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This year’s Siggraph show proved that the art of
computer graphics continues to be refined. Just when
you think you've seen it all, an artist with the power
to shape worlds, create lifeforms, bend physics and
sheer reality through 90 degrees comes along and
pushes the envelope back just that little bit further.
Currently, the computer holds the key to
human imagination. As rendering approaches realtime
and interfaces become more intuitive, the computer
will continue to expand the boundaries of our vision.
Voyages of ethereal beauty, creatures of unnerving
realism, scenes that simply betray belief — all these
things and more will soon be within the grasp of
anyone with the imagination and the hardware.
True, art has done this for thousands of years:
but you can’t walk into a painting; you can’t watch a
sculpture evolve before your eyes; and you can’t
make a static dinosaur walk and live and breathe.
And the power to do this is tumbling down into
the hands of the common computer owner. Already
any Amiga user with a hard drive and six meg of
memory can run Lightwave — the same program that
created the effects for Babylon 5 and SeaQuest DSV.
Also, within a few years, the computer will be
the standard tool for movie special effects.
Bluescreen photography has already been replaced by
digital compositing; stop-motion animation has given
way to 3D rendering; and prosthetics are now
playing second fiddle to computer-generated images.
Even the art of matte painting is being usurped by the
ability to create whole landscapes in photorealistic 3D.
And it won't be much longer before the acting
profession have to start lowering their rates...

The is almost here...
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The latest news from the world of interactive entertainment

PlayStation: Sony

The first
PlayStation
software was
recently revealed
to the Japanese
press. Edge spent
a day in the
company of Sony

ony’s prelaunch strategy for the
PlayStation in Japan is to focus
on software. The company
recently held their second press event
in Tokyo, during which Japanese games
journalists (and Edge) were invited to
see the preliminary line-up for the
highly anticipated console.

Unlike the previous meeting in early
May, no new details about the
PlayStation hardware were furnished on
this occasion, apart from the news that
the CPU has been finished and the

Namco’s PlayStation Ridge Racer will include the link-up feature seen
in Ridge Racer 2 (arcade shot, above). A steering wheel is also planned

reveal gameplan

system is now ready for manufacture.
‘We’ve completed the prototype stage,’
a Sony official told Edge. ‘All we have
to do now is set up the mass
production system before we
can go on sale.’

The R3000A CPU (a
MIPS-designed RISC chip
that is already widely
used in the computer
sector) is now
incorporated in a
custom chip that
also includes both
the 3D coordinate
algorithm processor
(aka GTE) and the image data
resolution processor. This is the result
of a joint development between Sony
Computer Entertainment and chip
manufacturers LS| Logica, and,
according to Edge’s source, it means
that the PlayStation will offer even
greater performance than previously
thought. ‘It's so powerful now,” he
quipped, ‘that we almost feel we
should lower the performance.’

Although Sony’s hardware expertise
is beyond question, doubts have been
expressed in Japan about the number
of titles that will be available at launch.
Sony’s preview of software in
development took place in a large room
containing rows of PlayStation

development systems as well as a few :ﬁf;?nm';:a‘:gk“
finished units. 13 games were > Tokyo, where Edge ’
played the first softs
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- presented throughout the day;
unsurprisingly, the most advanced
titles were from Sony themselves,
notably the polygon racing game, Poly
Poly Circus Grand Prix, and a shoot 'em
up entitled Philosoma (previously

SCE’s Philosoma mixes both
horizontal and vertical scrolling
(top) with smooth 3D sprite
scaling (above). Rendered
cut-scenes provide a stunningly
seamless transition (centre)

known as Ora-194).

According to Poly Poly’s producer,
Kazunori Yamauchi, racing games are
‘the best genre to show off the
capabilities of the hardware. Our
ambition is to make this the world’s
best polygon racing game.’

The shoot 'em up, Philosoma, is
more standard fare but does include
some breathtaking special effects. It
offers vertical and 3D sections as well
as horizontal scrolling, and some nice
scaling effects.

Anyone expecting to see Ridge
Racer or any other Namco PlayStation
projects was disappointed; the

company chose not to make any
revelations, but Namco are
known to be converting Ridge
Racer as a PlayStation link-up
game (a steering wheel
accessory with proper feedback
will also be available for lovers
of the arcade experience). Those
who’ve seen the PlayStation
version in its current state claim
that it's not arcade perfect but
is still impressive.

Sony’s event also gave Edge
the first chance to try out the
PlayStation’s stylishly ergonomic
controller (see Edge 11).
Apparently, the pad — which
nestles very well in the hand —

was one of the hardest aspects of the
system to design; a final version was
only chosen after ten different
prototypes had been tested.

During the day, Edge also took the

opportunity to look at the rear of the
machine. Besides the serial port for

Bandai’s Task Force Warrior Gundam
(top) features shaded polygons, while
Konami's Ultimate Parodius (above)
relies on good old-fashioned sprites

link-up, and S-Video and Composite
sockets, the PlayStation also includes
an RGB socket, and a small plate
conceals an expansion socket for
connection to a hard drive or modem.

With the Japanese release of the
PlayStation now pencilled in for
December 9, only one small detail
remains shrouded in secrecy: the price.
A Sony spokesman recently told Edge:
‘It will be less than ¥50,000 [£320],
and not close to ¥50,000.

Potential PlayStation owners will E

just have to be patient.

News

PlayStation
software

At Sony’s press conference
Edge saw 13 different titles
running on the PlayStation.
A few, including a couple of
polygon-based beat ‘em ups,
were shown but not allowed
to be photographed. The
remaining titles were:

Task Force Warrior Gundam
(Bandai)

Ultimate Parodius (Konami)
A.1V (Artdink)

(see page 38)

Metal Jacket (Pony Canyon)
(see page 27)

V-Zone (SCE)

Crime Crackers (SCE)

The Tale Of Poporokuroisu
(SCE)

Aquanaut (Artdink)

SCE’s Poly Poly Circus Grand Prix features some exceptionally
smooth polygons (60fps) and five different viewpoints. The
finished game will include four different courses, five different
cars, and, best of all, a head-to-head option in which two
PlayStations can be linked together for play on two TV sets

$66T 1990100 aulize3ew !aq;
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The Japanese
Saturn launch is
approaching fast.
Edge flags the
titles that will
make the machine

Daytona USA is looking good, considering that it’s only 10%
complete. The game won’t make it out in time for the launch

e roll-out of Saturn at the
Tokyo Toy Show in June

(Edge 11) raised doubts in
some minds about whether Sega would
be able to pull off the launch in time for
November. Software was teething
badly, few titles were playable to any
recognisable degree, and all the
controllers were attached to walls
hiding bulky development stations
rather than Saturn units. Of course,

Sega have plans to include a VR-style aerial
perspective in the Saturn version of Daytona

It's possible to link up six Saturns ~ no doubt
Sega will take advantage of this in Daytona

a on track
with Saturn

this has been a familiar story at
many hardware launches —
things are rarely as advanced
as companies would like
them to be.

Now, a few months
down the line, Sega
are in a position to
start showing off
some prime
development
projects. A central
component of Sega’s PR effort to build
up Japanese support over the next
couple of months is in-house coin-op
division AM2, headed by Yu Suzuki.
AM2 are currently converting the
overwhelmingly popular (in Japan, at
least) Virtua Fighter to the system, and
work also on the Saturn version of the
exemplary polygon shifter Daytona USA
(shown here in its 10%-complete form)
also began recently. Showing off titles
at such an early stage of development
is a crucial part of Sega’s prelaunch
strategy in Japan. Giving specialist
gaming magazines the opportunity to
trace the progress of popular arcade
titles like these is one way of ensuring
that fans of the arcade games stay
interested, and hopefully buy the
Saturn when it’s launched.

But Sega aren’t just relying on
arcade translations. One of the biggest
titles to be pushed by Sega at launch
will be Clockwork Knight, a game which =

Sega’s amusement
division in Ohta-ku,
Tokyo, is heavily
involved with Saturn

Daytona will push Sega’s hardware to the limit
- this rock face needs texturing, for a start




NewsS

-> has been in development at Sega Of
Japan for over a year. All the graphics
seen in the game have been rendered
using Softimage’s Creative
Environment tools running on Silicon
Graphics — an early SGI demo of the
game was used by Sega’s marketing
department to sell the console to
developers (and tease delegates at the
Winter CES).

A pivotal factor in the development
of software for Saturn is Sega’s Titan
arcade board. Titan has been
developed primarily as a hothouse for
arcade games which can then be
quickly and easily ported over to the
Saturn (the first :
title will be Golden o : e
Axe: The Duel). As . Who is it?
such, it shares
much of the Saturn
architecture while
boasting a bigger
memory and an
even better sound
board (Saturn’s
Yamaha sound
board is one of the
best around, by all

66T 1900100 auizegew FJOCAF

This man is
spearheading the effort
to confound the
sceptics in the
forthcoming battle for
Christmas console
sales. The price of the
machine has now been

set and you can buy one
on the high street today

accounts).
Both Saturn and
Virtua Fighter (above) is 40% complete and Titan rely on
now includes twice as many polygons as were architecture that is

seen at the Tokyo Toy Show. Victory Goal (top) essentially
2D-based. Instead
of a fully Z-buffered
3D environment, sprites are mapped
onto geometry and scaled and
distorted. Depth is assigned to the
pieces, so it's possible to have walls
and other objects scaling away into the

distance (as seen in Clockwork Knight) Clockwork Knight: Sega’s flagship platformer, featuring 3D backdrops
and scrolling past in true perspective and some spectacular animation and character design, looks like one
as the player moves. of Saturn’s strongest launch titles. Set in a big American country

178 companies have signed licence house, the game features a wind-up doll as its central character

agreements with Sega, with the list

now including established Sony and
Nintendo licensees Capcom, Konami
and Namco. As was the case with the
Mega CD, other hardware companies
will be producing their own versions of
the Saturn: only recently Hitachi
announced that they would be
manufacturing a Saturn-compatible
machine, and it’s thought that JVC
(who are also involved with the
production of the standard machine)
will also turn out their own version,
rather like the Wondermega and X'ye
Mega CD combo.

With the Saturn now expected to hit
Japanese shelves within a week of the
launch of the PlayStation (probably
beforehand) at a price of ¥49,800
(£320), Japanese players now face a
tough decision. Of course for those
with enough yen to spare, it will E

Panzer Dragoon, Sega’s 3D shoot ’em up, is be no problem at all...
another launch title that should turn heads
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Model 2: Sega’s
second wave

While home
gamers wait for

the Saturn, Sega’s
arcade programme

continues apace

it is...

Sam Tramiel, president
of Atari. The Jaguar
represents his
embattled company’s

last chance of survival in
a hostile environment.
A marketing campaign
is being launched soon
to convince punters to
plump for the big cat

oo

s Sega Of Japan start firing up
their hype machine in readiness
for this November’s assault on
the Japanese console market, AM2,
the company’s coin-op development
division, have unveiled their latest
consignment of arcade games
(incorporating both Model 1 and some
Model 2 technology). With 3D
technology now penetrating to all
corners of the coin-op industry, Sega
can't afford to rest on their laurels.

Two games rolled out recently for
Japanese arcade fans were Desert
Tank and Wing War. Wing War throws
prospective fighter pilots into the
cockpit of a variety of different aircraft,
while Desert Tank players find
themselves at the controls of a tank in
the middle of a sandy skirmish.

Desert Tank is the second game to
use Martin Marietta’s texture-mapping
board, one of the central components
of the Sega Model 2 IG
(image generation) PCB
that powers Daytona USA.
This technology, which can
handle around 300,000
polygons per second,
offers greater 3D

This view (inset) allows the player to gauge exactly what’s happening
ahead. The cockpit view (above) is useful for close-quarter combat

Sega’s Model 2-powered Desert Tank boasts stunning visuals and
allows the player to view the action from one of three viewpoints

performance than any current coin-
operated amusement hardware.

Not as impressive, but still firmly at
the leading edge of low-end IG
technology, is Sega’s Model 1 board,
which was first used in Virtua Racing
and now provides the polygon
generation for Wing War. This system
allows you a certain degree of freedom
to roam within a set perimeter (shown
by the radar), but essentially you're
flying on rails — Nintendo used a similar
system in Starwing on the SNES.

Other Model 2 games currently in
development include the follow-up to

Desert Tank uses a restyled Daytona
cabinet complete with huge screen

>

Capcom
console

Arcade giants Capcom are
rumoured to be
developing a home
console based on their
aging CP coin-op system.
It’s thought that Capcom
are delving deep into their
back catalogue of hits and
converting some of them
onto Mega Cartridges.
These will feature on
special multiplay arcade
machines (similar to
SNK’s Neo-Geo MVS
arcade boxes) and will
also be pushed as
software fora home
system, possibly early
next year.



try and infiltrate enemy hideouts, uses the same technology
(Model 2) that helped make Daytona such a huge success

‘ Sega’s 60%-complete Virtua Cop (above), in which players have to

= Virtua Fighter, as well as a Galaxian*
style space shoot 'em up, and a
motion-based game incorporating
Sega's VR1 system which represents
the company’s attempt to break into
the VR entertainment market.

Sega are also using the Model 2
board for their next big ‘Virtua’ coin-op,
Virtua Cop. In this game you take the
role of a Robocop-style law enforcer,
infiltrating texture-mapped enemy
bases. Currently only 60% complete,
the game includes a full polygon
landscape and even polygon-based
enemies. Lousy scenario, predictable
gameplay, but incredible graphics.

A full report on all the latest
developments in the arcade
entertainment field will appear in issue
15, when Edge reports from the )

JAMMA coin-op show at the
Makuhari Messe in Chiba, Tokyo.

e .
AN1aes

Two players battle for control of the skies in Sega’s Model 1-based
Wing War (above). The game is already number one in Japan
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News

Essential

or most of us, there are computers and there are
computer games. The first are interesting (usually)

_ because they deliver the second. The second are
interesting in their own right (naturally). Being sensible, rational
creatures, we know that games are fun and the rest is useful.
And then, of course, there are the Americans...

Wired and Mondo 2000 (from selected newsagents) are
manuals for the California computer ‘culture’. Both magazines
presuppose that such a dreary phenomenon exists: a social
group whose lifestyle, language and customs revolve around
the currency of computers. But more than this, both attempt to
bestow on this group an aura of radical chic, promoting its
members as digital warriors plugged into the IT zeitgeist while
the rest of the world languish in outmoded ideas.

Wired

e Published by Wired USA
e £3.75 (e-mail: subscriptions@wired.com)
ISSN 1059-1028

Wired, at least, is serious, offering a good
array of interviews, product splashes and
general techno-paraphernalia covering every
conceivable sector of the (sometimes very
boring) business and consumer computer market.

Wired oozes a terminal self-consciousness, from the Mac
masturbation of the design, to the smug jargonising, to the fact
that all mail must be e-mail or be consigned to the cyberbin.
It's erudite, stylish and dynamic, and has become the de rigeur
accessory for the digitally fashion-conscious, but there's
still too much that’s just a neo-conservative pose —

Val Doonican dressed in a data-suit.

Mondo 2000

¢ Published by Fun City MegaMedia

* US$5.95

(e-mail: subscriptions@mondo2000.com)
ISSN: 74470 77997

Mondo 2000 is plain scary: an impenetrable
kaleidoscope of drug-skewed philosophy,
pixel-art and Net surfing for a readership
that’s probably booked wholesale for
cryogenic burial (along with the magazine). Doubtless
someone, somewhere thinks that the random agglomeration of
holographic clothing, tytamine hallucinogens and polygonal love
dolls adds up to more than a good old laugh. They're wrong.
And the publication of Mondo 2000’s User's Guide To The New
Edge (Thames & Hudson, £12.95, ISBN 0-500-27749-4) only
makes matters worse. This lavish volume which seeks to
explain the mag's crazy credo should come with a large o
sticker reading, in naked capitals: IGNORANCE IS BLISS. s

2R 980000000000000000 000 EENRR RN PRV TsTECE0E0C00000888880888
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E&S’ stunning realtime
animations included
Save Nessie’s Eggs
and Midnight Manor

News

Edge watches the
hig names of the
computer graphics
industry show off

or anyone even remotely
nterested in the future of
computer graphics, the annual
Siggraph show is unmissable. Now in
its third decade, the Special Interest
Group in Graphics event is the
traditional showcase for developments
in IG (image generation), and with new
players having entered the field in the
last few years, 1994’s Orlando show
was widely regarded as the best ever.

Over 250 companies exhibited this
year, covering every aspect of 3D
animation, interactivity and virtual
reality. What makes Siggraph special is
its scope. Unlike the Tokyo Toy Show or
the CES, the action at Siggraph doesn’t
all take place on the exhibit floor. There
are myriad behind-the-scenes events,
including seminars, classes, the
Electronic Theatre, viewing rooms, art
exhibits and special areas that demo
cutting edge technologies rather than
marketable products.

Think VR simulators and the

name most likely to cross your mind is
Evans & Sutherland. Ivan Sutherland
almost single-handedly invented

12

interactive computer graphics in the
early 1960s, and the company which

Siggraph: visions

This VR headset and accompanying mass of electronics constitute
the gear behind Disney’s new ride, Aladdin’s Magic Carpet

bears his name is still among the
pioneers of high-end CAD systems,
military simulations and graphics

boards. With the end of the Cold War

and the attendant slashing of military
budgets, Evans & Sutherland have

been forced to seek new markets, and
it’s the theme park business that is

now attracting their expertise. >

T N R R R Y

N X
1 The scene is OutWorld,
where the Mortal Kombat
characters fight. Reptile rises
from the desert and slithers

over a sand-covered tombstone
with ‘Baraka’ carved on it

2 The combatants prepare
for battle. Close-up of the
undisguised Reptile’s eye as he
tries to outstare Sub Zero. The
drumbeats of the soundtrack
increase in volume

The worldwide TV ad for Mortal Kombat Il uses a mixture of live
action and game clips to portray the personalities of the fighters

bbbl

4 The lovely Kitana appears
onscreen. A game clip
follows, in which she proves that
she’s definitely not just a pretty
face by proceeding to demolish
Scorpion with some ease

3 Sub Zero, wreathed in mist
and encrusted with ice,
leaves his snowy domain to face
his foes. His haughty demeanour
shows he is unmoved by
Reptile’s attempts to faze him



Fantasy 500 joins Ridge Racer 2 and Daytona USA in the race for
glory. A sit-in unit and 30fps action make it a real contender

IG show for
Britain

Later this year, Britain

hosts its own equivalent of

Siggraph: the Computer
Graphics Expo. Taking
place at the Wembley
Exhibition Centre from
8-10 November, CGE is
the biggest event of its
kind in Europe and will
feature many of the
exhibits seen at Siggraph.
For further information,
telephone 081-995 3632

5 With battle in full flood,
Baraka lets loose a
guttural roar. (Baraka’s blades

At Siggraph, E&S teamed up with
Iwerks to show off the latest version of
their Virtual Adventures technology;
people queued to experience Save
Nessie’s Eggs, a game built using their
Liberty VR system. The action took
place in twin five-seater submersible
pods, with the crew (commander, pilot,
and operators for the claw, periscope
and radar) using touch screens and 3D
headsets to save the unhatched
offspring of the Loch Ness Monster.

Also demoed by E&S (in association
with VR Headgear And Software) was
Midnight Manor. Running on Sun
workstations, this haunted house
experience was less a game than a
tour through virtual space, but it
provided effective proof of the power of
E&S graphics accelerators.

Confirmation that the military have
gained a strong lead in the production
of simulations was provided by another
military-grade developer, Martin
Marietta. Marietta have built on the
graphics accelerator used in Sega’s

PEB88CLEE0000000008ENERBTBBEEOOODD

6 Shao Khan, master of

ceremonies, keeps a
watchful eye on the fighters.
Raising his arms, he screams

coin-op version of Daytona USA to
create Desert Tank (see page 10).

Another IG pioneer is Kubota
Graphics, who showcased an incredibly
realistic networked race game featuring
sit-in racing car bodies and smooth
30fps texture-mapped graphics.
Imagine Crash ’n Burn running on an
Onyx and you get the idea.

The other game in the Kubota
line-up was neo-tokyo 2040. Two
players donned HMDs (head-mounted
displays) and took to ‘motion sleds’ to
experience a Bladerunner-style
escapade in which the female pilot of
an advertising blimp embarks on a
crusade to rid Tokyo of the scourge of
garish advertisements.

British-based Division’s VR demos
included two military-style simulations:
a flight simulator that looked more like
a game than a simulation, and a US
Army training simulator, from which
punters emerged looking like they‘d
just returned from a Nicaraguan
skirmish. Division also exhibited a two-
storey virtual house, created with an
immersive architectural design tool
developed in concert with Matsushita,
and a virtual Volvo whose interior could
be altered to your own design.

Softimage, the . _

team recently purchased by Microsoft,
have become one of the stars of the IG
industry. At Siggraph the company were
proudly promoting games created with
their popular animation/rendering
software. Road Rash (see page 48),
Shock Wave (Edge 12) and Edge itself
(see cover) have all benefited from
their rendering tools, while their
animation tools played a major part in
creating the Flintstones film.

Also on display in Softimage’s
booth was a device from Digital Image
Design (no connection with the British
company of the same name) called The
Monkey. Looking initially like a poor Dr
Who model, it's a multi-limbed creature
with sensors connected to all its parts.
When the model is moved, the changes
are automatically entered into a
computer which generates the
corresponding animations.

Movement capture and generation
was perhaps the most common
Siggraph theme. Cyberware, who led
the field with their T2 effects, now use
3D laser scanners to highlight a figure,
together with a camera to record the
results and a computer which
transforms the data into a digishell
within seconds.

Softimage’s system uses
high-contrast sticky tape that is fixed to

NewsS

Martin Marietta’s
texture mapping
technology was
demonstrated in
Sega’s latest Model 2
coin-op, Desert Tank

What is it?

It’s one of the most
powerful software
effects packages in the
world. The Industrial

66T 1990100 suizeSew JOYCAF

Light And Magic studios

powered it up for the
Jurassic Park movie,

and Rare are using it to

put this year’s biggest
SNES game together

This virtual house is
the product of a
collaboration between
British VR specialists
Division and Japanese
giant Matsushita

the moving object and filmed using
high-definition cameras. The results

‘Mortal Kombat’ into his mask.
Fade to Mortal Kombat logo

will not be seen on British
television because they are
deemed to be too violent)

Continued next page
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it is...

Alias’ PowerAnimator
software development
tools. Employing digital
solutions to bypass
traditional camera
effects, it offers
explosions, fog and
instant rendering at the
touch of a button - if
you’ve got an SGI Onyx

VActor Expression is a digital
animation system which uses human
models (above) to provide data

Silicon Graphics’ well-attended Silicon City featured an Onyx-based skiing demo (left), in which you guide a
cute character across a texture-mapped landscape; a Cutty Sark-branded whisky-running game developed by
Greystone Technology (right); and a VR cathedral tour (inset), complete with a stereo imaging system

are then digitised and applied to an
animated character.

SimGraphics’ VActor Performer and
VActor Expression (body and facial
movement respectively) use sensors
applied to the subject’s various nodes.
The system, which was employed to
produce the animation sequences for
Acclaim’s Alien Trilogy, was the
highlight of the animation show.

Hewlett Packard

went
ballistic with a huge enclosed theatre
ringed with workstations. Inside, 30
people at a time, working as a team,
used joysticks to fly a damaged shuttle
craft. When the mission had been
completed, the happy spacefarers were
given photos and trotted off to play a
coin-op version of Demolition Derby.

Silicon Graphics’ Silicon City was
probably the best-attended section of
the entire show. Visitors queued up at
a carnival-style kiosk for tickets to
SGI’s virtual playground, which included
a tour through a VR cathedral, two
virtual downhill skiing
games, and a bootlegging
game from GreyStone
Technology sponsored by
Cutty Sark whisky. Also on
display was Donkey Kong
Country (whose graphics
were rendered on Rare’s
SGI network) and an SGI
version of Doom.

For those who’ve been
waiting for a good, cheap
VR headset, Virtual {/0 had
two different models that
could fit the bill. The
Gamer has a streamlined
faceplate and a single
large LCD display with a
head tracking motion
sensor for under $250. The
Ultra View 2020 offers dual
high-quality displays for 3D

viewing at under $400. Both headsets
have been chosen by US cable
company TCl as part of their interactive
television trials on the Sega Channel.

The lumbering giant of the industry,
IBM, are also venturing into VR. Big
Blue have announced an alliance with
Virtuality to create a line of PC-based
virtual reality systems, which will start
at a mere $10,000. The boxes will be
provided by IBM, while the software,
accelerator cards and HMDs will come
from Virtuality.

Disney’s booth highlighted three of
their divisions: Animation, Software and
Imagineering. The animation exhibit and
demos of the Aladdin game were
interesting, but they couldn’t hold a
candle to Imagineering’s latest
entertainment creation, the ‘Aladdin’s
Magic Carpet’ ride, incorporating
electric motors driven by SGI machines.
Unfortunately, free rides weren’t on
offer to the public.

The Caligari Corporation are
renowned for their intuitive 3D
modelling interfaces in packages like
Caligari on the Amiga and trueSpace on
the PC. Now Sony have chosen Caligari
to provide the official modelling tools
for the PlayStation. In return, Caligari
have expressed an interest in
developing interactive environments for
networked PlayStations.

Thls year’ Siggraph’s ‘VRoom’

area included three CAVEs. Nothing to
do with cliff walks; CAVE stands for
Cave Automatic Virtual Environment, a
small room with rear projection screens
for the walls, floor and ceiling on which
realtime 3D images are displayed.
These are then viewed through a pair of
stereo goggles.

