua Fighter Team Battle introduced a multitude of new features; The Lost World has

been redesigned too and now plays in a

uge deluxe cabinet; Get Bass wins the trophy for best fishing game, while Scud Race Plus is, well, similarly odd
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One of the most entertaining games of the show was Namco's Rarid River (above) which requires players to paddle frantically through a series of
fantastical environments - in a rubber dinghy. The company’s only new technology was its System 23 board, running the excellent Motocross Go! (above)

<

Finally, concluding the Model 3 showcase at JAMMA was a
deluxe version of The Lost World with scenes more in line with
the movie's (admittedly limited) plot.

still hOggmg second place in the coin-op arena,

Namco may have failed to silence the sceptics yet again with
its conspicuous lack of any new high-end coin-op technology,
but the company did unveil a new board - System 23.
However, this amounted to little more than a souped-up
System 22 IG, with no especially evident leap in performance.

Namco's second major title at JAMMA was
Rapid River. With a dedicated cabinet and playing rather like a

polygonal Toobin’,

the coin-op sees players paddling along rapids in a rubber boat

The game chosen to showcase it was Motocross Go!, a bike
game designed by the team behind Suzuka 8 Hours and Cyber
Cycles, and at least it afforded players some interesting
gameplay, as well as four-player link-up and a great force-
feedback system.

Namco's second major title at JAMMA was Rapid River.
Using a dedicated, elaborate cabinet and playing rather like a
3D version of the classic Atari coin-op Toobin’, the coin-op
sees players paddling along rapids in a rubber boat.
Participants are actually required to physically paddle, too,
resulting in an experience that has possibly been targeted at

couples looking for a fun and unusual coin-op experience
(which it most certainly is).

’
Beat ‘'em uD fans were spoilt for choice at JAMMA,
with Capcom introducing the first of what will no doubt be a
slew of Street Fighter Il updates, as well as an impressive new
System 12-powered game, Rival Schools. Meanwhile, Taito
revealed the first evidence of its collaboration with 3Dfx with
the impressive Psychic Force 2, running on its Wolf board. But
it was Namco's latest, Ehrgeiz, that attracted the most
punters. Designed by Dream Factory, the team behind
SquareSoft's Tobal series on the PlayStation (the team leader
was part of the original Tekken design team), Ehrgeiz uses
almost exactly the same gameplay system as Tobal, although
an escape-style button is implemented, too. Only four
characters were playable during the show, but it was clear
that Square's title possesses some original features that
should throw the most contrived beat ‘em ups form rival
companies into sharp relief. As well as close combat, bouts
can take place at a distance, with fighters hurling projectiles
and making use of interactive backdrops, some of which being
on multiple levels.

Due to the astonishing success of Tekken 3 in Japan (where
it remained the most popular coin-op for months), much was
made of Ehrgeiz's System 12-based technology and the potential
for a future PlayStation conversion. In some respects Namco's
presence at JAMMA signalled a shift from pursuing high-end
visualisation to marrying low-end technology with gameplay
innovation. Hopefully this is a combination that will win E
fans in both sectors and establish a future trend.

with Street Fighter Ill update Second Impact; Taito’s Darius 2+ uses polygons in a side-on perspective but was one of only a handful of shooters at JAMMA

From left: Moto Raid impressed with its speedy Model 2 visuals; Rival Schools, running on a System 12-style board, should be PlayStation-bound along l
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Ski Champ is possibly AM1’s best achievement to date, with some

of the most amazing visuals yet, courtesy of the Model 3 board

Sega’s Virtual-On Oratorio Tangram (top) boasted the best Model 3 visual but
direct-screen photography was strictly prohibited. SNK’'s Round Trip RV (above)

Carcom seems content to continue adding
titles to its stable of beat "em ups, although
it failed to seriously rival the efforts of
Sega, Namco and Konami. Meanwhile,
Namco (centre, right) scored with Ehrgeiz

L g = K
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From left: Off Road Challenge marked Midway's attendance at JAMMA - the only foreign coin-op company exhibiting at the show; Namco impressed with
Square’s highly playable and original System 12 game Ehrgeiz, as well as its own System 23-powered Motocross Go! and System 12 title Libero Grande
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TOKYO GAME SHOW ENERGISES 32BIT SCENE

Most of the major players Gran Turismo's impressive blend of detailed graphics and realistic handling was almost enough to divert attention
were in attendance - except from Sony’s denuded launch schedule - perhaps the company shouldn’t have bothered with the real-life rally car
Nintendo which was, as ever,

holding back for Shoshinkai

he Tokyo Game Show is the 14,365 attendance figure for the first day Unlike E3, where emphasis is

biggest event in the Japanese (open to the press and industry only) placed on hardware and technology as
videogames calendar, although the gave the impression of scarcely well as games, Japan's largest
venue this time - the Makuhari Messe populated event, 52,834 members of the videogame show focuses on software.
convention centre - is an hour’s train public squeezed in on the second day. With plenty of stock on view, companies
ride from the city centre. If the On the third, queues stretched as far utilise all the visual chicanery at their
organisers push it much further out, back as the local railway station (over disposal - pulsating spotlights, large
they'll have to call it something else. half a mile away), with 73,431 punters stands and maxed-out music - to snatch

While the show's relatively low eventually gaining access. attention away from the competition.

Clockwise from top left: Legend of the Seven Winds (Saturn), Capcom’s Biohazard 2 aka Resident Evil 2 (PlayStation), Namco’s Kronoa (PlayStation) which
joins the increasing number of sideview polygon platformers, Sonic Team’s Burning Rangers (Saturn), Nihon System Suﬁply’s cutesy Chameleon Twist

(Nintendo 64), isometric strategy war game Culdcept (Saturn), HudsonSoft's Baku Bomberman (Nintendo 64), and Riverhill Soft's Overblood 2 (PlayStation)
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This September was no different, with
the majority of publishers trumpeting
their Christmas line-ups. Of some 500
games on display, almost half were for
the PlaysStation. The Saturn’s presence
was muted in comparison, but far more
surprising was the minority status
accorded to the PC and N64. And to
add insult to inequality, the vast
majority of games were sequels.

sony surprised ;n,

onlookers with Gran Turismo (see p56é),
a driving simulation featuring 87 cars
from ten manufacturers including
Honda, Toyota, Aston Martin and TVR.
Boasting detailed graphics, beautifully
realistic handling and an impressively
executed replay mode, the game
deservedly drew plenty of attention
from the public.

Continuing the racing theme, a
Japanese version of F1 brought the
range of Sony’s new announcements to
an end. Ordinarily the company's
apparent lack of new software would
have caused some disillusionment, but
the quality and potential of Gran Turismo
served to ameliorate the situation.

Next to Sony stood SquareSoft's
stand, which turned out to be one of
the show's best. Apart from Front
Mission Alternative and Front Mission
2, the master of the RPG displayed a
playable Einhander together with two
new RPGSs, Xenogear and Chocobo’s
Mystery Dungeon. The latter is based
on Chunsoft's popular Siren Mystery
Dungeon but features FF's friendly
creature as the lead character. Other
than that, gameplay seems to have
remained the same. Xenogears, on the

Although first-day attendance ﬁf

the amount of visitors on the fol

owing two days was remarkable, an

ures were relatively good considering the fact the show was closed to the public,
up from last year's attendance. Many of the

showgoers queued for hours in order to catch a glimpse, and hopefully a play, of the titles due for this Christmas

other hand, is very much in the Final
Fantasy mould - but although it
features polygonal battle sequences,
it's less graphically ambitious than that
series’ last instalment.

Square also showcased Soukaigi, a
title seemingly inspired by Bushido
Blade. Fights will take place in a
futuristic world mixing traditional and
contemporary Japanese artifacts.
Players can choose one of 16
characters, and Square has placed
considerable emphasis on the
adventure side of the proceedings.

Disappointingly, one of the most
promising Square titles, the Resident

Evil-alike Parasite Eve (see p40), was
only shown in video form, albeit on a
huge screen suspended from the roof.

Sega showcased i rarest

of things — a new title that manages to
incorporate some element of
originality. Burning Rangers (see p32) is
a search-and-rescue affair set in the
future in which players form part of a
crack firefighting squad. It's being
developed by Sega’s Sonic Team, and
Yuji Naka himself introduced it at the
show. Unfortunately, trawling through
the rest of Sega’s stand uncovered no

Clockwise from top left: Tamagotchi World (Nintendo 64) triggers the next
Astronika (PlayStation), Whoopee Camp’s promising platform romp Tonpa
titled The Mystery Hospital (PlayStation) which owes much to Warp's The D, Enix’s Bust a Move (PlayStation), and HudsonSoft's Bloody Roar (PlayStation)

hase of pet-related hysteria, Tecmo’s Gallop Racer 2 (PlayStation), Enix's
layStation, two shots), Imagineer’s Fighting Cup (Nintendo 64), Bandai's oddly
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The Saturn was reasonably supported, with 26.2 per cent of the total titles
shown. With Burning Rangers, Sega proved that it can still push the Saturn

more surprises. Shining Force Iil, Panzer
Dragoon Saga, Sonic R and Sega Touring
Car Championship were all on display,
but predictably Virtua Fighter 3 wasn't.
Another hotly anticpated title that
failed to put in an appearance was the
PlayStation version of Tekken 3,
although the show brochure resolutely
insisted otherwise. The conversion is
thought to be taking longer because of
the game's System 12 board origins (the

Another hotly anticipated title that failed

to put in an appearance

was the PlayStation version of

Tekken 3,

although the show brochure resolutely insisted otherwise

s L

first two Tekkens having used System
11). Nevertheless, according to sources,
Tekken 3 is still expected to hit its
Japanese deadline in December.

In an effort to mollify the masses,
Namco showed Kronoa, Namco
Museum Encore (including Rolling
Thunder and Sky Kid), and its first Né64
project, Famista é4. The latter looked
quite impressive — for a baseball game.

With Nintendo failing to appear, as
is its custom at the TGS, it was left to
thirdparty companies to demonstrate
the N64's prodigious talents. Two of the
most promising were Seta’s Rev Limit
(Seta was also showing Wild Choppers,
due for a November release in Japan),
and a near-complete Top Gear Rally
from Kemco (see p36).

In the Né4 beat ‘'em up arena,
Culture Brain's Virtual Hiryu no Ken (see
p4é) and Fighting Cup from Imagineer
were the only contenders. The latter
features a novel scoring system where
each move is worth a certain amount of
points, the first player to reach the
required nine points winning the match.
Imagineer could only show an early
version, and as such the graphics were
unimpressive, although the gameplay
may buck the beat ‘em up trend in
rewarding a more strategic approach.

Imagmeer's other forthcoming
release, Environmental Tale, bears a
strong resemblance to Super Mario 64
in terms of perspective and design, but
it also features distinctive RPG
elements. Players start off in a small
town and must build their skills, engage
in combat, and acquire new spells in
order to complete a series of quests.
The version at the show was 60 per
cent complete, and Imagineer was

60%

1F Lv. 4 WP 48/ 51

sanguine about its prospects for a
Christmas release in Japan, with
possible western versions once a
translation is complete.

One of the biggest disappointments
of the show was the absence of a
playable version of Metal Gear Solid on
Konami's stand. Again the game was
shown in running video form, but this
was essentially the same as the version
shown at ECTS, and Konami was unable
to commit to a release date. Hyper
Olympics in Nagano 98 for the
PlayStation and N64 was the most
prominent title on the stand, although
there was a playable version of Gasp!!,
a typical Japanese beat 'em up. This
was still at an embryonic stage, with
only three characters and two levels (a
temple and a park) available. Hybrid
Heaven was more impressive, but as at
E3, it was only shown on video.

Capcom could o ne peaten

for production values. Hosts dressed as
Chris, Claire and Jill greeted visitors
entering the Biohazard 2 theatre for a
special presentation of the stand'’s
biggest attraction. Inside, scantily clad
Capcom attendants showed viewers
their seats, before a dry-ice machine
engulfed the red-lit room in smoke. The
demo itself showed off the game's vast
array of new weaponry and enemies to
great effect. The apparent support of
head tracking for the main characters
raised a few eyebrows, too; running
past a zombie will cause the player's
character to turn their head in order to
keep an eye on the creature, adding to
the realism. Capcom'’s other offerings
were old favourites, comprising several
titles based on the Rockman and Street
Fighter series. PlayStation fans of the

Clockwise from top left: SCEI's Gran Turismo (PlayStation), Taito’s Densha Da Go Go (PlayStation), SquareSoft’s Chocobo’s Mystery Dungeon (PlayStation),
Artdink’s balloon game Notham no Kaze (PlayStation), SquareSoft's Xenogears (PlayStation), and Parasite Eve (PlayStation), Enix’s sp.le.ndid dancing game
Bust a Move (PlayStation) a kind of Parappa the Rappa with polygons, and Square’s Bushido Blade-inspired RPG/beat ‘em up Soukaigi (PlayStation)
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former were certainly catered for with
Rockman Dash, Rockman Battle and
Chase, Rockman 8, Rockman X4, and
Rockman Adventures. Beat 'em up
antics were assured with PlayStation
and Saturn versions of Street Fighter
Collection, while X-Men vs Street
Fighter kept Saturn owners happy.
Hudson pulled a couple of its own
surprises with two new Bomberman
titles: Bomberman 2 for the Saturn, and
the oddly monikered PlayBomberman
for the PlayStation. The latter retains the
classic 2D gameplay but views it from
an isometric perspective to give a 3D
effect (it was overshadowed by
Bomberman 64 which obviously adds a
true third dimension). Further support
for the N64 came in the form of Last
Legion, but it was Bloody Roar, a
PlayStation fighting game, that attracted
the most attention. Bloody Roar
combatants have the ability to
metamorphose into monsters in order
to perform special attacks; however, the
simplicity of the controls would indicate
Hudson is targeting a younger audience.

Sadly, most o e other stands

were populated by unexciting clones.
SNK's effort, with its proliferation of King
Of Fighters and Samurai Spirits sequels,
was particularly disappointing.

As far as surprise announcements
were concerned, it was perhaps
predictably left to the flamboyant Kenji
Eno to engage in his usual theatrical
antics. As the first ‘Creator’s
Conference’ (which also featured
Konami's Hideo Kojima and Sega’s Yuji
Naka) drew to a close, conference hosts
Masaaki Tsukada and Kouichi
Hamamura - chief editors of Dengeki-oh

With titles such as Parasite Eve, Einhander, Xenogears, and the two Front Mission games, SquareSoft's stand was
one of the show’s better examples. Capcom, however, hit back with its Biohazard 2 theatre presentation, which
warned easily disturbed individuals or those with weak hearts to refrain from entering the popular booth (inset)

and Weekly Famitsu — asked Eno if he
had anything else to report to the
public. Eno duly announced that he was
currently hard at work on D2 for the
Saturn, and held up a napkin with ‘Sega
Saturn’ written on it as if to reinforce the
message. He declined to confirm a
release date, however.

So yet another Tokyo Game Show
came to an end. Despite the

embarrassing paucity of innovative
titles, some of the sequels - despite
their cbvious influences - looked
promising. The whole atmosphere
reflected a healthy (albeit uninspired)
industry, but the glaring absence of a
certain major player was felt by anyone
visiting the show. Zelda 64, F-Zero 64
and Yoshi’s Story would certainly

have made worthy additions.

Almost ever‘r one of the show’s substantial number of exhibitors had its own collection of either scantily clad or stupidly dressed dancers, but while most

displays ha

little to do with the games they were promoting, Enix’s Parapﬁ

illustrated live on stage. Unlike presentations at E3 or ECTS, the ones here

a the Rappa-styled Bust a Move at least benefited from having its gameplay
ad the advantage of being in Japan, which made such behaviour acceptable...
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ECHOES OF E3 AT ECTS

This year’s ECTS attracted more

visitors than any of
shows, a

the previous
were

‘ A host of lenses may have been on Tomb Raider’s ‘Lara Croft’ at this year's

ECTS, but she only had eyes for a certain magazine. Yes, a switched-on lass

T he status of ECTS as a scaled-

down replay of E3 was confirmed
again at this year’s event which saw the
number of true videogame premieres
dwarfed by an onslaught of Atlanta
hand-me-downs. On top of that, Edge
was concerned by the masses of
seemingly complete titles ready for a
Christmas launch, and present only to
tempt retail buyers into stocking up for
the festive months. These titles
shamelessly competed for space and
attention with first-time showings. Avid
gamers, then, were forced to search
high and low for never-before-seen - or
at least updated - demos.

Admittedly, there were plenty of
interesting titles at the event for those
who didn’t make it out to E3 in Atlanta.
The packed main hall, for example, was
dominated by the four giants of the
industry — EA, Virgin, Eidos and Ocean -
who all brought substantial wares with
them. Predictably, it was Eidos that
boasted the biggest mainstream
crowd-puller of the event: a rolling
demo of Tomb Raider Il looking
near-complete and suitably epoch-
making. Almost s exciting was a
playable version of Resident Evil 2,
available both at Virgin's typically
ornate marquis (this year themed to
resemble a futuristic organic blob,
though it looked uncomfortably
orificial), and Sony's huge PlayStation

hall, situated behind the main arena.
Gamers looking forward to a game
featuring smooth animation, detailed
locations and gruesome zombie cops
will not be disappointed.

Interestingly, most of the
excitement at the show seemed to
revolve around the rapidly diversifying
adventure genres. As well as Resident
Evil 2, Virgin also revealed Westwood's
point-and-click take on Blade Runner to
a select few, while Gremlin disclosed
that it would be publishing a Men in
Black conversion currently being
completed by US outfit Design League.
The latter looks to fit comfortably into
the Resident Evil mould, with crisp
prerendered backgrounds, effective
polygon characters, and plenty of

Apparently, Ms Croft cannot
resist any Edge photo
opportunity, bless her heart

In reality, then, it seems the only
explicit revelation at ECTS was the
industry’s slavish adherence to popular
genres. Tomb Raider's use of a third-
person viewpoint and immersive 3D
environments has clearly made a
massive impression on the industry.

Predictably, it was Eidos that boasted the

biggest crowd-puller: a rolling demo of

Tomb Raider i

puzzles. RPG-wise, Sony's hall played
host to Final Fantasy VII, while Blizzard
showed off a vast and hugely detailed
Diablo 2. Eidos was plugging
Revenant, while Interplay had Balder’s
Gate to get to grips with: all variations
on the 'hack, slay and explore’ theme.

looking near-complete and suitably epic

Eidos boasted several similar titles,
including DeathTrap Dungeon and the
more combat-oriented Core duo of
Ninja and Fighting Force. Kalisto too
was getting in on the act with
Nightmare Creatures, as was Interplay
with the slash ‘em up Die by the Sword,
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This year’s ECTS was more like an American show than any that had preceded it, with the most comprehensive
range of software available to play (main), and the most diverse motley crew of hired help (top right and right)

- il
o

Influenced by this year’s E3, the
exhibitors at ECTS presented
plenty of flesh willing to be
pressed. No, Edge didn’t indulge

and Activision with Pitfall 3D. Finally,
Ocean pitted its intelligent, avant garde
adventure OutCast directly against
Tomb Raider 2 by comparing technical
attributes on the first page of its glossy
publicity brochure. It seems the only
aspect of Core's game that Ocean can't
compete with are those oversized
polygon mammaries - which in the
current babe-obsessed climate is
enough to secure its downfall.

And of course there were those PC
favourites, the military strategy sim and
the first person shoot ‘em up, in
abundance. Representing the former
were, among many others, Eidos’
beautiful-looking medieval war-and-
resource-management title Plague,
Bullfrog's visually revitalised Populous
3, Sid Meier's complex and realistic
Gettysburg, and Corrosive Software's
Assault Korps, which was inexplicably
hidden away in a shed at the back of
the Eidos megaplex. Visitors could take
their pick from Doom derivatives Quake
2, Hexen 2, SiN, Daikatana, Forsaken,
Turok (an excellent 3Dfx conversion),
Shadow Warrior or Blood - some of
which toyed with the genre's shackles
without actually breaking them.

Strangely, however, the beat ‘em
up and racing genres — usually
ubiquitous - were under-represented
here. Capcom’s Marvel Super Heroes
was the only top-rate fighter present,
whereas the title of most promising
driving game could fall to either Sierra’s
Grand Prix Legends (a lusciously
realistic simulation of the legendary
1967 F1 season) or Gremlin's Buggy (a
purposefully unrealistic remote-
controlled cars affair) depending on
your temperament.

Among the mass of football sims,
hockey sims, tennis sims and basketball
sims, Gremlin's Actua Soccer 2
(intuitive interface, plentiful camera
views) and Konami's Nagano ‘98
(promising Winter Olympics action)
were prominent.

Sparks of originality? DMA's Grand
Theft Auto attracted huge amounts of
attention, along with the PlayStation
puzzler Kula Quest and Konami's arena-
based fourplayer romp Poy Poy. These
were, however, mere blips on an
otherwise formulaic non-event horizon.

For a show attended by all the
major players, exhibiting dozens of
games each, there were very few

surprises. Tomb Raider Il was clearly
the major attraction of the show, while
Resident Evil 2 and Final Fantasy VIl
drew gamers keen for their first taste of
two long-awaited titles. Perhaps the
most notable factor, however, was the
continuing dominance of the
PlayStation in the console sector. Now
over three years old, the machine
shows no signs of relinquishing its grip
on the industry, despite strong
competition from Nintendo. With Saturn
and PlayStation sequels not expected
until the end of ‘98 at the earliest, it
looks as though this situation will
remain at least until next year’s show.
Perhaps developers will use this
extended lifespan to explore some new
gameplay ideas on the machine instead
of recycling popular genres in ever
more strained incarnations. Stranger
things have happened.

Although their presence at ECTS
was vital, many of the top game
companies neglected to preview any
important new titles at the European
show. Nintendo - tucked away in the
much smaller National hall - was still
showing off Mario Kart to a non-plussed
populace, as well as the slightly fresher
Lylat Wars and Blast Corps. With no
Banjo-Kazooie or Body Harvest present,
Rare's GoldenEye was the only ‘new’
game to speak of.

Psygnosis and Activision, too, were
content to stick with their E3 goodies.
G-Police, Overboard and Psybadek from
the former and Quake 2, Hexen 2 and
SiN from the latter all look promising (as
they did in May), but a couple of
genuine unveilings would have E
spiced up the show no end.

Certain show-goers found that the amount of time they spent playing
games turned their bodies a colour apparently attractive to members of
the opposite sex. So it’s true then: videogames are good for you...
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(out there)

REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY

ontinuing its retro image campaign in an

attempt to keep its kudos in the face of
ever-increasing competition, Levi's is moving into
the videogame market. Well, perhaps not, but the
jeans giant did commission Anti-Rom to come up
with Laundry Master, a PC/Mac-compatible
beat ‘em up used as a promotional device to
accompany the kung-fu-themed cinema advert.

To say the controls are basic would be to

LevIs

i *\w\ﬁk

s -,ﬁ

e em—r [l

bout a month and a half ago (by the time
you read this), Edge received a call from a
music video producer wanting to find out which
was the hottest brand of football game in the UK,
as he wanted to use footage from it in the video
for 'Play It Cool', the new release from top taffies
the Super Furry Animals. Edge pointed him in the
direction of Gremlin and its Actua brand and the
result was a frenzied; long weekend's work
involving scanning the features of the band
members and actually working them into the game.
Thus lead vocalist Gruff Rhys and his cronies
appear in an Actua Soccer 2 match against Brazil
(which they go on to win 4-3) in the video.
Fans of the Super Furries will be intrigued to
learn that the band will appear as a hidden team
in Actua Soccer 2, due for release in November.

severely understate matters, with players only
able to jump, block, punch and kick their way
through six levels of side-scrolling martial arts
action:Each level is made up of three sections,
the third being devoted to a boss character
(which include a Chinese dragon and a
disgruntled chef. The settings for the levels are
based around those of the advert, so fights take

place in streets, Chinese restaurants, and rooftops,

all with very little sense of depth.

Perhaps predictably then, graphics are circa
‘85 at best, with at least two frames of animation
per move for each of the decidedly 2D characters,
while the sluggish, unresponsive nature of the
controls should be enough to drive players back
to engage in boardgame-related activities. Suffice
it-to say, Data East's ancient Kung-Fu Master
could easily high-kick it back to gameplay school.

umping very obviously onto the Tamagotchi bandwagon, Fujitsu is releasing Fin Fin, a half dolphin,
half bird, totally useless exercise in artificial life for the PC. Fin Fin lives on the Magic Planet of Teo

where he dives for fish, bathes, performs acrobatics or sits down for a meal of Lemo Fruit.

Supposedly costing a ludicrous $70bn to develop, Fin Fin is based on the world's most advanced
artificial life technology. He has feelings, brains, an individual character and will react to his owner, responding
to friendly and unfriendly behaviour as well as his surroundings. Unfortunately, he does not die should you
leave him alone for long periods of time, although with luck he might develop behavioural problems.

According to its maker, Fin Fin is already a cult hit in America and Japan. Now, warning signs don't

come any clearer than that...

pon opening a recent issue of industry

paper Computer Trade Weekly, Edge was
surprised to witness an unusually enormous
amount of promotional paraphernalia drop out.
Even more unusual was the nature of one
particular item of ‘advertising’ merchandise —
these, ahem, king-size rolling papers (below).

Created to promote Virgin's White Label (its

budget range), the packaging is emblazoned with
the legends ‘'GAMERS GEAR' (sic) and 'EXTRA
LENGTH FOR A QUALITY HIGH". Just what is Virgin
saying? Has the games industry really gone to pot?

WHITE LABEL
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: tX (again): on‘Iy‘: Edge knows what's really going on...

Edge, for finally managing to get shot of Simon ‘Councillor’ Cox.

The Cobra board. What happened? Konami missed a very
 valuable opponumty atJAMMAm get_one over on Sega Doh

- old, new, whatever - that have
 a standstill in the Edge office this
(P

layStation)
platform games ever conceived, packed with surprises,
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that it can work its magic on the 32bit scene as remarkably.
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your PC to 3 2
foronly £ 757 .-

sowenco ov|  EXperience the outer limits of 3D gaming with

the new Matrox m3D upgrade for games. -~ -

p

Matrox m3D delivers over 30 frames per second «
of non-stop, arcade-action game play. Its extensive set of 1
3D special effects offers breathtaking, realistic graphics.
for @ more immersive gaming experience. You'll be able to
play Tomb Raider, Hexen I, LUiHEDIIlt )@. L_IJ'EI'I'aCiIﬁE, Ends 1
other hot 30 game titles at resolutions up to 1024 x 768 for

superior image quality.

What's more, Matrox m3D comes with the full OEM
version of Ultim@te Race™, and over 20 game demos. For
only £ 75°, Matrox m3D is the most cost-effective, full featured

30 upgrade for your PC. Visit our Web site for more information!

Matrox m3D

Full OEM version included: . : 2

» Ideal upgrade for P133 PCl, and AGP systems
with compatible PCI slots

» Works with all 2 MB PCI graphics cards, and
Matrox Mystigue®, Mystique 220°, Millennium
and Millennium |l graphics boards

Over 20 3D game demos included:

2]
m nt ' o x L 01793 44 12 13 http://www.matrox.com/mga ]

Matrox (UK) Ltd. 6 Cherry Orchard West, Kembrey Park, Swindon, England SN2 6UP, Tel. : 01793 44 11 00 Fax: 01793 44 11 99 BBS: 01793 48 99 06 *Recommended retail price. Some
dealers may sell for less.

» Power VR2 30 controller with Y MB of
SDRAM memory

» 3D features include perspective correct texture
mapping, bilinear filtering, MIP mapping, fogging,
alpha blending, and transparency
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e Challenge gamers across the UK over
the Wireplay network.

¢ Play over 25 titles, including 6-player
Red Alert and 8-player Duke Nukem.

e Experience gameplay up to ten times
faster than the Internet.

¢ No subscription charges.

e Call now for your FREE software or
download it from our website.

Freefone 0800 800 918
www.wireplay.com
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EDGE’'S EXAMINATION OF THE INTERNET AND ONLINE GAMING SCENE

Creatures alive and kicking
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Without the rich potential of the Internet, it’s difficult to see how
Creatures could have become such a vibrant genetic experiment

emember Creatures? (E37). Despite the winding down of Time

Warner's UK games division (which was set to publish the UK edition),
the game is going strong across the rest of the world — and has this month
been re-released in the UK as a budget title. Indeed, a quick dip into the Internet
reveals that much of the original ‘gene-swapping' vision has come true.

Creatures is the creation of Cyberlife Technologies. A bold experiment in
neural network-based artificial life, Creatures casts the player as a god-like
presence in the world of the Norns. As independent entities, the Norns roam
about their world discovering what to eat, what to avoid, and even learn how
to communicate verbally. By encouraging particular Norns to breed, ‘players’
can develop new strains with evolving characteristics.

Remarkably, it all seems to be going according to plan. Creatures — which
gene biologist Richard Dawkins once described as the most impressive
example of artificial life he'd ever had seen — has spawned a mass of eager
pioneers in digital genetic research. These Creature fanatics breed intelligent
Norns or new colour variations, then disseminate their prized specimens via
the Internet. Popular Norns are downloaded by the hundred, and their genes
propagated throughout the many copies of Creatures around the globe. It's
like ordering up a syringe of Shergar's sperm.

Creatures on the Web is just one of many fan sites. Its speciality is
specially selected new strains of Norns, such as Highlanders and Wolflings.
The former are hardy specimens, able to live far longer then normal Norns,

on the Net

while the latter are wild Norns, barely touched by human hands, who've
reverted to a feral state. Much of the correspondence on this site and others
concerns getting Wolflings past their third generation.

Another meeting place is the Age of Albia site. This encompasses a huge
variety of new material including multi-lobed (and therefore smarter) Norns,
and overhauled breeding tools. Conversely, a more disturbing side to the
Creatures phenomenon can be found at the Isle of Misfits, where Creatures
followers send their most outlandish or unsociable Norns.

Thankfully, the official Creatures website takes a less twisted line. Instead
of a cruel freakshow, users can find patches, upgrades, desirable Norns and
new items for the title including a cuddly bear for sleepwalking Norns.

It's interesting that people are swapping Norns, and not their eggs as first
envisaged. Yet is it so surprising? The Web is hosting a dynamic experiment in
the exchange of genetic material. Who'd buy Shergar’s offspring, which might
have been mothered by any old nag, when the stud itself could be purchased?