CAVEs are designed to allow users
to walk through completely virtual
environments and manipulate objects
within them, thus allowing them to do
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next generation
bit of a mouthful next
generation don’t you
think sounds a bit long
winded and crap to me i
mean a new gamebox
has got to sound cool
still me real mates who
are in the know reckon
that next generation
technology will have
polygons polygons
polygons it’ll be full of
polygons all rendered
really smooth but only
smoother but with a
next generation label it
might turn out crap like
the new star trek did i
mean would the real
captain kirk have a
slaphead? and without
a vulcan grip in your
final frontier mate you'd
be buggered...



TIPPETT STUDIO

GRIBOUILLE

Renowned animator Phil Tippett (designer of Return Of The Jedi's
AT-AT walkers) showed off a superb Softimage-rendered bug (top).
Softimage had many other outstanding animations on display

- things like explore ‘inside’ molecules.
Not surprisingly, a set-up like this
requires a lot of computing power:
each CAVE was connected to a SGI
Onyx, which in turn offloaded work onto
a second supercomputer.

Less high-tech was Agqua Thought’s
Cyberfin, one of three ‘digital dolphin
experiences’ at the show. Visitors lay
back on a pulsating liquid crystal-filled
‘stimulation device’, through which
sound was pulsed by a stereo
hydrophone, and watched 3D film of
dolphins through stereo goggles. E
Every home should have one. :
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Over the wire

A regular spot where Edge reports on how
technology will shape the news of the
not-too-distant future...

...Global Network News, 15:09:02, DC City...

A Seattle teenager is on a life support
machine today after being ’‘virtually’
murdered late yesterday.

The incident occurred as 15-year-old Robin
Goodyear ‘jogged’ through a digitally
rendered Central Park using the home
entertainment system VIRTUE (Virtual
Intelligence Real Time Universal Emulator).
The Central Park Jogging Experience went
tragically wrong when Robin was accosted by
three muggers and shot twice in the head
during a violent struggle. Robin’s brain
perceived the ’‘virtual’ murder as real. The
boy’s parents witnessed the murder on the
unit’s video screen but were unable to act
quickly enough to switch the machine off.

The VIRTUE system uses the latest ‘Hyperreal’
technology, called CRANS (Cerebral
Recognition and Neural Stimulation), which
recognises and decodes brain activity and
responds with neural stimuli, providing a
totally immersive experience driven by the
user’s desires.

The incident emphasises the danger of such
‘entertainment systems’, according to
consultant neurosurgeon Richard Connor II1:
'If people’s subconscious neuroses are
awakened while using these machines, the
consequences can be very serious indeed. The
patient’s fear of mugging inevitably
triggered the incident.’

VIRTUE's developers, World Entertainment
Systems Technology, Inc, deny any
responsibility. A spokesperson said: ‘We
cannot be held responsible for this terrible
incident. We are merely enablers who provide
an opportunity for customers to create their
own experience. If the user is murdered then
that is a result of their own brain activity
and not our system.’

Ironically, the methods being used to treat
Robin employ the same technology as that
which allegedly caused the tragedy. Digitised
images of Robin’s parents are being
transmitted to his brain via sophisticated VR
equipment in the hope of stimulating it into
normal activity. Vice-president
Schwarzenegger is also taking time out of his
busy schedule to record a video message.

Meanwhile, the murder claim is being
dismissed by Seattle police chief Bob Hill:
‘As far as I am concerned, no crime has being
committed. There are no bullet wounds or
other physical evidence. In any case, the
alleged crime was perpetrated in Central
Park, New York. That’s out of my
jurisdiction. !

...transmission ends...

Contributions to Over The Wire d your articles (4 nax) to Edge.

30 Monmouth St, Bath BAL printed ai

iption to Edge
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Namco hatch

Namco are
banking on their
coin-op reputation
to draw the
crowds to their
new entertainment
complex. But is it
just a glorified
arcade? Edge gets
a ticket to ride

Nnew

he latest addition to Japan’s
rowing number of theme parks
I has just opened in the small
Tokyo suburb of Futako Tamgawaen.
Nothing surprising there, except that
the company behind it is none other
than Namco, the coin-op legend
responsible for such seminal
videogames as Pac-Man and Galaxians.

Namco have discovered that the
theme park business is a lucrative
adjunct to their core coin-op trade, and
the new park, Empire Of Eggs, is
designed to complement their existing
Wonder Eggs development. Other
videogames companies have not been
slow to recognise the opportunities
offered by theme parks, either: Sega
recently cut the ribbon on their own
park, Joypolis, in the Japanese city of
Yokohama. Namco and Sega are now
going head-to-head in an attempt to
woo customers to their respective
parks; once inside, the punters provide
a captive market for each company’s
proprietary technology.

One of the main attractions in
Empire Of Eggs is the Hornet-1 flight
simulator, situated in ‘Fighter Camp’.
Billed as ‘the first real flight simulator
in the world’, Hornet-1 was developed

Touted as the most realistic flight simulator available to the public, ‘
the SGI Onyx-driven ride, Hornet-1, is Empire Of Eggs’ star attraction

plot

by Namco in collaboration with
California-based VR specialists Magic
Edge, and is powered by an SGI Onyx
Reality Engine?. Budding pilots, split
into teams of six, sit in enclosed
two-person cockpits capable of
producing eviscerating 360-degree rolls
and 70-degree pitches. They can
communicate with each other
throughout the 40-minute flight, as well
as call on Namco instructors for advice
on how to fly the aircraft.

The ‘Miracle Tours Camp’ is the
area of the park specialising in
computer animation. Its central feature
is Movieride, a futuristic ten minute trip
in a high-performance car around a 3D
pinball circuit. Up to 56 people sit on a
piston-driven platform whose
movements are synchronised with
those of the computecr-generated car.

Sega have already injected massive
investment into theme park
development, and Namco will have to
match that funding to stay in the game.
The two companies’ historically fierce
rivalry in the coin-op market has now
transferred to a new arena, with
even greater rewards at stake.
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Curious customers turn
up to see what’s on offer
(left). An artist's view of
how the complex looks
from the air (above)

New voice-recognition
technology is used in
the sixplayer, 80-metre
cart ride, Drift King




Bytes needed to store
14,000 two-hour
feature films:

21 trillion

Forecasted shipments
of PowerPC chips by
the end of 1996:
6,009,700

EA’s global sales for
the year ending March
1994: $418.3 million
Acclaim’s sales for
1994 to date:

$332 million

Acclaim’s profits for
1994 to date:

$31 million

Number of worldwide
retail outlets stocking
3DO0 units: 15,000
Marketing budget for
Donkey Kong Country.
$10 million

US marketing budget
for the Jaguar:

$30 million

Number of Jaguar CD
units expected to be
sold in the US in the
first year of release:
300,000

Virgin's sales forecast
for The Lion King in
Europe: 1 million units
Virgin's sales forecast
for The Lion King in the
US: 750,000 units
Amount raised by
MicroProse’s US share
issue early this year:
$27 million

Number of SNES units
sold in the UK in 1992:
680,000

Number of SNES units
sold in the UK in 1993:
720,000

Number of Mega Drives
sold in the UK in 1992:
920,000

Number of Mega Drives
sold in the UK in 1993:
880,000

Number of copies of
Civilisation for PC,
Amiga and Mac sold
across Europe to date:
250,000

Estimated number of
3DO0 units being sold
worldwide each month:
10,000

SNES FIFA Soccer units
sold in Europe to date:
200,000

PC CD-ROM’s share of
the CD games market
in May 1994: 41.7%
CD-i's share of the CD
games market in May
1994: 1.5%

‘94
the future

The Future
Entertainment
Show is the big
event this autumn.
Edge thinks you
should be there

News

SEe

nusually, all the big
omputer exhibitions

" in the United States
took place this year without
featuring any major launches
of new hardware. Nintendo
teased visitors to the
Chicago CES with their Ultra
64 demos, but with the

el P UTUPR ez .
Entertainment

Where is it?

This seven-storey
building houses the
most eagerly waited
addition to the console

market ever, and is the
nerve centre for half a

traditional season of highest
consumer activity still some months
away, the consensus among hardware
manufacturers was that the time
wasn't right for any big unveilings.

Which means that this October’s
Future Entertainment Show is ideally
placed to catch the fanfares
surrounding the pre-Christmas birth of
the new consoles. Sponsored by Future
Publishing, the makers of Edge, and
featuring a wealth of cutting-edge
hardware and software, the Future
Entertainment Show is the only place
where you'll get an in-depth insight into
the very latest developments in the
interactive entertainment industry.

Because Edge is always at the
forefront of new developments, the
magazine has been granted a special
position at the heart of the FES. A
dedicated Edge arena will feature all
the very latest hardware, and Edge
staff will be in attendance to answer
questions and chair seminars on the
future of interactive entertainment. You
can expect a couple of big surprises
there, too.

Coin-op fans will be in their
element, as London’s Funland — widely
regarded as Britain’s biggest and most
exciting arcade — will be transplanting
some of their latest and greatest
coin-ops for showgoers to play.

3DO will also be in attendance to
promote the UK launch of their 32bit
machine. And Philips, inventors of the
CD, will be discussing the future of the
shiny disc as a medium for games, as
well as showing off their latest CD-i
hardware. Atari will be on hand as well,
gearing up for the crucial Christmas
sales period, and will be keen to

billion dollars’ worth of
investment from a
company worth more
than 30 billion

demonstrate crowd pullers such as the
highly awaited duo, Alien Vs Predator
and Doom, for their 64bit Jaguar. With
one of the most exciting software
release schedules ever over the
coming months, the PC will also be
well represented, as will the Amiga,

A selection of groundbreaking titles that should be making their way
into the halls of this year’s Future Entertainment Show in London

SNES and Mega Drive, which still
account for the biggest slice of the
current videogames market.

The Future Entertainment Show is
at Earls Court 2, London, from October
26 to October 30. Tickets cost £6 in
advance, £7 on the door, and £5 for
parties of 10 or more. Phone 0369
4235 to book yours. Edge will be E
there. So should you. W

R R
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The headquarters of
Sony Computer
Entertainment in
Minato-ku, Tokyo. The
Akasaka Oji building is
where Teruhisa
Tokunaka first revealed
the PS-X in the first
stage of Sony’s plan for

ollowing the debut of the Ultra
64 at the Summer CES, more
details have surfaced about
Nintendo’s arcade and home hardware.
Although the latest Ultra 64 chipset
runs at 80MHz, Edge has discovered
that when the home system finally
appears at the Summer CES in
Philadelphia next May, that figure will
rise to 90-100MHz. As Edge revealed
in issue 12, Williams’ Cruisin’ USA,
which currently runs on a custom 32bit
Bally Midway board (see Edge 12), will
be upgraded for the Nintendo system.

world domination

Super 32X software is steadily shaping
up. Spearheading the attack of what is
already being dismissed by some as a
Christmas stocking filler with a limited

A gloriously haphazard collection of rumours,
short stories and stop-press gameshots

future is Virtua Racing Deluxe, boasting
twice the number of polygons of the
SVP-boosted Mega Drive version, a
frame rate of 20fps (instead of 15fps)
and 256 colours onscreen. VR fans will
be in their element when it arrives
towards the end of the year. Extra
enhancements also include a choice of
three cars and three new tracks. Other
emerging titles for the new system
include Bullet Fighters (3D space shoot
’em up), Metal Head (3D robot shoot
'em up) and Ultimate Fighting (gaudy-
looking SFll clone).

TDK and The 3DO Company have just
announced a deal to produce IC card
hardware for the 3DO player. An
adaptor is planned that will expand the

3DO: the only home
machine with Super
SFIIX (3DO shot above)

Ridge Racer 2 (above), Namco's latest version of the coin-op, allows
up to eight players to be linked and includes a rear-view mirror (inset)

3D0’s RAM save capacity (the current
system has 256K of SRAM), plugging
into the expansion socket at the back
of the unit. The adaptor will be finished
by the end of the year and will go on
sale early next year.

Edge is jnyolved in setting the agenda
for a new annual developers’
conference for the videogame industry.
The first Entertainment Developers’
Expo (EDE) will take place on January
29-30, 1995, at the Hammersmith
Novotel. Registration cost is £190 for
the two days of the conference.

3DO owners fing|ly have something to

show off to their 16bit-owning, beat
‘em up-crazy friends. Super Street >
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Sega’s Virtua Racing
Deluxe for the Super 32X
features 256 colours, a
higher frame rate and
three extra tracks

- Fighter Il X will be an interesting
performance test for 3DO — an
experienced 3DO programmer told
Edge that it's incredibly hard to get the
system to shift graphics at greater than
30fps (half the arcade game’s update).
It's reassuring to see that 3DO have
had the sense to encourage Panasonic
to start readying a new controller for
the game - the standard 3DO pad has
only five usable buttons.

Finally, Edge had a change of scene
this month, swapping its penthouse
suite at Future Publishing’s Bath HQ for
a two-room apartment on the first floor.
Edge soon found that the lack of a
coffee machine within arm’s reach was
amply compensated for by a sunny
street-facing balcony which proved a
prime location for late-night beers and

fags at deadline time. Or any @

other time, for that matter...
* 149
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Hudson Soft’s Hi-Ten Bomberman, part of their summer ‘Super
Caravan’ tour in Tokyo, is an excellent tenplayer version of the game

News

Date!

Business Computing Exhibition Olympia Exhibition Centre,
London. Tuesday, September 27-Friday, September 30.
For more details call Montgomery Exhibitions Co Ltd on
081-948 9800, or fax them on 081-940 2171

October

Information Systems Exhibition Earls Court, London.
Tuesday, October 18-Thursday, October 20. For more
information call the show’s organisers, Blenheim Group
plc, on 081-742 2828

Future Entertainment Show Earls Court 2, London.
Wednesday, October 26-Sunday, October 30. The latest in
computing and interactive entertainment, plus the final of
the National Gamesplaying Championship. Call 0369 4235
Acorn World Computer Show Wembley Exhibition Centre,
London. Friday, October 28-Sunday, October 30. A must
for all Acorn users. Call Acorn Computers on 0223 254254
Information Technology Exhibition City IT, Canberra,
Southampton Dock. Thursday, October 27-Sunday, October
30. Call Richmond Events Ltd on 081-332 2422

November

Software Development Exhibition National Exhibition
Centre, Birmingham. Tuesday, November 22-Thursday,
November 24. Call Blenheim Online on 081-742 2828 for
further information

Computers In Manufacturing Exhibition National Exhibition
Centre, Birmingham. Tuesday November 22—Thursday,
November 24. For further details call Independent
Exhibitions Ltd on 0932 564455.

IMAGICAD Lyon, France. Wednesday, November 23—
Friday, November 25. CAD/CAM graphics event. Call Reed
Exhibitions Co Ltd on 081-948 9800

Information Technology Trade Fair Russia. Monday,
November 21-Friday, November 25. Contact Roger
Pilkington Associates, Europe House, World Trade Centre
on 071-488 3344

December

Thai Information Technology Expo Thailand. Thursday,
December 8-Sunday, December 11. For further information
on this four-day event, contact Thai Fairs Co Ltd on
071-215 6555, or fax them on 071-280 2034

Show organisers: if your show isn’t listed here,
it’s only because you haven't told Edge about it.
Telephone us on 0225 442244, fax us on 0225

446019, or send details to Datebook, Edge,
30 Monmouth Street, Bath, Avon BA1 2BW
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Stay on the

r dedicated gamesplayers, just buying
Edge occasionally is not an option; the
w0 greatest game fans know that the only
way to keep abreast of developments in the

fast-moving world of interactive entertainment is
to get Edge every month. They also know that
the only way to ensure they get their
copy is to subscribe.

Not only does subscribing mean
that you are guaranteed to receive
every issue of Edge, delivered free to
your door, but you also get two free
issues, a free Edge slipcase, and — for
those paying by direct debit — £4 off
the price of a year’s subscription.

And subscribing to Edge couldn’t
be easier. Simply select one of the
following options:

1. Fill in coupon | and send it with the
necessary payment to the address
below. By subscribing you're rewarded
with two extra issues — 14 for the
price of 12 — plus a free slipcase
(worth £6), plus Edge delivered to
your door every month free of charge.
2. Use our direct debit option and not
only do you get 14 issues, plus the
slipcase, plus free delivery, but you
save another £4. Just fill in coupons | and 2 and
send them both to this address:

Edge Subscriptions, Future Publishing Ltd,
FREEPOST (BS4900), Somerton, Somerset
TAI | 6BR, United Kingdom.

Edge 14 is onsale September 29.

free issues
and a free slipcase

As an Edge subscriber you
benefit from:

Two free issves of Edge when you take
out a year’s subscription — pay for 12 and
receive 14

Free Edge slipcase worth £6

Save 4 when you take the easy
payment direct debit option

Free delivery to your home
(UK residents)

Price freeze - e price you pay

now is fixed for the duration of your
subscription

Note: Paying by direct debit? Fill in the
direct debit form and send it, together with
your completed subscription order form, to
the above address. The direct debit option is
only available to subscribers with a UK-
based sterling bank account. Direct debit
payments are deducted annually in advance.

You are guaranteed to get every

issue — you'll never miss essential information

[ ]
our NO-risk guarantee means you can
always cancel later with no penalty

The videogames industry’s
Magazine Of The Year trophy,
presented to Edge for its
unrivalled games coverage

HOTLINE: 0225 822511 (between 8:45am and 6pm)




EDGE subscriptionorder

subscribe

Edge SC/1094

D I want to subscribe to Edge, and receive 14
issues for the price of 12

[ ]£36 Uk® || £32 UK direct debit

Includes free slipcase worth £6

[ ]£63 Europe [ 1£92 Japan, US
& rest of world®

Six months’ subscription

[ ]£18 uk |1 £42 Europe
[ l£60 Japan, US & rest of world?

*Overseas subs are sent by Airmail
I'm going to pay hy:
D Cheque (payable to Future Publishing Ltd)

D Direct debit
D Access D Visa

Card expiry date

EC customers registered for VAT:
please quote your number when ordering

Credit card number

OO0 OO0 O O

Name

Address

Postcode

Telephone number

D Tick here if you are willing to take part in Edge
research

Note: if you are planning to subscribe by direct debit, don’t
forget to fill in the direct debit form on this page — and send it
to us along with your subscription form. We will then send the
direct debit form to your bank to arrange for payment.

EDGE directdebitform

Fill in the direct debit form and the subscription form if you wish to subscribe to Edge and pay directly

Y66T 1900100 suizeSew JOHAF

DIRECT
Debit

from your bank account. Paying by direct debit saves you £4 fromthe price of an annual subscription.
If you wish to pay by cheque or credit card, just fill in the form above.

Originator’s ID: 930763

2. accomnt numeer: ||
.soncate L) [T LI

4. Account in name of:

EDGE direct debit form

This form instructs your bank or building society
to make payments direct from your account.
Please complete all five items and send it to us
as directed.

(Banks and building societies may refuse to accept
instructions to pay direct debits from some types of accounts)

1. Full address of your branch Instructions to

bank/building society:

Tinstruct you to pay direct debits from my account at the request of
Future Publishing Ltd

The amounts are variable and may be debited on various dates. I
understand that Future Publishing Ltd may change the amounts

and dates only after giving me prior notice

I will inform you in writing if I wish to cancel this instruction

I understand that if any direct debit is paid which breaks the terms
of this instruction, you will make a refund

To: The manager

5. Signed

Date
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viewpoint

ongratulations are in
order for your article on
Sony’s new PlayStation.
While other magazine had a
photo of the console and a snap
of the joypad, Edge gave us a full
tech rundown, along with
information on the RAM cards,
plus a full release schedule and
shots of the games in production.
To top it all, there was even an
interview with Sony and the
other major players involved
with the machine. The feature
gave rise to a few questions,
though. You mention that the
PlayStation is compatible with
MPEGI files, but will the ability
to decode MPEG be built in, or
will an add-on still be required to
watch VideoCD? Also, what
speed is the CD drive?

Retroview is really beginning
to get on my nerves. Not

because | disagree with your
reminiscences about a time when
the emphasis was on originality
and good gameplay, but because
you consistently ignore the
Amstrad CPC. All the games you
have featured appeared on the
CPC, yet it has not had a single
mention. You talk about
programmers pushing 8bit
machines to their limits and
producing effects which the
manufacturers never thought
possible and you always mention
the Commodore 64, but effects
produced on the CPC were
much more impressive. The best
example of what could be
achieved is Logon Systems’ The
Demo. This still puts most Amiga
demos to shame and can make
plenty of PC stuff look tame.
Finally, | would like to put to
rest all the myths about why

J Cafferty thinks It's a waste of time and money trying to produce
perfect conversions of coin-ops like Daytona for the new consoles

The original Starfox, which was
converted to the CPC from the
C64 (see Grant Taylor's letter)

Starfox was renamed Starwing
here in Europe. The real reason
is that in the mid-'80s there was
a game on the CPC called
Starfox, and Nintendo would
have been in breach of copyright
if they had released their own
game with the title Starfox.
Grant Taylor,
Rosyth

The PlayStation supports
MPEG| as an option, and the CD
drive is double speed (300K/sec).
It also includes an 80MIPS data
decompression engine which can
decompress data on the fly
directly into RAM. Thanks for
setting Edge straight about the
CPC, too. Amstrad owners the
world over will now be able to
take pride in the fact that their
machines played host to the
original Starfox. Although

the C64 had the game first.

aving owned virtually
every games platform,
from Cé4 to 3DO, | feel

there is a problem with the
current trend towards gaming

that needs to be addressed:
namely that every time new
hardware is released it tries to
reproduce the latest arcade
games. Unfortunately, this always
results in substandard
75%-accurate conversions for
which we are expected to shell
out in excess of £50. Current
16bit machines tried and failed to
accurately reproduce the
excellent sprite-scaling 3D
arcade hits of recent years. Now,
with the advent of new 32bit
hardware, the trend continues.
Not content to produce
100%-accurate conversions of
great games like Out Run which
the extra power of the new
consoles would allow (a perfect
conversion of Out Run would
wipe the floor with any driving
game available for home use),
companies insist on trying to
convert the latest dedicated
polygon shunters and, as
highlighted by Virtua Fighter on
Saturn, are unable to reproduce
them accurately.

The end result is that games
never match the claims, leaving
gamesplayers to suffer a constant
stream of substandard
conversions which, under this
policy, will never be perfect, only
adequate. There must be some
progression, but not at the
expense of quality, which | feel
would improve if companies
stuck to original titles and
conversions within the limits of
the hardware instead of wasting
the extra power they offer
reaching for the unattainable.

Hopefully, the situation will
improve with the release of
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Sony’s new hardware and its
promise of amazing leaps in
performance. Until then | shall
continue to rely on Edge to help
me weed out the few quality
titles from the sea of rubbish
currently available.
) Cafferty,
Cambridge

True, few arcade games have
ever been converted perfectly
(Arkanoid on the Amiga is one
exception, although the game
itself was unmemorable), and as
long as a rift exists between
arcade and domestic hardware,
that situation is unlikely to
change. In the late '80s, games
like PC Engine R-Type and Mega
Drive Strider came close to
replicating popular coin-ops, but
arcade purists could spot the
differences. Home technology
will always remain in the
slipstream of arcade systems
because the arcade industry is
technology-driven — there will
always be something newer,
faster and more exciting to pump
money into. Even if Sony’s
machine can deliver an exact
copy of Ridge Racer (a tad
optimistic given the timescale
Namco have, perhaps) it seems
crazy to expect it when we still
haven’t seen a racing game on a
home system that comes close
to Out Run — a coin-op that’s

now getting on for eight E

years old.

It’s good to see that
. Edge has finally cleared
5= up the story of who
wrote Defender and Robotron for
Williams — Eugene Jarvis rather
than Eugene Evans, to whom
Edge (and Archer Maclean)
attributed the work a couple of

« future of interactive

SNES » Amiga €0 » Vo

congested console market (see letter from Gary Oshorne)

‘ The Samsung-branded 3DO is yet another addition to the already

times previously. Eugene Evans is
an old friend of mine and he was
quite fascinated when | told him
that apparently he’d written
Defender. Then he checked his
bank statement and realised that
he couldn’t have done.
Patrick Buckland
(Programmer of Crystal Crazy for
the Apple Macintosh)

Will the real Eugene ‘Defender’
Jarvis kindly make himself
known...

nce | have been reading
Edge, there has been

% little mention of the
Internet and the services
provided by it. With an increase
in the number of PCs in the
home, and networking becoming
easier, more and more people
have access to the network.
Recently, ambient techno band
Future Sound Of London did a
two-hour live gig on Radio |
while broadcasting video images
onto the Internet.

It would be useful if Edge

could provide information on the

PS-X

Sony’s
worldheating
gamehox
premiered

11,
TR

g

‘ Edge’s PS-X cover (right) attracted mixed reactions. Greg Longhurst

liked it; others preferred the rendered images of previous issues (left)

network. It could describe some
of the features available on the
Internet, such as Usenet News,
FTP, Mosaic, etc. Also, it would
be good if you could provide an
E-mail address for the magazine
so that readers could send in
mail via the network. Even an
Edge bulletin board could be set
up to provide news on upcoming
features and updates on the
computer scene.

I understand that your main
priority is to sell magazines, but |
think that introducing something
like this may allow readers of
Edge greater interaction with
the magazine and could give you
a larger readership.

David Baumann,
Dunstable

Agreed. Edge is already using
the Internet to offer a better
service to readers — letters, news
and queries can be sent to
future@cix.compulink.uk — but
expect an updated E-mail address
to appear soon. Also,
conferences (such as the recent
Edge conference on CIX) are
great forums for discussion —
watch out for developments in
that direction, too. There is,
however, a limit to how much
general Net info Edge could
reasonably contain. That’s where
Future Publishing’s newest
magazine launch — .net — will fit

the bill. Look out for it on Z{E

October 26.

here are just too many
videogames machines
being produced at the
moment, and there is going to be
some hard competition once all
these machines are released.
With more and more electronics
companies breaking into the

viewpoint

videogames market (Panasonic,
Sony, Samsung, etc), do you
think other companies, such as
Aiwa, Toshiba or Sanyo, for
example, will end up releasing
games machines?