Websites devoted to the game offer Creatures obsessives the
opportunity to widen their gene pool with fresh young stock

Creatures on the Web is located at www.budget.net/%7Etonyjett/index.html, while
Age of Albia can be found at at http://www.geocities.com/~johnmull/ and the
official Cyberlife Creatures page is situated at http://www.cyberlife.co.uk/

VRML shines in new puzzle game promo

T he Rubik's Cube craze might
never have occurred had a
Saturday morning kids show not
revealed one child's mastery of the
puzzle. Subsequently, the country
was gripped by Rubik's Cube fever.
Not wanting to leave things to
chance, the creators of Space
Cubes have taken a more proactive
approach. They're attempting to

globe. They are essentially plastic-
moulded ‘C'-style shapes which
hang together to form geometric
structures. Players first master the
Cube, then buy extra pieces to
create the Chain or the Blob.
Fortunately the Space Cubes
home page offers some explanation
through VRML animations of the

cubes in action, and it has already
won the Silicon Graphics Buzz of
the Week award. SGI claimed the
page demonstrated ‘an outstanding
piece of VRML mastery.” More
interestingly, it's one of the first
occasions in which the real world
and VRML have joined forces. To
sell something, naturally.

create Web hysteria before the

mind toys are even in the shops.
Space Cubes are the latest

plastic teasers set to sweep the

downloaded from www.netscape.com

For more information on Space Cubes, visit http://www.spacecubes.com/index.html
— visitors will need a VRML player, however, such as CosmoPlayer, which can be

The Space Cubes page primes
punters for the forthcoming toy




EDGE NOVEMBER 1997

BIG IN JAPAN

*"31empley 9|0su0d 1qy9 pasamod-1adns ‘paseg-awoy 0} ISP 19%20d-IN0A-UI-punole-ALied Wwoiy uonisuel

3y Inoqe snoiqnp aq [m Auew ySnoyye ‘apn punos Ajeaiydesd Ajsieudoidde ue aq oy sieadde ynsai ay
‘uonelidialul 9 OpUSIUIN B SPaU pIoM 3y} jey opuajulN papensiad sey iepueg ‘(Pamoj|oj Jey) S3UOP Jo
apI0Y ay) uohuaw 0} Jou) ysnoua sany| s,3jdoad payonoy Apealje 3,upey uouswouayd Iydlo3ewe | aus Ji Sy

“"uonesi|eal a100zpy-olupg e Jo yadsoid auy) 1o syjeq 38p3 "awiue paseq
u -we30apIA JO poOy} B Ul Buninsal ‘Sa} 1Y) JO SWOS JO [enualod Syi|-SIA0LL BU} 3Sijeal
0} s1adojansp Jay1o 38eIN0dUS 3SINOD JO PINOD SIY| "9SES|3! [PUOHRUISIUI UR Juelem
0] Sa13s awed03pia 3y} Jo Ajenb sy} snuNUOD |IM S3INJUSA UoKRWIUR USYYa/ 3y} ‘A|njadoH
‘ueder ul Jeak ay) Jo pua 3y SpIeMO) pajdadxe Lpune| uoneisAeld & UaY¥aL U
poddns osje |im sjuswijelsul Yioq ‘sianaouew Sunayiew aynise AjedidAy e uj 'ge6 1 Alenuer ut
SAILIR PINOYS PU0D3S 3} S|Iym ‘ueder ul aseajal JaqUISAON e 1o} pauueld si apostds isily ay |
110|d ayy o pajesodiodul Sureq
‘unr pue eAnzey usamiaq diysuone|al sy} se Yons ‘s uayya, Jo spadse ySnoyye ‘saesd omy 1siiy
2y} uo Ajuewud paseq A103s a3 ‘pauue|d osje si sauas (03pIA uoeWwIUR [RUISLO) AVO Uy
IDSY Yum uoidunfuod ut Suriom
S y2Iym quastuutepaiug oisnpy Auos o} afoid sy Sunsniua odweN Yim ‘S1now pajewiue
Ue Ojul apew 3q 0) S| uayya/ ‘N a10j2q Japybi4 19345 31| 1SNl ‘1ey st 31 0s puy ‘uoissaioid
[euonipes; siy} 10adsal 1,usa0p Jey} SUOje SL0D SWERS e UL} puB MOU AISAS ‘I9ASMOH “JaI[aqsip
ur spedol s1ayy dop 03 snye1o asned Ajpaey |jim ‘sdiod edue woly SuieuiSio SeARSWaY}
‘SOINOLL SWIUR UO Paseq ale Sswe30apiA Jo Jaquunu juedyudis e ‘ueder ur jey) 10} ay |
pajewiue 5338 uayyaL

“*op 0} dn Suiyoied awos yum Auos sanea| pue ‘aaipadsiad ul spun 000'000'0Z
40 Junod uoneishe|d auy sind Ajuienad siy| wodiwe 1adng sy} 10ss900NSs 1G9 | SH Aq
pamojoy Ajnp ‘wuofe|d Suie30apiA pjos-1SOW S,plIOM S} SUIBLLISI APUSLIND LWODIWRS S|
‘wiodiwed 12dns au 104 000’01 Z'65S PUe
'SPIMP|IOM P|Os S|} WOdIWe4 000'0Z0'00S Yim ‘anissaiduul ss3| ou ae saindly 21emyos
"I9]e| SIPJA XIS paseajal Sem 1l Jey} paISpISUod S uaym Apejnoied Jayye Ajpeq
00} 8ulop 3,ust Jayioiq 31q SH ‘sHUN 000'009'S YIM "000'08S'19 BuuadBels e o) (zg61 Uien
Ul 9Seaal S) o) 210} WOdIWe4 3y} s3uliq Siy| "9qoj8 sy} punole pjos Uaaq aneY Swodiiey

{A|qeawpe se uonisuen
AL} Mew uayya [|m

— $3seajal awiue-0)-awed
10} prepuels yiy e 19s
Apealje sey sapybi 19945

8uiwe8 Assioy asaueder aiow 1o}
MB3IASPEDLY 3G 'SYIUOL M3} ISe|
au Jano ueder ur swes uoneisheld
8uljes-1sa881q ay) :uoypis Aqrag

Jadns 000'00¢’¢ pue swodiweq 000'08 punole /661 |idy 0} 9661 Yosepy woyy ‘ueder

JO opuauIN 0} SulpIodDy “Auew asudins 0} Ajayl| a1e S2IN3 S3|LS SPIMPJIOM U} NSl B Sy
IS0 UO SaUIYDRW IS3JB| BY} JO SWOS uey) Jayaq Sul||as a1Asy) ‘spiepuess uisisam Aq ‘puy
“ApAnadsal (03) 008'Sk pue (923) 08674 40 seoud Buipuewod (SINS) wodiwed 12dng
pue (S3IN) wodiwe4 3y yum ‘apes uueol e 3uiop a1,Asy) ueder ul ‘3jes 100qg-1ed ayy jo Anudipul
3]ewWiyN Sy} JaYNS 10 SaARYS do) UO ISNP JOLIRS JUHS SI|OSUOD PlO ISOW YN S} Ul SBAISUYM
Ajjwodnwey ayy ui 31 Suidaay

‘wiay} Joy Buned pue SUlUMO ||}S 10} PAYNBSSe 8q MOU pjnoys Asy) sdeyiad
“S)UR|IBSSE PaAIR)S-ILD)03RWe |
Aq speqe Buuea) Jnoyim S19a1S aY) UMOP yjem Ajjeuly ued sjuspisal 0AY0] 1euy S|qejiene
Ajisea os mou aze siyojodewe] Aupides Buiyydi| yons yym Jayjoue 0} dzeld auo woly sdesj jeyy
Aa10s syl e ul Apenoiued ‘puiw ayy s3)880q sawed eal, yym paseduod aley [Im SiYy MOH
'$$920NS S Iyjo3eLe] sy ul jusersid os usaq aney
12} senjen ajAis- Auaylow, ay) urejuiew oy Japio ul sdeysad ‘sapeys ayi-@ised apqns oy paydo
sey Jadojanap sy ‘ansjed isea s ;9N ayi audsap ‘pue ‘y3nos se paqudsap 1saq S USISSp JuaLnNd
3y "Woly SO0 0} SISPRIRYD OG URL|} SIOLL LM e pied-8uipel) B pue S3NIANDR OUISED
‘swed pieoq e Sulpnjul — sawes-uiw Jo Ajauea e Sulnjes) plom e Jajus o) siake|d sjqeus
IM pue JoSuospnH yim uonesado-0d ul padojansp Sulaq st swes, ay| ‘siseaq Suidaajq Apseyd
2y} uo paseq awes 9 opuauIN pasodoid e ‘iyoj0bpwp) s,Apoghiang si ‘ydnoys ‘Buikuiom aiop
‘uoisian Aog awen a|qnedwod-ajqed-yul mau s tepueg paddois j,usey siy) ‘sssjRUHaAIN
‘ueder ul duyuioddesip panoid (1.} 0S) aneY S3jeS 7 ILYdl08ewe |
‘sdoys ul s|qejiene Alppim ySnoys ‘paspu ‘a8l s,88p3 03 yonw — ueder wouy uiiawa Apeaje
ale yead sy passed sey azesd sainjeand |e}3Ip onolp! 3y} Jeyy sudis ‘Buiuado-aAs Ajp1anas si
SPIMPJIOM S)IUN 1YdjoSeLR] UOI||IL US) PajeWi}sa Ue pjOS MOU Sy Iepueg Jey) SMau ay} S|Ium
P321q M3u 0} yu1q saA13 Y9N I[IYM SIIP 19A3} 1IydjoSewe)

JINOW GILYWINY NV 404 3D¥N0S V SV @3sn DNI3F SI NIX¥X¥FL S,0DWVN ITIHM ‘S3TVS ITOSNOD 1i891 ANY 8 S1i ¥IN0

13dINNYL 31YY0dA0D SLI DNIMOTE N33d SYH “TTIHMNYI ‘OANILNIN “JHILODVYIWYL S,Ad09A4INT
SV ¥9N 3H1 404 3nd S,1I MON “31d 1ON T1IM 1SNf LYHL ANIYL 13d TYNLYIA IHL NO SINO0d43Y 3903

JUINY N3AA3L
S3TVS WODIWUVA
IHDLOOVUYL hAN

T "HLNOW SIHL @




)

\«/ULT/—NAE/NE El-/,-\ P/Cl/\/ 'Sl

Bight high performance, fully cus
., \,ﬂu True 64 bit vis,

NINTENDOS*
Alternative routes (oJ] every C

i R
AU R

‘ :‘ | V - @
intendo ® Nintendo 64, and ~ \ N arertrademarke o TITANA0 Co., Ltd. JMALLESE [ ]

)

© 1997 Genki



ALPHAS EDGE NOVEMBER 1997

B PRESGREEN

Burning Rangers

:::é::, Rally s usual, the Tokyo-based JAMMA convention threw to make the combat a little more taxing. With a variety of long-

Barrage up a number of interesting new coin-ops which will range attacks (including Street Fighter-esque fireballs), and

Parasite Eve no doubt be attracting myriad clones next year. Best some solid, precise character graphics, Ehrgeiz looks set to

GP, L_ege“ds of a good bunch was Square’s latest beat 'em up, Ehrgeiz, wield a substantial influence over the development of beat ‘em

‘SI:'r't:'a"IgH:::::(en which employs a similar true 3D combat system to Tobal - ups as the millennium draws to a close.

Dark Project (including lots of side-stepping to get out of the usual 2D plane), Also on a beat ‘em up tip was Capcom, presenting the

Diddy Kong Racing but adds some unigue features. Paramount among these is the implausibly titled Rival Schools United by Fate. This manga-

Gran Turismo 5 increased interaction with the backgrounds: pugilists will be inspired title boasts some truly original characters, and finely
able to push objects at enemies and jump on obstacles. detailed character visuals on a par with those in Tekken 3. It also

Additionally, some of the arenas have been placed on two levels has an interesting scenario, in which the player takes control of

Square's Ehrgeiz features a similar
combat model to Tobal but boasts
more interactive backgrounds

Revealed at the JAMMA convention, The Lost World Special is a new version
of AM3's on-rails shooter, complete with new cabinet and gameplay features

Rapid River is the latest in Namco's
range of novelty-cabinet coin-ops. This
one requires the player to grasp a
paddle and furiously row down a
series of treacherous white-water
courses. It takes a lot of energy, but
seems popular with couples
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The System 23 board has allowed
for some intricate background detail

Motocross Go! features some huge
jumps rather than just flat circuits

a team of three fighters whose purpose is to conquer teams
from competing high schools. With a combat system inspired by
X-Men vs Street Fighter and a few new ideas chucked in,
another bright Capcom classic could well be on the horizon.

Amongst Namco's many offerings was the promising
offroad racer Motocross Go!, running on its System 23 board.
Although it doesn't look massively more advanced than a
standard System 22 title, it does offer some superbly detailed
backgrounds and a finely balanced racing model. The cabinet
itself (the player sits on a bike) boasts some finely tuned force-
feedback shenanigans; players feel different vibrations
depending on the surface they're racing on and the bike they've
chosen. Edge just wonders how far this craze is going to go...

Unsurprisingly, considering Final Fantasy VII's orgasmic
reception, Square has two new RPG titles in development. One
is Xenogear, which appropriates many of FFVII's gameplay

M.

Capcom has moved temporarily away from the Street Fighter licence to
produce Rivals United by Fate, a team-based high school combat game

The cabinet bike, sponsored by Yamaha, offers an accurate force-feedback
system which could prove painful to the player at times like these (below)

features and works them into a new, perhaps less graphically
ambitious, world. The main thrust of the action seems to be the
3D battle scenes where the player has to defeat a mixture of
monsters, some of whom are quite innovatively styled. It
sounds limiting, but if these conflicts are as immersive as those
in Square’s premier PlayStation title, this could well provide an
equally powerful hit for hack-and-slay fanatics everywhere.
Black Ops development has apparently spent over 20
months developing its mission-based underwater adventure >

Midway's Off Road Challenge
offers eight courses and eight
trucks with which to tackle them

Street Fighter Ill: Second Impact
Giant Attack (left) features two new
characters, Hugo and Urien, as well
as a variety of new moves
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SquareSoft's latest RPG Xenogears (below) borrows many game ideas from the massively successful Final Fantasy VI, but places them in a totally different world

4 Treasures of the Deep. Which could explain why it looks so
beautifully intricate and atmospheric. The game makes eight
vehicles and a variety of weapons and gadgets available to the
player, who acts as a kind of scavanging James Bond, searching
the ocean bed for loot while fighting off competitors. Along the
way there are terrorist nuclear devices to disarm, enemy subs
to blow up, and satellites to retrieve from deep-sea trenches. All
in all, it looks to be a novel idea brilliantly executed.

The racing genre may be atrociously overcrowded at the
moment, but Spanish developer Chaos Effect clearly feels there

Treasures of the Deep takes a derivative mission-based action adventure structure and places it in a brilliantly
evocative underwater environment — to great effect. It could prove to be a significant title for Namco in the States

is still sufficient room for a few more contenders. Judging by its
promising contribution to the cause - the stylish and distinctive
Rattle and Beetle - the company may well be correct. What
stands out immediately are the vehicles: ten personalised
Volkswagen Beetles, each with different performance
capabilities but all driven by psychopaths. This not-altogether-
serious use of recognisable motors represents an intelligent
move away from the standard sleek sports cars of Ridge Racer
and its derivatives without straying into the cartoonish extremes
of Micro Machines or Big Red Racing. There are similarities with
the latter, though — interesting and colourful cartoony graphics,
huge jumps, forgiving physics and an emphasis on smooth
playability being the most notable. However, Chaos Effect has
taken full advantage of the luxuries afforded by D3D and the
P200 processor, putting Gouruad shading and light-sourcing
wherever they'll be noticed. Great visuals and offbeat gameplay
ideas? Why on earth hasn't this title got a publisher yet?

Nintendo 64 title Aero-Gauge is a presentable Wipeout-style racer from Japanese
developer ASCII. The vehicles seem peculiarly flat, but the circuits look interesting

BBAZ035/0C NI TIITD
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The PC 3Dfx version of
Tomb Raider 2 (centre
two shots) looks more
visually impressive than
its predecessor. These
new visuals show a
much wider graphical
diversity, with outdoor
and subaqua scenes
looking particularly
impressive. Mammoth
sales are inevitable

The inclusion of vehicles in the game should add
a new twist to the familiar Tomb Raider formula.
And this isn't the only evidence that Core has
been working on the gameplay as much as
graphics. The shark (top left) in the underwater
scene promises to add an extra dimension to
unfortunate players’ where's-the-air-hole panic.
The PS version seen here suffers by comparison
to the 3Dfx interpretation, but it still offers fast 3C

Meanwhile, the creator of the aforementioned Big Red polygons, Assault Korps. Here the player controls a small
Racing - Big Red Software — has now changed its name to group of soldiers as they storm several enemy establishments,
Corrosive and is back with an altogether different kettle of killing everything in their path with all manner of exotic

weaponry. The basic gameplay elements and control system —

click on where the men should go, click on what they should fire

at, and so on - are rather reminiscent of Cannon Fodder (no

bad thing in itself), but Corrosive has also added a further level

of complexity in order to compete with the proliferation of

military strategy sims on the shelves. Players will, for example,

have to work out how to operate a cable car, bring down a 4

Namco's System 12 title Libero Grande
doesn't look capable of knocking Virtua
Striker 2 off its podium as the best
coin-op football game, and a potential
PlayStation conversion would face fierce
competition from Konami's /SS Pro

Zoom's PlayStation sequel Zero Divide 2 adds sharper character graphics and
more detailed environments to an interesting robot beat ‘em up concept
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portcullis, repair an armoured vehicle, and undertake various
other tasks. The team has bowed to the visual obsessions of
contemporary gamers by including smooth, lusciously detailed
landscapes and explosions lifted from the Renny Harlin school
of epic pyrotechnics. It will hit the PC and PlayStation in April.
Hyper Olympics (or Negano Olympics ‘98 as it is to be
known in the UK) is the latest addition to Konami's highly
distinguished catalogue of sporting games. In this long-awaited
follow up to the perennial PlayStation favourite International
Track & Field the player has a choice of 16 countries to
represent, a variety of play modes and 12 Winter sports to take

Rattle and Beetle from Chaos Effect mixes impressive visual realism with
some knockabout gameplay and those eternally favoured studentmobiles

part in, including alpine skiing, snowboarding, speed skating and
curling. Unsurprisingly, the title, due for simultaneous release on
the PlayStation and Né4 to coincide with the Negano event (in
February '98), will feature the same old frantic button-pressing
action as previous games. What is surprising, however, is that
the Né4 visuals do not yet look too far removed from those on
the PlayStation — and neither version looks particularly
accomplished in the graphics department.

However, as Konami itself proved with International Track &
Field, state-of-the-art graphics are not the most
important ingredients of a good sports game... E

Shoot ‘em up action and military strategy collide in Corrosive Software's
promising Assault Korps. The filtered textures and realtime lighting impress
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AFTER MONTHS OF SPECULATION, SEGA HAS FINALLY UNVEILED DETAILS OF SoNIC TEAM’S LASTEST PROJECT,
AN AMBITIOUS, POTENTIALLY EXCITING AND SPECTACULAR ADDITION TO THE SATURN’S GATALOGUE

The levels in Burning
Rangers regularly span
several floors, meaning
several miles of areas

Format:

Publisher:

Developer:
Release: ™
Origin:

Sonic Team proves that the Saturn can
perform impressive lighting effects (above)

hen news that the next Sonic game
m for the Saturn was to be handed to

Traveller's Tales (the developer
responsible for several of the blue
hedgehog's past adventures), speculation
arose as to what Sonic Team leader Yuji
Naka's next project would be. While rumours
circulated of a possible NIGHTS sequel, or
even a Sonic game for the company’s next
hardware project, Sega kept quiet. Until the
eve of the Tokyo Game Show, that is, when
Naka himself unveiled the first details of
Burning Rangers, Sonic Team's new title.

Already touted as possibly the most
exciting game from the coders for some time,
the action centres around the Burning
Rangers, a futuristic firefighting force charged
with the task of saving a city from imminent
destruction. As a member of the team,
players are continuously thrown into
life-or-death situations and must don their
exoskeleton suit to rescue victims, destroy
enemy machines and extinguish flames using
a variety of weapons.

The developer has paid particular
attention to the game’s Al in order to imbue
the gameplay with a convincing degree of
realism. As a result players will have to
co-operate with other Rangers to complete
missions successfully. To add variety while
maintaining a challenge, the survivors and
obstacles are generated randomly so that

Players have to explore the vast levels in order to successfully complete

the missions before the relentless fire engulfs the whole area (above)

they're not necessarily in the same location
every time the game is played. Currently a
choice of two characters is offered, although
it is possible the final version will allow any of
the five team members to be selected. A
twoplayer mode is also expected although
confirmation has yet to come from Sega.
The animation is impressive and the
control very responsive, with the Rangers
able to climb, jump and run around the
levels. Their mobile suits are fitted with
jetpacks so that larger obstacles can be
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Apart from destroying enemy robots and extinguishing fires, the player's
priority is to locate and save all the victims trapped in the blazing levels

cleared in a single bound. To simplify matters,
Sega has also included an ‘auto-jump’ option
which allows novice players to concentrate
on rescuing the stranded victims without
having to worry about obstacles.

Unlike Sonic Team's previous foray into
3D, NIiGHTS, here the characters interact with
the game world in three dimensions, no
longer constrained by an on-rails approach.
Players can explore their surroundings freely
- not an easy task, as each level, despite
being set in a building, is huge: most buildings
are four or five storeys high. Fortunately the
other members of the team will check in
periodically, giving audio cues should players
need help getting back on track. Not that this
should be a problem as a map is provided
and a HUD compass is also available to aid
individuals who are easily disoriented.

Despite the early nature of the version
shown to the public, Burning Rangers was

As well as structural obstacles, players must
be aware of possible explosion risks (right)

well received by onlookers. The game uses a
second generation NiGHTS engine that is
significantly more advanced than its
predecessor in terms of both design and
features. The team has also achieved some
impressive lighting effects and
transparencies, two visual delights once
thought to be beyond the Saturn’s abilities.
Yet the proof that the Saturn can do it is there
in the smooth, realistic red glow of fire and
the progress of the characters’ searchlights
as they skim over twisted, burnt wreckage.
Saturn diehards will also enjoy the subtle

transparency effects evident in flames, lasers,
and explosions.

As in NIGHTS, Burning Rangers will use a
rating system, grading players from A-F. Edge
wouldn't be surprised if the game features
several endings, each depending on the
player's performance and score. Expect more
details to emerge from Sega as Burning
Rangers nears release.

The characters’ exoskeleton suits will not only protect them from the high
temperatures, but also enable them to leap into the air to avoid obstacles

The action takes place within damaged and
therefore structurally unstable buildings
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WHILE GAMERS THE WORLD OVER WAIT IN BREATHY ANTICIPATION FOR QUAKE 2, FLEDGLING OUTFIT
VALVE IS AIMING TO REDEFINE THE FIRST-PERSON SHOOTER GENRE WITH ITS AUDACIOUS FIRST TITLE

One of the biggest improvements Half-Life’s 3D engine makes over that of the original Quake is the complexity of its enemy characters - some monsters
are constructed from over 6,000 polygons. Equally impressively, they're not all simply nondescipt cannon fodder - they turn up in all shapes and sizes

ne of the perils of arms trading is
m that, while you stash the cash, you
can never be certain that whoever
you sell to won't turn your own weapons on
you. So it may prove to be for id and its
profitable licensing of the Quake engine. For
as the audience waits for the curtains to part
on Quake Il this Christmas, it could be a
relative unknown that steals the spotlight.
Valve, a year-old softco, and Quake licensee,
is hoping to redefine the parameters of the
first-person shooter with Half-Life, its very
first title. Ambitious indeed, but from what
Edge has seen, by no means unrealistic.
Unlike the usual perfunctory ‘Earth under
attack’ scenarios, Half-Life features a fully
scripted storyline. The player takes the role of
a scientist trapped in a vast, underground
laboratory housing a secret Portal device (an
inter-dimensional gate). The Portal goes
tonto, vomits up hordes of mutant creatures,
leaving the player with a stained white coat
Developer: \ and an understandable desire to flee the lab
Release: and make for the surface. As progress is
Qrigin: US made, the story allows for different tactics to

Format: PC
Publisher: ¢

be taken according to the player's mood -
doors can be kicked down and room hosed
with grenades, a more cerebral path can be
used. Furthermore, throughout the game, the
story is deepened both locally and generally
by many scripted sequences integrated into
the action. These are not cutaways, but
rather scenes witnessed in apparent realtime
during the action. For example, players may
see a fellow scientist being attacked by a
monster and hide as it devours the body. Or
the monster could be killed in order to glean
useful information from the scientist. Apart

The first-person genre
may be stifled, but Valve's
original touches should
make Half-Life stand out
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The diversity of scenery
within Half-Life is
laudable; it's not all
brown, brown, brown

A flexible, module-based enemy Al system caters for those moments when opponents
would best serve themselves by fetching reinforcements and arranging pincer movements

Leading-edge lighting effects
combine with complex
geometry to make this one
stunning-looking experience

from the care that has been taken to make
these scenes diverting (whether horrific or
humorous), what makes them credible is the
amazing animation on all the creatures.

One of the Valve's many significant
technical advances over the original Quake
engine is its Skeletal Animation System.
Rather than storing a set of polygonal meshes
for each key frame of animation, the skeletal
system works by moving the bones within an
organism and deforming a mesh and texture
map around the skeleton. The results are
spectacular. Whereas a Quake monster uses
about 500 polys, a Half-Life monster can use
in excess of 6,000. And, because the
character motions and bone positions are
interpolated to precisely the point in the
frame being rendered, everything moves with
unprecedented fluidity. Monsters can be seen
to breath, turn their heads while running, and
lose limbs through wing-shots. Moreover, the
Al is commensurately improved. Using a
system based on flexible ‘modules’ instead
of if-then routines allows for enemies that
run away and fetch reinforcements, crouch
to reload, advance while others give
covering fire, or duck out of sight and take
pot shots. And as if this wasn't enough, the
monsters are multi-sensory. Some are blind
but can hear, others can follow the player’s
smell. As a result, combating the intelligence
and unpredictability of the adversaries in
Half-Life looks to be both more realistic and
a good deal scarier than in previous games
in the genre.

The creation of a rich and plausible game
environment has been greatly helped by a
raft of other technical innovations. The game
runs in 16bit colour by default and supports
multiple-sourced coloured lighting (which can

be mixed and blended to gorgeous effect),
smoke, translucency, and dynamically
changing surfaces: water ripples when
walked through, walls scar and burn. Sound
has not been overlooked, either: utilising a
proprietary real-time DSP (digital signal
processing) technique, a single sound effect
can be modulated according to the player's
surroundings, all in direction-sourced 3D.

There can be little doubt that Half-Life is
set to be the most exhaustively detailed 3D
action-game yet. If Valve can marry its
technical and conceptual prowess to a game
design that is as engrossing as it is
impressive, it could surprise a lot of E
people. Not least John Carmack.

Another of Half-Life's unique selling points is its array of multi-sensory
creatures - players can run, but covering their scents may prove tricky
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RALLY

IN SPITE OF ITS ADMITTEDLY AWESOME CAPABILITIES, THE NINTENDO 64 STILL LACKS AN ESSENTIAL RACING
TITLE. THE SITUATION MUST BE REDRESSED BEFORE THE OPPOSITION DISAPPEARS OVER THE HORIZON...

TOTALSTIME
3215745
“LAP TIME
0’34786

i e o

In championship mode, 20 cars race against each other through a variety of countries featuring differing track surfaces. Some of the effects, such as
weather, or the cars’ headlights (right), are particularly convincing. They are but a handful of the touches which bring a degree of realism to the game

Players can opt for
chase-cam views (top,
middle) and a faster
in-car view (above)

Format:
Publisher:

s far as the racing genre is
m concerned, the Né4 has been

overtaken by every other currently
popular machine. After the dreadful Cruis’n
USA and Human Grand Prix episodes, the
stakes were raised slightly with Multi-Racing
Championship, yet the Né4 is still in
desperate need of a decent racing game able
to compete successfully against the faster
and slicker 32bit market offerings.

Of course, forthcoming contenders such
as Lamborghini é4 from Titus and Seta’s Rev
Limit (whose progress has apparently now
been taken on board by Nintendo), have their
sights squarely set on the Né4's racing
champion cup. But Kemco must be hoping its
Top Gear Rally title will do for the 64bit
machine what Sega Rally did for the Saturn,
and more importantly, what V-Rally is
currently doing for the PlayStation; a good
racer is always a credibility boost.

In this latest powersliding extravaganza,
players must choose one of ten vehicles from
a range of manufacturers - including Ford,
Nissan, BMW, and Toyota — and spend three
laps on four circuits set in dense jungle, arid
desert land, sandy seaside and treacherous
mountainous passes.

Furthermore, advanced drivers can look
forward to an extra, highly technical hidden
track — and, of course, the obligatory extra
cars can also be found. Transmission, tyres
and suspension can be tweaked so that the
car's handling can be made to suit personal
preferences, while fog, rain, snow, and the
obscurity of night-time sections add an extra
element for drivers to deal with.

In addition to the self-explanatory
practice and time attack modes, the arcade

level will allow players to select any circuit
and engage in twoplayer battles should they
have friends at their disposal. There is a
noticeable drop in speed for the splitscreen
option, although the pace remains faster than
its equivalent in Multi-Racing Championship,
with a superior level of detail on-screen.

The game will also feature a
championship mode in which players
undertake seven seasons, each incorporating
several courses with random weather effects.
A scoring system similar to real-life rallying is
used, so that the top six drivers are rewarded
with championship points, and a specific
number of these must be attained before
progressing onwards to the next season.

0°'25783

Night sections (above) might recreate the
adrenaline-rush that is real-life rallying
better than the more light-friendly stages
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Thankfully, the majority
of the tracks are wide
enough to cater for the
biggest of powerslides
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Also, rather than simply have drivers
revisiting the same circuits seven times, the
designers have included a mirror mode for
the last three seasons, effectively extending
the number of tracks as well as adding a
certain amount of variety.

Furthermore, racing fans with a penchant
for art will revel in Top Gear Rally's ‘paint
shop’ option, which allows players to
customise their car’s appearance using a
reasonably comprehensive toolbox similar to
those found on full-blown paint programmes,
although the actual painting is limited to
some text and simple shapes. Nevertheless,
should a design be worth saving, this can of
course be done by simply slotting a memory
card into the appropriate joypad port.

US developer Boss Game Studios has
included several touches in an attempt to add
a degree of realism to its title. As a result,
players are not restricted by invisible barriers
on the side of the road, and can in fact

Some of the surfaces will test even the best of players’ abilities to the full,
although having an intelligently sponsored car might help matters a bit

BESTUAI
0:00700)

VAPITIME
0253726

Players who overdo it will, of course, suffer
the consequences (far left), but even with
great care taken, it’s still possible to slide off
the track for a spot of off-roading (above)

wander off the track should they feel
exploring their surroundings will help them
win the race. Also, actual damage ensues
when cars collide, followed by a realistic, and
therefore reasonable, drop in speed.