Gary Osborne,

Middlesbrough

Aiwa are owned by Sony, so
there is a possibility that they’ll
release a version of the
PlayStation. Sanyo, Samsung and
Goldstar are all committed to
releasing 3DO players later in

the year, but Toshiba are E

keeping quiet.

would like to
congratulate Edge on
the PlayStation feature
in issue |1, and in particular on
the cover (or should that be
covers!?). While some of the
rendered images on previous
covers have been spectacular
(Edge 3 and 7 spring to mind),
the use of a fifth-colour foil on a
white background was seductive
and stylish. It’s just a shame that
Sony chose to style the
PlayStation on one of those
trendy flat cookers.
Greg Longhurst,
Hants

Well, Edge said it was a hot

piece of kit. And talking E

about covers...

he worst thing about
Edge recently has been
the fairly boring covers. |
can understand that you may feel
that a plastic bag prevents you
from using the magazine cover in
any form of ‘attract mode’, and
certainly, half of your readers
would buy the magazine
regardless of the cover, but what
about the point-of-sale customer
who is blissfully unaware of what
Edge is all about?

The last three covers — Taos,
Trip Hawkins and the Sony PS-X
— have been unexceptional, to
say the least. Earlier issues
looked more attractive with
their sci-fi/cyberpunk imagery.
The contents of Edge are about
right, but the covers could do
more to generate interest. The
plastic bag — which is a good idea
and should be retained — could
be made partially clear so that
cover artwork could be seen
rather than just glimpsed.

While | appreciate that you
want Edge to appear different to
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the overbright, childish images of
other magazines, it could be
given more visual impact without
losing any of its originality.

Just out of interest, why do
there appear to be two editions
of issue |1, the only difference
being the size of the PlayStation
on its cover?

Anonymous

Edge has no intention of
abandoning rendered images yet
— they're an essential part of the
magazine’s style. Do expect to
see less of the bag in the future,
though — one day Edge might be
naked and vulnerable. There was
no specific reason for issue | 1’s
twin covers; Edge merely
thought it would be an
interesting experiment.

here were two major
inaccuracies in your
- story in Edge 12 about
the Jaguar CD-ROM European
press conference.
|. Sam Tramiel was not there.
2. The CD drive did not blow up.

Taking these two pertinent
facts into account, your story
does seem to be rather thin on
facts. A product of the Sun
school of journalism, perhaps?
The European tour was actually
extremely successful and ran
very smoothly. While there were
teething troubles with a
CD-ROM drive (which turned
out to be operator error) those
things are as common to any
press conference as typing errors
are to any magazine. This story
was extremely damaging and
grossly unfair, don’t you agree?

In the same issue Julian Roche
expressed concern about Atari’s

commitment to the Jaguar. |
would like to take this
opportunity to say to him:

Mr Roche, we are confident
that your purchase of the Jaguar
is the correct choice, and
although we can understand your
frustration and apologise for the
delays, we can assure you that
these are due to Atari’s
determination to ensure that
games such as Alien Vs Predator
live up to the expectation
created by Jaguar and set a new
standard by which others will be
judged. By the time this letter is
published you will be able to
purchase Wolfenstein 3D, and the
following choice will appear on
shelves between September and
October: AVP, Club Drive, Kasumi
Ninja, Checkered Flag, Doom,
Dragon, Zool 2, Theme Park,
Syndicate and Ultra Vortex.

Darryl Still,
Atari UK

The phrase ‘blow up’ was an
unfortunate choice. It was not
intended to create the
impression that the CD-ROM
drive exploded with some kind
of spectacular pyrotechnical
display, merely that it suddenly —
and embarrassingly — ceased to
function. If the incident was
indeed due to operator error
rather than the shortcomings of
the hardware, it’s good news for
Jag CD-ROM buyers. As for the
absence of Sam Tramiel, this was
a genuine slip-up on Edge’s part.
Apologies are due to both

Atari and Mr Tramiel.

magazine is stated to be
about ‘interactive

Darryl Still, Atari UK’s marketing manager, reassures Julian Roche
(see Edge 12) that Jaguar games like Club Drive are worth waiting for

entertainment’ on computers.
One of the machines you list is
the PC, yet the only
Commodore machine you cover
is the CD32 This is a
contradiction, because the
Amiga, as you keep telling us, is a
games machine and is therefore
part of the interactive
entertainment world. The PC, on
the other hand, is a ‘professional’
computer, and games are only
secondary. | don’t want to get
into any petty ‘my computer is
better than yours’ squabble, as |
have used both systems and both
have their qualities. What | don’t
understand is how you can keep
saying you are unbiased and yet
refuse to cover a machine on the
grounds that you don’t like it.

To prove my point about the
Amiga deserving more coverage

These days, games like Cannon
Fodder are rare on the Amiga
(see Kevin Slamaker’s letter)

than the PC in your magazine,
let’s look at an Amiga system
that is comparable to the PC. If
we take an A2000, give it a
33MHz 68040 CPU, EGS
Spectrum 24bit graphics card, a
GVP |6bit sound card and 8Mb
of RAM, then we have a system
that would make the PC look as
if it was standing still. The
graphics card can display and
update 24bit pictures and
animations in realtime — try
getting that on any other system.
As you can seg, it is not the
technology or the hardware that
is failing the Amiga but
Commodore’s marketing
strategy. If you did your research
you would know that the Amiga
was developed in the early
1980s. The IBM AT and XT are a
similar age, yet while there are
very few of those used
professionally today, the A500
keeps going. | own both an
Amiga and a PC, and use the PC
only because it still has a fixation
on the past and is not willing to
move on. Evolution will take its
toll and as long as the Amiga is
not let down by Commodore we

shall see who has the last laugh in
the years to come.

Stop trying to discredit the
Amiga as you are only making
fools of yourselves every time
youare corrected by your
readers when you make a
blatantly false remark about
something you obviously don’t
do your research on.

Kevin Slamaker,
Perth, Australia

Edge does not dislike the
Amiga, nor is it ignorant of its
history. In fact, two of the team
still hang onto their A500s
because of its library of classic
games. But the reality is that the
golden days of the Amiga as a
games machine are well and truly
over — software houses have
stopped developing for the
machine because the PC
embraces a much wider global
audience. Citing the technical
superiority of high-end Amigas is
a weak argument for greater
Amiga coverage — if the
hardware isn’t taken advantage
of by games developers, how can
Edge justify giving it as much
space as the PC? As it stands, the
PC can look forward to many

exciting games; the Amiga, E
on the other hand, can’t.

t's strange that you
seem to completely
ignore the subject of
game pricing. You frequently
mention the price of the
hardware, but as we all know it’s
the software that sells the kit. |
have been encouraged by two
points in this area. Firstly, that
the CD32 is getting budget
software — some as low as £15.
The second promising aspect is
that Sony are proposing to price
their software at around £30.
This sort of pricing is very
important. It doesn’t matter how
good a game is; if it costs £50,
you can't justify it.

Neil Aubin,
Winslow

£30 is a tempting figure but
there are many factors involved
that make it a virtually impossible
target. Sony may be able to keep
their own PlayStation software as
low as that, but thirdparties —
who have to pay higher licensing
and manufacturing fees — will find
it very difficult. Until CD games
start selling in the millions,
there’s little scope for E
prices to drop.
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27 Metal Jacket s
ith 3D games accounting for 28 Nosferatu SFC
no less than seven of the nine
previews this issue, it’s clear 30 World CUD Golf pc

that videogames are now firmly

installed in the third dimension. Pc
Destined to play a major role in the 31 PGA TOUI' G0|f 486

3D story is Sony’s PlayStation. Edge is 300

ahead of the game with previews of two 32 The Need For Speed

PlayStation titles: A-Train IV, a : . =

conversion of the train sim that stopped 34 Little Blg Adventure

Japanese gamers in their tracks but o

couldn’t cross the cultural divide; and 37 Rayman

Metal Jacket, whose heavyweight ¥

action should be pretty much universal. 38 Afrain IV S
The PlayStation may have captured X

the imagination of the world’s gamers, 42 Ecstatica i

but the grizzled old PC is still pushing

the boundaries of 3D graphics

technology. Ecstatica, a game five years
in development, is an example of the
impressive work being done for the
machine, and Little Big Adventure,
from the well-respected French

creators of Alone In The Dark, E
looks equally striking.
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prescreen

Metal Jacket's huge range of onscreen colours is set to break all
records. Here, your robot meets his end after an aerial assault

The screen zooms In
(at 60fps, of course)
as an airborne foe
launches an attack

Format: PlayStation

Publisher: Pony Canyon

Developer: In-house

Release date: December '94

Size: 1 CD

Origin: Japan

enerally, the first few
titles for new games
machines fail to fully
exploit the potential of
the hardware. With
the possible exception
of the Super Famicom, looking back
on a platform’s initial offerings is a
sobering experience, especially in
terms of visuals. So when one of the
first games scheduled for release on a
new format is graphically superior to
virtually every game currently
available, it’s obvious that the machine
is something special.

No-one wins prizes for

guessing that the hardware in question
is the Sony PlayStation, with its
complement of advanced silicon. And
the game with the honour of being the
first to take advantage of that power is
Metal Jacket.

Running at around 60 frames per
second in true colour, Metal Jacket is

Japanese ‘assault suit’ mania finds an
outlet in one of the first releases for the
Sony PlayStation. Edge dresses to kill

Metal Jacket's scenery is highly
detailed throughout (above). You can
zoom in on the robots (inset)

a futuristic 3D strategy/fighting game
with gloriously texture-mapped
polygon graphics. The ‘metal jacket’ of
the title is a six-metre-tall robot.
There are eight of these heavily armed
behemoths in the game, each with its
own assault capabilities, operated
from a control room inside their heads.
Once you’re installed inside your metal
jacket, you engage in battle with other
robots, taking advantage of the wide
variety of combat options available,
including day or night battles, and the
range of different terrains.

Metal Jacket is the game that
could allow the dream of playing
fullspeed, eightplayer arcade-quality
games at home to be realised. Using
the bundled connectors, each member
of the game’s robotic octet is eligible
for human control in a multiplayer
battle. As there probably won’t be
eight PlayStations in this country
when the game is released, many
people will be seriously thinking
of emigrating to Japan.
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Metal Jacket
is the game
that could
allow the
dream of
playing
fullspeed,
eightplayer
arcade-quality
games at
home to

be realised
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Nosferatu

Recent SNES platformers have been a toothless
bunch. Edge takes the first bite out of a game
aiming to vamp up the moribund genre

Format: SNES
Publisher: Seta

Developer: In-house
Release date: October (Jap)
Size: 16 Mbits
Origin: Japan

ecent SNES games
seem to take an age to
develop these days.
Wildtrax and Donkey
Kong Country, for
example, have spent

This gigantic eyeball
(above), one of
Nosferatu’s many
nasties, cunningly
evades your attack.
Traps litter your path
(right); avoiding them
can be very tricky

almost two years in Nintendo’s
development mill. As a lengthy
development period appears to have
had a beneficial effect on both of those
games, it seems reasonable to expect
that Nosferatu, which has been in the
works for almost three years now, will
also emerge from the production
process with the lustrous sheen of
quality upon it. And the fact that Seta’s
platform romp is inspired by two classic
SNES games, Prince Of Persia and
Castlevania, gives SNES gamers even
greater cause for optimism.

AS Wlth most SNES platform

games, Nosferatu’s scenario is
embarrassingly lame. The villain of the
piece, Nosferatuy, is trying desperately
to find the secret of eternal life. His
efforts have now brought him to within
a whisker of success — all he needs to
gain immortality is the fresh blood of a
virgin. So there are no prizes for
guessing where your girlfriend’s
disappeared to. Your search for her
takes you through seven crumbling,

Seta have
given the
game’s main
character
more than
350 frames
of animation.
It'’s all
disturbingly
realistic, and
disturbingly
familiar, too...



A werewolf sends you sprawling with a single punch (above).
Decent-looking backgrounds are Nosferatu's biggest attraction

prescreen

An end-of-level boss
makes his presence
felt. This winged fiend
wields a potentially
lethal axe

ghoul-infested castles, each one divided
into several sections. The seventh
castle is where Nosferatu is holed up,
with your sweetheart, Judith, as his
reluctant house guest.

Employing the now tried and tested
rotoscoping technique used in Prince Of
Persia, Seta have given the game’s main
character, John Alfred, more than 350
frames of animation: he runs, jumps,
fights and clings to ledges in true Persia
fashion, and as well as being able to
pick up and use various weapons can
punch and kick his way through the
game, Splatterhouse-style. It’s all
disturbingly realistic, and disturbingly
familiar at times, too —
POP creator Jordan
Mechner is unlikely to
be too impressed.

Seta haven’t devoted
all their efforts to
making sure that just the
main character moves
well, though: the rest of
the baddies move very
convincingly too. In fact,
the animation alone
takes up almosta
quarter of Nosferatu’s
16Mbit cartridge. The
backgrounds are also impressive.

But what about the gameplay?
Judging by what Edge has seen of the

It looks like there’'s no way out for the game’s hero. But despite
those seemingly impenetrable spikes, his situation isn’t hopeless

as yet unfinished game, it promises
plenty to keep vampire hunters
entertained. This is largely due to some
ingeniously designed traps and puzzles,
which make Nosferatu a compelling,
albeit sometimes frustrating, experience
— you tend to die very often to begin
with, but the game has a well designed
learning curve and soon becomes a
challenge rather than a chore.

SNES platform
games

are hardly a rare breed, but few of
them are worth preserving. Nosferatu,
already a member (together with
Castlevania) of a select group of serious,
atmospheric platformers, may also find
a place among those games which are
still remembered years after their
release. It could even drive a stake into
Capcom’s Demon’s Crest, due out E
in late September.
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Videogame
golfers

hankering for

atmosphere

and graphical
fidelity rather

than variety

may find that

Worlid Cup

Golf delivers

All shot options are
determined using
windows (above). The
actual mouse-click can
still go wrong, though

Format: PC CD-ROM

Publisher: US Gold

Developer: ARC

Release date: Late 1994

Size: 1 CD

Origin: UK

he whole point of
sports simulations is
that they enable you to
enjoy the excitement,
rivalry and tension of
competitive physical
activity without having to actually exert
yourself. So it seems odd that the most
enduring example of the sports sim
genre features the less than frantic
sport of golf. There
are virtually no
tactics in golf (you
play the best shot
you can at every
opportunity), the
intricacies of team
play are absent and
there’s a distinct
lack of sweat-
drenched action. But
the appeal of
computer-simulated
golf continues
undiminished.

ARC’s World Cup
Golf is one of two
games aiming for a
hole-in-one (see
opposite page for
Electronic Arts’
contender). The
game is launching its
challenge on the
basis of graphical
excellence: a CD-only release, it offers
18 holes, each depicted by means of
500 fully rendered SVGA stills;
real-world players represented by
digitised footage; and a variety of
swings which are streamed off the CD
as required. After each shot is taken
you're treated to a four-second,

orld Cup
Golf

The PC golf field is becoming ever more
crowded. Edge casts an eye over US
Gold’s new offering, and, opposite,
surveys EA’s latest PGA Tour title

Y110 A@%\& zl,>

World Cup Golf's most impressive feature is its detailed graphics
(above). The gameplay, though, could be too ponderous for some

60-frame FMV sequence showing a fly-
by of the hole. Given the PC’s inability
to display fullscreen FMV, the results
are surprisingly good — although the
superimposed ball could be improved.
World Cup Golf also offers an
extensive range of options. Playing
conditions can be varied from Augusta
at the height of summer to the most
inclement weather St Andrews has to
offer, and there are 70 national teams
to select from, so it will take some time
before all the combinations are
exhausted. Even when you've decided
who to play, there remains the choice
of how to play: 15 types of game are
available, from matchplay to one-club.
ARC have approached the task of
creating the definitive golf game by
attempting to model every aspect of a
single course in minute detail. The lack
of multiple locations may prove a
handicap, but videogame golfers
hankering for atmosphere and graphical

fidelity rather than variety may E
find that this game delivers.
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The options cover every
possibility. If you want
to have a foursome
with the Czech
Republic, you can




PGA Tour

Some views are
relatively bland (top)
but most are just as
lavish as the ones in
World Cup Golf

Golf 486

prescreen

PGA Tour set the

standard for PC golf

games. Electronic
Arts have just
raised that standard

Format: PC CD-ROM
Publisher: EA
Developer: In-house

Release date: September
Size: 1 CD
Origin: US

lectronic Arts’ new
golf sim sees the PGA
Tour veterans teeing off
for another crack at
success, with EA’s vast
experience at creating
slick sports sims virtually guaranteeing
a playable and intuitive golf game.
Offering three courses and
nine fully digitised PGA Tour
golfers, all incorporating the
strengths and weaknesses of
their real-life counterparts,
PGA Tour 486 is designed to
present a believable golfing
experience with the minimum of
statistical baggage. At this stage the
playability looks exceptional, with the
famous two-click interface of EA’s
previous golf games gaining further
enhancement. Clubs are selected

The various types of shot are all accessed using this arc. The system
is easy to learn but hard to master, especially when the ball lies badly

The default view is from behind the ball. This can
be altered to enable you to see past obstructions

automatically
according to players’
individual styles and

preferences, and, unlike World Cup
Golf, you determine variables like
stance, back spin and power when you
swing the club. This means that actually
hitting the ball isn’t overshadowed by
the cumbersome process of setting up
the shot — PGA Tour 486 rewards and
penalises only your reflexes.

’,
The game S cosmetics look

promising, too. For example, after a
player has struck the ball you see a
cutaway scene showing his reaction.
And, for once, the commentary is not
only useful but fairly varied — in many
other games, you feel like throttling the
speaker after hearing the same ropy
piece of digitised speech for the
umpteenth time.

World Cup Golf may be visually
superior (and it’s probably the most
accurate single-course golf sim ever)
but in terms of longterm challenge PGA
Tour 486 looks set to be another E
triumph for the PGA series.

P R Y]

Electronic
Arts’ vast
experience at
creating slick
sports sims
virtually
guarantees

a playable
and intuitive
golf game
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The Porsche 911
Carrera (top), Dodge
Viper RT 10 (middle)
and Ferrari 512TR
(bottom) are just
three of the cars
featured in TNFS

Road & Track presents:

The Need FFor

Format: 3DO

Publisher: EA

Developer: Pioneer Prods

Release date: November

Size: 1 CD

Origin: US

riving games are fast
becoming the standard
way to show off the
capabilities of a new
system. Ridge Racer
on the PlayStation,
Daytona for the Sega Saturn and
Cruisin” USA for Nintendo’s Ultra 64
are all designed to put their respective
machines on the map.

Ironically, the 3D0O has been
around for almost a year now but still
can’t boast a Ridge Raceror Daytona.
It does have Crystal Dynamics’

Crash “n Burn and will soon be treated
to Off-World Interceptor, but neither
of these games are driving sims in the

Speed

Edge peeks under the bonnet of EA’s
new 3DO racer — an attempt to give Ridge
Racer and Daytona a run for their money

traditional sense. Canadian
programming team Pioneer
Productions are determined to remedy
that deficiency.

- ’
Ploneer aren t newcomers

to driving games, but The Need For
Speed is their first attempt at a
texture-mapped racer. The game’s
producer, Hanno Lemke, asserts that
The Need For Speed ‘was produced to
bring a new level of resolution and
gameplay to the 32bit platform.”
Visually, The Need For Speed wouldn’t
look out of place in an arcade; from
the gorgeous digitised backdrops to the
texture-mapped cars and scenery, its
graphics are stunning. ‘All the surface
bitmaps are digitised from real photos
and then wrapped over a polygon

The awesomely fast Ferrari provides a tempting target for every cop with a radar gun and an itchy trigger finger. Here, a police car gives
chase along the winding mountain roads (left). It can get lonely on the open road (right), but you get an unobstructed view of the scenery




As you enter the tunnel, you can’t fail to notice the superbly detailed
textured polygons and the realistic handling of light and shadow

prescreen

‘The Need For
Speed was
produced to
bring a new
level of
resolution
and gameplay
to the 32bit
platform’

skeleton,” explains Hanno. ‘This
creates a rich and realistic
environment. We have also developed
a unique 3D road rendering system
which allows us to draw the road out
to infinity. Using this system, we can
achieve a very realistic vanishing point
on all the roads.’

Pioneer, in collaboration with US
magazine Road & Track, have also
gone to great lengths to make all the
cars in the game perform exactly like
their real-life counterparts. According
to Hanno, this was achieved by means
of ‘a very sophisticated physics model
which uses statistical information
recorded by Road & Track to
accurately simulate the performance
characteristics of all the cars, covering
aspects such as acceleration, braking,
handling, top speeds, etc.’

Pioneer are using streaming technology to take track data o ff the
CD on the fly. This results in richer detail and greater depth of field

Heavy traffic (top) adds realism to the game. Like most modern

$.

racers, The Need For Speed

tains some sp

ular cr

(insert). Check out the detail on the underside of that car (above)

In addition to the main game,
which involves driving some of the
fastest production cars in the world
around three exotic locations, The
Need For Speed includes a feature in
which youcan recreate Road &
Track’s tests, determining data like
1/4 mile times and top speeds.

Although Daytona, Ridge Racer
and Cruisin” USA are the firm
favourites on the next-generation
starting grid, The Need For Speed

could well catch them napping E
when the lights turn green.

Credits

Producer: Hanno Lemke

Development director: Foster Hall

Programmer: Brad Gour

Programmer: Wei Shoong Teh

Programmer: Paul Diamond

Programmer: Dave Lucas

Artist: Markus Tessman

Artist: Sheila Allan

Artist: Scott Jackson

Artist: Tom Graham

Audio: Alistair Hirst

evessecessesBe e

These days, a racing
game isn’'t complete
without a selection of
viewpoints. TNFS has
three (top to bottom):
an in-car view, a chase
view, and a helicopter
chase view
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Little Big

Little Big Adventure’s universe is constructed from 3D Studio-
rendered bitmaps, while the characters and moving objects - in this
case the boat - are made from smooth Gouraud-shaded polygons

Format: PC

Publisher: EA

Developer: Adeline

Release date: October
Size: 1CD
Origin: France

n the mid to late
1980s, the
Commodore 64 and
Sinclair Spectrum
played host to a series
of superb 3D isometric
games. Titles like Head Over Heels,

Adventure

Edge uncorks what looks like another
good vintage from Adeline Software

Batman, Alien 8 and Knightlore were
all incredibly playable strategic quests
which are regarded today as
milestones in game design. Now
French developers Adeline are reviving
the genre with Little Big Adventure, an
isometric escapade with the kind of
innovations one would expect from the
creators of Alone In The Dark.

French attempts to pioneer new
animation techniques have often been
admired, and LBA is another laudable
effort, combining both Gouraud-
shaded polygon characters and SVGA
rendered backdrops in a two-pronged
stab at reshaping an old game style.
It’s a prime example of what the
French excel at: technically
outstanding graphics married with an
unusual and witty scenario.

LBA’s storyline

centres

on an unsavoury individual called Dr
Funfrock, who has seized control of
your planet and forcibly removed all

Little Big
Adventure is
a prime
example of
what the
French excel
at: technically
outstanding
graphics
married with
an unusual
and witty
scenario

Alone In The Dark aficionados will revel in Little Big Adventure’s fast, realistic and thoroughly entertaining combat (left).
Adeline’s superb polygon-based animation system even extends to vehicles, like this Gouraud-shaded polygon tank (right)
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in this scene, typical of LBA's ingenuity, our prisoner waits for the best
moment to hitch a ride out on a beautifully animated rubbish truck

the inhabitants to the southern
hemisphere, giving him free rein to
conduct his evil activities in the north.
You play a character called Twinkel,
who has been imprisoned by Dr
Funfrock’s regime for perpetuating the
legend of Sendell, a deity who the
downtrodden population believe will
one day choose a mortal to rid the
planet of all wrongdoing. One night

Every backdrop you see in LBA is made from a patchwork of textures
applied to an isometric framework pieced together like Lego bricks

Sendell contacts you in a dream and driven by what Adeline term a ‘Multi-
tells you that you are the chosen one. Task Life Engine’. This system, which
determines what effects your actions
H have on your environment, adds an

Ade"ne are renowned for element of ‘fuzzy logic’ to the various

their excellent aesthetics, and LBA set parameters which govern the s

continues the company’s honourable interaction between you and the

tradition with stunning animation characters and objects in the H

and brilliantly designed ) game. An element of g
O

characters. The animation is unpredictability is thus

Rather than using pre-rendered animation in the game proper, Adeline have produced some beautiful flick flies
to illustrate the progression of the story. The snow scene (left) is a particularly outstanding example
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Still awaiting some much-needed shading from its animator, this docked ship
is just one of the game’s large 3D models constructed from fast polygons

introduced — something that has never
been successfully achieved in a
videogame before — which means that
the characters in LBA have a virtually
infinite range of reactions to the
events they encounter.

The ability to dictate the
behavioural mode of your character is
another fascinating aspect of the
game. There are four modes: ‘normal’,
‘athletic’, ‘aggressive’ and ‘furtive’.
When you change mode, Twinkel
immediately assumes the appropriate
posture. Choosing ‘aggressive’, for
example, makes him adopt a
pugnacious stance, while ‘furtive’ has
him tiptoeing around with exaggerated
stealth. These modes aren’t just a
gimmick, either; they genuinely affect

There are six different races in LBA from whom you can learn various
skills and buy things. One chap even teaches you to talk to animals

Once aboard, you're treated to a pre-rendered sequence. If only all
developers used CD-streamed images as intelligently as Adeline

the way your character acts in various
situations and are therefore an
integral part of the gameplay.

Although Alone In The Dark was
universally applauded for its
achievements, it was also knocked for
the ease with which it could be
completed. L BA, on the other hand —
with 12 immense chapters and over 40
environments, each containing 50
buildings — is so huge that it is reputed
to take almost 10 hours of playing
time to finish, even if you perform only
the essential tasks.

Wlth |tS original, non-linear
structure, varied collection of puzzles,
great fighting action and superlative
graphics, Little Big Adventure is a
game that is destined to make waves
when it crosses the Channel later this
year. Next issue Edge visits Adeline
and other leading French developers
for an inside view of the Gallic E
videogames industry.

88860009908 BB0600000008BE88800000

Characters in
Little Big
Adventure
have a
virtually
infinite range
of reactions
to the
events they
encounter
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Rayman

It’s undoubtedly pretty, but will the
Jag’s flagship platformer send Mario
running for cover! Edge isn’t so sure

Because the
NTSC version
trundles
along at only
30 frames per

With 24bit colour and beautifully drawn characters, Rayman is undeniably
good-looking. But it’'s gameplay, not graphics, that will sell it to the Mario generation

¥66T 1940100 suizeSew ZOCD

Format: Jaguar make-believe world and save his second, the
- : imaginary friends before it’s too late. - = =
Publisher: UBI Soft Because the NTSC version trundles animation in
Developer: In-house along at only 30 frames per second Rayman is
Rel date- TBA (most platformers run at 60fps), the -
) cease il _ animation in Rayman is gloriously glorlously
:::::,ef:::::i't"g i Size: 16 Mbits smooth. Rayman himself can call on smooth
you're introduced to Origin: France over 50 animation sequences, and he
the inhabitants and meets more than 50 detailed enemies
given a glimpse of the during his ten-level journey. All this
local architecture t's a matter of record takes place within a playing area 40

that no console has
ever succeeded
without a cutesy
platform game. Ever
since Super Mario
Bros first appeared on NES screens,
every home machine has been obliged
to offer its own equivalent to
Nintendo’s seminal platformer, and
players have felt equally obliged to
devote substantial portions of their life
to playing them. With both Mario and
the pretender to the platform throne,
Sonic, still enjoying unmatched
popularity, the Jaguar’s contribution
to the genre needs to be impressive to
make any kind of impact.

And that contribution is Rayman.
The game plunges you into the
computer-generated fantasy world of
Hereitscool, a product of the
imagination of Jimmy, a ten-year-old
boy. Within this world Jimmy is The
Rayman, a character with the power to
animate objects around him. Rayman
is striving to protect Hereitscool from
an evil presence threatening Jimmy’s

$000505 0989220000008 868R TRV L0

screens long and four high.

With the game obviously aimed at
a young audience, crunch time for
Rayman is Christmas, when it will be
up against Nintendo’s Donkey Kong
Country. It could be tough going
for the Jaguar.

Humorous touches like this abound, and will go a long way towards
making Rayman attractive to young children come Christmas
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A-Train |V

A-Train made it big in Japan, but its loco-based
gameplay didn’t travel. Edge thinks this
PlayStation version could be just the ticket

Format: PlayStation

Publisher: Artdink

Developer: In-house

Release date: December

Size: 1 CD

Origin: Japan

here’s a definite stigma
associated with trains
in this country. Maybe
it’s something to do
with the anorak-
wearing geeks one sees
puffing frantically along the platforms of
Waterloo Station shouting numbers
into dictaphones late on Friday
evenings. But whatever the reason, it’s
a prejudice that A-Train has had to
contend with. Despite being regarded
by many Japanese
as one of the
greatest
simulations ever,

the game has never attained the same
status over here as its contemporaries.
The A-Train journey began in Japan
in 1986 on the Fujitsu FM series of
computer, and the acclaim with which it
was greeted led to speedy conversions
for most other Japanese formats. In
1990 the third game in the series, Take
The A-Train lll, was released in Japan,
and was voted simulation of the year by
Login magazine (tying for first place
with Sim City). It wasn’t until 1992,
though, that the UK was treated to
Alll, called simply A-Train over here.

Trains actually

only about a third of the A-Train
experience. In the first part of the game
your object is to make money for
yourself by supplying a burgeoning city
with a rail network. When this vital
infrastructure is established, you start
to expand your holdings by
constructing a range of other buildings,
including office blocks, amusement

38

A useful innovation in the PlayStation version of A-Train is the ability to travel around your city on the tracks
you've laid. This enables you to survey what you've created and adds to the satisfaction gained from the game

With A.IV
benefiting
from A-Train’s
varied
gameplay as
well as the
power of
Sony’s
hardware, it’s
sure to be the
videogames
equivalent of
the InterCity
125 rather
than your
local Sprinter



i

The isometric view common to all versions of A-Train will be retained in the
PlayStation game. Texture mapping and extra detail will also be added

parks and ski resorts, to complement
your rail developments. At the height of
your commercial success, you move
into the final phase of the game, which
involves playing the stock exchange to
increase your fortune.

Artdink, A-Train’s Japanese creators,
have now decided to release two new
versions. A Windows conversion,
looking incredibly detailed with its 256-
colour SVGA graphics, is already onsale
in Japan. But the platform upon which
Artdink’s efforts are now being
concentrated is the PlayStation. Unlike
the Windows game, which is not
scheduled for UK release, PlayStation
A-Train — otherwise known as A-Train IV
or A.IV — is something British players
should be able to experience.

With four months to go before release, A./V's sophistication is
already apparent: even the trains are constructed out of polygons

Due to be available when Sony’s
machine is launched in Japan, A.IV will
not be taking any risks: the basic
isometric playing view common to all
other versions of the game will be
retained. Artdink have promised many
enhancements, though: the main
addition will be the ability to survey
your progress by travelling around your
city on the railways you've built.

The game is still a long way from
completion, but the version Edge saw
already includes some impressive 3D
effects. Each building is individually
detailed, the trees are all a unique
shape, and the railway tracks, which are
raised slightly and come complete with
genuine-looking stone chippings and
wooden sleepers, are sufficiently
realistic. Although the PlayStation isn’t
capable of resolutions as high as some
SVGA modes (due to the comparative
low-res display of television sets), the
game’s programmers are making great
use of the PlayStation’s texture-
mapping abilities, which should mean
that the original graphics will be
significantly improved.

By the end of the year, A.IV

will be going head to head with

Sim City 2000 on the Saturn, but until a
English-language version appears it will
be difficult to know if it’s cut of the
same fine cloth. One thing is certain,
though: with A.lV benefiting from
A-Train’s impressively varied gameplay
as well as the power of Sony’s
hardware, it will be the videogames
equivalent of the InterCity 125 E
rather than your local Sprinter.

The PC version of
A-Train currently
available in the UK may
look primitive now, but
It’s still a decent sim

¥66T 1290100 suizedew ZOAF
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Jiatica

Ecstatica is a cinematic 3D adventure
with realtime appeal. Edge meets the
duo reinventing the interactive movie

Format: PC CD-ROM

Publisher: Psygnosis

Developers: A Spencer

A Maindron

Release date: Nov 94

Origin: UK

ndrew Spencer
admits that he’s
not really
interested in
computers.
‘Sometimes |
even get lost in my own game,’ he
confesses. This seems a strange
statement for a programmer to
make, but Andrew is not your
average jobbing coder. As sole
programmer of Ecstatica, he is the
creator of what is potentially one
of the most exciting and
technically innovative PC games
this year.

The Programmer and The Artist: Andrew Spencér (left) and
Alain Malndron, the creative partnership behind Ecstatica

Before he even started
producing the game, Andrew
laboured for three years doing the
spadework for it, a process which
began on a Commodore 64
shortly after the release of his only
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The detail in many of the external locations is breathtaking (above). These
plants are all unique (they also provide a range of good hiding places).
Locating spell components (left) is vital to defeating the tougher enemies

other well-known program, the
best-selling International Soccer for
the Cé4. ‘The whole philosophy of
Ecstatica is to separate creativity
from programming,” he explains.
To this end he devised one of the
most advanced software
development tools in the world,
which, when finished, enabled him
to concentrate on the overall
design of the game without getting
bogged down with the
nuts-and-bolts process of
programming the graphics.

After having spent so long
nursing it to its current state,
Andrew is understandably wary of
revealing precise details about his
system. However, his three years’
work is evident in Ecstatica (which
has taken a further two years to
bring to its current state). The
game is different to other 3D titles
— such as Alone In The Dark — in
that instead of employing polygons
to create 3D images, its graphics
are composed almost entirely of
ellipsoids (although some triangles
are also used). Not only does this
allow the creation of more
realistic-looking characters with
soft, rounded and aesthetically
pleasing shapes, but it also allows a
far more effective impression of
movement than can be achieved

with polygons. Andrew is
convinced of the logic of his
approach: ‘Mickey Mouse used
circles because they are the
easiest shape to keep constant
from one cel to another,” he
argues. ‘The use of ellipsoids lets
us take this a step further.’

Most of the time Andrew
spent developing the system was
devoted to trying to make
movement as natural as possible.
The system, based on the
technique of ‘inbetweening’ in
which a start and an end frame are

supplied and the computer
provides the frames in between
according to the user’s
instructions, is remarkably efficient
at producing both the basic
characters and frames of

Ecstatica’s horrific atmosphere doesn’t preclude touches of humour. Imps swing down from buildings to try and knock you over (left). A
rotund woman attempts to force herself on you at every opportunity (centre). A case of flatulence helps this pig guard the entrance to a room




Pre-set animations will feature in Ecstatica, but most will last only a few
seconds, allowing the plot to develop without jeopardising Interactivity

animation: smallish objects require
one to two hours of work to
model and a similar amount of
time to animate, while a major
character may take around a day
to create, with mapping out its
movements occupying only a
further two days at most. This is a
fraction of the time taken using
conventional animation techniques,
and the results, according to
Andrew, are better. The work
behind it all is apparent in the
pages of seemingly

game itself. He cast around for
suitable collaborators and
eventually met Alain Maindron
through a mutual friend. Alain, a
professional animator who has
worked on such films as
American Tales 2 using traditional
cel techniques, had never used
computer-based animation
methods before. He was,
however, immediately impressed
with Andrew’s system.
‘Inbetweening is impossible to do
properly with 2D characters

‘The writing’s on the wall for films as
the pre-eminent form of entertainment.
They will be replaced by games in the

foreseeable future’

incomprehensible algebra which
Andrew ruffles through
nonchalantly while he’s talking.
This achievement is especially
impressive when you consider that
Andrew is almost completely
self-taught, although he spent a
brief period as a Cambridge maths
student and subsequently failed a
computer science degree at York
University. ‘Cambridge didn’t
really teach me anything,’ he
maintains. ‘I was already fairly
good at maths.’ A good job, too:
Ecstatica is an extremely
maths-intensive program.

When the

system was
finished, Andrew realised that he
would need help to produce the

because the computer does not
have enough information to go on.
With threedimensional characters
such as these, however, it’s much
faster and more flexible than any
traditional method,” he enthuses.
Andrew may have created the
technical foundation for Ecstatica,
but it was Alain who provided the
imagination, bringing a cinematic
philosophy and his considerable
film experience to the project.
‘We immediately decided that we
didn’t want to create a game in the
traditional sense,’ asserts Alain.
Both men firmly believe that
videogames will increasingly take
on the traditional role of films, and
their intention from the beginning
was to create something
incorporating cinematic qualities.

280000 R NESCC00000BE000000RREBSCC00P0RRBBNE0000008BES00000008

=
H
3
£
<
£
=3
O

prescreen

Building a 3D world

All the static locations in Ecstatica were created using
the same five-stage process (below, from top).

First, the backgrounds are pieced together by Alain,
using simple building-block shapes. It is at this point that
the camera angles are selected, with the main criteria
being visual impact and cinematic feel.

Next, the basic textures are added. This provides an
indication of how the finished room will look and offers a
chance to redesign any aspects.

In the third stage, anti-aliasing is employed to
enhance the texture
mapping. This
smoothes edges and
increases the number
of colours to make
the light sourcing
more realistic.

The fourth stage
sees the addition of
the room’s fixtures
and fittings. These
are created using
ellipsoids, like the
characters, and are
designed to give
each location a
unique atmosphere.

Finally, moving
objects (in this case
the candle flames)
and the characters
themselves are
added. These are
‘layered’ so that
objects closer to the
screen pass in front
of more distant ones.

$66T 190100 aulzedew 3I9a3
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Throughout your travels you're reminded of the current
situation in the village and its environs (middle). This
werewolf is the bane of your early explorations (above)

A hanged and mutilated priest is discovered in his ruined church (above).
Ecstatica’s violent scenes (left) are definitely not for the squeamish

‘The writing’s on the wall for films
as the pre-eminent form of
entertainment,’ says Andrew.
‘They will be replaced by games in
the foreseeable future.’

This thinking had a significant
effect on the development of
Ecstatica’s gameplay. ‘VVWe've aimed
to get people totally involved in
Ecstatica,’ says Andrew. ‘Menubars,
boxes and statistics are the
scourge of atmosphere in games
so we've designed the system to
work without them. We want
people to forget that they're
playing a game.’ (One result of this
is that, instead of objects and
weapons being accessed via
separate screens, your character
carries everything he possesses in
his own hands.)

In Ecstatica, ,, ..

created a believably horrific fairy
tale using cartoon-like characters —
an unusual but remarkably
effective combination. You play a
weary traveller searching for
water after many hours in the
saddle. Leaving the beaten track,
you stumble upon a mysterious
village high up on a plateau. After
confronting a series of bizarre

monsters, you realise that the
village is devoid of human
inhabitants. As you progress, the
game unravels into a
phantasmagorical tale of love,
torture and rescue.

The game world consists of
over 250 interconnecting
locations, many of which are
subdivided into smaller areas,
encompassing the village, the
surrounding fields, the local castle
and various other nearby buildings.
Texture mapping is used
throughout to accurately reflect
the character of each location.

The quality of the game’s
visuals is readily apparent, with
Andrew’s ellipsoid characters
making a significant contribution —
anyone who has railed against
poorly digitised actors laid on top
of unimaginative rendered
backgrounds will find Ecstatica
refreshing. Basic characters like
the bat and the seagull are
essentially one ellipsoid with a
couple of triangles for wings
(although they’re none the less
effective for their simplicity), while
major figures, such as the
werewolf and the game’s hero, are
generated by overlapping up to 80
ellipsoids plus triangles. The result

2 E B8 66C000000856C60000 0308060000008 REEC00008BUETEEOPsO00BREEEOOS



The sense of scale provided by some locations is excellent. The camera angles
are designed to show each room’s best features while retaining playability
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is greater variety, higher detail and
more realistic animation than PC
gamers will be used to. And it’s
not just the characters which
benefit from such high aesthetic
values; the backgrounds are
equally sumptuous.

Alain’s movie background is
evident in the game’s variety of
meticulously planned camera
angles. He has also created
700-800 special animated
sequences, calculated on the fly
rather than pre-stored, which play
when you attempt certain actions.
Alain’s intention is to integrate
these scenes so effectively with

be accommodated on the CD, and
these will probably take up at least
the same amount again.

To provide the sound for
Ecstatica, the game’s producer,
Greg Duddle (on behalf of the
publishers, Psygnosis) brought in
professional actors and sound
effects technicians. Fearing that
using outsiders would dilute his
and Andrew’s original vision, Alain
himself provided a complete set of
dialogue and sound effects which
the professionals could imitate,
thus ensuring that the atmosphere
of the game would be preserved.
The soundtrack is not yet finished,

Anyone who has railed against poorly
digitised characters laid on top of
unimaginative rendered backgrounds
will find Ecstatica refreshing

the gameplay that the player won't
even notice he’s lost control; if the
player is just left sitting in front of
the screen wondering why he’s
having to watch the same piece of
unnecessary animation yet again,
Alain knows he’s failed.

Neither the scenery nor the
characters are compressed, which
means that Ecstatica’s graphics
currently swallow an 80Mb chunk
of the CD upon which the game
will be released. This figure is
bound to rise as anti-aliasing adds
more colours to the characters.
The sound and voices have yet to

but Andrew maintains that it will
‘scare the shit out of people’.

Ecstatica will

certainly be released bearing an
‘18’ certificate. The game does
contain some fairly graphic images
— hanged priests covered in blood,
girls impaled on swords, your
character being systematically
punched in the face by a werewolf
— but they’re not gratuitous.
Scenes like this are essential to the
plot, and without them the game
would lose much of its impact.

All the character animation is very smooth (top). In the
monastery, two monks pray before a crucifix (above)

Even before Ecstatica is
complete, Andrew is looking to
the future; he already has plans to
release a follow-up, probably with
a more contemporary theme. ‘|
haven’t spent the last five years
creating just one game,’ he says. ‘I
now have this system and there
will be sequels.” He is also
reluctantly considering leasing his
development tool for use in other
people’s games, but won’t be
drawn on whether he has
intentions to create his own games
for other systems.

It’s a striking indication of the
way the games industry is changing
that a title like Ecstatica is the
brainchild of two people who
admit to never playing videogames.
If Ecstatica is successful, we can
expect the tentative relationship
between the videogame and film

industries to develop into a E
much closer union.

Credits

Programmer: Andrew Spencer
Animation/storyline: Alain Maindron
Producer: Greg Duddle

Music and sound FX: Pearl Studios
Sound co-ordination: Phil Morris
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Road Rash 3DO Earthworm Jim SNES/Mega Drive Alone In The Dark 3DO
Star Control 11 3DO Mortal Kombat Il SNES/Mega Drive Burning Soldier 3D0O

Sl el

48 Road Rash 3"°

ﬂ imes have changed. At one B4 Earthworm Jim  se/esoe

stage, rumblings of discontent

about the dearth of 3DO 60 Alone in the Dark =
software threatened to topple the
machine into the abyss of obscurity. 64 Star Control Il o
Now the balance is tipping in the
3DQ’s favour — to the apparent 68 Mortal Kombat I| ==
detriment of the PC this month. But
quantity isn’t synonymous with quality: 72 Bummg Soldier 7
Burning Soldier is the worst game the

3DO is ever likely to see, while Alone
In The Dark and Star Control Il are both
unremarkable PC conversions. Only

the excellent Road Rash stands out as l"" e m

a game that may actually seduce PRy Commmats g
people into acquiring a 3DO. 4 %@*
In comparison, top |6bit software i
like Earthworm Jim and Mortal Kombat
Il is now starting to look decidedly
primitive — although both games
will no doubt be well received. E

i

Hell, I feel pretty b:.. abe u’r killing you guy
and stuff. I'll try net to blow up any more
of your ships.
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Road Rash

Format: 3DO
Publisher: EA
Developer: In-house

Price: £50
Size: 1 CD
Release UK: Out now

lectronic Arts have clearly adopted a
two-pronged strategy for the 3DO. As
well as developing original titles for
the machine — Twisted, Shock Wave and
Monster Manor — they're also using its
capabilities to enhance proven products like
John Madden Football, FIFA Soccer and Wing
Commander. The company seem to be saying
to gamers: ‘Try this and tell us what you think,
but in the meantime here’s something we
know you're going to like.’

Road Rash falls into the latter category. A
motorcycle racing game combining excellent

110 i@

graphics with exhilarating gameplay, it
achieved phenomenal success on the Mega
Drive a few years ago and remains one of the
best games for the system. Given this track
record, one would expect the 3DO conversion
to be a solid, playable game. What no-one
could have predicted, though, is that it would
be this good.

The 3DO version of Road Rash is more
than a game; it's a fully fledged cinematic
production. The experience begins with a
CinePak bike chase sequence, accompanied
by the pulsating chords of the Road Rash

The Pacific Highway (above) is one of the most sinuous roads you'll ever encounter. Danger could lurk around any corner, and usually does.
Travelling on the wrong (ie left) side of the road when travelling at high speed through narrow, dimly lit tunnels (inset) is not advisable




A policeman attempts to dislodge a speeding biker
in the Napa Valley (above). The Peninsula level is

full of hills, as well as rival bikers (inset)

theme song, Soundgarden’s ‘Rusty Cage’. (The
front end also includes a couple of superb
MTV-style grunge rock videos.) Slick it may be,
but EA haven’t made the classic mistake of
lavishing more attention on the intro than on
the action. It is, after all, only an intro, and is
there simply to serve as a enticing prelude to
the real event: the game itself.

Road Rash contains five separate tracks,
each one different in terms of scenery, traffic
volume, etc. There are also five selectable
player levels which dictate the toughness of
the opposition and the length of the tracks -
the easiest track stretches only five miles,
while the hardest is up to 17 miles long.

The game also incorporates two playing
modes. ‘Thrash’ offers an immediate
pick-up-and-play scenario that lets you select
any combination of track and player level. But
it's the ‘Big Game Mode’ that constitutes the
game’s main course. First you assume the
character of one of the game's eight resident
riders. Then you select one of the five courses
to race on - these range from the dizzy heights
of the Peninsula to the hustle and bustle of
the City. And then you hit the tarmac. The
object is simply to finish among the first three
contestants in any race, which allows you to
move on to the next, more difficult, course.

The City (top) is home to rushing cars and
ambling pedestrians. The roads of the Sierra
Nevada (middle) are treacherously twisty. The
Pacific Highway (above) is characterised by
narrow roads and lots of tunnels

One of the things that distinguishes Road
Rash from other, more sedate, racing games
(apart from the fact that you're a pair of
wheels short) is the attitude of your rivals. The
other riders in the race conform to every biker
stereotype in the book: they're all
chain-wielding maniacs who would sooner split
your face than suffer the indignity of having
you pass them, and who are prepared to do
whatever it takes to stop you reaching the
finish line first, even if it means cracking you
over the head with a metal pole or kicking your
bike out from underneath you. Thankfully, you
can give as good as you get: there’s nothing
more satisfying than exchanging heavy metal
with a rival biker while dodging traffic in an
urban landscape and then kicking him straight
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Five levels

The five courses on offer are: The
Peninsula, Pacific Highway, Sierra
Nevada, Napa Valley and the City.
As you progress through the levels,
the courses get longer and the
landscapes more impressive.

The City is full of joggers, irate
motorists and law-enforcement
officers. The Peninsula and Sierra
Nevada don’t offer much in the way
of obstacles, but the roads
themselves are challenging enough
not to need them. The Napa Valley
has the widest roads (sometimes
stretching to five lanes), while the
Pacific Highway contains the most
spectacular scenery.

As well as bike footage (which
took 40 people two months to
shoot) Road Rash offers music
from A&M artists such as Paw,
Therapy?, Soundgarden,
Hammerbox and Swervedriver
(the latter band represented by
‘Duel’ and ‘The Last Train To
Satansville’). Excellent stuff
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If you evade the police bikes, they set up a road block (top). With
that cliff edge so close, keeping your bike on the road is desirable (top
right). Getting pulled over by the fuzz means game over (above)

50
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into the path of a speeding Porsche or
sending him sprawling into the side of a
building. (Although this is not to be
recommended in real life, of course, as the
ludicrously stuffy in-game caution advises.)

Such excitement is only possible because
of the exemplary way in which Road Rash
plays. Your bike is responsive and controllable
and gives you the confidence to take risks.
You soon find yourself pulling stunts like
weaving between passing cars and playing
chicken with oncoming vehicles, swerving
aside at the last minute to avoid joining the
flies on someone’s radiator grille.

Thankfully, your bike no longer exhibits a
tendency to crash after hitting even the most
minor obstacle — a problem that severely
affected the pre-pro version Edge saw a few
months ago (issue 8). Now, instead of tipping
you head-first onto the tarmac every time you
brush against a tree or a car, your machine
just keeps going, subject only to a slight loss
of speed. Of course, if you hit a huge truck

Win a race by any means necessary, even
if It means taking out the local populace

head-on at 120mph the game isn't so
forgiving, but luckily, you can buy a new bike
from the money you get for finishing a race.
Road Rash’s graphical beauty is
self-evident. In fact, the detail packed into the
gloriously textured backgrounds is so
appealing that they tend to distract you when
you're playing the game - you often find
yourself admiring the scenery when you should
be keeping your eyes on the road ahead. What
can’t be conveyed by these static screenshots
is the smooth 3D update (around 20fps) and
the sheer thrill of pelting along undulating,
winding roads at ridiculously high speeds.
And, not content with making the
backgrounds look stupendous, Electronic Arts

D T EY



have contrived to make them truly interactive.
If you find yourself on the wrong side of a road
barrier, for example, you can’t just ride through
it; you have to wait until a gap appears.
Similarly, if you fancy a break from the
blacktop you're allowed to venture a fair way
into the roadside scenery — although that
doesn’t stop the police from finding you if
you've transgressed. There’s also a significant
degree of artificial intelligence incorporated in
the game: pedestrians hurry to avoid your
speeding bike (usually in vain), cars stop at
red lights, and the other bikers try to beat
each other up.

Road Rash’s only potential flaw is its game
structure. Giving the player access to all the
levels from the outset in the Thrash mode
detracts slightly from the ‘proper’ game -
hacking through the levels knowing what lies in
store is never quite as exciting as taking each
level as it comes. Fortunately, though, the
exhilarating action more than compensates for
the lack of scenic surprises.

Electronic Arts have managed to blend the
unadulterated exhilaration of a coin-op like
Sega’s classic Super Hang On with deeper and

Bike shop

In Big Game Mode, it’s essential to choose the
best machine for each level (above and right). You
do this courtesy of a slick pre-rendered fly-by

testscreen

more rewarding gameplay, and it's this
combination that makes 3DO Road Rash so
enjoyable. With the exception of John Madden
Football, Road Rash is arguably the best 3DO
game currently available. It looks fabulous, it
sounds fantastic (the music tracks are
genuinely good enough to listen to on their
own merit) and it's heart-stoppingly playable.
Road Rash gives 3DO owners a reason E

to feel proud.
Nine out of ten

Edge rating:

The backgrounds in Road Rash are more than just pretty. This barrier (above) is actually part of the
game; rather than just going ‘through’ it, which you’d be able to do in many racing games, you have
to wait for a break. Sometimes the road splits in two (insert), with one route offering a short cut

Road Rash contains 30 minutes’
worth of FMV: the local bobby
(middle); having a smoke (above)
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mags come to life with exclusive
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all in a special games theatre.
Xmas blockbusters, new /
machines and the world’s
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at a great price.