Top Gear Rally is looking impressive, with
a precise analogue control system, effective
weather effects (the ice stages are
particularly attractive), and with a higher level
of graphical detail than its nearest
competitor, Multi-Racing Championship.
Whether or not Boss Game Studios’ product
goes down the same road as Ocean's racer
remains to be seen - but the Né4
needs a good one, and soon... E
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The game’s twoglayer
mode retains a healthy
frame rate throughout
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ALTHOUGH AT FIRST GLANGE IT MAY APPEAR TO BE A STRAIT-LACED HELICOPTER FLIGHT SIM, THIS NE'W
TITLE FROM FOUR-MAN TEAM MANGO GRITS IS A FULL-ON SHOOT EM UP WITH IMMENSE VISUAL STYLE

Barrage does away with the need for fogging, taking full advantage of the
3Dfx hardware. Like Powerslide, from Emergent, it will be accelerator-only

Format:
Publisher:
Developer:
Release:
Origin:

ango Grits, based in Burbank in
m California, comprises just four staff,

making it one of the smallest
codeshops in the world. This factor makes
Barrage, and the impressive technology
which drives it, all the more remarkable.

Superficially, Barrage is little more than a

shoot ‘em up, a flight-sim/firstperson hybrid
title with an elementary premise: fly a
hover-fighter-aircraft freely around a number
of 3D environments, destroying the scattered
‘power buoys' that open the portals to the
following level. Hardly revolutionary in
concept, then, but that's not the reason
Mango Grits garnered so much attention at
this year's E3 event.

Both Shiny Entertainment and Innerloop
are currently touting their “infinite horizon’
engines, and Mango Grits is also offering zero
fogging. Joan Wood, who seems to wear a
number of hats at Grits, explains: ‘we're not
depending on fogging to hide a close clipping
plane because we wanted to get away from
that sort of claustrophobic cheat, and the
3Dfx hardware we're using is quite capable.
Instead of that fog, we're using every
database design trick we know.'

Those tricks, which give the game its
distinctive no-fog appearance, were learned
from programming Infinite Reality Engine

: Th i
high-end workstations. The team’s in;::i‘{,'fyo :emt:ﬁ:sd?;end

experiences with that technology lead them could set a new standard
for realtime PC 3D
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The only grey area concerning Barrage is,
unsurprisingly, gameplay. Certainly, with
such inspired technology at Mango Grits’
disposal, it would seem a shame to limit
the scope to a humble shoot ‘em up

to the 3Dfx Voodoo chipset, and by extension
to Intel’s Open Architecture Arcade Initiative.
Barrage will be one of the growing number of
accelerator-only titles when it's released next
year, joining Emergent Software’s Powerslide
in taking advantage of the polygon-pushing
power of the Voodoo chipset. Unlike Emergent,
however, the Californian company won't be
using the 3Dfx Glide API. Aligning itself with
id, Mango Grits has opted for Open GL.

By restricting the game to 3Dfx or similar
technology, Mango Grits is able to construct a
complex environment with a high polygon
count that would slow the action to a snail's
pace on even a high-end Pentium. As the
likes of PowerVR begin to catch up — and
exceed - the capabilities of Voodoo, Barrage
will actually tailor itself to the increased
resolution and rendering power by loading in
more complex models. The high minimum
specification is proving a problem for
potential publishers, many of whom don't

The action takes place
underwater as well as
on land, and boasts

some startling models

yet see the 3D accelerator market
approaching the maturity to support
hardware-only titles. Mango Grits is therefore
taking the unusual step of publishing Barrage
itself, through the Internet.

With the technical aspects taken care of,
the only question mark that hangs above the
project is, as ever, gameplay. Pushing the
technology to its limits is always admirable,

3DFX MAKES IT POSSIBLE TO GONSTRUCT A COMPLEX
ENVIRONMENT WITH A HIGH POLYGON GOUNT THAT
WOULD CRAWL EVEN ON A HIGH-END PENTIUM

and Edge is hoping that the Mango Grits
gang of four can elevate Barrage above the
crop when it gets a full release next year
courtesy of a more enlightened publisher. In
the meantime, interested parties should
direct their attentions to http://www.
mangogrits.com instead.

Barrage appears to be
an especially varied
game, with a diverse
selection of locales

It’'s a little hard to tell from these shots, but Barrage is a shoot ‘em up. Everythinﬁ that can be seen can be destroyed, from
the smallest farm implement to the tallest building. This reflection technique (right) certainly heightens the atmosphere




SquareSoft's take on
Resident Evil promises
numerous memorable
locations and setpieces

EDGE NOVEMBER 1997

PARASITE

RenowneD FoR 1TS RPG SERIES, SQUARESOFT HAS RECENTLY ATTEMPTED TO DIVERSIFY
INTO OTHER GENRES, INCLUDING THIS 3D ADVENTURE AIMED SQUARELY AT GApcom’s ResiDENT EviL

t's easy to underestimate the
“ shattering effect Resident Evil had

on the videogaming community.
Prior to its release, many observers doubted
the title's potential - yet the resulting effect
was more than just simply financial success;
Capcom's horror yarn instigated a movement
within the games industry that has since seen
many a developer announcing its own
addition to the third-person adventure genre.

Parasite Eve is SquareSoft's attempt to
grab a piece of the action. The game is based
on a successful novel, later adapted into a
film that was well received upon release in
Japan last year.

Realising the potential in such a title,
SquareSoft has decided to convert the story
into a PlayStation adventure and the project
is rumoured to be even more ambitious than
Final Fantasy VII. To ensure success in this
effort, Square has employed the services of
some of Hollywood's top CGl artists to handle
the graphical aspect of the game. Steve Gray,
whose credits include True Lies and Apollo
13, will be directing, while the art direction
will be handled by Darnell Williams, a veteran
of Casper.

Parasite Eve will undoubtedly feature as much exploration of the game’s
many settings (above) as shooting countless dangerous creatures (left)

The plot of Parasite Eve will differ
fundamentally from the movie and is the
labour of Takashi Tokita, who worked on
RPGs Chrono Trigger and Final Fantasy VII.
The game is being developed by Square in
the US but the renowned Hironobu Sakaguchi
will act as the project’s executive producer.
Unusually for a Japanese effort, the action
centres around various different areas of
New York — though the presence of a young,
blond-haired detective as the heroine isn't
too far removed from the manga norm.

The title was present at the recent Tokyo
Game Show, and drew much attention from
the public despite only being shown in video
form on a screen above SquareSoft's stand.
However, judging by the quality of the
footage, the Japanese RPG master’s push into
the 3D adventure genre could be E
something very special indeed...

The first shots released by SquareSoft
were merely hi-res workstation renders.
In-game graphics are less accomplished

As in Resident Evil,
interaction with other
characters will be a
necessary gaming factor
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The most authentic Formula 1 game ever is lined up on the grid. F1 Pole

accurate racing cars a
Position, based on the 1996 season, features 16 actual Grand Prix tracks, 22

With realistic spinouts, skid turns
and radio communicatio

you right in the driving seat.

VANTAGE HOUSE, 1 WEIR ROAD, WIMBLEDON, LONDON SW19 8UX  Tel: 0181 944 9000 < Fax: 0181 944 9400 « e-mail: ge

Www.ubisoft.co.uk
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GRAND PRIK

WHILE MOST FORMULA ONE GAMES ARE BASED ON THE PRESENT, FOR ITS LATEST RACING TITLE
PAPYRUS HAS LOOKED TO THE PAST IN AN ATTEMPT TO CAPTURE THE EXKCITEMENT OF A BYGONE ERA

The attention to detail
extends to drivers

releasing the steering
wheel to change gears

Format:
Publisher:
Developer:
Release:
Origin:

0 many Formula 1 fans, 1967
n represents the end of an era, and

possibly the most romantic season in
the sport’s 50-year history. It was the last
year before the cars sprouted wings and the
sport itself began to transmute into the
megabuck corporate circus it is today.

It was also the deadliest period the sport
has witnessed. The circuits — with their
narrow, tree-lined surfaces, rapid changes in
elevation and fast, open bends — were
extremely hazardous, while a surfeit of grunt
over grip made the cars perilously unforgiving
of driver error. The potential for a powerful
gaming experience recreating the
excitement, danger and romance of the time
is therefore enormous.

Grand Prix Legends features 11 tracks;
the design team visited several town halls to
obtain blueprints for tracks that have since
vanished or fallen into disrepair. This tireless
pursuit of realism also applies to the cars’
handling — even at this stage, anyone applying
basic racing principles will get an extremely
satisfactory response from their vehicle, and
with practice they'll be powersliding
intuitively round corners on full opposite lock.

Matt Sentell, project producer, is
confident that the new physics model will
supersede anything currently on the market.
‘It's truly 3D all the time,” he says, 'so what
can happen is that one wheel can leave the
ground. Most games only distinguish the car

The realistic physics model means that good
drivers powerslide round a corner (above
left), while bad ones do not bother (left)

being on the track, or completely off the
track, instead of true physics being applied.’
Dave Kaemmer, the force behind all of
Papyrus’ racing technology, has spent over a
year perfecting the physics model. ‘We are
modelling everything,” he says, ‘right down to
gyroscopic torques. So when you jump the
car, if you turn the steering wheel, it will
make the thing start to turn, like a real car.’
Papyrus is aiming for 16bit, 640x480
graphics, with support for 3D accelerator
cards and eight network players. With a
realistic minimum of a P90 to run the game,
Formula 1 fans with older equipment should
invest in more competitive machinery
before Grand Prix Legends is released.

All of the cars and drivers that took part in the 1967 season will feature
in what promises to be an impressively realistic Formula 1 simulation




GET READY TO ENJOY THE ULTIMATE F1 RACING EXPERIENCE. THE OFFICIAL FIA/FOCA PRODUCT IS AS REAL AS . e

bi Soft

NTERTAINMENT

F1 GETS WITHOUT ACTUALLY SITTING IN THE COCKPIT. IT’S ALSO THE ONLY GAME TO FEATURE REAL DRIVERS, 5.'“%
CARS AND CIRCUITS FROM THE 1996 GRAND PRIX SEASON. BUY IT OR GET LEFT ON THE GRID. WoRLD e

VANTAGE HOUSE, 1 WEIR ROAD, WIMBLEDON, LONDON SWi19 8UX e Tel: 0181 944 9000 * Fax: 0181 944 9400 * e-mail: general@ubisoft.co.uk e http://www.ubisoft.co.uk
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WhHiLe PLaYSTATION OWNERS ALREADY HAVE A DEFINITIVE RPG, SEGA HAS YET TO PRODUCE AN EQUIVALENT.

Players familiar with the Mega Drive originals will immediately notice the

addition of a third dimension to the proceedings. Sega has given its artists

free reign to explore the Saturn’s colour palette - with excellent results

Battle scenes have also
been bolstered thanks
to polygons and some
bold lighting effects

Format:
Publisher:
Developer:
Release:
Origin:

fter releasing several Shining Force
m spin-offs (including Shining Wisdom

and the disappointing Shining the
Holy Ark), on a variety of its formats, Sega
has finally decided to stop beating about the
bush. As a result, later this year fans of the
original Mega Drive series will be granted a
true sequel.

Nearing the end of its two years of
development, Shining Force Il will take place
within a 3D world but remains faithful to the
series’ roots by retaining the ‘flat’ combat
system - the characters will be modelled in
3D but move along a flat axis, in a similar
fashion to SquareSoft's battle display in Final
Fantasy VII. The confrontations will occur in
realtime, with players employing the usual
combination of weapons and magic spells.

Although Sega’s approach to this sequel
has been one of cautious evolution,
newcomers and fans alike will applaud the
more freeform way in which the plot unfolds.
Three scenarios — rumoured to have been
written immediately after the series’ second
instalment — will be offered, with three stories
in each. The stories are tightly integrated, so
that a player’s actions in one will not only
influence the proceedings of that particular
episode, but also the others that follow. This
promises to add a compelling extra
dimension to the already-strong narrative for
which the series is renowned.

The quality of the graphics, especially in
textures, is thoroughly impressive. The town
sections (where players do the usual building-

to-building search for food, weapons and
other useful artefacts while prodding the
locals for information) are enlivened by an
imaginative approach to colour and design,
and Saturn diehards will also appreciate the
loving attention paid to special effects, which
see everything, from magic spells to weather
effects professionally executed.

Shining Force il is looking promising, and
looks set to give Japanese Saturn owners a
compelling excuse not to venture E
outside this winter.

THE COMPANY IS HOPING THAT THE SEQUEL TO A SUCCESSFUL MEGA DRIVE SERIES MAY REDEEM MATTERS, THOUGH

As with most RPGs, a degree of roaming about and suburban ferreting
is necessary. The rich locations offer a decent level of scenery variety




stunningly accurate underwater environment

with real time 3D graphics, night and dag”

special effects and fearsome sea creatures.
Sub Culture. It's a tough world down there.

i Soft
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VIRTUAL HIF

Tue N64 HAS NOT YET EDGED AHEAD OF ITS 32BIT RIVALS OUTSIDE NINTENDO'S TRADITIONAL
AREAS OF EXPERTISE; GULTURE BRAIN'S BEAT "EM UP MAY BE JUST WHAT THE WORLD IS WAITING FOR
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The normal mode restores the fighters correct proportions and also takes its fighting more seriously. The N64 version is understandably more graphically
advanced than its PlayStation equivalent, and the promise of analogue control must give this a chance of becoming the leading beat ‘em up on the N64

The SD mode, with its
amusing polygons and
easier gameplay, is
aimed at beginners

Format:
Publisher:
Developer:
Release:
Origin:

he beat ‘em up has proved a
“ particular thorn in the Né4's side; it

still hasn't managed to establish
superiority over its competitors in this genre.
Every 64bit fighting offering so far has been
at best average, and as such has
understandably failed to drag Saturn and
PlayStation owners away from the likes of
Virtua Fighter 2 and Tekken 2.

Virtual Hiryu no Ken is based on the
PlayStation game of the same name and as
such will feature two fighting modes: a
normal and a super-deformed option. Both
offer 20 levels, enabling players to
progressively improve their combat skills, but
the super-deformed mode features visually
amusing characters and is therefore aimed
primarily at a younger audience.

Rather than forcing players simply to
battle their way to the top, developer Culture
Brain has allowed them to collect items along
the way. These can be put to great use during
special attacks, increasing the deadliness of
the assault. In total, more than 150 items can
be acquired, and they can be bought or sold
in shops as well as exchanged with another
player via the joypad’s memory pack.
Although this is merely a simple trading game
within the main program, it does add an extra
strategic dimension to the game.

In super-deformed mode, special attacks
can be performed at any time, with a gauge
keeping track of the number of these attacks
used. When the gauge reaches its maximum,
players can either perform a new special
attack or obtain a new item. The normal
mode is different in that it offers three

gauges: a health bar, a combo gauge similar
to the SD game, and a third bar displaying the
time allocated to use the special attacks,
which in this mode cannot be deployed
according to a player’s wishes.

Initially, ten characters can be chosen in
both modes, with hidden fighters appearing
later on in the game. In addition to the main
combat sections there are versus, survival,
practice, team battle, circuit, and tournament
modes. In the latter, players face eight
characters in a row whereas the circuit mode
is an individual battle against computer-
controlled opponents.

As a result of Culture Brain’s experience,
Virtual Hiryu no Ken is a fighting game
accessible to both beginners and veterans of
the genre. Whether its use of the analogue
control will make it a more accurate and,
ultimately, more enjoyable experience than
its 32bit cousin — and capable of taking on
that market's undisputed champions — E
only the future will tell.

The more forgiving SD game rewards the execution of special attacks
with points, which can be exchanged for items at the end of the bouts
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PC REVIEW
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% CHALLENGE AN EVIL PRESENCE IN YOUR OWN PC
% COMBINES STRATEGY & ARGADE AGTION IN A FULL 3D ENVIRONMENT

A7~ UNIQUE COMBAT TERRAIN BASED ON YOUR PERSONAL FILE DIREGTORY
A3~ EXPERIENGE YOUR GRAPHIC IMAGES & SOUND FILES AS YOU NAVIGATE THROUGH YOUR PC |

TELSTAR ELECTRONIC STUDIOS LTD.,The Studio, 62-64 Bridge Street, Walton-on-Thames, Surrey KT12 1AP
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Looking GiLASS TECHNOLOGIES IS SET TO TRANSCEND ITS REPUTATION FOR DEMANDING TOO MUCH OF
THE PG’S GRAPHICAL ABILITIES WITH A TITLE THAT PROMISES IMMERSION AND INTELLIGENCE AS ITS SELLING POINT

he last time Edge looked at The Dark
“ Project (E43), it was a shell of a game

- intriguing, fascinating even, but a
shell nevertheless. How could a medieval-
inspired first-person adventure form its own
identity in the wake of Quake? The answer,
said Looking Glass, would be in the game's
totally immersive environment — its realism,
its intelligence, its revolutionary ‘Act and
React’ technology which bestows real world
physics on game objects. Although it is still
too early to confirm the validity of these
assertions, new material revealed at ECTS
hints at a far from run-of-the-mill title.

The plot is certainly shaping up nicely.
The player takes on the role of a thief in a
mythical city where fourteenth century
architecture merges with nineteenth century
technology. It's a world of shadows and
darkness, intermittently lit to create a sinister
atmosphere - helped no end by beautiful
light-mapping. Character design is equally
impressive; Looking Glass has boasted about
its detailed skin polygon meshes and state-

The crisp hi-res visuals of-the-art motion capture, and both seem to

will be aided and have added an eerie reality to the characters.
abetted by the latest Looking Glass is keen to make significant

3D accelerator cards advances in the gameplay area, too. There

are 20 missions to sneak through, some of
which require the robber to abseil down walls
and dive beneath agueducts. At other points
the player must listen to enemy soldiers Although The Dark Project bears many resemblances to Quake, Looking
talking with each other; in this way it is Glass remains adamant the game boasts many gameplay innovations
possible to work out their plans and
formulate ambushes — a fascinating touch.

With all the elements coming together as expectations, is capable of leapfrogging both
planned, Looking Glass 100ks to have an by sheer virtue of its innovative gameplay
interesting contender. Quake 2 and Unreal ideas. Time will tell, however, if gamers really
are likely to set the tone for graphics next do want their first-person shooters to
year but this title, if it lives up to have brains as well as brawn. E

Format:

Publisher:

Developer:
Release:

Origin: Us 3 3 i . The game offers an atmospheric range of shadowy
‘ : environments which boast dramatic lighting effects




CHNPLOGIES. are trademarks of Looking Glass Technologies, Inc. All rights reserved. ©&® 1997 Eidos Interactive Limited. All Rights Reserved.

The best just got better! Introducing Flight Unlimited II.
The most realistic flight experience ever in a PC simulation.

FLY THROUGH A SKY FILLED WITH COMMERCIAL, CIVILIAN AND EXPERIENCE 25 HEART-POUNDING ADVENTURES, INCLUDING AT THE CONTROLS OF THIS DEHAVILLAND BEAVER
MILITARY AIRCRAFT. REAL-TIME COMMUNICATION BETWEEN DODGING TWO F-165 WITH THE LICENSE TO KILL WHEN SEAPLANE, YOU CAN TRY SOMETHING TOTALLY NEW IN A
You AND AIR TRAFFIC CONTROL GETS YOU THROUGH THE JAM. YOU VIOLATE RESTRICTED AIRSPACE. FLIGHT SIM— LAND ON WATER.

Throw everything you know about flight sims right out the window. Because Flight Unlimited II takes the realism and thrill of
simulated flying to a higher plane. Over 11,000 square miles of incredible San Francisco Bay Area terrain accurately modeled for the
most precise detail ever in a flight sim. The most advanced weather effects—rain, lightning, cross wind and more. Visual and
instrument navigation. Six of the coolest civilian aircraft, including the legendary P-51D Mustang. Whether you're a high-flyin' veteran
or just getting off the ground, check out the sim that sets the standard once again.

Beechcraft

Baron 58 X

DeHaviland Beaver
DHC-2 Seaplane

North American

Piper
P-51D Mustang

1 Arrow 200

www.lglass.com

DO G GLASS Flight Unlimited I ©&™ 1997 Looking Glass Technologies, Inc., Cambridge, MA. Flight Unlimited II and Looking Glass
i =



_ PRESCREEN EDGE NOVEMBER 1997

DIDDY KONG RAGING

IN A TYPicAL NINTENDO MOVE, THE JAPANESE VIDEOGAMES COLOSSUS HAS REVEALED A SUPER-SECRET
RARE-DEVELOPED TITLE WHICH HOLDS THE POTENTIAL TO REVOLUTIONISE THE RACING GAME GENRE
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The most obvious new element in Diddy Kong Racing is the ability to race either in a kart
(above), a hovercraft (top right), or an aeroplane (right), with obvious handling differences

only Nintendo would suddenly announce a major title
just three months prior to its release. Previously
swathed in secrecy, Diddy Kong Racing is one such title. It has
been in development at Rare for the best part of two years,
and will now be Nintendo’s major Né4 Christmas release
(Banjo-Kazooie has been delayed until March 1998, while
Legend of Zelda 64 is now expected in the Spring).

So far, with titles such as Blast Corps and the astounding
GoldenEye, Rare has brought undisputed quality to the Né4's
limited software range, and currently seems like the only
developer other than Nintendo able to get the best out of the
diminutive é4bit machine. So it was with a substantial amount
of anticipation that Edge visited the company’s HQ, situated
in a peaceful village amidst Warwickshire’s countryside, to
view its latest offering.

Anyone unaware of Rare’s pedigree would find a stroll
through the firm’s corridors brutally enlightening — framed
promotional prints of its extensive and illustrious back
catalogue adorn every possible wall space. Indeed, the room

n he videogaming world may be full of surprises, but

Origin:

AR,

ez

where Diddy Kong Racing is demonstrated is decorated with
countless poster-sized magazine covers featuring past Rare-
developed products, including Edge's Killer Instinct image
from the cover of issue 12. The atmosphere is therefore
appropriate as an Né4 and a large-screen television at one
end of an otherwise-cleared conference-style table are
switched on, and the intro sequence kicks off.

The quality of presentation throughout the game is first
class, easily equalling anything that has emerged from NCL,
with strong character design and humorous touches.
Observers who like to categorise games into some kind of
easily definable genres might be tempted to draw
comparisons with Mario Kart 64 even before the game begins,
yet according to Lee Schuneman, the game's director, this

In the adventure mode, races featuring different vehicles occur at several stages, with players forced to apply all of their
racing skills. Four views are available for each of the three modes of transport - far out, out, close, and standard (right)
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Bump into ‘TT" and he'll open up the time trial mode, which
can be used to practice on any of the adventure option tracks

<« would be a mistake, and he’s quick to point out the game's
unique qualities.

‘Diddy Kong Racing is a “racing adventure”. Its whole
concept is completely different to Mario Kart. People may
initially view it as being similar to Mario Kart, but if you play The Genie wanders around the game’s central area and helps out plarers by occasionally
the game for a few minutes, you'll discover how the challenging them to a race and offering a secret golden balloon should they beat him
adventure is interwoven with the racing.

‘The inspiration for DKR came from the desire to create

something new and original in the racing genre... We knew and competent players will soon be powersliding their way
from the start that we had to create something very different round corners on two wheels, performing loops in the sky,
in order for this game to stand out.’ and hovering their way to the finish line with relative ease.
Two modes therefore exist: Adventure and Racing. The The other aspect that soon becomes apparent is the fact
latter is a simple, straight-up racing affair allowing up to four that winning all of the four races on the four worlds isn't the
players to compete against each other using any means game’s only objective, merely DKR's first task. The game
necessary. Indeed, power-ups and weapons feature heavily in boasts a depth hitherto unseen in a racing title, hence
both modes, with players needing to collect bananas to Schuneman'’s earlier reluctance to describe it as such.
increase their speed. A further five advantageous components Completing a world’s four tracks opens up a new track where
- turbos, magnets, shields, oil slicks and missiles — also play a players face a boss. If beaten, the boss will issue a new
part. These are dotted around the courses in the form of challenge - to collect all of the eight silver coins now found on
coloured balloons, and collecting two or three of a kind will each of the courses, before meeting him again to get a piece
increase the weapon's power. Bursting two red balloons in a of an amulet. Accumulating all of the amulet pieces will allow
row, for instance, will turn standard missiles into heat-seeking players to face WhizPig, the final boss.
devices, while three balloons will allow players to fire off ten And yet this is only half of the game, for after the end
rockets against their opponents. sequence, players must engage in trophy tournaments (four
While the concept of the multiplayer option might not races in each of the worlds) in order to win the gold trophy.
sound revolutionary, it's the one or twoplayer co-operative Also, a further world opens up towards the end of the game
mode that sets Diddy Kong Racing apart, shattering cynics' g
assumptions that this a simple attempt at recreating merely a
slightly different take on Mario Kart 64. The most immediate ’
difference is the possibility to race in a variety of vehicles. BAGING APHHT, SHA"EHING cvmcs ASSUMPTIBNS THAT THIS

After choosing one of the eight initially selectable characters,
including Banjo the bear, Conker the squirrel, and of course

Diddy Kong (who made his first appearance in Donkey Kong and hidden in one of the tournament tracks is a key that
Country on the SNES in 1994), players begin racing in standard allows access to the world's battle level. These can take a
karts, but aeroplanes and hovercrafts become available at variety of forms, ranging from straightforward battles to
different stages as the game progresses. Each of the vehicles whizzing around an arena in the plane, picking up an egg from
handles differently and therefore a different style must be a huge central nest and bringing it back to the character’s
adopted for each of the races, but their control is intuitive, base while staving off the CPU opponents.
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W -
ey

e

Initially, Diddy Kong Racing will feature eight characters for players to choose from, all displaying the kind of strong design %uality usually associated
i
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with Nintendo titles. Three of the characters - Diddy, Banjo, and Conquer - feature in some of Rare’s other recent games, while the other five are original
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Regardless of the mode of transport, there are always weapon balloons scattered around
the track which must be burst before deploying their contents on unsuspecting rivals

|

And this opposition is relentless, displaying anything but
stupidity. As the player progresses, they too improve, taking
many of the different routes and shortcuts featured in every
track. It's one of the aspects of the game that Schuneman is
deservedly proud of: ‘The racing Al in DKR is extremely
advanced - your opponents react to their surroundings and
each other’s performance. They will burst weapon balloons,

TEXTURED AND IIYNAMICM_I.Y ANIMATED CHARAGTERS BEEN

. ,

Predictably, the game’s
replay mode continues
the quality found in all
the other areas of DKR

they'll upgrade their weapons, they'll take varying racing lines
[and] do everything possible to create the best race possible.’

Visually, Diddy Kong Racing looks excellent, with a wide
range of beautifully textured environments whose quality is
reminiscent of Super Mario 64 and Rare's other N64 game,
Banjo-Kazooie. This is possible through what Rare terms
‘Realtime Dynamic Animation’ technology.

‘Never before have so many large, colourful and highly
textured characters, each of them environment mapped and
dynamically animated, been able to run loose through the
game world, while maintaining a high frame rate — 30fps,’

Two players are able to race through the adventure mode

in a co-operative fashion (top). A further multiplayer
option allows four players to compete against each other

enthuses Schuneman. ‘Using this technology we're able to
create huge worlds with horizons that stretch far into the
distance without resorting to fogging.’

Another benefit of this technology is its suite of advanced
editing tools which guarantee every element of the game is
within easy reach of each team member at all times, allowing
them to concentrate on the other aspects of the game. With
DKR, Rare feels it has achieved all it could be asked to pull out
of the hardware, given its current level of software
development. Schuneman remains optimistic about the
future, though. ‘You can guarantee that we'll push the
console a little bit more with each game,’ he says confidently.
‘We still feel there's a lot more to be seen from the Né64 — it's
still in its infancy.’

Nintendo of Japan is reported to be extremely enthusiastic
about Diddy Kong Racing's potential as its next potential
blockbuster, and the Kyoto-based videogame giant is
reinforcing the message in the US with a $10 million
advertising campaign - the highest ever for an N64 game -
and an unprecedented one million copies of the game are
expected to be in the nation’s stores for the first day of
its release. It looks set to draw a lot of takers...
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The environment of Myth: The Fallen Lords is so real that every bloody limb, every scattered
- sword, every unexploded charge tossed by a qround -rippling explosion remains a live element ready to
8 be seized and used by or against you. AN

: ~ Not ||m|ted to a simple overhead view, you'll rotate around the heads of your troops follow the
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~ Getan eyeful of stunning detail: reflections in the water, Ilqhtmnq frying the enemy to (mders

smoking craters ringed with the heads of the inept and every ounce of blood remaining on the scarred
battlefleld

But don't stare too long. Learn the art of war and the importance of physics as you move fast to
- seize the high ground where the archers have greater range and pyromaniac dwarves an shower targets
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Multiplayer games include classic scenarios like King of the Hill and (apture the Flag, and umquely
 challenging variants like Assassin and Steal the Bacon, even in teams!

You can even play over the Internet using bungie.net or turn your local network intoyourown ;
personal warzone.
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Edge presents one of the most accomplished and potentially mould-breaking attempts at capturing the exhilaration

of professional motor sport. Gould this he Sony Japan’s big hreak?
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ran Turismo marks a change of direction for Sony Japan's in-house games. Titles like

Parappa the Rapper and Jumping Flash may have scored it points for originality, but,

so far, a world-beating hit of the scale of Tomb Raider or Resident Evil has remained
elusive. With Gran Turismo, the team that created Motor Toon GP is ditching the cartoon feel
so beloved of the Japanese market for the detail favoured by the west and hoping at the
same time to score its first international hit.

It ought to be difficult. After all, there's little in the back catalogue to suggest that the
20-strong team can make the transition. Motor Toon GP and its sequel were cosmetically
appealing with bright colours, Loony Toons styling and some superbly imaginative features,
but the handling, structure and long-term appeal all lacked finesse. V-Rally, the current gold
standard for PlayStation racing realism, scores highly in all these areas. It's almost the
complete opposite of a game like Motor Toon GP, which begs the question, can Sony's >
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The car models are easily the most realistic
Edge has seen on a home console - better
even than Ocean’s recent hit, V-Rally

‘I crashed my Skyline GT R on
a public road. Luckily no-one

was hurt; | got away with
minor injuries’

RECTAD

The low camera angles and TV-style cuts make the replay mode in Gran Turismo worth watching from
beginning to end. The specular lighting effects on the cars are simulated (with bitmaps), but effective

internal development team play against type? Edge was invited to SCE's headquarters in
Tokyo to find out.

Kazunori Yamauchi is the project leader on Gran Turismo, and seems eminently
qualified for the job. He's been living and breathing racing games for almost five years,
working on the original Motor Toon GP and the sequel before heading up the newly
assembled GT team in the Autumn of 1996. The idea, to produce a game that allowed the
player to race production cars, had already been in Yamauchi's to do’ folder for four years by
the time SCE gave it the go ahead. Like seemingly all Japanese developers involved in racing
games, Yamauchi's love of cars extends well beyond the confines of a console.