The Next Generation
Only at The Future Entertainment Show will you
be able to see the next generation of
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latest gamehoxes from Japan.
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Earthworm J

Format: SNES/ ftter bleing Ia\éii_he(’i V\;i_thtkudo?_ pri(zr ttl)l
: its release, Shiny’s first creation finally
= Mega Drive enters the congested 16bit arena.
Publisher: Playmates Boasting spectacular visuals and a myriad of
Developer: Shiny playful inn.ovatic.)ns, Earthworm Jim clearly has
Price: TBA the capacity to impress. But is there any room
"_ce' - for another platform prima donna?
Size: 16 Mbits The product of Virgin coder Dave Perry and
Release: October 12 his band of Virgin defectors, collectively known

as Shiny Entertainment, Earthworm Jim
appears to contain all the ingredients for a
superb videogame. Like Virgin's Aladdin, the
most obvious focus for admiration is the
spectacular animation: the
movement of Jim and the
other characters in the game
is sprightly and inventive, and
there are lots of genuinely
funny sequences that act as
a real pull in the early stages.
However, once the initial
appeal of the graphics has
dissolved, it quickly becomes
clear that EJ himself isnt
quite the character he claims

A fridge hangs by a thin wire. Whip the wire
and the fridge plummets onto the branch,
catapulting that poor bovine into the air

to be. Despite Shiny’s attempts to enhance
Jim’s personality by combining his worm
persona with a mechanical suit which he
stumbles upon and jumps inside, there’s still
something missing. Basically, he lacks the

Defend yourself by whipping (above) or
shooting (middle) the enemy

In the second level, Jim finds a huge green emerald. When he runs on this gem it carries him
upwards, taking him to previously inaccessible platforms. The space-race bonus level (top left)




-.
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Jim fights for his life as aliens attack this cage.
Escape is impossible; your aim is to simply survive

design sensibilities of popular Japanese
gaming icons like Sonic and PC Kid - frankly,
he really isn't that likeable. But his tough,
defiantly unsavoury appearance does give him
at least a modicum of credibility which the
Americans will probably go for, even if the rest
of us aren’t entirely convinced.

Still, character flaws and all, it soon
becomes obvious that Earthworm Jim is a fine,
playable game. Borrowing elements from other
platformers — such as multi-directional gunfire
and rope swinging (with the worm as the rope,
needless to say) — Shiny have made Jim an
extremely versatile chap. Control is expertly
handled, and it's easy to master Jim’'s
abilities. But there’s also a fair amount of
frustration. Enemies cling rather too
tenaciously to Jim’s body, the bosses are

.
T100%

It's not always obvious what you have to do
next in Earthworm Jim. Here, Jim has to make
this hamster eat a path to the next section

This horrendous-looking creature (inset) was in
fact a cute puppy a few seconds ago. The

snowman boss (above) shoots fire from his mouth

unforgiving, and there are far too many leaps
of faith required. These aspects probably
make the game too tough, especially given the
young appeal of the game’s cartoon star.

If you can handle the trickier facets of
Shiny’s gameplay, Earthworm Jim delivers
some genuinely entertaining moments. High
points include a ride on top of a huge hamster
and a chance to launch a cow skywards from a
seesaw, for no apparent reason other than
that it's funny. At moments like this, the game
fairly hops along, bursting with inventiveness.
But it's the gaps that lie between them that
hardened platform-game veterans may find
rather dull and overfamiliar.

Technically, both the Mega Drive and SNES
versions cope admirably with the paces Shiny
have put them through, although Earthworm
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This fiery effect, complete with
three layers of parallax, is a good
example of EJS's graphical finery
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Help Peter Puppy through this
hazard-filled level (top). The
revolting ‘intestine’ level (middie).
Jim takes on alevel boss (bottom)

On the SNES version, the background of this underwater section (above) shimmers nicely, but objects
remain static. The Mega Drive equivalent is more convincing: everything sways authentically

56

Jim is essentially a Mega Drive game that’s
been optimised to work on the SNES, and
Dave Perry’s skilful coding means that in
places the Sega machine manages to
outclass the SNES. Surprisingly, the
notoriously poor sound chip in Sega’s 16bitter
emits some remarkably clear samples, which
make up for what can only be described as
unmemorable background music.

But it's the structure of EJ that lets it
down. There are no passwords or save game
options, so the player is required to romp
through in a single attempt. With so many
levels, sub-levels, and some rather tedious 3D
asteroid bonus rounds, it's questionable
whether anyone would have the enthusiasm to
bother. The frustration factor plays a large part
in this lack of faith, but it's also worth

remembering that the school of platformers to
which EJbelongs is thoroughly oversubscribed
— cartoon characters coupled with garish
backdrops are fast becoming old hat. Jim's
success hangs on there being an audience
that isn’t already fatigued by stuff like this.
It’s strange how an apparently ‘surefire’ hit
like Earthworm Jim has ended up as just
another good platformer rather than an
outstanding one. Although a lot of attention
has been applied to the play mechanics,
there’s little of real originality here. More
significantly, it’s not that much fun. Earthie
might win fans with his particular brand
of humour, but he’s no platform prodigy.

Edge rating: Seven outoften

Earthworm Jim looks much bulkier in the SNES version (right) than in the Mega Drive game (left).
Nintendo’s machine also boasts more parallax (including some superb sun glare) and extra colours




Bosses }

from the people who bring you
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It’s an

Bosses are a crucial component of any platformer. The selection pu rChase. YOU ] U St m lght nOt
in EJ includes (from top left): a bungee-jumping blob; a

weapon-wielding chicken; a mucus-oozing slimeball; the Evil Cat

(with nine lives, of course); and Professor Monkey For A Head

realise it yet...




KINEMATION
The industry’s most sophisticated solution to 3D
character animation. Its unique Digital Doll™
technique simplifies the kinematic process. Static
models are brought to life by manipulating the
Doll's handles or controlling them with mation
capture. SmartSkin™, available only from
Wavefront, allows an animator to teach a
character’s geometry how to behave naturally
according to skeletal position.
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Kinemation provides the ultimate in
kinematics, skeletal intelligence and
skin behavior.
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DYNAMATION

The industry’s anly physically based animation
system. Dynamation eliminates traditional
keyframes by letting the program’s physics control
the animation. Dynamics can be interactively
applied to Particles, for pyrokinetic effects
nd natural phenomena, to Geometry for
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)ynamation provides the ultimate in physically
based animation, stochastic modeling and
hardware rendering.

The first generation was revolutionary, the second generation will blow your mind!
Call your local representative to enlist Wavefront’s superheroes of animation.

Worldwide Headquarters - 530 East Montecito Street - Santa Barbara, California 93103 USA e T: 1.805.962.8117 - F: 1.805.963.0410
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Alone In the Dark

Format: 3DO

Publisher: Interplay

Developer: Krysalis
(Original PC version: Adeline)

Price: £55 (import)

Size: 1 CD

Release: Out now (US)

Supplied by: Raven Games
081-663 6810

You can’t get past this winged
demon until you've performed a
certain task involving mirrors

fter sampling the enjoyable but

derivative Doctor Hauzer from

Japanese software house Riverhill
Soft, 3DO owners have been eagerly awaiting
a conversion of the game that inspired it,
Adeline Software’s Alone In The Dark. Now the
seminal polygon adventure which created such
an impact when it first appeared on the PC
has finally arrived on the 32bit system.

Superficially, both Doctor Hauzer and 3DO

Alone In The Dark are remarkably similar, but
there are a number of significant differences
between the two. In terms of graphics it has to
be said that Doctor Hauzer is far more
ambitious than Alone In The Dark; its textured
polygon rooms and variety of viewpoints make
it a visually more exciting product. For the
most part, 3DO Alone In The Dark looks
identical to the PC version — and includes
some unnecessarily large borders around the
screen. But despite this, Alone In The Dark
still manages to impress in the most
important area: gameplay.

Although both games are based on
puzzle solving, the brain-teasers on offer differ
greatly in style. The puzzles in Riverhill’'s game
involve performing essentially simple actions,
such as putting flowers in a vase; the trick lies
in working out that the flowers needto be put
in the vase in the first place. In Alone In The
Dark it's more obvious what you have to do,
but the puzzles themselves are far more
rewarding to solve.

But what really makes Alone In The Dark
stand out is its inclusion of combat. Contrary
to many people’'s assumptions, Virtua Fighter
didn’t pioneer realistic polygon-based fighting
action; Alone In The Dark contains some
horrifyingly authentic combat scenes, which
add immeasurably to the game’s atmosphere.
Your character only has basic punch and kick
moves, but the manner in which he executes
them — and the way the monsters reel
backwards after being hit — is disturbingly
lifelike. The hand-to-hand conflict can get
repetitive after a while, but, thanks to the

Alone In The Dark was the first adventure game to incorporate different ‘camera’ angles.
Interesting viewpoints like this (above) give the game its distinctive cinematic feel




The hero fights off a zombie attack (top). A
monstrous bird bursts through the window (top
right). A zombie menaces this damsel (above). The
bow and arrow (insert) is a useful weapon

relatively naturalistic animation (the main
character in Doctor Hauzer flops around like a
soggy cardboard cut-out in comparison) and
the wide variety of enemies, it gives the game
a great deal more punch.

Thankfully, you don’t just have torely on
your fists to fight your way through the house;
there’s also an assortment of weapons lying
scattered around with which you can defend
yourself. Some of these are extremely
satisfying to use — especially the double-
barrelled shotgun — and make a significant
contribution to your enjoyment of the game.

The house at the centre of the Alone In The
Dark mystery contains roughly the same
number of rooms as the mansion in Dr Hauzer,
which means that, like Riverhill’s title, the
game is too small. Although your journey does
last slightly longer, you'll still find yourself
meeting the end of the adventure rather too
abruptly. Movement around the mansion is
also hampered by the fiddly controls — the PC
version plays brilliantly with the cursor keys
(although it’s ironic that owners of £1,000
machines have to use the bloody cursor keys)
while the 3DO joypad makes playing Alone In
The Dark a frequently irksome experience

Another problem is that animation that was
perfectly smooth on a 486/33 PC seems to
chug slightly on the 3DO. And that slow CD
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When you enter this bathroom, a huge flesh-eating plant lunges at you, snapping with
its razor-sharp teeth. Those polygons look a little crude by today’s standards

access problem rears its head again. One
scene takes almost five seconds to load,
which may sound insignificant, but it makes
the game noticeably more ponderous than the
free-flowing PC version.

Of course, despite these flaws 3DO Alone
In The Dark is a great game — even a group of
particularly stupid monkeys would have had a
job mucking up this conversion. It looks good,
the gameplay is engrossing, and the
soundtrack is atmospheric. And it’s worth
noting that this two-year-old title is more
playable than much modern 3DO software.

However, although revolutionary in its time,
AITD is hardly the kind of game you can use
today to show off what your machine can do.
There are far more suitable candidates to fill
the role of ambassador for 3DO performance —
the sequel will probably be one of them
when it is completed next year.

Edge rating: Seven outoften
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THE REBELS
THINK THE FORCE
IS WITH THEM.

EXPLODE THE
MYTH.

Now you can experience Star Wars”
from a new point-of-view. From the
creators of X-Wing", comes TIE Fighter",
. the sequel that lets you fly for the Empire.
The dark side of the Force beckons...

dare you respond?

TIE Fighter game © 1984 LucasArts Entertainment Company. All Rights Reserved . Used Under Authonzation. X-Wing
game © 1992 LucasArts Entertainment Company. TIE Fighter and X-Wing are trademarks of Lucaslilm Ltd. Star Wars
is a registered trademark of Lucasfilm Ltd. The LucasArts logo is a registered trademark of LucasArts Entertainment
Company. LucasArts is a tradgmark of LucasArts Entertainment Company. IBM is a registered trademark of International
Business Machines.

THE SERQUE]




Rip through the Rebel front in six
unique Imperial starfighters.

New hea
interconnected hattles
will envelop you.
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Enhanced ultra-reélistic A3I]
graphics and gameplay.

OuT NOw FOR IBM PC AND COMPATIBLES.

DISTRIBUTED IN THE UK BY VIRGIN INTERACTIVE ENTERTAINMENT (EUROFE) LTD
338A LADBROKE GROVE -
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Star Control 11

Format: 3DO
Publisher: Crystal Dynamics
Developer: In-house
Price: £50
Size: 1 CD

Release: Out now

nows the nature of

When you enter a system, a map of its planets is displayed (left). Many of the alien species you
meet prefer fighting to negotiating, and they rarely start a battle without insulting you first (right)

very so often you come across a game
that, although primitive, is so intriguing
that you find yourself playing it for
hours on end, ignoring activities like eating
and sleeping which suddenly assume a
secondary importance. Star Control Il is such
a game. It's not brilliant, but it is addictive, as
anyone who has played it will testify.

The attraction of Star Control Il is not
immediately apparent, though. A conversion of
a mature PC game, it features garish and
unsophisticated sprite-based graphics that

This starbase (above) is your operational HQ. After periods of exploration and
scavenging you return here to offload booty, restock and plan your war efforts. Before
the battle starts, you select your ship (top). The actual battles (middle) are brief

invite comparisons with 8bit games. However,
in terms of cosmetics, the decidedly dated
visuals are compensated for by the game’s
wide range of bizarre sounds, toe-tapping
tunes, and idiosyncratic characters.

But the appeal of Star Control Il can be
attributed mainly to its distinctive blend of
space strategy, trading, negotiating, fighting
and exploring. After a protracted war, the Earth
has been enslaved by aliens and you have to
liberate it, searching the galaxy for friendly
alien species and scouring planets for
minerals, life forms and energy sources to
augment your Earth-based supplies. When
your stocks are sufficient and you've attracted
enough allies, you can go to war with the
Earth’s oppressors. The concept isn’t exactly
original, but Star Control Il offers the perfect
balance between freedom to explore and a
linear, objective-based scenario.

Star Control I1is a methodical type of game
that takes a long time to complete and never
provides much in the way of adrenaline-surging
excitement. Frankly, anyone who prefers
action games will probably find it tedious. But
there’s so much variety here that it's hard to
resist the temptation to continue playing, just
in case you discover something new.

The problem with Star Control Il is that it's
not really a 3DO title. The gameplay may be
absorbing, but it quite obviously fails to take
advantage of the 3DO’s potent hardware.
Crystal Dynamics have always been an
important catalyst for 3DO, but Star Control I/
is little more than a makeweight for the E

company’s summer release schedule.
Six out of ten

Edge rating:



5 different G“Ns,

MlSSllES, super missiles,
2 kinds of BOMBS

and a change of clothes.

Well, she 1is a Glnl remember.

Samus Aran, the most fearless bounty hunter in the
galaxy is back in Nintendo's most challenging game
ever; Super Metroid. It's a shooting, grappling,

morphing, brain-numbing 24 meg monster of a game.

Nincredibly Ninvolving -
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presents

After a period of tntense 3D0 gcllﬂiﬂg, why not take
a break and enjoy a rub down vih the EA Moist
® Mullet . You'll return to the action refreshed, and ready
for bowurs more spectacular 3D0 action.
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EXCLUSIVE

range

GAMING
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For more information about EA’s range of software for the 3DO™ Interz
Unless indicated otherwise, all software is ©1993-1994, Electronic Arts Ltd.
trademarks of ORIGIN Systems, Inc. Road Rash, Shock Wave, John Madder
a registered trademark of Electronic Arts. The NFL logo is a trademark of the N
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ultiplayer™ system, call 0753 546 465 or write to Electronic Arts, 90 Heron Drive, Langley, Berkshire SL3 8XP.
ing Commander ©1994, ORIGIN Systems, Inc. Super Wing Commander, Wing Commander and Origin are registered
I, Twisted Gameshow, EA SPORTS and the EA SPORTS logo are trademarks of Electronic Arts Ltd. Electronic Arts is
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3DO

o
ROAD RASH™

Motorcycle mania on the lawless
streets of tomorrow. Race against
America’s most vicious biker scum,
speeding through photo-realistic
cityscapes at a frame rate
unimaginable on anything but 3DO.
The intense rock soundtrack
features cutting-edge indie rock
from Soundgarden, and there’s
nearly 30 minutes of video footage.

(2]
SHOCK WAVE™

Frightening 3-D combat as you battle
to save the Earth from an armada of
alien warships. Fly through a
multitude of stunningly recreated
landscapes, accompanied by CD
sound effects and music. With over 20
minutes of full-screen video featuring
live actors and computer-generated sets.

o

JOHN MIADDEN
FOOTBALL™

EA SPORTS™ advance the realism of
their American Football classic into a
whole new arena. The eye-popping
pitches and stadia are rendered in
3-D, players are fully digitised and
there’'s genuine NFL® film footage.
Plus you've every current NFL® team
and the all-time greats to choose
from in the ultimate football sim.

SUPER WING
COMMANDER™

The definitive space adventure from
Origin® gains an extra dimension on
3DO. Pilot a host of human and alien
ships on 72 seat-of-your-pants
missions. Awesome cinematic
sequences, superb 3-D graphics plus
full character speech and a stereo score
make this the decisive alien encounter.

TWISTED
GAMESHOW™

Forget Brucie — this gameshow’s got it
all. The host’s smarmy, the games are
barmy, there's glorious 3-D graphics
and CD stereo sound. Take your pick
from the digitised contestants, then
lead them through the puzzles and
pitfalls to the surprising prizes. It's a
world of fun for 1 - 4 players.

ELECTRONIC ARTS -
THE BIG FISH ON 3DO

—
———

1B

ELECTRONIC ARTS"®
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Mortal Komba

The mighty Jax finds himself on the receiving
end of Scorpion’s harpoon (left). Scorpion gets
a taste of Rayden’s electrifying power (above)

ends. The sequel is bigger, faster and far
more playable.

This may not be apparent from the outset,
though. Mortal Kombat Il is very tricky to begin
with — almost to the point where you consider

Format: SNES/MD rcade beat 'em up enthusiasts have giving up in frustration. You find yourself
Publisher: Acclaim known for some time that Mortal stabbing randomly at the four attack buttons,
Kombat Il is a genuine alternative to hoping that some of the amazing things you've
Developer: Sculptured Street Fighter II. But until now console fighting heard about the game will miraculously start
Software/ fans have only had one real choice - the first to happen. They don't. As with any good
Probe Mortal Kombat game never offered Capcom’s beat 'em up, you have to put in a lot of effort
Price: £50 champion much of a contest. to get any rewards from MKII.
Size: 24 Mbits Now that's all about to change. Just as the But after a few hours’ play those rewards
. sequel to Street Fighter virtually redefined the come thick and fast. The initial awkwardness
Release: Sept 13 (UK) genre, so Mortal Kombat Il rips open the disappears, the bouts last longer and you find

Kung Lau d

‘Vertical
Slice’ Fatality on the unfortunate Reptile

original game and performs some emergency
surgery. The game may look similar to its
predecessor but that’s where the resemblance

In one of the most brutal Fatalities in the

game, Mileena performs a frenzied sai attack

yourself actually developing a strategy. You
also discover that combination attacks are
possible — something the first game sadly

Kitana gives Reptile the Kiss Of Death, after
which he will explode into hundreds of pieces




MILEENA

EuY A REFTILE D

Reptile proves he’s a friendly sort of bloke after
all by offering Mileena a doll of himself

lacked. In fact, the more you play the more you
discover about Mortal Kombat Il. Like Street
Fighter Il, Mortal Kombat II's learning curve is
so long it goes off the chart.

Something that won’t take you long to
discover is the gore. The arcade version was
drenched with blood — almost every move
produced gallons of the stuff - and both the
SNES and Mega Drive versions are similarly
bespattered. The mighty Nintendo have
obviously learned their lesson from the outcry
over the bloodless first Mortal Kombat game
on the SNES (the antiseptic nature of the
onscreen violence limited what was already
just an average beat 'em up) and decided to
give their bloodthirsty public what they
obviously want. Thankfully, Mortal Kombat 1/
doesn’t depend on this dubious attraction,
though. The blood does help to give the action
a harder edge, but there’s more to this sequel
than graphic brutality.

There are 12 separate characters, for
example. Like the combatants in Street Fighter
Il, these all have different abilities, although
Mortal Kombat II's digitised fighters lack the
personality of their more cartoon-like
counterparts in Street Fighter Il. The sprites in
the Mega Drive version are noticeably bigger
than those in the SNES game, but the SNES

The infamous Kintaro morph in full effect:
Shan Tsung turns into The Beast and lets fly

Shang Tsung turns Mileena into a baby (above)
while Jax shows off his origami skills (insert)

Mileena is helpless as Shang Tsung raises her
into the air and proceeds to drain her soul

makes up for this with better detail and more
vibrant colour. Considering the limitations of
the SNES and Mega Drive, Mortal Kombat II's
backdrops have been reproduced as faithfully
as possible — although they still look markedly
inferior to the 16bit-colour visuals in the
arcade version. Overall, apart from the loss of
a fewframes of animation, the console
adaptations are commendably true to the
coin-op in terms of looks.

One of the aspects that helped give the
arcade game its characteristic dark, mystical
atmosphere was its lashings of sampled
speech and moody music. Predictably, the
SNES offers more of the original sound than
the Mega Drive, but what little there is on the
Sega machine is surprisingly clear. Capcom
take note.

It's not often that you see a coin-op
conversion which manages to play just like its
arcade parent. Normally, nuances that were

testscreen

Babalities and
Friendships

As well as inflicting horrific
‘Fatalities’ on your opponent, you
can now also perform ‘Babalities’
and ‘Friendships’. Babalities involve
turning your adversary into a baby at
the end of a fight — a satisfying way
of demonstrating your superiority.
Friendships are a little less
gratifying. Instead of ripping the
other fighter’s head off or turning
them into a nappy-wearing infant,
you simply give them a present. Both
Babalities and Friendships are
difficult to pull off because in order
to execute them you can’t use any
punches in the winning round, only
kicks. Oh, and knowing the correct
joypad combination also helps.

Jade throws a fan at Lui Kan (top),
while the other secret character,
Smoke, evades Sub-Zero’s kick

Johnny Cage may look like a nice chap but
given half the chance he’ll rip you in two
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Bosses

The two final characters in Mortal
[Combat II are the meanest and
nastiest you’re ever likely to
encounter in a beat ‘em up.

Kintaro is the four-armed
descendant of Goro from the first
Mortal Kombat game. He’s very
difficult to defeat because he
constantly jumps all over the place —
usually landing on your head.

The final character is Shao Khan.
By observing your performance
throughout the game he knows
exactly what to expect when he fights
you. He can move very quickly and
throws electric spears without
warning. He also tends to shout and
boast a lot during bouts.

SNES MKII (top) has more detail,
higher definition and better colour
than the Mega Drive game (above)

Baraka prepares a Rayden kebab, impaling
him and then hoisting him high into the air

Shao Khan shows off a lot during fights. This is the
best time to attack him. Here, Kitana jumps over
an electric spear and kicks him right in the chops

apparent in the arcade game never make it to
the home versions — programmers tend to
overlook minor details and just get on with
programming the main game. But that’s not
the case with Mortal Kombat Il. Both console
games play exactly the same as the coin-op;
all the tricks that were available in the arcade
can be accessed here. So if you could pull off
Kitana's deadly three-hit combo — Fan Wave
into Flying Punch into Fan Throw — on the coin-
op you'll be able to do the same on either the
SNES or Mega Drive version.

As well as the 12 main characters, the

developers have managed to include the three
hidden ones: Jade, Smoke and Noob Saibot
are all here. Finding them all will take some
time, but the effort is worth it — if only to see
the wonderful mist effect that surrounds
Smoke as he leaps around the screen.

The brutal but rewarding Fatalities are also

here — all 24 of them. That's not necessarily a
blessing, though: there's nothing more
frustrating than having an opponent at your
mercy, seeing the words ‘Finish Him’, and not
being able to do the job because you've
forgotten how to perform the death move. And
the accompanying limb-severing sound effects
are also very weak compared to the coin-op’s.

And the Babalities and Friendships, which

add a touch of humour to the game, have also
been squeezed into these 24-megabit

cartridges. What better way to insult your rival
than by turning him into a baby at the end of a

Shang Tsung morphs into Kitana at the end of

the game and lops off his opponent’s head

Scorpion sends Kintaro flying (top). Shang
Tsung'’s attack is foiled by The Beast (above)

fight? In fact, there doesn’t seem to be a
single aspect either Sculptured Software or
Probe have left out of their respective games -
everything that was in arcade Mortal Kombat Il
also appears on both home formats.

Overall, Mortal Kombat Il is a playable and
varied package — it's without doubt the most
rewarding beat 'em up this side of Street
Fighter Il. Whether it will prove to have the
staying power of Capcom’s legendary game
won'’t be known for some time, but the early
signs are encouraging. Beat 'em up devotees
will just be hoping that the developers, now
they seem to have discovered the right
formula, don't go down the same route as
Capcom and start milking it dry with an E

endless series of new models.
Eight outoften

Edge rating:

Lui Kang’s Fatality is spectacular: he turns
into a dragon and bites his adversary in half
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Nice backdrops, shame about the gameplay
(above). An alien ship closes in (above right)

Burning Soldier

Format: 3DO

Publisher: Matsushita

Developer: Pack-In-Video

Price: £85 (import)

Size: 1 CD

Release:

Out now (Jap)

Raven Games
081-663 6822

Supplied by:

there’s one thing the 3DO can do
without, it’s shoot 'em ups like Burning
oldier. 3DO enthusiasts may tell you that
it looks great and sounds brilliant, ergo, it’s a good
game, but the fact is that no game which lacks
playability to the extent that Burning Soldier does
and can be finished in under half an hour is a
worthwhile experience.

It starts off well enough, with a nice 3D
rendered intro and a foot-tapping techno tune.
But when you launch into the game proper you
discover that, once again, you can’t actually
control where you go — you're just the gun-man
on this trip. All you're required to do is move a
cursor around the screen and blast badly animated
alien spacecraft as they appear in front of you.

Ignore the fact that the game features some
fairly impressive scenery, streamed off CD —
Silpheed on the Mega CD can manage that much.
Burning Soldier is predictable and uneventful — the
intergalactic equivalent of a Sunday afternoon

One of the end-of-level bosses. After flying
through the green rings, shoot the main gun

About half an hour after seeing the first level (above) you'll have completed the entire
game. This asteroid field is reminiscent of the one in Starblade, but vastly inferior

drive with your grandparents. Unlike the game it’s
trying desperately to emulate — Namco’s Starblade
— Burning Soldier never makes you feel that you're
taking partin an epic space battle with the fate of
millions depending on you. After ten minutes you
lose the will to continue. Very soon afterwards
you reach the end of the game.

Burning Soldier is the most uninspiring 3DO
release ever. It’s ironic that on the eve of the
Panasonic machine’s UK launch, just when the
format needs games that make people sit up and
take notice, along comes one which does
just that — but for all the wrong reasons. E

Two out of ten

‘ Edge rating:
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market. They want to
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Edge gets misty-eyed about another pioneering videogame that made up
for its lack of sophisticated graphics with an abundance of playability

Impossible Mission

-1 Searching

To have any hope of finishing Impossible Mission
you’ve got to search every single piece of furniture

latform games were two-a-penny in
E 1986. But there was one game that

stood head and shoulders above the
hoi polloi, looking down with derision at the
efforts of other programmers. That game was
Impossible Mission.

Impossible Mission is remembered for
many things: its difficulty, its atmosphere, its
frenetic platform action. But there were two
features that made Impossible Mission — and
the C64 — really stand out: the clear digitised
speech, and the superbly fluid animation of the
main character.

Until the game’s release, the quality of
software on the Commodore 64 hadn’t really
shown off the machine’s potential. This
enabled its main rival, the Sinclair Spectrum
48K — technically a far inferior machine but

SECURITY TERMINAL 24
SELECT FUNCTION

RE 1

IN THI oM

TEMPORARILY DISABLE

ROBOTS IN THIS ROOM
==>L06 OFF

You can use passwords to deactivate the
robots, making your search much safer

ERLED

Efficient use of the lift saves time (above).
The robots follow pre-determined paths (top)

66T 1970100 dulzegew I9azx

Format: C64

Publisher: US Gold

Developer: Epyx

Price: £5-£10

one which had a catalogue of superb games —
to steal a march on it. Impossible Mission
showed that the C64 was in a different league.

The game begins with your arrival at the
laboratory of a mad professor. You're given a
set time to explore its hundreds of rooms in an
effort to unearth the pieces of a picture that
will foil the professor’s evil plans. All the
pieces of the picture are secreted in items of
furniture, each of which takes a while to
search. Meanwhile, the robots that patrol the
laboratory are closing in. These robots are
programmed to vaporise you on sight; if they
come too close, it's all over.

Impossible Mission remains one of the
hardest games ever — ‘impossible’ is not a
complete exaggeration. But, like many other
classics, you're not put off by the fact that you
rarely even approach the end. Instead, the
atmospheric sound, smooth graphics and huge
playing area make the game a joy. And the
rigours of the journey make reaching your
destination all the more satisfying.

‘Stay a while. Stay forever,” intones the
professor at the start of the game. Impossible
Mission will indeed stay in the hearts and
minds of platform lovers. Sadly, the same
can’t be said for Impossible Mission
2025, its recent console sequel. E

Released: 1985

Edge invi ibuti to

Entries must be in Edge style and
approximately 250 words long. Published
contributions will win a year’s subscription
to Edge. Addi them to , Edge,
30 Monmouth Street, Bath BA1 2BW, or e-
mail us via fi i co.uk, with
the subject line ‘ATTN: Jason Brookes'.

Even moving around relatively
simple rooms like these (above)
eats up large chunks of the 60
minutes of playing time you're
allotted to complete the game
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YOURS FOR 6 MONTHS THEN PAY TODAY'S RETAIL PRICE.

Too Good to be True! Not a bit of it. Order the amazing Panasonic 3DO complete with a FREE Copy of the Cult
Game Total Eclipse and use it for 6 long months before you pay a penny. After 6 months you pay today's adver-
tised price or easy payment terms, the choice is yours . So, why save up for the most desirable

games system on the planet when you could be using it for 6 months for

nothing. Latest CD Technology: the Panasonic 3DO plays State of The Art
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Escape from Monster Manor £39.99 o

End the reign of terror with battalions of realistic clay animated grim reapers, ghosts, spiders and bodiless heads. [+

John Madden Football £39.99 ~

You can call the shots and control the action in this state of the art American football simulation.

Road Rash: Blood of the Couriers £44.95
No speed limit. No rules. Lawless high speed motor cycle racing with fierce hand to hand combat

~ ghon'b:k Wave . . : o £39.99 .
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eme Par

Challengesvzou to build the greatest amusement park in the world.
Super Wing Commander £39.99 95
The mteractlve movie that revolutionised gaming on personal computers. Fully enhanced to take advantage of
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Store or phone our Mail Order
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payment choice.
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attached, no Interest charges.
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the next-generation
gameboxes

Efuture of interactive entertainmer

O
o Sl
o©

The future of interactive UK edition July 1994 £th

Edge 10

Has the dream turned sour for Trip
Hawkins! Out of sync: global
incompatibility explored. Reviews: SOS
(SNES); Pacific Strike (PC); Super Wing
Commander (3DO); Heavenly Symphony
(Mega CD); The 7th Guest (CD-i);
Windjammers (Neo-Geo); Flying Shark (FM
Towns Marty)

Sony = Sega = Nintendo = 300 = Amiga = PC = Atari = SNK = Arcade » NEC = CD-i

SNES = Arcade = CD2 = Mega Drive « PC = CD-i = PC Engine » Neo-Geo = 300 = Jaguar

Taos: Edge reveals how this
new system could change
the face of videogaming

Edge 9

Taos: a revolutionary new universal operating system
unveiled. Yu Suzuki: Sega’s driving force. Global
domination: the multinationals muscling in on
interactive entertainment. Reviews: Ultima Vill (PC);
Pebble Beach Golf (3DO); The Horde (3DO); Fatal Fury
2 (PCE); Art Of Fighting 2 (Neo-Geo); Super Metroid
(SNES); The Sentinel (Amiga/ST/C64/Spectrum)

Back issues cost £5 each (including p & p) —
or save money and get two for £8.

The stylish Edge slipcase (left) is the
ideal way to protect your copies. Each one
holds a year’s worth of Edge.

To order, send the form below,
together with a cheque or postal order
made payable to ‘Future Publishing’, to:
Edge Back Issues, Future Publishing,
FREEPOST (BS4900), Somerton,
Somerset TAIl 6BR.

Back issues coupon

Edge 12
The secret is out: Edge has first details of
Bulldog, 3DO’s answer to the
PlayStation. CES: mammoth report on
the show that resurrected Nintendo,
featuring Donkey Kong Country for SNES
plus news on Killer Instinct and Cruisin’ USA
for Ultra 64. The rules of the game:
Edge explores the mysterious art of
gameplay. Reviews: Outpost (PC); Top
Hunter (Neo-Geo); Wolfenstein (Jaguar);
Super SFIl (Mega Drive); TIE Fighter
(PC); Shock Wave (3DO);
Kikikaikai 2 (SFC). With
FREE 3DO
supplement

EDGE

Sony = Sega « Nintaudo « 300 « Amiga RS WMari < SNK « Arcade = NEC = CD-

Name

EDGBO10

Please send me the following issues of Edge (tick as
required). | include a cheque/postal order (delete where
applicable) for £5, or £8 for two issues (all orders include
postage and packing).

D Issue two
D Issue five
D Issue eight

D Issue twelve D Edge slipcase(s) at £6.00 each.

D Issue four
D Issue seven
D Issue ten

D Issue three
D Issue six
D Issue nine

Edge 1is nowsold out
Edge 11 is temporarily unavailable

Address

Postcode

Back issues hotline number: 0225 822511
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UK charts courtesy of Gallup

Theme Park PC CD-ROM TIE Fighter PC Liberation CD32 Daytona Arcade 7th Guest CD-i
FIFA International Soccer SNES/Mega Drive/Mega CD Super SFIl Japan: all formats

The latest listings from around the world of videogames

Mega Drive

SNES

PC

US: all formats

1 FIFA International Soccer
Electronic Arts

1 FIFA International Soccer
Ocean

1 TIE Fighter
Virgin

1 FIFA International Soccer
Electronic Arts (SNES)

2 Pete Sampras Tennis
Code Masters

3 PGA European Tour
Electronic Arts

4 Sonic 3 Sega

2 Starwing Nintendo

2 Theme Park Electronic Arts

2 NBA Showdown EA (SNES)

3 Super Mario Kart
Nintendo

3 Sim City 2000
Maxis/Mindscape

4 Jurassic Park
Ocean

4 Striker Rage Software

3 MLBPA Baseball EA (Genesis)

4 NHL Hockey ‘94
EA (Genesis)

5 X-Wing US Gold

5 Andretti Racing EA (Genesis)

5 Fantastic Adventures Of Dizzy
Code Masters

6 The Chaos Engine
Microprose/Renegade

7 World Cup USA 94 US Gold

5 Mario All-Stars Nintendo

6 World Cup USA ‘94
US Gold

7 NBA Jam
Acclaim

8 Virtua Racing Sega

8 Cool Spot Virgin

6 Sensible Soccer '92/'93
Renegade/Mindscape

7 IndyCar Racing
Virgin

8 Premier Manager 2
Gremlin Graphics

9 SFII Championship Edition Sega

9 Sim City Nintendo

9 Cannon Fodder Virgin

6 NBA Jam Acclaim (SNES)

7 Donkey Kong
Nintendo (Game Boy)

8 Super Metroid
Nintendo (SNES)

9 World Series Baseball
Sega (Genesis)

10 Robocop Vs Terminator
Sega

10 The Chaos Engine
Microprose/Renegade

10 The Settlers
Microprose/Renegade

10 Secret Of Mana
Square Soft (SNES)

Amiga CD* Mega CD PC CD-ROM CD-i

1 Liberation 1 FIFA International Soccer 1 Theme Park 1 The 7th Guest
Mindscape Electronic Arts Electronic Arts Philips

2 Gunship 2000 2 Tomcat Alley Sega 2 TFX Ocean 2 Striker Pro Philips
Microprose 3 Sensible Soccer 3 Rebel Assault 3 Caesar’s World Of Boxing

3 Heimdall 2 Core Design Renegade/Mindscape US Gold Philips

4 Zool Gremlin Graphics 4 Wolfchild Sega Encarta Microsoft 4 Hotel Mario

5 Fireforce Ice 5 Ground Zero Texas Day Of The Tentacle Philips

6 Impossible Mission Sony Imagesoft US Gold 5 Dragon’s Lair
Microprose 6 World Cup USA ‘94 6 The 7th Guest/Dune Philips

7 Morph US Gold Telstar Fun And Games 6 Voyeur Philips
Millennium 7 Double Switch Sega 7 Cyber Race Cyberdreams Kether Philips

8 Sensible Soccer '92/'93 8 Sonic CD 8 Sam And Max Hit The Road 8 Caesar’s World Of Gambling
Renegade/Mindscape Sega US Gold Philips

9 Ultimate Body Blows 9 Silpheed 9 Myst 9 Defender Of The Crown
Team 17 Sega Electronic Arts Philips

10 Global Effect 10 Thunderhawk 10 Microsoft Art Gallery 10 Palm Springs Open
Millennium Core Design Microsoft Philips



Arcade: dedicated Japan: all formats

1 Daytona GP
Sega

1 Super Street Fighter II
Capcom (SFC)

2 Dragon Ball Z
Bandai (Game Boy)

3 Wildtrax
Nintendo (SFC)

2 Ridge Racer
Namco

3 Lethal EnforcersII
Konami

4 Suzuka 8 Hours II
Namco

4 Super Bomberman 2
Hudson Soft (SFC)

5 Super Formation Soccer ‘94
Human (SFC)

6 Super Metroid
Nintendo (SFC)

7 Super Street Fighter 11
Capcom (Mega Drive)

8 Final Fantasy VI
Square Soft (SFC)

9 Dragon Ball Z 3
Bandai (SFC)

5 Virtua Racing
Sega

10 Donkey IKong
Nintendo (Game Boy)

Daytona GP (top) is still king of Unsurprisingly, Capcom’s Super
the road, ahead of Namco’s Ridge SFII (top) fights its way to the top
Racer (middle) and leaving of the heap only a few days after
Konami’s shoot ’em up, Lethal going on sale. Wildtrax (middle)
Enforcers I, trailing in third place falls two places, while Super

Formation Soccer 94 comes
straight in at number five

Edge readers’ most wanted

Which item of videogames hardware or software - real or 2 _Killer Instinct (Ultra 64) 3 _Iron Soldier (Jaguar)
vaporous — would you most like to get your hands on? Write to
Edge Most Wanted, Edge, Future Publishing, 30 Monmouth

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

1 Poly Poly Circus GP (PlayStation)

The 3D beat 'em up Killer Instinct The German-developed /ron
is the first of a pair of Rare Soldier has become the game
games in this month’s chart Jaguar owners really want to see

4 Donkey Kong Country (SNES) 5 The Need For Speed (3D0)

Running at 60 frames a second (and bearing a passing resemblance to Rare’s second entry, Donkey Kong The provisionally titled The Need
Nintendo’s Wildtrax), this racer from Sony Computer Entertainment Country, shows just what the For Speed is all set to become
will be available for the December launch of the PlayStation in Japan SNES can do when it’s pushed the definitive 3DO driving game

¥66T 1200100 suizeSew JOAF



The

response

has been

exce“ent

with an excellent
calibre of candidate

Marilyn Lawrence, Answers Recruitment Ltd

S8
SRR
~ — 0 n
W
o
I
o
|
4
o &
g 8
Qo9
'MME
2el8Y
IR -R
IJgI3=xca
8l O 5 ® 3
QL ITOQO
®8 &
B i3
cs W3
28 N
cs O <
EE W 3
gL &a
oo <
S0 MY 35
> o
v o €N E
ST N 8
w S =
09 O 3
- >
nlo®
4-'00 q’:
— (4] s
c| O -
=) E D:
:w :f
ogo -
Ol A

Programmérs/Aﬁis’ 7
£15-25k, West Midland

3D Programmer
¢£22k + profits, North

Graphic Artist

- c£20k + profits, North

3D Programmers
£20 - 30k, London

D' I‘b rammers

Slhcon Graphlcs

preferred

Large company Ploy
development

Large company, 3D0, Satur
Playstation, SNES, Megodrl‘

Softimage experience for
~ Playstation development.

'Interncnional games company

eeks senior manager.

rge, major publisher. New

Hnology ‘

in Hill in complete confidence.

136 6944

ople Recruitment
Street
N 5RH

4

Plcasc send details and CV to:

Christophe Labourcau
Infogrames Ltd
Il Smedley Street
Clapham
LONDON
SW.1 6PF




GO AHEAD... MAKE YOUR DAY

+
Every now and again in life you get a lucky break. Le s qu l
Well, this might be yours. b
We're looking for a very special person to join our

talented, elite and highly motivated interactive CD
development team, as an ARTIST.

Right now we are working with some of the most
innovative and successful games developers and

If you already have experience on computer art or publishers to source creative and technical talent
3D rendering SOftware_’ throughout the UK, United States, and Europe:
so much the better, but we're quite happy to
provide hands-on training in Programmers up to £57,000
3D Studio and Wavefront on SGI. C, C++, Assembler, preferably with a games background
We offer a competitive salary, performance related Oppuranifies b Loedanand L diome
bonus scheme, and one of the best working 3D Artists up to £40,000
environments you'll find, including parties, pool and| Softimage, Alias, Wavefront or 3D Studio
MTV. Oh, and our parent company is based near A variety of positions throughout the UK and California
San Francisco. Animators up to £25,000
Write to us NOW. Include a CV and example of DPaint and traditional animation skills
your work on London, Lyon and California
video, PC, SGI or Amiga disk. Prodqcers/ Designers up to £30,000
Jon Dean, Creative Insights - Europe 'Ldei:'y W'N“‘ ?‘h'ea:l‘é’"l?fp“b,"s"ed game
. . A ni
Unit 4 Votec Centre, Hambridge Lane, Newbury, IO" 0"" O: el L i
P! P R 071-439 1919
Berks RG14 5TN England Qat:f:nc;epr:uwegliga(;: or on 081-909 2?;,;%
Tel. UK (0635) 522 868 Fax UK (0635) 522 081 between.7:30pm.and 10pm for an initial discussion.
] A A Alternatively, write to him enclosing your CV to
email deano@ClX.CompUhnk.CO.Uk Prospect International,

Arlette House 143 Wardour Street

[ 1
London W1V 3TB fax 071-437 1791. P t
All applications will be treated in the rO Spec
strictest confidence. i Gl LimiisH

nt Consultants

EGA

HAS A GREAT DEAL TO OFFER

SEGA has need to recruit a small number of key personnel to their product development group in Chiswick, West London.
Their aim is to ensure that the team comprises the most talented and creative experts in entertainment software in Europe

Successful candidates should be able to demonstrate a proven record of achievement within multimedia software
development and must be capable of establishing themselves as effective members of the team.

Sega Europe demand high standards; if you think you can contribute to their future and enhance your career, we would

like to hear from you.
ECTS
® Programmers Business Design Centre, London
4 - 6 Septemnber 1994

® 3D Artists

Come and meet us for a confidential and informal chat in the

PY Produ cers SEGA suite during your visit to the show. Py Testers

If you are unable to meet us at ECTS, please write enclosing your CV to Charles Cotton at Somerville International.

Someruille International

Search & Selection
Little Brook House, Holdfast Lane, Haslemere, Surrey GU27 2EU Tel: 0428 641202 Fax: 0428 645409




n platforms and Silicon Graphics workstations to
je softw _creative environment.

ience a plu5

Musicians

Designers

| fs:u¢¢essm|‘appl‘icfa‘infs can expect a competitive sal

SL1 3UA or call Jane Sewell at (0753).553445 fo arrange an appointment at the EC
We will also be receiving resumg S, so se drop them at our stand A910




Interactive Television

Andromeda Interactive is working with a major
Telecommunications company to provide on-line services for
the emerging Super-Highway market. This exciting new project
demands some of the leading people in the country to produce
state of the art applications working with exciting new
hardware.

Services will include on-line gaming, teleshopping, electronic
mail, video on demand and interactive television.

Andromeda Interactive is looking for quality experienced
personnel to work on this prestigious project.

ASSEMBLY LANGUAGE PROGRAMMERS (2)
Preferably with games experience

ATARI JAGUAR PROGRAMMER (1)
68000 based

C PROGRAMMERS (2)
SONY PLAYSTATION PROGRAMMER (1)

SENIOR GRAPHIC DESIGNERS (2)
Experienced in Quantel, Softimage, Alias, SGI
etc

GRAPHIC DESIGNER/ARTIST (2)

Capable of working with such packages as
Dpaint, Photoshop, Corel, Quark etc.

Apply with CV, examples of current work and salary
expectation to:

David Wainwright

Andromeda Interactive Ltd, 9-15 The Vineyard,

Abingdon,

OXON OX11 9DL
Fax: 0235 559122

CAREER OPPORTUNITIES IN
INTERACTIVE
ENTERTAINMENT

Our client base ranges from small software development teams to
world leading leisure software publishers,
based throughout the UK.

The following is indicative of current vacancies:

DESIGNERS £14K - £25K+
PROGRAMMERS £12K - £35K+
ANIMATORS/GRAPHIC ARTISTS £10K - £30K+
PRODUCERS £17K - £40K+

STOP PRESS! - URGENTLY WANTED

SILICON GRAPHICS SKILLS!
3D PROGRAMMERS!
C PROGRAMMERS!
CD EXPERIENCE!

Please forward your CV to:
AARDVARK SWIFT LTD. (Games Division),
75-77 STATION STREET, SWINTON,
SOUTH YORKSHIRE S84 8PZ

For an update on the very latest opportunities, telephone Stephen
Lloyd Davies on

(0709) 571441 Fax (0709) 586527
Absolute Discretion Assured. Unlike some
% other companies - our service to applicants is free of charge.

SEGAL

HAS A GREAT DEAL TO OFFER

Industry.

Our aim is to ensure that the team comprises the most talented and creative experts in
entertainment software in Britain, people who possess the qualities to work at the forefront of
entertainment software development.

We would like to hear from any person who believes their personal profile matches our
demanding requirement, regardless of current earnings or status.

The salary offered will reflect experience and expertise and the comprehensive benefits
package includes a generous performance related bonus.

Someruille International

PLEASE WRITE
ENCLOSING A CV TO
CHARLES COTTON
AT SOMERVILLE
INTERNATIONAL.

SEGA lies at the forefront of home entertainment technology, a global company producing
world-class products. In one of the most significant investment programmes seen within the
European games Industry, Sega has established a Research and Development Centre in West
London to accommodate the new Product Development team which has been formed to create all
forms of multi-media software for the very latest platforms, Mega Drive 32 and Saturn.

Since April, growth has been rapid but the need for quality, key personnel in the following
strategically important roles continues.

EXECUTIVE PRODUCER, PRODUCER
AND ASSISTANT PRODUCER

Essential skills that we will be looking for are:

¢ The ability to produce games designs and develop them into marketable products.

¢ The ability to determine and set achievable project schedules.

® The management skill to direct up to 10 projects simultaneously.

¢ The personality to communicate with and motivate team members effectively.

¢ Ideally, you should possess between 2 to 5 years production experience within the Games

Little Brook House, Holdfast Lane, Haslemere, Surrey GU27 2EU Tel:0428 641202 Fax:0428 645409

Search & Selection




SOFTWARE ENGINEERS - F%‘éq d egl code ! vanced; seg:w E lﬁg‘;ini ‘|In Graphicsid.s

glelY vvorkst%tld“hs Applicants musﬁ Berluent iml IC or As%e

packages usefuI but not essential.

GAME DESIGNERS Enthusiastic games players with a view t@
game design. =

are Limited
Church Street, Twycross.
Warks. CVS ' 3PJ :




MALIBU INTERACTIVE ar:
., ' ¥ ] 1 o

- PROGRAMMERS- must be fluent in C or Assembler with 3D knowledge

to create polygon and 3D-model based games

ARTISTS- are required for 2D and 3D animation and modeling
" including texture mapping for the new platforms.

Game design experience useful but not essential.

For more details contact us in complete confidence on: (0332) 292762
Or submit CVs and work samples to:

Stephen Wahid,
Malibu Interactive,

lan McGee,
Malibu Interactive,

Century House, Unit G15,
Bold Lane, Warrington Business Park,
Derby, - Long Lane,
DE1 3NT. Warrington,

WA2 8TX.

MALIBU COMICS™, ULTRAVERSE™, and THE STRANGERS™ are trademark
and copyright © 1993 Malibu Comics Entertainment, Inc. All Rights Reserved.
MALIBU INTERACTIVE™ and MALIBU COMICS* are divisions of Malibu Comics Entertainment. Inc.
Artwork by Rick Hoberg.

REAL WORLD MULTIMEDIA

Real World Multimedia, (the producers of Xplora 1 — Peter Gabriel's Secret World)
are developing further experiences for the current generation of CD based
platforms and for the generation of machines to come. We are looking for designers
and programmers with experience of multimedia development. Knowledge of MAC
and PC based environments is required along with visual flair, creativity and
commitment.

Manager of Distribution

We are looking for a dynamic individual to negotiate and administer distribution
contracts for our CD-Rom products throughout the World. A strong commercial
sense, an ability to structure productive contracts, combined with great attention to
detail and the ability to follow through from screening potential distribution
partners to fulfilment and shipment are key requirements. Experience in
entertainment distribution, especially music and/or video games would be an
advantage but is not essential.
Multimedia Artist/Designer

You will have strong visual sense and design skills coupled with excellent working
knowledge of programs such as Macromind Director, Adobe Premier and Photoshop
in addition to some 3D modelling experience. A knowledge of video and editing
techniques would also be an advantage.
Muitimedia Programmer
You will be fully conversant with C and have games and multimedia experience on
CDROM, coupled with an imaginative approach to problem solving.
Please apply with full CV and examples of work where possible to:
Mike Large, Real World Muitimedia at the address below.

R E AL
WORLD

= Real World, Box, Wiltshire, England SN14 9PL
Facsimile 0225 743787

Programmers

A self-starting, creative team play-
er, you'll help us develop our in-
house titles and technology. A
Computer Science Degree or at
least two years experience in “C”
environment is essential.
Experience in commercial software
development or a graphics environ-
ment would be an asset. Game
experience would be groovy.

Discover a new
country, have fun,
make money.

Interface Designers

Experienced Macintosh graphic
designers are needed for innova-
tive game design. Excellent typo-
graphic and color skills combined
with Photoshop expertise and a

pro-active attitude are required. A Contact

passion for computer games,

sports and science fiction would Gre}y LA
Julien Hofer

also freip; Datascope Recruitment

36 Langham Street
London

W1N 5RH
0715806018

fax: 071 580 6068

3-D Animators

Two or more years experience
using Softimage, Alias, Wavefront,
Prisms, 3D Studio or Lightwave are
required for this position. Broadcast
experience is a definite asset, as is
knowledge of Unix and SGI sys-
tems. Please include your VHS or
Betacam demo reel with resume.