‘At one point during the production of Gran Turismo | couldn't tell the difference between
the real world and the game world," he laughs. 'l ended up crashing my Skyline GT R on a
public road. Luckily, no-one was hurt, and | escaped with minor injuries, but my car was
completely destroyed. In fact, I'm still paying for that crash. | owe the money on the car,
whether it's in pieces or not.’

Anyone familiar with the Nissan Skyline GT R will know that you'd have to be some kind of
racing nut to drive one. It may lack the visual flair of a Ferrari or a TVR, but it could keep up
with models from both manufacturers without breaking a sweat. Unsurprisingly, the Skyline is
featured in the game, along with a whole host of other overpowered road cars from Chrysler,
Chevrolet, Mazda, Mitsubishi and Subaru, with British brands TVR and Aston Martin injecting a
much-needed element of class. In all, Gran Turismo offers no less than 87 different models
to race - an encyclopedic selection that is very much a reflection of Yamauchi's long-time
obsession with production cars the world over — an obsession that has shaped not just car
selection but the bewildering array of options available to anyone who eschews the quick-
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Gran Turismo is a long way from Motor Toon GP. Product manager Kazunori Yamauchi (centre in photo, below right) dreamt of creating a racing title that
would allow players to drive sports production cars. The team wrote off two cars during its production. Yamauchi was lucky to escape with his life...

race Arcade mode for the Gran Turismo mode.

Players begin with limited funds with which to buy a new or second-hand car from any
one of the aforementioned manufacturers. Second-hand cars come in limited colours, and
any part of the vehicle may be customised, from changing the wheels to adding turbo-
chargers. Once car selection is complete (and it could take some time) a number of sub-
modes appear that lead eventually to one of the ten tracks. In keeping with the kitchen-sink
realism of the game, players may choose the unusual Licence mode, a sort of super-charged

driving test, complete with cones and emergency stops. The Championship mode, T = g

meanwhile, is split into ‘Central’ and 'Special’. Central offers a number of different ! Anvnne familiar with the

environments and conditions to race in, while Special confines the race to either front-wheel, = =

rear-wheel or four-wheel drive cars. Even the Time Trial mode is laden with options, smlne GT n WIII knnw
ol 7 b -

providing 400- and 1,000-metre races, a speed cup, Japafxese vs US c.ars, Japanese vs UK, “la‘ vo“ II nave lﬂ he some

and an extended 300km race. The type of race entered will be determined to a great extent ; % :

by the type of vehicle available to the player at the time. With this level of detail, it could > mnd 0' nl“ tﬂ d“ve one
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The highly effective lighting models, coupled
with the hyper-realistic handl{;f, give Gran

Turismo a polished, coin-op-style quality
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Gran Turismo sports a bewildering array of
options to customise new and used cars

‘Yokouchi wrote his car off
in a spectacular fashion. I'm
not sure whether that helped
the game or not’

RECORD

One of the most impressive features of the
game is the complex environment-mapping,
which casts shadows on to the many cars

The reverse-cam view reveals the opposition: there are 87 different cars to race in Gran Turismo, and
each has its own unique handling characteristics, reflected in four-wheel independent suspension

hardly be further from the cartoon slapstick of Motor Toon GP.

“Well," Yamauchi muses, ‘the team isn't exactly the same. The lead programmer is
different, as well as one of the designers, but we did use a part of the original Motor Toon
engine. Gran Turismo uses a part of the physics model used in Motor Toon.'

Akihiko Tan is the man behind the physics model. Though the graphics are certainly
impressive, it is ultimately the feel and drive of the cars that determines whether a game like
Gran Turismo is regarded as a classic or merely yet another PlayStation racing game. The
physics simulation model has been four years in the making (hence the Motor Toon lineage),
but the results Edge has witnessed justify the long development process. Each of the car's
four wheels is independently modelled, which gives the cars an incredibly realistic response.
Watch another car hit a curb, for example, and the front wheels bounce first, throwing the
bonnet up. On corners, the cars lean over and smoke billows from screeching tyres. Should
players clip a corner and wind up on the grass, the car fights for grip in vain until hitting the
tarmac once again. Realism, according to Yamauchi-san, was not the original objective.

‘That wasn't the approach we took," he explains. ‘Reality was not the main focus. Instead
of starting from the scientific angle, we started from the desire to build cars that could really
be driven, in a very tactile way. We knew that if we could succeed at that, then we would
make a realistic game. It's a different kind of approach.’

The team applied the same logic to the environment mapping, yielding pixel-perfect
shadows and some clever reflections courtesy of a sprite-mapping technique which maps
specular glints and gleams onto the cars’ bodywork. It's only a small detail, but it looks
impressive without hitting the frame rate, and makes replays worth watching, so realistic is
the impression it generates. Looking back at the Motor Toon games, it's hard to see how this
small team could put something quite so water-tight together in just 12 months. Perhaps the
real-life racing that the team engaged in was a factor. Yamauchi-san looks a little rueful at
this, as he recalls environment mapping programmer Takeshhi Yokouchi mapping a test car
inadvertently on to the environment.

‘Well, we did perform a lot of real tests. We rented out more than 30 cars to test the
driving feel, and to take some sound samples. Takeshi Yokouchi also crashed his car and
wrote it off in spectacular fashion. I'm not sure whether that helped the game or not..."

Whatever it was, the change of pace seems to suit them... E
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<4 CONTINUED

SATURN CULT

< =9l he PlayStation’s mainstream success is
I‘ l l remarkable. Sony’s seemingly tireless effort

in promoting its platform to the masses is

admirable; it is. the closest a hardware manufacturer
has come to creating a videogaming standard. But
for many connoisseurs, the Saturn is the machine of
choice — or at the very least a valued second format.

A considerable amount of Saturn sales can be
attributed to that elusive entity known as brand
loyalty. A number of Mega Drive owners, fond of
their 16bit hardware and software collection, bought
Sega’'s 32bit machine because they did (or do) own
its predecessor. With no Sonic game to establish the
link between the two platforms, Sega has been
fortunate to profit from early-'90s marketing that
made its name synonymous with gaming.
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The Saturn’s hardware was maligned well before
its launch, with unfair (and ill-judged) comparisons
with Sony’s PlayStation suggesting a technical gulf
that isn’t nearly as wide as was initially suggested.
Sega’s decision to opt for powerful sprite-handling
capabilities over polygon shifting is regarded by
many as an unfortunate error by the Japanese giant.
However, this could also be regarded as the fault of
the industry as a whole.

The automatic assumption that the advent of
machines capable of shifting large quantities of
polygons has marked the flatlining of the 2D
advancement curve is mistaken. In Japan, where 2D
beat ‘em ups are still enormously popular and
sprite-based RPGs are forever in demand, the
situation is different; the Saturn is held in much
higher regard than in Europe and the USA. Releases
from Capcom, SNK and Treasure, amongst others,
are eagerly awaited; many Japanese otaku would
find the almost exclusive obsession western gamers
have with 3D surprising, even nerdish.

Sega’s releases — in particular its arcade
conversions — have rarely failed to impress. The
Saturn can boast one of the best beat ‘em ups for a
home format in Fighters Megamix; similarly, Sega
Rally is a racing title with few peers. But its Saturn-

EDGE NOVEMBER 1997

dd-on for the Mega Drive was an embarrassing
}:‘l'er:;: tahat :Iienated even the most diehard Sega fans

specific development is also worthy of great credit.
The wistful NiGHTS is technically and aesthetically
sublime, but many of the uninitiated struggled to
appreciate the subtlety of its gameplay. Others,
however, believe it to be one of the finest console
games ever created.

Frequently, thirdparty software developed outside
Japan has been of a disappointing standard. This
has almost certainly contributed to the Saturn’s
poor performance in the west. Sega alienated
prominent American publishers by bringing the
Saturn launch forward from September to May
1995. With the existing deadlines tight, rescheduling
crucial releases to coincide with the revised street
date was simply not an option.

Yet, strangely, after infuriating American software
houses by depriving them of the chance to compete
for early adopters’ cash, Sega made the same
mistake in Europe. Significantly, the all-important
PAL conversion of Daytona USA was a disaster. With
borders to make a widescreen movie blush, its
shortcomings were all too apparent. Of the four
titles available, only Virtua Fighter gained any great
amount of critical acclaim — Clockwork Knight and
International Victory Goal were, even by 1995
standards, mediocre.

The Saturn’s original ﬁuts (left) looked like a Maplins

self-assembly job with a vast array of off-the-shelf
components. Later models became more integrated
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Daytona USA (above) wasn’t the killer app the Sat
needed to square up to the PIayStation.':Z'rtu: F? lllII:e‘rz
(left) came too late to rescue the machine’s credibility

Most thirdparty developers have
struggled with the Saturn from day one. In more
fortunate instances, titles converted from or
developed in tandem with PlayStation projects have
retained essential playability even if they lack visual
accomplishment. But, Jamentably, many ports lack
both. The likes of Sega Rally and Virtua Fighter 2
tell one tale, but the murky textures and glitchy
engines of many thirdparty releases attest to
another. If clipping and pop-up are to be the colour
clash of the '90s, then by that token the Saturn is
the equivalent of the Sinclair Spectrum.

Developers are keen to point the finger at Sega,
criticising its lack of support. It has been alleged
that Sega of Japan kept the strongest libraries to
itself at first, leaving codeshops to either use the
inferior tools provided or spend time producing their
own. In contrast, Sony’s handling of thirdparty
developers has been exemplary from day one. By
providing extensive libraries and technical support
for external developers, they removed a
considerable burden from the shoulders of coders
hard pushed by publishers to get software out of
development kits and on to shelves.

‘One thing that is true is that the Saturn didn't
get the same tools or library support from Sega that
the PlayStation did from Sony,” comments John
Edelson, Argonaut’s general manager. ‘We spent a
lot of time writing original libraries for 3D, for
audio, and for accessing CD.

‘Developing for the Saturn is difficult, it's got to
be said. The libraries have needed a lot of work and
the larger community of playStation programmers

and PC programmers that help people get through
those games doesn't really exist on the Saturn. In a
company like ours, the Saturn programmers feel
isolated, and there aren’t as many resources devoted
to them. So it's true, it's been hard for them.’

Naohiko Hoshino, associate general manager at
Sega Japan, agrees. ‘Sure, things could always be
better,’ he admits. ‘The fact that the architecture of
the Saturn is complicated has not helped and has
allowed claims like this to be made. Maybe

- developers are using this as an excuse because they

do not have the time to match the achievements of
some of Sega’s own teams. It is inevitable that most
companies are business driven and sometimes
financial issues come before creative freedom.’

The Saturn still enjoys a great deal of success in
Japan, where it continues to occupy the number two
spot above the Nintendo 64. The Mega Drive was a
failure in Sega’s home market, which is why Sega’s
Coleridge-stlye albatross — the ill-conceived,
SOA-developed 32X - didn’t drain Sega Japan’s
resources as it did the USA subsidiary. Sony has
courted developers successfully worldwide, but,
Hoshino states, ‘Sega [Japan] did the same with
many Japanese developers like Game Arts, Warp,
Treasure, and Climax. The situation in Europe and
the US was different around that time [1994] Sega
was trying to gather developer support for the 32X.
In hindsight this was a mistake.’

Another problem for Sega is that publishers are
almost desperate to get PlayStation software to the
sell-in stage. If this means sacrificing Saturn
development to do so — as was rumoured to be the

Three of the finest videogames ever to be released on
f the ! ) a console (from left): Sega Rally, Fi i i
Even with titles of this quality, though, Sega has struggled in the face of a zlugegly succgss;glhlt:;:k’:’teiggmggv;: lfl:)rlxlggnrys :

>
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Dragon Force (top) and
Grandia: two more
feathers in Sega’s cap

« case with Core's Tomb Raider 2 — the loss of sales
for the black box are potentially dwarfed by those
for the grey should a title go on sale late.

‘The Saturn is. demanding,’ reckons Edelson.
‘Many companies find themselves short of technical
resources, so they double up on the lead version of
a product and cut the Saturn release, often as an
excuse to cover up the fact that they didn’t have
enough technical resources.

‘There are a lot of customers out there that have
bought the Saturn. They’ve had a pretty good ride,
they‘ve had good software... they really appreciate
good effort, and | think we've made that with Croc.’

Indeed, ‘effort’ appears to be a key word where
Saturn development is concerned, as Naohiko
Hoshino agrees: ‘Yes, the Saturn is not the easiest
machine to develop for, but those who persevere
can obtain great results. | should say that business
decisions are involved too. If the management
cannot give the programmers enough time then the
results will not -be as good..."

Gallup’s software charts have
shown Saturn software sales to be in region of eight
per cent of total videogame sales for a large part of
1997. PlayStation game sales have continued to
climb. The arrival of the N64 in the marketplace has
further.complicated matters for Sega; retailers,
recognising this gap, have cut Saturn shelf space.
Thus begins a self-fulfilling prophesy; with walls full
of PlayStation software and a growing N64 library,
Sega’s machine is removed from the public eye.

Many large software chains have reduced store
space for the Saturn, and independents also repart
little demand. Virgin Our Price dropped the format
towards the end of 1996, and in a number of
Electronics Boutique stores the Saturn rivals only
the Amiga in terms of shelf space.

NOVEMBER 1997

turn may have some promising titles on the way,
:l:‘aus:i:g";anzyer Dragoon Saga (above), but the absencetof
Core’s Tomb Raider 2 (left) is a major blow for the forma

HMV’s Steve Alexander singles out the 32X and
Mega CD as turning points in Sega's fortunes. ‘This
is where things went wrong for Sega,’ he believes. ‘I
hardly need to explain the way people felt about
those add-ons — both customers and retailers were
left with a bad taste in the mouth. To this day, both
have neither forgotten nor forgiven.

‘I knew Sega were in for a hard time the day
Sony released its machine. On that fateful Friday I
knew Sony had stolen the ground from beneath its
rival. And when Sega reps came into our stores we
laughed them out. Everyone did.”

This Christmas is make or break for Sega. While
Sega Japan is forecasted to enjoy an upturn in
fortunes with the long-awaited release of Grandia
and Panzer Dragoon Saga, the company’s position
in America and Europe is exponentially more
delicate. Sega Europe has 14 releases planned from
between the end of September and the start of
January. Of these, only Touring Car, Sonic R and
Quake could be described as potential killer apps.
Despite others, like Enemy Zero and Last Bronx,
being quality titles, Sega has no real resources to
raise awareness of this fact. ¢ ;

Possibly the biggest blow to Sega is Ms Croft’s
absence from its schedules. Without the Tomb
Raider 2 conversion, Sega stands not only to fail to
profit from the Eidos marketing push, it also stands
to lose owners exasperated by the non-arrival of
important thirdparty titles. For European Saturn
owners there is no Konami, no Psygnosis, no Eidos.
Electronic Arts is cutting development and Virgin has
pruned all but affiliate titles. Elsewhere outside the
Sega stable, the situation is similarly bleak.

But, in the UK, the Saturn offers incredible value
for money at £100. Its back catalogue is varied; from
RPGs to coin-op conversions, almost every taste is
catered for. And, although thirdparty support has all
but disappeared, Sega has over 40 games pencilled
in for release next year, including Burning Rangers,
Grandia and, possibly, Virtua Fighter 3.

The Saturn, casualty of the second-generation
32bit console war, is neither 3DO nor Jaguar. It
boasts arcade conversions that Namco rivals but
rarely beats, classy RPGs, and support from offbeat
developers such as Treasure — it is, in short, the
hardcore gamer’'s machine of the '90s. In this
sense, Sega’s failure is also its greatest triumph.E
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Edge: The Saturn is regarded by many as a machine for the
‘enthusiast’. Is Sega happy with this label?
JB: Yes, the Saturn has evolved into a real ‘gamers’ machine.
The Saturn owner wants more from his console with in-depth,
quality role-playing games and quality arcade conversions.
Gameplay is the most important feature, as it should be for any
game. This will be our unique selling point; 100% quality
gameplay is what we provide. The software to hardware ratio of
4:1 indicates that our owners buy more software than any other
console — only when titles are consistently of a high quality can
a company maintain this kind of strong ratio. However, as the
console is now at the competitive price of £99.99, with a great
library of software priced from £19.99, it makes it an ideal
present and gives wider appeal for the Christmas market.
Edge: Who will Sega be aiming at with its Christmas
marketing? Will it be to a broad spectrum of potential
buyers, or will you concentrate specifically on the real
videogame enthusiasts?
JB: The Christmas marketing campaign will be targeted at core
games users and potential new entrants to the market. Sega
has the strongest console line-up for this quarter and easily the
best-value console price. The market will divide into the more
mainstream titles such as Sonic, Worldwide Soccer and Touring
Car and the targeted core gamers with Duke Nukem and Quake
— each one very strong in its own market.

Therefore we will buy space on television to reach the mass
market with football and motor racing and procede from there
to key targeted gamers’ programmes such as The Simpsons and

the X-Files. Support adverts in the national press will
communicate the key line-up message and continue to build
the brand. In the wider picture we're also associating the brand
with key football matches and motor sport events to reach not
only the loyal Sega consumer but potential new entrants to the
market through parental gift purchase. We'll be targetting the
younger user with the strength of the Sonic character.

Edge: How many Saturns have been sold in the UK to date?
JB: Approximately 450,000.

Edge: How many Saturns does Sega expect to sell this
Christmas?

JB: This is currently being reviewed, as sales have increased
over the past few weeks.

Edge: Edge has noticed a surprisingly high quantity of dual
PlayStation/Saturn ownership — that people buy a
PlayStation for the Psygnosis/Namco/thirdparty games and a
Saturn for the Sega titles. Many, in fact, express the Saturn
as their preferred format. How does Sega regard this? Would
you say this confirms the Saturn’s position as a machine for
the videogaming enthusiast?

JB: Our internal research and database information shows this
trend is increasing. There are many people now that own both
machines, mainly as the low price points mean that if you want
to play exclusive Sega games then £99.99 for the console is a
low barrier to entry. The Playstation is well-hyped, but once
people have played on the Saturn and seen certain games
available for it, you'll find it hard to say one machine is better
than the other. Many gamers still maintain that Sega Rally is
the best game ever — we'll not dispute that!

Sega’s games have a rich heritage and when titles like
Crash Bandicoot are dead and buried, people will still be
playing Sega Rally all over Europe. If we can maintain this
strength and quality of gameplay, Sega and its consoles will
continue selling.

Edge: Do you think the current speculation concerning
Sega’s next hardware launch is harming the Saturn? Isn’t
there a danger that this could scare off potential buyers?
JB: Mere speculation, that’s all it is. Why should the consumer
be aware or put off by this? The price and position of the
Saturn for this Christmas will ensure that any speculation does
not affect sales. The Saturn is at a mass-market price - the
speculation is mainly coming through the Internet and business
sources, and the average consumer will not necessarily have
access to this information. Remember that Sega itself has made
no announcements whatsoever other than to stress its
commitment to the Saturn. It's a great value 32bit console with
a strong library of titles for all ages, tastes and gaming ability.
Edge: Presumably there are no plans for another drop in the
Saturn’s retail price...

JB: The Saturn is already at a very good and competitive price
for Christmas. There will be some very strong bundles out at
retail which will help to make this a very good year for the
Saturn and ensure we maintain the number two position in the
UK console market. Having such a strong range of quality
games priced from £19.99 will provide consumers with a strong
incentive to purchase.

Edge: How would you sum up the Saturn and Sega today?
JB: The Saturn has a strong place in the videogame market —
being number two in the market and making profit in a
financial year is something to shout about in most industries.
Sega is proud to sell quality software and will continue to
support the Saturn throughout 1998 with a strong line-up.

Sega was number one in the market with the Mega
Drive and it will be again in the future — there is no E
doubt about that.
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EETING OF

Edge invites silx of video -amih’g’s imp.é'f‘ihfluential figures to meet
and discuss the state of the interactive art. The result? A frank and
insightful perspective from the frontline of videogaming creation _
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‘ u t the end of the second day
! of this year's ECTS, Edge

gathered together six of
videogaming’s leading luminaries, sat
them around a table in the show's
‘premier club lounge’, and invited
them to share their views on the
state of the industry.

The attendees, (from left to right
in photograph) Brett Sperry of
Westwood Studios, Dave Perry of
Shiny Entertainment, Peter
Molyneux of newly formed Lionhead
Studios, MD of Core Design Jeremy
sSmith, DMA Design chief David
; Jones, and Elite creator David

e 2 { \ & | Braben, were happy to mull over
z 'JJ[" Jfg\ | < IOV v L8 I many aspects of what has become

*"V?fﬁf e one of the world’s most valuable —
\ ’”'Q A"r\A

and valued by those who take part in
it — enterfainment mediums.

_ The interview wasn't exactly the
easiest Edge has ever conducted
(what with the constant threat of
being ejected from Clympia, ECTS's
venue, as the words kept coming and
the clock kept ticking), but this
meeting of minds was a landmark in
the magazine’s history. Edge hopes
it proves enlightening reading.

Originality: a lost cause?
Edge: Looking around ECTS today,
the amount of clones and ‘me-too’
titles seems to be more prevalent
than ever. Why do you feel the
videogames industry has developed
in this fashion?

David Braben: The risk factor seems
to drive certain companies more than
others. A return on the investment
and balancing the spreadsheet is
seen as more important than
gameplay. If you‘re trying to sell a
game to a publisher, the first thing
they ask is, "What's it like? What
other game is it similar to? Is it like
command & Conquer?” And you find
yourself being subtly driven down a
certain route. That's why we've got
68 million C&C clones.

Edge: So what do you see as being
the solution?

Dave Perry: We're getting around it
at Shiny by just making something
different — just doing it. At the
moment, everyone’s scratching their
heads trying to figure out what to do
next. We're doing a model helicopter
simulator. 1t's never been done
before, and the people that have
played it ge on for hours - they love
it. But the problem is convincing a
publisher that it's viable, because it
looks nothing like Tomb Raider.
Peter Molyneux:; You can't blame
the marketing people, though.
Developers just have to be less lazy —
they have to go out and get the press »
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<« excited about an idea. Then the
marketing people can see it's viable
and that people are really interested.
You really cant expect anybody
who's seen the tremendous figures of
Command & Conquer and Tomb
Raider to take any other attitude. We
can produce original games, and we
will produce original games.
Edge: Perhaps the answer Is to
shrink the resources, use smaller
teams. That would take the financial
pressure off.
DP: We're reducing the risk with Fly
By Wire by having a two-man team.
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We're taking the gamble. We've been
in all these arguments with
programmers who say we're all lazy
and don't try to make new genres,
and what do they go and do? They go
and make another Quake clone. So
we're taking a risk with this game,
but we‘ve tried to cut down on the
risk by having two people make the
game. If it looks like it‘s going to be a
hit, and the press are all leaping up
and down, then we'll hire the rest of
the people needed to get it finished
and polished.

Edge: Brett, how do vou feel about

Westwood having made Command &
Conquer - just about the most copied
game around.

Brett Sperry: You were asking the
question earlier: how do we get
around it? And the real challenge for
the development community is to
look at the established genres and try
to figure out how to take the next
step. Command & Conquer was borne
of a perceived gap in the market -
that started with Dune 2, actually,
and the premise was, well, strategy
games are fun, but that fun is rarely
realised, so what can we do? And
that's difficult. | don’t know what the
initial motivation was to create
Populous, but it was probably borne
of that same theory. It's a very
difficult thing to do.

Edge: What about originality and
sequels? Jeremy — Core is currently
finishing Tomb Raider 2, but it
doesn’t look like it’ll be much
different from the original...

Jeremy Smith: The success of Tomb
Raider means that people want more.
Tomb Raider 2 is 50 per cent again.
The engine is 50 per cent new, with
dynamic lighting and outside areas.
We felt that advancing the engine
was justifiable. The problem now is
the question of Tomb Raider 3. We
don't really know where else we can
take it, in its current form.

Edge: But do you want to do it?

JS: Well, the demand is there. The
consumers want it. If they didn‘t,
then they wouldn’t have bought
three-and-a-half million copies of the
game. The question is, where do you
stop? We currently have a couple of
guys beavering away on a product for
a younger demographic. The market
is there for 7-12 year olds, but
no-one is addressing it other than
Nintendo. You take that game to the
board of directors, though, and they
just look at you. But that market has
to come.

Edge: How would a board of
directors react to a game like, say,
Grand Theft Auto, then?

David Jones: But that game was
done out of passion. Every time we
sit down and say we want to write
something, we have to convince
ourselves it's different. It was a hard
slog to get publishers to accept that.
The game also took a long time, and
not that many people are willing to
commit that length of time to a
product. Originality takes time. We
can write something in 18 months,
but personally | want another 18
months on top of that to make it
original, to put all the stuff in that |
want. You try getting anyone to
approve a three-year timescale -
most publishers would have a fitl
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PM: Oh, don't say three years...
[Laughter all round]

DJ: We need time. Speak to most
developers and publishers and they'll
tell you 18 months is the average. |
think its terrible to force that on
people. You can‘t just create a bigger
team. In fact, you're better off with
small teams — say, three or four guys
for three years.

Edge: But doesn't that kind of
extended timescale leave you open
to technology issues? The PC market,
for example, seems to be in constant
flux at the moment. Who knows what
graphics card you’ll be writing to in
three years time?

DJ: That is a problem, and I'm
personally looking forward to a bit
more stability in technology so that
we don‘t have to worry about that.
We presented GTA two-and-a-half
years ago, and we could‘ve done that
game in 3D, but it wouldn't have
been the same. In fact | remember
the publisher, halfway through the
cycle, saying, Could you switch that
to 3D? And we said no, because you
can‘t just do that. It becomes
something different.

Edge: [s there a common
denominator to be found in the way

that games like Command and
conquer, Populous, or Tomb Raider
are created? The ‘originality recipe’?
PM: The common denominator, |
would guess, is passion. Everyone
says, Well, why aren‘t games better —
why aren’t there more really good
games? And | think that the answer is
that what this industry doesn’t do,
amazingly, is play the games that it
makes. We create a game, we ask the
teams to work all the hours God
sends, and we don‘t give them time
to play the game. That's really what
makes the difference - sitting down
and playing for hours and hours and
hours. | know that happened with
Quake, and | know that it happens
with Japanese games and it happens
with my own games. Unless you've
got the time to play it, you can’t
figure out those little touches that
make a game special. Like Brett said,
you can look at established genres
and see things people aren't

looking at now, rather than writing
down, ‘I‘m going to do an original
game today, and it's going to have
these elements’.

Laying the blame
Edge: So where does the blame fall?

Is it with producers, who actually
frown upon people simply playing
their games instead of coding them,
on a daily basis?

PM: | heard an interesting story the
other day about that kind of thing.
There was an American journalist, |
think, who was questioning John
Romero’s role in the development of
Quake, and he said that all John
Romero did all day was play
deathmatch. You don‘t have to sit
down at a keyboard these days and
be responsible for all the coding and
the graphics. What you do need is the
guts and the tenacity and the
willpower to turn something boring
into something very interesting and
motivating — and that really takes a
lot of willpower.

DB: The point about the passion
thing is that you have to be creating
the game for yourself, not for some
imaginary market. It has to be
something you would want to play.
There‘s something about seeing
everything planned out on a schedule
for a game that really kills it.
Schedules that say how many days
you‘re going to work on this shape,
and how many days you're going to
work on this effect - it stifles »



74

<4 CONTINUED

A M IG OF MINDS

EDGE NOVEMBER 1997

< creativity. The way that we're trying

to go is to develop the game to a
showable state and then talk to
publishers and marketing people.
Then you have the completion period,
which is scheduled. But the problem |
was trying to get at earlier is that it's
very hard for a new developer to
come in on the scene and produce
something that can compete with
things that have had a whole load of
speculative development. Dave's
helicopter game, for example; he has
the luxury of time and money to kick
that idea around for a while and see
where it goes.

Edge: Are developers restricted by
technology as much as they are
freed by it?

BS: It's very, very easy to be
seduced by the technology and forget
some of the fundamentals. We see it
time and time again, in our own

studios, you always have a couple of

programmers who think, Hey, this is
great — 3Dfx, let’s go for it! You have
to ask, Is the game in here, or is this
just self-indulgence?

Edge: Everyone seems to agree that
the whole accelerator card explosion
has helped the PC enormously, but if
it has, then why are people still

bemoaning the lack of gameplay?
PM: | think one reason is that the
world is a very different place now,
and what we're talking about here
are original games. Larger companies
aren’t so good at that. The other
reason is that it's easier to get away
with flashy stuff. | don’t know: if
there’s any truth in this, but if you
look back over the development cycle
of games over the last ten to 15
years, | reckon that about the same
amount of time is being spent now on
gameplay as was spent originally.
Back in the days of the Commodore
64, to make a game special, you had
to concentrate on the gameplay
because the graphics were shit and
the hardware wasn’t up to much, so
you really had to have gameplay for it
to stand out. Now you don’t have to
do that. You can be much more lazy
about it now that the 3D accelerators
are around.

JS: But that technology just exposes
crap games.

DB: I've seen a lot of games | think
look very good, but play very badly. |
can name some if you want...

JS: But so many bad games are just
hyped, with a great licence, and sell
s0 many units, which is why this

business can be so difficult to figure
out. Look at the last FIFA game, for
instance, released at Christmas. It’s
‘granny money’ that buys it — not the
guy that reads magazines, because
the magazines said ‘don’t buy it’".

Sex and adult games
Edge: Can the market be educated?
JS: I'm not sure they want educating.
The trouble is that they want sex,
they want Lara Croft on the front.
They don’t want wizards and thieves
and they don‘t want a helicopter,
because that’s dull. As a developer,
you get a thousand questions that
say, Well, what's the inspiration
behind Lara Croft, and why are her
tits so big? Well, the game’s great.
Ignore her, and play the game. If
you'd have put a guy in that game
instead, it would still have been a
great game, but would it have sold as
many, and been as popular with the
media? No, probably not.

Edge: So, do breasts sell games as
well as newspapers now?

DP: We have a prostitute character in
Messiah. It's the first game where
you get to kill hookers. There have
been girls in games for a long time,
but Lara set the breast size to ‘large’



EDGE NOVEMBER 1997

-TING
A MEETING

OF MINDS

and that changed everything. The
technology is there now to make a
woman look like a woman — long hair
versus short hair.

Edge: Does the industry need to
cater for what has supposedly
become a more mature market, and
look more towards games that don't
feature super-cute characters and
flowers with smiley faces?

BS: | don't think that’s a decision
that guides a game's development. If
an idea happens to target a younger
audience then that’s fine. If it's
sound and entertaining, that's the
important thing, but | don’t think
we're consciously or overtly trying to
make games that appeal to 18-year-
olds or 25-year-olds per se.