About Gray Matter

We are a mid-size, entertainment
software developer currently devel-
oping original titles for 3DO, Sony
Play Station, Sega Saturn, Super
NES, Sega Genesis, PC and
Macintosh platforms.

Gray Matter

Competitive salaries, a slack dress
code, free continental breakfasts
and E-mail wrestling matches
make Gray Matter the only option
for serious game development in
Canada. We are located in
Oakville, a thriving community
located just outside of Toronto. It's
Canada’s economic engine, cultur-
al capital and home to the World
Champion Blue Jays.




PC Music has a proven track record in

PC/PC CD-ROM music and sound effects solutions.
We have comprehensively solved the problems
associated with PC game drivers, music and sound
effects, and we are available now for your latest projects.
If you want the best in PC sound contact us for a chat
and a copy of our showreel tape and information pack.

CONTACT: Keith Leary

Tel: +44 (0)51 - 708 5090
Fax: +44 (0)51 - 707 2073

PC MUSIC LIMITED
142a L ONDON ROAD LIVERPOOL.L3.8JH.U.K.

DESIGN SHEARD AND BUTLER 0704 533678

DEVELOPMENT OPPORTUNITIES

PLATFORMS
Nintendo’s Ultra 64 (Project Redlity), Sony PS-X, Jaguar, Saturn, PC, PC CD-ROM,
Mac CD, 3DO, A1200, CD32, Megadrive, SNES.

LOCATIONS

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

OPPORTUNITIES
3D MODELLERS £25-33k

To work on Silicon Graphics machines. Candidates will be familiar with ot least one
of the following: Alias, Wavefront, Softimage or 3D Studio

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

SENIOR PROGRAMMERS £30-38k + Bonus
To lead the development of exciting new projects

PROGRAMMERS £23-30k + Bonus
Various projects. 80x86, 68000, ARM, 65816/6502 or C/C++

GRAPHIC ARTISTS £18-27k + Profit Share

2D and/or 3D skills. Candidates will be experienced in computer based graphics
and/or animation and will be familiar with Dpaint or 3D Studio.

VR PROGRAMMERS c£28k
C and 3D computer graphics. Knowledge of C++ beneficial. Previous Virtual Redlity
experience advantageous.

SENIOR GRAPHIC ARTIST c£30k + Bonus
To lead small team. 3D Studio experience
PRODUCERS £25-34k + Bonus + Car

Candidates will have previous video games experience and a track record of success.
FREELANCERS £Negotiable

Programmers and Artists.

For more details or an application form, contact us in complete confidence on
0924 254467 or dlternatively send your CV to Marie Harris at:-
Zodiac Pursuit, 16 Colleen Road, Durkar, Wakefield, W. Yorkshire WF4 3PX

Loaic

One of the most respected
publishers in the game
industry, is proud to
announce the opening of
Novalogic Ltd. in the
United Kingdom.

. We are looking to staff this office immediately, afid are
seeking hoth programmers and 3D artists with experience
In the game industry. If yo.are willing to push the
boundaries on the P&-afd all'ef the newest game console
platforms,.and would like to joln our team, please contaet:
StewKosoy, NovaLogic Ltd., at 071 266 5669.

Eli!pluyees enjoy good henefits and have the potential to
transfer to the California office. Salaries are
commensurate with experience. All ingiivies taken in the
strictest confidence.

" Game Development

Part Time?!!!

You riay abeady have a Tull time job, but you would like to get
involved in Games Development. Why not get together with like
minded people?

You Have We Have

Determination,
Enthusiasm,
Commitment,
Sense of Humour,

Network Rendering,

3D Raytracing Software,
3D Graphics Library,
Development Tools,
Experience in: Photo-paint packages
Programming? Virtual Reality Headset,
Design? 3D Digitizer,

3D Graphics? Midi Software,
Production? Music Synthesizers,
Music? and more

We already have financial backing for marketing and publication of
tinished products. If you would like to join us, or require more details,
please write, giving as many details as you can about yourself, to;

The Originals, 38 Pickwick Road, London Sk21 7JW

or call on 071 733 132




KT KONSOLS

TEL/FAX: 0847 66949

26 PRINCESS STREET, THURSO, CAITHNESS KW14 7BQ
Game Exchange Service

PLEASE NOTE: Second hand Sega Games are no longer swapped.
We now run a buy and sell scheme. Please phone for details

MANGA VIDEOS NOW STOCKED NEW & SECONDHAND
PHONE FOR LATEST PRICES

@ SNES ® MEGADRIVE ® NEO GEO ® HANDHELDS
@ 8 BIT MACHINES @ PC ENGINE ® MEGA CD ® CDS ©

We are the largest stockist of secondhand games in Britain. At present, we have the follow-
ing amount of games in stock: Over 200 Megadrive, over 200 SNES, over 50 Neo-Geo. To
find out what titles we have in stock, please phone. Once you have chosen your game - we’ll
reserve it for you - then all you have to do, is send us your unwanted game and we'll dis-
patch your reserved game immediately by 1st class recorded delivery - it couldn’t be easier!

Please feel free to phone & ask about any game of any system.

We Play Them All!!

JAGUAR & 3DO’S NOW IN STOCK. CALL FOR PRICE

TRADE ENQUIRIES WELCOME FOR SECONDHAND GAMES.

PHONE FOR DETAILS!!

NEW SNES RELEASES NEW NEO-GEO RELEASES
SUPERMETEOROID @ BOMBERMAN 2 KARNOVS REVENGE,
STUNT RACE FX @ Call, WORLD CUP USA, SUPER SIDE KICKS 2,

GOEMAN 1, YORTEX, KNIGHTS OF TOP HUNTER,
ROUND, STAR TREK WORLD HEROES JET

TURBO EXPRESS HANDHELD + SF11 + JAP GAME ADAPTOR
WAS £249.00 NOW ONLY £149.00

SPECIAL OFFER ALL AT £25!
GOMOLA SPEED, FINAL SOLDIERS, SFll, GRADIUS, SALMANDER,
BOMBERMAN ‘94, FORMATION SOCCER ‘94

PRICES ARE CONSTANTLY CHANGING & NEW —
TITLES ARRIVE DAILY - PLEASE PHONE sa,
OPEN MONDAY TO SATURDAY 10AM TO 6PM

GUIDE TO BUYING MAIL ORDER

When you’re buying from any mail order company, it’s worth
following these Ecze guidelines:

- L E the supplier to make sure
the item You requwe is in' stock. Ask questions about the
company’s ﬁollcy on delivery and returns of faulty
equipment. Make sure there are no hidden costs such as
postage and packaging. Find out when you can realistically
expect to receive your goods.

© on adverts.

eware Co :de their address on their
adverts. Also, av companles that do not answer or return
your calls.

ar t od of payment is by credit card. If
orderlng goods of more than £100 in total value remember
that you are legally entitled to claim compensation from
some credit companies - if the retailer goes bust. Check
your credit card company’s policy. You can also try to get
extrainsurance in advance.

f L ard, pay by cheque. Never send
cash and av01d usmg postal orders.

ds. If you are buying by credit card, keep a note of
the order and ask for an order number. When ordering
anythlng over the telephone, always double-check the price.

keelp a note of the cheque
u

number, the date and the exact value. Make sure you know
the exact name of the mail order company.

/ e 200 check them carefully. If
anythlng is m|ssmg or faulty, contact the supplier
immediately.

e of =

e, contact the supplier in the first
instance. Calmly and polltely tell them your problem. Most
problems turn out to be minor hitches or misunderstandings
that can easily be resolved. If you think you have a genuine
grievance, contact your local Trading Standards Officer. The
number is in the phone book.

A SELECTION FROM OVER 1500 TITLES. IF YOU CANT SEE WHAT YOU WANT PLEASE CALL ....

- Super Arcade Games £15.00
PC CD ROM GAMES Super VGA Harrier £31.80
7th Guest & Dune Double Pack £29.00 ¢
N Syndicate Plus £29.00
Action CD £19.00
f TFX £29.80
Alone in the Dark & Jack £18.00
The Hode £28.00
Battlechess Enhanced £29.00 5 .
Total Distortion £32.00
Battlelsle Il £27.00
Betrayal at Krondor g000 YO et t0
el eoa0p  Utima VI : The Series £38.00
. ' Ultima Underground 1 & 2 £31.00
CHAQOS Continuum £37.00 . .
Video Game Solution £28.00
Chessmaster 3000 Pro £35.00
Comanche: Maximum Overkill £29.00 WallslofiRome £23.00
Critical P ofn 929'00 Who Shot Johnny Rock £28.00
) ’ Wing Commander 2 £35.00
Cruise for a Corpse £11.50 Wolf K £18.00
el 2900 2185 Xeen: Might and Magi £3200
Dark Seed £35.00 or ; of Xeen: Might and Magic 1
Day of the Tentacle 2800 CDi FILMS
Dracula Unleashed £31.00 Black Rain $12.17
Dragon's Lair £29.00 Ghost £12.17
Dragonsphere £27.00 Naked Gun 2.5 £12.17
Dungeon Hack £27.00  Patriot Games £12.17
Eleventh Hour (NEW-2CD set) Star Trek 6 S12.17
Eye ofthe Beholder £11.00  The Hunt for Red October £12.17
F117A/F15 Ver 2 £27.00 Top Gun 1217
F15 Strike Eagle Il £1200  Fqgtal Attraction £12.17
F15 Strike Eagle Il £2800 waynes World £12.17
F19 Stealth Fighter £12.00 g
Fantasy Empires Enhanced £23.00 CD' GAMES
Flight Sim Toolkit £3200 7thGuest(10th June) £38.30
Fly Drive Spectacular £3200 Alien Gate £156.31
Fontier Elite Il £25.00 Backgammon £7.65
Gabriel Knight £28.00 Battleship £22.97
Gateway 2: Homeworld £2600 Caesar's World of Boxing £38.28
Goblins 3 £29.00 Caesar's World of Gambling £19.14
Golden 7 £2990 Dark Castle £2297
Geat Naval Bottles Vol 2 £2600 Dragons Lair £42.54
Hand of Fate £2900 Earth Command (24th June) £26.80
Hell Cab £3200 Escape from Cybercity £30.63
Humans 1 & 2 £27.00 HotelMario £27.65
Inca 2 £3400 Inca £31.48
Indiana Jones & Fate of Atlantis £2850 Kether £26.80
Interplay 10 Year Anthology £3200 LaserLords £30.63
Ion Helix £2400 Lords of the Rising Sun £30.62
Jones in the Fast Lane £29.00 Megamaze £16.16
Journeyman Project £27.00 Mystic Midway
Jurassic Park £2500 Rest in Pieces £26.80
Jutland £36.00 Phantom Express £24.00
King's Quest VI £3300 Othello £19.14
Labyrinth of Time £26.00 Pinball £2297
Lands of Lore £3200 Sargon Chess £2400
Lasersoft Top Track £3200 SpaceAce £38.29
Laura Bow 2 £29.00 Striker Pro (NEW) £2297
Lawnmower Man £33.80 Tetris £2297
LeaderBoad Collection £2200 TextTies £16.31
Legend of Kyrandia £27.00 Two Player Tennis £31.48
Leisure Suit Larry 1 £12.00 Ultimate Noah's Ark (26th Aug) £19.14
Links - The Challenge £12.00 Video Speedway £22.97
Loom £2850 Voyeur £30.62
Lord of the Rings £2800 Wacky World of Mini Golf £16.31
Lost f||e§ of Sherlock Holmes £32.00 CDI M U SlC
Lost inTime (Parts 1 & 2) £32.00 Antistatic (29th Jui §12.17
Lost treasures of Infocom £2400 A il |ch1 c '(< T‘:]VF) - el
Lost treasures of Infocom I £21,000 bonJovi-Reepin ral .
M1 Tank Platoon £12.00 Bryan Adams - WakingUp ... £12.17
Mad Dog Mcee £2800 Cream of Clapton £12.17
MegaRace £24.80 EU’e gg };
Microcosm £3350 SScope :
Louis Armstrong £12.17
Myst £32.80 P i 1217
Myst Strategy Book gl250 Cavaor :
Tina Turner Live in Rio £12.17
izl 23800 1odd Rundgren: No World Ord 812,17
Outpost Strategy Guide Book 1250 [0dd Rundgren: No World Order :
Patrician cogog Classical Jukebox £12.17
; James Brown £12.17
Pirates £11.00 . 1217
Police Quest 1 £11.00 éﬁiﬁi‘ﬁlﬁ one :
it
r?;/ne'r;]lrgﬁe are £2900 Classical Guitar £38.29
Rebel Assault 2800 Rl‘gjc“o?“"‘” gg%‘;
Return of the Phantom g2800 VVorlds Of.. S
Return to Zork £2750 VIDEO CD
Reunion £26.00  (RequiesMPEG boad for PC or DV cart for CDI)
Sam & Max Hit the Road £27.00 DavidBowie (VCD) £16.16
Secret of Monkey Island £27.90 Dinosaurs - Myths and Reality £14.45
SecretWeapons of the Luftwaffe £2990 History of Aviation £14.45
Shatteed Lands £3200 KateBush - The Whole Story £14.45
SimCity Enhanced £29.00 Pavarotti £16.16
SimCity Strategy Book £1250 Pink Floyd - Delicate Sound Thunder  £16.16
Space Quest 1: Roger Wilco £11.00 Queen reatest Flix £19.14
Star Tek 25th Anniversary £2990 The Three Tenors £12.17
Strike Commander /Tactic Mission £29.90 Tina Turner Simply the Best ‘94 £16.16

PRICES AND A V AILABILITY ARE SUBJECT TO CHANGE WITHOUT NOTICE. E&OE. PLEASE CALL TO CONFIRM PRICES WHEN ORDERING BY POST
OR FAX. ALL SOFIWARE IS SENT RECORDED DELIVERY - A SIGNATURE WILL BE REQUIRED. ORDERS FROM BONA FDE EDUCATIONAL
ESTABLISHMENTS ARE WELCOME. WE ALSO STOCK CD-ROM BASED SOFIWARE FOR MAC's AND PHILIPS CDI HARDWARE

UNIT 15, MITCHELL POINT,
ENSIGN WAY, HAMBLE,
HAMPSHIRE, S03 5RF. UK

UK £3.00 PER DRDER.
EUROPE £5.00 PER ORDER. s - FAX: (+44) 0703 453231

PLEASE ADD VAT TOD ALL PRICES. &2 : (+44) 0703 455115




With Shiny about to unleash
Earthworm Jim, Edge spends
some downtime on the SoCal
codeshop’s home turf

Ithough still in his 20s,
Dave Perry, president of
Shiny Entertainment, has
had more success in the
last two years than most
programmers could hope
for in a lifetime. He’s now partaking of the
fruits of that success. He lives with his
girlfriend in a luxury apartment a short
drive from Laguna Beach, southern
California, and owns a $40,000 Mitsubishi
sports car. However, prosperity hasn’t
diminished his drive in the slightest.
Big-selling Mega Drive hop 'n’ shoot
games like Global Gladiators, Cool Spot and
Aladdin (that one with the help of 30 artists
on loan from Disney) have established this
six-foot-plus programmer as a hit machine
for console games. Dave started his career
at Fergus McGovern’s UK base, Probe
Software — a well-respected game stable —
along with many of his new team. He
subsequently joined Virgin, but after the
completion of Aladdin, which netted him
enough funds to go it alone, he left to start
his own company, taking Virgin colleagues
with him. And so Shiny was born.
Earthworm |im is Shiny’s first creation.
Dave Perry is programming the Mega Drive
version, while ex-Probe coder Nick Jones
(the programmer of Alien? on the SNES)
handles the SNES game. Other former
Probe talent comes in the form of art
director Nick Bruty and lead artist Steve
Crow. Shiny can also call on the talents of
animation director Mike Dietz and
animators Edward Schofield and Doug
TenNapel (the designer of the Earthworm
Jim character). US toy giant Playmates (of
Ninja Turtles fame) are investing heavily in
Earthworm Jim and a TV series is planned.

Edge How did the team come together?
Dave Perry We had six headhunters
continually touring the world [laughs].

What | said to them was, ‘| want the best in
the world that you can find in each field’,
and they sent them all here. | keep saying
there’s no need for more people, but we
keep hiring more. We're trying to get Mr
Katzenberg [Disney CEQ]...

Edge How successful do you think
Earthworm Jim is going to be for you?

Dave If we can get everything to fall into
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place the way it has to date, we will have,
no matter what, a successful character. The
fact is, the people we’re using have the
potential to take it all the way to Turtles
standard. It’s all down to the public now. If
the public like him, we’ve got a huge
success. If they don’t, then we don’t. We
haven’t tried to make up exactly what
people want. We haven’t sat there and just
made him all bland. He’s designed to be
cool. Basically, Shiny are backing him all the
way because he has all the features to
make him a cool thing for 1995.

Edge What plans do you have for him?!
Dave We're not just making one game and
saying, that’s the end of it. We're getting
involved with a television series. And we're
not just giving it the okay; we will be
actively involved. We're actively involved in
designing toys and we have other irons in
the fire too. | get continuous offers to use
our guys as graphics consultants for other
things, for other people’s projects, which
means that we know about all the cool
new things that are coming out. For

1.

Shiny happy people (from top): Dave Perry,
Tom Tanaka (level designer), Mike Dietz
(animation director), Edward Schofield
(animator), Nick Bruty (art director), Nick
Jones (programmer), Steve Crow (lead
artist), Doug TenNapel (animator). Plus
Andy Astor (assistant programmer)

example, the Taos operating system — |
have that here, and we have it running.
Edge So are you hoping for a lot of
overlap between formats?

Dave We're trying to create a lot of very
valuable source. We've got filing cabinets
weighing two tons, full of all our
animations. They’re protected from bombs
and from fire, and no-one can steal them
because they’d need a fork-lift truck to get
them out. These cabinets contains all the
animations, which cost quite a lot of money
to develop. They’re of a much higher
quality than we need, so we can use them
for the Saturn, PlayStation or Ultra 64.
Edge What do you think is the key to
great animation?

Dave Most people would look at most of
the stuff we get sent in by freelancers and
say it’s brilliant. But when you really look at
it, it often lacks that sense of realism, which
is the main thing animators should be trying
to achieve. Scissors are heavy, so you want
to see heavy scissors walking across the
table when someone animates them. The
table bending under their weight — that
kind of thing. Animotion is the process we
use to get paper onto computer. Everyone
had a go when it was new. We had terrible
results at first, then okay results, and then
final results that we thought were great.
The thing is, with Aladdin it still took 30
Disney people to colour everything we got,
but we've set it up differently here to do
away with most of those people. We didn’t
know if this was going to

work at first.
Edge How long
will you continue
using animation
techniques

like this?

Dave Until they
stop using pixel-
based computers!
The trick we use,
and it’s no real
secret, is that we
move things by less than a pixel. It may
sound impossible when using a computer,
but using anti-aliasing you can get that
subtlety. These guys here are able to
achieve movement so smooth it’s just
ridiculous. And it’s this subtlety that gives
Jim his character. There are no lines on his
body. As his body twists, even if his knee
wouldn’t have moved a pixel, you'd still see
it move half a pixel.

Edge What about polygon animation?
Dave | don’t see the need for it at the
moment except for specific tasks when you
need polygons for certain situations. At the
moment there’s this trend to do things like
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‘We use 3D as

a tool. We don’t
justuseitasa
gimmick. Our game has
both digitised effects
and rendered stuff’

interview

$66T 1900100 auizegew I95a3

Shiny’s Dave Perry is confident that
Earthworm Jim will be genuinely different

Alone In The Dark and Out Of This World.
They use polygons because it’s the
cheapest way to store their style of
graphics, whereas we’re storing our
graphics in the same form of memory but
using compression techniques to give fully
shaded 3D characters. It’s a personal
choice, but even if their compression was
better I'd still choose pre-rendered
characters over characters constructed out
of four squares.

Edge What about inbetweening, the
technique Nintendo are pushing with Ultra
64! Is that ever going to take over as the
standard form of animation?

Mlke Dietz The problem is that the
computer will always
take the most logical
choice, which is
rarely the best
choice. If there was
software good
enough to inbetween
key frames of
animation properly,
then it figures that
Disney would
already be using it.
Doug TenNapel And they’re not. If it
was smart enough to inbetween, you
wouldn’t need the animator at all. It’s
absolutely impossible — it’s simply not going
to happen.

Nick Bruty After you've edited all the
possible variables, it would be quicker just
to animate it. Doug could flash out 10 feet
of animation in the time it would take to
build the 3D model of the head of one of
the characters.

Dave We're not giving up, though. We're
trying to form a partnership with Softimage
to do specialised tools for Shiny. If we can
get a relationship going with them, then we
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interview

can advertise them while they help us.
People will generally do anything to make
their lives easier.

Edge What do you think of Nintendo’s
Alias-rendered animation?

Dave If you look at Donkey Kong Country,
you wonder just how much Nintendo
actually had to do with it. There is still no
sense of humour and | don’t think it will
entertain young children like Aladdin did.
Doug | think the public should feel
betrayed by Donkey Kong Country (laughs).
They’ve turned him into Mario! I'm
disappointed with the gameplay, but | think
it will probably put Nintendo back on the
map because it looks beautiful. They have a
cool 3D tool but they’re not really doing
anything special. We use 3D as a tool. We
don’tjust use it as a gimmick. | think a
good example is that our game has both
digitised effects and rendered stuff, and we
can increase or decrease any percentage of
either at any time.

Edge Are there noticeable differences
between the SNES and Mega Drive
versions of Earthworm Jim?

Nick Jones There are obvious colour
differences and there are some special
effects in the SNES version that the

Genesis hardware just can’t handle — things

Dave Perry (top): ‘These guys achieve
movement so smooth It’s ridiculous. It's
this subtlety that gives Jim his character’

Earthworm Jim boasts spectacular
scrolling effects and some great
gameplay (Mega Drive shot)

like the glare from the sun’s rays when it
appears from behind a cloud. We're really
happy with things like that.

Dave We've got a system that can develop
simultaneously on both systems and a
programmer who can fix bugs in a minute
on both. It’s close to how Taos works — it’s
not binary-compatible but it’s code-
compatible. We can work on separate
levels and update them simultaneously.
Edge When will the game be finished?
Dave We've got about |5 days until
submission. We're working 12 hours a day
minimum — if we’re not sleeping we're
here. You guys are the last people to come
through that door. We're trying to get it
out before Donkey Kong Country or Sonic 4.
Edge What's your favourite game?

Dave Doom on network. | had to write a
program to check if there were copies on
the network. | came in in the morning and
everything would be quiet — they would
already be playing it. | have to

actually hide the
good games in a
cupboard now.
Edge Are you
looking forward to
the new console
formats?

Dave On the
release of each one
there’ll be ten
fighting games, ten
flight sims, ten of
everything... Every
genre has been done to death and so we
have a new genre planned that has not
been done before. We can start getting
actual character across with these new
machines.

Edge Sega seem to be losing adherents...
Mike That’s because there’s an illusion that
Daytona and Saturn are the same thing.
When gamesplayers find out they’re not, |
think they’ll be massively disappointed.
Expectations are still too high.

‘Every genre
has been done
to death. We
have a new genre
planned that has not
been done before’

Doug We still prefer Sega’s games to
anyone else’s, though.

Edge What, in preference to Nintendo’s?
Mike Oh yeabh, Virtua Racing, Virtua Fighter.
Nintendo just can’t do this stuff.

Edge What about Sony’s plans?

Dave We wish we knew what they were.
They have the best hardware — it’s the best
we've ever seen. They're still keeping
things very quiet in the States, though.
Edge Are you going to continue with
character-based games?

Dave We've only specialised in them in
the last couple of years anyway. The fact
that computers are becoming more
powerful will
inevitably mean
that characters
come more to the
fore. The games
we have planned
are not just
platform games.
We're not just
going into
rendered worlds
either — we're not
going to render
everything. We have ideas and test stuff
that will create a new genre of game, a new
style of game that will hopefully cause a lot
of that style to be done by other people as
well. And while giving you full control of
the game the whole time. We're called
Shiny Entertainment, not Shiny Interactive
or anything. We want to make games you
can control like any other. Don’t worry,
we have some stuff that Edge will Eg
love [laughs].
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TUIILE £349

PLUS DELIVERY

U CAN PLAY REAL ARCADE CLASSICS

the huge range of Jamma Arcade boards available at lo!
w prices and play them in your own real arcade machine.
Why play arcade conversions when you can play the original for less.

JUST LOOK AT THIS SPECIFICATION!

2 ROBUST FULL SIZE CABINET FINISHED IN MATT BLACK WITH REAL ARCADE STYLE LIVERY.
I 20" COLOUR MONITOR FOR FANTASTIC RGB ARCADE RESOLUTION.
I 8" 10 WATT SPEAKER WITH STYLISH MESH GRILL.
& JAMMA SOUND SYSTEM BLASTS OUT ARCADE GAME SOUND.
 FULL JAMMA SPECIFICATION WITH 15 AMP SWITCHI! POWER SUPPLY.
 SUPER TOUGH 8 WAY JOYSTICK PLUS 6 CHUNKY MICRC CHED BUTTONS
I FREE PLAY AND RESET BUTTONS. [ SIMPLY PLUG IN ANY JA BOARD AND PLAY.
2 player version with 2 joysticks and 12 buttons available £399

PI.US DELIVERY

We have a full ronge of genume Jommo orcode boords mdudmg ‘

MPSONS, DOUBLE DRAGON

‘2.5 LE FEST plus laade more from only £3O OO A full st is uvollabic

{ = | \ - | L
é L = L I L e w - ¢

PLUS £2.00 P&P

If you don't want to buy a whole arcade machine then with this unique ARCADE POWER BASE CONVERTER unit you
can play 'Jamma' arcade boards on your own TV. This full specification unit has all the features required for 'Jamma'
Board functions. Simple to use just plug in any Jamma board and connect to any RGB Scart* TV or Monitor.