DP: We're all getting older, though.
As a group we're getting older and
that in itself is changing my attitudes
as well. I'd find it very hard to do a
real ‘cutesy’ style game. Nowadays |
look at things more seriously. I've
played all the Doom games and
various others. Violence has
happened, sex has happened. The
industry is definitely changing and
that has changed us. In making the
games we want to play, inevitably the
games are becoming more twisted
and weird than they used to be. |
don’t think it's a bad thing, but I think
that certainly for those young seven

and eight year olds that are strollifig™

into the marketplace have less choice
than they used to have. There’s not
much in the way of Mario clones, but
there's a lot of death and mayhem.
JS: There’s not a lot of choice for the
younger kids, unless they go the
Nintendo route. Croc is a good

example. With the money Fox is
spending on Croc, it will probably
help to bring the demographic of the
PlayStation down. At the moment, the
average age of PlayStation owners is
21, and they don’t want to play
‘cutesy’ games.

Videogames as toys

Edge: Isn't the changing demographic
more to do with the price of the
system, which is now low enough to
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make it an affordable ‘toy’, and
available to younger gamers?

JS: Yes, it will get younger, but
already we're moving on to the next
thing. We're always chasing the
hardware, aren’t we? We're always
moving on, and we're getting older.
DB: But that shouldn’t matter. If you
look at toy companies that make
squeaky dolls and that kind of thing,
they’'re all business executives that
are running the companies, but they
still make toys that work for kids.
Edge: You made the point earlier
that you need passion to make a game

any good. surely, the game youre

making has to appeal to you, as a
developer. So as you get older, maybe
it's right that you make games with a
conscious appeal to older gamers?
DB: | can see that, but | thoroughly
enjoyed Super Mario 64.

Edge: Has a game ever been

successful because of its adult
theme, or just despite of it?

DB: | think that Super Mario 64 goes
across the board.

PM: | don’t think it matters a damn. |
agree with what Jeremy was saying
about Lara. She did help to sell the
game, but if Tomb Raider had been
crap, you probably would’ve got a bit
excited, looked around for a while
and then moved on. | don‘t know if
we need to pay more attention to
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content — maybe we should - but we
really just produce games that we
want to play.

DJ: It's actually a really good
experience to have to go out of your
way designing a game for another
audience. When we started working
with Nintendo, we’d always done
games that we wanted to in the
Amiga and PC market.

Edge: Silicon Valley is a pretty
‘cutesy’ title...

DJ: Yeah, Silicon Valley was targeted
like that, and | found it ten times the
amount of work when Nintendo came
back and said, “You're not thinking
about the demographic — not thinking
like a seven year old.” It's so tough.
Nintendo can do it, and it can be
done, but you have to really try. If
you're designing for Nintendo, and
they’re hammering it home every
time they see you, then it becomes a

CONTINUED »
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job. We shouldn’t kid ourselves. The
whole thing about gameplay is that it
is not easy, and it's not a natural
thing. | can sit six programmers down
and say, ‘Give me a car physics
engine,’ and five of them will be
complete crap. Now why is that? Why
haven't they got it right? Why can’t
they get the feel right? | could shrink
our company to ten people, probably,
and have the best team in the world
because | know the guys that really
get it.

DP: The magical, kiddie world is all
very well, but what the public

anywhere on their body, versus the
old games where they just throw a
bullet out there and the thing dies,
they really dig it. The only people that
are going to stop that is us - by
saying that we're not going to allow
people to play this game to the level
they'd like to.

BS: Why should we say that? The
point is to give people the
opportunity to do and see things and
be in a world which is, perhaps,
socially unacceptable. That's very
tempting. People love socially
unacceptable behaviour in their
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actually wants is the violence. If you
had Mario Kart and you could get
Mario to fall out of his kart and you
could run over him, then kids would
be trying to do that all the time. That
would be the best part of the game
for them. Luckily, Nintendo say, No,
that's not going to happen. But the
reality is that, as a gamer, I'd drive
over Mario if | could.

PM: And reverse back over him...
[Laughter all round]

DP: There you go! Peter's just taken
it to the next level, right there.
Whenever you create something like
that, as we have in MDK with the
sniper mode, if you give people the
choice of shooting someone

games. On one level, it might be
morbid to go around shooting people
in a game, but on another it's a
release — a healthy thing. But, as
entertainers, and as people who
create something that's fun, that will
always be a rich and exciting area to
explore. You have to decide whether
or not you want to be socially
responsible, or even whether that
enters into the art. For some of us,
who do it for the art, it's not a
question of whether it's socially
responsible. That doesn’t really enter
into the equation.

Edge: Do you think it should?

BS: Maybe as realism becomes more
and more attainable, that will become

areal concern. But today, as realistic
as they are, they still have a sort of
cartoon aspect that you can’t take
too seriously. You do begin to
glimpse the future, though, and there
will come a time when we do brush
up against that, and perhaps it will
become a serious concern. But you
could look at the example set by
movies and books and see that there
will always be those people who are
successful who explore the taboo.
Why did the VCR really catch on? Was
it because people could watch
pornography in their homes? Socially
unacceptable behaviour is something
that human beings will always be
attracted to.

JS: We get some pretty spooky
letters about Lara from peaople
who‘ve bought the game. There are
some strange people out there.

DP: We're calling our next game
Messiah. You can imagine the letters
that we're getting.

The key to interactivity
Edge! Isn’t the reason games are
violent more to do with the fact that,
in terms of art, we are so primitive
that when we represent characters
on screen all we can really do is
move them around 2D or 3D
scenarios, but we can‘t let them have
conversations - we're not advanced
enough. Spacial logic, which Is pretty
much all we're capable of, inevitably
leads ito shooting and jumping.

DB: It may be that at the moment
there are certain issues that haven't
been addressed and blamming
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things away is by far the easiest
thing to program.

BS: Maybe people are inherently
attracted to conflict and drama. That
seems to be at the core: conflict and
drama. A lot of people don’t want to
walk around a world and plant seeds.
It's fun to see things blow up, and

it's exciting to get into a jump jet

and see it take off. It's an exciting
moment, a thrill. :

DB: What | prefer is the much more
detailed, rich world where that's a
factor and there are other ways
around a problem. | like the sort of
game that you can go back to and try
different solutions to the same
problem. As for Peter’s point, about
reversing over Mario, it seems to me
there are two ways that you could do
it. You could have Mario with tyre
tracks over him - a cartoon-flat Mario
that just pops back into shape, or you
can have his intestines hanging out
and blood spewing everywhere. |
think the first is acceptable, but not
the second.

Edge: Characterisation is consic
by the lapanese, who most
agree make the best game
paramount Impartance, but it
to be something that western

deve 5 have trouble with.

PM: | think that the Japanese are
very used to characterisation. If you
g0 to Japan you see that everything
has a face on it. Even condom
machines have little smiley faces. It's
a lot easier for them because that
characterisation is really built into
the society. Everything is made
softer, more smiley and nicer.

Maybe that’s why we’re not quite

$0 good at doing it. It's very tough

to do. All the games I've seen that
have tried to characterise themselves
have all come back looking
absolutely pathetic.

Edge: Can 3
petier at it? [s there son
mustibe |learned?

JS: Every game we work on has a
character. You want that character to
exist and come through in the game —
but 99 per cent of the time, they
don‘t. Once they do catch on, as Lara
has, then the character becomes all-
important. People are calling the
game Lara Croft. It's Tomb Raider!
DJ: Do we have to pick up on it,
though? It's like the whole
American/European/Japanese game
thing. I'm fed up with people saying
to me, ‘Well, your game's nice, but

et
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it's not going to sell in America -
you'll have to change it to appeal to
the American audience.’

PM: It's really tough. | don‘t think
there's any English company that's
ever really done it in America.
Dungeon Keeper is number two at the
moment in the States, and | think it's
the highest charting game that EA
has ever had. I'm very proud of this
fact, | have to say... [Laughs] America
is such a tough market.

BS: Part of that is xenophobia. As
part of my role at Virgin | come over
and try to make the European
development teams realise the
importance of courting the press.
Why do our games not do well in
Japan? It's not anything to do with us
not creating the right games, it's
because you're shut out of the
market by the press.

PM: The Japanese press is just very
hard to do. You can’t just go to them
and say, ‘Here you go, guys, here's a
great game’. You've got to get drunk
with them, sing karaoke with them...
DP: Getting back to the character
thing, at Shiny we spend a lot of time
developing characters. It's probably
one of our core things that we do.
The reality is that when you're

CONTINUED »
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designing the characters most
companies just chuck some ‘jumpy
boy’ into the game and they've got
themselves a Croc or whatever, and
the problem is that they then leave it
there. Why didn’t that become a TV
show? Because you stopped. You
made your game and you just
stopped. We have guys at Shiny
whose job it is to take care of the
characters. They make pictures,
sculptures, bibles and attitude sheets
and they do all this crap that you
need to do to fill out the character

Licences to thrill?

Edge: What about licences? Is it
possible to take a character from the
outside world and make it a
convincing game character? Looking
at the people sat here, famous for

command & Conquer, Elite, Populous,

Tomb Raider, Lemmings and
Earthworm Jim, there’s not a licence
amongst them, is there?

BS: Well, we've just finished Blade
Runner, which is a big licence. You
get an opportunity to learn a lot more
with a pre-designed character

games and first-person games,
where you don’t get to see any one
‘character’. The Japanese don’t seem
to go for that.

DP: Games where you play inside
the head of a character that you
never see are really bad. It would

be really hard to go and sell the

lead character from Doom, because
nobody really knows what he looks
like - all you get to see is a hand.

In MDK, we put the MDK character

in front of you because we wanted
you to see him getting hurt. But
that’s still not enough for toy
companies, because he is still facing

away from you. So we had to turn
him around now and again to give
him some character.

Edge: Does it matter, for the game
experience, whether it's a game
character you can relate to or not?

. t some rett ook letters
elﬁeLara jcym

ewsoomvee
ayed Tom er. T er are
E rAn nge peop fout there’

Jeremy Smit

and, by extension, make it easy for a
television studio to understand what
you have. It's extra work, and it's
insanely boring, but it's worth it. You
don’t want to think about what your
character might say first thing in the
morning, but you have to think about
it, and give them an attitude about
everything in life. | mean, what’s Lara
Croft's bust size, Jeremy?

JS: She's perfectly formed, | can
assure you. [Laughter]

and a pre-designed world, and you
learn a lot about the subtleties. You
learn so much when you have to live
with the restrictions of a licence,
about character modelling and about
design and it's been a really good
experience for us. It's helped us
develop as artists.

Edge: One of the major differences,
it seems, between Japanese and US
and European game design, is that
we produce a great deal of god

Elite didn’t have a character...

DB: With something like Elite you're
not really creating a character.
You're presenting a world to the
player and saying, Go and have fun in
it. A lot of games work fine like that. |
think characters are going to become
more important as time goes on. At
the moment, the characterisation
that we're talking about is on a very
shallow level. When we get two-way
speech we're going to say, Look at all
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this work we have to do to make this
character convincing. We're going to
need to know what Mario had for
breakfast, and whether or not he has
a girlfriend.

PM: | agree with that. You've got to
be able to converse, but by typing on
a keyboard you’re never going to be
able to converse with a character. |
personally think that one of the
greatest characters that's been
created in recent times is the
Tamagotchi egg — that's
characterisation for me. That's
people actually associating with this
little stupid thing. People cared about
it, they loved it, they cried when it
died. You can't get more relationship
than that. One of the reasons it
worked, obviously, is that you could
fit it in your pocket, but there is still
scope for creating characters that
people care about. What we mustn‘t
do is try to constantly recreate the
characters that Hollywood creates for
us. A character can be a whole game,
like Elite. It didn't have a story, but
then | built my own story in my head.
DP: | go to the Game Developer's
Conference and 99 people out of a
hundred in the room agree that
games suck if they're not some kind
of interactive story. I'm sitting there
going, But I'd rather make up the
story —I'd rather someong was
following me with the book, writing

down everything | did, and that is
the story.

DB: With some licences it's really a
tragedy that people are presented
with a perfectly pre-designed world
that they could do a really good job
of and they just fall completely flat.
For example, Shadows of the Empire
on the Né4. That was disappointing ~
the graphics were pretty but the
game was lacking.

Artificial intelligence
Edge: How long before At wilt be
strong enough for gamers to really
have a hard time telling the
difference between, say, an online
player and a computer opponent?
DB: The Turing Test is defined as two
people typing on a keyboard and for
the person on the other end not to
realise that it's a computer, but we‘re
not asking just for that. We're asking
for inflection and body language and
for a face that's going to be
convincing enough. Not to believe is
a person, but then not to suspend
disbelief. If you imagine the sort of
dialogues being spoken at the
moment by what is basically a

robot, the wider audience — the sort
of people who routinely watch, |
don’t know, say soap operas —
would not give it the time of day.
We're long way from having a love
interest in a game, and | don't mean

a one-handed relationship.

JS: Well, you really ought to read
some of the letters | get...

Edge: Peter, you said last year that
At was the future of gaming. Do you
still think that?

PM: [ think we've done a wonderful
job of creating some beautiful
environments, and it's time we
started filling them with something
other than just the empty space. It's
one hell of a big task. It's what we've
been talking about here - it is

characters. If we try to reflect the™ "

real world too accurately we‘re going
to fall foul of our limitations until we
can do something with those
characters to make them really live.
Yes, it's Al, yes it’s allowing people
the environments to play in. Back in
the old days, in an adventure game,
you'd go into a room and see all
these objects that you wanted to
touch, but you couldn’t, and we're
really still there now. It's aggravating.
We've got to start building characters
and environments that change with
the way that we play. If I'm good at a
game, it should re-tune itself to me.
One of the really aggravating things
about computer games is that we still
have ‘easy’, ‘'medium’ and ‘hard’ in
there. How do people make those
choices before they even start the
game? We have the technology now,
and with more effort we should be >

CONTINUED »
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<« able to balance the game ourselves,
on the fly.
DB: At the moment, we're still
defining a game mostiy by its
graphics — ie 2D or 3D - and not by
what the player does in the world. |
think that the 3Dfx thing is almost a
distraction, because it's bringing the
graphics back to the fore. We're at
the point now where the 3D is fine,
and the emphasis will shift to what
you are doing within that 3D

environment rather than the 3D itself.

Is it exciting? How long does it
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involve you for?

PM: We could talk all evening about
what we could put in a game to make
it more real.

Edge: What kind of things might
those things be?

DP: One of the things we’re doing in
Messiah is having characters talk to

ihe pelat he

each other, saying, Hey, have you
checked in there? And you'd get the
door open, and a guy would come in
and look for you — and it would look
as if they were searching for you
instead of just waiting in a room for
you to come in and shoot. Aiso, |
might want to get at this guy hiding
behind a pillar, so | could shoot his
mate in the kneecap so that he starts
screaming and then the guy behind
the pillar would try and drag him to
safety, at which point, blam!

and mirrors. Little
S 1 /ey.re

DP: Right. You can make the gamer
believe that there's a whole
intelligent, complex sequence going
on. For the minute, in our world, Al is
still fake. It's going to get more
convincing, but it's still going to be

fake. The days of getting characters
to react according to how they feel
that day is a long way off.

PM: It's always fake, in every game,
and it always has been. Al is what
people believe should happen. it's
defined by us writing a script and
saying, Oh yeah, we'll do this and
this, and so on. The real advances
that need to be made are in the way
that gamers communicate with a
game. Until we free ourselves from
the limitations of up, down and fire,
interaction with the world and the
characters will remain fairly basic.
Joypads haven’t changed one iota
sirice the first console. It's just crazy.
Nintendo did something, with that
little nipple thing, but we need to

g0 a lot further. A microphone would
be cool.

DP: Yeah, a microphone would be a
nice start.

DB: A microphone is still useful,
even without speech recognition,
because at least with multiplayer you
can use it.

PM: |'d love all those things. Ah,

sod it, let's just go directly E
neural connected...
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Final Fantasy VII

g
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TIAME

Cloud
Tifa
Aeris

Battles are slick, easy to control, and
packed to bursting with outrageous effects

Barret
Tifa

Although still turn-based, the battles
- in FFVII can still get as hectic as any
out-and-out RPG-styled action game

Never a company to miss a marketing opportunity, SquareSoft has capitalised on the minor differences
between the Japanese and US versions of FFVII, and will release FFVII International in Japan this month

hen the SNES RPG Final Fantasy Il (see
m Retroview, page 125) topped the US charts some

three years ago, recieving rave reviews from
every magazine-in.the process, the Japanese-styled RPG
looked all set for'great things in the west. Ultimately that
success never really happened, and despite the odd
sporadic translation and a hardcore following, it's taken
FFIII's successor, now on the PlayStation, to make the
gaming world comprehensively aware of RPGs again.

For all its slickness, Final Fantasy VI still follows the
golden rule of all Japanese console role-playing games: the
player works through a pre-ordained storyline which is
punctuated with frequent battles fought via a menu
system. Many characters and a wealth of cleverly designed
subplots and quests which the player can potentially opt to

AME
Cloud agevAttack Steal
Magic
E. Skill
Item

P 2 )
611 96 (ol (N
575 _120 (] -

undertake may all help to disguise the game's linear
nature, but ultimately, once the final boss has been
defeated and the tale is resolved, there is very little to
bring anyone but the die-hard fanatic back for another go.
But while most Japanese RPGs have been happy to
adopt anif-it's-not-broken-don’t-fix-it attitude in bringing
their titles across from the 16bit days, FFVII'has decided to
divorce itself almost entirely from its predecessors and tip
the whole genre on its head. Taking its cue from a more
movie-like perspective, the game seems to delight in
pushing almost every boundary of the console RPG forward
while still being able to keep the flavour of the original titles
intact. Not content with merely jamming its three-CDs’
content with a sprawling adventure, the game constantly
strives to surprise the player, and ends up succeeding in
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The incredibly detailed backdrops that impress so much in FFVII aren’t merely for show - they’'re also highly ’

interactive.

e trainyard includes a puzzle that sees players shunting locos around so that the party can progress

just about every department imaginable.

Leading the way, initially, are a seemingly endless array
of astonishingly complex realtime and prerendered graphic
sequences. That Square had nearly every Silicon Graphics
machine in Japan working flat out to create them is no
surprise, with the smallest shop, in the most out-of-the-way
village, packed with as much detail as the most important
location. Meanwhile, everything is cleverly layered to allow
the realtime, Gouraud-shaded characters to move in and
around them as if they were proper 3D structures. The FMV
that usually heralds the death knell for interactivity is either
restricted to brief cut-scenes that load almost instantly and
drop in at appropriately dramatic moments, or at times is
even combined with both backdrops and characters.

While most non-RPG fans will cite the frequent random-
battle encounters and stop-start combat system as
common Japanese RPG problems, FFVII builds on Square’s
patented Active Time Battle system and has had the
surprise attacks wisely toned down for its western release.
While it's possible for beginners to restrict fights to a
simple taking-turns structure, at its realtime fastest, with
dramatic camera angles sweeping around the graphics,
battles can elevate to almost action-game status.

While the storage space that the CD format has
afforded FFVII has been exploited to the full by Square’s
graphic designers, just as much attention seems to have
been lavished upon expanding the limitations of genre itself.
The standard RPG formula (seen in previous Final Fantasies
and countless other Japanese role-playing games - of
battling through maze-like dungeons with a boss encounter
and plot development at the end) has been replaced by a
much faster, event-filled story that twists and turns from one
location to the next. Even the most unassuming character
can be crucial to major events that are necessary to the
main thrust of the story (an important development for
western gamers not familiar with ponderous exploration).

Although FFVII has been tweaked somewhat for its
western version (including additional monsters and even
such niceties as markers indictating entrances and exits
from a scene), it's admirable that Square has kept what
might be seen as the game's unique ‘Japaneseness’. All of
the original’s ‘adult’ scenes have been left intact, and even
the six-character limit previously inflicted on protagonists’
names has been extended to nine, allowing the original
Japanese names to be kept. And even if some of the
dialogue’s Americanisms tend to grate after a while, it does
attempt to recompense in making up for the English text's
inability to convey as much meaning as the original Japanese.

Cloud
“It sure is raining hard. *

Although generated using a fairly scant amount of polygons, FFVIF's characters behave so
realistically that suspending disbelief is an easy task. The game’s plot is the crux, however

The ‘interactive movie' has long been a dirty term to
anyone who values a playable videogame, but FFVII
succeeds in coming closer than any title yet. The highly
complex, melodramatic story and excellently orchestrated
chip music really do combine to make players feel real
empathy with the characters. This is hardly the easiest of
feats and a task usually shied away from by the
action/comedy-orientated western graphic adventures.
Anyone prepared to commit the admittedly lengthy time it
takes to play Final Fantasy VIl through to its conclusion will
be well rewarded by what is most probably the most wholly
entertaining title the PlayStation has to yet to offer. The
only problem seems to be that even if its success does
start a console-RPG avalanche, players will probably have
to wait until Final Fantasy VIIl to experience the E

Edge rating:

genre on this mighty scale again.
Nine out of ten

Publisher: SquareSoft

Format: PlayStation
E Developer: In-house

Price: $60 (£45)

FMV interludes slip seamlessly into
the action, and are of top quality

Release: Out now (US)
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Ca Stleva n ia Symphony of the Night

Giant menacing skulls (top) and a
rotating ensemble of weaponry
(above) are but two things to avoid

Konami’s designers may have missed opportunities
for impressive scrolling but have made up for it with
the sheer intensity of some weapon effects (above)

As progress is made the map
gradually opens up - once it's been
purchased from the shop, that is

s the majority of PlayStation developers venture
out into the overcrowded 3D marketplace, the

2D platformer is fast becoming an extremely
rare breed; a situation, no doubt, that will be to the
chagrin of its most dedicated and loyal followers.

With this in mind Konami's latest PlayStation release
will be welcomed by hardcore platform fans the world
over, and not simply as a consequence of its retro feel.
This series still commands a healthy degree of respect.
PlayStation Castlevania was released into the Japanese
market back in March but made little impact on the UK
import scene because of its intrusive Japanese text and
speech. It's an unusual game in as much as it goes
against the grain of prevailing PlayStation development
trends but succeeds regardless.

Staying true to the lineage and perhaps owing more to
the four-year-old PC Engine title Dracula X (E4) than
Castlevania IV, the game is daunting in both size and
scope. In fact, it's far bigger than the 8bit Engine version

and positively dwarfs its esteemed 16bit forefather. But
it's the non-linear, -open-plan game environment and the
vast array of characters, weaponry and magic items that
makes this an interesting diversion from usual platform
fare. In fact, a more accurate reference point would be
Nintendo's 16bit classic Super Metroid to which this latest
saga pays almost religious homage. Witness the gradual
opening out of the map, the uncompromising puzzles and,
perhaps most significantly, the burning of copious
amounts of midnight oil in playing it.

This time the quest sees the player adopting the role
of Alucard (the pseudonym Dracula used in Hammer
horror flicks when travelling incognito) and avenging not
only Dracula himself but Richter, the hero of the series’
1991 flagship SNES title Castlevania IV. In some respects
this latest trip represents a departure, housing a variety of
elements absent from the framework of a traditional
platformer. However, players must be prepared to put in
the effort to get the most from this. The first hour or so of
play reveals a curiously dowdy 16bit-style platformer that
is only brightened by some subtle 32bit graphical
accomplishments. The game's later stages, however,
reveal some surprisingly deep RPG-based play mechanics
that reward enough to keep the player sufficiently
interested. Weapons and spells become more devastating
(there are even hidden special moves), environments
become more impressive, and, above all, there's a greater
feeling of atmosphere than in previous episodes.

However, on a purely aesthetic level, there are some
odd disparities in quality. For some reason (probably
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This clock, situated in a central part of the castle not far from Dracula, has
a significance that gradually becomes evident as the game progresses

related with the game’s hiatus-ridden development cycle),

some of the visuals are surprisingly crude - looking for all
the world as though they were originally destined for the
Mega Drive or SNES but halfway through production
ended up being saved for 32bit. Some sprites shuffle
along unconvincingly with just a couple of animation
frames, backdrops occasionally suffer from dreadful
shading, and some of the character design is simply
laughable - the breakdancing lizards and Ninja Turtle
lookalikes look like the unfortunate by-products of
Konami's lesser-skilled artists.

In some areas, though, it's clear that the team’s
designers have made a conscious effort to embrace 32bit
hardware. While scrolling backdrops are conspicuously
flat and largely devoid of 3D effects they do employ
subtle, multi-layered parallax and shadowing effects, with

occasional Mode 7-style zooming. Though PlayStation
Castlevania will draw few onlookers, what innovations do
exist are unlikely to go unnoticed by the player.

The music, too, is perplexingly varied: quite why
Konami's team chose to implement jerking segues from
impressive, haunting classical compositions into cheesy
lift muzak and screeching rawk is anybody’s guess.

Those looking for a quick fix or more immediate,
arcade-style thrills are unlikely to grasp Castlevania’s
intricacies. On the surface it looks archaic, but tucked just
beneath is a game that throws the majority of PlayStation
eye candy into sharp relief. Hardcore gamers will E
relish its classical sensibilities.

Edge rating:

Some bosses are worth the wait (top, left), although
they don’t dazzle until later in the game. The castle
itself is depicted in cut-away form with the exterior
walls visible against the sky backdrop (above centre)

Eight out of ten
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Publisher: Konami

Format: PlayStation
E Developer: KCET

Price: £45

Release: Out now

One of the game’s more interesting
innovations: an RPG-style inventory
offering weapons and magic items
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Rapid Racer

The game’s horizontal or vertical
twoplayer split-screen mode halves
the frame rate but still flies along

ith the car racing genre rapidly approaching
m gridlock, developers are looking at other forms

of transport that can be pitted against each
other in some form of competitive scenario. And one area
that has been relatively left untouched in the videogaming
world is that of boat racing.

The reason developers have shied away from
watersports in the past can be probably be put down to
the difficulty in creating a suitably realistic look and feel
for the racing medium. True, WaveRace 64 managed this
with astounding aplomb, fooling players who'd never
jetskied into believing they were doing so on the screen,
but such videogaming moments are regrettably rare.

Nevertheless, Rapid Racer thrusts players into the
world of powerboat racing as they fight for control of their
craft around the calm waters of exclusive harbours,
unforgiving narrow canyon passes, rough cascading
rapids and suchlike.

Six tracks are offered, but these can also be raced at
night, and are reversed later in the game, resulting in 18
combinations. Initially, only the first three are available,
requiring players to finish ahead of the CPU competitors
in all each before access to the next course is granted.

The usual one or twoplayer time trial, single race and
championship modes are offered after choosing a boat
from a selection offering varying acceleration, top speed,
and handling abilities. During the actual race, objects
such as turbos and time stops can be collected, which

Rapid Racer sees players testing their boat-control
skills in a variety of environments. Sadly, very few of
the sections offer any form of gripping excitement

greatly help the player’s progression. Also, acquiring five
yellow icons dotted around the courses will open up a
bonus level where a particular characteristic of the boat,
such as its top speed, can be maxed out.

Once all 18 circuits are beaten, the game’s Fractal
mode becomes available, presenting 256,000 randomly
generated courses. (Whether or not players will still be
interested by that point is debatable, though.)

Initial impressions of Rapid Racer are good. Never
before has the PlayStation played host to a game handling

Given the speed of the game, the hi-res display and
the amount of polygons being thrown around, the
game draws impressively far into the distance
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Different views are available, although the in-boat
camera (top right) is likely to make players feel ill

so many fully textured polygons in the machine’s hi-res
mode at 50 frames per second (60fps in NTSC). The sheer
fluidity of motion alone is bound to impress even the most
cynical player.
) However, Rapid Racer’s gameplay is unlikely to have
the same effect. The most apparent problem is handling.
While some of the boat responses appear accurate, for
the majority of the time players will curse the unrealistic
reactions and awkward controls. Jumps, a frequent
feature on later courses, have a tendency to frustrate
rather than excite, as the boat usually ends up facing the
wrong way after rolling around, wasting precious
seconds. This is despite the fact that on the previous lap
the exact same jump could be performed without any
such time-wasting diversions.

In some of the more undulating courses water boasts
an unusual gravity-defying ability to flow up hills and line
the sides of banked corners, but this is hardly the game's
most surreal aspect. The award for this is a tie between
the boats’ ability to travel sideways in massive car-like

The first course, with its flat, calm waters (left), offers little in terms of difficulty, although controlling the craft
can still be a handful. Some of the later courses incorporate jumps and white water-like rapids (right) for
players to deal with, although the boat's response in these waters may prove more frustrating than realistic

Fi -~ T
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powerslides and the developer’s apparent need to include
a lava track for the final stage.

But the game's ultimate problem is that, other than
the powerboat setting, there is nothing here that is new -
there are no alarms, no surprises and little excitement.

ONCE ALL 18 CIRCUITS ARE BEATEN, THE FRACTAL MODE ENABLES
PLAYERS TO RACE ON 256,000 RANDOMLY GENERATED COURSES,
BUT WHETHER ANYONE WILL BE INTERESTED BY THEN IS DEBATABLE

Beneath the polygonal gloss lies a run-of-the-mill racing
game whose gameplay requires significant tuning.

As a technological showcase, Rapid Racer is a truly
impressive achievement. As a game in its own right,

expectations aroused by its glorious visuals.

Edge rating:

however, it falls disappointingly short of the
Six out of ten

By collecting five yellow icons during

Publisher: SCEE

a course, players can undertake a

Format: PlayStation
Developer: In-house

Price: £35

eass Gebhor bonus level to upgrade their boat
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Hexen ||

The fantasy theme of the game,
coupled with the multiple character
classes, gives Hexen Il an RPG feel

aven, which usefully employed the Doom
m engine for its swords 'n’ sorcery outings,

Heretic and Hexen, has retained its intimacy
with id and returned with the first full game to utilise the
already ageing but spectacularly flexible Quake engine.
Over the next few months it will be joined by a rash of
Quake-engined competition (Half-Life, SiN, Daikatana) all
boasting, as Hexen Il does, a host of technical and
creative refinements to id’s instant classic. But Hexen Il is
right here, right now, which, as the marketing frag-fest of
Christmas approaches, is a serious advantage.

Those familiar with Hexen will instantly recognise two
Raven hallmarks (innovations, even). The first is that the
game organises itself along traditional pencil-and-paper
RPG lines. There is a choice of four characters to choose
from, each offering different skill sets, weapons and
strengths. The Assassin, for example, has the advantage
of stealth (she can lurk unnoticed in shadows) but suffers

Simulated metallics, outlandish weapons and
airborne monsters are some of the unique touches
that give Hexen Il its very own first-person appeal

the deficit of physical vulnerability. Each character can
accumulate up to four weapons (both close-quarter and
projectile depending on the character) which are
powered by collectable manna and can be given
prodigious strength for brief periods using an appropriate
artefact. These artefacts are scattered all about, some
obviously, some secreted. Taking the form of rings,
amulets, spells and the like, they confer a wide range of
effects. Some act as weapons (the disc of Repulsion, for
example, bounces enemy fire back whence it came),
some as protection, others as enhancements (fly, run
faster). In addition to this, a character’s progress is
rewarded by ever-increasing general abilities in speed,
armour capability and deadliness.

To the hardcore Quaker this may all seem a little
fussy and, in truth, it does take a short while to get used
to. But once mastered, the sheer diversity of weapons
and spells, all easily accessed through a keystroke or
two, offers a continually interesting array of attacks and
strategies. Moreover, the meat and potatoes of the
action is still good old-fashioned run and gun - albeit’
with some fancy bells and whistles.

The second major divergence from the 3D action
template is that Hexen Il is not chopped up into a
sequence of contained levels. Rather, the game is
designed around four huge hubs, each containing a

Spells, which must be collected, are all accompanied by the requisite 3Dfx special effect. Playing Hexen Il
without a dedicated accelerator card is not recommended, but for those that have it, it's a great showcase
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Like its predecessor, Hexen Il distinguishes itself from the
current crop of first-person games with colour-rich levels

multitude of subsections. To finish a hub requires the
player not merely to clear the area of hostiles and push a
few buttons, but to forage about and unearth various
objects which must be used and combined in whatever
way is dictated by the unfolding story (gleaned from
scrolls and messages, etc). Which means, in effect, that
the player is required to visit and revisit areas many times

over to progress. This could be a chore, but Raven has Quake stalwarts may not find the rather frilly weapons entirely to their liking, but the
excelled in creating a world sufficiently inventive and varied monsters and the hub-centred maps make for a far superior oneplayer experience

interactive to sustain the interest.
Consequently, playing Hexen Il makes for a riveting

blend of action and puzzling. Here, a barrel needs to be all is a little oppressive, but for its ambition and level of
moved to climb a broken staircase; there, some sand all-round technical accomplishment, Hexen Il is E
must be found to forge glass in order to make a lens to essential stuff for high-end-PC owners.

defeat a crystal Golem. Smashing stained glass windows, .

hacking down seemingly impregnable walls, catapulting Edge rating:

yourself over a battlement; all are integral to the action. Eight out of ten

Moreover, Raven has gone to great lengths to build
credible and often very beautiful environments. Ranging
from medieval, to Egyptian, to Greco-Roman, to
Meso-American, every level is packed with convincing
detail and architectural panache. Indeed, such is the
variety of textures, players will sometimes see a
particularly ornate rug or mosaic only once. The range of
enemies is equally impressive, including flying imps,
were-jaguars, and death-dealing squid, all featuring twice
the level of animation of Quake's menagerie, and
substantially better artificial intelligence. One Archer, for
instance, has the temerity to duck when fired upon.
Technically, Hexen Il represents a genuine evolution in
the Quake engine, with translucency, moving and
moveable objects, dynamic polygons, all available in
software. However, it bears repeating again that in GL
mode, supporting various 3D accelerators (and especially
3Dfx and PowerYR), the game is vastly superior. Faster,
smoother and with filtering and anti-aliasing, Hexen Il is
considerably more impressive than any PC equivalent.
Overall, Raven’s game is an excellent addition to the
increasingly ubiquitous first-person genre. What it lacks in
visceral shocks it more than adequately compensates for
in brooding menace and carefully generated suspense (an
atmosphere noticeably accentuated by excellent music).
Where it sometimes appears to lose momentum and
immediate purpose it continues to beguile with the
ingenuity and imagination of the puzzles, and the Developer Raven has used realtime dynamic
lavishness of the design. True, weapons could be light-sourcing to give Hexen /I its atmosphere
more plentiful, and periodically the seriousness of it

Format: PC Publisher: Activision
Developer: Raven Price: £40 Release: Out now
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G-Police

An array of different view options allow players to step outside the cockpit to dramatic visual
effect. However, playing the game from all but the in-Havoc views is prohibitively problematic

The friendly wingmen in the game
allow players to double firepower
when dealing with stronger foes

aving already given the PlayStation some of its
m finest titles, Psygnosis is striking out again this

Christmas with a clutch of games aimed at
reaffirming its position as the UK's premier PlayStation
development force.

Leading the pack is G-Police, an ambitious hybrid of
strategy game and 3D shoot ‘em up which Psygnosis boss
lan Hetherington brashly backed as being the Christmas
number-one PlayStation title upon an early sighting of a
unfinished build back in May. A brave prediction which, if
it wasn't for such strong competition from the likes of
Tomb Raider 2, could have become a reality.

The year is 2097 and the player is a G-Policeman, a
future cop who patrols the gaming environment in a
Havoc craft - essentially a helicopter minus rotorblades.

The task at hand is to negotiate 38 separate domed
mini-cities that form the off-world colony on Jupiter’s
moon Callisto on the look out for futuristic ne'er-do-wells.

It's a mission-based game in the Syndicate mould,
with briefings directing players to guard the president’s
limo from attack; to take out rampaging, malfunctioning
mining droids; and to follow a suspected felon to his
secret arms cache, among 32 surprisingly varied others.
G-Police scores highly in terms of design, then, and it's
refreshing to play a game where work obviously
continued long after the 3D engine was in place.

The game has three main points of interest. First,
there’s the unusual environment the game presents. The
domed cities are huge and each mission often involves a
number of them being held in memory simultaneously,
thus allowing the negotiation of great distances with

T2
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complete freedom, passing from dome to dome through
interconnecting tunnels. It's quite an achievement given
the detail of the buildings, the numerous innocent
vehicles scooting about, and the Al processor load
required to keep it going about its business convincingly.

The second chief point is the flight model. The
player’s ship bobs and sways convincingly and, once
mastered, can be swept and weaved through the ‘Blade
Runner’-styled streets. Analogue pad support makes the
game even more playable and increases the already
impressive feeling of flight.

Third, and perhaps most importantly, there are those
mission designs. Great variety and imagination is
exhibited throughout the 35 missions (excluding secrets)
and the game never ceases to impress and entertain
throughout its duration. Marvellous SGI cut-scenes further
the space-age plot occasionally, and push the game onto
two discs” worth of code.

The one fly in the ointment is that the game appears
to have stretched the PlayStation’s resources a little too
far, using relatively short depth cueing in order to keep
things moving at a pace. An option to trade off frame rate
against view distance is provided, but compromising this
can make the frequent inner-city aerial dogfights become
jerky and confusing affairs.

The 3Dfx-accelerated PC version may deliver the
game in exactly the form its ambitious creators E
intended. Edge certainly hopes so.

Edge rating:

Eight out of ten

Publisher: Psygnosis

Developer: Wheelhaus

Price: £45

Release: October 24

[g_' Format. PlayStation
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Dark Reign

buildings, many of which can be upgraded

‘ Combatants can choose from a wide variety of

types of terrain affect each units’ movement rate,
depending on whether it uses wheels, tracks, legs, or
anti-grav for locomotion. More interesting, and much
more significant, is the addition of elevation. Dark Reign’s
terrain is three dimensional, with different angles of slope
K being used to create hills, valleys, cliffs, and so on. Not
= only does the slope affect movement - walking units can
Crushing the enemy’s bases beneath a booted foot is climb any slope, albeit et radleen SPeed' wh_ile hover
a lot of fun, but Dark Reign's impressive Al makes it vehicles can only deal with flat terrain - but it also affects
a harder job than in many other realtime games ine of sight and thus combat. Units can't see over hills,
but a unit on top of a ridge can see further, while those
niding behind it can't be shot at. This alone makes for a

fter the phenomenal success of Westwood's far more interesting and more challenging game.
m Command & Conquer there was little doubt that Added to that is an advanced Al system for the
the realtime strategy game was here to stay. player’s troops. By opening a small menu it's possible to
The equally huge success of the sequel, Red Alert, and set various parameters for each unit or group — how much
the flood of realtime strategy games from other damage they'll take before retreating, how they react to
companies, have only gone to prove the point. enemies they come across and how far they'll pursue
Red Alert was something of a disappointment in terms them. In combination with three preset orders - scout,
of technical innovation and gameplay improvements, harass, and seek & destroy - and an advanced waypoints
though. Despite the massive potential offered by the system, this vastly expands the options on offer.
realtime genre, the fairly basic game mechanics remained A whole range of clever new unit abilities (snipers that
largely unchanged from C&C, as did the Al, and even the can camouflage themselves as rocks or trees, for
units were largely recognisable as minor variations on example) and several other innovations go together to
those of its predecessor. Until now, only Warcraft Il has make this the first major step forward for the realtime
made any significant alterations to the template, offering strategy genre since it began with Dune 2. Dark Reign
three separate resources, unit line of sight, a more takes realtime strategy wargames just that little bit
complex building and upgrade tree, and greater further, and is a very fine game in its own right.
distinctions between ground, air, and naval units. .
What makes Dark Reign stand out from its rivals, then, Edge rating: :
is that it's the first realtime game to offer any big Eight out of ten

gameplay differences to C&C. The fundamentals remain
largely the same — from a top-down, near-isometric view
the player takes control of one side in a futuristic war.
Collecting resources, constructing bases, manufacturing
units and sending them off to destroy the enemy are all
accomplished via a simple point-and-click interface.
Lurking beneath this familiar exterior, however, are a host
of advances to the game system.

Perhaps the most obvious is the terrain system. In
Dark Reign, the landscape works as more than merely a As in all realtime strategy games, large scraps
simple backdrop for the action, and instead has a direct between large groups of units are very common
effect on the game. At the simplest level, the different

The presentation is slick and
grofessmnal throughout the game, %} Format. PC Publisher: Activision

uilding a convincing atmosphere

Developer: Auran Price: £40 Release: Out now




EDGE NOVEMBER 1997 |

TESTSCREEN

shadow Warrior

The innovative selection of cartoon-style weaponry
includes a beating heart and a Medusa’s head

-

crets 072

ith the imminent arrival of the heavily tipped
m Quake Il, Hexen Il, Unreal, Half Life and SiN, the

first-person shoot ‘em up’s domination of the
PC games market is in no danger of abating. Each of
these is using either a souped-up version of the existing
Quake engine or a brand-new affair designed to take
advantage of 3D accelerators, factors which make it seem
odd that Eidos should choose to release Shadow Warrior
- a sprite-based martial arts shooter which looks inferior
to just about every other leading-edge 3D game out there.

Players are immediately placed in familiar territory:

collect weapons, shoot or blow up enemies of varying
strengths, and solve elementary puzzles based on flicking
a switch on one side of a level to open a door on the
other side. Unlike Quake, movement is restrictive and
confusing due to a formidably large selection of keys for
everything from ducking and crouching to activating

Shadow Warrior represents the final outing for the
Build engine, used previously in Duke Nukem 3D

Characters look effective from a distance, but appear
blocky and crude when viewed up close, unfortunately

special weapons and regaining health. Even looking up
and down requires separate keystrokes, making it
desperately difficult to kill enemies at other levels.

As in Duke Nukem 3D, interaction with scenery plays
a large part in the game - blasting windows, plants, or
barrels often reveals secrets and power-ups. However,
it's the general atmosphere that saves Shadow Warrior
from premature consignment to the bargain bin, with
plenty of Oriental wisecracks, an innovative selection of
weapons (although the moral majority have enforced the
removal of shurikens from the player’s arsenal, now
replaced with darts), and a decent clutch of detailed
enemies. Another feature of note is the presence of gun
emplacements which, when captured, enable players to
spray bullets at hordes of enemies, who always appear to
be handily located right in the firing line.

Arriving more than a year after Quake wowed the
world with its polygons, Shadow Warrior does look
decidedly primitive. It plays smoothly enough and the
levels demonstrate some clever design aspects including
the use of independently moving objects such as boats,
but the graphics can appear horrendously limp at times,
the sprites in particular suffering from awful pixellation
when viewed up close.

Duke Nukem 3D gained a cult following because the
opposition at the time (Quake) suffered in singleplayer
mode. Shadow Warrior offers a similarly engaging game
for the single player, but coming so late, and using such
aged technology, it's never going to be anything E

more than an also-ran.
Six out of ten

Edge rating:

Were first-person games judged

Publisher: Eidos

merely on explosions alone, Shadow

Format: PC
E Developer: 3D Realms

Price: £40

Warrior could be a contender

Release: October
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Nuclear Strike

quick glance at Electronic Arts' portfolio reveals
m a not-inconsiderable number of sequels and

yearly updates. As the latest instalment of the
apparently interminable Strike series, Nuclear Strike is
one such title.

This time players chase after LeMonde, a former
member of the French Foreign Legion who was posted to
Indo-China and subsequently thrown out for violence
against civilians. Working as a mercenary ever since
(whose services are regularly bought by the world’s top
secret agencies), he has recently got his hands on several
nuclear devices and possesses the obligatory level of
insanity required to use them.

As the operative assigned to stop him, players face
five campaigns, each containing around eight missions,
making use of the four types of vehicles on offer. These
include several helicopters, a harrier jet, a tank, armoured
boats and a hovercraft.

Like previous Strike titles, Nuclear's missions are fairly
varied and strategy is fundamental in conquering them. A
limited number of armour, fuel and ammunition supplies
exist, and utilising these requires a military-like tactical
approach so that successful completion of the level is
possible. Marching straight into an enemy's base without
first taking care of the alarm detection systems, for
example, is an elementary mistake and one that will
certainly prove costly.

Nuclear Strike is an FMV-packed affair with MTV-style
presentation, and, although the choice of some of the
material (such as scenes of collapsed buildings following
an earthquake) which accompanies the Hollywood-
influenced narrative is questionable, the quality of the

Players have to attack several enemy installations,
some of which are particularly impressively styled

footage is impressive, and it builds the atmosphere for
the game proper in stylish fashion.

The same can hardly be said of in-game visuals,
though. The background textures certainly merit a
mention as some of the best yet on the PlayStation, but, a
few new satisfying explosion animations apart, there is
nothing here that hasn’t been achieved before, and as
such this title doesn’t represent a massive graphical step
forward from its predecessor, Soviet Strike.

Fans of the series lusting after more above-viewed
shooting action will naturally welcome this latest
regurgitation. The seasoned gamer, however, will
no doubt walk away with a feeling of déja vu. E

Edge rating:

Six out of ten

e
L N

As with previous titles in the series, Nuclear Strike's locations and background details, such as
vegetation and villages, are appropriate for the game's setting. This attention to detail extends
to some of the enemy’s more traditional - but no less dangerous - attack vessels (top, centre)

All of the many different vehicles offer certain
advanlaies, and some, such as the hovercraft in

the first level (above, right), can be selected at will

Publisher: Electronic Arts
Price: £45

Format: PlayStation
Developer: In-house

Release: Out now
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Rockman X4
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Powering up the standard weapon for a few seconds
releases a high energy blast with devastating effects

ith the majority of developers having moved on
m to polygon-packed games, it would be easy for
some speculators to consider the 2D genre
dead. This is hardly the case — and if proof is needed that
there’s plenty of life still left in this survivor from the ‘80s,
then Treasure’s recent Né4 outing Yuke Yuke Trouble
Makers (E48) has it in spades. Most of the game’s inspiration has come from previous titles in the series, while what is
So for this Rockman sequel at least, the action new is hardly ground-breaking stuff, and unlikely to impress all but the most hardcore fan

remains anchored to a side-viewed perspective. Players
can tackle this 2D assault course as Rockman X or as his

chum Zero. After finishing the first level, the choice is left designed enemies. There are also several gameplay

to the player as to which of the game’s other eight stages detours - such as collapsing floors and the ability to use a

to approach first. mobile suit and a hover bike - to tease gamers’ prowess
Each level is set in a new and contrasting and provide some variety.

environment, but all of them conform to the same basic However, even these diversions show insufficient

structure: two areas followed by a boss encounter. Every ingenuity to convince seasoned gamers that this series

time a boss is beaten, the player is rewarded with a short has evolved since its first appearance. And as such, it

anime sequence and Rockman X acquires a new weapon, isn't the best argument for 2D Edge has seen recently.

up to a maximum of ten. It will be interesting to monitor the success of the
Most of the game ploughs through familiar Rockman X forthcoming Megaman Neo, which uses a full-on 3D

territory, although some aspects have been improved. environment - it will surely be an appropriate E

Visually, Rockman'’s previous 32bit outing did little to test litmus test in the 2D-versus-3D debate.

the PlayStation’s abilities; this latest chapter in the saga i

offers occasional moments of graphical extravagance, Edge rating: _ _

with sumptuous backgrounds and colourful, solidly Six out of ten

l Each of Rockman X4's levels differs substantially from the others, holding a few surprises in store (far left), and some impressive bosses (far right)

Format: PlayStation Publisher: Capcom
g Developer: In-house Price: ¥5,800 (£35) I Release: Out now (Japan)
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Duke Nukem

Death Tank is provided gratis with
Duke Nukem, but owners will need
an Exhumed or Quake save to play

Lobotomy’s lighting effects (above, top right) are
exaggerated but heighten the atmosphere superbly

ega’s relationship with Seattle-based codeshop
B Lobotomy is a gold star on a Saturn report card

invariably marked with red crosses. With the
woefully undersold Exhumed a testament to its creative
abilities, this conversion of PC favourite Duke Nukem
underlines Lobotomy's credentials as a developer with
genuine talent. It is, in short, an inspired conversion.

For those unfamiliar with the PC original, one of Duke
Nukem's most impressive features is that its
environments aren‘t entirely divorced from its gameplay.
Naturally, it offers the traditional quota of secret areas
and hidden ammunition, but for sheer attention to detail it
still has few peers. Exchanging shots with aliens in the bar
on the second level, for example, results in smashed
bottles and bullet holes spattering the walls. While hardly
earth-shatteringly innovative, it's touches such as these,
among many others, that make Nukem such a pleasure.

It's also significant that Nukem's many varied
locations have a considerable bearing on gunfights.

Though an accurate port, Lobotomy has thankfully
elected not to convert the PC original’s parallaxing...

Because many aliens require more than one hit to
dispatch, it's essential for players to make use of cover.
This, as an experience, is almost akin to a multiplayer
‘deathmatch’ - a far cry from the monotony of a solitary
Quake game. Weaponry, too, strengthens Nukem's status
as a game for the solo player. With remote-detonated
‘pipe’ bombs, tripwire-activated explosives and cannons
that both shrink and freeze aliens, it's possible to be
remarkably creative in the midst of a melee.

Despite Nukem's linear, level-based progression,
there’s a surprising level of continuity. At the end of level
two Duke is captured by his extra-terrestrial foes. Level
three begins with Duke, sans weaponry, frying in an
electric chair; players must leap out and locate the
weapon concealed in a secret area before the slaughter
can continue. Story-based moments are simple touches -
and easy to implement - but, as far as this genre is
concerned, Nukem is to be praised for doing so.

Lobotomy’s conversion is almost pixel-perfect in many
areas - slight details may have been overlooked, but their
absence will not be missed. Indeed, the only real criticism
that could be levelled at it as a conversion is that the
network play of the original is unavailable to UK buyers.
However, with Sega unwilling to introduce a link cable or
its Netlink peripheral to these shores, this omission is
lamentable but inevitable.

As the software industry continues to mature, so does
the content of a select few releases. This, with time, is
increasing as developers begin to broaden their creative
horizons. Saturn Duke Nukem (like its PC cousin) is
exceedingly violent and often puerile. But, most
importantly, it's an accomplished shoot ‘em up. E
And for that alone, it's a near-essential purchase.

Edge rating:

Eight out of ten

Format: Saturn

Publisher: Sega

Developer: Lobotomy

Price: £45

] Release: Out now
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Once more the arcade scene throws up a diverse selection of titles, including the odd and the familiar
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Despite the subject
matter, a multiplayer
race proves as exciting
as any other coin-op

In order to maintain the perfect pace throughout the race, messages are
displayed on-screen, instructing players on how to proceed (left) or warning
them of possible over-exhaustion if they're running the horse ragged (top left)

The game’s ‘whip’ button is best saved for a
track’s final energy-depleting last stretch

I -rco
Out now (Jap)

Japan

lthough western gamers have
A thankfully been spared of such

torment, in Japan horse racing games
are big business, with hundreds of titles
available on every imaginable format. These
interpretations of the nag-based sport very
often feature simulation aspects, allowing
players to raise and breed horses, with real
horse and race results data included in the
package, too.

Having realised this style of presentation
would not make the ideal transition to the
action-packed arcade market, race master
Namco has wisely dropped the potentially

tedious management options in favour of a
pure; out-and-out racing game.

Final Furlong's cabinet requires players to
sit astride a scaled-down model of a horse and
rock back and forth in order to cajole its
on-screen equivalent into a gallop. Pulling on
either side of its reigns-like handle will make
the horse turn left or right, while pressing one
of the two buttons available enables players to
utilise the whip, ideal for getting the most out
of the animal when nearing the finish line.
However, as in real life, over-eager flagellation
results in an exhausted steed, so its timing
becomes a crucial aspect of the gameplay,
particularly as far as the-finishing sections of
each race are concerned.

The usual on-screen statistics, such as
race position, are available, but rather than
display its current velocity, the horse’s
stamina appears, represented as a group of
carrots (of which there are a maximum of
five) which reduce in number as the race
progresses. Players must therefore maintain a
fine balance between the horse's speed and
its stamina.

Throughout the race, several messages
appear, informing players if the horse is
running at the optimum speed, or sounding
the alarm if it's going too fast and running the
risk of exhaustion.

Final Furlong features three courses of
differing lengths and several horses to choose
from, as well as allowing four players to take
part in a linked-cabinet race. " S 9

The experience is certainly energetic one, - 2
and surprisingly exciting for a game based on "» I n!!u! E
such a tedious sport. Whether or not such a Sevaral Horeocare
distinctive game will make it to to these ‘E offered, and the three

shores is another matter, though. available courses differ
in technical difficulty
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Pocket Fighters® cartoon-like agrroach should find itself a gap in the beat

‘em up market and will no doubt be well received in Japanese arcades. It
deserves to do equally well if it's released in the western hemisphere

iven the company's record, Capcom's
G announcement of a Street Fighter Il
sequel is unlikely to dislodge the
world from its orbit. After all, such sequels roll
around with the grinding inevitability of an
‘Only Fools And Horses' Christmas special.

In this latest version, subtitled Giant Attack,
two new characters join the fighting ranks —
Hugo the giant and a rebel named Yurian —
and their moves rely essentially on brutal
strength rather than speed or dexterity.

The other characters all possess a range of
new moves, and the Super Arts attacks now.
incorporate those found in Street Fighter EX.

Also, pressing the heavy punch and kick
buttons simultaneously initiates a vicious
personal attack, and these are specific to each
of the fighters.

This is the ninth iteration of the Street
Fighter series, yet their attraction remains
seemingly undiminished in Capcom'’s 2D
beat ‘em up-bonkers home market. E

Expect the usual variety
of multiple hit combos

IBERSISERN Capcom
I oA

Japan

The game boasts a healthy amount of
colourful and nicely animated visuals

ocket Fighters features ten super-

deformed characters from Capcom's

popular beat ‘em ups. As a result, the
game doesn't take itself too seriously, and this
is reflected in the simplicity of the controls,
which consist of only three buttons — kick,
punch, and special.

One original feature is the ‘Costume Play’
option, reflecting a trend among otakus to
wear the outfit of their favourite videogame
character: players can change a character’s
costume, and the range of combos possible
will be determined by the clothes being worn.

With plenty of comical touches, Pocket
Fighters should be considered a light-hearted
yet original addition to a stifled arcade genre
rather than a true sequel to Capcom'’s
distinguished heritage. E

Unsurprisingly, the
moves are based on
those of the previous
Street Fighter hits

I C2pcom
B eA (UK)

While the visuals in this Street Fighter Il sequel are improved, with more
detailed fighters and backgrounds, gameplay remains mainly unchanged
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(email: jgeddes@futurenet.co.uk)
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London

& South

Norith &

Midlands

Senior & Junior Programmer
North London, £Medium with
clever bonus scheme

Windows Programmer
West End, £25-35k

Games Programmer
Kent, £Negotiable

PS-X Programmers & Artists
Central London, £32k package

3D Programmer / 3D Artist
Surrey, £20-30k

SGi Artist
North London, £28-31k

Producer, Programmers, Artists

Games Programmer
France, £Reasonable
with terrific benefits

Please contact
or send your CV fo:

A division of
DATASCOPE
S recrurmnent

Had a game out called 'Animal', now working on a
combination arcade/adventure game.

Very up-and-coming company. 10 people on the team
Ideally console and PC experience.

This company's latest game, Evolva is tofally original
with breathtaking landscapes.

C and Windows skills

The London arm of an international PlayStation developer.
Aims to stay medium sized. We are looking for experienced
PSX lead programmers. Wide variety of games.

The company is a multimedia and games company.
To work on a licensed motor bike racing game.
Games experience is not required.

This is 3D graphics and flight simulation work.
Demos please.

EA Canada are recruiting again.

Used to be part of a large multinational games company.
Now they are independent, based in historic Bordeaux,
home of Claret. Spielberg connection!

Justin Hill in complete confidence,
GamesPeople

Datascope Recruitment

104 Great Portland Street
LONDON WIN 5PE

TEL: 0171 636 6944

FAX: 0171 580 6068
justin@datascope.co.uk

PSX Programmer

Midlands

£Neg + large royalties
PSX Programmer, Liverpool
£Neg + large royalties

PC Programmer
Nottingham, £Negotiable

Senior Programmer
Lancashire, £Negotiable

Games Programmer
Midlands, £40k

Games Programmer
Glasgow, £Negotiable

N64 Programmer

Oxon, £Neg + large royalties

Texture Artist
Banbury, Oxon
£Neg + royalties

2D Games Atrtists
Liverpool, £Whatever it takes -
Jnr - Snr

Please contact
or send your CV fo:

A division of

DATASCOPE
T RecRuITHENT

Working on football game,
(huge licence to be announced!)

PSX experience required.

Candidates should be well experienced in all aspects
of PC technology.

This company is near the beautiful Lake District.
To work on a 'Zombie' type game.
C, games experience and Al skills required.

Very famous name, big project, small company.
Telephone for details

Small to medium sized company.
Telephone for details.

Medium sized company.

Employs 50 people. Titles include Fever Pitch,
Olympic Soccer. Ideally looking for Softimage or
3D Studio 4/Max.

This is the company that created the record-breaking
Formula 1 game. We just want talent. The project is highly
confidential, be we can tell you it will be exciting!

Please send some form of demo + salary requirements.

Justin Hill in complete confidence,
GamesPeople

Datascope Recruitment

104 Great Portland Street
LONDON WIN 5PE

TEL: 0171 636 6944

FAX: 0171 580 6068
justin@datascope.co.uk

MICROTIME

Programmers Required

PC:

Games Programmer DOS (C/C++ or ASM) for small

project (Platform Game).

1€ next generation

Windows 95/ Direct-3D Programmer (C++) to join
existing project. ;

Multimedia Programmer (Director or Similar) for
multimedia presentation work.

C/C++ Games Programmer, Atrtificial Intelligence.

Console:
We want to hear from any console programmers
(PSX/Saturn etc.) for a number of new projects.

L
o®
\7 o R e ) We are seeking games people with a Heart, a Brain and Courage to develop the latest cutting edge games

3D PC Programmers, PlayStation)
Q

i

7
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Al

Artists Required =

3D Modellers for games and multimedia work.

If you feel you are talented and have skills that are
useful to the games and multimedia industry then
please call John Wylie at Microtime on 0171 267-4422

Nintendo 64 Programmers &

Must have one game credit. Excellent pay deals.
You must Eat, Sleep & Play C, C++, direct x

(2D/3D Artists Wanted Urgently,)

Game Industry experienced only.
Let Krystal do your donkeywork.
Use KRS exclusively to get you the best deal.
Web Site: http://jaguar.netmania.co.uk/krystal
More openings on our site for 3D Artists, Producers and Designers/Level Designers
Tel/fax: +44(0) 181-599-8691 Email: krystal@panther.netmania.co.uk
Submit CV's, salary details and SAE to Kassey Chand Jr - Krystal Recruitment Services
11 Goodmayes Avenue, Goodmayes, liford, Essex 1G3 8TN, London, UK.

Alternatively send your C.V. to:

JOHN WYLIE
MicroTIME MEDIA LTD.
MicrOTIME HOUSE
BONNY STREET
Lonbon

NW1 9PG

TeL: 0171 267 4422
Fax: 0171 267 4399
E-maAIL: personnel@microtime.co.uk.
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DO NOT UNDERESTIMATE THE POWER OF THE AARDVARK! B, N
(IN HELPING YOU FIND A JOB)

Aardvark Swift have one of the longest and most successful track records in the games industry.
We are now the UK's leading recruitiment consultancy for games development staff, helping more
people find better jobs in this sector than any other agency. We regularly place staff for example at:

Argonaut, Bullfrog, Codemasters, Eidos, Europress, Gremlin,
Mindscape, Psygnosis, Sony, Virgin, Iguana, etc

Formed in 1989, we also have very many more contacts, both nationally and abroad. This means
that your chances of finding the right job via ourselves are maximised. Many companies use our
service exclusively (some never advertise) when seeking to fill their vacancies, so if you aren't
registered with us or we aren't aware of you, quite simply, you're missing out.

QA Manager Manage all testing activities with long established company
specialising in big Officially Licensed products. Lots of number one 'hits" over
e VBAIS sy £18-24k + bonuses (Midlands)
Technical Author Copywriting and manual writing skills. Permanent role.
Prestigious company. Web page, net knowledge useful. ..............ccoocccrceerccs
.............................................................. £18-25k + henefits (North West)
Scriptwriter/Producer Role play, adventure specialist company. Write
creative plot/dialogue. Part of International group.................. c£25k (North)
UNIX Systems Administrator International Internet Entertainment and
Games company. Support SGI, Novell and all SErvers. ...........c..ccccccvvvrreccccins
.................................................................. £35-40k + shares (Midlands)
General Manager New division of well-established company specialising in
multiplayer games. Senior role, cut deals, negotiate contracts, run show. .......