Composite video out option B 150 watt P.S.U. B Full Jamma Connector

Complete with 6 button controller, B Full scart output BN Two joystick ports & Credit/Reset buttons
mains lead, scart lead

- s < . ; n iy 4] 1'111d.48 0.9

Play NTSC equipment on your PAL Monitor/Scart TV.
Ideal for 3DO, Jaguar etc.

b PLUS £2.00 P&P

Converts NTSC video signal to
PAL composite Video Signal
Complete unit supplied with

cables etc. 6; , £59.99

PLUS £2.00 P&P

are ="

Professional quality Digital TV system converter

Send Cheques, Postal NTSC to PAL B NTSC to SECAM W PAL to NTSC
Orders or credit card . 24 HOUR MAIL N PAL to SECAM I SECAM to PAL N SECAM to NTSC
details fo:-
DATEL:L:é;RSNICS . . ORMMT”NE Ideal for all applications including dubbing across video standards.
GOVAN ROAD, Digital system means rock steady picture even with VCR to VCR
FFEE':«TT%:";;)(‘),::R&TE:ESIE 0782 744707 Built-in time base corrector. 525/625 line and 50/60 Hz conversion.
574 2RS, ENGLAND. Two inputs and two outputs. 4M bit field memory. 500 line resolution.




Buckinghamshire

HEARTS SURERGTL] "POWERMASTER" £109.99
£3499

"VOYAGER" ARCADE JOYSTICK

100'S OF JAMMA GAMES IN STOCK.
P/X WELCOME

TRADE ENQUIRIES WELCOME
SEND S.A.E. FOR INFORMATION PACK

OR PHONE:ﬁ
931 B39
)3
FAX: 039 881 9888
HEARTS LEISURE,
125 BOWES ROAD, PALMERS

GREEN, LONDON N13 45B

(SUPPLIERS, , &
OF ARCADE MACHINES & JAMMA BOARDS)

CALL US TO GUOTE ON
YOUR NEXT SYSTEM/
JAGUAR SCART/RGB

LEAD .45

USA § INC MADDEN
w L44

USA TR <245
PAL SUPER GUN SOON
PLEASE CALL

GAME ZONE MK.
23 HIGH STREET
NEW BRADWELL
MILTON KEYNES

0908 226696

<

5

@Sy o
(7] NEO-GEO®

OPEN LATE 7 DAYS A WEEK
CALL US RIGHT NOW, DAMMIT!

(071) 636
i TCR COMPUTER EXCHANGE

1 32 RATHBONE PLACE
1/ LONDON WIP 1AD

THE GAMES
MACHINE

11 Grand Arcade,

Talli-ﬂo Corner,

Finchley, London
N1z oE

Tel: 081 343 9830

We buy and sell new and 2nd
hand games and machines.
Part exchange also welcome.

AVAILABLE NOW

Atari Jaguar &
3DO

We also stock
Super Gun now!!!!

Arcade

Connection

The Best Connection You'll Ever Make

Super Gun Pro £99

Play Arcade PCB's At Home

Complete with
6 Button Pad
SFIl Interface

Stereo Connector
Avoid Mayhem and Talk To The Real Experts
A Large Selection
Of Arcade PCB's
Also in Stock.

081 473 3707
O

pen Mon-Sat |0am-8pm

Cornwall

 CYBERMORPH £229.99
" NOW AVAILABL

£39.99

| RAIDEN £39.99
| CRESCENT GALAXY £39.99
| |TEMPEST 2000 £49.99
| ALIEN Vs PREDATOR CALL
| | WOLFENSTEIN £49.99

| | NEO GEO CLEARRNCE - ALL USED GAMES UNDER £50
SENGOKU 2 (NEW) RRP £349:97
NOW ONLY £99.99

EL: 0736 331131
CONSOLE CONNECTIONS, UNIT 2, OLD
BAKE HOUSE LANE, CHAPEL ST,

@ conucm.{wgb 4AE
——— NATIONWIDE DELVERY ——

Cambridge

Fun HousE
GAMES AND CONSOLES
UK AND IMPORTS

® Sega Megadrives @
e MegaCD e
e Super Nintendo e
@ Amiga CD 32 e
® Neo Geo @
® Panasonic 3DO e
o AtariJaguar e

Tel: 0223 212192

Mon-Fri 11am - 8pm
Sat 10.30am - 6.00pm
Unit 11 Laundry Lane,
Cherry Hinton Road,
Cambridge CB1 4DH

CREDIT CARD ORDERS

SAME DAY DESPATCH IF ORDERED BY 3PM

0622 - 766220

YARCADIIN

simply the best
JAGUAR NEO GEO
M/DRIVE SNES
SUPERGUN

Medway Meadows, East Peckham,
i Kent TN12 5HJ

PUMP UP VOUR GAMEPLAYV WITH |

ADRENALIN

Got a SEGA, NINTENDO,ATARI

JAGUAR, 3DO, AMIGA, AMIGA

CD32, MAC, PC, CD ROM or a
PHILIPS CDi?

Good, because we sell software for
them all, accessories too!
Haven't got one? Well look no further!
We also sell SEGA, NINTENDO, AMIGA,
AMIGA CD32, ATARI, JAGUAR and
PHILIPS CDi HARDWARE
Give us a CALL if you would like one of
our FREE PRICE LISTS!

0532 383188
No SAE required
or WRITE to:-
ADRENALIN SOFTWARE, PO BOX 21
MORLEY LEEDS LS27 OXE

stating which machine(s) you have.

All games are new and reasonably priced.
Cheques or Postal orders only. Please allow 7
days clearance for cheques. Al items sent by

recorded delivery. Postage is £1-50 per order for
software and hardware is £7-50 per item

Mon-Fri 1pm till 8pm Sat 8am to 12 noon

Answer phone all other times

14
14
X Top Hunter £120.00 - Brond New %

ArtOF Fighting (Now), SuperSidekicks11 (Now)
WorldHeroes 2 Jet (Now), TopHunter(Now),
Reoctor (Aug), Womor ofDark Aggression (Sept),
King ofthe Fghters"94 (0ct) Somurai Showdown i (ov)
NE Alinew releases £164.99
Qe We have the o bass inthe UK. Thi b
ihrough hnesy and gty o ot pingpocy. We oo hove the most
compbensiv onge o s cricgs, with pices o €25.00
X Neo Geo (D System Out September 9th - Callfor Detais

Panosonic Core Unit............. . 844999

are

Now), Burming Soldier (Now),
Fireball (Now), Microcosm (Now), Virtol Quest (Now)

Al Jopanese tils. ... e £84.99

Jn@unesé'
Dr Houzer (Now), Wacky Roces (!

S Software
FIFA Soccer (Nov), Rood Rash (Now),
Shock Wave (Now), Mega Race (Sept), Alone in the Dark (Now),
Way of the Warrior (Summer)
In Stock Now

3D 0,

Out of his World ...
Jurssic Pork el
Twisted ... ....546.99
WE BUY USED 3DO, NEO GEO AND SUPERGUN SOFTWARE
11 0622 871544
0831 825068

PLEASE RING FOR LATEST TITLES AND PRICES
| PHONE: (0384) 89 84 85
(021) 558 6502

10 AM TO &5 PM

Trade enquiries are always welcome

VIDEO GAME

CENTRE

We have a huge range of
new & used consoles, games
& accessories including new

& rare imports from Japan
and USA.

Megadrive, Mega CD,
Super Famicom, Nes,
Gameboy, Jaguar, Lynx,
3DO, PC Engine,
Turbografx, Neo-Geo
888 Wimborne Road,

Bournemouth BH9 2DR
LE Tel/Fax: 0202 527314 752

PLAYABILITY PCOS
Computers for all
4a Church Street,
Folkestone, Kent CT20 1SE
Tel: (0303) 227-227

Playable games at Payable prices

50DD Disks £16.00
100 Capacity Disk Boxes £4.99
Part Exchange welcome
Also available: Servicing, repairs, sharing

Lancashire
ElE PP P PP PP PP EEEEEE

23

restlefest

treet Fighter C.E.
uro league

ide Arms

rude Buster
-Type Leo

+ Many More PCBs
Also Complete
Arcade Machines
from £150

e X k%)

Mol Order Supplies
AT QC Quality Cowurnts

H
WEST MIDLANDS B66 3JJ

M.D. CONSOLES.

Specialist Retailers of Games
Consoles, Accessories
and
Development Stations for
Megadrive and Famicom

Suppliers to Both Retail
and
Trade Outlets

RING FOR CATALOGUE
— 0384 480047 —

Showroom now open at
Suite 6¢ Mill Street, Brierley Hill,
West Mids DY5 3AW
Sales & service 0384 480047




W. Midlands Middlesex Suffolk

“oAME SHAGR

5 Wolverhampton Street Dudiey
West Midlands
Tel: 0384 242513
Open Mon - Sat. 9.00am - 6.00pm
Super Famicom Super Nintendo
USA CD 32

Exchange service available also mail order.
Format to format system to system.
Megadrives + Su&)er NES consoles from £50.
Megadrive + SNES + (D32 + MegaCD Fames
from£7.50! Cheapest + best in Midlands.
Alllatest releases & imports for news & orders
please call in our showroom or telephone the
Hotline 021 557 0633
Bring this ad for an extra
discount of up to £5.

Scotland__

TJAGUAR,

A ATAR]

Hear it ROAR at DANIEL
OFFICIAL UK STOCKIST

[~ N X
MAIL ORDER SPECIALIST

DANIEL of WI

120-125 PEASCO
WINDSOR BER

TLRL
A
L ar NN __BF B |
* AMIGA %
* SUPER NINTENDO »
* GAMEBOY *
* GAMEGEAR
* PC CD ROM *
* MEGADRIVE » (D32 x
 ATARI JAGUAR * 3D0 *x
UK JAGUARS - £239.99
INCLUDING DELIVERY
CARTRIDGE EXCHANGE
AVAILABLE
9 Wilton Parade, Feltham
Middlesex TW13 4BU
Tel/Fax: 081 893 2100

DEEP
LOGIC

MAIL ORDER LEISURE SOFTWARE AT
TRADE PRICES FOR..... MEGADRIVE,
SNES, CD32, PC CD-ROM, MEGA-CD,
MAC CD-ROM, GAMEBOY, GAMEGEAR,
3D0, CD-I AND ATARI JAGUAR.
PHONE OR WRITE FOR LISTS
(STATE SYSTEM) TO THIS ADDRESS.....
DEEP LOGIC
P.0 BOX 42
LOWESTOFT
SUFFOLK
NR32 4xB

0502 561683

BUYING GAMES?
WHERE ELSE
BUT

SOLID,
GOED,

GAMES
CENTRE

COMPUTER
ENTERTAINMENT

CENTRE

COMPUTER
ENTERTAINMENT
Hardware, Software &
Accessories For
3D0 @ Amiga ¢ (D32 & Gameboy &
Gamegear ¢ IBM & Jaguar &
Mac © Nintendo @ Sega

Exchanges @ Secondhand Sales

CLUB MEMBERS SPECIALS

89 Holburn Street
Aberd
Tel 0224 212721

— N W Scotand _

CONSOLE ELITE

364 Uxbridge Road, Hayes,
Middx UB4 OSE

% Atari Jaguar (US) now

in stock

Neo-Geo - All titles etc.

available

S/NES US Consoles +

latest titles in stock

All imported accessories

at best prices

S/NES 50/60 Hz

conversions - Ring for

details

% Large stock of used
games - all systems

081 561 2422

" Scotland |

» % ®%» %

" Wiltshire

WHEN IT COMES TO MULTIMEDIA
[ .
MULTIMEDIA.

PHILIPS CDI

AT AN UNBEATABLE PRICE WITH
STACKS OF FREE SOFTWARE

PC SYSTEMS I

AT THEIR LOWEST EVER PRICES!!!

MOTHERBOARDS

PRICE CRASH. FULL RANGE OF
CD ROM, MEMORY ETC SUPPLIED

WE ALSO STOCK SEGA, NINTENDO, ATARI,
AMIGA PRODUCTS

0793 848428

GET REAL! MULTUIMEDIA
31 High Street, Wootton Bassett, Wilts SN4 7AF
Fax: 0793 849563

"~ Scotland

SOLID;
GOI'D)
GAMES
CENTRE
Hardw;::T;::;:;mre &

Accessories For

300 & Amiga ¢ (D32 ¢ Gameboy ¢
Gamegear ¢ IBM ¢ Jaguar ¢
Mac @ Nintendo & Sega

Exchanges @ Secondhand Sales

CLUB MEMBERS SPECIALS

16A Gateside Street
[, [] on
Tel 069 7596

SOLID
GOLD,
GAMES
CENTRE

COMPUTER
ENTERTAINMENT

Hardware, Software &
Accessories For

300 ¢ Amiga @ (D32 ¢ Gameboy &
Gamegear & IBM  Jaguar &
Mac & Nintendo & Segu Exchanges &
Secondhand Sales

CLUB MEMBERS SPECIALS

11 Ingram Street
Glasgow
Tel 041 553 2512

SOLID,
GOED
GAMES
CENTRE

COMPUTER
ENTERTAINMENT
Hardware, Software &
Accessories For
3D0 ¢ Amiga & (D32 & Gameboy &
Gamegear @ IBM @ Jaguar &
Mac @ Nintendo & Sega

Exchanges & Secondhand Sales

CLUB MEMBERS SPECIALS

38-40 Westport
Dundee

Tel 0382 26305

SOLID

CENTRE
COMPUTER
ENTERTAINMENT
Hardware, Software &

Accessories For

300 & Amiga ¢ (D32 & Gameboy ¢
Gamegear  IBM @ Jaguar ¢
Mac  Nintendo @ Sega

Exchanges @ Secondhand Sales

CLUB MEMBERS SPECIALS

36 Church Street
Inverness
Tel 0463 236666

CENTRE
COMPUTER
ENTERTAINMENT
Hardware, Software &

Accessories For

300 ¢ Amiga ¢ (D32 & Gameboy &
Gamegear ¢ IBM & Jaguar &
Mac ¢ Nintendo @ Sega

Exchanges @ Secondhand Sales

CLUB MEMBERS SPECIALS

11 Carrick Arcade
A

yr
Tel 0292 611816

SOLID;
GOID;
GAMES
CENTRE
Hardw;::tusnr;::ﬂare &

Accessories For

300 & Amiga ¢ (D32 ¢ Gameboy ¢
Gamegear ¢ IBM & Jaguar &
Mac ¢ Nintendo @ Sega

Exchanges @ Secondhand Sales

CLUB MEMBERS SPECIALS

1049 Pollockshaws Road
Shawlands
Tel 041 636 0306
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questiontime

Send your questions to Q&A, Edge,
30 Monmouth Street, Bath, Avon BA1 2BW

| am a network Doom
/ freak and | spend a
2 disturbing amount of
time playing the multiplayer game
over my college’s Novell
network, where I've installed the
full version. | have some
network-related questions.
1. If I have a modem connected
to my PC and the full version of
Doom, how can | play multiplayer
Doom with another person in
another country? Does the speed
of the modem affect the speed of
Doom when | play it over the
Internet? If so, which modem
speed do you think | should get
in order to run Doom smoothly?
2. How much will it cost per
hour to play Doom over the
Internet with another person?
3. Do you know when Doom Il is
coming out, and if it will have a
network play feature?
4. Do you know of any other
multiplayer PC games that | can
spend the rest of my life playing?
‘Network Doom King’,
Hertfordshire

I. The network version
of Doom uses the IPX

“ protocol to transmit
‘packets’ of data to and from
individual machines via a central
fileserver. To achieve this you
need an Ethernet card, which, at
its simplest, is a highly efficient
modem substitute. As far as
Edge knows, you can’t play
Doom over the Internet, but it is
technically possible to play via a
direct modem link with another
computer. This is often
impractical, though, due to the
transmission delay. On a
network consisting of a few
hundred metres of cable the

P R R R R R T R

Saturn VF: arcade perfect?
(See Horness Spencer’s letter)

delay is negligible, but playing
with someone in Australia, for
example, would cause
insurmountable problems.

2. If you could use the Internet
to play Doom it would cost you
nothing — colleges pay for
unlimited use of Internet lines in
advance. A direct modem link,
on the other hand, especially
over long distances or during
peak times, could wreak havoc
on your phone bill.

3. Doom II: Hell On Earth is
scheduled for release on
October 8 as a fullprice,
network-compatible game.

4. There are many other
multiplayer PC games. Ocean’s
F29 Retaliator is a few years old
now but still fast enough to be
fun with two players, and Geoff
Crammond’s FI Grand Prix is a
superb multiplayer experience.

would be grateful if you
ould answer a few
select questions about
the Sega Saturn.

1. With the addition of a
cartridge port on the Saturn,
would it be possible to make
future hardware improvements
within a cartridge and, by running
both CD and cartridge

simultaneously, allow things like
saves and high scores, etc?
2. The specifications of the
Saturn are close to that of the
Super 32X add-on for the Mega
Drive. Are Sega planning to make
the Saturn downwardly
compatible with the 32X?
3. In the Edge supplement you
stated that 900,000 polygons/sec,
Gouraud shading and texture
mapping were possible on the
Saturn, whereas in issue || you
stated that the Saturn was only
capable of 90,000 to 100,000
polygons/sec. Why the sudden
loss of 810,000 polygons/sec?
4. In the Virtua Fighter article in
Edge |1 it was apparent that
Sega are struggling to convert
their Virtua Fighter coin-op to the
Saturn. If this is the case, the
specifications cannot be as close
to the Model | arcade board as
first expected, and judging by the
specification difference between
this and Model 2, Daytona would
be practically impossible to
convert. What are your views on
‘arcade-perfect’ conversions for
the Saturn; given the machine’s
specifications, do you think they
are possible?

Horness Spencer,

Redditch

= I. The Saturn’s cartridge
5? slot — which allows direct
. access to the CPU and
the rest of the architecture — will
be useful for developers when
the final machine ships. Not only
could it be used for saving game
data, but it will make possible the
release of upgrade cartridges in
the future.

2. Not officially, but it’s possible
thata cartridge will be released

that allows Super 32X games to
be played on the Saturn — like
the Mega Drive runs Master
System games using the Power
Base converter.

3. A Japanese Mega Drive
magazine was the first source to
state that the machine could
handle 900,000 polygons. Either
Edge — along with many others
— translated the number
incorrectly (mistaking thousands
for tens of thousands), or the
mag in question simply got it
wrong. To this day Sega haven't
announced a polygon rendering
figure for Saturn, and if they did,
just how accurate would it be?
Without a benchmark for
polygon size and detail etg, it's
not an absolute measurement of
system performance.

4. Sega’s Model | board is a
high-performance dedicated
polygon shifter with two layers
of background scrolling; Saturn is
a multipurpose games system
which offers polygon rendering,
sprites, scaling, video and many
other features, thus allowing a
wide variety of games. While
Saturn’s polygon rate might not
match that of the coin-op board
— it’s possible that it can manages
half Model |’s performance —
Sega are hoping that
improvements like texture
mapping and shading will make
up for that. (AM2 supremo
Hiroshi Suzuki said as much in
Edge ||, with specific reference
to Virtua Fighter.) Now that we
have a clearer idea of what Sega’s
hardware is capable of, it would
be foolish to expect a perfect
Daytona — there’s a huge
difference in 3D performance
between Model 2 and Saturn.

Can you enhance the network Doom experience by playing with
someone in another country? (See letter from ‘Network Doom King’)




Samurai Shodown will be one of the first Neo-Geo CD games. Is the
end in sight for the Neo-Geo cartridge system? (See Jon Mills’ letter)

I. What is the price
difference between
3DOs in Europe and
America! Should | buy a
European or an American 3DO?
2. Trip Hawkins said that there
would be a big difference
between the 1994 and 1995
3DOs. In what way?
Marios Neocleous,
Limassol, Cyprus

I. Panasonic have bitten

the bullet and announced

that, despite
outrageously high customs duties
(under current import rules the
system is classed as a VCR),
they’re bringing the system into
the UK for £400, packaged with
the stunning-looking but
unplayable Total Eclipse. It’s
worth noting that the US
bundled game, Crash 'n Burn,
won'’t be available in the UK —
apparently the 50Hz frequency of
the PAL machine meant a
particularly tricky bit of recoding
for Crystal Dynamics and would
have resulted in an unacceptably
low frame rate. The 3DO
Company have stipulated that
thirdparty developers should
reconfigure titles to run atan
optimum speed and screen size
in the UK — remember, imported
US and Japanese titles will only
run in letterbox format on the
UK machine — so let’s hope
American and Japanese
developers don’t face too many
problems making UK 3DO
games just as impressive as the
foreign versions.
2. 3DO’s 1995 system, Bulldog,
was uncovered in Edge 12. It
boasts a 64bit RISC processor

(66MHz), dedicated polygon
handling (240,000/sec), and will
come as both an upgrade for the
existing 3DO and a fully fledged
new system costing in the region
of $250-400. Not bad, eh?

I. In a previous issue,
 you said there might be

* compatibility problems
between Japanese games and the
US 3DO - it had something to
do with Kaniji characters. Why is
this, and was Dr Hauzer affected?
There doesn’t seem to be the
same problem with Japanese
SNES games.

The PowerPC chip is still a rare
beast (see M Saunders’ letter)

2. Which NTSC-PAL converter
offers the best value, ie picture
quality vs price. Where can you
buy one!? Is it possible to get an
RGB signal directly from 3DO.
And what about the PlayStation?
Does it have RGB output?

Jari Turunen,

Finland

I. The 3DO Company
itselfinformed Edge of

= potential difficulties,
claiming that the Japanese
machine has a ROM chip for
Kaniji characters. However, Edge
has had no problems running any
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questiontime

imported Japanese software on
the US machine, and that
includes the Kanji-filled Kyoto
Mystery, Wacky Races, Takeru and
Doctor Hauzer.

2. No RGB signal can be
obtained from the US or
Japanese Panasonic 3DO. Most
suppliers of 3DO machines will
stock an S-Video/SCART
converter box. Try one of the
mail order companies advertising
this month or in a previous issue.
The Japanese PlayStation will
only provide NTSC RF,
Composite and S-Video signals —
Japanese TVs rarely use the
SCART RGB connection.

I.Inissue || you
reviewed the Neo-Geo
CD machine. You
pointed out that it is not an
add-on and that the games will
retail at £40. Does this mean that
| have been wasting loads of
money on £150 cartridges?

2. Will the games for the
CD-ROM be better and more
advanced than the cart games!
3. Does this mean that SNK will
no longer concentrate on the
cartridge system, because if this
is so quite a few people will have
redundant consoles?

Jon Mills,
Sheffield

I. The advent of the
Neo-Geo CD system is
naturally causing concern
among UK owners of the original
home system, especially as in
Japan there’s a tradition of
dumping an old system (often
literally) to make way for the
latest model. SNK were unable
to design an upgrade because of
the lack of video RAM in the
base unit. The Neo-Geo CD
includes an extra 430K of video
RAM, 7Mb of DRAM and 64K of
SRAM. Great kit, but hardly fair
to loyal Neo-Geo owners, is it?
2. No, as far as we can tell they'll
be identical to cartridge games.
3. SNK are claiming that
cartridges will continue to be
made available alongside
CD-ROM and arcade software.

I. All the PowerPC
machines | have seen
are Macs which emulate
MS-DOS. Can you get PowerPC
PCs which emulate Macs instead?
2. I've heard that the 601
processor in the Power PC
doesn’t emulate MS-DOS very

ssessessasnse

well. Is that true, and if so, is
there any alternative to the 601?
3. Can a PowerPC machine with
a 601 processor run Doom well —
in other words, smoothly?
M Saunders,
Orpington

I. The PowerPC is a
new RISC chip that is
intended to be used in
both PCs and Macs — the idea is
that it will eventually replace
Intel silicon (even the entry-level
601 chip is faster than a 60MHz
Pentium). Programs running on
PowerPC-based machines fall
into two categories: ‘native’
applications, recoded specifically
for the PowerPC'’s instruction
set to provide optimum
performance; and traditional PC
or Mac programs running via
emulation software. If the
PowerPC penetrates the market
to the extent that its developers
(Apple, IBM and Motorola)
intend, all PC and Mac programs
(including MS-DOS and Windows)
will be recompiled for the
PowerPC, making Macintosh and
PC software interchangeable. At
the moment, though, the
PowerPC market is cornered by
Apple, with several ‘Power Macs’
available and a growing number
of native applications. This means
that MS-DOS or Windows users
are restricted to running
programs under emulation on
Apple-branded machines.

2. The 601 PowerPC processor
runs MS-DOS under emulation at
about the same speed as a
25MHz 486sx system. The
forthcoming 603 and 604 chips
will be faster.

3. Buying a PowerPC system
purely for games is not advisable:
PowerPC-specific titles are still
virtually unheard of and many

existing games will not run E
perfectly under emulation.

QandA

You can rely on Edge to cut
through the technobabble and
give you straight answers.
Write to: Q&A, Edge, 30
Monmouth Street, Bath, Avon
BA1 2BW, You can fax us on

0225 338236, or e-mail us via
future@cix.compulink.co.uk.
with a subject line ‘ATTN:
Jason Broolces’. Sorry, but we
cannot answer any questions
personally, either over the
phone or by post.
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Next month

Next month Edge ventures across the
Channel to savour the French art of 3D
animation and game design. First port of
call is Paris-based Amazing Studio, home
of top designers Eric Chahi (Out Of This
World) and Frederic Savoir (Flashback)
Here Edge will get the first ever look at
the long-awaited - and highly secret -
Heart Of Darkness. Then, after catching up
once again with Cryo Interactive, this time
for a look at Captain Blood sequel
Commander Blood, Edge shoots down to
Lyons on the TGV to see Infogrames and
Alone In The Dark 3. Last stop on Edge’s
tour de France is Adeline, creators of
Little Big Adventure. A bientot.

EDGE 14

Thursday 29 September
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