.......................................................................... £neg package (Midlands)
General Manager Newly created role. Part of international group. 3D action
PIOGUCES ...vvvvvvv v £50k & large company henefits (South)

Programmers/Artists (USA) Well respected West Coast developer always
in 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........
............................ $60-85k + royalties, medical and legal fees (USA)

Project Team We are currently representing a famous company who wish to
find a complete development team with a track record. Our client will help you
establish, locate suitable premises etc. Rare opportunity to obtain finance and
put your own ideas into practice with current colleagues
.................................................................................. (Location anywhere)

C, C++ Assembler Programmers You'll operate within a progressive
environment encompassing state of the art technology (motion capture, SGl
workstations etc) and receive an exiremely competitive salary and benefits
package including bonuses and regular reviews. Future prospects are quite
OUESTANGING v (Yorkshire)

Technical Consultant (Graphics) Leading edge developer of 3D graphics
accelerators requires development or support skills in C, DirectX or OPEN GL
programming for relationship management and technical liaison with UK and
European ClientS...............ovvvvvreeressceririveceennnn £20-25k + henefits (South)

Lead Programmer Well funded start up company require experienced
console programmer for exciting new venture. Futuristic high action race
product for PlayStation. Stake in company for right individual....................
.......................................................... £30-35k + shares (West Midlands)

Project Manager Rapidly expanding developer needs project management
skills for prestigious range of new sports titles. Excellent opportunity to join
well established group at outset of new growth phase..............ccccccccvveercccinen
...................................................................... £25-28k + benefits (Yorks)

Team Leader Veteran developer with several new graduate project teams
urgently need group leadership skills for a number of high profile licensed
products. Good money, decent people, great CountrySide.............ccooeeccvvve.
.............................................................. £30-40k + benefits (S.Midlands)

Al Programmer Team player with character intelligence strategy/Al
experience required by top Scottish developer working on licensed product for
international PUBISNEN ........coooeeiiccerrrvssecrrernsssssicn £18-25k (Scotland)

Office Manager Talented manager needed with good all round skills for
newly created project and office management role. Company headed by very
well known and respected individUal..........cccccoooeeeereemrerenneeececseee
...................................................... ¢c£30k + henefits South (not London)

Senior Artist Newly opened office of successful American company need
artist/animator for 3D Max character animation work and creative team

[BATETSNID .. ¢£27k + benefits (London)
3D Graphics Programmer Simulation product. Al terrain generation, award
1T M L1 [ S ——————. £35-38k + henefits (South)

PlayStation Programmers Call for detailS.........c.cc.vvveomrccinscinsirininn
.......................................................... £High (All parts of UK and abroad)

Product Support/Intranet Dynamic, progressive organisation need technical
programming skills for intranet and interdepartmental liaison work. Web
design, HTML advantageous ............ccccccccee. £12-15k + henefits (Yorks)

Realtime 3D Modellers Specialist developer of combat simulations need
accurate representation of vehicles, terrain, explosions etc. Structured

environment professional CoMPANY. .......cccueeveerresvernes c£25-28k (Surrey)
Alias (or Softimage) Artist Small friendly working environment.
High-action futuristic Go-Karting product................ £22-26k (Oxfordshire)

C, C++, Win '95, DirectX Programmers Lots of opportunities.................
...................................................... £25-35k + henefits (North and South)

£MULTI MILLION INTERNATIONAL ORGANISATION NOW RECRUITING
FOR STUDIO MANAGERS, PRODUCERS, PROGRAMMERS, ARTISTS
FOR NEW LONDON AND YORKSHIRE STUDIOS

Alss: Opportunities in the USA, Canada, Norway, Denmark and for 1997 graduates.
More vacancies at www.ardswift.co.uk
Why not utilise our experience and make use of our client contacts? It won't even cost )’ N
you anything! Register by sending your cv to:
Aardvark Swift Consulting Ltd, 75-77 Station Street, Swinton, South Yorkshire S64 8PZ
Tel (01709) 571441 Fax (01709) 586527 Email:SLD @ardswift.demon.co.uk
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I]G "I know I could create great
games. I have the skills, the
drive and the Imagination.
All I need is a company with
a proven track record that's

full of people like me'.

Funny, that's Just what we '('/'/oz/\g//z’

J
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Intelligent Games are looking for talented
people to join our 35+ strong team. If you
are one of the following :

Programmers with strong C or C++ skills to
work on Sony PlayStatfion, Windows 95 or
Nintendo 64 projects.

Artists 2D or 3D, with strong basic drawing
skills and a flair for original work.
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_..then we would like fo hear from you.

Animators

ARTISTS / PROGRAMMERS (pref. UK based)

On-line PLC are a growing games developer and internet entertainment
publisher based in London, on the Victoria Line. We have a strong history
in developing and marketing both boxed and networked games. Current
projects include the Interactive Rocky Horror Show, Iron Wolves - a
networked naval simulator (http:/www.uboat.com), and a new big-budget
football game.

We are looking for enthusiastic, talented people who work well in a team
environment.

Experienced Games Programmers / Software Engineers

You will need to have good C/C++ skills. We are particularly looking for
expertise on PC, Mac, PlayStation, or in Maths / Mechanics / Physics. We
currently have at least three vacancies for people who above all, are
enthusiastic about developing games.

Experienced Artists, Animators and lllustrators

Candidates must have a minimum of 6 months to a year's experience in the
games industry, and have good basic drawing skills. You will need to enjoy
working in a high-pressure commercial team environment.

We offer excellent opportunities for career development, exciting projects,
and early responsibility. Salaries are commensurate with talent and
previous experience.

Please send your cv with a covering letter to:

Seb Haigh, _email: sebh@mail.on-line.co.uk
On-line PLC, tel: +44 (0)181 558 6114 ext. 26
642a Lea Bridge Rd, fax:  +44 (0)181 558 3914
London.

United Kingdom.

E10 6AP : & e
-1

Programmers

Artists

Sound Engineers

Apply to:
Personnel
Digital Animations
Hamilton House
Phoenix Crescent
Strathclyde Business Park
Bellshill ML4 3NJ

e-mail: jobs@digital-animations.com

www.digital-animations.com



Yhin Ice Media

P RODUCT

B

Thin Ice Media

PRODUCTIONS EILMI T E D

Thin Ice Media is a new force in the video games industry.
The development of a new and innovative video based games magazine has
produced the following exciting opportunities;

Producer/Editor Researcher
Games industry experience is useful. '
A background in production and/or editing of
video material for the youth market is essential.

Games industry experience essential. Ideally
suited to a person with magazine background.

Non-linear Editor.
Avid MCXpress Non-linear edit suite.
DVC Pro based hardware.

Camera/Sound Operator
DVC Pro based camera and hardware systems.

CONTACT: RACHEL KIRBY
Thin Ice Media, Stafford Road, Stone, Staffordshire. ST15 ODG. Telephone 01785 810804



Canon

Criterion Software Limited, the multi-media
software arm of Canon and creator

of RenderWare™, is launching

Criterion Technologies.

Criterion Technologies is working on the third
generation of RenderWare™ interactive 3D
graphics technology, which is far more advanced
than conventional interactive 3D technologies,
and will enable real-time 3D manipulation to
be applied to life-like models and scenes.

We are currently seeking the following people
for the two groups in the new division:

Research and Development Group
Software Engineers (Core Development)
The positions will involve the design of 3D
framework, together with the development and
implementation of novel algorithms.

Applicants should possess excellent software
engineering skills, together with strong analytic
abilities and a robust understanding of
computational geometry issues.

You should have experience of OpenGL,
RenderWare™, REYES/Renderman or hybrid
rasterisation systems. Experience of procedural
shader development, structure particle systems

»

sampling issues, large dataset management,
analytic geometry creation, MIMD/SIMD
implementation, DSP/Media processors is
also relevant.

Software Engineers (Related Technologies)
The positions will involve the design and
implementation of both library toolkits and
developer tools.

Applicants should possess a BSc in computer
science, together with a higher degree in a
graphics related subject.

Skills are as for the previous position. In addition,
you should have had some involvement with
real time operating systems and physics
simulation.

Product Development Group
Senior Product Engineer

Senior Programmers

Programmers

(Core Libraries)

Involvement will be in the product itself, and
will encompass the commercial development
of technologies from the R&D group.

Applicants should possess a BSc in computer
science, strong C/C++ programming and
knowledge of JAVA/VRML, DSPs and fine-grain
parallel architectures, strong 3D and

assembly skills.

Sample Application Programmers
and Artists

The roles will encompass working on
documentation, demonstrations and mini
applications to showcase the product and
technologies.

*  Programmers should possess at least two
years excellent software engineering and
Ul design experience, be inventive,
pro-active and have LOTS of good ideas

*  Artists should have strong 3D expertise,
be pro-active and have LOTS of good ideas.
As well as two years plus experience, you
should possess strong 3D multimedia
application, title design and development
knowledge. Our preferred art package is
3D Studio Max, although experience of
other packages will be considered.

For details on the above positions, please
contact Julien Hofer (ref: Canon/Edge) at:

m Datascope Recruitment

|04 Great Portland Street
London WIN 5PE

Tel: 0171 580 6018

Fax: 0171 580 6068

E-mail: info@datascope.co.uk

Criterion Software Limited (a Canon Company)
is an equal opportunities employer

riginal raulti-platforrn
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Climax’ in-house Agony Aunt

7 ‘ 7/

....And
GLORIA'S
ADVICE
IS b5

K

\
;( “\\

/’

L
e
\ A
W
\/

We are currently seeking to fill the

following positions in our UK studio: Climax Europe B Climax America

1 Producer, 2 Lead Programmers, Climax Developr.nenf Ltd. Clir.nax Developmgn‘r Inc.

2 Lead Artists, 4 Programmers, North Park Business Centre, Suite 7, 1007 Haight Street,
4 Artists, 2 Trainee Programmers Wickham, Fareham, Hampshire, San Francisco, California

and 2 Trainee Artists. England PO17 5LE CA 94117

....positions are available T :
for experienced console programmers Tel: +44(0) 01329 835000 Ext.225  Tel: 001 415 522 1333

in our rapidly expanding San Francisco T ax: +44(0) 01329 835001 Fax: 001 415 522 1334
Studio. Email: personnel@climax.co.uk




Can you take the heat? Gﬂmes People

We are developing original cutting edge 3D games for.

Nintendo 64, PlayStation & Windows 95. In addition to our advertised vacancies,
we have loads of opportunities

We're already creating the very/best:.gamesiiniaifuniworking which are never advertised.

environment where everyone gets to contributelideas. We Sh“'”lP|Y cannot list them
a

8 Q’), ? Some are exclusive
to us, some are

Q’) " wnh other

" agencies
We need more talented people to add to our in-house teams. b as well.
% o)
C/C++ programmers (Windows / DirectX / PSX / N64) They 09 "O
= ¥ range -,
-2D bltr-nap artists B Q’b %
3D artists/animators (3DS / MAX) junior /,’ ', ~°
Experience is preferred, butiraw talent is recognised. positions to (V% ( *p
confidential $ o) 6
board level p p)
assignments. o %
We have an open door () %
policy here (with demo c@
If you have a burning desire to help create the facilities for developers).
best games in the world, just call us on 01926 311284, Give us a call and discuss what you
or download an application form from our web site. are looking for and we will try and help.

http://www.int-studios.demon.co.uk :
Please contact Julien Hofer in complete confidence,
Or write to Interactive Studios, P.O. Box 186, Leamington Spa, or send your CV to: GamesPeople

Warks. CV32 4YL. UK Apps. only. Direct applications preferred. Datascope Recruitment

I N T E R c T I v E A division of 104 Great Portland Street

SYETYYTITa LONDON WIN 5P
et nent 8 TEL: 0171 580 6018

‘ FAX: 0171 580 6068
S —'— U D I o S | julien@datascope.co.uk

S

(Software Implementatlon ManageD Leicester ~ £22-28k p.a. plus stock options

Entertainment Online (www.e-on.co.uk) is a leading provider of online family entertainment, delivered via the Internet and the emerging telephone, cable and satellite broadband delivery systems
to both PC and TV. With over 75 staff and localised channels in the UK, US and Germany, the company is growing rapidly and is now seeking a new manager to join the UK technical team.

Reporting to the Technical Director, the successful candidate will be responsible for co-ordinating the release of all download and multiplayer online game products, ensuring that content
meets the E-On standards. Creating the required installer packages and online manuals, then ensuring that these are tested will be one of the most important aspects of the job.

An in-depth knowledge of PC gaming along with proven technical skills are essential to manage liaison with third party developers, E-On’s
Development Manager and the configuration of all software products. These will include hoth server and client based packages running on
UNIX, NT, Windows 95 and DOS.

Itis likely that the successful applicant will have many of the following skills and experience:
e Installshield software experience

NT v4.0 management

Understanding of UNIX 0S (preferably SGI Irix or Sun)

C/C++ programming or understanding of structured programming concepts

Testing methodology

Project management and reporting

Staff management

Internet skills (FTP, TCP/IP. Dial-up networking)

DOS, Windows, MS-Office and MS-Project va+

This is a unique opportunity to join a fast paced and dynamic sector of the computer games industry and the successful applicant will
need to be highly self motivated and very flexible.

Please forward your CV by e-mail to jobs@e-on.com in either MS Word or ASCII, or by fax to 0990 133009 for the attention of the
Technical Director. Entertainment Online Limited, Woodcote House, Ervington Court, Meridian Business Park, Leicester LE3 2WL




Piaisﬁﬁoﬁ‘ﬁégramm 5
A1 Programmers o

Low Polygon Modeller ' y London’ c£24k
Ultra 64 Programmers ‘. North, Jouth A £lots + greencard
Tools Programmers = c£25-30k

Lead Programmer !
c$85k + bonuses
USA Award Winning Developer :

FAST FORW/

A # Business Card to:
Dave Hill
Interactive Personnel
7-11 Kensington High Street, London W8 5NP
Tel: (0171) 411 3184 Fax: (0171) 937 2579

Specialist ltants to the G, Industry
for experienced and Senior staff

ZODIAC PURSUIT
Has A Great Deal To Offer

Our comprehensive client database is second to none!
With over seven years industry experience, Zodiac Pursuit is one of the
longest established leisure software consultancies around.
The following gives an indication of current national requirements.

WANTED!

PROGRAMMERS £14k - £48k
TEAM LEADERS c£50,000+
GRAPHIC ARTISTS/ANIMATORS £14k - £40k
PRODUCERS £16k - £40k
GAME DESIGNERS £Neg packages

INTERACTIVE
PERSONNEL

STOP PRESS! - URGENT REQUIREMENTS,

UK (Nationwide), Canada & USA

PSX, SATURN & N64 PROGRAMMERS
C/C++/3D/AI/DIRECT X
WIN 95/NT/3.1 PROGRAMMERS
3D STUDIO/LIGHTWAVE/DPAINT/PHOTOSHOP
SGlI - ALIAS or SOFTIMAGE
TALENTED GRADUATES

Please send your CV, in complete confidence to:

Marie Harris, Zodiac Pursuit, Raines House,
9 Edgerton Court, Tadcaster, North Yorkshire, LS24 9NZ
Tel: 01937 835700 Fax: 01937 531986
E-Mail: marie@zodiac1.demon.co.uk

Our service to applicants is free of charge.

Visual Sciences Ltd,Building 3

Luna Place, Gateway West

Dundee Technology Park

Dundee DD2. 1XF

Email: personnel@Vnsual -Sciences.com.

.Visual-Sciences.com *

require talented péFsonnel to join our
deWelopment teams working on AAA projects
for premier publishers

Flue)ﬂ‘“c-ﬂ /C, some Assembly
” Some 3D knowledge

Software Engineers
3 BSc degree minimum

3D Modelling Skills

Character Animation

Knowledge of current
3D Packages

Knowledge of games
Eat, Sleep and breathe games

Game Desigeanra No previous experience required

Game Houses offering top pay deals ar
will be answered & dealt with in strici
UK, Europe, USA and Japan
United Kingdom. Use 'PD’ exclu

All applications
8, Coders from
nings in the
deal.

ogrammers & truly gi

hester-, Guildfi

ege

To advertise call Jane Geddes
on 0171 447 3310

email: jgeddes@futurenet.co.uk
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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, we
are 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.

DEVELOPMENT STUDIO - ALL STAFF Manchester £Neg-+bonus

This leading publisher and developer, are relocating one of their
development studios to Manchester in November, and we are
assisting them in recruiting all development personnel. If you
wish to be considered for these vacancies, please forward your
details directly to Answers.

DEVELOPMENT DIRECTOR South of London cE60k+benefits+car

An experienced games developer is required to look after five
internal development teams, man management is a prerequisite,
to give critical direction to projects and inject some fun into the
company and projects. Ref. 1283

OEVELOPMENT DIRECTOR Cambridge £55k+bonus+c.a.+shares

You must be experienced at developing software, not just games,
and be highly technically competent. Good Object Orientated and
Artificial Life understanding will be a definite advantage. Ref. 1161

LICENSING MANAGER London CE50k+benefits+car

A licensing manager is being sought by this leading games
developer and publisher. Not necessarily from the games
industry, but you do need a sound understanding of all aspects
of both product and brand licensing through such mediums as,
sporting and corporate events, cross promotions and personality
management. Ref. 1302

PROGRAMMERS AND ARTISTS Canada s HIGH-+benefits

Experienced games production personnel are required for
Canada’s most prolific games developer and publisher. You
must have a minimum of one year already spent working with a
games company, working on product for any of the following,
Playstation, Saturn, or PC-CDRom. More details on application.

PRODUCTION CO-ORDINATOR London up to £25k+benefits
Enthusiastic and experienced person required to work within
the operations department of this large publisher.
Production/operations knowledge essential.

SITE MANAGER London up to £45k+bonus

Large independent developer requires a person who, at present,
may be a senior producer. Looking after a team and running an
office, you must have experience of bringing a game to market,
and excellent man management skills. Ref. 1303

PROGRAMMER Nottingham £neg+benefits

Experienced PC or Playstation programmers are required for
well established development house in the Midlands. Salary
commensurate with level of aptitude. Ref. 1281

PROGRAMMER Sheffiela up to £30k+bonus
PC programmer, particular expertise of inserting graphics into a
game. Ref. 1233

ARTISTS Oxford up to £28k+bonus
3D Studio is required, preferably 3DS Max. New internal team of
international developer, on a fantasy game. Ref. 1196

PROGRAMMERS Cambridge up to £30k+benefits

Games experience is not essential for this post, what is more
important is your excellent Object Orientated and C++ skills.
Knowledge and enthusiasm for systems architecture and
artificial intelligence are also being sought. Ref. 1190

ARTISTS Cambridge up to £25k+benefits
Good working knowledge of 3D Studio Max, together with low
polygon modelling experience, is required. Ref. 1195

PROGRAMMER Scotiand c£25k+bonus

Experienced PC games programmers required for west coast
based independent developer. Working in an idyllic location on
potentially “AAA’ product. Ref. 1164

T00L5 PROGRAMMER London £neg

PC tools programmer required with good C and C++ skills,
together with some assembler knowledge. Ref. 1163

PC PROGRAMMER South London £neg+bonus

For this position you will need to have good 3D PC programming
skills, based under a Windows 95 environment. Knowledge of
DirectX and Direct3D would be very advantageous, as is the
ability to be a team player. Ref. 1123

PROGRAMMERS South Midlands £neg-+large royalties
Programmers required for different platforms to work inhouse
for this leading independent developer...

N64: at least 2 years programming on 32 bit consoles required,
prior N64 experience is a definite plus, to work on a new
football game

PSX: must have worked on the Playstation and love football
PC: Win 95 and Direct 3D games experience essential Ref. 1120

Ref. 1309

ARTIST South Midlands £neg-+large royalties

Artist with 3 years or more experience with character animation.
Previous work in the games industry and motion capture
experience would be a plus. Fluency in either 3D Studio Max,
Softimage, or Alias. Ref. 1119

ARTIST South Midlands £neg+large royalties

A further artist is required by the same company with at least 1
year’s experience under their belt, of creating low and high
polygon models, with 3D Studio, 3DS Max or Softimage, to
work on the next number one football game. Ref. 1119b

PROGRAMMERS Midiands £neg+bonus

Dynamic young games developer, requires additional personnel
for its team. You must be fluent in C/C++ and games
development experience on either the PSX or N64 would be an
advantage. Ref. 1118

ARTISTS Midlands £Eneg+bonus

Artist required with good knowledge of either 3D Studio or 3D
Studio Max and the ability to generate low polygon models with
hand drawn bitmapped textures join this newly formed and well
funded company. Ref. 1117

PROGRAMMER North West up to £30k+bonus

Experienced PC programmer to work on highly rated PC game.
Network programming would be a definite advantage. A unique
opportunity to join this market leader. Ref. 1113

PROGRAMMERS/RRTISTS Midlands £neg

Creative and original games developer requires talented and
dedicated C/C++ programmers, 2D Bitmap ARTISTS and 3D
Artists experienced with 3D Studio and 3DS Max. Ref. 1071

ARTISTS south £neg+bonus
3D Studio and/or Max experience is essential to work in the
south or in a new, shortly to open, London studio. Ref. 1062

ARTISTS North West £neg+bonus

3D Studio or Max experience is required for this independent
developer, with a second office in Norway. Working on a PC
game which has the potential to be a ‘AAA’ product. Must have
games experience. Ref. 1034

PROGAAMMERS South up to £28k+bonus

Southern based games developer, with second office soon to open
in London is looking for talented and experienced PC and PSX
programmers. Salary is negotiable for the right candidate.  Ref.
1005

PRODUCERS North /South £neg+bonus+benefits

You must have the experience of bringing product from
conception to completion, and be able to deliver high quality
project on time and within budget. Ref. 912

PROGRAMMERS South £neg+benefits

Either PC or Playstation programmers required, to work for this
leading developer and publisher. Previous experience of
working on these platforms is essential. Ref. 883

PSX/PC PROGRAMMERS Uk £neg+benefits+bonus

Probably the UK'’s largest single developer and publisher is
looking to attract the very best in programming talent. Salary
will not be an issue if your track record is inspiring. ~ Ref. 811

ARTISTS ux £neg+benefits+bonus

Proficiency in the use of Alias or Softimage for modelling and
animations, and Deluxpaint and Photoshop, for textures and 2D
graphics/animation, means that the UK’s largest developer and
publisher will require your talents. Ref. 810

ARTISTS London £neg+excellent benefits

This year’s fastest growing developer/publisher requires
talented artists to work on its inhouse projects. Experience of
using any of the current 3D packages used within the games
industry, is essential. Ref. 772

PROGRAMMERS London £neg+excellent benefits

Opportunities are still available for PC and PSX programmers to
join the industry’s fastest growing developer/ publisher. To work
on the PC you must be expert coding under the Windows 95
environment and hopefully, know your DirectX, as well. For the
Playstation, there is nothing like experience for which you will
be richly rewarded. Ref. 771

PRODUCER 1.ondon Eneg+excellent benefits
It would be of great benefit to be from a programming background
for this position looking after external teams. You must have
excellent project g and c¢ ications skills, i
you can coerce even the most difficult of developer.

PSX PROGRAMMER 1s1e of Wight £35k+benefits

Lead Playstation coder is required for this small developer of a
current number one hit title. Salary is completely negotiable
dependent upon experience. Excellent opportunity for the right
individual. Ref. 883

LEAD ARTIST UsA-West Coast $55k-585k

Must have the demonstrated ability to visualise, design, model
and animate 2D and 3D objects, characters, backgrounds, etc.
Experience of working on the Playstation or Né4 is desirable. 3D
Studio Max or Alias proficiency please. Ref. 1322

LERD PSX PROGRAMMER usA-West Coast $55k-$85k

3D games application programming on 16 or 32 bit consoles is a
minimum, with Playstation specific experience a must, N64
would be a plus. Must have the proven ability to lead a games
programming effort. At least one published PSX product and
minimum 3 years industry experience. Ref. 1323

LEAD NINTENDO 64 PROGRAMMER USA-West Coast $55k-$85k

3D games applications programming on 16 or 32 bit consoles is a
minimum with Nintendo specific experience a must, PSX would
be a plus. Must have the proven ability to lead a games
programming effort, at least one title in development on the N64
and a minimum 3 years industry experience. Ref. 1324

PRODUCER USA-West Coast $55k-585k

Must have games production experience on 16 or 32 bit consoles,
as well as the PC, is a minimum requirement. Expertise in
managing all aspects of a computer game, from conception and
design, through to final mastering. Must have a good
understanding of all the typical publisher reporting and
marketing requirements. Ref. 1260

LEAD NINTENDD 64 PROGRAMMER USA-West Coast S60k-5100k
Experienced lead N64 programmer is required by the USA’s
largest developer and publisher, with experience of leading
teams of software developers, and to have worked on an
instantly recognisable title. Ref. 1325

LEAD PLAYSTATION PROGRAMMER UsA-West Coast $60k-$100k

Experienced PSX programmer required by the USA’s largest
developer and publisher. Team leadership is a must, as is an
instantly recognizable hit title on your cv. Ref. 1329

NINTENDO 64 PROGRAMMERS USA-West Coast $60-8100k

Either working on, or have worked on a N64 title. Experience of
other consoles is a definite plus. Position is with America’s
largest developer and publisher. Ref. 1326

PLAYSTATION PROGRAMMERS UsA-West Coast $60k-$100k

Must be experienced with Playstation programming, and at least
one published product to date. Position is with America’s largest
developer and publisher. Ref. 1327

ARTISTS USA-West Coast $60k-5100k

With at least one published title to date and minimum 2 years
games industry experience, you will need to be fully proficient
in Softimage, Alias or 3D Studio Max. Position is with America’s
largest developer and publisher. Ref. 1328

Ref. 770

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
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d'elving deep intd the creative iungle of Né4 development since its

ards of programming and visuals
nd to ensure that Rare keeps that one
edicated new blood to join our fast-
. growing ranks.

! ) have genuine passnon for
to back it up, drop us a lln%;%w_ and we can work together to
/ . shape the games of the future.

N

e fluent in C or Assembler Experience in the games
; mdustry an advantage
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(rap [iics harwﬁre. Previotis experience with 3D packages
[ ' usef | but not essential.

Manor Farmhouse
Church Street
Twycross
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1 pad,
UK output, plays on SCART TV, N
displa han PAL at 60hz speed 24|

PSX Analogue Pad, Rumble Pak
TUn s fon 0 oo N6$ REB-conversion
NAMCO-GUNCON, Top PSX, N6¢ hardware & titles! s ¥
4:GoldenEye £5¢ RevLimit, 1SS64) Gl @S2 fer our best prices
Tetrisphere, Goeman5, TopGearRally " CDEMNI ’
MRChamp StarFox-US(Jolt)
US-Turok w/1MB RAM-pak £5¢
Mario(Jolt-ver) Mario Kart £
1MB Ram-Pak £12 Uni-Adapter
Orig-JoltPak 19 RGB-convs
Virtual Pets £& Orig-ColorPad £

Bundled-Package

w/Game, RGBs ”ext_d" ok coror

CALL NOW!! :NG4 System|

2 A o, NECR it
01529-312200
0370-881038

Hampshire PO14 1DJ Fax: (+44)-1329-312211 7
Ottice hour: 10am-6pm Mon-Sat email: playtronix@mcmail.com

Collection & Callers by appoiniment only Visit us: wwuw playtronix.mcmail.com 2> /¢

18 Palmerston Business Park
Newgate Lane, Fareham

MADEIRA GAMES

A BRANCH OF R J STAINSBY & SON
US N64 Specialists
US N64 £149 . _

INTERNAL SCART (e
CONVERSION £20 :

LOWEST PRICES - CALL

| DPEDICATED TO GAMERS AND COLLECTORS ‘ (54
WELCOME TO THE TIME-MACHINE

A fully illustrated nu_unlll) lun/‘mc !>:‘|n;;ln§: .) ‘,’“ ‘ ALL MACHINES RUN FULL SPEED & FULL SCREEN -
the fascinating world of Retro with reviews, NO BORDERS

featares, and all the facts on classic hardware, | %

soltware and gaming memorabilia. It's all here, | OUR MACHINES ALSO PLAY JAP & ASIAN GAMES
including techno-ips, values guide and

directory. All this together with classic RPG and GAMES AVAILA.BLE NOW FROM £44.99
Micro games for Advenwrers, and a free Hexen.Tetrlsphere. MRC. Mace.
catalogue listing 1000's of items for sale

Goeman, Starfox, GoldenEye
Controllers, RGB Leads, Transformers, Hemory Cards. X-Tenders,
§-Video Cables. . . WE STOCH THEM ALL - CALL NOK

ISSUE FOUR OUT NOW

AQUARIUS: ATARI: APPLE: COMMODORE
LLIVISION:
ZCH: MSX: ORIC:

SPECTRUM: TEXAS: VECTREX: ZX80/81

We will beat any adverlised price
GUARANTEED - Next Day Delivery
MADEIRA GAMES,

LYNN ROAD, HEACHAM, NORFOLK. PE31 7JF
TEL 01485 570256 - 0831 444041 Anytime
Fax 01485 570501
Email Stainsby @ Msn.Com

your copy please send cheque or
50 (incl p&p)

made payable 10: 'G. Howden'

care of: RETRO CLASSIX (EG),

4 CHATTERTON AVENUE,
LINCOLN LNI 3TB

DTM Software

East Walton, King's Lynn PE32 1PY

New FREE comprehensive catalogue for
PC / Mac / PlayStation / Sega / Nintendo, now available.
NO hidden charges like delivery* or membership fees.
Just competitively priced software and hardware.

THE PRICE YOU SEE IS THE PRICE YOU PAY.

To get your copy of our free catalogue, or to enquire about
ANY software or hardware, please ring, write or fax and
we will be happy to help.

*Guaranteed delivery available as an optional chargeable extra. Full details available on request.
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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 12-4 Sunday
T 0181 893 2100/844 2575 ;}ﬁ- 0181 844 1944

AFTER HOURS LINE 6PM-10PM 0973 552398

RETROGAMES

Ghe World's first classic Software & Hardware suppher)

Epoch super cassette vision exposed, more rare
Vectrex news, and a full GRW directory.

Only in Issue 12 Out Now
Biggest ever retroscene survey results, Sega SC3000
reviewed at last, even more G&W news. Full features on

the history of gaming, classic company biographies,
retroreviews, forgotten facts, and lots more...

S J
’ At the back of every issue of Retrogames you will find

CENTRE
GamGS AddlCtIOﬂ Playstation
treatment centre!  Nintendo 64
Buy o Sell  Exchange peoaTaturn
Best cash & trade-in BEYONPI?)

our directory of over 3000 collectable items of hardware
and software. From Atari & Coleco to Vectrex &
Videopac, if they don't make it anymore - we sell it. C64
and Spectrum games from 10p. Atari 2600 games from
£100 Nintendo Handhelds from £6.00
Vectrex machines & multi-carts in stock
International orders welcome (6% - 600Yen)

If you would like to receive a copy of the Retrogames
fanzine incorporating the full Retrogames price list then
please send a cheque or postal order for £2.50 (incl P&P)

Tottenham made out to ') Moore', care of
19 Soho Square, London W1t Rd Retrogames: 61 Baccara Grove : Bletchley

©
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Games Console

Phone 07000 PlayStation

SONY S

SEEA pq  7°

Stockists of USA, Jap and UK Consoles and Software.

Call for full prices
* US GoldenEye 64 £59.95 x Tetrisphere £59.95
x Tamagotchi * Final Fantasy VIl £49.99

"z Unit 21b * The Hart Centre © Fleet * Hants « GU13 8AZ [
o= Tel: 01252 810649 Fax: 01252 810650 LE.

prices on Earth! THERA

E-mail: games.console@btinternet.com &

: 9AM-8PM 7 DAYS AWEEK
VVE( : AVAILABLE NOW
E;‘&W " ; MULTI RACING
TEL « GOLDEN EYE
S— STAR FOX  TUROK

REV LIMIT » TOP GEAR
- B €ORPS

e

e T o %ReM £49.99
"The best mail order import estab'lisf!n;ﬁt i%o'd 64hg.com)

SKILL ACGAD, Y= B
P.O BOX 5913 EALING ONDON W13 92X

13 Kingston Road

15 Wellington Way
Portsmouth

Waterlooville

ROSS
Hants PO1 5RX Hants PO7 7ED

RECORDS TEL: (01705) 830955  TEL: (01705) 267519

FROM ROSS RECORDS .| £ ), 9T
BUY * SELL * EXCHANGE

PLAYSTATION, SATURN, SUPER NINTENDO, SEGA, Nb64

WE BUY, SELL AND EXCHANGE CONSOLES AND GAMES
PLUS THOUSANDS OF NEW AND USED MUSIC CDs

¥ NINTENDO 64 IMPORTS AVAILABLE #

Open 7 days a week — 10am to 6pm
Mail Order Supplied. Trading Enquiries Welcome




(411 SHOP
2000

We buy, we sell, we part-exchange
* PLAYSTATION
* SATURN o
* NINTENDO 64 *
Nintendo 64 packages at Chip Shop 2000:
Marlo 64 £199.99 < FIFA 64 £189.99

I and d it taken
WE HAVE MOVED 'I'O
BIGGER PREMISES:
UNIT 5, 9 SLATER STREET,
LIVERPOOL L1

0151-708 0022

LIVERPOOL'S LEADING INDEPENDENT
Check out our Home page:
www.cshop.demon.co.uk
Buying Stock Hotline 0151 708 5055
We buy all the latest consoles. Best Prices Paid.

GREAT GAMES AT GREAT PRICES

: - N64 Console £139.99

P £24.99 Colour Memory Cart. £12.99
mtendo 64 Games International Super Soccer £48.99
Mortal Kombat Trilogy ~ £52.99 Killer Instinct Gold £52.99
64 Shadows of the Empire  £45.99

Int'l Superstar Soccer Pro £31.99

£29.99 Ray Storm £31.99

Rav T . £31.99 Tobal 2 £phone
Colour Hyper Control Pad £10.99 Colour 1Meg Mem Card £10.99

Send orders to: Astrosoft, Alexander House, 50 Station Road,
Aldershot, ‘Hants, GU11 1BG. Or phone 01252 344454 ext. 260 for

current catalogue. All prices include VAT and carriage (UK).
él ;icgs are subject to change without further notice. All goods are subject to availability. E&OE

BUY! SELL! TRADE!

From Commodore 64s
to PlayStations

and everything in between!!

CONSOLES o COMPUTERS ¢ GAMES

Bring (with official ID) or send by post
with SAE for cash to:

COMPUTER &
GAMES EXCHANGE
65 Notting Hill Gate
London W11 3JS

T 0171 221 1123
NOTHING LEGAL REFUSED!

Also at MVE, Manchester Arndale Centre
(by High St entrance) @ 0161 839 0677

LARGE SELECTION ON SALE

OPEN 7 DAYS
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releases - we, leatl uthers fallow,

YSTATION
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M(II'I(I;) 64
 Top Gear
- Wi

e J Lengue Dynamite Soccer
| World Soccer 3
- Wave Race
 Mario Kart (while stocks lost) £39.99 - Mario
~ Rev Limit
| Starfox
| Go Go Trouble Makers & Mhce
|- War Gods " Tetras Fear
| Bomberman: - Starfox
| Multi Racing Championship
Goeman 5

YUK =
INTENDO 64

.99
544,99

_ Blast Corps

| Blost Corps
| Mario 64
| Pilot Wings
- Star Wars b
Wave Race 4499
~ Mario Kart £49.98
155 64 £49.99
- Fifa 64 £29.99
 Turok £44.99

I Killer Instinct £49.99
L//\II VERSAL ﬂ/\/l/

~ Mischief Make:
mhborghini 64

M |lv Racing Championship

Turok (while stocks lost) £44.99
}:oldan[ye (while stocks last) £59.99

PLAYSTATION
VLS At
<

Time Crisis

Final Fantasy VII

Soul Edge

Rage Racer

Bushido Blades

Tobal 2

Sh'eet Fﬂhter Collection
Dracula

Street Fighter X

Dlredors Cut Resident Evil

Gun Bullet

Bio Hazard

Marvel Super Heroes

« Ace Combat 2

« (ool Boarders 2

* Gradius Gaiden

Y SATURN
A\ IMPORTS

Sonic Jam

@ Last Bronx
King of Fighters 96
BioHozard

Marvel Superheroes
SireetFighter (olleclion
/ Metalflux
NOW: IN STOCK

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 dellve_rg ~ Over 200 lmpmt‘P.lagEtatinn Games In Stock

BJ

‘Alsn at: 10 Mill Hlll L Leeds s LSt W‘[Mﬂmﬁmﬂumm Eemre] Tel: 0113 234 1116 2

a""E SION

FUSION UK
4 villiers buildings, buckingham street,
aylesbury, buckinghamshire HP20 2LE
tel: 01296 337354
fax: 01296 394570

nintendo 64 -150-00 bomberman (jap) - 65.00
all our machines are imports so you will get a ful screen L

picture and it rung 207 faster — all our machines are goldeneye (us) 65-00
ready 1o run and come with 6 months quarantee oeman ganbare - 65.00
Jjoypads -25.0 . i ?

ay, back, ble, yelow, green and red, compatie with f - MUt racing

machines — please include second choice : P - 80.
memary pake -16.00 championship (jap) 60-00
1 e compatible with all machines ¢ top gear rally (us) - 65.00
jolt paks -15-00 &

NOW N model 3 convertor -16.00 Wardods (us) 55-00
will let you play any game on any machine new stock every week

EGED ALL CREDIT CARDS ACCEPTED ¢

o B CI NEXT DAY DELIVERY CALL FOR DETAILS

ENITERIYAINVIENIT)
EXPRESS W

THE PROFESSIONALS

NO HASSLE. NO PROBLEMS.
NO WORRIES. FAST 24HR DELIVERY.

0)

CUSTOMER

CARE

N64 IMPORT GAME PRICE WATCH
our PRICES ARE THE LOWEST or
AMONGST THE LOWEST IN 'EDGE'

52 01341 281269 EH

EZEZ3 OPEN TILL VERY LATE ok

PLUGKPLAY "

Utopia 3DFX PC £1,527.50
Matrox Millennium 2, Orchid Righteous 3DFX
P166MMX, 32MB SDRAM, 3.2GB HD,
20xCD-ROM, Sound Blaster, Win95 CD
15" Samsung Monitor

Nintendo 64
Sony PlayStation

Virtual Fighter
Game Pad

£140

Sega Saturn; ECALL

We stock all the Iatest games and
peripherals for the above. We also have a
*huge* back catalogue of fitles, ju

29 Well Lane, Horsell, Woking, Surrey, GU21 4PP
Tel: 01483 833944 Fax: 01483 827642
WWW: hitp://www.plugandplay.itd.uk
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D0 YOU USE THE INTERNET?
THEN YOU NEED
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ULL SPEED
EAD!

How software accelerators
_can zooi-you round the Web
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_magazine and software

. on the CD
FREE
BOOK!

Getting Started with ,’
 Internet Explorer 4
Jour essential guide
to the most important
program ofi
the year

THE PREMIER
TECHNOLOGY
MAGAZINE

INSIiDE THE
LATEST iSSUE:

How hard is today’s hardware? We find out

Explore the ultimate in high-end hi-fi
The T3 chess computer championships
The hi-tech inside modern ships and boats

A sneaky peek at spy satellites
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Galler

In celebration of the qua f SquareSoft's latest game (see page 84),
this month’s Gallery is something of a showcase for the artwork of the
glorious Final Fantasy Vil. Rarely has Edge seen CGl of this quality...

¢ Square Co. Ltd 1997
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The rendered artwork
created by SquareSoft to
accompany Final Fantasy Vil
is @ marked departure to the
usual fine-art style of regular
FF illustrator Yoshitaka
Amano. What makes it even
more impressive is that for
many of Square’s in-house
graphic designers this was
their first project using the
company'’s (then) newly
acquired Silicon Graphics
workstations.

The imagination that has
gone into creating some of
the modes of transport in the
game is amply evident here.

Images rendered with Alias software on
Silicon Graphics hardware by artists of
Square Co. Ltd, Japan
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SaaB
traditio i
artists were able to use SGI
workstations as merely.a
new type of media. The g
game's director Hironobu
_ Sakaguchi has commented
3"% that he was amazed that
many of the company's
artists were able to reach
i such a professional degree of
L work after just three months %

using Alias software.

Images rende
Silicon Graphi
Square Co. Ltd, Jap
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¢ Sting 19
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Baroque is a first-person sci-fi
horror game that takes place
in a darkly atmospheric
environment that takes many
of its visual cues from the
Renaissance period, hence
the title. These unusual
designs originated in Japan;
the artists used traditional
illustration techniques for the
masters, and then send them
to the States where they're.
turned into CGl.

Images rendered using Softimage by Tony
Kim of Enercia, Hollywood, USA
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© Riverhillsoft 1997

These stunningly detailed,
dystopian cityscapes were
created by Japanese
codeshop Riverhillsoft for
Overblood 2. The original
game (reviewed in E47)
actually scored as highly in
some Japanese magazines as
Bio-Hazard (aka Resident
Evil), which makes the sequel
rather more of an event in
the east than here. 1

The city in which the
game takes place is known
as East Edge, and borrows
heavily from the Syd Mead-
designed LA of 2019 seen in
Ridley Scott’s ‘Blade Runner’.

Images rendered using Alias Wavefront
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Its turned-based battles re,

lled man
richest and most expertly designed 16bit games ever conceived

, but FFIll remains one of the

quareSoft's Final Fantasy i,
released in the USin the
September of 1994 but sadly

never seeing the light of day as an
official SNES title in the UK, was truly an
epoch-making title.

Originally released in Japan as Final
Fantasy VI (hence the numerical suffix
given to the PlayStation instalment of
the series — see page 84), FFill
represented the epitome of the
Japanese interpretation of the RPG, with
rich characterisation (despite the
diminutive nature of the on-screen
heroes and villains), fantastically
detailed graphics, an excellently

implemented battle system, a clutch of
truly dazzling set pieces, and an
engrossing plot.

Controlling a bunch of adventurers
(many of whom would nip in and out
of the party as the story evolved),
players took off on a mission to bring
down Kefka, the super-durable bad guy
on a par with the Devil in terms of evil.

Offering some of the most varied
situations ever seen in an RPG, FFIll was
a unique title, a game whose fan base
is probably the most ardent of any
example ever. This alone is ample

testament to what is one of the E

Publisher: SquareSoft

1994

Developer: In-house

SNES

'90's true 16bit classics.
N°2 I
J

Format: |7
Publisher: |,
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company is preparing [o release its PlayStation Swanson,

o the delight of many
long-serving arcade-goers'
delight, Namco has
provided them with a series of
nostalgia hits in the form of the
Museum instalments one to five.
The company isn't finished yet,
however, having recently
announced Namco Museum
Encore, a PlayStation compilation
which brings together seven further
Namco ‘classics’ on one CD.
Making up the septet are Rolling
Thunder, Dragon Spirit (released as
Dragon Sabre in Japan), Rompers,
Wonder Peach, Sky Kid, King and
Balloons and Motos.
The most well-known among

these to western audiences will
surely be Rolling Thunder, the
seminal platform-based shooter
from which Sega plundered ideas
for its equally renowned Shinobi.
The title will be released in
Japan in a limited-edition format

(at ¥5,800 — approximately £35)
which includes a box allowing
owners to put together an entire
collection of Museum products,
including space for a memory card.

UK owners shouldn't, E .

expect such a luxury.

From left: Rompers, Rolling Thunder, and the special-edition package
which allows Museum freaks to present their collection in grand style




News Pentium Il is unveiled at CeBit;
Konami debuts its Cobra technology
Profile Larry Ahern and Jonathan
Ackley of LucasArts, and Ron Millar,
creator of Warcraft

Prescreen Hexen 2, Sky Target
Testscreen Porsche Challenge, FIFA
64, Theme Hospital

Features Edge visits Kalisto,
Infogrames, Treasure, Boss, Zombie
and Lobotomy

Free Future game tech supplement

N64: The clock is ticking
for Mission Impossible

News VideoLogic unveils PowerVR
successor; full report from the Tokyo
Game Show

Profile AM3's Hisao Oguchi
Prescreen Mission: Impossible,
G-Police, Dark Vengeance, Dreams,
Baku Bomberman

Testscreen Blast Corps, Bushido
Blade, Moto Racer, Interstate ‘76
Features Part one of Edge’s
examination of the burgeoning
emulators scene

News Saturn 2 revealed; Intel and
Microsoft prepare to storm arcade
market; 64DD details emerge
Prescreen Psygnosis’ Psybadek,
Colony Wars and Rascal; plus Gex:
Enter the Gecko and Metal Gear Solid
Testscreen Star Fox 64, Dungeon
Keeper, Shining the Holy Ark, ISS Pro
Features Edge investigates videogame
violence. Plus Emus feature — part 2
Free Exclusive Bullfrog supplement,
focusing on potential dassic, Populous 3

News M2 is canned ~ full, exclusive
exposé; Sega-Bandai merger collapses
An audience with... Peter Molyneux
Prescreen Joint Strike Fighter, Omikron,
Lamborghini 64, Flight Unlimited 2
Testscreen [ BA2, Runabout

Features Edge looks at the rebirth of
Acclaim and speaks to the team behind
Turok 2. Also, Edge visits Brederbund,
and the teams behind EWJ 3D, Rev
Limit, and Evolva

Free Edge Interactive CD (PC/Mac)

News Edge reports from E3; SNK
reveals its 64bit coin-op hardware
An audience with... 3Dfx
Prescreen Prey, Quake 2, Banjo-
Kazooie, Conker’s Quest

Testscreen GoldenEye, Time Crisis,
X-COM 3, Yuke Yuke Troublemakers
Features Why are so many acclaimed
game creators leaving the companies
that have been their homes for so
long? Edge investigates. Also, Edge
visits LucasArts and Sega's AM3

Turning the sci-fl movie classic into|
videogame fegend - an exclusive repo|

ution of 3|

The evol
From b

News Sega calls off its Saturn 2 hardware
deal with 3Dfx — PowerVR technology may be
the replacement; N64 continues to soar

An audience with... Sid Meier

Prescreen Powerslide, Judge Dredd, Buggy,
Respect Inc, Colony Wars, The Fifth Element,
Panzer Dragoon Saga, Blade Runner
Testscreen Multi-Racing Championship, Last
Bronx, Dark Earth, Dark Rift, Street Fighter EX
Plus Alpha, No Respect, Salamander 2
Features Edge examines the use of 3D
graphics in games, from Battlezone to Quake
2, and considers what lies ahead for this most
dynamic form of presentation

Back issues cost £5 each, or £4 each for
two or more (including postage & packing).
The Edge slipcase (left) is the ideal way
to protect your copies. Each one holds a
year's worth of Edge and costs just £6.

News New graphics technology from VM
Labs revealed; PowerVR price slashed

An audience with... Sony's Ken Kutaragi
Prescreen Sentinel Returns, WarGames,
Tenchu, Gunbike, Shadow Master, Sonic
Wings Assault, Hyper Olympics in Nagano
Testscreen Ganbare Goemon, Broken
Sword Il, F1 '97, Tetrisphere, GunBullet
Features Edge chronicles 50 issues —
representing four years — at the forefront of
videogaming. Also, reports from Sega's PC
game development division, Shiny
Entertainment, and Datel Game Products
Free Edge Interactive CD (PC only)

| enclose a cheque/postal order (delete as applicable) for:

To order, send the coupon (right),

with a cheque/PO made payable to
Future Publishing, to:

Edge Back Issues, Future
Publishing, FREEPOST BS4900,

Somerton, Somerset TA11 6BR
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(viewpoint)

If you see Sid, tell him
agree with almost everything Sid Meier said
in the interview in E49 apart from one small
point: | think it is a little unrealistic to assume that
gameplay improvements alone will attract more
people to videogames. The fact is that many
people refuse to even touch computer games,
and all the gameplay in the world would not
change that in their eyes. Initially, it is often
graphics that attract people to games and not
gameplay. Gameplay is the factor that decides
whether or not people continue to play the
games, or dismiss them as a waste of time.
Graphical advances could turn out to be a bit
of a double-edged sword, though, and | suppose
could bring about more opposition to computer
games. As violence becomes more graphic and
realistic | think we can expect to see the tabloids
take up the issue of videogame violence again.
To truly capture mass-market appeal, the
games industry must shed the social stigma it has
dragged around for so many years. The image of
games being only for children and the terminally
sad needs to be dispelled — Sony has made a
good start by getting PlayStations into nightclubs,
but if the company stops now it will only be so
much wasted effort.

Sam Maxted,
via email

In some respects Sony considers the majority of
its work done in terms of underground
PlayStation marketing. With the console already
occupying a prominent place in contemporary
culture, it sees little point tackling the opinion-
formers as they are, largely, already informed.

But Edge agrees with your points regarding
mass-market consciousness and, particularly,
graphical realism and its implications for on-screen
violence. Rare’s GoldenEye, for example, offers a
tantalising glimpse of how videogame violence is
no longer something requiring the complete
suspension of belief. As technology continues to
facilitate greater realism, it’s inevitable that the
spotlight will fall heavily upon videogaming
with a tabloid outcry following.

Not a conversion convert

i rom the incessant letters of complaint you

i receive, it seems there is ubiquitous
discontent with the substantial delays of PAL
console software. | certainly concur with the view
that such delays are ostensibly without purpose
and can be seen to be an affront te millions of
game players. Ownership of consoles such as the
SNES, PlayStation and N64, however, has hardened
me to this — I've grown accustomed to it.

What | cannot tolerate, however, is the
manner in which, after this seemingly
interminable wait, UK gamers are subjected to
poor conversions of NTSC titles. | feel vehemently
indignant when | recall the days when | paid £70
for a version of SFI/ that ran so slowly all of its
excitement was lost. Or when | played PAL Mario

64 and found the lack of speed made it
ridiculously easy to acquire 120 stars within a few
playing sessions.

The game in issue as | write this letter is
Tekken 3. The PAL conversion turned Tekken 2
into a vapid experience that paled when
compared with its speedy arcade parent — | will
be immensely disappointed if the Tekken 3
conversion suffered the same fate. Surely
Japanese developers should be made to realise
that UK gamers cannot be treated in this deeply
inequitable manner. We generate significant
revenue for these firms so why can't we be given
PAL conversions that are commensurate in speed
and quality to their NTSC counterparts? Konami
managed it with the PAL version of ISS64, so why
can't other companies such as Namco and
Capcom do likewise?

To Edge | say this: do not give your habitual
response of ‘look to the import market’, as this
means spending more, which should not be
necessary. Instead | urge you to represent the
wishes of people who maintain you (people who,
despite what you may think, predominantly own
PAL machines) a little more strongly by exerting
pressure — from your position as an eminent
publication — upon these companies to treat us
more fairly. | have finally come to realise that we
cannot rely on these companies and action must
be taken or we will be fobbed off for eternity.

James Craig,

Formby

A few years ago this problem was far more
evident and some Japanese companies (Sega, for
example) have made considerable headway in
tackling this problem, while others (Namco being
arguably the most guilty party) have failed to
address it at all with PAL PlayStation titles
suffering unduly to the disappointment of
European gamers. Conversely, Rare’s efforts to
maximise the potential of its PAL N64 software
has been noted by Nintendo's internal Japanese
development division and it is rumoured to be
employing Rare’s expertise on how best to
convert from NTSC to PAL. Edge, more than any
other magazine, has berated the PAL console
software situation since it began and is
considering appropriate measures that can
be taken to improve the situation.

Bring on the crap...
Eﬁ"‘*ﬁ or the current generation of consoles, much
B has been made of the software catalogues —
ie Sony's 250 games, of which 200 are crap, and
Nintendo's approach of quality over quantity.
Speaking as a neutral observer (I had a Mega
Drive for the last two years of its life and only
bought nine games, since | wasn't into sports sims
or licensed platformers, which eventually came to
dominate), what is the matter with choice? How
much of the PlayStation’s supposedly ‘crap’ back
catalogue comprises Japanese RPGs or other
game categories which would only be in a niche

POINT CONTINUED »

(email: edge@futurenet.co.uk)

in the UK if they are represented at all? And
wouldn’t anyone who'd been burned once by a
crap game have the sense to sift through it all by
renting or borrowing and reading magazines?
Result? Fewer crap games 18 months into the
machine’s life, since dross won't sell any more.

As for Nintendo, patronising mature game
players with too much kiddy crap and trying to tell
them that, despite the console being aimed at
twentysomethings-and-above at launch, that
those same twentysomethings are unable to pick
and choose for themselves. So like naughty
schoolkids they can have only what Nintendo tells
them. This would have been enough to make me
go and buy a different console altogether, technical
superiority or not. Not to mention dumping all the
best games out at Christmas and letting the
console gather dust over the rest of the year with
only a few A-list titles per quarter — a trend my
adopted platform, the PC, has now followed.

Given the cost of the cartridges, it's no longer
the case that the N64 is magically cheaper — add
up the cost of the console (even with discount),
the controllers, memory cards, any add-ons from
thirdparties, and finally ten new games at £70 a
throw over two years, and... yes, you do reach a
grand and beyond, don‘t you? The fact that no PC
game stays over £30 for more than a fortnight
after release will be why I'll never go back to
consoles. And anyone who wants to write in and
disagree, please grab a calculator and tell me how
much you've spent in total first — on ALL the
console gear you've ever bought as new.

Kenneth Henry,

address withheld
As you say, there's nothing wrong with choice.
N64 owners looking to buy a decent Ridge Racer-
style driving game or a Tekken-style fighting game
will struggle, which is a dismal situation considering
that these are the two most popular console
genres. But it's still paradoxical that the 64bit
machine’s tiny catalogue (including import titles,
naturally) contains more inspired and innovative
software than the entire Sony line-up. And this
quality-versus-quantity trade-off looks set to
continue for the foreseeable future.

Regarding the PC, while its software may be
more affordable, the titles outside of its main
genres (simulations, strategy games and Quake
clones for the more cynically inclined) can rarely
hold a candle to seminal gaming experiences
such as Mario 64, GoldenEye, Tekken 2 and
Final Fantasy VII.

Grinding an axe on the PC

1l appy birthday. And thanks to Patrick S Cowan

L [E50] for the view of stopping the format-
versus-format arguments — you could put the icing
on the 50th birthday cake by not printing any
more of them. | have more of an axe to grind with
my own system — a PC — than with any console, if
only because the simple things it would take to
make a solid game system take years to change.



POINT

In the first place I'm talking about a second
hard-wired joystick port by default without the
need for extra cards or Y-cables. If the feature has
always been there, why not just mount the
accompanying port on the motherboard (as
Game Port 2 and most manufacturers will have a
port on their soundcard) and bang, nearly instant
multiplayer action on the same PC dependent
upon the game, with no fuss? Furthermore, if
Direct X 5 hasn't already taken care of complex
controllers, increase the button allowance to four
rather than two, without both ports clashing with
each other. Intel is now one of the biggest
motherboard players — why not place it in the
Pentium |l boards onwards?As far as I'm
concerned this is the biggest easily solveable
bottleneck blocking the PC's progress — but only
as long as a company as dominant as Intel started
the trend - then other major board makers would
have no excuse for not following suit, if their
boards could compete on performance yet
sported the same features. If Thrustmaster’s ACM
game card already does all this | stand corrected —
but that only takes care of me now, for an extra
cost. For the next PC I'd rather not have to bother
(and shell out extra for) bolting on all kinds of
extras to get it to do what a console does for
between a tenth and a quarter of the cost.

Graphics cards? That's a whole other letter.

Kenneth Henry,

address withheld
It's a constant source of amusement to Edge how,
for all their sophistication, PC games often still
require the player to be hunched over the
keyboard like a concert pianist. The lack of an
extra controller port coupled with the factthat the
vast majority of PC games subscribe to the use of
the mouse alone (or, increasingly, a mouse/
keyboard combo) naturally poses design
constraints upon software. Anyone who has
experienced the N64 controller in titles such as
Turok or GoldenEye (or the PlayStation’s versatile
controller for that matter) will appreciate that
unless Intel can offer the same level of flexibility
for PC developers the format will remain at
a disadvantage.

Smug in the knowledge

| fter reading the interview with Ken Kutaragi

a in E50, it would seem to me that the

PlayStation is the undisputed winner of the next
generation battle so far. Thus | can remain smug
in the knowledge that | bought the right machine.

The next decision has already been made for
me - after the success of the PlayStation concept
(Sony created more than a machine here, let's be
honest), come 1999 the PlayStation 2 will be the
machine top of my shopping list. How much |
look forward to Resident Evil 3, Tomb Raider 3
and Rice/Rake/Rune Racer from Namco...

And yet | worry. Why do | get the dreadful
feeling Sega knows something that Sony doesn't?
Why do | get the impression that Sega won't be

making the same mistake twice? What is it that
tells me Sega has something special up its
sleeves? Paranoia, perhaps...

James Holloway,

via email

Maybe. It's a shame that your own wish list will
keep softcos smug in the knowledge that
sequels are all people care about, though.

Sweeping up ‘utter rubbish’

‘ve been reading Edge since issue 1, and
never have | read such utter rubbish as Phil
Ford's letter in E49. | am indeed an N64 owner
(NTSC import) and have been for 14 monthes. |
have eight games, and, with the exception of one,
consider them all to be classics (Mario 64, Turok,
Star Fox and Wave Race, for example) and whose
longevity far outweighs that of any Playstation
title, as many ex-Sony owners will agree.

1 used to own a Playstation — Ridge Racer was
indeed a classic, as too was Tekken and two or
three other titles. But after eight months | was
bored with it and as a result sold it. Mysteriously
many of my friends have also owned and sold
their PlayStations and then opted for N64s. Not
one has been disappointed.

Why on earth did Phil Ford buy an N64? After
all, Mario has existed for over a decade and has
always been ‘eye candy’ in all his glories. Mario
represents Nintendo. Adding to that, did Turok
become monotonous for him as it represented
too much of a challenge? When have games such
as PilotWings, Turok and Goldeneye, to name just
three, been marketed at under-five-year-olds?
Wake up! Look and play the difference in quality
between the two systems. The N64 has indeed far
fewer titles, but then how many different versions
of Ridge Racer and Tekken do you want to play?

As for poor software, | agree the N64 has
suffered from several below standard titles, but
there are tens if not hundreds of poor Playstation
titles for every lacking N64 release. Please go
ahead and bin your N64, and buy a Playstation,
it's your decision — one which you will regret. As
for your two choices, please opt for living in
Tokyo, thus sparing Edge readers the irrelevant
thoughts of a 34-year-old who is willing to trade
the future for the past.

Robert Gage,
Cwmbran, South Wales

Missing the point
7~p oved your ‘Did | really say that? segments in
" Edge 50. It's incredible how wrong some
people can get it, isn't it? Could | add one more to
the list, though: ‘Some games have everything in
their favour yet ultimately fail to live up to
expectations.’ (C&C review, E25.) Hee hee hee...
Orion,
via email
Eh? As the review pointed out, C&C is essentially a
reworking of Dune I/ and failed to live up to
Edge’s expectations. So what's your point?

(QandA)

Can you tell me when SCEE will get
around to releasing the cable that will
allow me to route the sound from my ‘new’
PlayStation through my stereo while using
an RFU TV? When | bought it | didn’t know
the connections had been changed. The
Sony Centre | bought it from claims they
didn’t know at the time either (I was told
they opened one and found it was different
internally), and that the cable I need exists
but that they've never seen it.

The situation is made even more
infuriating by the fact that there are shops
still selling ‘old’ PlayStations, for which the
necessary wires (and sensibly priced
thirdparty alternatives) are already available.

Jon Harris, via email
-\ Peripheral specialist Fire International
Lm. has released a cable that solves this
problem but it seems that Sony hasn't
prepared for its own cost-cutting exercises.
No doubt an official lead will appear, but try
contacting Fire (01302 325225) for
more details of its own solution.

Does the new analogue Sony
f controller work, in its analogue mode,
with old analogue-compatible games? In
other words, is it compatible with NegCon or
Mad Catz? If not, do you have any news of
re-releases of old classics, such as Ridge
Racer, for the new pad?

Robert Hagenstrém, via email
W To be honest, the analogue-controller
m. situation is currently a bit of a mess.
Most games that are compatible with the
NegCon and the Mad Katz steering wheel do
not work with the analogue pad. Games
need to be programmed specifically for the
new pad and soon (so Sony claims)
all new games will be compatible.

Is Sony not allowing thirdparties to

produce multitaps for the PlayStation,
or are there not enough multiplayer games
to justify such a product? Is this the reason
why Sony can charge a hefty £30 for
the official multitap?

Ken Wong, via email
g There are no thirdparty multitaps
» available as far as Edge is aware, but

this is more likely to be a case of a lack of
multiplayer software than any
‘directive’ from Sony.

<9 How much will the Nintendo 64
I Action Replay cost, and when will it be
released in the UK?

Rob Lavender, via email
It should be available now, priced at
around £55. Edge will take a
closer look at the device next month.
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OVERTHEEDGE

At a time when the world’s videogame development forces appear intent on
“borrowing heavily from each other’s work, with new clones of Quake,
command & Conquer, and Super Mario 64 appearing at a rapid rate, DMA’s
Grand Theft Auto is a breath of fresh air. With a top-viewed perspective, full-on
action and controversial content, it’s a title destined for a vast amount of
attention. The first review of the game will appear in next month’s Edge.

Issue 52 will also feature the third free Edge Interactive preview CD.

issue fifty-two

on sale November 3
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DIDDY KONG RACING (N64) CASTLEVANIA (PLAYSTATION)
GRAN TURISMO (PLAYSTATION) FINAL FANTASY VII (PLAYSTATION)
BURNING RANGERS (SATURN) ﬂQ RAPID RACER (PLAYSTATION)
HALF-LIFE (PC) q @ HEXEN Il (PC)
BARRAGE (PC) S G-POLICE (PLAYSTATION)
TOP GEAR RALLY (N64) DARK REIGN (PC)
SHINING FORCE 3 (SATURN) ROCKMAN X4 (PLAYSTATION)
VIRTUAL HIRYU NO KEN (N64) DUKE NUKEM (SATURN)
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